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INTRODUCTION

he Last War is over.
Afver the Day of Mourning, the war-
rimg mations of Khorvaire quickly came 1o
realize that victory was impossible—the best
the beleaguered continent could hope for
was & lasting peace. What had been Five Nations united
under the throne of Galifar was now twelve sovereign
kingdoms, shocked by the wasteland that was once Cyre.
Two years later, representatives from these nations ham-
mered out the Treaty of Thronehold. a set of agreemenis
o cease hostilities and establish new boundaries. Afiera
hundred years, Khorvaire was ai peace.

Still, the Last War might never be over.

The Valenar agreed to the Treaty of Thronehold
merely 1o assess their foes and force them to acknowledge
the elves as & new nation. Aundair signed the treaty, but
langs to reclaim both Thaliost and the Eldeen Reaches,
The king of Karrnath works for peace, but many in his
nation will not be content until the continent rests under
their control. The refugees from Cyre are desperate to
discover the cause of the Mourning and ensure that who-
ever is responsible payvs dearly.

Few people are willing to say it aloud, but they all
know in their hearts that the peace of Thronehold is a
fragile thing indeed.

The Forge of Wor supplement is about the war, of course,
but every other Eperrox game book and adveniure is
abowt the war. insome respect, Every adventurer is at leass
partially defined by what he did during the war, and many
adventuring sites are ruing ereated by the Last War (the
Mouwrnland being anly the largest such placel,

The Forge of War delves Tlurther inta the events, person-
alin LR, J.nl,! P Prrf"nl.n:nl. al the !I‘rll_ w“” (1518 wl‘H_'l |‘1|"l'
your Engmpies campaign takes |=Im:u_- at the lH_'Hiﬂ:uﬂH.
JIur'mg the middle, or afier the end of the Last War, this
|.upp!rh|.¢ mt will eneleh dn,

LISING THIS BOOK

The Forge of War is focused on the events, armies, batile-
hields, magic. and heroes of the Last War, but it's designed
primarily io help players and Dungeon Masiers in a stan-
dard Esereox campaign—that is. one set in the years jusi
after end of the Last War.

Chapter One: The Course of the War presenis a
chronological overview of the major events of the century-
lang conflict. The discourse is taken primarily fraom an
introductory textbook used ar Soladas College of the
Library of Korranberg. as annotated by the renowned Zil

librarian Augusia Wainwockei—as close to an impariial
source as can be found. (Commentary taken directly
from this source is interspersed throughout the chapter,
presented in itofic type and set off from surrounding text
by blank lines.}

Chapier Two: Guide to the Last War features
numersus encyclopedic entries concerning major events,
key locations, important organizations {including the
dragonmarked houses and national armed forces), and
concepis of the war.

Chapter Three: Heroes of the Last War includes
backgrounds that focus on wartime activities. and ideas
for lasting scars—of the physical or emotional variety—
that might help define characters. In addition, spells,
magic items. and teamwork bene fus provide new oprions
for any ERERroN campaign,

Chapter Four: The Last War Campaign dealswith
various ways 1o use the materials in The Forge of iWar. In
discusses three different campaign siyles and gives sug-
gestions to Dungeon Masters for running each one. ora
combination of them.

If you are playing in any other Dusceoxs & Deacoxs
campaign. the material in this book can be used to flesh
out a war-iorn region of the world, to add depth 1o
military characters and armies, or simply provide new
ireasures and opponents for the characiers,

WHAT You NEED TO PLAY

The Forge of War relies on the core Duncroxns & Dracons
rules as set Forth in the Players Handbook (PH), Dungren Maiter
Giwide (DMG), and Monster Monwal (MM, 15 addizion, yvou need
a eapy al the Enesoy E'.'umlpung.ﬂ .'E.fh'm; {FCS) for the h:g pherure
ol 1the wu-rpumﬂl seleing snd for the ¢a Mmpalgn-spee ihie
rules im 1 hae volume,

This beok makes use of new rules mechanics intro-
duced in Heeoes of Bortle, Players Headbook [f, and Magic ltem
Compendivm, 1Fyou don't have some of those titles, you can
still use nearly evervihing in this book—we've provided the
information you need to incorporate rules such as team-
work benefits, magic standards, and magic item sets.

Throughout this book. abbreviations are often used
io denote game elements and other materials that appear
in certain supplements. Those supplements and their
abbreviations are as follows: Compleie Adsemdurer (G Ad}, Com-
plete Arcane (T ATY, Compleie Mage (CM), Complete Warrior (CW),
Merves of Herror (LHH ), Misiatures HondBook { M H ). Monster Manual
M MY, Monster Manal 1T {0 M3, Player’s Handbook [ {PH 2),
Spell Compendiom (SCY, and Tems of Magic {ToM),
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line in the famous Clockwork Charge,
one of the most significant evenis of the
year 337 in the Last War.

Th-: Knights of Thrane overrun the Cyran




CHAPTER OHE

THE COURSE
OF THE WAR

hough the land called Galifar was nominally

a kingdom, it streiched across a entire con-

tinent. King Jaret was a king among kings,

and his children answered only ta him, The

blood of Galifar wsed society's ties—lightning
rail, message Mations. crucial rivers, and caravan routes—io
keep the realm unified, peaceful. and rich, Treasure flowed
inta s eodfers, and i3 armies gleamed with arms and armaor
capable of holding off the forces of any invader,

The few nations around the edges of Galifar, such
an the Lhazaar Principalities and the Demon Wastes,
poeied no resl threat 1o bts eitizens, They were distang
[isea, uu.lg.- -mmlfd. The greatest d.in:rt ter 1 e empire
was ot outskde s borders, 1t was within.

Gul':_fur WALS OFY A I T Ii'urig bt st Amd dmprei o't die medl.

The recital im these [rages atiempds the meaumealal task of ivmesa-
FLIIAE DLET Gne ﬁm&drfd'_pmn u_f h:h:-[: i mereris @n erdire cordimenl
Unfortunately, o great deal of information sbout the Lant War sas lont in
the continued wpheaval, choos, ond boodibed. Beeounts of these years are
buried in fayers of propagenda, speculation, insinsastion, ocowation, and
parancia. Likely no one in Khoreaire @il ever ko the entire irth,

These pages represents our librarians” best efforts to péece together
veluminous and ofttimes condrodictory occownts, If nothing else, this work
weks to combat dhe old folehoods that ane reprated endienly fo justify
lasting awimority. It is hoped thal commentaries such gs this one will aid in
elucidation and engender continued study.

RooOTs OF THE LAST WAR
la ihe mosumesdal fack of war, iree friumph evodes hose mithoul ow

ajsprnciatian for hisfory,
—Analects of War by Karrn the Congueroar

Ar bts rool, the Lao War was & war of suecession, The
:|u|m|+ 1 e sjea rked the conflict was over whieh aof R'"H’
|arat’s Five ehialdren would aseend 1o the thrane of Gali-
far alver hin death. Ac :':mlltng 1o almost fnine ceRluFies
of tradition, that honor should have gone o Mishann,
Jarot's eldest and the ruler of Cyre. Upon King Jaro's
death, Mishann's brothers and sister would abdicate their
rule of the other nations, and Mishann's children would
be installed as governor-princes of the Five Mations.
That was how succession had been handled for ithe entire
history of Galifar.

Instead, Thalin, Kaius, and Wroann rejected
Mishann's succession. Their refusal 1o respect a ceniral
tradition that had kept the empire unified for nearly a
thousand years sparked a war.

Mnl:u fay the blome for o contwry of warfore of the fref of the tree rebel-
fipus scions, but such o view i far oo simgdudic, A doser lood revcals deeper
cawes for conflict—oguues that dretch bock in teese of leat fo the unificatson
aof Golifor ataedfl

Before Galifor s unificedion man, Kharsaire mar domingied —ihough
nuf enfively contralled—by fioe ndependent natssa-itaies, In the southwest,

the madion af Weoal hod beea founded by Breggor Findking in the area of

prreveni-day Vathirond, [ people jeurneyed moadh and engulfed the ance-
encleprmalent coly=atade of Shooral, now called Sharn, Far fo the north, phe
malion of Thalund sirriched orois the coasline and down infe the waterna
that would cems bo be kaomn @ Seond Sound. Southmest of Thalio, Day-
Rurg dreefched gifuw _|':|'r|'n||r .Prﬂll‘il. I ihe southrait, dhe amali bed uwrn’_qr
mdgdion ||_f.5ﬂ|u|f|' ﬁuﬂ';m fi uP wrnmd Kraken ﬂl!l' e thurlM Ao -
wand. To the northead, the dricradants rlj"ﬁ-m'l'n ik Eu.l'ullufhn' ruled @
atson Mt bore A name, TR Il"pq'nlfq' i.ll‘lgl.llllﬂ’h had H:lﬁ'\d_ﬁlf!hl.lulum'l'\
n_[;mh and ﬁﬂlfﬂndl'tdﬁh"l’fb e ifdiaifs culfere.

Although Galrfor | waited the fizd realms and ihus succreded where
Kurrn hd'_llinh'd'. it i A ] rhid ﬁl-a:m_pd‘l;hwnrxummpnm:p.
He awd his beirs clearly mever eliminated the ingrained ahfitudes thal led the
Jreenpole ter thivk of e mselves first as Karens, Aundairians, Thranes, Cyrans,
or Brelick—and only secendarily e citinras of Golifor. fndeed, his succesiion
practice of plocing the reder's children af the head of five principolities served
o reinforce the ancient divinons, When orins come, the prople and the relers
easily fell back om old wiempoints, drowing Kmes befmeen temaeloes and their
neighbors based ow borders over foo thowsand pears sld.

The tindertwig of succession ignited a vast powderkeg;
Galifar had long been on & war footing. For much of his
reign, King Jarot was terrified of war. He devoted most
of his considerable talents to enhancing his kingdom’s
defenses, He perceived no end of threats—conspiracies
involving the dragonmarked houses. plots among the
aristocracy of his realm, imminent invasion fram Aer-
enal, a draconic scourge from Argonnessen, He feared
the Inspired of Riedrs (though he knew slmon nothing
about them) and dreaded the mysteries of Xen'drik.

Jaraa’s fears fed a milhary buildup the likes of which
K harvaire had aever before seen. Each area bristled with
armarments. |arot l:'H.IlE.iI:l‘d the rescarch that would even
|un|l1l.- lead to the modern war Fnrgrd.. and himself lived 1o
see the first construel soldiers arrayed amid hisarmies, Ae
his command, House Cannith began work on the mobile
foriresses that culminated inthe deploymens of Breland's
floating strongholds. With the king's urging and approsal,
House Deneith heavily recruited mercenaries from among
the continent's more monstrous races.

In hindsight, Jarot's mental state appears to have been
imbalanced. At the time, however, none could challenge
his viewpoints, and few had any interest in doing so.
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What caused Jarat's nfghtesarich prevccupation weth an inpaes from
beyond hei bingders T There ore many answer,

Some elaim an inandroan afien enfaly couned Jorol's madnea, The
ay thal the hr'q ul_lfn'lh.lrﬂf e lr.lb;'l. drnamy qn.anh.nmr thy wriili i!lfin
Pd'.l'd'm.nd IMagIneag. {flﬁur i AR cai, |i|ﬂu_g.|'|. W |'_|'r did Ao nu.'u]-l'_lrlm;'i'
ealerpene im the Bar o if hq_.:urr?'

(ke claim that the True theeaf lo F.-uJ!lﬁ;rmm_lﬁuth Do st
]'ih_'j_p-trw.' u_lﬁnrn' njfnhlnf'r and deifracinn thal i "_Iﬁ-urh.‘ ke, the
i r!_p ﬂ:,l'ghmh. urnngpurhﬂ_mm miuch 1]'||r'|l';u:|] it e el ¢ OFFUpTeag FLry
empire aad Bringing it fo sventual ruin. T prefoundly ahurarical sics
treats the fall of Golifor as an eoend unaffecied by any immediote eirs-
shamoes eevefd e comitant nl::,l'i'.:.-:nrr u-_,l'.-.'- fﬂrg-n.‘.run‘n_rp r-_||' A

Fimally, o frw caim the srions' complicity is far deaper than suspecied.
The five rulers all conspired of ane Hme or another o spread doubts about
the strength of the kingdom to their father. Their insecurity omd selfishness
fed Jarad’s tendencies, exacerbating the tension and inereasing the military
power af their disposal,

AN of these theories have one characteristic in rommon: They are
searching for o deeper explanation for smmething that seems IHElIFIIrI.'GH'.'v.II'
In truth, the people of Khorvaire hod spewd nearly o half-ventury expect-
ing wer o erupt on their shores of gay moment. Under the weight of ihat
expectation, i would kave been surprinmg if war hod nol broken out.

804
THE WAR BEGINS

Greal advaniagr floan ta the commander who find recognizes e comeenne -
meal .|_i'-.|:l.'||£|llr]|¢'|_ then acds decrreely and itk aoera Jﬂ'rrnm:r Biger,
— Analects of War by Karrn the Conguerar

Jaret's eldest sebon was his daughter Mishann, who ruled
Cyre. The second oldent was Thalin of Thrane. He was
widely rumored io be considered for the title of regent.
since Mishann had been a bit wild in her youth—wild
enough to frighien some of the more siaid nobles of the
realm. Thus. both Mishann and Thalin thought ihey
might be named supreme ruler.

King Jarot gave only Mishann his blessing when he
lay on his deathbed in Thronehald. The king bade his san
Wrogar of Aundair, who was there at the time, 1o suppor his
chaice. Wrogar gave an oath to his father, Thalin, Kaius of
Karrnath, and Wraann of Breland were not present at the
king's death, and were bound by no similar pledges,

Ag Jarat's state funeral shortly therealter, Mishann
approached hee siblings 1o discuss the devails of her cora-
AL Ak uﬂ{'f‘ﬂ -l}[ (,'!i lifar. Thll 161, K Aras, llll,i "l'\'-r\-l,:;i (1011
refused to Hsven, rejecting her suceession, They vowed 1o
]l-l'| their ill-l"!'!.l.‘lll.l | |,= usrda .igln::.l any l.uﬂl. action., Wroann i
in particular, declared that b was 1ime for inereased lib-
erty and democrscy, and tha hidebound complisnce with

teadition was inappropriate. Wrngnr hacked Mishanmn's
clatm, but the two of them had insulficient forces or,
af that time, desire 1o exert their will on their |ih|ing:..
The siblings and their retinues quit Thronehold with the
suceession issue wholly unresolved.,

In lage 894, Mishann formally declared herself
Queen of Cyre and Unived Galifar Fooia b capiial. She
also gave her blessing vo Wrogar's announcement that he
would sssume the tidle of King of Aundair. Queen Mis-
hann then instructed her strongest supporters 1o gather
at the port of Eston to sail to Thronehold. She soughs
coronation over the whole realm when she reached the
islanmd, but in truth invited only the nobles of Aundair
and Cyre to attend.

Breland, Thrane, and Karrnath issued separate
declarations challenging Mishann's claim to the impe-
rial island. The rulers each decreed that they too would
henceforth be known as kings and queens. King Thalin
and Chueen Wroann mustered their house guards and
previcusly retained mercenaries: Thrane and Breland
were ready 1o fght. in small numbers at least, within
days. King Kaius declared martial law and began
mobilizing his warlords, but Karrnathi forees were seill
gathering when the outriders of his allies arrived on the
shores of Scions Sound.

Even without Kaius's forces, Thrane and Breland
troops outnumbered the opposition; Aundair and
Cyre had been unable 1o combine their armies. Indeed,
Wrogar was rallying his beloved rangers from the
Eldeen hinterlands when he learned that Thalin and
Weraann were mpf:l;ing 10 sl Mishann trom claim-
ing Thronechald.

Reaching Eston without incident, Mishann set sail
with a fleet largely composed of transporis and merchant
ships. Mishann did not expect her siblings to escalste the
conflict inio a shooting war. Btill. when her vessels reached
the area around Throenchald, the loskous reported a
powerful force arraved against her. Thalin had ardered
the bulk of his ships 10 blockade the island, The advanee
elements met, and the allies began anacking=Mishann
realized then she would be foreed 1o hight. Rather than
risk her entire force on the waves, she turned her ships
and slid into the southwestern leg of Seions Sound. The
[rli' Th;q.lu;- 1!“5“ ]_;“ r{:“inH |‘-|I|I'|¢l.|,--|"|'|-!. harbor rrl'uutl
Ler fh.l]rngq_- {'.3. e, and the T hrane nav ¥, with orders to
wecure | hronchold, did noe pursue. Mishann was able
1o bring her troops safely 1o land near Traelyn Bridge,
south of Flamekeep, There, she learned of the combined
T hrane and Beelish army moving o inlercept her. K now-
ing she was puinumbered, she turned norih seeking io
eross into Aundsir and link up with Wrogar.

W

ADVENTURE SEEDS

=A Cyran noble hires the adventurers as part of
his retinue for a trip to Thronehold. On the way, he
befriends them and enlists their sid in sempring 1o
discover King Jarat's plans for succession.

—A mysterious benefacior claims to represent
a group of imporiant concerned citizens of Galifar,

including members of the royal family. He claims King
Jarotis being influenced by an alien entity that has pushed
the aging monarch toward war, The spy reveals a magical
device that will detect all manner of possession and mind
control. He asks them to scout the halls of Thronehold
and find the souree of the king's corruption.

h——-—_—_—_—d
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BATTLE OF THE GALIFAR HEIRS

The first majar engagement of the war was fought an the
western shore of Scions Sound, just south of Flamekeep,

By moving quickly, Thalin and Wroaann caught the our-
manned forees of Cyre as they gathered on the road west of
TrJr|:|':|. |ir|;|qr. '|'||:|:1|. WA CAgeT Lo &ET ik: t||.-|;| F"ﬂ hlq:rli' ’11_'_
sfter .l]]_ 1.|::|_|E-r ||||..|r|r-.l .|g.||n\| I|l|_- RACEEAR] O, 1:|.1."1-|1 ng |'||-.
-lill e rl“]l I- rl‘ Llll“"lh |I|‘. I [r WAk I"I": oan h i % h.l_'lm'l:' gTwFI‘l.
Wik 504) ]I.I_'J'l':f f-nlll. BOD ||.!,:|1I l.lll'gll.l\.. ;|1|;| El:lﬂﬂ frea samnl
lewies ot ki COir nIHrl:!. Fi s wiis h:. far r||.|_- mcEsl |:|i,||-||.l|1.1ll|:!{
[oree. Brelaned |:I'|.|-||.!,:|'|I I:H'||:¢' the Ql.ll'l_' |-|'\. .":lwllTitl.. an rl.:lr
farce af 150 Ill"A'r:r l"l'n:ﬂ. and the Free {:1:ﬂ|.||:n||'|:| af Arche i,
a group af 200 Ir.mghm- men. In all, the newly deelared
Qu.rrn of Cralifar faced aver 3,500 enemics.

By contrast, Owre had mustered :mh_.- the 200 elite
cavalry of the Queen’s Guard and the 500 heavy hal
bherdiers of her Honor Guard. In hosile territory far
from the Aundairian border, Mishann realized that she
would be decimated whether she fled or siood her ground.
Still, she prepared o sell herself and her forces dearly.
Miraculously, Wrogar's Wardens of the Wood arvived m
the Cyre camp by magical means, passing without trace
to appear in full batile order. His forces included some
100D elves, druids, and centaurs. Although the loyalis
forces were still outnumbered. the ourcome of the battle
was no longer a foregone conclusion,

The two armies lined up. heralds met and exchanged
challenges, and finally, about noan. the armies clashed. The
Queen's Swords of Breland engaged directly with the Qlueen’s
Guard of Cyre. and a rumaor circulated that Wroann had
been slain {she was only wounded), The Aundsirian forces
rained arrows and magic upon Thrane's peasant levies, and
the undisciplined troops seon broke and ran, Saill, Cyre and
Aundair had no answer for Thalin's heavy cavalry, some of
the best troaps on the continent, Their thunderous charge
-rllrr ||‘|-|;| freasa mils lrru,:h-l_- |.I'|I.H'!I'|i_'l,i 1 it r]u_- 1rF| Flank of the
f‘.:; re army -n:l. (S 1L rrr| I||.-|_- Wardens rlrl1lt Waaod .

-rhr arrival |_|]- .I’I.||l|.-|jllr'|. ru-l‘l_'r. |-r1| ]rr’ -Il|-|_-|F Fe ria
Ea [=ET1Y !H_’J.I'IIL-I’ Elll; ||l:l. maele a e I'I'rrrm-r however. His
1roaps allowed [_.1. P 04 EElFeRl BTy |,=-|".||'|l| arder to the south.
The next FMOrnEing. the forees of Kaius arrived, oo late.
The militan Koarens had mizsed the fies banle, much 1o
their new Lln_g :.l||.l||!||l|"l‘\u re. His riders pua raued the O yTamn
and Aundairian l'n-l-r\-l"n. bt 0o o avadl. Mishann il‘lt‘l. hl"l’
remaining troops crossed the sound no rih of Aruldusk
and reformed in the fortress an Eston. The quesn ordered
most of the army 1o hold the city, maintaining it a5 &
staging ground, ensuring that House Cannith's base
of operations remained intact, and preserving access 1o
crucial iron and adamantine sources. She then returned
1o Meirol to oversee the mustering of greater armies.

As mentined, Cralifor war divided inlo smraufonomos regions Hiroughosd i
history. St centurves of unity did hae aw impact on the politics and econsmics
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o the confinend. A full endershondieg of the course of the war, particularly
s ¢ty pears. requires o discussion of thowe Etredependimcies,

Much has been written sbout Karrnathi militery prowess; it has long
been the defening feature of that nation. The most influential milifory minds
of Galifor weve schooled in the Militory Acsdemy af Rekbenmark before the
war. This meaat that strotegy end tactics. much of it derived from the wril-
ings of Karrn the Congueror in kis Analiects of War, were relatizely waiform
throughout the land, Kormath alio produced seodfast and hord-werking
taborers. Although led by others in mosd cases, many of Califar’s major con-
struchion progects. imcluding the miles of lightaing rodl, swe o great dial to
Karrn workers, Rorrnath s greatest wesknes wei food. Although competeai
froducers of meat, wine, ond doiry products, Borrsath's peaple sere highly
dependent om grains and obher imports from elsakere in Khorsaire

Awndair eronllence was ai renowned ai Korrnathi arms, parficsdary in
the arena of magre. Embodied by the Arcome Congreis. Aundair has fang been
o symbol of arceas sccomplahment, Less well Enows, bul oo e impsrant,
were the shilled Awadainan worken, Trae orgften and schalors re nearly
coery field could be found amang the siflages of thal northern nalion. Aun-
duir wan edio one of the Boo "breadbaakets ™ of Golglor, The Eldeen Reachen
and thoir landy berdirrag i hape alwer been bousdifel. The nation's greated
wakndists were o small populafion and o arragunie eseag it lraden. Thia
sifwhinn resulted i o sgrinhean? cottural divsde befwern “the geniry of the
i @ad "ihose cloie o the nalars! owder i the el

Thrane, the offer mopor premer exporier of food stuffi, saw el as the
Feuirt n_lf Gn.l'!fur: Cl'l'lirﬁ'!:p fecuted, P m:r_]fp _|l.'|'n'n'.r Hirid mwj‘l’npfd itk
Mrurfdmdpu:l.nﬂuglrw. Fewr the mail parl a Hur-mﬂf_lﬁ;lrwm ke
populace rmbeaoed e “ree” refenion ujl'.lu Sifzer Flame and altempled fo
Elrm:_{ 'pn'rd" it alf asfvis n_fl'hn'lrlu.f-. At times infalirant, Throme was
more often generous and gregerisus. Although te Raights of Theane formed
o prowd and elde foree, the country was nol stromg mailordly, No selrol
barriers evisted, o the majorily of the prople sow no nevd o mske the lough
sacrifices that others, porticulorly the Koreas, sow s part of dodly life.

Brelund hod Llong kept itwelf apart from the magority of Galifar. Despite
boaning ihe continesl s bonpest oy, Breland mas conidered a relatively
backwand and wafasiconable flace. A Cyran poel named if "o mation ef tin=
ke and free=thinktren, ™ For therr parf, the Brelaih soa the ather nafes
@i operly bound by roditien and fur feo concermnd with afgsrerssct. Then
aguin, Breland could afferd to adopt an outirder's peryprctiorn, Her abundant
kandi contairrd fertill firids and poit matural rescwrces, The nation boasted
& rdﬂlhm:ﬂn'gﬁr |r|d'u-l_n- il g fwgf et ke rubnrﬁ-.ﬂ. Enﬁl'r |u_ﬂ'T|"|lf-l'|||_'l
was the Brelish creed. Breland s meokneases stemmad from her laok of inderest
o paderrionding of the cther notions, and her reluclonce bo incalie berself
in “uiride” affoirs. Truly, Brelond wos the seeping pond of Galifer,

Wondrous Cyre wes the soul of Galifer. Cyran apprecition spread
the length amd Breadth of ithe pontinent, sefting dandards and eifiratisns for
everyone who considered themselies o part of the empire, Bards, ports, wrii-
ers, artisans, and scholars powred cal o constant dream of oreslive ndiazor,
somy of them truly beilliond. This cultwal begemony was matihed in the arena
of diplomacy and negotiation. Cyren sdminidrotors, lioieas, and judges
cowld be fownd hroughout Guﬁﬁr sefifimg disputes and bridgimg divides.
Cyre abso contorsed sufficiently ferfile londs end, given the House Cannith
hame city of Eston. ber top-level idustry was unmatched. On the other
hand. the nation wa weak militarily, relying on Iocal police forces, Deneith
merrenanies, and Karrnathi soldieon fo bees the peace. [} sas alse supremedy
arragant; if wa accwitomed fo psuing ordders and baring others comply,

Thus was ihe empire interconnected. Againaf this background, the
Lasd War gas fought.

895
DIPLOMACY'S FIRST FAILURES

Thinking that s negotisted settlement might still be
possible, Mishann sought an end 1o the fighting. She and
“'mglr prnpnﬂd. a umpl-u pl.ru:lm'l. ifto tee oF thres

kingdoms. Kaius, as vet deprived of the glory of batile,
sabotaged the entire effort, urging his allies to reject the
ireaties. The only lasting resuli of the months of “peace-
seeking” was to allow expatriates from every nation to
return home, some just ahead of overzealous locals.

The talks broke off when Thrane, Karrnath, and
Breland laid siege to the city of Eston in the first extended
campaign of the war, Thalin wanted no more Cyre expedi-
tions launching themselves from that port, and was con-
cerned with the force already established there. The siege
imitially went well for the three allies, since Thrane and
Breland contralled the vea lanes (the bulk afithe Aundairian
navy was engaged with Karrnath in a siruggle for contral in
the north), Suill, House Cannith was responsible for much of
the city’s buildings and defense works and. not surprisingly,
the dragonmarked house had rendered the city nigh impreg-
nable, When Wrogsr's rangers staged vet snother unespected
arrival in the west and cun the lighining rail supply lines a1
the Aruldusk watian, s lack of supplies began limiting the
attackers’ abiliy 1o launch sustained assauhs.

Uliimarely, the siege was doomed when the three
usurpers began quarreling shout who would sit upon the
Galifar throne, Thalin had alresdy declared his divine
right 1o e erown, and Wrosnn supported thay elaim, bu
only because she was promised greater libercies for all eini-
wens and offered che vide of Queen of Breland and Cyre.
Kaius rejecred Thalin's elaim, decla ringe hat he, from the
land of Karrn and Galifar, should inherit the erown.

With the continued raids on their supply lines, dis-
trust engendered by Kaius's refusal to pledge himself o
Thalin, word of a strong Cyran force approaching, and a
powerful sally by the emboldened city garrison, Thrane
and Breland decided 1o cross back over Scions Sound and
abandanthe siege in 836, Unable 1o maintain the sirangle-
hold himself, Kaius was forced o withdraw, again, he
wak denied honorable banle, The srmies of Karenath
plundered and burned their way seross northern Cyre in
a fury, but retreated in the face of Cyran cavalry and heavy
foot who threaened Kaius's exvended supply lines.

n:-jﬂ?nlg»nurnrjhrﬁ'rd siege of Erdon would prove o be merely the forst af
many, AN of farot s children hod been born fo rule, and bed goined experivnse
as rulers withio the lorger Golifor empive. Each hod supperters and plans
Jor thaiv own elreation fo the theome, Tn truth, oll five soions of farot mere
ilT- temspered awd aocustomed to having things their way. All had their excuses

Jor hanging onto power, carying from diztne right fo greater experience to

Jarot’s favor o the defense of freedom and liberty. Jarod hod encownaged his
children I'nbmmrpm‘nﬁd rufers, and he did mod recogrige that national eemd

personad intevests hod aligned agavmat the confinued control of the empire from
Thromehold. The evineme stubbornness of farot s children sef many precedieats
and weskened any eitempt of dipfomacy Broughoud the pears o come,
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THALIN'S VISION

Fueled by religiouws fervar. King Thalin belicved his des-
timy was ta rule far more than just Thrane, He could rely
on powerful allies in the Church af the Silver Flame, and
the feeling among the nobles of Thalin's coure reinforeed
his senwe of emtitlement 1o the throne: Mishann was no
e mﬂh?, and far less piq}u:. than he was. The Pmp]t
of Cyre, with their debauchery and their emphasis on
fashion rather than wisdom, could not possibly have bred
o womasn worthy of the throne,



Even so, the nobles, the Church, and the people
were divided over how 1o proceed. Everyone looked for
swomeone of something 1o confirm Thalin's elaim; mos
desirable would be a divine mandate or & proclamation
from the ruling body of the Church of the Silver Flame.
the et of Cardinals. The group was much too shrewd
and conservative to take such a bold step, however.

Thalin decided that he must act first. He needed to
imprave his secret network of informers, and so he gui-
etly appointed a spymaster. The newly proclaimed king
also asked his most trusted dukes and barons 1o signif-
cantly expand their armies. More publicly, he decided
ta strengthen his ties 1o the church, so he underwent a
ritual cleansing and vigil ar the heart of the church. For
twenty daye, "Good King™ Thalin fasted and prayed, On
the twentieth day, he experienced a vision of the counl,
r:l.f:,l]d|l1H' kifm in l|.|.|-¢'|_-r'!.' feathers. apEning ks eyER, and
l:'IE'I-'IIIIH 1|.||‘|I. a 1]u|;| whrl‘r wilver ﬁr:h 'lil'l'..ll: up if the
-f':rl_-\. ll-l_'l Fea, afd minds of eVery H":q|. He Ell.l_-'l |I|4_-n that
it was his destiny 1o bring the Flame 1o all. Mishann's
SUECERSION Wi ROl jus & mistake; i1 was hluplirm-.'

[he proclasmation of Thalin's Vision caused immediate
controversy throughouwt Galifar, Why didn't Javor Daran,
the Keeper of the Flame for over iweniy vears, experience
thisvision® The prelare's power and skill had been ested,
trusied, and undersicod for decades. Dithers saw nothing
amiss with the Flame granting the king spiritual serength;
war loomed, and divine aid was most welcome. Cynies
and skeprics—even within the church itself—discounted
the proncuncement. mocking it as “Thalin's convenien
vision of infallibility.” The Keeper. a close family friend
to the king, and the Cardinals did not formally condone
Thalin's Vision, but neither did they reject it.

Iniernal debate over Thalin's Vision all but ceased
when Aundair moved aggressively, siriking south along
the shores of Lake Galifar, Aundairian forces guickly
overran the least populated of Thrane's territories—an
area pouth of Passage 1o the Blackcaps and wesi from the
lake va Ghali, King Wrogar's forces, under the command
aof Haldren ir' Brassek (see page ). even took Cragwar
brielly, The Arcane Congress st Arcania raised no abjee-
vion o the Aundairian occupation. instead declaring seell
a noncambatant. A hastily organized and weak counter-
urike by Thrane recaptured Cragwar but was atherwise
r.i-..ll.!r rl_-|:||,||-..-|_-:|. T]l.“ WHE hul I|1r Fl rai af [Nt} Il_- R |::|'|I]r-.
tha m:uhi 1;-! he the la l|.|,! g1t n-ll 'L'.!l.ih 10 |‘_|||_|-|}|_1.

Thc.lln'1 Viwon sarked 1he bepinna r.lru.l‘i.ul ||:r.'| ottt [ b e urlfl'll'..'l
E ag & i
a dark i af Thrane Fu-.lln_-h Fofd |!|'| rhine ||,..r.rrnr:|| u-‘.‘mlnnh:rlrl_: r.'nr

thesrals Aafan,

I trusth, Thatin's deseription i nof, o its foce, ocerfy dire noraf odds
with comman church rhetoric. The Church ofthe Silver Flame has long sought
to emebrave alf Khoreairions, eieming ruch widespreod faith ar o cornerstons
of nchivzing a living paredive. The real conflict has olways centered on the
mrans to thisgoal. The “good ™ church fmpﬁmlut I'm:\hm,g and acceplance
to bring outsiders b its breths; the "bod” church stir indolermel passion
amd mmandates concernon. The history of the Church of ihe Siloer Flame is
defimed by the struggle beimern these foo apfroaches

806-905
KARRNATH REVERSALS

Assues arr the J'iu!'r -1:||-|'|rfﬂ.:1.. anid 1!:9.&5- armeits regueht dlrong nations,
ﬁq.g:'r._ll-umlw_ and [am .'ljr-n'-l—_ll-nr miare Han bq-.'l‘-'i'_f'rrl.f Frirrdi—-rin
whaller rﬁr_grru.'rlrm‘rr!'r

A nl!l;-;h u:l' War l‘::r lern the ntl'l'l.lll,l' FasF

Arthe st ofthe war, Karrnath s standi g APy Wis I...rg\rr.
Better tealned, and 'I'l-ﬂ:lrr'ﬁlu:ppq-d. and h.:.d'lnghﬂ mornle
than any of its neighbors, Saill, i failed vo put s quick end
tor the war—parily because of its underestimation of Aun-
dairian audascity and Cyran toughness, and partly because
of pure bad luck, as a horrific series of national catastrophes
wracked the land.

Koaius's travails began in 896, the Year of the Long
Winter, which featured a largely nonexisient spring grow-
ing season and failed harvests scross his land. The cities of
Karrnath. cut off from the bounty of the Eldeen Reaches.
deprived by hoarding in Thrane. and considered a lower
priority than the armies, began io starve. Cyre's nobles along
the southern border, hearing ofsupply difficulties, launched
aseries of surprise attacks agninst less fortified areas, primar-
ily targeting logistics. Although discipline remained serict
and desertion was minimal, the vast might of Karrnath was
effectively paralyzed by lack of provisions, For a time. the
borders remained intaci primarily as a result of a new band
af warriors, the Order of the Emerald Claw, which empha-
sized flexibility, self-sulficiency, honor, and aceamplishmem
regardless of saerifice, The mast imaginative af the Karrn
military personnel broke ranks o join the Emerald Claw and
paid a heavy price for their independent ways, but a legend
arase that would serve the order well in the years 10 come.

T!H_- spring ||f-ﬁq? W Jul af ak b\hl F..;.r |'|.'|.'|.Ill I‘Ii_’llj Ihr
.“u_- .'H'llllll ':_11' rdf ra 1l 3 h“l ]‘\. FELTRY ﬂrl:l!l_'»;l. A |!Tl:'l'|.|.:-¢'|_- v
I;r_l:':l. LG .L;l_'IJ his Fial leas :hl:.l;h_--. im lkee, Wiew 1 I'|g the A m:la.tr
LERIE B ] k N ]l.r |.ll|,| tlrllrd FRER BT Y 1R |'| afrodas he White Areh
nrldgr. llll;| FYER fFEiE r-l_-l;| Thaliast f::lr atime. [ his ;J.'al"
the Barrii a |'_|:|1“!¢' fAeeded :Humpln and restored morale
for & tieme, but the epitical shor tages in Faod wnde pesd pned

m

ADVEMTURE SEEDS

T l‘u_— PLs forem jra FE af Ih-l_' Tfﬁ“]lf EHII"{! :}f (ST o
of the scions and have accompanied their lord 1o King
Jarors funeral an Thranehald. .*ih:}r'll.:,- afrer the ||_-I!|gli1.:¢'
formal ceremonies are completed, word stares 1o
circulate that the suceession is in doubr. Tasked with
cither finding Clueen Mishann and her retinue or
ensuring that the queen escapes without incideni. the

characters are involved {nthe VEFY firat conflict af the
Last War.

Addvanes wwouts for either 1he rebel or ]ml.-tlul
armies, the characters encounter their counterparis an
the other side. They must decide how long to hight, know-
ing that their commanders must be apprised as soon as
possible that the enemy is near.
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everything. Fearing a complete collapse il the true extem
of the failed harvest became known, FKaius withd pew his
troops and set them o controlling his awn populsce.

In this dark howr, the Blood of Vol, long a fixture
in Karrnathi religious life, offered previously unknown
resources. Fresh food began arriving in the cities.
Miraculously, the harvest proved far less dire than pre-
dicted. Church sttendance skyrockeied, and a number of
prominent members of the famous Order of the Emerald
Claw were seen at services, Karrnath remained severely
weakened, but the specter of mass starvation receded.
Even King Kaius seemed to have been granted a new lease
on life. appearing at citizen rallies and iroop entrench-
ments throughout the country. [t was said that the king
drove himself relentlessly, refusing all but the briefess
periods of rest while his country was imperiled.

A numbir of bioriam, princjpally outide Korrmath s bonden, rais dark
.iwplmm dbmied the Flood |!f ol 1 enteriention e the northerm hn{\fm!r
]-l'lq_'p lenr 1otk memuarkable o el mﬁn’rd |=|[|P|'nr|. and the ¢nnrmog
nﬂ:m: ingin ﬂrmuh:-_lf'r'nfjr.nwm eeideast thal the Seedim wird paid lu_h'r .
ﬂh‘.’l|u|'|:IIIP.l'rn.1'i"¢|. P i Karrraih, ]'J'q_'r i Paf i Al m'\blr\iul'nf et
finf n_f um]'rudrhmlh-. "'F‘:l"_""' :}mmlpnw.d' I_n thenie beholdea do e Bload
of Vol as suggestive of the dork bearf of the Blood of Vol s pewr,

It is .d!ﬂiru-.'l for sapirale Enu1_fm_l|'i.|r£ it dbeir appounte Whateoer
its power and influence, the Blood of Vol could nof contaim the subinguend
Rarrmathi pfnlgur. make the army i imcable, ar mnr.-auul'_n':- Juﬁ:-_l'p rasd
amusnts of foed. Despite the aid the church progeded Roius (reese sy the
faithful were responsible for his remarming on the throne), the king nerer
Jormally converted to the religron or isssed more thon the must perfisclory

procimmations in its forer,

Unfortunately for Karrnath, no sooner had the food shon-
ages eased than plague siruck Westhaven on karen Bay,
quickly spreading to Aturand Korih. In months, fullyathird
of the Karrnathi soldiers were gither dead or incapacitated.
The losses among the regular populace, who did not enjoy
the same levels of food or medicine, were devasiating.

By the spring of 898, the Aundairian navy had man-
aged to force the bulk of Karrnath's ships north of the
White Arch Bridge. That enabled a sizable force 1o cross
aver Scions Sound and begin a long-standing campaign
in the north. Aundair's armies overran Rekkenmark and
pushed far to the cast, even approaching the Karrn River.
When word reached Cyre. raids launched fram the south
struck deep inte Karrnath. again focusing on supply lines
and communications,

The extent of Karrnath's predicameni at the time was
ned fully understond outside the highest echelons of the
nation's aristecracy, Even so, all knew starvation hovered
and plague wtalked the land. 1t is a testament te Karrnathis
courage and tenacity that the nation’s depleted armies did
not [ail. [n the warst of eircumstances, they stood firm,
exacting a price for every mile of land they gave up.

Then came one of the first of the Last War's many
defining moments. During the spring and summer of
B398, new armics srose within the catacombs of the Gty
of Night, as necromancers and corpie collectors ereaned
the first undead Legion of Atur. Rushed into position in
vimie 1o faee Sunda I.l"!.lFITl:f at the Karrn Hiver crosing,
the maseed undesd warriors turned back the ssaaule.

Although crucisl in keeping Karrnuh's fighting capaciy
intacy, the erestion of undesd soldiers was s diplomaric disas-
ter. T hose owiside Barensth s borders, and even o few inaide,

T J"{'l}'l.ll:.-td. "l'!r the practice, part i u]nl:,- when it hecame
krnown that undesd were being ereated from the bodies of
Karrnathi foes. These feelings deepened when more sdvanced
unddesd woldiers—which became known as B arrnathi skelbetons
and zombies—began to trickle up 1o the front lines. Intrath,
Karrnath had little choice but to use the undead troops:
surrender or collapse were the only other options.

In 899, Karrnath navy ships, led by the Bloodsails of
Farlnen, sortied into Scions Sound and bombarded the
White Arch Bridge, destroying it and cutting Aundair's
primary supply line. This forced the invaders 1o halt and
regroup. It was several months before Aundairian artifice
and sorcery could rebuild the link.

By 900, advanced Karrnathi skeletons and zombies
began arriving in large numbers, Ten thousand sirong.
they halted Aundair’s relentless. grinding progress and
prevenied a siege of Korth, pushing Aundair’s pike.
wands, and infantry from the banks of the Karrn River.
Exhausted from months of intense fighting. the Aundair-
jan troops retreated closer 1o Bekkenmark,

The next year, Karrnath suffered a second boun of
the plague a1 home. By the turn of the cemury, the feared
mll:lhr'r' hl.l‘hl of karrnath was, a1 beat, & I.ugtt,- WLaLlaE -
ary and defensive entity. In order to consolidate it forees
and moinimise "“F'l:'ll" lines, the natlon rutnl:-iﬂlr aban-
doned s prewar Besledd ngs aouth of Karrlakion and eant
nf\"u]:rlr; I::!.'r.r ¢nja:|-ﬂj the luzi ry nf1= ROring s castern
border, Although it would be decades before the country
eould conemplate major offensive operations, Karrn-
sthi pride and military tradition would not allow it 1o be
completely passive. Through force of will and appeals o
elite soldiers, King Kaius was able 10 organize various
small-seale sorties. For the remainder of the war, these
raids ranged across the continent—from the northern
coast of Aundair to the Eldeen Beaches 1o the southern
portions of Scions Sound 1o the Talenta Plains. Laterin
the war, as relations with Breland deieriorated, opera-
tions began in Drosam and the Brelish heartland.

The turn of the century also saw the first of a series
of sharp batiles beiween irregulars sponsored by Aundair
and Breland in the southern Eldeen Reaches. Litile more
than well-armed bandits, these proxies engaged in some of
the nastiest fighting of the war—magical atrocities, guer-
rilla ambushes, the murder of prisoners of war, and other
erimeswere all alleged in this sparsely populated backwoods
region. Although the evenis were widely reported, and
all knew the powers behind the hghting, bath Aundair
and Breland afficially denied any responsibilivy.

A few years later. an event that would turn ot to be of
monumental importance occurred. The elderly and well-
loved Keeper Jovor Daran passed away, After an unusual
delay before the Flame indicated 15 will, a controversial
choice was proclaimed, The Cardinal Kaith Serrain, an
outspoken advacare of Thrane glery and greater ehureh
oversight, ascended, More than for his hard-line stands
andd provecatbve rhetoric, Keeper Serrain was an odd choiee
dus ta hisage. A thiry-one, he was far older st ascension
than any sther Keeper in recent memory. Concerns about
the dircetion of the Church of the Silver Flame soon
quicted, however, The aew Keeper followed the formers
Rrrpr ] gu-m-u] |mhr|ﬂ.. Luilled 'h:.' :rmpﬂrd pfm'l.l.nu-
thons, few noticed Kee per SerFain’s :.:ﬂrhh'lﬂf]rrn ing
personnel changes in the Diet of Cardinals, Thus was
laid the groundwork for Thrane's dark days.
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As they would at various times throughout the war, these
deadly warriors harassed their enemies with stealihy guer-
rilla tacties. Over the next two years, the Brelish found their
presence in Cyre too costly, and they withdrew in 908,

Afrbuup'h it was the only mation to controct direcily with ihe elees, Cire
held mo monopaly on these elile mervemaries, fmnn,g an end run around
ity seroices, Howse Deneith quickly shepped in and brokered arrangements
between nonaligned elf worbends and several countries. Some warclans
even dispensed aith pay altogeiher, chooring to rowm Khoroaire indepen-
dently, seeking glorious batile agoinst any foe.

I 908, Qlueen Mishann was assassinated by the Order of
the Emerald Claw, Her son, Brusst, was crowned almosi
immediately, The heir had already gained valuable
experience leading the Prince’s Own cavalry regiment.
alio ealled the Blues, Cyre’s military situation remained
stable during the rransition of power, Concerned abhour
awark an three fonts, however, King Brusst immedianely
I'H_-gtn miak ing overtures 1o Beelandd, paving 1he way liag
Jeint operations agains Thrane several YEATS later.

A.Ilhnugh il was a Tr!:.l:\.fl:,- i foar eRgagement in
909, the Sky Battle of Daskaran signaled s new dimension
1o the war. This first aerial batile oceurred berween 27
Sky knights of Aundair and 30 Wyvernriders of Thrane.
The conflict was watched from the parapets of Daskaran
and fought across a vast expanse of sky. Six wyverns and
five dragonhawks plummeted to their death, and both sides
claimed victory. Because the riders came from aristocrars
on both sides, the battle became a symbaol of the chivalry
and honorable combai lost later in the war.

In 910, another succession occurred. King Kaius
IT tosk the throne of Karrnath with the support of the
realm’s generals, wealthy landholders, and senior priesis.
The arrival of Kaius [ was a surprise to many warlords
of the realm. because he was an unknown guantity—few
were aware that Kaius | had fathered an heir.

amn
BATTLE OF LURCHING TOWER

By 911, King Thalin's troops had been operating freely
in much of "0ld Breland "—the area southwest of Scions
Sound held by Breland before the war, Indeed, by this time
he. rather than Chueen Wroann, contralled the area. Birel-
ish objections against Thrane’s eccupation were brushed
aside “given the exigencies af war.” When Thalin claimed
tha Cyran {orees were rabding north and that he needed
t secure Lurching Tower as a staging ground 1o combar
them, Breland hotly disputed that elaim. Thrane mus-
wered an army  1oostrike st the Cyran bandins” burin 910, b
maved fies 'al'l-lll.i'l.. il cail. ]ll. I||.-|_- fl{"l;- l}FlIu‘ EFIAEN, KI1IF
Brusst's yERTS alf :I|.|=I.-umn1l.- bare [ruit—Breland atfl_-]llrd.
T.:r'n-'t alfer to hr'IIr defemd agains the invaders,

The forces of Thrane that erossed the Hn_-, Hiver,
christened the Silver Legion, consised of 2,000 cav
alry, 6,000 regular fost, 1,000 heavy pikes, 2,000 levied
irregular archers, and 16 bombards and irebuchets. This
force was butiressed by 1wo detschments of the Argem
Order, an additional 2000 troops. In all, the forees af
lhrane numbered 15,000,

Arriving at Lurching Tower, Thalin's general soughn
eniry as an allied® force. The Brelish commander
refused o vield. and Thrane's forces declared that Cyran

|].-mp.p|.hi.¢trs had :l:lﬂ"l.lp'l-a_':l.lht garcison. '.I'hq- drpln}rd
for & series of asssulis. The defenders fought bravely and
defended theirwalls well. 50ill, few survived the 1wo days
it took for reliefl forees to arrive.

Cyre brought forth three major bodies of troops:
2,000 eIf mercenaries, 1,500 dragoons, and more than
4,000 light footmen, all of which arrived by lightning rail
at Starilaskur. Brelish troops amounted o 2,000 heavy
horse, 500 dragoons, 1,400 light archers and 1,200 foot
of ithe Starilaskur garrison, and 400 mercenary cross-
bowmen. They were backed by the First Metrol ‘Wands,
an elite spellcasting unit. In total. Cyre and Breland
mustered more than 14,000 troops.

Although the combined Cyran—Brelish army out-
numbered the forces of Thrane, it suffered from having
two coequal commanders, Field Marshal Tarrah for the
Cyrans and General Alida on the Brelish side. The two
agreed an little, and the army sulfered for their pride,

The Brelish commander wanted to engage the enemy
immediately, and pushed for a heavy cavalry charge mt
first light, The more casualty-conscious Field Marihal
Tarrah preferred mancuver, taking advamiage of the
superior [.':,.-ra.n and Brelish arcanists and archers. He
proposed s softening up through bombard ment, targeted
st the Thrane feomt lines of Foot and arebers. [ the eme,
no jpoine Plll'l. of aetion was devized,

Ag fies, i dida’ seem o matter. The Brelish cha rge
threw the Thrane lines inte eonfusion. Combined with s
supporting Cyran barrage, the magebred-mounted knighes
achieved a breakihrough, which the infantry exploited,
The battle was almost won for the southern kingdoms when,
heedless of their own lives, the seldiers of the Argent Order
fought into range of the First Metrol Wands and decimated
them. The Brelish left flank began to collapse, but the
discipling and quick thinking of the Cyran dragoons kepa
it from being a rout. Heavily mauled, both sides withdrew
o their original positions before sunsei.

Under the cover of night, Thrane slipped the remaining
1.000 Argent Crrder seterans into the small Arresh Woods.
In the morning, as the forces clashed, the Argent Order
siruck the Cyran left flank and sent it reeling. Despite heroic
elforts by Field Marshal Tarrah. the fury of the Aerenal mer-
cenaries, and the remaining Firss Metrol Wands, the flank-
ing maneuver could not be stopped. The Brelish and Cyran
lack of conrdination hurt as well; each commander expecied
the ather o throw reserves at the problem. By sunset, maore
than 1600 Brelish and 650 Cyrans were dead or capiured.

The Cyran and Brelish forces retreated during the
second night in good order. though their numbers had
been reduced by athird, The nexst morning. Thrane secured
Lurching Tower. threatening 1o expand its reach ever
deeper into Breland.

012-914
SIEGES, FORTRESSES, AND HOLDS

Adver the Batle of Lurehing Tower, hghting quicted fora
short time, Breland s shife 1o Suppor I:_hl.-n_- ;ignnlnl a4 Eiew
iﬂli:l" of the war, T-:nlt:.u'n. a.l!-,- would quqfl]:.- biecarme tomor-
P & e, ]nlﬂhst-m_— anel -i-p!n matic el{oris could not be
Jgnn:-_—d. and had 1o be 1a rHﬂﬁl at bath .i":r and ALY
ﬂ:, re moved next. [he army beaven back from Lureh-
ing Tower was reinforced and, eager 1o avenge that loss,
advanced againm Arythewn Keep, surrounding i in 912,



Thrane’s navy still ruled Scions Sound, however—ir
moved upriver and used its posstion on the Brey to destray
||‘|r '|::1rr: A Camp 1:|.r| s 5.1,|.F|]:|:|' dl_-E,H,:I_:. 'L-.ln.:r aga i, 'I:_:-rr\-l_-
was loreed o withdraw,

Imthe same M im mer, the fiest af the ﬂu:h:]r rﬁt'l FEaifi
'In-mg drwlnp—rd in Beeland entered the F:-ml.-. The massive
[Moati g SiFuCiure [ e h:.-:l Fes scared s decerive vEEROTY AgaiBAL
Thrane in the Second Batle of Lureh ing Tower in thatr
FEAR, hrlplng 1o drive Thalin's lorees north,

In 913, Cyre once again lost its monarch 1o assas-
sination. Al haugh no Pronouncements were m ade this
time, it was widely believed that the Order of the Emerald
Claw had struck anew. King Connos ascended 1o the
throne, bui the transition did not go smoothly.

Taking advantage of Cyre's succession woes. Thrane
levies and Karrnathi knights pushed from opposite sides,
converging once again on Eston. The Karrns, perhaps
mindful of Thrane's abandonmeni of the firsi Eston siege,
felt no remorse when they were recalled mid-campaign to
repel a renewed Aundairian invasion. During the confu-
sion of the Karrnathi withdrawal, Aerenal mercenaries
surgee from the fortress and won the day for Cyre, driving
King Thalin's armics back to Aruldusk in full retrearn,

The Aundairian invasion that kept Eston in Cyran
hands was a large one, supported by soarwoosd supply
|ur’=r:. -||1'l!,:|:|:|.]uwk T FIN LR lt'ul @ \.|H'I|.|III.I_'AI'|.| nulﬂll—rr |_|f
AFCARE COMPAT e, |-.|'\-|_-'\l,|-i1-|" Koasuis 1 1's eecall ol his armies
rrl_ll'll northern {:'r:'r (45 lh'nlfl this BTV IR IR, .'\,u |‘H||||.: an
AFmies ga ined constderable grnund.

Im & preview ol :Is::'l.g-: to come, the Mreor Holds
deelared inself a soveErelgn siane ai the first lron Council in
carly G14. The clan lords correc :]3.- reasoned thay no one was
ina position to enforoe Califar's claim 1o the area, particu-
larly not hard-pressed Karrnath. Suill, the dwarf lords were
no fools—ihe Karrns were their best customers for weap
ons, armor, and other materiel. Mror quickly reassured
Kaius L that it intended 1o mainain close military vies.
Asa resuli. munitions irade and other business between
the two areas continued. Mot content with karenathi gold,
however, ithe Mror Holds clandestinely engaged Lhazaarite
merchants io ship goods south to Cyre and Breland. War
profiteering made all the dwarf lords extremely rich in

the decades that followed.

At this point. it is instructice to address one of the moat frequent question
posed by miy dudents, How could the Froe Nodions bave sustaimed their war
efforts aver ihe coure of decodes mathow collapaing?

Firdd, ihe war was nol an ealreely continoeas affoir. For the mosi
part. each winter signoled o cexurhion of larpe-rrale bostifities, Further-
maore, the sprrng plonting omd owtums harsesting times weve generally kepl
sacrganit. i Rarrmath s early pean shomed in wravd detail, haraeif failure

could decimate a natron. Alss, major military sberalions did nof accurin aff
areas every pear. A pawe of o year or mene mas waally suffrciend do roploce
casualties and loud mafenidl, and fe restore morale.

Second, fhe wwal fadoncal concralArdion gn -.|:|:|1|J'-||:.|,||1|' batife.
mamerbaul FIEnk, wnid FUF pano LGl ons O ROFFAGD ||lr|l_||r (] |rr||.|rri[t|,|r|'|o-\.'r |!l|r.'hr
rriﬂlrr!;r nj'-n'Fn' Frew Nalrani A COMfRTRT OF BTk ||_Hr||l|'|'r|. thal fonauti
i a:ll-llurl 1 fragic and sl -mlhlpu“. Buf i i3 med q'#r\'\rq'nm'
1) fllm_pllurlr I'Inlllﬂ‘hll' Pi'.l.hurufuln Tttt among ihe pemdral Aations dr:.-ppfd
|||q‘f||'|r-|furld'.'{]h|" HAEF fars, But uadil D04, sholl bosered ca the arra r:ll- 15
millvas souls, | he loss th-ﬂ'.' ooer | millios f.-_..mrh e Pl H-Ilul"ﬂn'fl{ vk
Ihe ther Aufions 1||Jr|'l'h'r| [T |ﬁrp nq-.l'ﬂ'd'll'l eeaar hoslildied. SAIT, ¢oen
LT J'v.-rn_fr:' Lo did nof warael Iﬁr_il.'ul:-r:r u_l|' creifisatnos,

Finafly. the Last War showed that the peoples of the Five Nations are
o hardy and resifieat b, The passage of centuries has med cowsed the children
-:-,I.I'l'lu.'_uurlun'v:w their doring, bravery, ioughness, and yes, even their sfub-
bormness. Agmingd dremendous mfd':.thppem.ﬂm' refuming to bet personal
boaz, agony, o deprivation seay them. That such positioe troits should be the
baiis for o ventury of Woodshed is perhafs the greatest tragedy of this time

914-990
CONVULSIONS OF
THE SILVER FLAME

H.'| |1|'rr|-| ru.l\] aru”unrr
ﬂr_ll-rnd .-.u'rnl:m:lr land
Hli.n:p gﬂJJrn'r.lﬁrn dance
Ab ke Cardenali’ pommand
— PI:IIHI lar san ' 4 i Fla mrh;-r'lr

Ien 904, alter a re ign of nea r]:r ghirt ¥ yEars, K ing Thalin of
Theane died of old age. Even hefore Bis death, the Dier of
Cardinals, now -|!|'.|I'|ll:1.i|r|.1 |!:|. :';']I'I_'llrf Serradn lllli |||-. l|.1|.|!l
poariers, lad been vocal in its concerns about his weak son
|.-|1::||g|l'|r throne. ln rulng-tumi memarials alrer |hrhmg'-.
death, the church first broke irs silence abour Thalin's Vision,
claiming the event was both legitimate and misundersioed.
Keeper Serrain himself spoke of the vision. describing “the
silver flame that will reach from ocean 10 ocean, 1o build a
kingdom of the righteous.” The Keepers confirmation of
the previcusly unsanctified prophecy spresd throughout the
land like a brushfire, and the results were caraclysmic.
Although evervone heard the same words of the keeper.
the vision was interpreted differently by each group. Cinly
one thing was certain: The faith of the Silver Flame was
embraced everywhere as the highest ideal of the nation.
Even the church was shocked by the fervor and zealotry
unleashed by ithe Beeper'sannouncement. as ifthe firein
the hearis of the citizenry had been quenched for too long.
Far from mutiering and making do as war threatened on

W

ADVENTURE SEEDS

—& darkly cloaked higure with a Brelish accent hires
the charscters to “seout”™ the coum r:,-m:lr af Old Brelamnd and
work toward “constraining” Thrane's authority. The PCs
must be careful and subtle, as much diplomaric as forceful.
All-ous conflict will engender reprizals against the common
citizenry. Still, the Thrane hegemony cannot be ignored.

—A prized Karrnathi general has been coordinai-
lllH lhl_- lrr\-l'hr:'u{:h :}r-l‘lwi Fyem rr|“-¢l'|f'| LL+] I|1l_- h:l]dlrrl. urhh
country. A prideful and stubborn military man, he reacted
pnm-lr- 15 the Mror declarstion. The pary Teas been ordered
to escort him back 1o Karrnath alive, while avaiding or cur-
tniling any diplomatic incidents with the touchy dwarves.
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every border, the people of Thrane now demanded acibon,
and they found lesders smong the most militarisie pala-
dins, mystics. and religious demagogues.

The peaple revolted openly againg Prince Daslin
ir Wynarn, snd tens of thousands barred his entry into
Flamekeep for coronmion st his ancestral palace. The
mobs demanded that the Keeper lead them, and tha
the Diet of Cardinals ensure a pure life for Theane citi-
venry by assuming legislative contral. After stalling fora
couple months “to explore options,” the church hierar-
chy accepted the people’s mandate. In truih, the church
appeared paralyzed by the evenis, and it was several years
before it acted in any meaningful or coordinated way.

As militant sects and orders sprang up, each strove to
outds its competitors. By 915, almost any stripe of radical-
ism and zealotry was accepied as normal. Calling a neighbor
“impious” could lead 1o that person’s death sentence. The
Pure Land movement murdered foreigners in the sireets.
the Order of the Pure became a wandering carnival of exces-
sive picty, and the Fire of Tribulation sect sought 1o cleanse
“speech, deed, and thought itsell,” Mot all the culis of whas
came o be called the Righteows Kingdom were vialent, but
the more extreme militias, whether sincere or charlatans,
were the ones who exerted the greatest influence.

A few nobles, priess, and commaoners did resist the
tide, but they had no one to rally behind, The prince was
meek in asture and went inte private life guieily. While
the citbes anmed 1.-|]|-=r| basrped amed riots ran rampant,
ir'Wynarn did nothing.

E-:,. the end of 915, it was elear thar the vision of 8 eleans
ing wilver hire buarned nnl:,' within Thranes's borders. Calls
1o defend the yOumng lhen-ru-u;':, from 118 enemies Foae 16
urgency and strength. Tens of thousands answered. vowing
ter defend Mother Church, The new rabble-rousers had
anly te point. and vell them where 1o march. Inthe spring
af 96, massed troops stood ready. rising cach morning
tasing in joyous prayer,

Caning abow for the worst of the unbelievers, the
moba focused anthe Aundair-oceupied west, Their fervar
unmatehed, the newly expanded Silver Legion and the newly
ereated Pure Legion formed & peasant army thousands
sirang. T he firs m-]lury ERgagemen ol the new Thrane
was to be at the Batle of the Silver Banners, In the end.
rtl:gm-u:. real and commanders known Tor linnle but fie ry
oratory could not stand sgains veteran soldiers and com-
petent genruh—m & series of i.'Iurp. clever :I'I;ni.m_g ﬁghla.
a smaller Aundsirisn foree routed the Thranes. Cap-
tured banners were hung upside-down inthe Aundairian
capital and subjected 1o considerable mockery, The legions
retreated 1o Morningerest, bloodied but unbowed.

Oiver the next fall and winter, the mas denuncianions
agains internal enemies showed as the Keeperand the Dietof
Cardinals finally began to reassert some semblance of control
over the populstion. For the first time, the Keeper seemed 1o
be truly embracing the power forced upon him. A growing
number of members of the Council of Cardinals, including
the now majority hard-liners in the Diet, publicly supported
the tenor. if not all the means, of the mob fervor.

By late summer 917, ominous statements about Breland
began circulating among the powerful in Flamekeep. The
most volatile religious leaders considered all the nations
around Thrane 1o be faithless, but Breland was deemed
particularly blasphemaous, That nation’s dislovalty in siding
with Cyre against Thrane before the Battle of Lurching

Tower showed the Brelish lack of characier, The peaple
of Thranes sieadfase olerance of different faiths and
viewpoints blinded them 1o the one truth of Thalin's
Viston and the Keeper's leadership.

Early in the winter, Breland formally complaimned thas
Thrane's conseript navy impinged on personal liberies,
that the foreed conversions in the borderlands sround
Sigilstar failed 1o respeet private faith and belief, and tha
mandaory tithing in the Lessyk area of Old Breland vio-
lared Brelish law. The Diet of Cardinals denounced Brelish
“interference in Thrane's internal affairs” and strenuously
objected when a group of oversealous Pure Land mis-
sionaries was turned away at the Brelish border.

Im 918, a "spontanecus” and enthusiastic Southern
Crusade milled about in the lands of Old Breland. rid-
ding the land of Brelish “sympathizers” and fully secur-
ing it as part of Thrane. Still. Breland refused io be
drawn in. With litile direction, and even less meaningful
leadership, the prasant army ran out of steam and wan-
dered home for the harvest. Mo pitched battle occurred.
but the Keeper and the Diet did learn valuable lessans
about contralling and directing mob-armies,

In that same year, sabsotenrs destroyed the Glass Tower
af Sharn, Breland suspecied Thrane or Aundairian invele-
ment; Thrane blamed Cyre and Karrnath provoacateurs,
With spying and conspiracios so rampant, each week brough
new Fumaors abaut the respansible paribes, The anger af the
Brelish prople could find no specific outler, and the govern-
ment of ailing Clucen Wroann could not muster the neces-
sary fereian v bl ||l'].- o, Asa resall, no major alfenalve wis
|sumehed FEPOTEE. The primp ry h.n.pul af the |r.tgrd.1l.-
was & relnforeement of Brelish suspic iona and salaion.

The upheaval in Theune couseda profound rift in the nofross] brasches of the
Church o the Siloer Flame. Although the church was mever overdy pogular in
Karrnath, sorhipers cowld be jfound @ farge numbers in Brefand, Cire, and
Awadarr. Cordeals outade Thrne, mindfil of the actionalmic beni o the nea
Jerpor and seemingly abandoned by the Kevfser and ihe Dhet, ruoshtl jo frrsclam
their home loyalty amd decry the wpbraral, Suddenly suspect Silver Flame fol-
fomwn Brouphout Bhorcain morked diligrndly fo separate femseloes from ihe
ecenli in Threse, Beelisk boderance and Cran apfwection for ipiniual mfien
alivaed meut af the church fovthful bo eeond feerecution, e long an they Tefl
e sl i P e mahonadom, The Gallouf gai for mane 10 Aundair, mhere
King Wrogar ondered Farchooen s Catbedrad of the Siloer Flame clonnd

919
BATTLE OF BREY RIVER

In {lﬂ, 919, i{.ﬁprr Serrain qml:t lo an :nnplurﬂ‘l.
erpwd in Flamekeep, His vague exhoristions coneerning
a [lame SweEEping ACraes NELiOnE Were, once again, mol
widely divergent from long-standing Silver Flame dogma.
Inthe context of the Righteous Kingdom, however, they
were more than encugh 1o inspire a fresh crusade.

By ihe time it arvived st ihe Brey River in midsummer,
ithe Pure Legion was more mob than army, but its numbers
were daunting. Roughly 29.000 levies and peasant vol-
unteers, many of them child soldiers, were supported by
3.000 Thrane regulars, 4,000 militant priests of the Argeni
Orreder, 3,000 irregular archers, and 1,000 light cavalry.
They were met at the Lower Ford of the Brey River, within a
day’s march of Vathirond. not by the city's nominative owner
Breland, but by a force of roughly 12,000 well-prepared
Cyran troops. Cyre helded 3,000 veteran archers, 1.500



noble cavalry, 2,500 levy light fooi, 2,000 regulars, 2,200
Valenar foot mercenaries, and 800 battlecasiers from the
First and Second Metrel Wands.

Ax furst, the trained and professional Cyran troops
made the river crossing a slaughter for the green levies of
Thrane. They held the ford on the first day of the battle.
and during the night.

At that point, an army of Brelish arvived in the west.
Wary of each of the forces arrayed—the massed Silver Flame
faithful aswell as the Cyran enemies from Marguul Pass—1he
Brelish troops took up defensive positions, They sent riders
1 cach side informing them that their arders were 1o keep
the combatanis from moving toward the Brelish heart-
lanad. This inactivity s poorly with Breland s hired goblin
marauders, but the batibe's second bloody day passed withour
movement by Breland, Thrane's iroops continued 1o suffer
:.lgmﬁum losses, but thear assaalis wore m ﬁ_]ynu numbers
arsil morsle. Were 18 nast Tor the lerocios rhﬂ'-l'mappu.n-d
1o mawve sbout the baulefield unhindered, the Cyran posi-
tion would have been ar worse ar -rlt].-'s. end.

Thrane and Cyre elashed again onthe third day, but by
this timie the Brelish goblins had had enough. They broke
ranks and rushed the nearest combatan. As itiurned out,
they slammed into the Cyran left flank. Assuming that
Breland had finally decided 1o back Thrane, the Cyran
army’s sirained morale failed, and it fled eas.

Inthree days, thousands died. Bodies washed down-
stream for miles, with fishermen in Scions Sound and
Eston catching corpses in their nets days and even weeks
later. The Battle of Brey River was easily the bloodiest
battle of the first thirty years of the war.

With the withdrawal of its enemies, the now blood-
thirsty Pure Legion turned ecast. The mob looted and
pillaged western Cyre for two weeks before being driven
back 1o Vathirond by the arrival of Cyran heavy cavalry
and heavy foor. Although tempied o sirike norih and
free their prior ierritories beyond Casile Rhonewaich, the
Brelish forces received no new orders and thus pulled back
1o more defensible positions near Lurching Tower.

Toward the end of 9%, Queen Wroann finally suc-
cumbed 1o old age. Her reign had been a long and prosper-
ous onie, but now King Kason ascended to the throne, The
new king echoed the sentiments of many when he cautioned
against too great involvement in “foreign entanglements.”

Im 920, a Thrane army, now fully backed by the
church, moved against Aundair in the grasslands east of
Chale. The Aundairian troops, supporied by the country’s
guardian towers, were too skilled and too entrenched: the
Thranes made litele headway. For Aundair, a draw was as
good as a victory—it continued o hold land that Thrane
once claimed as its own.

That same year, the indomitable King Wrogar of
Aundair died while hunting in the Eldeen Reaches, Foul
play was suspecied but never proven. He was suceeeded the
following year by his daughter, Queen Wrella, Althaugh
the transition was smoath, Aundaic had lost a Furious war-
riar, a brilliant commander, and ane of its only monarchs
whao cultivated deep and personal ties in the Reaches.

Awndair irregulars were used southeas of the Blackeaps
and pushed toward the small Thrane garrisen in Erlaskar.
Thrane's troops st Drum Keep were besteged in 932, Aun-
dair did not have the resourees or troop strength 1o wake the
1.|mng'hnld. and Threane eould do linle more than hring
im limited amownts of -qlnphn I:h:fl:ﬂl‘ll the mountainous

Y. e IR

terrain. As a result, this stalemated position remained
for fourteen years. Displaying its usual complacency. the
only reaction of Breland to the hostilities along its northern
border was to hire auxiliaries 1o harass both sides.

022
DEATH OF ROYALS

In922, Queen Wrella of Aundairsbetrothal and marriage
o Deggan of Cyre (younger brother 1o King Connos) was
announced to great acelaim in both lands, A year later,
she gave birth to an heir, These glad vidings soon turned
tragic. The queen’s losting cosch was surprised by o fligh
of Thrane wyvernriders ranging deep inte Aundair, The
Thrane foree suffered heavy casualties but sesmered the
escort dragonhawks and assaulied the royal procesion.
Both Ducen Wrells and Deggan of Cyre perished. Since
the newhorn Urown Prince Aarott was too YOLRE L rule,
Lord Marles was proclaimed regent.

Even darker circumsiances claimed the life of Breland's
monarch. Anzious to avoid furiher commitment of Brelish
troops, King Kason siepped up previously tentative efforis
to bring a demon regiment from Shavarath to fight on his
behalf. During one particularly intense negotiation ses-
sion with a marilith, the demon broke free and consumed
the king and three of his closest advisors before returning
i hier home plane. Five months later, in late 922, Regent
Brask was finally able to consolidate power. He then released
details of the former king's folly, Intended to quash the few
remaining internal calls for outside help, and a5 a warning
against any other realms that might be thinking along the
same lines, the announcement extinguished any possibaliey
of reconcilistion between Breland and Thrane. Accusa-
vions of disbolism and prophecies of Brelish doom spilled
from the Keeper and the Cardinals in a steady flow.

In 923, the Thrane denunciations against Breland
reached a fever pitch. The Pure Legion and the Legion
of Perpetual Adoration gathered in southwestern Thrane
and marched south. Brelish Rangers spotied them early,
and the regent gathered the Great Army of Wroat to oppose
the invasion.

The Batile of the Greenhaunt, as it was later known,
was fought in the forests between Cragwar and Sword
Keep. with enormous numbers of dead, mostly Thrane
levies, being left unburied among the trees., Suill, it was less
Thrane’s superior numbers than Brelish hesitancy and lack
of commitment that carried the day, Even decades into the
war, Breland proved it was not willing to sustain an all-ou
war effort, or sulfer large numbers of cassalties.

Emboldened by theirvictory in the Baile of the Green-
haunt, the Thrane legions turned agains Breland with full
force in high summer, slmost cunting the country in half. In
desperation, Regent Brask convineed the gnomes 1o march
north and contracied with House Deneith for greater num-
bers of gablin mercenaries to suppori them. The looming
Thrane threst brought sbowt the Forst full-seale stirring
of the sleeping bear, Mew volunteers and fresh marericl
began flooding north. This feesh resolve blunted Thrane's
sot hern peovemment=t he Brelish rallied and advaneed fram
Wroat in the west and Starilaskur in the east. Threarened
with encirelement, the Thranes pulled back snd set up
deflensive formations north of Hatheril.

Irm 924 and 925, the fighting falvered as sll the com-
batants paused 1o regroup. Raids againsi nri._g'hhnrl were
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THE COURSE OF THE WAR

minimal, snd no major invasions of verritory were lannched.
Then, harvests failed in Breland and Cyre. snd their armies
turned to seizing food supplies. Thrane rejoiced. and the
Keeper hinted that a divine hand was acting against her
enemies. But the harvests were poor elsewhere as well—ioo
few handsworked the helds, and too many raids had burned
farmsteads. Afeer almost thirty years of war, banditry ran
rampant in most of old Galifar,

025-990
AHGUISH IN OCCUPIED THALIOST

Aundair's Regent Marlex, securely in power now, cancacted
] |:u||:| L1 ||.-rlﬂ|_- 113! Late 925, -rﬂ:ll ps w-l,:l,l!-l! Ter i rlpr_ll_-:| frum Ihr
LLFRE h, arrnathi campairn, l1l|'l|.1l,i 1 ng ﬂl.l_- EArTIsCHIs Over the
ey '|.|.1||-|:|'r' line s Foss Serans Sownd, in arder to reinlfores
phe tar Lo Fa -ujlr:JI 1 I:'H: 17h wedlEF i Th Famr, A Raper pal -.h 11
the ares of Chials would aiak ed T the southern half of Thrane
and fores the chureh 1o sue for prace. Even if the operation
Wis Aol & Major sucoess, Thrane loreces wosld he ilu'\ll{'ll
that mueh farther from Fasrhaven snd would be unable 1o
conduct serious operations eliewhere. Unforiunacel v for
Aundair, s deep-cover devotee of the Flame was embedded in
its command staff. At great personal risk, he leaked the plans
to his priest, who passed them along to his superiors.
laking advantage of their superior intelligence, the
Cardinals gathered another army of faithful, this time ar
Flamekeep. When Aundair stepped up raids in the Lathleer
region in early %26, the Cardinals exercised a previously

wrknown level of eontrol over their mob-armies Ty :».-rmlmg'
advance elements west 5y misdirection. Suddenly, the com-
manders gave a surprise order, and the newly proclaimed
Morthern Crussde wheeled and arrived in Daskaran before
word could spread. Aundair was caught in mid-plan; the
bulk of its reserve forces were in wesiern Thrane. The
MNorthern Crusade surged across the Aundair River and
quickly seived ancient Thalicst. Aundair's skeleton army in
the east fought courageously but was simply overwhelmed.
Conducting swifi and thorough operations that had
obviously been planned previowsly, Thrane soldiers starmed
inta the homes of Thalios's most prominent citizens, Those
cilizens were given a choioe: Swear loyaliy 1o Thrane or die
Ciaven their renowned pragmatic nature, many capitulated
Seill, more than a lew of the city's elite were steadfast in
|"|-|_'l'|' |r_|:|'J|I:|' (4= .'\,u |'|r|l1rll|-|! thias wWEre il.l,ll (451 I|:r '|.wur|;|. |r|
VEry -.]u,:-rl i,:r\-lil_-i'. "rhr.lnr 1.|_-::|_-:| ezl nnJ r_d-l]ll;- r:l:r'l H'\-l‘.litrn-
e, | ke -|'-|:r'|:|1,||_-:' 1 HF AafF n|1.-'\ |rl|‘i; i, ]H’l'hll:l\. 1 B ul.-tl!
LET4] ?arl'l..lrl.ll..[:.]-h (r Filuk} u|l". turnaed o Blimd Lo 1 o whier Fi|'u.|:|.'
soldicrs rl\gngrd L 'n.n!ﬂ.prr.-:l wanrel point comversions.
The response in Aundair was bivier. When rumors
spread ihat a Silver Flame spy hae bet rayed the country,
citizens sscked Silver Flame vemples and facilivies and even
Iynched the high priest in Fairhaven, The remaining Silver
Flame adherentis in Aundair renounced their faith, aban-
doned overt trappings of their worship, proclaimed their
lovaliy, or denounced the Council of Cardinals—in sum, did
whatever was necessary to survive the purge. These crimes
and reactions enraged Thrane's leaders and soldiers.




In the spiraling retalistion, Thrane did not lose
sight of its military position. The army entrenched in
depth along the new border with Aundair, guarding all
land approaches to Thaliost. Aundair was forced o con-
duet risky erossings of Scions Sound to bring supplies 1o
its Forees that remained entrenched in Karrnath,

Aundair powred s rage into it originally planned
asiault, wriking east from Ghali. The Thrane forces
dlowed 1he Aundairian advanee and even repelled an
appartunistie Brelish raid near Cragwar, Ar midsum-
mer, Aundair and Thrane met for the second batele st the
E]r:.'mg Fields, Thistime, the forees of Aundair dﬂul.rf'l:r
defested the ournumbered Thrane LrOaGps and seized
significant rerritory. The Thrane armies withdrew,

Despive these serbacks, Thrane retained and vight-
ened its grip on conqguered Thalios and che surrounding
lands. Members of the Northern Crusade seized houses
and properiy abandoned by Thalioss refugees or those
“cleansed by sword.” The ancient royal palace was remade
into Cardinal Sudro’s home, after he was appointed gos-
ernor of Thrane's newest province.

The Aundairians did not give up. In 927, the Grand
Army of Liberation marched into the Silver Wood and
surged toward Thaliost. This was Aundair's most desper-
ate attemipt to retake its pre-Galifar capital, but despite the
work of sky knights, the Knights Arcane and their knight
phantoms, the Fairhaven and Siormhome Wands. and
other elite units, it failed. The army was stopped and
then pushed back that avtumn by the tenacity of Thrane’s
saldicrs, Unlike Thrane, Aundair lacked the numbers o
fight a two-Tront war, bath in Thalios and near Ghal,

In the end, the Aundairians were forced into a harsh
repreal toward Kerkuling beginning what came 1o be
known as the Shameful March. Humbled by the Thranes,
the Aundairians looted food and livestock as they lefi—
robbing from fellow Aundairians to deny aid 1o the enemy.
The depleted Grand Army of Liberation set up defensive
positions along the norithern coast with heavy hearts,

In high summer of 328, emboldened by Aundair's
action the prior year and led to believe that magical support
might arrive 1o drengthen their hand, the commaoners of
Thaliast revalied, The soldiers of Thrane moved 1o sup-
press the revalt, but the Diet of Cardinals demanded sofier
med ool s be applied firig They decreed that no feod would e
supplicd tathe ity until the rebeli surrendered, The Cardi-
nals misjudged the com ru, whao found ways i smuggle
Food and supplies inte the city and resisted the siege.

W hen the _En_'illll,":' hard ™ faaled, the Dot unleashed ehe
knlghu. The Chly WAk pn-:--:l]frl. show trials were held, and
the captured insigaiors were burned alive as an example,
Theane=Thalios aniudes, unplessant previously, beeame
even more bitter. A large garrison called the Flame's
Ancinted was assigned 1o the city from 928 forward, and
relations between the city's people and its oecupiers remain
tainted even years after the war's end.

Thrane’s actionsin Thaliost mark the darkest foint in Kewper Sernain’s reign.
Tt ronnod be questioned that the Chirc of the Silver Flame was in complete
control of the MNorthern Crusode, and thal all the measwres taken to pocify
Thaliost were apgeroved by the Diet of Cardinals. Afthough the freamthropic
erusode bai long been @ warning of the frodendial for Sifeer Flame encesses,
Thaliod 13 drwly the most “eail™ af chwrch - spansored actizities.

Groen the fervor of the nation af the time, i could be argued thal
the church rulers had hinile chedee when foced wath eairoctoble opgfaoustion.

bt thal i3 o circutar chaim, After oli, the mood of Thrame s in mo smail
part a product of the Keeper's ond the Cardinaly” eshortations. Some bave
described the Keeper as 0 weak individual corrmhalmed by the pasons of
hix time. Chthers point fo his preoscension wridings and deem all Thrane's
aciions lo be furrd of hes bong -devm plans, Ceriam Silver Flame commeaio-
tars have sugpeited thal the Long-denind Viuee of Darkneis in the Flame was
reipandible, Whaterer the cowe of this fragic chashir af kabary, sy m e
Lhiwrch of the Siloer Flame haoe spend the bast thrre=guarien afa senfury
sevking redempiion, (irera all the good the church hay ereafed and all the
frue eval of hai pangunbed aper the pears, we con ealy hojst young Reefur
[laran comdinwes the pirfuous palh she hai laid before the faiifful,

Alse in 928, ssboteurs used powerful magicsl fire to
destroy the White Arch Bridge. severing the lightning
rail link berween Thaliew and Rekkenmark. No conerere
evidence has been unearthed proving whether the attack
wis motivated by Theane teying 1o secure Thaliost from
Aundairian Forces 1o the east, by Aundair fearful of further
Thrane advances, or even by Karrnath seeking 1o isolate
Aundair forces in its territory. Regardless, neither of the
three countries had sufficient magical resources or contral
of the surrounding region to implement reconstruction.
From ihat day forward, the bridge remained a ruin.
That same year, Yen ir'Kesslan led four thousand
sedtlers on an arduous voyage along the coast to southeastern
Khorvaire to birth the nation of F'barra. Many died of
disease, hunger, and pirate attack during the journey and
in settling the jungle. but the small nation stabilized and
became a beacon for those fleeing what the O3 harrans called
“the Western War.” As the war continued 1o rage, the people
of () barra took no real notice of political ar military changes
wiesd of the mountains: forthem, it was all “the civil war in
central Galifar,” Even after the war, their language and ai-
tudes remained siuck in an older time, even as their culture
and towns grew to resemble those of Valenar humans and the
Lhazaar Principalities, their primary trading partners.

Mul:l_rqurslmr Kimg Connos's aperocal of ir Reslon's méssion and his grant
of the {barnan lands. Why would Cyre. pressed by decades of war. alfes
thousands to ebandon i 7

Finst, the majorily of the setilers were steadfost obyeclors do the war,
betieving thof me Galifarsan should raive arms againit naiher. They mere
maore o burdiea en Cyre than o boon. S4ilY, the kbing could have forced their
supfrrd, Second, the land grand inpelved derritories thal unéil receallly had
bevam claimed by Karrnath. No doubf Cannos hoped bo diafrocd and insult his
narfhern for, Mool important in sy pirw, bameorr, Cannoy was a lrue child
1!f E:rrr e e, {;prq'.u upirﬂluf:un wan R h]li-Hm,uj Ir' Kenidan wai
an filndied Jr"' and ke :_; T Fis Plast -".u.q'h_'p it i ..'Iln_rh_rp-l

iavgal, ?l.-lr:_* Confa e Fupr'll‘:fﬁ_g' i Wrslam s srint @nd could Bol ﬂt.ﬂp

hix rrqq.u'-.l. dq'hpll'l' [11] :‘rﬂiﬂfﬁ' dack ll'ﬂ;rﬁl‘xn' Ell‘ﬂl'_lrl.!ﬁlf E_':rh'. .-I..Ilﬁmgh
ihe final chapfer of the New Ualifar pregect in b jumgles of [} barro haa

it Tee b aeriblen, als Eu-gmmn‘ Feir ] ﬁr-p-'-nfupplnl' LT nj brilTiaed

nigediation omd o war-wary heart,

Finally, ithe eventful year of 928 broughi a new royal 1o
power in Breland. King Boranes was crowned that year,
although he had effectively assumed power from Regeni
Brask when he came of age in 927, His furst full year of
power would begin in massacre.

In 3285, the Silver Legion of Thrane, an outhi known
for toughness and grit, stepped up its efforts io secare
the lands between Lake Brey and the Blackcaps. Ranging
south to Hatheril, one company encountered stilf resis-
tance, Claiming 1o follow the “doctrine of Thalios,” the
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soldiers massacred half the inhabitants as “unbelievers”
and forced mass conversion on the survivors. Clutrage
ran the length of Breland and beyand. Once again, the
warst stereotypes of the Silver Flame fanatics were con-
firmed. Citing this event, the gnomes of Lilarge moved
even eloser to thelr western neighbor, sending permanem
detachments to train with Brelish wands and seowns.

The mounting atrocities compelled a group of
ThT-I-lIl.'I"- 'I.-:l:':l.l.ll.l!t Igrwarn IEI1 &l -r:El"u.-l;-l. |_|f Fe ! |:H l':l'-- ]l
ln_-lﬂ;l‘l thiat fst .i" uf-:rh;llu"'l. l'l.l‘l.-l"l.lhmd ag ru_-l_-:l. with the
Hq_-rprr'; and the DMet's AppTaaE h. Beeriminat ons 'I:rg- Fi
ta fly in Flamekeep as hard-liners ralled againa those who
wirtile subsvert Thrane's Imhl.- CHESE, Rrrpt FSereain censed
Fith kmg publl-r AppEATANEES, and rumors flew that he was
siling (he would be seen linle during the remaining years
of his reign). Although the path would not be smosth or
swilt, these tidings are the first evidence that the church's
elders were stepping away from the abyss,

The et issued Breland a formal apology: it even
cast from the church and imprisoned the officer-priesis
of the Silver Legion company that destroved Hateril (they
were reinstated to command when passions ran high once
again). The Cardinals then sent a delegation to Wroat
to offer a cessation of hostilities. In 930, a ceasefire was
signed between Thrane and Breland. Thrane voluniarily
pulled back north of Cragwar and Sword Keep, and
Breland assumed control of a barder anchored by those
strongholds, For Thrane, this retreat allowed the church
to concentrate on quashing any hint of civil war, and 10
focus attention an its many other enemies,

028~936
CVYRE IN THE BALANCE

“mrmlr arrmrl:: the m\ler:. ;.lﬂf:qufnl_-; ek ulrl'und e 1 o AEERLIEE = i
Pnunlrnrm:nl‘ He ﬂ1|m.lf|r|.|r that IFFpIng ul .r.-lmrml'_l'r. o rommaedee Aot
Bolsrer the _fr.u' dllpl'upurl'nlnurr_rp.

Analects of War h:r Earen the f::‘uuiurrl::

Criven the assassinstion of his grandmother and his facher
by 1he Emerald Claw, King Connos’s haired of Karrnath
wis absolute. Cyran forces had pushed the Karrnathi
troops north and east. away from the border, but those
hostilities were far from over. Given Breland's ceasefire
with Thrane, Cyre became concerned that the Cardinals
would move east. Finally, although Cyre had a working
relationship with Breland, the evenis of recent years
showed that no alliance was truly solid. King Connos
decided that it was time 10 go on the offensive.

929
BATTLE OF METROL

In 929, King Connas gathered an army of cavalry regi-
ments and deadly Valenar mounted scouts in the areasouh
-l,:[ L-I.kl:' {:r Fe. Tll.l_-:r e r_|1-\-|,||_- rl_'i. Lk &R Fa ke the Prrviuq'\l:f
Earrnathi-held Feglong af Talenta, annexd ng the lands
Tt -_—,.uh]:-.]ijn_g a trade route ta the Mreor Halds, the
F‘rm;:ptlulin. afd 'l;!_'l'u:- ra, Ultimately, the Fiest Batle
af the Plains of Talenta was lost th mu_gh & combination
of f_]:, ran overconhidence and halilin g [T1i11] ¥ The E]:.- FAES
ex p-u_-ﬂﬂ'l. 1o take the tribes AEATL OnE h:,- one, hut insesd
they found themselves facing an army as ||r_g+ s their
own—and with better knowledge of the terrain. The half-
lings and their dinosaurs beat back the cavalry.

Emerald Claw spies made sure that news of Cyre's
failed Talenia campaign soon reached the court in Korth.
Cyre's armies in the northern lines were streiched thin,
and many ircops had been taken out of the Metrol gar-
rison to support Connoss strike east.

The next year. karrnath was in a perfect position io
take advantage of Cyre’s sethack. Aundair's eastern army had
been quiet since its main supply line over the White Arch
Bridge had been cut. King Kaius Il's years of rebuilding and
marshaling of forces bore fruit. He gathered a powerful army
at WVedykar and moved it quickly by lightning rail south of
Fort Zombie. The troops were ably commanded by General
Koron, Kaius's distand cousin, who had previously been lauded
for his masterful uie of undead, the terrain, and defencive
tactics during the Aundairian invasion. Kron was eager for
an chance 1o display his affensive command skills,

The order of banle included 2,000 dragoons, 1,500
heavy cavaley. 2,500 irregular archers from the Karrn-
woad, 4,000 eramsbowmen, 13,000 light oo, 4,000 pike,
and 12,000 undead, ineluding 1he Fira and Second Avur
I.._-g-mn;. Mlaant impariant, lh:ru:h. WETE W MEFeEnary
enginecring regiments From the Mror Holds, who came
equipped with bombards, wowers, and trebuchets, All tald,
more than 39,000 iroops set out from castern Karrnath,
the largest army the country had ever assembled.

"Lord Kron's Expedition.” as it came io be known,
quick-marched the miles south and west 1o thresten Metral.
Im s masterful siroke, Kron had the dwarf engineers fash-
inn & group of large rafis, which the regiments used to cross
Lake Cyre at several poinis along the way, enabling multiple
prongs of attack against Cyre. One detachment was ordered
south to intercept any reinforcements.

Given the lack of Karrnathi military activity im the
east, Cyre had not concenirated its defenses in the area.
5o guick and secret was Karrnath's advance that the

F——_—-—_—_-q

ADVENTURE SEEDS

=The PCsare members of Prines Daslin ir Wynarn's
personal guard, While escorting the new monarch 1o
Flamekeep, they notice s lack of cheering citizens. Things
are far worse in the city when they reach the royal castle
and the mob bars the way, The PCs must keep the prince
safe as he navigates his way out of the city. Once their
leader decides not 1o lead his nation into civil war, they

sre alun vasked with ensuring thay discussions with the
church about the transition of power go smoothly,

Ven ir'Kesslan hires the PCs 1o help protect the
settlers on the long veyage to their new home in 0 'barra,
The party musi face deadly siorms, blood-thirsiy pirates,
frarsome moniters, internal dissension, and possibly
Karrnathi retaliation.

#“ﬁ



Home Guard of Cyre. 5000 of the nation's best heavy
infantry, supported by 1000 engineers and artillerists.
had only a couple days 1o prepare. In that time, the nobles
and gentry of Cyre quickly raised 2000 light horse and &
levy farce of 8,000 Meirol's citizens. The defenders were
determined ta hald their country's capital.

A lssr-minute arrival by lighining rail of 4,000 trooaps
fram the west, including a few hard -binen veverans of the
Esvon sieges, balstered the city’s morale s the smoke from
the Karenathi pillage began o appear an the horizon,
Despire sll this, the Karrnathi had far greater numbers, and
Balf the IZ]:,-ﬂ.n ATy WAk Faw PECTUILS, wintested i barle.

Dﬂ.pi:r the l,lt'-'ll_'l"r' af the ELHIET H the citizen Fy suc-
cumbed 1o panie, and chaos rﬂgnﬂl. Itrl'ugn::. prvu readd
wist, hend ing wesl and south.

Shaken by the populsce’s resction, the Cyran
forces decided not to wait for s siege. The Home Guard
marched out and ook & position cuside the city walls
on & low hill, eovered by arehers and with levies o either
side. The cavalry was held in reserve.

Kron's strategy was 1o encircle and desiroy ihe Cyran
position, and he did this by forming most of his columns
into two wings. The token force left 1o hold the center
againsi the Home Guard did a brilliani job of keeping
it occupied. Indeed, the Eston troops drove inio Kron's
forces on the center lefr, and Cyran General Diran For-
gill of Cyre prepared the light horse 1o exploit what he
wak sure was a coming breakthrough.

Suddenly. the Karrn plan unfolded. Dragoons and
heavy cavalry—all hardened veierans—appeared on the
flanks, silicing into the levies, The western troops in the
center were abruptly forced into a hghting retreat as the sup-
perting troaps on their flank evaporated. Only the Home
Cruard held s position—and in the end, all 5,000 were cither
cud dlovwn or captured in the dying light of tha afternoon.

Mo serious resistance remained 1o stop Lord kron's
treops, Dine quick blas fram the Mror bombards st elose
range destroyed the eny gatehouse. and the victorious warriors
poured in, The Karrns had borne decades of famine, dis-
ease, arvd EgRam inious delfensive np-_-nlll;mn. 11w pime 1o
show the world that Karrnath must be feared. All night, all
the next day, and for three more days afier thar, Mevrol was
an open city. The sereaming never stopped, While Meirol
was put o fire and sword, corpse collectors performed their
gruesome rou nds, and & new Atur Lrginn FOsE.

Afier five days of looting and killing, Lord Kron
rallied his forces for o triumphant march back to ihe
Karrnathi heartland. Ceriainly, liitle was lefi of Metrol
to oocupy. The victorious Karrns burned and pillaged
their way along ithe wesiern back of the Cyre river, leaving
a charred path 300 miles long.

Inihe fall, Kaius [ offered harsh terms 1o Connaos,
which would have ceded land 1o Karrnath, renounced the
Cyran claim to the crown of Galifar, and imposed yearly
tribute. Cyre rejected the offer and began a propaganda
campaign, decrying the "martyrdom of Metral,” the
“rape of Cyre.” and the presence of cannibalistic undeacd
in the strects during the sack.

.'"Irl'l'hru:th a dumal frme flor the Cyee milvdary, the afiermath of the sack
||_f'.||r||'||‘u|I g b ;' ﬁw I::'lrun Jrr i ﬂ__ll'l" Hlfd e I'W'i‘
cactirt fo dhe Bilt. oagnicn smith Berlond, Thraae, Aundaer, and soen the
Coram cities to the south owd wesl presented grophic oceourds of the Karens'
depredations, porticelarly their corper-harpeding. Their performances

were maslerful and roffied the world fo Cyre's ude, Kormalhi abeoesines
dwring the sack af Metral, while tragee. might haoe actually soped Cyre
from anmdhilotion, Those acts fully wailed ol of Crre agoinst Korrnath and

paned if greaf spespathy from e sther Aations,

930-995
REACTION TO THE SACK OF METROL

After the slaughier st Metrol, King Boranes severed ties
between Breland and Karenath. In response, Kaius 11
ardered 8 series of ealds sgainst far western Brelish out-
posts, Thrane’s Diet of Cardinals, whose proclamastions
concerning its long-time slly had been muted 1o this poing,
pondemned Fajus 1 and announced that Theane would no
longer support its northeasiern neighbor. The church made
it known through back channels that no Silver Flame force
wiruld oppose 8 Cyran retalistion or Aundairisn offensive.
Confident it would not be distracted by the other nations,
and entirely commined to Karrnath's defeat, Cyre marshaled
naval and land forces for a fresh campaign in the norih.

Mearwhile in Karrnath, ithe afierglow of the triumph at
Meirol quickly turned sour. The victory had muted news of
anoiher disastrous harvest, and again sarvation stalked the
land. Evenworse, Lord Koron let his triumph and subsequent
promotion o Field Marshal ofthe Armies go to his head. He
began ordering troop movements without consulting the
king. and used strongarm tactics to ensure that he and his
soldiers were well fed during the winter, His ultimate undo-
ing oecurred when he tired ofthe arrogance of the Order of
the Emerald Claw and barred the order fram his presence,
When the arder presented King Kaius [ with eyewitness
accounts of Kron's plans te declare himsell monareh,
Koaius was saddened b not surprised. The declaration of
Foron's treachery and his sssassinavion {along with tha
of hissenior uafl} shorly thereafier devastared the srmy
and significantly weakened Karenathi war effores.

For their part, the Cyrans choose to ignore the pillaged
Lsnls in the east—sn sdvance L here would lead only tothe nigh-
impregnable bastion st Karelakion, The avengers pushed
snrth aerous Seions Sound farther west, an ares feom which
it had been liunching raids for vears. King Connos led the
Cyran assaule personally, and ithe iroops fought with avenging
fury. The Karrns were able to stage o delaying sction againss
the Cyran sdvance st Loran Rath, but could do livtle bue fall
back slowly. By the end of the summer, Cyre had secured a
salid foothold on Karrnathi soil north of the sound.

House Deneith’s role im the Last Wiar has been widely discussed. Given
the demand for mercenary services, it forlumes soored. Less roported 5
its rofe in securimg Karrlabion from ihe ravages of war, Mindful of House
Cannith’s iroubdes in Edon, Deneith insed an eorly preclamatson thai o
wowld “secure and preserse” ity home iy, Glod 1o haoe Deneith guording
its fargest city and aachormg ihe southeadirs reaches of Soon Found,
Karrnath initially supporied the deciiion, Only later, when King Ko 1
realizged thal Deneith truly meaal fo beep Rarlakon frec from sy nafmea’s
war offord, did e regref bis fother's inaclion. SHll, the keag ausely cheaie
e rnpq-crpl.lnl't HP\.‘-‘J“HI' eril “l'-!l:r ﬂﬂrmﬁm‘ fii dl::'ué| and ronfns the
i_'ll:r Ko one waked do aEST il coalradnt prlﬂ'h:l:; '“‘PPJ'H' af meFcrnary
troops, or challenge ihe ifosl defenses of the Semdinel Houwse's home,

T;I,iqig addva nlage of karrnath s distractions with internal
polivies and the svenging Cyran force, Aundairianiroops
stepped up operations east of Bekkenmark. Though
these conflicts were mostly large-scale raids aimed ar
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supplementing the trickle of supplies erossing Scions
Sound, they tied down Karrnathi iroops that could have
reinforesd the south.

With the Karrnathi pressed on vwo sides snd invernally
divided. their toughness once sgain came 1o the fore. By
slowly falling back and extracting & bloody price for every
mile, the Karrns caused both fronis 1o bog down signifhi-
cantly. Their commanders knew that, intime, Cyran pas-
sion would cool and the Aundairian supplies would run
out. By mid-autumn the fronts stopped moving. and all
sides settled in for the harsh Karrnathi winter. All knew
this was a temporary truce and immediately began refining
their armies and rebuilding their fortifications. Even so,
the informal ceasefire would last nearly five years.

By 934, Kaius had carefully purged his army of Kron
supporters and once again had begun thinking long-term.
Although the Aundairian and Cyran presence in his lands
was galling, those forces had shown no inclination to move
forward, He needed o finally secure his eastern lands,
Heavily supporied by undead iroops and marching largely
by might. the Eastern Star Legion met and defeated a
semibunited foree of halflings in the Second Battle of the
Plains of Talenia, harrnath ook a number of valuable
chiefiaing houage, and in this way secured the good
bebhavior of the northern Talenes tribes, It was & policy
that Karrnath continued |I1.mqﬁl1¢ul| the wat,

Aundair and Thrane, meanwhile, "-'"K‘E‘-'d in pllthﬁj
battles from the Starpeaks to the Crying Fields, Nelher
afl the two mortal enemies could elaim vigtary when the
Lo~ intensity siege of Drum Keep was lified. King Boranes
ardered the newly compleied foriress Argomh north o
secure the B|||:1:rap:. Uncertain whom he meanit 1o banle,
and unwilling to face a flying bastion, both Aundair and
Thrane retreated. Although the Cardinals abjected. in
truth Thrane’s position in the far west had been unten-
able sinee Cragwar had been lost,. Aundair reassigned s
few “advisers” north and left the area, almaost completely, in
thie haneds af hnu]g.- eam masssaned Bandst auxiliasies.

936
FIRST SIEGE OF KORTH

Along the relatively siable bontle lines in the norih,
936 saw a large-scale Cyran raid imo Karrnsth, The
timing was good, because the invasion happened while
Karrnath’s reserves were pushing back Aundair in ihe
norith and mopping up the remaining outposis of tribal
resistance in the Talenta Plains.

The Cyran raiders discovered a vulnerable point in the
Karrnathi lines and surged through. They encountered
litile resistance. and urgently requested more troops and
supplies. Acting nimbly, Cyre’s General Brugeff. Supreme
Commander of the Morthern Froni, rushed 1o explois
the breakthrough. Although the highting was pitched a1
timnes, and Karrnathi troops defended bravely, Cyre was
able 1o make signaficant progress toward Korth,

Haping 1o avaid an extended siege. Cyre immed iately
asiaulied the walls, This stnsek might have been suecesiful
il the ploa 1o open the Souwthgate—leading sraight ine
the king's palace=had not been uneovered and stymicd
by the Order of the Emerald Claw, While Korth's heavi-
e4l 1FOOps, irveludi ng s detschment of the Cnnquﬂ:}r'l
Host—1he king's personal gusrds—pushed the invaders
back, priesis of Vol magically barred the gate, Therealier,

General BrugelT contented himself with pillaging the
epuntryside for miles in all directions.

Marines from the priviteering town of Westhaven
suiged & daring vovage down Scions Sound to harry Cyran
supply lines. Karrnathi relief forces returning from Tal-
enis and those raised from levies in the countryside coun-
tered ithe besiegers, denying them food from foraging.
Finally, King Kaius 11 stepped out of Kron's besmirched
shadow and showed himself to be a powerful military
leader, rallying the common folk and personally leading
undead legions on night raids against Cyran lines, In the
end. Cyre retreated back toward the sound.

Though the siege was lified. Cyran forces continued
to hold parts of southern Karrnathi until lste an 540,
Karrnath’s villages suffered heavily in this period, and
dark mutterings about the "alliance of Aundair. Cyre,
and Thrane”™ were common in Korth at the time, In
fact, Thrane never actively aided Aundair and Cyre, bun
by failing to relieve the Karrns in any way, it became a
targed of popular wrath,

Toward the end of 936, Thrane los i1s controversial
puler, Afier s lingering aillment during which the Keeper
reportedly aged prematurely, Kaith Serrain died. Ina
relatively breiel but extraordinarily momentous reign, the
H.-trprl' gave full voies to Thrane's territorial ambirious,
wrapping them in the mantle of rtliginus mandate. In
& last odelivy, like so many thar characeerized his rule, i
was months before the Flame spoke sbout ascension. Ko
wnt bl mid-937 was Keeper Lavira Tagor proclaimed.

anmlwq-—l‘rrmamim-u Keeper Tagor's appointment was one of te mest
importand events of the anly middle war pears. The new Keeper fully suported
the long-standing church doctrine af spreading the Flame. She also made cer-
fan that she curried faror amang ihe nation's heat-liner, who o dominatind
the ruling cireles, Shll, her afspreach and diclates were sgnifranily more
muderale ihan Serreia's. Keefur Tagor bepan fo copbaiize core tolmri—uang
mll'rfgrrn.!ﬁr.lu :ﬁ'll_t-u.ld, nul_"ilf v balthen For I"Iﬂ‘ﬂ‘Fl"'.. ||‘tl|h-|fuh|‘|‘ Fier
m;ﬂ]hnrjh- bk u_ﬂTnuI'_?r besndoned als -ﬁum‘ﬁﬁurmdhﬂ undf.ﬁungf—
Ty s e ipraen of vl ™ N dosdt mindful of the world's fegiimate
grievenses against Throwe, and the dire circumslanees of e Parified in ather
nationi, Keaper Toapor began o ifres redempivon and repeslance.

I the end, however, Theane was surrounded by ememies omd ruled by
the ot militent of the clergy. Widespread internal debate, incestigation,
or sondrmmation would have beew suicidal, A weakening of the militery or
any retreal from religious fervor would beve coused recolt. Reeper Togor
conducted o long and dew batile agoint extremam, by coumering
her predecessor’s ngid appointesents with much more I!.'IH.!"II]'-HJ and bafanced
prieste. Her batile for the soul of the chunch was oflen a lonefy cnes in ber laler
pears, o fermidable proponent of Thrane domination smse inthe form of High

Cardinal Krozen. Given the forces arnayed agoind ber, and the monuwmental

dusk of erturning ihe Salver Flame fo the pood groces of the woeld, Keaper Tagor
mighi have been the grealeif of the Siloer Flame frrelatis,

997
FIRST BATTLEFIELD CONSTRUCTS

Although erude golems, designed by House Cannith and
labeled "warforged,” had served in limited numbers in
roval guards throughous B horvaire sinee before the war,
the first exteasive wee ol esnstruets inwar eame in the lare
9305, Using designs ereated in conjuncrion with a college of
wizards who referred 1o themselves as silver pyromancers,
House Cannith pushed forward with a project first pro-
pesed decades ago by King Thalin: s mechanical horse.



——

In 937, the dragonmarked house began large-scale
manufacturing. Late the next year, the consirucis were
numersus enough that the Knights of Thrane could conduc
the famous "Clockwork Charge” on the backs of perfecily
obedient mechanical steeds. The larger conflici, the Battle
af Marsden Field, is not especially memorable—Thrane
held the held against a small Cyran army that landed by sea
near Aruldusk. The charge. however, was remarkable. The
riders’ attack order held perfect shape against the veteran
pikemen of Cyre. The cavalry commanders of Thrane
asked for more such steeds. but the nobles and riding-
pricsts disdained them ai “contrivances” and "unnatural
L § e wway -uF L] r.- T!prn ne h.'!l‘l ¥l herd fmfleresin | ]u n 1 ming
the o Erl-. uF | Fr_l-ul.-r Cannith.

'|::1- e, i | ||.|_- :}Ill{'l ha I'Hl_ |'||l1EL|:|' !_:rll-.]ll_-:l. 1!11_- vilue
of ¢lockwork I|.|ri-|h. The nation s clase ties with Houae
Cannith and & massive anvest men h'g |III_’ erow i Faswred
thar -.I!{lllrll'a fal numbers of Cyee cavals ¥ weriald soan
benekst from these wond rous constructs, Maore fmporian,
p weed had been pl.q mred ATONE the artibicers and smiths of
House Cannith. Years of experimentation followed, and
eROrmons sums were eonsumed in asearch 1o create even
more wondrous mechanical warriors,

099-946
REPRISALS AND REVISIONS

Few wars pass freem trivmph fo friumph. Persistence even in dhe face of

soul-crushing defeat is the mark of a irwe congueror.
—Analects of War by Karrn the Conqueror

Ower time, the flashpoints of combat grew familiar: The
f:-rl.lng Fields, {iru_gwnl'. Eston, Varthirond, and Korth
were all venues lor repeated engagements. [n the north,
Aundair and Thrane traded quite & bit of territory
while Karrnath mosly engaged with Cyre. In the south,
Breland, Cyre, and Thrane ofien shified alliances.

949
SECOND SIEGE OF KORTH

Emboldened by Cyre's continuing occupation of south-
ern Karrnath and Kaius's focus tied up there, Aundair
launched a massive raid. Surprised by the lack of initial
resistance, advance units actually reached sight of the
walls of Borth and set up camp. Bath sides prepared fora
siege, but it was more anticipation than action, Aundair's
supply lines remained tos tenuwous 1o support extended
aifensive operations so deep in Karrnath, The two sides
wettleel ammidr & Ti_'l:lq'\..rl:r |,1rlr-r‘r|.|| L1ld 14 »;l.u rang 1|1-r warier
MREELE |‘_||,|1 [ple o I]ll_- “’I_’lllli_’l’ |_-|r.l||'r:| .l.lll! Harrlu‘l ki an.-._--;

began gathering in T, Aundair withdrew. The citizens
of Korth refer 1o this time as "the Short Siege.”

A second reason for Aundair’s retreat was an uncasy
succession. Crown Prinee Aarott resched the age of matu-
rity, and he and his supporters began to prepare for his
coroenation. Regent Marlex initially balked at losing the
reing of power. Cluite abin of machination accompanied the
remaval of the regent in 240 and King Aarotts erewning
the next year, Tothis day. the Aundair manarchy has not
|‘-|_1r!{\-|,:ll;:|-| 1|‘1[ rr_lll_- 3l FEgur pll:.lr\-l! LEE] wru:‘iﬂ; L1 Fl:l'nrr.

042
THIRD BATTLE OF THE
PLAINS OF TALENTA

I & eombat freed from the nea r|:.- immaobile battle lines
slong Scions Sound, Cyran and Karrnathi forces clashed
i the Plagss of Talenta. The site of the batile was a hun-
dred miles souwtheast of Yulvar.

T he %00 Cyran I':H.\.'.- n'.-.ilrl. rode clockwork steeds,
and the Oak and Ash Hrglmem added 400 heavy fooa.
King Connos's forces also featured superior arcane might
from two companies of the First Meirol Wands (includ-
ing a young Shaldra Antarielle. later a famous traitor),
as well as 5,500 mercenary elf archer/skirmishers and
the 2,000 light cavalry of the Kalazar Horse Brigade. In
addition, the Making First Legion, the Making Fourth
Legion, and the Saerun Pike were all present, adding
T000 infantry to an army totaling roughly 15,000,

The Karrnathi forces were more numerous, including
the First and Second Saur Legion U3 0 skeletons and 3000
zombies), 4,000 displaced Rekkenmark crosshass (2,000
of them undead ), and the &.500 soldiers of the Korth and
Vedykar hesvy infancry. The heavy cavalry numbered 1,800,
including bone knight regiments from the Order of the
Oinyx Skull and the Order of the Emerald Claw, as well as
an undead hesvy cavalry force. the City of Might Regiment.
Intotal, Karrnath brought more than 20,000 units to the
battle. lts most valuable force was a group of Talenta hal fling
scouts who called themselves the Thunder Riders.

Cyre knew that its infaniry, even with excellent wand
and archer support. could not withstand the shock troops
of the heavily armored Karrnathi bone knighit cavalry
King Connos's troops chose their ground. dug a magically
disguised trench. and made clever use of illusions to draw
their opponents out. In the marning. the plan weni. the
Karrnathi cavalry would see the weak formation of Cyran
infaniry in the center and charge. Instead, the horses
wnu]:| f.;“ pmuEcE @ |f!{-\h C14Ed rimg ||-|I ||.|f.1. '|'l1|.|r ||;l|.!,:.

{:'r r|;|--. P!.l.ll unr.-l.'lrl_'h:l[ e LE1 0 |_|r lh-l_- ksl “ll‘l.H:
Thu :HI: r R 'il;|-|_- & i mhlri! ERELEER ] he e Fene h whi tl_’ ETaF1EE LELT'S
e il |;I|.| ¥ l_"l:,l-'al_' (N= | hi_- “} ran lines, | !1_- relir :H_-E| 1o the

M

ADVENTURE SEEDS

!'i-r:-wng as seoiits For t]:,d €, the advenitu rer diseover
a column of enemy troops ranging south and west of the
Cyre River. Word must be EotEn i Merral |mm¢n:||nfl:,'
Can the party survive a harrowing ride through a burning
countiryside 1o give Me ral precious time 1o prepare?

—=Hired 10 gujnl Earenathi dl.pln:lhll:s. in Wroat,
the PCs are present when early word of the sack of Metrol
ArFives, 'I'ht:,' are ardered 1o et the nrg’milmrl. Lo &8 l'ﬂ.:.-
and begin laying the groundwork for clandestine spera-
tions agains Breland.
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THE COURSE OF THE WAR

scout camip and reported his inding. An enormous debate
erupted. Some halflings urged silence. Others insisted
that the Karrnathi overlords who held their leaders hos-
tage should be punished. The majority. however. reasoned
that since the pit would destroy the Karrnathi mounts, the
Cyran irick was dishonorable and evil—few things have
mare value ta Talenta halflings than livestack, whether
reptilian or equine, 3othe Karrnathi were warned, and the
next marning, the cavalry charged the flanks while Kare

:mlhi ~1r|¢|lr_|1ll|. r||:|;| ﬂ:lnhlrl| ru.uﬁhl |IIr:I'1I.H'.II I|'||_- I;r:u'il.

The Eﬂl‘ﬁ WS Wag U, l:w_—n I I"'"“'H-h I||-|_-1. .;vnulr-li the
II‘ilr. the K,ur:' marhi lr'l'll:r Fp.l._-.[ B Firial I|'|-¢ {:F raEms, "rhr
YValenar mMeErCrnATeEs, i l.lJ Fl |.|_'1|.|.1.r. cauwsed h AR wher
EWVET '|hl|":|' rode, their ?ul.lrl'r'llhllltl!{ 'lIH'I.'I! anil d_:r;l-r'ulul‘l
more than hnhug up fortheir |I'_qil.l.i."l' armor and wEap
ons. [he elves devastated the Rekkenmark erosshows at
one paint, throwing the Karrnathi flank inte confusion
ard preverting the Order of the Onye Skull From Fully
EX p|m|:|r1g' its sdvance. ln the end, the Lyran lines were
forced back, but they did not break.

The following day, the pattern was repested, with Cyran
pike and wands holding up the Karrnathi heavies. On the
third day, the Karrnathi undead and riders anempied to
bypass the Cyran forces by marching through the nighe., bus
Cyran mounted scouts nodiced the movement and counier-
maneuvered. Eather than attack against prepared forces, the
Karrnathi troops set up defensively. The Cyrans, already
tired. declined to engage, and both armies withdrew.

Cyre’s triumph in facing dewn a superior force
through superior tactics and generalship was soon dashed.
King Connos had fallen in the hatile—a fact thar was
hidden from all but his closest supporters, (His page, a lad
named Marson, wore the king’s helm and armor an 1he
third day.) The march back 1o Metral became a funeral
procession ai ward spread of the banle’s con

F,puu Connos was sueceeeded ||-!r his eldest 1!:||,|H|‘|l-r .
Danmnel, whao WS |Usl SEVETIECET yEATE ald when erowned
Iﬂill.i”}'_ Ql,ll_’l.'l‘l [:l.l:uu_-rl. plwer r:lrr'l:|ﬂl rlnlr' o the Hl'rdl
cafirs af f::r (3w Estasn F Metral, Kalarars - and Mak lllg. The
ather Hrrul ﬂuhlnlhl ||ff::|. e were held 1:9:' the I:t’inu‘! .l‘“ll
|!||:w-|_-r!'1|.|. elakes anel |.‘||.|E ||.rl|.\r:.. ima |'|:|' ol whom were d |'\I'|1.l:¢~|"|,!
al the placement of a youth an the throne st such a dire time.
As a resull, the sucoession was not s smooth one, and Cyre
sl splintered. Suill, Deannel proved ougher than anyone
nprrlrﬂ]. and in less than two yEATS, the 'n.i:ru'ird dukes
wnnd duchesses were hound to her in the Qath of ."i.l.il-.ing.
a eeremony that reunified the fracouring kingdom.

Like Keeper Serrain, Queen Dannel is one of the most impseriand and
tragir figures of the wor years. Elevaled to power ol a tender age, she shone
in her rarfy wun—d'l:-‘pru:.'n; dipfomatic skills beyond her pears. She wa
il celebroted as the embodiment of Cyrun appreciation: The gueen wes
aon gecomsplished musician, poet, and debater. In a more peaceful fime,
she might have become Cyre's greatest leader. But becowse she was faced
with the unsprakoble and confinusss borrors of war, ker fansion and
seraitipity neavly destroyed her, On more than ene ocrosion, the gueen




retrested imto stark depresions, beaving her nation advifl. These pervods of
despairing inoctizity comdrasted shanply with Daneel's mowic resolee during
her brighter tmes. Cyre's forhumes during the remainder of B war dearly
ebbed amd floaved with the mendal stabilidy of her queen.

In the wesi. Aundair held steady against Karrnath and
continued to push against Thrane, In 944, Aundair cap-
tured the city of Lathleer without great violence, using
s powerful stone-shaking spell 1o desiroy the city gates
and then demanding the city’s honorable surrender,
The citizens of Lathleer, cowed by the flashy display of
Aundsirian arcane might, ehose 1o surrender the cliy an
KHHHL I&Finn, .l"u.l adats I|‘I_’l|l."-l! the CAllEFRAA wrl.l from the
]lr_.::l'lﬂln:. |||-|,|th a r-l_-w rl"purl\-l"'li I.l'|!||_--|| I]l." lhr Ed LEEE T
were enchanted into f-ﬁhl!h]lll\f{'.

T han same yeon F. the Auncdais LF T} w:!nrﬂ F.l.llll.'ll'
Ravalon, a devoant baat seceet '.lri.‘l!'!.hl‘llrr af the Silver Flame,
defected Trom the Arcane Guards of Fairkhaven L jain the
'[rrnplr Guards of Flame l:rr|:|. Ad First, his defection was
little movieed, bt over the follow ing years ke shared his
experiise in animating vessels, shaping soul eontainers,
and infusing meials, and in this way he helped Thrane
magewrights devise the silvereye marauder {Fe Notions 155).
Two years laver, in 946, the first squads of silvereye maraud-
erswere unleashed against Thrane enemies. Others were
built to guard the temples of the Silver Flame.

In 945, Daslin, the Blood Prince of Thrane, died in
his sleep at his hunting lodge. His son Erivon ir'Wynarn
became the blood regent. but like Daslin possessed no
real power. Erivon, however, soon proved himself a more
active figurehead than his father. accepting a commis-
sion as a captain in the Knights of Thrane. Confirm-
ing Thrane's occupation of the Thaliost area, Erivon
built & roysl essee on cliffs overlooking Scions Sound,
christening it Silvereliff Castle. The Blood Prinee's firse
campaign began in 946, leading Thrane's iroops in the
Fourih Siege of Eston, this one & four-year affair.

947-969
OLD BATTLEFIELDS
AND NEW COMBATANTS

A= ally o only 03 wecempromising os the circumstonces thad combel il do
Jight. Prepare well for the day when friends become enemies

— Analecis of War by Karrn the Congueror

Afver ity vears of near-continuous war, all e nationawere
bloodied and depleted, baut none was defeated. Every nation’s
FEOTfHIFIY WAk oW comm mllli_’li R waATLiTe pnhdurl 16817, The

miilitaries had become expert ot training new units, adapt-
ing to new tactics, and incorporating new equipment. With
periodic breaks in pitched combat, the officers found that
they could sustain the war far longer than they had previ-
ously imagined. Furthermore, with each passing year,
battlefield wrongs mounted, and revenge became ever
mare necessary, Like their weapons, the Five Nations had
been tempered by hire and honed 1o a keen edge.

947-952
CAULDRON AND WEST

ey ings e late D4 0s, the battle lines and borders around
Vathirand, an area that beeame known as the Cauldron,
cha hgrd Iils] "'"“I‘."' Mast of thess lands had been Brel-
ish before the war, but that nation had been pus hed
sway From Scions Sound for so long tha it sought only
& more or less secure hold st Lurching Tower. Cyre was
too invelved st Esion and farther north 1o do more than
contain Thrane's expansion west of Kalszari,

In 947, Thrane conducted & campaign of plunder
throughout the Cauldron. Monasteries, libraries, trea-
suries, and merchant counting houses were systematically
looted, their ireasures “restored” to homes and churches in
Sigilstar, Aruldusk, and Flamekeep. Although Keeper Tagor
praised ihe efforts to secure religious artifacis, her "bless-
ing” before the campaign was far less sirident than those of
her predecessors, and she cautioned againsg excesses,

In %48, the Cyran lords based in Kalazart and Saerun
decided ihat the raiding had 10 be stopped and brought in
thouwsands of Talenta hallling mercenaries. This measure
proved quite effective, a5 the halfling dinosaurs trampled
their way through Thranes peasant levies. However, in 943,
the halilings decided (iniheir tribal way) chat they should
march against Thrane io resiore Cyre's honor. They overran
numierous supply peins, pillaged Thrane villages and store-
houses as far north as Lessyk, and generally made nuisances
of themselves along the Brey riverlands, Cyran attempis to
unify the small bands of raiders inio a potent military force
that could schieve significant territorial gains proved useless.
The halfling raids churned the already blooded Khorvairian
heartlands, but changed little in the way of borders,

In 550, ihe raiding of the halflings and the commis-
sioning of new Cyran naval vessels based in Scions Sound
made it impossible for Thrane to maintain the Fourth
Siege of Exton, Another conclave of the tribes 1ook place,
and the halNlings decided that they had succeeded in resor-
ng 1 Ill_' |,|q.| ATNCE u[ hulu,:r. Thrr' :|I:F|: i td {':1- ., 1.1‘.:“!{ :ﬂur]l
food and wealth from the countryside around them.

-|-|I|'.| e rl_-:l.|p|,:r||;|r\-|,| L[1] I]l.-l_- teibes :|rF|:'r| (Pl h:r |'|‘\-|‘||"|||ﬁr'
Lll!{lhl" |rq,|-|,:in f'r-uﬂl. the I.Il'.[:'l_' intethe |::::.||:|:|l'|.|lll. Soaldiera

M

ADVENTURE SEEDS

The PLs are members of the stall of Aundais's
Begent Marlex. Theyare also beholden to Duke ir' Bane,
sataunch SUPPOrLET af Crown Price Aarore, What will be
their role in the coming succession struggle?

Part af the Thunder Eider h-l!]mg seonata, the
FCs are tasked with reconnoitering the Cyran lines and
have stumbled across the hidden trench. They muost make
their way back to their comrades. stake their position in
the great debate that follows, and ithen conduct them-
selves honorably in the coming batle.
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of the Legion of the Pure sacked Starilaskur and engaged
Walenar mercenaries in Breland's employ seuth of Vathi-
rond. Farther west, Thrane everran Cragwar and Sword
Keep, driving Brelish troops south to Hatheril. Brelish
reinforcements, buttressed by the Manifest Legion, later
drove the Thranes owt of Starilaskur, but. as had become
all oo commaon, nothing was really seetled,

Breland’s reversals in the Cauldron and west of
Lake Brey resulied fram a lack of eroops. Thrane caughn
the southern kingdom as it was focused Far 1o the wesr,
A large Brelish foree crossed Silver Lake and occupied
Sylbaran, Greenblade, and Erlaskar, Resistance proved
to e mingmal, prima n'l:,. n\:ming fram the handits active
inthe ares. Aundairian rr_g'uhﬂ W e nurl:,- faneisient
in the western reaches of the country, and King Asron
was far more committed in Ghalt snd norbhwestern
Karrnath. A single Brelish army held sll three cities—in
some, the soldiers outnumbered the citirens—for several
years until it voluniarily withdrew in 954.

In 951, the armies of Thrane and Breland clashed sgain
at Cragwar and Hatheril. Thrane also moved in force aguinsg
both Tower Valiant and Tower Vigilani. seeking to crush
Aundair's sirongest border defenses. The year-long twin
sieges are the subject of a national epic beloved by Aundair-
ians of every station as a reminder of the personal iragedies
of war and the greatness of Aundair. A concerted effort led
by the Knighis Arcane finally broke the siege during a cam-
paign that came to be known as the End Year Offensive.

Vatharsnd hod the migforfune io be bocated in the heanl of the Casldron,
That ihe city ensts of all foday i o deitement te the dipdomacy and Jer-
ibility (some sy comardice) of its leaders, Long o cosmopolitan cromroads
belween Brefand, Thrane, and Cyre, the eoly elders declaned # “neufral ™
when Thrane first approocked its walls eorly in the wor, The Brelich
garrisn was avked lo depart or comvent into newtral “Vathirond Watchers. ™
Vathirond welcomed Thrane, Cyre, or Brelomd forees throughout the war,
Erawsitioning os necessary fo its new overford. Afthaugh its opew policy rarely
prevented hardvhip among the eitizerery, the oity's back of resistonse fo the
conatant sireaem of armies kept if from complete omnibilation.

059
SACK OF WESTHAVEN

The First Company of the Sky, an Aundairian dragonhawk
sqquad ron an extended patrol over the northern shores of
Karrnath, discovered that the privaieer port of Westhaven
was strangely quiet, Mo vessels of the Karrnathi navy were
berthed, and many of the privateers were shaent. The
dragonhawk riders quickly led a detachment of Aundairian
1Iu.|:u. to the harlsor a few ﬂ.h'rl. |lster. En—lhmg al ni;|11 with
hugmd Fire, the vessels burned the docks and bambarded
the shore defenses. In e marn ng. Aundairian marines
invaded, supporied by the Srormbome Wands and the
dragonhawk riders. They plundered the city, razing it 1o
the ground. Westhaven was lefuin charred ruins. lowould
never recover its former status as a privatesring harbor.

9355

BATTLE OF THE CRYING FIELDS
Though the Crying Fields had been the sive of numerous

battles and would be revisited again in the remaining
war years, the 955 battle in that ghastly place is the most
famous. This was the clash that gave the area its name.

The Thrane legions were formed from 19,000
peasani levy spear and axe, 2,400 heavy horse including
a company of Flamehand paladins, 1,600 veteran archers
of the Third Athandra. and a company of silver pyro-
mancers from the Order of the Pure. With a sirength of
23,000 troaps, the faithful were confident of success,

The Aundairians should have been led by General
Retiel Dekker, but that noble warrior was sassassinated on the
v af battle. Command was quickly granied 1o the young
Caprain of Horse Lord Darre, Although higher-ranking
nobles were available, the other officers knew and trusted
Lord Diarro, and he enjoyed the suppor of King Aaraen.

The Aundasirian order of batile ineluded 400 knight
phlnmms of the Kn:ghn Aresme, 2,000 |.'|rl'¢'1r Pilr. G, 000
Ii;ghl: fosoe imeluds ng halt-ell and eentar Lroaps Frerrm
the Western Reaches, 1600 magewrights of the Arcans
Fooi, 2,000 veteran artificer-supporied crosshowmen,
thie Famous wieard COMpany al the Fairhaven Wands, and
ten lances of the Kings Regiment of Dragonhawks, In
numbers they were no more than 13000, but in qualiy
they far outshone the Thrane levies.

Afver an hour of maneuvers. spells, and archery, Aun-
dair's mastery became apparent. Once the knights and levies
had been stung harshly several times. the foot-priests and
sacrosancis could no lenger hold them. The Thrane heavy
covalry began a massed charge directly at the center of the
Aundairian line. desperate to come to grips with its foe.

The Aundairians outfoxed the Thranes. As crosshows
ripped into the knights’ charge, an illusion was torn away,
revealing that what seemed a line of light foot was actually
the Aundairian heavy pike. The pike countered the caval-
ry’s charge as dragonhawks flew onto the scene, engaging
the Orrder of the Pure prromancers and spreading chaos
inihe ranks. Although initially stopped. the heavy cavalrey
reformed with huge numbers of levied axemen. At this
point, the Flamehand paladins unleashed cheir silvereye
marauders, sending them afier the Fairhaven Wands.
Aundair's right flank broke. Miraculously, at roughly
the same time, the Thrane heavy cavalry—mauled and
spellscarred from the heavy pike and the magewrights
supporting it—withdrew. The supporting axemen could
do little but engage in a fighting retreat.

Aundair held the feld, but only just. Thousands
had perished. Afer all that bloodshed. hardly an acre of
land changed hands, To this day. the slaughtered of the

Crying Fields reenace their futile sacrifice.

055
CARDINAL YISEK'S DEFIANCE

The Thrane casushses in the Csuldron, near Cragwar, and
b the f:r:r::lg FlHﬂ\ WETT REFIGs E‘lll:nn (L] Tlpr-:‘lt'l H1.lh| "T‘
For the forst time sinee the eise of the Hl._ghwnp:. F.m_g-lu::m.
real debare arose, Cardinal Yisek, s confidan of the keeper
and & moderste, spoke out agsins the carnage, claiming
that too many had been sacrificed for too litle.

Many of the citizens of Thrane privaiely agreed thas the
war had become too costly—it had killed and erippled tens of
thousands of young people {no village was without a monu-
menit and at least one armbess, legless, orblind veteran). Saill,
few were brave encugh to speak out against the conscriptions.
This made Cardinal Yisek's strident objections even more
powerful; it opened up a subject that had been debated pri-
vately foryears but rarely add ressed ai temple or in the public



spaare. Mow came criticism of the army, its generals, and the
Dvier of Cardinals. Many who had lost loved ones appeared
at church to light silver flames in support of Yisek.

The hard-liners, who apparently had prepared for
thisday. acted swifily. A number of prominent Cardinals,
including a majority of the Diiet, warned against display-
ing weakness and unleashing doubt, Thrane was com-
mitted 1o the war and to spreading the glow of the Silver
Lighe, Yisek and his few supporters were muted, and dis-
sension bn the military ranks quelled forcefully, Although
rumors circulated that the Keeper held Yisek dear, her
anly mstements urged calmness and compromise.

Tragically, the internal debate in Thrane was cut
short a8 Breland, Avndair, and E]g,- Fe terak advamnt nge ol s
ﬁ-plmnrnl'-: rurmail, Lau nr'li:ug alfenses orla i ratds, the
thres narions :.nugl'n 1 l'uul'l:, end [Theane s war, Instead,
they sueceeded q;ml:,- 1] n]|r-jn_g' the Thranes behind the
hard-liners. The wavering citizens saw no oplion but to
renew their devotion and their war effor.

Cardinal Yisek lefi Flamekeep with an escon of the
Avenging Hand and traveled south 1o Vathirond, then
by lighining rail io Sharn. Already an old man, he was
welcomed there as a voice for peace and became an out-
spoken critic of the war, respected by many—and ignored

by the leaders of the Five Mations.

056-959
ELDEEN AHD VALEHAR
INDEPENDENCE

Diher than the long siege of Drum Keep and the nearly
unoppoied Brelish invasion north of Silver Lake, little
of military import occurred in the weitern reaches of
Aundair. 5till, Karrnath, the Lhazaar Principalivies, and
even Breland fomented rebellion. From isolated highway-
men, the difficulties grew 1o include entire companies
of bandits and even bandit armies (one seized and looted
the city of Alvirad in 954, and another razed Niern the
I'n]]uw:ing year), Meither the Aundairian rangers, the
wizards of Arcaniz, nor ithe court of King Aarott could
spare the troops to root out ithe bandits. Every petition to
“provide safeiy on our roads and peace in our villages” was
answered with stony silence, with suggestions that it was a
local matter, or with counterrequests for additional troops
to send to the front against Thrane and Karrnath,

In 956, the Wardens of the Wood decided 1o act.
They raised troops from the human, centaur, and elfl
inhabitants of the western reaches, and in a single ruth-
less season they found and crushed nearly all af the major
bandit armies, Although this act was generally cheered by
the Aundairian nobles, a few of the mare prescient saw
the coming danger and urged the king 10 dismantle ar
a1 leant reassign the newly mobilized forces,

That same year. another neglected backwater region
began o sssert baell. Claiming domain over "ancestral
lamds., an army af ¢lf mercenaries made themaelves
the lords of southern Cyre and declared the newlound
wWAEPRIg Iy af the Valenar nation, The elves renamed
the eities, and a number of Aerenal elves were hﬂ::u:hl
in i bwildd thi ngs anew in the I 1.::,.-I¢. The humans of
the aren raised Ao nhjul:mn--!l.-!ﬂrn! was 8 disvant and
far-off place. Chueen Dannel and her generals decried
the Valenar betrayal, but could spare no forces 1o retake

the land. Indeed. they eould ill afford the lass of the 7

miercenaries already in their employ. Inthe end, the new
land was not recognized, but no army marched south,
and payments io elf mercenaries continued.

The actions of the efves in 356 were pugcling. A people decoted o battle,
who idolized their awmoesion’ drugple agind ihe orermhelming mighi of
ihe goblin empare, had never disployed an interest in holding land, After
declaring the sorereignty of o huge arva, preciews fea fook on eoen the mosd
fundamendal fanks of ooernance. Indeed, the farmer Cyrans discapened o
degree of mdependence they bod never Enown beforr.

Some hooe ofuned that the Valeaar marron achually iought o insfs-
gube an insason, bringing glorseus war fo the imenping plaina of Vol
wheere thiy cowld eeenaci the dragple of their banored anceiton. I so, they
mud haie bera mn*l'_r d.:upjuumd aden E_pﬂ" rf_ll'u#d i Baif.

Whiteoer dhe dres n&_-w]w#, Vadenar -ndrpa'nduu'f rrselied in @
greater number of Valenar worelowns emploving Howse Demeith fo broker
covalracts il edber nafions. ..lgmn, oy than n_fn'l- Veule e Bands 1|rr|_p:'_'|-
roerd the Tolvml Plains and other plaves a5 o freestanding frghting foree,
feal only o theer baitlelust.

Cyre’s quiescence in the face of revolt was just the latest ina
spiraling eycle. Qlueen Dannel, frusirated inshepherding
her "loyal” dukes and barons, distraught about continually
sending proud young men and women to die in meaningless
batiles, and enraged by her iroops’ inability to halt Thrane
incursions inthe Cauldron, had crept toward an emotional
precipice. The loss of the southern territories pushed her inio
deep despair. Cyran military operations became disjointed
as word of the queen's affliction spread. Cyran nobles siood
fast in Metrol, Making, and Sserun, but the rest of the coun-
try was largely left 1o fend for itself. The queen’s suthority
declined sharply, and the people began whispering, quietly
or openly, that perhaps & new monarch was needed.

Perhaps emboldened by the suecess of the Valenar, the
Eldeen Reaches declared itselfl independent in 958, The
Wardens of the Wood, under the guidance of the Great
Diruid Oalian, announced the new nation’s neatrality.
The few remaining Aundairians were politely but firmly
asked to leave. Most marched out: a notable exception
was ithe "Lost Brigade”™ of Captain Maathen Sandburr.
The site of that unit's defiance was near Mossmanile, in a
place now called ihe Bloody Glen. Mone of the 400 light
infaniry under Sandburr’s command survived. and the
capiain himself was crucified on an ancient oak.

Unlike Cyre, Aundair did not intend to sit idly by
while more than halfthe kingdom seceded, A campaign
against the Reaches. however, would require significan:
redeployment. After years of tenuous occupation, and
faced with Karrnathi forces newly freed by Cyre's retrench-
ment. King Aaronn hinally abandened his foorhold in
Karrnath, Aundairian forces withdrew 1o 8 new defensive
line st Starpeak Mountains. During this retrear, perhaps
seeking to pacify his enemies, King Aarou renounced the
Cyran claim 1o Galifar's throne and claimed he would
fight anly 1o restare Aundairian borders.

His military consalidated, King Aaron personally
led the Army of Wenern Pacification into the Reaches
in 333, Because Aarott was unable 1o reposition more
tharn a {air-sased ATERY feam the ir;m: feont with T hrane,
and wholly unschooled in forest warfare, his advance
quickly bogged down, Still, the king remained in the
aren, leading raids and rallying defenses. He vowed no
more Aundairian land would be lost in his liferime. This
promise would prove true, but not s he had hoped.
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0590
BATTLE OF SILVER LAKE

After more than thirty years in power, Breland’s King
Boranexbegan to think that his largely defensive approach
in the war had lefi him without a meaningful legacy. He
decided that he would bring an army north into the newly
declared Eldeen Reaches, offering protection and a “eivi-
lizing™ farce. With great fanfare, he gathered 2,000 well-
trsined heavy horse, 2,000 dragoons, 7,500 heavy foor, 500
Brelish Rangers. $.000 crossbowmen, and 1wo companies
of wands, the Wreoat Wands and the Sharn Towers,

The newly independent Wardens of the Wood had
o inlEresl i (radi ng One un privialved r\n-'!.'l] for another.
Although pressed by King Aarou's campaign in the north,
they ealled upon forest denizens 1o eounter the Brelish on
the north shore of Silver Lake. The Eldeen defenders num-
bered 20 heavy treant shock iroops, 300 satyr skirmishers,
900 cenaur light horse, 3.300 human infantry, 1,200 1§
and half-elf archers, and a company of druid “wands.”
All told. the Eldeen army barely topped b.000.

Although cutnumbered. the Wardens zealously
guarded their homelands and cunningly outmaneuvered
an overconfident and poorly planned Brelish incursion.
The Reachers drove ithe southerners back across Silver
Lake. King Boranes was wounded by mageshot and al maos
capiured when his boat capsized. By shedding his armor,
the king remained afloat long encugh 1o reach shore,
but he contracted s coughing plague and was taken back
ta Wraat on a litter. Dlespite the minisrations of several
clerics, the king's illness refused 1o pass, He would spend
the rest of his days in declining health,

Although largely occupied in the Reaches. Aundair ook
advantage of Brelish and Thrane distractions and launehed
a sirike foree south agains the depleted Thrane garrison
in Cragwar. After o short sbege, tha ciry fell in 359,

961
YEAR OF HEW KINGS

B8] was & year of transition in Aundsir, Karrnath,
and Breland.

According to proclamation, King Kaius I died as any
Karrnsthi monarch should—lesding hisiroops. In fact, afier
Fulty years of rallying his people in desperate times, the aged
king's body could no longer contain his spirit. One frigid
morning in 960, while reviewing his Conqueror’s Hom,
Kaius I simply collapsed and breathed his last. Upon his
death, the largely cowed Karrnathi warlords began 1o asseri
themselves. Kaius'sson, Prince Jaron, was forced 1o conducta
royal tour to ensure 3 smooth transition of power. The king-
1o-hbe soon found that the nobles wanted to see a “redirection”
of Karrnath ambitions. They despised the nation's largely
defensive stance since the triumph at Metrol. In truih, thess
sentiments matched [aron’s mindset perfecily. He assured
the nobles thai, once he was crowmed, Karrnathi triumph
would soon follow, Aundairand Cyre had been beaten back;
it was time o retaliate against Thrane's abandonment and
insults. After his coronation in 961, King Jaron ordered
plans for a glorious assault of Thrane.

King Arroit of Aundair died hghting agains: Eldeen
raiders in the west, His daughter Barvette took the throne
(though she was not formally crowned until 962}, The new
queen avenged her father's death by imprisoning and then

executing the ambassadors that the Eldeen Reaches had
went 1o Fairhaven 1o sue for peace. The new queen launched
anather series af incursions into the forest realm. These
were largely & waste of soldiers and resources, bt some
territory that Eldeen at first elaimed as s own Cnotably the
Duskwood) was taken snd held by Aundair,

In Breland, the high command reecived atling King
Boranex's approval for an sttempt 1o retake the rich mines of
[]rj.g'-u. thits time from its new lords in Aundaie. ."';||Imu_gl1.
thiswould prove 1o be the only major confronision between
regular Aundairian and Brelish forees, the month-long
siege Featured heavy fighting and much bloodshed. Among
the dead were two princes, Boranes's eldest. In the end,
the city was taken and the roval bodies recovered. but the
price paid in Brelish morale was high. The entire nation
mourned the brothers, and bards soon named them the
“Mariyrs of Cragwar.” One month laer. the bedridden
and broken-hearied King Boranes died. Rumors circu-
laged that he had simply lost his will o live.

5o it was that the young, brash Prince Boranel was
recalled from delving in the gambling hells and ancient
crypis of Sharn and told he would be erowned. The 961 coro-
nation was a swilt and simple affair, “as befitted aland atwar,”
according o Boranel, The new king immediately plunged
into the minuiise of running the war, proving himselfevery
Lit his father's son. With renewed marale, Breland prepared
for battle again. The king also showed that his personal
losses had not dampened his lust for life. By marrying a
Cyran, he proclaimed that love overcame any paolities.

061
SIEGE OF SHADUKAR

Kang Jaron of Karrnath was barely six months in power when
a karrnathi aemy gathered for the promised Theane sssaali.
Adter w1 aging mancuvers arou i Hekkenmark 1o draw
Thrane's sttention, the bulk al the Karens headed south,
erossed through nombwesern Cyre Dwith linle opposition),
then traversed Seions Sound, landing north of Shadukar.
The forced mareh and soarwood skiff water erossing 1ook
the city complerely by surprise. General Horache and the
Karrnathitroops looved and pillaged st will. Hundreds of
citizens were massacred and hundreds more died of famine
while ithe Karrns ran rampani. As ususl, the corpses of the
dead were animated 1o reinforce the Karrnathi ranks.

The Church of the Silver Flame sent soldiers and
knights from Flamekeep io liberate the city, and the siege of
Shadukar began. Thrane pressed the Karrns hard, but Gen-
eral Horacht proved himsell s master of defensive strategy.
making Thrane pay deary for each assault, counterattacking
with sallies against Thrane camps and positions, and using
powerful wands and artillery forces to keep the muddy
ground between besiegers and city walls a deadly quagmire.

Inthe end, Karrnathi forces retreated by water when
supplies and troops finally grew short in 962, Saill, the
withdrawal was anything but quiet—General Horacht
ardered Shadukar be "put to the torch.” after sealing the
city gates shus,

Although horrific. Horacht's tactics worked. The
Karrn line of withd rawal was mostly unhindered as the
Thrane army, by direct arder of Keeper Tagor, focused on
the trapped citizens, A sprarhead under the command of
Caprain Malik Otherro sved many peaple, bt the iy ires
were toi well entrenched —the city was largely destroyed.



In the weeks after the fire, the Knighis of Thrane
and their cleric allies siruggled 1o desiroy the remaining
urdead and rid the city of its Karrnathi stench, but the
damage and loss of life were staggering. The city never
recovered. and most today believe it is haunted by the
ghosis of its burned residens.

Thrane niow found itself at war with all four of its neigh-
bors. Even the most fanatical realized that situation would
prove their undoing. Unwilling 1o seek peace with Aundair
and unable 1o make headway with Cyre's despairing queen,
the Diet ordered an end 1o raids and other operations inthe
souath. Diplamats approached the new King Boranel, The
Cardinals promised 1o withdraw Thrane's seldiers from
Ml Ll{ FaRiEr ™ “1-\1;-1.;:“1. .inlj quig H.:r i.l11!_|||||"1|.‘|l_-nl.|'-|,l |!|.ﬂ
rl_’l!l_’ll]“:{ merl. Tl‘“_- TEw l.1 ne .;rl:| r|lr |_|]|;| prae 11 "al_'\'l_'llli_'l:l
I F:ur Ihl_-lr ation's rlu_'i.:.- rl_'l.lHllI.l. hr||l|lr| themm.

0962
ZILARGO'S ALLIANCE

For almast :.r'l.rll.l:.: :H-ul"l.. a Sil's H‘n!l—ulur when asked
about the status of his country's relations with any of the
Five Mations was predictable: "We are a principality of
the crown of Galifar, and we are the loyal servants of the
kings and queens of Galifar.” This proclamation meant
the gnomes were effectively neutral—a useful staius for
Cyre, for Breland, and even for Thrane, all of whom
paid encrmous sums io Zilargo for siege engines, magical

devices, elemental-bound armor and weapons, merce-
nary companies, and other supplies. This materiel was
shipped by sea or light ning rail for promp delivery—and
covered by illusion to disguise its irue nature.

In 362, however, the Zil mantra changed 1o "We are
lowval allies of the Brelish crown.” To the ather nations,
Lilargo's alliance with Breland seemed 1o cement the veo
nations, providing unending gnomish suppart for Brelish
adventurism, led by the brash new king. These fears were
realized, at beast in part, when the gnomes granted Breland
the exclusive services af their bound elementals, This was
one of many factors that led the now-awakening glani o
such dominance during the latter years of the war.

nfﬂ'-l .'.‘Jln_grnrrrlrnl‘ FIEn aeang ﬂh"gﬂm-‘ @i fo a-.l:u {ﬂ]ﬂl‘gﬂ‘l Lrade e
devnded ko |J'u.|rq'r‘hr|r e ul'ﬂf_ﬁrrrnurh |.I1'|£ﬂ thestat e aalf Beeland. Some
gy i the e ﬂrq-l:u'r.lm-:q muadr threats, and te Jils Hrrn.-:d.m.g P taach
maney 1o aard Balfiv so cloie do Rome. Citbess claim thar ﬁlﬂg ﬂ-l.lﬂ.lﬂtl.'ll-l::llw
mifowading sums of rash, and greed ooerrame them, A fro soen anaownse,
aalh all |||'.'¢'rl'|_| i thal Breland hod shown thal il eai the I:l-'.'_hlr Aation |:|l|"h¢r|{.r
and, as such, deserved ilargo’s support. fn my viem, the il acted no differ-
ervdly from the Reackers and the Wolewar: They declared thir independence.
Subtle, cunning, and manipalotive—in true il fakion—the “alliomee”
reasiured Breland {its formser master and the m'h'p real threat to &jharga)
whilr breaking from its contrel. After o, provinces of o country do nol ally
themsefoes with their ovenlond; only equals becomes affies, As for the timing of
thes move, the recent reronation u_f'e young and isesperienced king in Breland
ranned be overlooked, Indeed. Jilargn infrigue is a wondrows thing,
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062-964
THRAHE AMD KARRMATH
LOCK HORNS

Thrane's treaty with Breland secured its southern
border, allowing it to turn its sttention io avenging
Shadukar {ironically, a city it did not even possess at the
war'sstart). In 963, warships of Thrane punched through
Karrnath's naval defenses, reached Korth, and began a
devastating naval bombardment using firebolli heaved from
magical catapults. The attack was not without cost—more
than half of Thrane's fleet was destroyed.

Later that year. with winter approaching, the Second
Legion of Atur lefi the Crimeon Monastery and—under
the direct command af the Bload of Vel—uruck againa
the Silver Flame in Thalios. The hghting in and around
Thaliost was frerce, with foul and dishanarable praciices
(43¢ ] |H,:!|1 l.llir'a. Th._- l_l-rll_--.h af ".'l_ll ahp:nlrﬂ! RIAE |_|f thie
hi,:l!l-r". al I.'II'|-|"'||"| urljhr Silwver FIIIIH’. 1_'1II'IH1I'|H their fol
lomers 'n]l.1|-|_' the Thranes &x Hlllﬁ1t1 pated and burned
the bodies of sentor Karrnathi commanders, preventing
their use by the corpse colleciors.

The most telling result of these Thrane—koa renathi
campaigns, aside from the heavy loss of life and materiel,
was to reduce pressure on Cyre, With neither Thrane nor
Karrnath able 10 mount a major offensive agains her
nation, Clueen Dannel spent this time forming and rrain-
ing new armies, incorporating the first warforged units.
These years of quiet, and the enthusiasm of her advisors
about the wonderful new living construct warriors, helped
bring the gueen out of her soul-crushing despair.

Of course, the relief of Cyre was not absolute. In
964, the famous wizard Hara Drosien failed to prevent a
miassive goblinoid raid from pillaging Saerun. Alithough
the Winged Flame returned to drive the assailanis away,
this key southwest Cyre staging point was overrun and
many of its people enslaved. This should have served as
a warning of the goblin's intentions, but it was ignored
at the time as the iselated actions of "a few bad apples.”
Cyrewould come o regret this inattentiveness

965-979
RiSE OF THE WARFORGED

h;-rru_f.'rn At annasafuon; b pertann that adsancements in the manasr
r.:.':rlru]u. flrl:: mr -|.|||'||rr|_|'mi_7| u.;]|nr||-|'rr|rr|ll ift that i |!l|r|r|||n_g (¥, ]
Analeeis of War by Karen the l-:-crur.lllrrl:r

."'l.]l|!||_|l||!,;]l. Ihl_- w-l'fulgﬂi ﬁ.Eu rrdd ]!mlllll'll"l'lll:f I|!I‘||'!|' inthe
lanter ¥ea % aal 1 le wa . Crnlifars h. 1 |'|H_| arod actual |'!. arreleredd
thie first mechanical soldices from House Cannith before

his death. These simple golems proved far too reliant on
their comrollers and thus nearly useless an the battlefield.
By 959, however, House Cannith had succeeded in impros-
ing its rudimeniary prewar designs and introduced the
first warforged titans. The house even managed to ramp up
produciion gquickly—iwelve in the Airst year, twenty-three
the year afier, and forty-seven in 961, These were still carly
and unsiable constructs, bui both Breland and Cyre had
the extraordinary sums necessary to purchase them, and
the desire to work them inta their military tactics, The
titans’ ¢lear advantage compared 1o the automatons and
clockwork steeds was that they required no direce guldance
(113 uprrgln l.u;-l_-l_"u.f“”}' L4 '|h-r l‘u'll]rrqrili. "rhr:r L2 o o o !u”.:r
capable of independent operation,

]:l-rn]_:llr Ih-l_-|r HIEE, lhﬁuuh. Ih{' lalARns WEFE ru|l'|.|_-l.-
ll,l-]r 1o :n.;url! Irll:l-ll\.. E|.1.r'| l|_'1,|.|J l'|.:|' '['Iln ne Irlh-r- and-aie
CiEg nlE I'l_l'l:rl'.il FOTE, {}f the Tour hundred titans :hlu il
from 5% 1o P64, :'ml:r- sevERly =R ine were w1kl operating in
965, This depletion was partly s function of their experi-
mental form, but House Cannith also noted that the titans
were nearly always placed st the hotest and deadliest points
of any engagement. Both Breland and Cyre requested thai
the titans be scaled down and made more reliable.

Six years afier the crestion of the titans, Housze
Cannith perfecied the modern-ers warforged. Cyre was
the first nation o invest heavily in the new warriors, and
Ereland and others soon followed. House Cannith began
selling warforged by the score. by the hundreds, and in
later years by the thousands,

In 967, Thrane sent two armies into Aundair, hoping
to conguer Fairhaven. Aundair met the advancing caol-
umms, and, though cutnumbered, {Yueen Barverte's
troops drove the invaders back. Onece again, Aundair's
greater expertizse triumphed over Thrane's numbers, bus
it Felt its losses, particularly among irreplaceable elite
forces, much more keenly.

I 968, voung Prince Brusst of Cyre was barn, named
after Chueen Dannel’s grandfather, The gqueen's joy was
short-lived. as Brussu the Younger died in infanecy. The
fueen Fa rl_'.1-|n| (153 ]1.|;|r rlmmhrrl anie .IH'I||'|. and hr:‘
nation feared anather emotional breakdown.

T1..;1 SAAT 'r'tll'. Th Fane ARLLAE E-l_-l:‘l Gance aga brv mt the
[ r:|'|l|.|,= Fll_-hl:.. !‘;l i1l l_'lrll'.lrlc\'ll [H!lln ita de 'ajil‘ Fale -||t'F|_- (451 o
I:|l|r YoAT hrﬁ}l‘l_—. A r|l|.|||.:' -l_'l:llu.ld ot hold the line. T he
Thranes celebrated their hard-foughe viceory, smd Awn-
dairian [orces Eml'lr:! hack ta Cebialn.

As the decade came 1o a close, the south eru Pl:f'd. In
9569, 5 chariamatie tribal leader named Harvue led s hob-
goblin rebellion. In a single season, the goblingids took
all the lands feom the ocean 1o the river Ghaal, and from
Srerngate 1o Kraken Bay. The Cyran and Brelish folk who
lived there were either slaughtered or enslaved as the nation

M

ADVENTURE SEEDS

—The PCs. all with legitimate grievances against
the privateers of Westhaven, are gathered in that por by
Aundairian agitators. They are tasked with weakening
the town's defenses and luring sway the bulk of the vessels
berthed there

—Part of the Thrane relief efforis at Shadukar, the
characters must battle wreckage, flames, and undead 1o
bring as many citizens to gsfety as possible. Time is shore,
and the ohutacles many.

m



of Darguun was born in blood. Queen Dannel was still no
fully recovered from her son's death and refused 1o reas-
sign traops from ather fronis 1o beat back Haruue, Cyrans
beld the line briefly st the Ghaal river. but then fell back 1o
Lyrenton. Breland's inbtial reaction was far differen,

970
BATTLE OF MARGUUL PASS

D.I.I"Eulqﬂ-i deelaration ::.-Findrprudrnrr from {:-r'rr ensisedd
litle eoneern in Breland. The goblinoids’ tresment of Brel-
ish sennlers was a far different matter—the public demanded
retaliation. A number of nobles and generals, mindful of
the irouble caused by the Reachers and the Yalenar and
perhaps sensing an opportunity for Brelish expansion
without aciually engaging Cyran ircops. pressed hard for
anatiack. King Boranel, reluciant to commit troops sutside
Brelish borders and cognizant of hobgoblin prowess from
his sdventuring days. was ultimately convineed to invade
only afier great debate. The High Command claimed ihai a
quick sirike through Marguul Pass would shatter the goblins
and allow for the capture of Lhesh Haruue's new capital
at Rhukaan Draal. The leaders crowed about the might of
the newest and greatest of the Brelish mobile foriresses,
Veldarren, Mindful of disquiet among the troops caused
by Boranel’s hesitancy, the generals convineed him that a
showing of royal support was necessary, They assured him
that placing the nineteen-year-old Prince Boramil in the
foreress would improve moral while keeping him safe and
giving him “valuable banle experience.”

Creher than Veldsrren, Brelands forees ineluded 4,000
archers snd crosshowmen, 2,200 light foear, 400 dragoons,
and 2,000 vereran heavy foor, primarily halberd troops,
with 300 Eangers serving as scouts. The cavalry numbered
400 light horse, but much of the pass was too steep or rocky
for effective cavalry operations. The army also brought 40
warforged titans and 800 warforged foot. In all, a Brelish
army of more than 10,000 soldiers marched up the pass,

Veldarren itself mounted 20 ballistas and felded the
Tower Wands of Sharn, proud General Minyu of Wroa,
Frince Boramil, and the controversial Colonel Lady Urik
Rowan (see page 50). leading the 240 souls of the Ardev
dragoons. Still, Veldarren's deployment was more a result
of Breland's arrogance and desire for an overwhelming
victary, rather than of sound military planning, In truth,
the Foriress was far 1o large and cumbersome for an
engagement in the close confines of the mountaim pass.
The Brelish would pay dearly for thar miscaleulation,

The gablineid opposition was neither espeeially
numerous nor well arganized, buat i1 was tenacious. The
bughear general Acthuun commanded 700 heavy infan-
tey, 3,500 irvegular infantey, 2,000 ranged troops (montly
sharibow archers and javelineers), s small company of
sorcerers and artificers ealled the Hammerfians, swd B00
walf-ridi ng ¢|u.lr:|.'. Achtuan's EFEALEAL ASAEL was (i1 I|.-¢t1.-:,'
hobgoblin foot, well-disciplined seteran mereenaries. In
all, just over 7,500 newly united defenders protected the
rebel goblin kingdom, and they were much more lightly
sremed and armared than the Brelish forees.

A traditional standing fight would have been suicide
for the Darguun forees, because their ranged troops could
nod match Brelish archery and their light infantry would be
decimated by Brelish warforged and heavy foot. Cowing his
troops into obedience by the sheer force of his personaliny,

the cunning Acthuun refused o assault the mobile foriress
or charge the colummns as they marched east. Instead, the
goblinoids wied a series of landslides 1o close the pass and
then set up their forces behind them. Given the massive
bulk af the foriress, the Brelish spent more time digging
than moving. A pattern was soon establbihed: The forress
and human troops slowly cleared rubble snd sdvanced up
the pass in daylight, then hunkered down st night; the gob-
lins ambushed outlying patrols and loosed more rockslides
imthe -rhul.-. then at I'I.I=|'|'| pir ked of T sentries ar deeimated
vropops stranded outside the fortress walls,

Frustrsted after days of slow progress, General
Minyu ordered & nighitime advance supporied by arcane
larmerns. His troops met a solid phalanx of elite hokb-
goblin heavy infantry & few miles below the top of the
pass. The 600 hobgoblins were entrenched in a narrow
gorge. and they foughn viciously. One on one. they were
more than s maich for the Brelish heavy foot, their pikes
several feet longer, their tower shields heavier, their will
stronger. They held ithe gorge for more than seven hours.
until the Brelish found a way onto the cliffs overlooking
the gorge and buried them in a landslide.

The nest morning the fortress approached the top of
the pass, over the bodies of the fallen hobgoblins. Every
pilor was needed 10 steer it through the narrow gap—ihe
mountain walls were mere feet away, Suddenly, it became
immaobile, and every entrance apened. Either through
treachery or superior spellerali. the gablin Hammerfse
sorcerers had somehow waken contral of the forereas’s
sreane navigatbon and controls, Bugbears and hobgablin
hidden in shallow caves alang the slopes leaped the narrow
gaps (in some cases, simply reaching out and grasping the
fortress sides) and sealed the walls, swarming over Veldar-
ren. Goblin irregulars and wolf cavalry moved en masse
to the open ramps. The Brelish center. almost entirely
light iroops, fell apart. The Brelish heavy foot. Rangers,
warforged, and cavalry behind and on the flanks were
pinned down by the goblin archers. Afier a furiously
quick assauli. the fortress fell, The Darguun army seized
the ballistas and used the walls and siege engines to cut a
swath through the remaining Brelish formations.

The afiermath was a chaotic, panicked rout., The whole
venture was surely the most shamefal and costly battle in Brel-
ish military history, O the “noble 10.000" who verured up
the pass, anly about 1,500 batele-searred survivars resurned
1@ 1ell the sory st Sierngate. General Minyu and Prince
Borambl were killed in batele. Oinly through desperate and
heraic et bon did Lady Rowan and her dragosns contain the
rout and prevent the Darguals fram spilling inte Breland.

The mobile fortress was overrun by goblinoids as the
walls cracked and i1s bulk sertled firmly. Beinforced and
entrenched where it rested —a the tightest chokepaint af
the pass=Veldarren became s monumental headsione over
the buried hobgoblins. From that day forward, Matshue
Lasal, Tthe Stalen Foreesa, has senled and gua rided Mar-
guul Pass. [This lurpri.l.mgfwn:r:,- eemented Lhesh Haruwe's
claim vo power and is 8 point of grest pride throughow
Darguun, Stung by the milivary disaser, Breland sbruptly
seied for peace, and I.hr'guu m's birth PARES WETE OVET.

The dipdh of Beromel s umeaie about e Dur‘auun Ny b Aevealad
itarkly whew details of the fiowo staried filtering in. The kings wrath aus
terribde, but, for the most por, if was divected of those whe coninend bim
o bk b campaign in dhe first ploce, o group of hrodrtreng gravrols and
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9N
THE THIRD 3IEGE OF KORTH

Showing some signs of recovery. Choeen Dannel ordered

new offensive against the hated Karrns in 971, The
Liyran lorces. heavils '\.-_|||:_I|r mented by new warls |'|_l..|
arits, once agair |.u-\.|'.--' north and laid sie pe o horth

~

T CFTI

1 wWask MEVET a pa ticularly aciive siege but ra
intended to strangle Karrnath and slowly demoralize the
nation. with its king etlectively hield prisoner by Livran

(fga =l Lvre 'I||.I|'.|IIII|I the REgE for rie '|I|'. WO YOATS

-:'ll ;“'\:ll'-_' I-I iF NCYer I‘ i II'l' CIEY 1 NAEE

weile |

5 1
crals and lamentied s FaleFaes 10 Il'II". 'Il-' III|.|||I'I'\.

Ill the sarme Veat .'I..Ill-l.lll 5 AFCANE MepT TIEE LN

ne's western delenses and destroyed

I"III'IlIIIl: !I'.I i1E '\.-Il-ill':"' "I'lll'll-ill"ll
TS -:-I .?‘H.I'-'I' L" "I-.h.: A nidanr Dram '\.'.'l"l"!"'l I AL PLAR

||.I.|I|" % AEarly '\.'.I'II.I:.llll'Il.I"' Yundairian

5 5 5
I thie ey of Daskar 1 WAk :.-|l-'..-|! il 118

s ngrthern Thrane stalled,

winter of 972 |l|“|'...'|:I rare cold-wenther

pisaiiln on the walls ot Karth. Cyre actually breached the

Third Siege of Korth

E.B
s

walls, advaneed & shor distance itnto the ciny proper and

aasaulred the Hl-:'\._'.l!l' From the inside
ke edny FAT Fisomn the White Lions of Borth

'|.||;4.-|| ter hald the gale N of eleries of 1he

Z"\I:-'\.l'll'll;ll Haoar, led by Alinda Boerith, 1o Fuse it shun
Meanwhile, the city's detenders L klv converted each
noble’s solidly buile homes into small foriresses, con
LETLERAGRY ihe Cyran breach. Eventually the Karrns rallied
behind h.:l.'.: | ron, Alinda Boerith, and the { afFLakm ¢ I
the White Lions. and torced the Cyran back across the
walls, | he Holygate has remained sealed ever simce

re: King [aron's eldest son

Prince PDrago was killed in batils I'he king himself was

| be coit of viclory was sey

P |
wou fded |.||'|'|:l|_.||.|u.||-\..|.||.|.'u:|l\.-\...-\.|'\-| MO, S

ofter. the country sulfered & second shock when it was

unced ithat King laraon had

& T T35 =l away unexpect

-d that the ald king

had a newbarn sen, named after his father BKaius. This

edly. The same ol

ITWE ||I|'.II|I|-" -!"':ll'h:II-"Ill' I'.Ill-:llhl'll.l RErOng
- :l'-ll-: I.lll'\.l'l"l II"-I'Il' E nai for II.l' LAVranme
At h\."-llll & BELTS L\..I'.I' 'I\Iql:l I'..I!.r :'.I‘--ul!'h F|| ax fng
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sttsck .h.l'.l-_' I.II||I..!.
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1LYV -'Il.lll'll AR

2 &
s Avue st the head of a new

II".III A 148 EF IIII'.II'..: ARl rl'.l"' FIEWE
:'Il'h\..ll'.lll .IIII'.|.'II'| WEED LR AFiinn 'II.-'l-.-
I'Il LR '.I'h ll.""'lllll.-l'.lll.|:.I|':-'.|-I.FI: e Ly rans

{ihe slEEe. Afiee COMmMInEF &0 4 lse 1o wicTors

reat was a bitter pill for the Cyrans, Lhueen
Dannel ardered the army to entrench in Uyran territor

AEross Bcions Sound




Given her reliel of Korth, it was ned surprising tha
Moranna became regent the next year. No sooner had she
conialidsed power than Aundair siruek by sea, Thisassauls
culminated in the Battle of Ten Bombards, s midiummer
faval cngage i Til hrlwl_‘\ru .I'H.u hlh|r rh:.-i_-h. 'IJPP:}HI:\-Ii h'.l
ﬂr;gnn hawks arnd the Falrhaven Wands, agains the Firse
Fleet of Korth in Sclons Sound. The Avndairian navy
was beaten back, with signiheant losses on both sides.

974
THE REKKEMMARK RAID

By 974, the former allies Thrane and karrnath were deeply
committed 1o their mutual war. Thrane railed agains Karr-
nath's "undead sbominations agains nature and tradition”
and Karrnath despised the “weak-minded priesi-worshipers”
who followed the Council of Cardinals from disaster 1o
dizaster. The iwo countries engaged in pitched and deadly
naval clashes, they fought back and forth across Scions
Sound 1o the norih, they raided each other extensively, and
they aided, when possible, the ather's ememies,

The rancor resulted in raids agains civilian targes
becoming more commaan, [nthe winter of 974, & force of 50
Thrane wyvernriders lew over Scions Sound by night. Small
numbers and speed kept their approach undetected by the
cosstal defenses, which were primarily focused on rapding
ships, The riders arrived in the gray light before dawn and
set fo work, dropping their cargo of firehombs on Bekken-
mark. Theywere gone by full daylight, though reporisclaim
Ihr:r r|.'|::|-1.1r\-|| o the (A EREEY urlhl" “-h“r.l’l.l'fh “rqﬂgr I|_|u'.p||:"|'|
their handiwork, The bires rpu.ghl hold in two area: the
EFeaadste - wal fedd piers ol the harboar, and the woosl, grain,
wisnl, and eloth of the warehouse districs. The city was nearly
overcome by flames as the wind blowing off the sound fanmned
the conflagration. Civilian casualties were high.

The gftermath of the firebombing of Rekkenmart keenly reveals the omgo-
sng struggles wrihin Thrane, Military espdanations that “fre 1.0 divinely
sanctioned weafen” and “this @as eur sengeance for Shadubor” aere
snidermined when Kreper Tagor ivued o lengihy “ieiter of regret.” Brefand,
Cyre, Aundair, ilarpo, ond eoen noblei of the draponesarbed hosin
renpinded fasarably o the Keeper's wonds, bul warmed tat ifssch an gl
ware refeated, Aundaer, Breland, Cyre, and Karrsath wowld unale o burn
eeery eify of Thrane fo it foundations, Ultimately, Keeper Tagor wmed the
|||,|||:!-_| u:w.'nll' ik |n|_-.|.|I|'m: 0 Frmoge l,|.|'.;-|lr|:||I ﬁq!\f—.llnrrjfrum P‘ﬂ'.llrll.lﬂ! r.:ll-
|nﬂu¢.ﬂr [ ﬁfr_:n; wramend, Eoem so, o8 |'-;|nr_mn . ai bhe mulibanti I:ur;un
i reduird Phemutlioe, the anrieg Ry ||:|'-|'|’|1'_Fr|'!n|rr|ﬁ|m_f aan declased
nalmnal hl.l\.lu.rql aad 1f v il eelebrated do tha |f|3|.

975 alio saw the sorry remnants of Aundair's Army of
Werlerin P-nrtl:"lluln Tl feal cask ufl hl_- “'-}'ﬂ;;n Rh’l_’ . -ri'll"
ibiaries thoue soldiers 'I:rnuEI“ with them ineluded trees tha

decapitated comrades, impassible elf archery, and the poi-
soning of springs. After their retreat o saler ground, they
quickly reeovered their morale bat refused 1o return eas,
They s igni ficant I_1_.- balstered Aundale’s efforis i the eam
and soth, Bat the Eldeen was I,ul.lﬂlhl.- abandoned.

1 %76, Regent Moranna of Karrnsth stunned her coun-
try by sutlawing the Order of the Emerald Claw. Though
internal grumbling about the influence of the Emerald
Claw had long exisied, none foresaw the regent’s seizing of
the orders barracks and arresting of its mos sctive knights.
Some members were imprisoned for years: otherswere tried,
convicted of treason, and executed. This blow against the
order reduced the direct influence of the Blood of Vol ai
the highest levels of Karrnath s aristocracy and enhanced the

mionarchy, but the Emerald Claw was far from destroved.

976-980
THRANE'S MANY ENEMIES

By 976, Keeper Tagor's attempas at moderation sparked a
visible backlash within Thrane. The militants rallied around
a vealous crusader—the young and newly invested Cardinal
Krozen. Just as ithe Keeper launched a campaign 1o real-
firm the long-standing ceasehire with Breland Lin fourteen
years, this agreement had been bert on both sides by rapds
and border skirmishes bus ot had not been broken) and even
affer concessions o win prace with defeniive Cyre, Krozen
and hissupporiers quickly quashed the plan. A new southern
campaign waatild be commeneed—Breland had been weak-
ened I:,- 14 losses im f}n!{uuh. Clace again, mat bomal ks and
rigu‘h:}- ove rw el meed d:p]nma.t:,-. OF EVETH COIN RGN BEESE,

Iy 376, & Thrane ollensive ||u|.hr-rl soith, reta Ltng’ the
buffer rone ereated by the ceasefire with Breland. King
Boranel reacted forcefully, rushing north with an army
that included large numbers of newly purchased warforged.
The massed Thranes crossed Brey River and recapiured
Vathirond, but could move no farther southwess, King
Boranel, his personal guard, and the warforged regimenis
seemed 1o be everywhere, The losses amoang the warforged
were heavy, but Thranes army was ultimately forced back
beyond Lurching Tower, The hattle is mout remembered
{or the personal bravery of Boranel, leading from the from
and determined 1o hold the line agains the invaders. Inthe
altermath, the king's praise for the warforged saldierswas
unalloyed. Those fewwho survived the batle were assigned
te his personal guard, and even more Brelish funds were
caremarked for House Cannith coflers.

I 978, Thrane s aetltude again rlungrd. The Krtprr
sisceeeded 10 negoliating a delicate alltance with {::,- .
Al huugh Therane had pilllgnl FAMETR {,:rl'l:' N_"Ptltﬂ“}’.
all {_:Fr.na kaew that Karenath was the true evil. The
LW FLilEDTE l:H_'KII'I proparations for a joinn attack north.

F———_——-—_—-—q

ADVENTURE SEEDS

—The PCs are & group of more free-thinking mem-
bers af & foree of warforged and arificers newly in the
employ of Breland or Cyre. They must prove themselves to
their comrades, survive continual placement in the most
da ngerous points of conflict, and learn to work as a team.

—For a real change of pace. the characters could
form a group of hobgoblin rangers and sorcerers
tasked with infilirating the fortress Veldarren and
placing a mysiical abject a1 & key point near the con-
trol chamber.

b———-—————-—d
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Lvre even convineed Aundair o 'hHrl!-r EFasE Operalions
against Thrane snd aid in Karenath's death blow.
Before the invation could be lsunched, however, the
new allisnce collapsed. A series of minor Brelish raids and
troop movements in the south threstened 1o escalate inio a
larger conflict. Rather than back down and even withdraw
againsi the Brelish aggression. Thrane's militanis demanded
that Cyre commit forces o beat back Breland. Cyre had no
interest in aiding Thrane agains its relatively peaceful easi-
ern neighbor. Chueen Dannel’s refusal of aid was trumpeted
as an unforgivable insuli by the most inflexible Cardinals.
When Thrane's troops, depleted by the shift of persaonnel
to T haliost, were farced 1o abandon Vathirond and with-
draw 1o Arythawn Keep, the denunciations against Cyre
were exceedingly harsh. Thrane withdrew s diplomans and
military planners from the join Karrnathi campaign,
Embarrassed by Thranes abrupt change in stance, Cyre
dectded 1o eeraliate. A Cvean ArEy, 1.|,|I|-|:|||:'l-|_-|_1 h:r aasies al
wirlag H’I_’ll. laid Ll 1 A r:rl |'u.1||rl| HrrFl e 9?“ '|:,:ll|-|"'r b
H.ill‘"l fell and |II.-I_' lrrir WhE |]I.'I_'ll"|. the Cyrans cdbd ot wpEr
cihically order t he warlor :r:l. to stand down, [nan exoremely
unemationsl and mechanical manner—fully complinm
with their training=—the living constructs massacred the
:||ujnr':h_. of their Elrﬂn_q EnEMmies, Funning them down
for miles and 1aki ng no prisoners. Cyran apologiss lmer
insisted that the warforged units were “designed as overly
aggressive” by House Cannith, but the damage 1o the repu-
tations of both Cyre and all warforged was severe.

Sensing | hrane weakness, the k arrnathi navy worked
feverishly that winter to build sdditional troop barges. In
the early spring of 980, ss soon as the weather on Scions
Sound cleared. General Vedim ir'Omik led both living and
undead Karrnath legions back io the Shadukar Peninsula.
The Karrns overran Olath and besieged Angwar Keep.
Creneral Omik held the area for ayear. but the siege was ulvi-
miately unsuccessful. Despite a small garrison, the Thranes
had sirong walls and plentiful supplies of courage—no doula
buttressed by fear of a Shadukarlike massacre. Iniime, the
Karrns declared victory and sailed back 1o Korh,

All in all, the years up to 380 proved that any peace
with Thrane was exceedingly fragile. Thrane's hard-liners
toak advantage af this time—and the siracks agains their
nation—to regroup, reasert themaelves, and rail againm
"H_- mbimenis af wr:l eks .1.:lr| CEHACrRRIGT. A

980-992
BRELAND RIVEN

Vo |||f| pan b had '._'l| fiher i |_,'r-aml'_,'-a-:'u-nl'. Abeent Hulrt iriis '|'||'.J.". hipg ey,
@ robust and eel- o irmaned for My DU PTOME O torek q-l|':'-:'-rr|rlur-r~r!|r and

become o d'uunhrf;_ﬁnr
Analects of War by Karrn the Congueror

The last full decades of the war saw Breland rise 1o a summin
of power and influence, only to tumble 1o its lowest ebb.




The splintering that had plagued Cyre and Aundsir

earlier would arrive with a vengeance in the south.

980
SUCCESSION AND RETRENCHMENT

In lage 379, Crueen Barveite of Aundair succumbed 10 a
magical illness. Rumaors spread that Emerald Claw assas-
sir had stuck again, perhaps hoping to restore their faver
with the Karrnathi monarch. Inany event. the transition
1o power of Barvetre's daughter was relatively smooth, and
Lween Aurala was erowned in 980, The new queen found
heesell ruling s nearly ruined country, The sheer ateri-
vion of decades of war, plus the long time required 1o rain
adepts, magewrights, and other skilled personnel (as well as
1o raiee dragonhawks) meant that replacing losses was dif-
ficuly, parvicularly when compared to Theane's bevy infanry
areven Barrnathi bone ki Ighu. The qunhl ¥ ol Aundairian
lrnnptlnd 1heir sreane SupEOr] was al ies lowesn ehils,

Auralas tlu_-lp-_-ul:inn was rellected in her imitial seriomns.
She sent envoys to her enemies, seeking a censefire, The
gueen iapped her mos skilled and intelligent diplomans and
imstructed chem o, st the very least, delay as long as possible.
Mearnwhile, Aurala contacted the Lhazaar pirate barons, the
Valenar elves, and the Talenta halilings about hiring mer-
cenaries from among their numbers. The queen might even
have approsched the dragons of Argonnessen and che warlords
and abominations of the Demon Wastes. Cyre was dismayed
when word spread that Aurala had recognived Valenar's inde-
pendence as o negotistion ploy in securing the elves” aid.

The actions of Aundair’s new royal achieved their
results. Over the nest several years, Aundairian forces
gained time 1o recover some measure of their morale, exper-
tise, anad numbers. The primary cause, however, was cautious
generalship. As Cyre, Karrnath, Thrane, and Breland
ware oul one another with regular assaults, Aundair ceased
offensive aperations, entrenched. and rebuile, Aundairian
diplamacy moatly bought time—although rumerous peace
negatistbons were started, livike was accomplished. [n all.
(Jeeen Aurala showed hersel o wily fox indeed. The “early
years of Aurala” are siill remembered a3 a time of relative
praee and rebuilding in Aundair,

Ffrﬁup-rhr moi enduring alliance dwring the Last War wai ol between
Aundair and fz': e, From ﬁ.'mg H'msur'; ahifaal WHu.lrl‘u_qu'wfn Mishann.
relahons reached & h.gh paint wken ﬁl_uﬂﬂ Weella muaresed {_2|n.|r| Preage
D.rgan and boee o son, ST, Ikhﬁ;anumﬁhﬂddnﬂ'ﬂmrm[ﬁ wacler -
mined reem this friendship, fm 358, King Aavot! of Aundair renounced ki
rpport of Cyre ambitiens. Toward the end, Qoren Aurela’s recegnition of
1-'i:frnur4'wniml'_l’p ended coofreration ntunen the countries. Alfbough Aws-
dair senf o drpgs ido bafife against Cyre, s rejection of oll but o handful of
Cyren refuges of wer's end showed jusd how far relations hod deteriorated.

082
THRANE'S MESSEMGERS

982 brought major con flict io the south. Early that summer,
Darguuls under the direct command of Warlord Unndral
Cichsesser conducted an ill-advised attempt 1o seize terri-
tory wesd of the mountains. Marching out by night from
Matshue faal, the Stalen Foriress, the goblinaids hoped 1o
dip unnoticed past Brelish lines. Keen-eyed buman Brel-
ish Rangers saw the dispersed army, however, and hurried
towarn every Brelish legion from Vathirand 1a Sharn,

Boranel rushed from Wroar, and his army mei the
geblinoids between the summit of Dargon's Crown and
the Faded Forest. The Darguuls were defeated in a classic
pincer aitack that collapsed both their lanks and caprured
hundreds. Surprisingly. Boranel tempered hisvictory with
cunning. Rather than hold the goblinoids prisoner. or
even slaughter them in an act of vengeance. the king sent
negotiators 16 Lhesh Haruue. Breland offered the return
of the troops in exchange for a secret alliance between
Breland and Darguun against Thrane. Boranel’s only
demand was the removal of Warlerd Unndral Ochsesser
from power—a demand that Lhesh Haruwue had linke daf-
ficulty imposing on the disgraced leader,

Taking advantage of Breland's distraceion with Dar-
guun and Aundair’s continuing retrenchment, Thrane
croased Seions Sound and launched a massive western
affensive against Cyre in the summer af 983, This under-
taking was spearheaded by 3 squad of four archons called
the Messengers., divine generals who were believed 1o have
arrived an FESONSE 140 {]:,- ran and Karrnathi dtpn,-du {gxtas
l_grinn Thrane. The archons eallied the Thranes 1o a
degres not seen since the davs of the Righteous Kingdom,
but they demanded far grester discipline—excesses caused
by overzealousness would not be tolerated, The Messen-
gers rode at the forefront of four great armies: the Army of
the Ascended. the Righieous Legion, the Legion of True
Brethren. and the Army of the Eastern Crusade. Together,
these forces totaled over 100 000 soldiers.

The Great Eastern Crusade was a smashing success,
capiuring Eston’s valuable iron and adamantine mines {the
city and House Cannith’s busy creation forges held out.
but in a greatly reduced state). The Thrane legions then
seized Kalazart {the city threw open its gates in surrender)
and threstened Swoz. Bad weather. long supply lines, and
a couragesus rear-guard action by Cyre's young General
Alvos Brillik forced a halt to operations until the spring.

During the nest campaign season, the Messengers
secured mysterious goals of their own, imvolving large trunks
laden with books and other items. The Messengers also
recavered certain swords, spears, armor, and chalices that
were considered haly relics, As a resul, on midsummer day
984, the Messengers ordered the four armies 1o return 1o
Thrane. Despite some resistance from a vocal minority tha
hoped 1o accupy Cyran territary permanently, maost afthe
traops turned around and marched back home in time {or
the harvest, The Legion of True Brethren remained behind
ta hold the ares sround Evoan until later that winter.

Iﬁmnr’; Hrwrﬁum an runi:ul'_n';-_pﬁnlmrf Q\npu::_l'n rmhm:p hiidori-

ans to this duy. Why give up when picfory mas of hand 7 Why med bald what
wos gained? The Messengers neoer explained, and after they refurned lo
Flamekeep, they canished foreoer, The Kevper, the Diel, and the Cowseil
of Cardinals refused to answer omy questions abowt the incidisl, woving d
off as 0 “matter of the interests of the Juith and stale.” A frw of the more
daring nobles and commandiers in Throne grumble abowd this etreal, sayieg
ihat the tragedy of the Moursland would never bave sccurred if Thrane hod
simpely sccupsied the Ciron beartland.

085-986
BRELAND FRACTURES

The Messengers’ invasion unnerved Breland, because in
showed that Cyre was vulnerable and thas Thrane was far
stronger than anvone suspected. In 985, King Boranel
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called on the Lhesh to uphold his secret treaty and join an
invasion of Thrane. Haruue kepi his word, but the shrewd
hobgoblin leader was really just acting in his own interests.
Ini fact, the high warlord was entirely pleased 1o have his
nation treated as an equal and sovereign states his follow-
ers’ support stemmed mostly from promises of plunder,

Supplemented by the goblinoids. Breland ook the
Brey Crossing bridges, seived Castle Ehonewatch in a nighe
assault, and made long-term plans to hold Ol Breland, i
had been, after all, Brelish land only two generations prior.
Brelish iroops operated mostly during davlighe, while the
gobling raided st night—and the combination was 100 much
farihe Thrane forees. For almost three years, until the Banle
of Cairn Hill, Darguun and Beeland secured the area,

I 986, arrio of hags known as the Daughiers of 5ors
Kellarrived in far western Breland, Accompanying them
was & AFmy of monsters from therr former lands, As |ht:,'
saoved eail, eointleas mhrﬂpmfd them. The rrgjm-tnu
of 1rolls, ogres, and grolls overran seulements through
the ares west of the Graywall Mouniaing the limiced gar-
rison troops of o disteacved Breland proved livle opposi-
vion. Report even surfaced chae devschmenis of Karrnathi
troops, living and undead, were openly attacking Brelish
pesitions and fighting beside the monsters,

That same year, King Boranel championed legisla-
vion in the Brelish parliament known as ithe Warforged
Decree, recognizing warforged as sentient beings and
granting them the rights afforded to all Brelish ciii-
zens. The law was set to take effect upon the cessation of
hostilities beiween all five nations. By emancipating the
warforged conditionally, the Decree guaranteed their
service for the duration of the war, while providing pow-
erful motivation for them to remain commitied to the
Brelish cause. As intended. it also attracted warforged
from other nations 1o the Brelish banner,

Finally, 986 starkly revealed an independence that long
been poorly concealed, The sea barons of the Lhazaar Prin-
cipalities, defanged by King Galifar and relatively vame for
centuries, had been awakened by the war. During decades
af raiding, pirating. smuggling, and pillaging. the princes
had been accepring letters of marque from all sides. In 986,
howeser, the powerful Frinee Ryger's gathered a unified
flect and began 1o hunt en masse, The self-proclaimed
Wynarn selon proved time and again that his ships eould
mateh any 'n_-guln' AAVY. H:,- his deeds smd words, E?Err
showed that Lhassar would bend knee 1o io oursider. From
1hiae p::pim o, Mo hn—d} of waler was |ru.l:,- SECRIEE.

087
BATTLE OF CAIRN HILL

Breland’s high point, the occupation of formerly lost
lands in Thrane. came to an end in %87 at the banle of
Cairn Hill. General Mysirum Shadar of Thrane—later
the spymaster of the realm and chief of the Argentum—
defeated Breland and its allied Darguuls on the Fields
of Rhone, just south of Cairn Hill. The Batile of Cairn
Hill is remembered both for its size and because it was
fought beiween two veteran and highly decorated armies,
As o result, the intense hghting lasted four days before a
resull could be determined.,

Lieneral Shadar's forces included all 1,700 paladins
althe Avenging Hand of the Eternal Flame and Cardinal
Moctin's Exuliant Guards, 1,500 elive heavy foor, The

Thrane order of battle also included 22,000 hardened
levy spear and axe, 4,000 pike. B.500 veteran archers,
three companies of the Order of the Pure, and an addi-
tional 3,300 veteran heavy cavaley, In 1o1al, Thrane
brought over 38,000 1roops 1o the held,

Breland helded just as many veterans, including such
famous companics as the Grey Geese archers, the Blues
& lrans dragoons, and the Roses of Sharn, s company of
all-female wands, Their troops alis ineluded B00 Rang-
ers, 2,000 dragoons. 2,900 heavy cavalry, 14,000 lighs
and medivm fosr, 2,500 warforged heavy foor, 6,000
pike, 5,200 magewright-supported vereran archers, 3,000
vereran erossbowmen, snd 300 Zilargo mercenary wands,
The SUppOTLIng [3a LT mereenaries numbered mugh'l:,'
5,500 light foor goblins and 2,000 heavily armed and
srmored hobgoblins and bughesrs. Totaling 44,000, the
Brelish army sctuslly surnumbered the Thrane levies—a
rare event indeed. King Boranel also disparched Chydris,
the first and most celebrated of the floating foriresses.

The batle's firsi day was spent in skirmish, scout-
ing, and the use of wands and archery. The few clashes
were quickly broken up by reinforcements or maneuver.
Meither commander seemed ready io commit his troops
Fully. The second day saw the heavy use of cavalry to strike
at perceived weak points.

The next day began well for Breland, with a volley of
archery and arcane fire—the latier provided by Chydris,
ihe Zilargo wands, and the Koses of Sharn. The Dar-
guuls acquitted themselves admirably st first, pressing
the Thrane lines. Then word spread that Thrane cavalry,
riding hard, was ithreatening the Darguun plunder-laden
baggage irain. Many goblin irregulars abandoned the line
1o rush in defense of their loot. This spontancous retreat
drew Chydris and the Brelish pike ouwt of position 1o
cover the right flank. Worse still, a piloting error caused
Chydris to plow inta the ground as it attempeed to quickly
shifi position. Thrane levies, the Exuliant Guards heavy
foae, and archers exploied the resuliing gaps and swe-
ceeded in overrunning the grounded foriress, destray-
ing its delicate contral mechanisms and rendering it no
mare dangerous than a large, hollowed -out rack. Brelish
reserves were recquired just o stave ofl collapse,

When the sun set, the Theane eavalry snd paladins
had been driven sway from the baggage teain, butthe very
lase Brelish reserves had been committed. That evening,
the Brelish and Darguun sides exchanged biner words.
Only & desperare “divided we fall” appesl prevented o
massed goblin nighttime retreat. As it was, several thou-
sand goblinoids disappeared into the dark.

The basle continued to the fourth day. The remain-
ing goblins were angry and fought with great spirit, cut-
ting horses out from under Thrane paladins and using oil
grenadiers effectively against Thrane pike. But it was not
enocugh—ihe Brelish command realized that it had insuf-
Ficient forces to exploit any gains or address any weaknesses,
Shortly before noon, the order was given for the Brelish and
Darguun forces to withdraw, They did i in good order,
and, by direct order of the Keeper, the forces of Thrane
declined 1o follow, This was later proclaimed s gallant ges-
ture, but many say that Thrane's army was so badly bloadied
and exhausted that pursuit was aearly impassible.

Breland eried ro pain the Baile of Cairn Hill a5 8 vie
vy based on Thrane's casualeies, but the loss of Chydris
and the sole presence of Thrane forees an the hield of batele



ut the end belie that elsim. The defested armies rerreated
v Castle Rhonewatch and loer 1o Lurehing Tower,
Thiswas Breland's last large-scale invasion of Thrane
territory, and slso the end of Brelish cooperation with
the Darguuls. During the revreat, goblinoid slave-iakers
dragged along chained lines of Thrane peasant "properiy.”
The Brelish demanded that the Darguuls release their
human plunder, but they refused 1o abandon iheir most
valuable chatel. This resulted in a small skirmish, ofien
called the Slave Battle. From that point forward, the two

armies marched in different directions.

o987
DROAAM LOST

The loss of Old Breland was not the only one King Bora-
nel sulfered an this ssage, The slow but seady erosion of
Breland s western flank was becoming critical. The king
decided he could noe longer defend the western plains,
He ardered Brelish Rangers to escort all human setelers
o eafery in 987, The bards recount numerous tales af the
Rangers” bravery, but their maost fantastic yarns coneern
Eang Boranel’s pereonal defeat of an ogre champion,
which allowed the Last sizable group of refugees 1o escape
aerodas the mowniains., Tn:n:qn sealed aff the land west af
the Url:,--..l]n.

With the last of the foreigners caprured, killed, or
driven off. the Ihughr;l—.n of Sora Kell I'lH,:li‘]l.IlHHl & fEw
state of Drosam. The three hags extended their claws over
every nook and cranny of their land, Channeling the mon
sters’ bloodbus, the Daughiers commissioned House Thar-
ashkro broker mercenary contraces for the mos aggressive,
By ke war's end. such units could be found ameng Cyre
snd Karrnath forces; Aundair used Droaamite merce-
naries regularly in the Eldeen Reaches,

o8g
EHEMIES SHIFT

I am efbore oo |‘|_'!'Il|.itr1l'|¢ wr el table g:}hlmmda. Beelamnd
camtacted House Cannieh alsou sepping up the dr]ikrr}
of warforged. King Boranel was polively informed thar
pm:‘luﬂinn was Funning al full capacity and thae the
majority of the troops were pledged 1o Cyre. Although
there had been no true hostilities between Brelamd and
Cyre in decades. this news worried Boranel. He decided
to seek greater help from House Deneith. The house
offered a Fairly large number of Valenar elves. Betrer
vet, War Leader Shaeras Vadallia had given his dragon-
marked brokers permission to lower the asking price for
sny couniry willing to formally recognize Valenar claims
to southern Cyre. King Boranel was sorely tempred by
the terms—his treasury was significantly depleied. He
reasoned that Cyre had made no move 1o retake the
Valenar territory and Queen Dannel’s statemenis on
the subject remained ambiguous. Furthermore. Cyre's
failure to support Breland's sborted efforts in Darguun
or s assault on Thrane showed §t was no true friend
of Breland, Afier a great debate with his advisors, the
adventurer-king agreed 1o the Valenar proposal,
Bircland’s proclamation seriously undermined
Queen Dannel, Vadallia peessed Cyre for a final siate-
meent o the banee, using hlgh]:p inilam ALy I-ug uEge.
[::rﬂ." would not concede Valenar Lndrpﬁ:idtnqr. T i

was still not in a position 1o invade. In the end, several
Valenar warclans remained in Cyran service, but the
bulk of Wadallia's elive fighters departed. Brelish—Cyran
relations instanily became more tense.

Just as Breland was forced io address its lost Dar-
guun mercenaries, Cyre now cast about for additional
troops. Even as warforged warriors continued to pour
out of Eston's forges. the generals knew they needed
more, particularly if the Yalenar shift signaled a new
aggressiveness on Breland's part. In a scheme no doubs
motivated by revenge, Cyran negotistors were ordered
to secure goblineid Aghters from House Deneith, Lhesh
Haruuc drove a hard bargain—he. like the elves, wanted
national recognition but was mosly unwilling to lower
his price. Cyre complained but ultimately paid.

Unwilling to hght Aundair, Cyre, Drosam, and
Thrane all st once, King Boranel sought a treaty with ane
ar more 1o allow him 1o concentrate on the others, With
the loss ol the Eldeen Reaches, beleaguered Aundair could
alfer little in the way of aid. There could be o quarer
with the monsters of Drosam. That lefe Cyre and Thrane
ns the likely diplomatic targets, Although bloadshed with
Theane was mast recent, Cyre's plots were deeply disnurk-
ing. When Cyre relused 1o meet whth Brelish negotiators,
and Thrane proved more recepive, Boranel pushed
forward with the latter. [t eaok 1ime, patienes, mrial heavy-
handed tactics by both the king and the Keeper to iemper
plui.-u:m; eatied h-:, the battles in the Cauldron snd the
leess oof CHd Breland, bur diplomaeey aciually succeeded. A
ceasefire and s pledge of nonhostiliny was signed with guier
dignity and no small amount of suspicion.

Those Brelish who had mpparted the peace ireafy a3 o means feword
reddoring the arisdocracy wene well plrased with subsequent events, Erpon
ir Wimsarn, Blood regead of Thrane, died in lafe 388 of o suddien sfroke,
and hin dasghier [vani succeeded bim, Sinee that time, Blood Begeni
[leani s prosouncrments haer been fur mare sufpartioe of Theeae and the
Keeper, and far bew af the Doef of Cordinali, More than @ fra inude end
gedauly Thrane anfa that the Hiood Ef‘rnf vould by comsimeed, |_|'-|.||.h‘||]
é'l' Theire nobles cad the churcd, o refurm fia frvaer. Cirern Lhe el e micads
|I_lirH|‘||.'l Curdraal Krazes ead ki IHH'M.HM. ihat ﬂ'ﬂh’l"«'ﬂ hl‘ﬁ'_u'p uﬂfnh‘_-lr.
Erill, meither Keeper Togor nov ber soeeesior Keeper Daran has apoben
Jrlﬁ'ﬂullqﬂ"r o the :uiJh.’J.

In 989, an experimental House Lyrandar sivship erashed
a few miles west of Daskaran. An unbound fire elemental
razed & nearby forest and two villages before Thrane sol-
diers destroved it. The apologetic dragonmarked house
made reparations by donating funds to Thrane’s war
chest. Subsequent tests were far more successful, and in
590, the first elemental airships entered service. They
quickly become popular both for reconnaissance and as
raiders. Still, their long construction time and high cost
meant that their numbers and impact remained small
for several years.

Valenar troops, as likely roving the plains loaking
for battle as working in the employ of Cyre, attacked and
raised Fort Bones in 990°s Battle of the Long Might, The
Captain of Corpses, a particularly bloadihirsty warlord
wha led the reliel column from Fort fambie, pledged
that the elves “and their Cyran paymastiers” would regres
their actions, For the remainder of the war, the bones of
all the elves and humans alain in the area would be used
10 rebaild the walls.
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s atendy, consepvative, and ellective
riale |:.-||'::-_: mine b of her re pa, Liver
time, however, she seemed 1o ¢ il.-\.l'.'_'"
for the worse. Perhaps it was a PEARGALE
1o the presurss of constant war lsuan ahie
evielved into a ereature bent on b ORLinE her
W [rOWET, INCEE .|'.|.'_:'\. maranold about her
enemies, internal and exvernal. Her instalil
itw lead to two enormous Blunders im 9%]

I 'he first involved an audacious and spectacis
larzea-borne aszauli. Inconjuncrion with Lharaar
warships and marines. harrnathi bone knights

nd undead reached the shores of Breland and
launched an aitack on Sharn. Initially taken b
surprise, the city rallied its formidable defenses

including more

¥l

all but a handful af

the invaders. Although many
decried the loss of elite Kars

nathi forces on an improbakbly
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] .|;I'_::.I|:I'.I'-| Morannas bald nesa
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Fart Hombic was destroyed
= by Valenar elves; in later vears,
: their bones rebaile i

990-991

. : : Her nexe Arpasg T L (R EELY i il Ereri
MORAMHAS FOLLIES her fitness to lead
For nearly a decade, Karrnath haed ENFAFe i in only minor By late 99], Barrnath's treasury had run dey and
DElTEES AFRiTISE Rundair | hrane, and Cyre, and small wary of wild « X T ditures such as paymer ts to Lhagaar
aibds in the Eldeen Eeaches, Breland, and che Tal House Bundarak refused (o extend furgbe lines ol
enta Mlains. | he warlords, th -..,\_--..|.-!.|.---.|_||'.| nEarily eredin, Furious at the news, Hegent Moranna decrie
cenfury of war, mever ceased agitating for glorious the dwarven conspiracy and turned her ire against the
| onguest and & restoration ol honor Mror Halds, | he hird and Fourth Arur Legions and a

|
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group of elite night raiders were ordered to seize several
of the largest clan holdings by force. The most aggressive
of her warlords volunteered their personal guards, and
three actually marched with the troops.

With a core of elite commanders and troops, and a
substantial number of tireless undead. the artack mighs
have worked, i Karrnath had kept some element of sur-
prosr, Moraina LR T 151 l|_|1|.\.|'r' Ir1|.:r|]:r|11_-:l. |1.-|;|r l.u-hl'l-l-rluﬂ'\
.i:uJ |!||l1l.'|.. ]l.l:wrrl_-r. HIII_I'H:13: the ilw.;.r\'\-l_":. (] ]:Erru.rr
well. ]E:r the e -cl-r'l'll.l_- year, J.gl'l-n:l. pul‘l 1661 ufl]ql_’ 1.:1I|;]l|":|:|.
korde had been :|rl|.|r-|::|'|_--||. aned the ]u,| Hian I:'nl_llu WErT
it of -u]p|:||r1. 'i.'rn_.- litele eof the Mror invaston foree, aned
s mere handiul of the warlords, returned home,

Her reputation in taners and her generals threaten
ing rebellion. Regent Moranna could no longer mainiain
power. Once agmin in Barrnath's howr of need, a new
monarch was brought from hiding, this time ready 1o
assume the throne. li ook some time to OTEAniEs & proper
coronation, butin 992, King Kaius [[1s rule of Karrnaih
began. The new king displaved remarkable diplomatic
scumen by quickly making reparations and restoring
ties with the Mror Holds. The king next surprised the
nation by marrying Etrigani. an Aerani diplomat who
had appeared in his court.

391 also set ihe grim fort of Orchone as the site of
Drosam’s first major incursion east of the mountains.
Unlike the attacks that secured the Droaamish heartland.
this assault was not carefully planned or controlled. It
might be that it was more restlessness on the part of the
monsters than instructions from the hags that inspired
the antack, In any event. the Westwind Riders and other
firelish defenders. all veterans afl the Eldeen campaigns,
were ready, Breland repulsed the monsiers’ march.

092-999
THRAHE EMBRACES HEW FLAMES

Thrane had a'l—rl:l |-|:l|.H: r|l_-|:"u!l"|. 1!r1;-1 LELT 4 w’wl hrr Cah-
REFudLE Il'lu.!:r l;':'l-u]ﬂ hr 'H'H,Iflhl.l:ll:'l'l .pll:| uhfl;h.l;-nl 1 the
Errpr rs iul.]l.l’.li'll!f. As an &Y other tssues, the Dier al
ii.\rrl.m.ah Wwhi |.I'|I|II :.ull-l:rll'll"rl al the IKE-II K,-l_-rr_lrl' 'r'-gm
im favor of inelusion boy anw |!I|.'r|.g 17] l.‘|.|1'-|_-|.-'||.:|- :hi'llrng;r
LCardinal hroren’s opposition.

In 992, the Dier decided thst Theane's need for more
troops overshadowed any theological quandary, lis war
chest depleted, Thrane somehow gathered the funds o
purchase hundreds of warforged soldiers and incorpo-
rate them into its armies on an unprecedented scale. At
Keeper Tagor's urging. the living constructs were exempt
from long-standing policies requiring soldiers io aitend

HSilver Flame services. Perhaps because their conversions
were never forced. many of Thrane's warforged became
quite devout,

This shilt in warforged treatment, if not decirine.
would be the last major event of Keeper Tagor's service.
Adier almaost sixty years at the forefront of the Light, the
ancient cleric passed away in 993, The Vaice af the Silver
Flame almaost immediately called Jaela Daran asthe Thir-
teenth Keeper af the Flame, As isthe case with mon new
Keepers. the preternamurally self-posiesied six=year-old
|!u.|! EiT=] :l.l rl:n"uh:.l FET1T lri|l.'|g ||.|:|er. She ';Hl.lﬁrli l-lrl!r \.url!
Fae prace with 'l;l_'uﬂn [Fanmnel nﬂ]?w. hn;‘rmg Lo FefaRir the
da mage w:nughl in the failed allisnce agakmnw Earrasth.
Mot surprisingly, hee overtures were rebuffed. The queen's
EEnEr als, led h:.- the bold Alvos Brillik, were convinesd bt
Lyre could destroy Thrane with an overwhelming naval
invasion of Flamekeep, the heart of Thrane's faich.

{'.'-:.- re’s overambitious and unrealistic plans were
leaked o Thrane, and they were never execured, S1ill,
Keeper Daran had no counter to High Cardinal Krozen's
claim that Cyre was an active and present danger. Queen
Dannel remained the sale roval who regularly asseried
her claim to the crown of Galifar.

004-996
THE DEATH OF CYRE

Qince he is shomwn to be intrectable. o mie ruler alleas hiv enemies mo
means of redreaf or surrensler. Onlly uther destruction preoest a for from

rising aguin.
— Amnalects of War by Karrn the Congueror

Even before ithe Day of Mourning. signs and portents of
the disaster ta come shounded. Unnatural foes appeared
on long-bloodied battlefields. Strange mists gathered in
lowlands, Ordd noises plagued soldiers’ sleep. Then, two
weeks befare the event, many diviners and oracles aciu-
ally loss their voiees or their sight; ane of the Prophets of
Iiu_- ']-l,:wur ifn Sharn was aa "ﬂ 14 hl'c'l_' Erj e :n.pl_'l. ::;I ||t_ na
dEFE |l|;|i_'r\l::|-n¢| what wai COMINE u (el 1] LEFT4Y la 1,

9904
THE LAST BATTLE

In mid-994, Cyre launched a deep-sirike invasion of
Karrnath simed st the undead-producing erypis of Atar.
Dodging around Deneith-protected Karrlakion, a large
Cyran army conducted a furious assauls that lefo the ciy
in ruins. Unwilling 1o get bogged down once again in

W

ADVENTURE SEEDS

A group of war-weary Brelish Ranger veterans,
convalescing in Droasm and assigned to train a group of
raw recrubts, suddenly find themaslves facing increased
raids and distressingly unified monsters. Can the PCsand
their you ng cha rEes survive the | nng Lre k 1o safet :.-'9"

~Serving as elite Thrane troops, the PCsare called
into the presence of the august Messengers. They are

given a prestigious and highly dangerous assignment 1o
retrigve an artifact buried in goblinoid ruins located
in the mountains north of Kennrun, The Messen-
gers promise to disiract the Cyran regulars between
Thrane's armics and the mountains. The party mus
handle whatever guardians, living or dead, protect the
ancient site.
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Earenath, the invaders quickly reversed their march
and returned home. With a hastily gnihered and venge-
Ful srmy of Karens st their heels, the iroops erossed over
Scions Sound and pulled back toward Metral, Significans
Karrnathi forces gathered in pursuit, and & sizable con-
flict began developing in northern Cyre. This left few
regular soldiers 1o protect Metrol, the Cauldron, and
the lands 10 the south.

Meanwhile, the recent Thrane and Brelish pact
remained sirong, and skirmishes along their mutusl bor-
ders were nearly nonexistent. The iwo countries siepped
up relations and plotted & joint invasion of Cyre. In s
messure either of good faith or of brinkmanship, Breland
offered the leadership of King Boranel's renowned war-
rior-daughter. Princess Borann, and Thrane countered
with Bishop-Militant Gradon. a close ally and personal
friend of High Cardinal Krozen, Marching south of the
wiual battlefields in western Cyre. the vanguard of the
Brelish=Thrane army quickly overwhelmed Kennrun
and surged seross northern Draguun, Advance forces
reached the place now called the Field of Ruins, There,
the invaders pavsed to await the bulk of their 1roops
befare shifiing northeast 1o storm Making,

The next day. the main body of Thrane and Brel-
ish forees climbed up through the gullies and gorges
te higher ground, and cut the Saerun Road vome 200
miiles southwest of Making, The invaders numbered over
30,000, including 2,000 Crown Knights sand other heavy
covaley, 2000 heavy pike, $,000 regular foor, and 6,000
peasant levies on the Theane side, The Brelish army fea-
vared 5,000 Brelish First Dragoons of Wroar, 1,500 heavy
cavaley, 2000 heavy foot fcommanded by the renowned
warforged Bastion), 3,000 Brelish Rangers and other
skirmishers. 2.500 archers, 2,000 Zil wands, and 3,000
Valenar cavalry. Through a series of quick hit-and-run
maneuvers using the tireless warforged, the vastly out-
numbered Cyran defenders gave the impression of being
s much larger force. This illusion, and the command
and control problems it caused between the invading
allies, slowed the advance signihicanily. Given impossible
orders to delay and yer preserve as much of their forees as
possible, the Cyrans performed brilliamly.

On the second day, Cyran reinforcements from the
east made the banle more even. The Cyrans held the
road north with an army numbering pechaps 5,000 ligh
foor and archers, 9,000 heavy foot veterans {moaly war-
forged), 2,000 light cavaley, roughly 1,400 untesed Jarp
husssrs and wands, and s detachment of 3,500 hardened
Darguun mercenaries.

Although outnumbered, the Cyrans were defending
familiar terrain. Late in the afternoon, their batle lines
were holding, and the outcome of the siruggle was still
in doubt. Suddenly, the sky caught fire and deep fogs
gathered. Generalship. morale, sirategy, and tactics—all
wias useless that day. The conflagration that enveloped
the field was so bright that it blinded soldiers ai Angwar
Keep—over the horizon and halfa continent away. Both
sides died equally on the Day of Mourning.

The devastation was not limited to the battlefeld
an the Saerun Road—what is now the Field of Ruins.
The rolling hills 1o the east of the battlefield became a
plaresu of jagped glass. Tothe north, s chasm opened in
the earth, glowing with a cold purple light, A choking fog
erupted in eitles scross centeal Cyre, killing every living

thing it touched as it expanded to define the current
borders of the Mournland. Mot sll of Cyre’s holdings
were swillowed in the desd-gray mist—pares of Yalenar,
Darguun, snd the Talents Plains were still under Cyran
rule st the time—=but Cyre a5 8 nation ceased o exisi,
Scant thoussnds of Cyrans living a1 the edges of the
devasiation managed to flee to safery, and Cyrans who were
traveling or living abroasd at the time were of course spared.
Many of these survivors have flocked to eastern Breland in
the years since the Mourning, gathering under the banner
of Prince Chargey, the son of the late Chueen Dannel, Oargey
was serving as an ambassador to Breland on the Day of
Mourning, and now plays the role of a king in exile.

The response hy the Cyrons’ phight after the Mourning is one of the greatest
indictments of Khorvaire’s "hwmanity,” Although some did evtend o hand
ty those in need, wor hod so hardened the kearts of the erdizenry that moat
refugees were hwrned away. For mere perished in the doys ofter the Mourn-
ing than should hawe,

When dhe eviend of the dedrwcivon became dlear, King Boranel,
wrocked with guild abouf kis poible role in the cotaclysm, was the first fo
alfow umarmed refugees fo faans through his bines, He epentually granted
Primee (hargee and his peofle “temporary” bands south of Stordadur and
wrif of Kennrwn, in the shadoa of the gray mios thel bad ooerrun thee
homeland. No other nalren way ai chartable. Reeper Doran spobe moe-
angly aboud the faiibful accepting and pragding for the disponrised, and
the ssabutentngd ard provded by the Purifoed issce the end of the war bai gone
some way i helping that chiroh s reputahion, buf the hard=Neers in Thrane
Frraniird 1 ptl,lptl.ﬂ'ﬁ.'l' walh afesaey |!f E‘;’Mn Jl"Fll'rd'ulelnl anif irp.l the budk
qII'JHr H_Ifngnumi. Aundiaer, Karenatk, {plar!u. amd ﬂ'hrrg diablinked
wrriall comMwaines, Elurugq:.m i |r_{rhﬁ|:qﬂ] actron san baken, The rubkles
Vulenor lies n].nugﬁ.lmd' il ke uppmwhdjhm famdi; the lgunilflrh;:n.-u..:h
EATT i Mo forgiling,

006
THE TREATY OF THRONEHOLD

Armies of all nations halied aifensive aperations as word
af the disaster in Cyre spread. A growing wave of refugees
threatened o overwhelm Cyre’s neighbors, Although
the panic began 1o subside when the misis halted a1 the
former Cyran border, the proud, powerful, sneient
natton of Cyre had ecaned 1o exiu,

These events liled the diplomatie stalemate, and
negotiation by all sides increased significantly. Seill,
given more than o hundred years of war, even the cars-
clysmic everts in Cyre might not have gusranieed an
emd 1o hosvilivies. As it turned out, a8 confluence of cir-
cumstances and leaders made peace possible despite the
monumental barriers.

King Boranel of Breland, shocked by the devastation
and distraught at his daughter’s death, greaily desired a
pause in fighting. Speaker Daran of Thrane exerved as much
influence as she could in favor of peace, and High Cardinal
K rozen and his supporiers did not resist; in iruth, Thrane
was spent. Clueen Aurals of Aundair had s long history of
skillful diplomacy. and she was anxious 1o shifi the conflici
from the helds of batile to the tables of negotistion (where
she felt she could dominatel. Finally, and most surpris-
ingly, the ald nemesis of negotiation—Karrnath—iurned
out to be a strong proponent for peace,

The newest rayal, Kaius 111, advanced a comprehen-
sive plan for the withdrawal of forces and esablishmens
of new boundaries, including the recognition of several



independent nations. As & measure of his good faith,
Kaius included the former Karrnathi holding, the Mror
Holds, among those new lands. King Boranel offered the
moving fortress Argonth as a means io ferry diplomats io
summits, and p]ed.g\ed that all who lccepl:d such trans-
port would be safe. Immediately thereafter, the initial
group of passengers, a team of Thrane negotiators, were
slaughtered in & particularly gruesome manner. As it
turned out, this setback actually aided the peace process.
The heroic actions of a King's Citadel investigator and the
renowned paladin of the Silver Flame, Sir Valen Kelain,
revealed that the responsible parties were war-mongering
agitators {rom both the Brelish security force and the
Thrane delegation. These horrific deeds severely under-
mined warmongering forces in both nations,

By 996, real negotiations began at Thronehaold,
the site where the war had begun, Working from Kaius
Ty proposal. the paricipanis soon agreed 1o recog-
nize Aundair, Breland, Thrane, Karrnath, the Talenta
Flatns, Lilargo, Y barra, the Lhazaar Principalities. the
Mror Holds, the Eldeen Reaches, Darguun, and Valenar
i sovereign nations. When the question of Cyre arose,
Lucen Aurals gave voiee 1o 8 widespresd sentiment;
“Lyre oo longer exias,”

The delegares further reaffirmed House Deneith's
role as an international police Force and granved it Full
authority 1o preserve Thronehold. King Boranel's tense-
ity and charisms led to one minor Brelish victory {no
formal recognition of Droasm) and one major provi-
sion (the emancipation of the warforged). King Kaius
1Il's dedication 1o peace showed when he cominued o
exert his considerable force of personality st the peace
table, despite & desperate famine that struck his coun-
try that year, He was later rewarded when both Breland
snied the Eldeen Reaches offered food 1o his beleaguered
poepulatbon, The major disputes invalved Aundair and
Thrane. Queen Aurals demanded the rerurn of Thalios:
but was unwilling 1o concede prewar Thrane lands now
safely behind her towers in the east. Thrane, of course,
held the opposite sanee, Inthe end, iv was Boranel who
brought the twe sides together by first raising the issue
of Old Breland, and then allowing himself vo be talked
away From it revurn if Aundair and Thrane essentially
Jgrud 1ot he siaius quo, The concessions on all sides were
ultimately acknowledgmenis on paper of what had been
true for almost seventy years on ihe ground.

The peace was neither universal nor complete.
Minor skirmishes and raids continued as the countries
slowly demobilized. Thrane and Aundair exchanged
harsh words over Thaliost in 997 and again in 998, Suill,
the other nations made it clear they would not support
Aundair, and Queen Aurala backed down both times. By

398, peace was established, if not entire secure.

THE AFTERMATH

Tk ment imporiant warfime preparaiens occwr dwang the ceoahion of
bashilities, War—phe wltimate punaif of & prople—nroer ealirely endi,
— Analects of War by Karrn the Congquerar

The empire of Galifar was finally and truly gone. What
would replace it was up to the new nations birthed in the
Last War, The blade of Galifar, soundly shatered, will
most |ikely never be rtfnrgrd-

g RNl

Each of the Five Mations lost much. and none could
peint o truly meaningful gain from all the years of sac-
rifice and bloodshed. 5uill, each one appears 1o be laying
the groundwork for the next great conflict. Whether such
preparations precipitate a conflagration, as happened in
the late 8005, or allow for a lasting peace depends on the
lessons learned in the forge of war,

Ohne hopes that the Last Wor tought all matreas thaf condinental bloodshed
solves o problems, It i far casier fo idealify the fosers of thaf greaf crisie
them if 13 do cloim any winmers,

Karrnath began the war unified awd itrong, N had the greatest mili=
dary iradidion oad ihe meeif renomaed marmors, fis derrlorral Lo in the
war wene manor commpaned do edher nations, buf the independeace of the
Mror Heddi and the Tolenta Flaima dvd deprioe if of sgnaficonl reioweoi
The mosl imporiant change was in the radioa’s soul. By obandeaing duelfl
al fraid inddially, do the Blood of Vel and the Order of the Emerald Clow,
Kuorrmath bathed in necromancy, [ greadent freumph on ihe barilefirld did
indle b enhance it military iradition irsoe they were, in part, due fo maied
undvad and morr affea than nof follemed by horeific pillage and ilaughter,
Koremath's porwar challrage i I restors ity honor,

Prewar Thrane boosted @ masiiee population end on ebundance of
_Il'rr!:frlund'ru supifart i Epflﬂ‘ e e, if rrulmtdd'uunf!udum r.hrmgh
the Church of the Siloer Flame. Trogically, its faith and its plenty imspired o
b0 the swwsil of folly, The religious frreor thal seapl Keeper Serrain into
pewer featured rigid istoleranse and inapired obsurd bood -sooked aggres-
sion. T the rmd, Keeper Davan has followed her predecesor in returning the
church to sivong bel comparsionate ideals. Stll, Theawe's wor effort sorkly
shows the dork side of pralotry. fts sctions, upto ond including the rejection
of Cyran refugees, kave ploced o glosm sbout the Silver Flame that migh!
merer be operrome.

Aundair was devadoted by the war. More than kalf of its prewar
territaries were lost when the Eldeen Beaches weceded and Thrame took
Thaliast, Conquestiin Karrnath were eraned by war's end, ond depreda-
facifa afi St souih soeked 16 rfhlu!mrl. Froma Erlﬁﬁrgnd L.Furirnlt r'lgrhlplli'
of spiret, ikil, and spifscal prowess, Ausdair wai braten dowa ualdl it
--.pn._lﬁmfd'ru rgl'p A fhe main @ rabrigue and d;lphmg. The addition
nﬂ:r.nd'i Faid "‘.:” aky Gur-_ll'qmre T rnm_fim'. But ihe Acdien baoes that
its faek uf'.ururul' Feiureel remader if oulmalched i aEy u:,l'ﬁllrnlnm.
Though if grieves and agitates for laat Thaliosd, it can do Mitle o redress
rhis grievamer,

Breland lorgely considered itself o land apord of the beginming of the
war, and i moindained that aititude mearly thro uf. Although o great
champean n_lfmd.n,'.-rdm.l' n#r! and national homar, Brefomd beivred Hnr[f
t action saly infrequendly, even in the foce of depredations by the other
nations. [t el proved o poor ally, switching sides between Thrane and
Cyre ihroughout the war. Mosd tragically, the war might kave visited on
King Boranel the afffiction of hiv fother—a broken heart. He grieves for
his kot refations, and he comnot shake the thought that his army’s massive
push agwingt Cyre could have been the principal trigger of the Mowning,
Civen questions surrounding the aged King Boranels succession, Brelish
insation has agein become faskionable,

As for the hight and beauty of Cyre, oll wad losd, The shaitered king-
dom remaing only ai o bope and o deram i countles diiploced refugee,
seratehing ouf a living in foreign lands, They are, of beit, foleraled, and
realige thal they con find aceepdance in heir nem homer only by sbaadoning
there herddage, Unodwlieraded pride an the part of Cyer no doubt prelonped
the war. raising canfinial frer abouf ity menarch s claim lo the empere.
Sl Crre'i clgimi e no mons swdlondiih than ther, and bare fhe sane-
tion of tradition. Masaper, Cyran sctioas during the war rarely drogged
that nafon’i bonor ﬂ"\lﬁu‘* the mire, o was the oaee abh many ofhers.
With so mech fost and so Mitle do coll its seen, Cyre i esendiolly ignored
by the surpiving nations in teir gomes of politics end intrigue. That might
wltimately proce their greatest midake.
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eapite jis small size and
remote location, Fort
¥ ealous was considered a key

point in Breland's border defenses.
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CHAPTER TWO

GUIDE TO
THE [ AST WAR

his chapier is organized into eniries simi-

lar to those you might find in an encyclo-

pedia. coving topics related io the nations,

armies. sites, factions, and evenis of the

Last War, from Argonth to Warforged.
All of this information is intended 1o be useful in any
Enepros campaign, whether it's set during the Lasi War
ar -.|:||.|||!r r|r.1||1|.!‘l_' wi1|'| (141 I|!'Irrl|1.1.l'||.

Players wan't find a lot of game-mechanics ele-
menlis i thas -r'll..lFllrr 'ﬁ!lni r|F1!|.JI kqnl:l |_.f 1|-|:|'|rr|;|i
Spprars in {:E|.||11|_-r T||.r:r |[-|_-|'|||_--. |;|F ||-|1;| 1 A 1|'|'.|r.
!.'I.‘fﬂl L5 =1 II‘H’ :l:llrrl“l I:rlr 1% !lll_:hl:" 'II"EI.I-IE FIH'FI.I.F
a “.-II!-H-F[:FI‘I"" |::.||.|-|_-E |1|.r ||:r|:|.||||_' FAAAY Om I|'|-|;| rale |_|r
“dr!'-l'l-rgr-li in the |J1.1 1|'I-.Hl ':]:.l!,:r {110} ] far qrr.ql !u-l;l-
;:’:luhd [0 =1 Yo :Iu'r::r-r|. Was Vet r|::.r.||_-1|_-r ifn the
Brelish armv? The -r|'|Ir:| on the armies of le|.-|:|.:|
:Flg{r 4'?] will eell vou what vour wni r||.|H|11 have been
like. Are you a scion of House Cannith? The entry on
your house (page 64) covers what you might have done
during the war. When you are done here, head on over
ta Chapter Three for more information you can use to
flesh out your character.

I you're the Dungeon Master for an Eperpox game.
vour ll find great inspiration and concrete adventure-
building help in this chapter, Wanit to send your charac-
lers G ."'|.1 4 |-|I!|'| i u_'\.h'l;- & :l::r'\l;crm:u'\. mu;df r"' ‘:'i:u'”
appreciate the foriresss cross-section illusiration (page
46, MNeed an insidious Emerald Claw plot for your play-
s o fall? H-l_'.l-l! .'|1:||1|.I r|1; elifealed mae |'|..-.|' 1111 r|-|.g- !‘E|]|.1'\...|r..ll_|:.
entry (page 900, All the armies entries provide ready-
1|'.|||1 FAcGaf[ieTd w:l‘l‘l l|1||ll.lr:|' unks .l|n-|E |]|.|_- prcladims
de u':’lhll'lg Rpet Fie abres are all Hrr.ll JI1'I.-|_'1||1.I.T!' lacales,
I:"ll'\ JI'I:I‘ ]ll'llr J!I I!lr FoesUMECES |.|‘F ‘:I".Il‘lrf I'.l_l1,|.r I.I:r

Last War :;JIHIMI:H 1cr |]r.-w| Fraem.

ARGONTH

The enormous mobile foriress known as Argonth was
considered one of the masterpieces of Cannith magecrafi
and Brelish ingenuity during the early part of the war.
Predating the first airships by eighty years, Argonih and
its kin gave Breland the capability 10 move large forces an
a relatively high speed to virtually any position along its
borders. Although the craw] of a mobile foriress is not
vastly differemt from the speed of 3 marching army in
the short term. it can move withowt eeasing for weeks at a
time, making it far more efficient for troop transport

TOWHN OHN THE MOVE

’I.r!_:ﬂ-nth maifBidafe a conMant |_1|:|]|-||.].11|-|:|-| al :'r_|1|!,:.|'|.|:|' | _ﬁﬂ{l
saldiers, healers, cooks, smiths, |r|r|L-|_-|_-|:|_-| 5, EEOGmE, and
::-I]lr1'-\.|,|]:r_|ﬂ-|'l Elrr\||1|.|:|_-|. This sszahble EH:|_|1|[.11 var lEves in
what resembles a tiny slice of a larger city supported on
ihe stern portion of the floating fortress.

The bow of Argonth contains the magical engines
that levitate the fortress and propel it forward. Aswith air-
ships and the lightning rail, harnessed elementals bound
into Khyber dragonshards provide this motive power. |n
Argonth’s case, however. three separate elementals are
bound—an air elemental. a fire elemental. and an earih
elemental. Unlike on an airship, these elementals are
not visible from the outside. Unlike the lighining rail,
Argonih is not dependent on conductor stones

A team of pilots must devote constant attention to
caniral the course af Argonth. The foriress does not rely
on dragonmarked pilots the way other elemental wehicles
do—the pilots are loyal only to Breland. Inereasing the
Fllrll'i_"a % 1.F|-|_-r-|t |![ n|..|r|-|l.l|. miGFe |‘|.|_||1|.l|r| alteniptmn ;|-||;| |_'.|_|:-.
|1|1|;||,1r srasts &R A COonsl ruci on,. &0 ."'.l!{l_lnlh maves &i
abaist wio rlll.ll."a per |‘1-c:.|.|r Al uflhr b1, fjnql_’ :||_|r:|'|;{

W

Op1iOHAL CLASSES

Several of the characters mentioned 1!|l:|-|::l||:|.|l this
chapter have levels in classes from sources outside the
core rules and the Emasox Compaygn Seiting. [f you are not
making use of these optional sources, consider the fol
|:|w1||.H' TT1-1181] 1k HanE,

Beguiler™: Enchanter or illusionis:.

I}I rII.I Brerovmanger :";I."'I'I'ﬁl'mllﬂfr r.

”u'\lhhl!rl - Multiclass ‘I.I!_:Illrl'."?alll-l'rl I
Knight™: Fighter.

Marsha [u": Multielaas eleric "Hgllll‘l'.
Scout™™ Ranger.

apellihief W, Multiclass TREUE/SOTCEFET,
Truenamer™™: Wizard.

Warmage" *": Evoker.
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the war, Argonth sustained a speed of 1en miles per hour

tor nearly [wi vi traveling from Lurching Tower to
5 i

L-ragwar Lo re L pon ack. However, ithree pilois

vercxer ||I'|I|:.II irney
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I'he hull of Arponth floats abowt 30 feet above the

|,::-|-u||-ci A seen m of the bow can be lowered to the

B Ll

heavily armored and can hold as many as 2,000

1l 1o it and dizsch 4. | e bow is

KEr ||.|'\.-\.r||

Al EMErfency Ihe base of the siern e a full 100 fee in
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imthe lorihed bow.

Argonth is the most famous
of the remaining floating citadels

ARGONTH AT WAK

I he first mabile fortress entered service in 312, with the
appearance af the citadel Chydris. Over the nexi thirty

vears, Sharn produced four more mabile fortresses, and

1 L [’
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Forces of A rgont h

I he soldiers posted 1o Argonth include a full legion—an

intantry regiment, & regimeni o archers, and a |I-.l|.'l-
regiment {see Armies of Breland, page 430, | he commander



of the Argonth Legion is Field Marshal Alnin ir'Banek (LG
mabe human paladin 7}, who also carvies che title of Captain
of Argonth. Alain is assisted by Colonel Devea ir'Lashan
(LM female fighter 6), who is a member of the King's Ciga-
del in addition o her post with ithe Argonth Legion. Devea
commands s dozen agenis of the King's Swords, Wands, and
Dark Lanterns stationed in the floating fortress.

In addition to the Argonth Legion and the agenis of
the Citadel, four bands of Brelish Bangers are perma-
nently assigned to Argontih,

EL 7: One of the bands of Brelish Rangers. called
Bara's Breakers afier its commander, Big Bara. is notable
in that fully half of its members are warforged.

By Bare: LN female personality warforged ranger 1.

Wand; human sorcerer |,

Artificer; warforged artificer 1.

Warforged Volwateen () warforged Rghier |,

Volunteers (4} human Righrer |,

ARGONTH TODAY

Simee the end of the Last War, .ﬁ.rgmi:h has become an
element of Breland s border Fu.lﬂ'ﬂ. iraversing a route
of mearly 4,500 miles from Shadowlock Keep in the
west [nesr Drossm) to Sterngae Keep in the cast (near
Darguun}, This route is defined by the network of pee-
manent foreresses that range along Breland's border, in
combination with the mountain ranges and lakes tha
help define that border,

From Shadowlock Keep, Argonth stays 1o ihe ean
of the Graywall Mountains, follows the road west of
Ardev, and then heads north at the Droaamish border to
Orebone. s rowte continues io the edge of Silver Lake,
passing through Shavalant. uniil it reaches the Xandrar
Eoad, which it follows as far as Drum Keep. Unless there
is a particular reason for Argonth to visit Xandrar, i
turns around and rides the road south of the Blackcaps
a8 far as Cragwar, hugs the norithern edge of the Green-
haunt. and stops at Sword Keep. From there it skiris the
wisthern coast of Lake Brey, passing outside Starilaskur,
and tracks ithe Brey River northeast to Lurching Tower
and then Brey Crossing. It follows the Brey River unnil
it reaches the dead-gray mists of the Mournland, then
turns southward, keeping a careful watch along tha
bharder as far as Kennrun, From Kennrun, Argomh
chases the road through New Cyre ta Sterngate, where it
turns around and reverses its roule,

Argonth normally takes about six months 1o com-
plete one cireuit (from one end of the route to the other
and back sgainl, g0 it sops st sny site slong the way four
times a year. Usually, it leaves Shadowlock Keep near
the start of summer and again the star of winter, but s
Il:'rl.lqlug Camn va I.-!p.

THE ROUTE OF ARGONTH

Shadowlock Keep 1o Orchone, 850 miles (2-1/2 weeks)
Orchone 1o Drum Keep, 300 miles {] week}
Drum Keep 1o Sword Keep, 1,200 miles (3-172 weeks)
Sword Keep to Lurching Tower, 575 miles {2 weeks}
Larching Tower to Kennrun, 960 miles (3 weeks)
Kennrun to Sterngate, 580 miles (2 weeks)

(Travel times are approzimate and include brief layovers
at each location, )

THE SISTER CITY
Argonth’s iwin, Dejarn, has played & very different role

since the end of the Last War. The mission of Argonth
is relatively public and its route is well established. but
Drejarn moves about in secret, and its purpose is & mys-
tery. Some say that it is a mobile citadel for the King's
Citadel, and the Dark Lanterns in pariicular, used
to iransport paramilitary troops, hold prisoners for
interrogation, and otherwise conduct operations out
of the public eye. Others suggest that House Cannith
purchased the foriress back from Breland, and Baron
Merrix d'Cannith uses it for his own secret research.
A related theory holds that a renegade faction of House
Cannith has teamed with nobles and afficers of Breland
ta develop new military technology that will guarantee
Bireland's superiority when war, inevitably, breaks out
alresh in Khorvalire, Those few who know the truth of
Dejarn’s mission are certainly not eelling, bue sightings
of the mysterious foriress always lead 1o new rumaors,

ARMIES OF AUNDAIR

Bolstered by the magicsl might of the Arcane Congress,
the milivary forees of Aundair sre far more thean s ragiag
militia of farmers. The common troops are beier
trained—and far more determined—than their enemies
usually give them eredit for. Put together, ihe Knighs
Avrcane and the diehard foot soldiers of Aundair remain
a significant military force to be reckoned with.

Aundasirians are prone o claim that they would
never have given up fighting the war had it not been for
the Treaty of Thronehold, asseriing that the war would
certainly have been theirs by virtue of grim determina-
tion if nothing else. "Clueen Aurals may have surren-
dered.” they are apt to say, "but my neighbors and | would
have fought to the death to defend our lands.”

Indeed. none of the Five Mations seems as eager to
reawaken the war as Aundair. The loss of the Thaliost
region to Thrane remains a bitter blow, and many Aun-
dairians long to see the nation reclaim what they see as
rightly theirs,

MILITARY STRUCTURE

The military forces of Aundair are concentrated in amall.
mobile units designed to get where they could be most
effective, sirike fast and hard, and get out alive, The cavalry
units of Aundasir are more like mounted infaniry—ready
1o deal one good blow with a spear from horseback, then
dismount 1o fight on foor before remounting o retreat or
marve 1o another area of the banlefeld, The knight phan-
v Gsee below) are the epitome of this ides, using magical
phantem seeds 1o travel with amazing speed before hghting
on foot with sword and spell.

Infantry

Moast of Aundaie’s infans Fy Consisis of determined smd
ﬂ-nnnllﬂr well-trained farmers. Recruits wha survive
a few bartles and prnl’rujnnl] saldiers are trained as
archers or cavalr ¥, @rF nugnﬂi [TF] prm'sd: Suppori 1o an
arcane ballista.

A standard infaneey platoon consises of vwo mili-
tia squads and one asrcher squad, with a 3rd-level
duskblade™ captain in command. An arcane platoon
replaces the archer squad with an arcane squad; a ballisia

HYAA LSV HHL OL 3dIND ¥
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platoon replaces the same with an arcane ballisis squad.
The capraing in charge of both kinds of platoons are Gih-
level duskblades.

An infaniry company consists of three standard
infaniry platoons, and an arcane company is made up of
two arcane platoons and one ballista platoon. A major,
usually & Sth-level duskblade {or a Fih-level duskblade for
an arcane company), commands the company.

A regiment consists of three companies. wsually two
infaniry companies and either an arcane company or
a cavalry company. The commander of a regiment is a
colonel, an Bth-level duskblade.

A brigade consists of 2 regiments with a general in
command, usually a Sth-level duskhlade,

EL 5: Militia squads are composed of volunieer
recruits, with & magewright providing some artillery
support with an demel soed (usually casting mags: misde or
burning handi} and a regular soldier in command,

Sergeanl; human hghter 1.

Arfillersid; hluﬂli‘l m.gl_'“l FIEI"II I.

Revruals (9): human eommoner 1

EL &: Archer sqpuads consin of longhow-wislding pro-
frasional soldiers, TRAFEw H.ghl: suppori, and a sEFgeant.

Sergrant; human duskblade 2 or fighter 1/sorcerer 1.

Artillerist: human magewright 2.

Regular Archers {10); human warrior 1.

EL 8: Arcane squads include archers and wand-
wielding magewrighis, led by a competent sergeant.

Duckbdade Sergeant: human duskblade & or Aghier 27
SOTCETET 2.

Artillerists (3): human magewright 3.

Archers (63 human warrior 2.

EL 3¢ Built around the terrifying power of an arcane
ballista, these units consist of the animated siege engine
itself, an artificer commander to operate it. and well-
trained soldiers to protece it.

Ariilerist Serpeant: human arvificer 6.

Arcane Bollita: see page 149,

Elite Soddiers (10} human hghter 1.

Cavalry
A cavalry platoon consists of twa light cavalry squads,
with a major, usually a $1h-leve]l duskblade™". in com-
mand. A cavalry company. commanded by a S1h-level
duskblade colanel. ts made up of two cavalry platooans,

EL 9 Light cavalry squads consist ol warriors an
light warhorses, led by a sergeant,

Copalry Sergeant: human duskblade 3 or figher 1/
MBFCErEr 2.

ﬂ':_:urur I!-.'ulu|!-r ”ﬁ'.l‘ ||||rl1-ﬂ WATPFIGEF '3.

Magebred Light Warhore (11 MM 274, ECE 295 (awlh
brecd ),

Common Tactics

Iis emphasis on small, maneuverable uniis of soldiers and
fast-moving cavalry serve Aundair well. These forces are
often able to owiflank, cutmanewver, and outthink oppos-
ing forces—except in the Eldeen Reaches, where the guer-
rilla tactics of the secessionists took Aundairian theories
one step further. Certainly. against the lumbering might
of Karrnaih's hordes, Aundair’s lighter forces make up in
maneuverability what they lack in sheer power.

The use of duskblades™" and multiclass hghter/wizards
as commanders in much of the Aundairian army ensures
that virtually every unit on the battle freld has access o some
magic 1o help pratect the soldiers or harm the enemy,
Aundair alse makes the heaviest use of magewrights armed
with efernol wandi as well as magical heavy artillery.

Aundair’s greatest asser, however, might be the dever-
mination of i seldiers, mastly commoner valuntesrs whao
enlis 1o defend their homes from what they pereeive as for-
cign domination. Aundale's soldiersare anid ta have b |gl1rr
morale than amyone elie an the field, exCEpl prrhl[ﬂ. the
-.-nf::u'gfd and, of course, the un-rlrn'[unn'ﬂ of Karrnath,

ELITE UNITS

Aundair's best soldiers bring s combination of warrior
prowess and magical might 1o the batlefield.

Knights Arcane
The best of Aundairs best are the Knights Arcane, an elite
knighily order of soldiers boasting both mariial skills and
spellcasting ability. The Knights Arcane are a small order,
but their imporiance cannot be overstated—their com-
mander is Lord Darro ir'Lain (LN male human wizard &/
knight phaniom &), one of the three most powerful people
in Aundair, including Clueen Aurala herself. Knights
Arcane ride forth for the most important battles and 1ake
on the greatesi challenges on the battlefield.

EL 11: A typical charge includes four knights
mounted on magebred heavy warhorses,

Zir Adrie ir'Vellom: LN male human duskblade™" 7

Lady Dallia e Kopin: LG female half-elf fighter | fwizard
Sleldriteh knight 1

Lady Arvana i Lain: LN female human knight 4/wicard 3,

Sir Cothrid: LG human clerie (Dol Arcah) 7.

Magrbred Neapy Warkerses (40 MM 273, ECS 295 (swily
breed),

Knight Phantoms

The knight phamoms are sometimes elassified ag ligh
cavalry, but they are aciually dragoasns, ofr mounted
infant ry. lhl":r ||l|.-rﬁ:l|'|¢ﬂ|||rr| divdi 1o Fide 1||,||||"h.|:|' 1o the site
-I}I..i hl.llh_- and inta |:|:'H1|l|:|ﬂ. |I|.|_-I'| dismias I|||_- '\l‘llt“l .i::ﬂ
wse thelr combined marial and m i‘ll‘l| POWEE 1O EATEY

m

SOLDIERING EQUIPMENT

Whether regulars. irregulars, mercenaries. or bandits,
haale fq_uipmrm warbed lirele Among the armies aof the
Last War. Inexperienced. light. or lower-ranked infan-
try and militis wsed inexpensive equipment—leather
armar lsometimes studded) and simple weapons such as

spears and javelins. Heavy infantry, cavalry. veterans,
andd -13&-1! forees were more likely 1o wear medium or
heavy armor and use more expensive martial weapans,
Significant departures from these basic kits are detailed
in the individual entries of this chapier,

W



the day. The knight phantom prestige class is described
an Free Natiom 41.

The knight phantoms are a branch of the Knights
Arcane, and Lord Darro himsell is a knight phantom.

EL 14: These units feature elite knight phanioms
with & renowned commander,

.h.ul{*‘.l Phaajem Commandes human Fl‘"l.!l:'f' I e hrard
Whnight phantom 4,

Knight Phantoms (7); human fighter |/wizard S/knight
ph.-qm-m 1.

THE FAMOUS OR INFAMOUS

Depending on whom you ask, Haldren ir'Brassck was
cither one of Aundair’s greatest heroes of the Last War
OF its grealest war criminal.

Haldren ir'Brassek
NE human sorcerer 12

During the Last War, Haldren was responsible for
wme of Aundair’s most memorable victories, He cap-
tured the city of Cragwar and its mines not once bui
twice—once from Breland and once from Thrane. He
even enjoyed some success in the Eldeen Reaches, prov-
ing that his was one of the few military minds in Aundair
who could comprehend the guerrilla tactics ol the Reach-
ers, anticipate their movements, and sirike effectively
against them, Sometimes, in fact, he siruck entirely 100
elfectively, putting villages of innocent citicens to the
tarch (or the firball] in order to smoke out guersillas, His
ruthless ereatment of civillans resulied in a Thronchald
Teibunal inquiry afier the war: Clucen Aurala’s postwar
campaign 1o rid herself of ambiviouws and “insuffeienily”
loyal vassals led 1o his extradition, esnvietion, and sen-
tencing as a war criminal. Indeed. Haldren is one of the
Tribunal's few successful prosecutions.

Many officers of Aundair’s military are sympathetic
io Haldren and would gladly serve under him if he were
restored 1o command. [ntheir eyes, he embodies a dedica-
tion to the Aundairian nation and a no-nonsense approach
1o fughting batiles that they feel is lacking in the current
leadership. Oihers whisper that he orchesirated the
slsughter of civilians as massive sacrifices 1o the Devourer
ar ansther of the Dark Six. and that he would have been
better executed rather than thrown in Dreadhald, lest he
swomehow escape even that impregnable privon.

Ineruh, Queen Auralawas correct. Haldren ir’ Brassek
peed himsell as sort of a reincarnation of Galifar I, destined
10 forge & new empire from the ashes of the old. 1o his mind,
the walls of Dreadhald cannot hald him for long.

ARMIES OF BRELAND

Bath in numbers and in Lrl.d““hl.-. Breland marehes ar
SUFpALEES BRY af the nattons invelved in the Lase War.
Suill, ins people are reluctant 1o commit themselves fully
to the fight For sther prople’s freedoms, or for Wroann's
precensions to the crown of Galifar, Only when foreign-
ersaciee Brelish rerritory, and combat cannot be avaided,
do the Brelish Fight with vigor.

The Nexible command structure of Brelish military
units is & great sdvantage. They quickly adapt to differ-
ent threats, from the massed Thrane levies, to the skilled
mercenaries of Cyre, 1o the arcane and druidic forees of
Aundair and Eldeen.

MILITARY STRUCTURE

Breland’s milivary eradition is one of independence, char-
iumatic leadership, and feeestanding militias answerable
te cities and praviness, lyisalso known for the exeellence
al tsarche rya facl, most fmporiang, s haki of reward lng
meril i its alficer corps, rather than uniaritr, rank, or
piety. his army s larger than any other bt for Karrnsth's.
It has an unessy relationshipwith mercenaries, using them
to pedues its own losses bt never qu.i.l: 1r1.u.|::'1'|! them.

Infant

A Brelish infariry platoon consisis of three volunteer
squads or, inthe last iweniy years of the war, three enlisted
squads. The troops are usually led by a captain, a 3rd-
lewel knight ™ or fighter.

Acompany consists of four platoons. A majer, normally
a 4ih-level knight or fighter, commands the company.

A regiment of foot or archers consists of three com-
panies. Such regiments are led by colonels, normally a
Sth-level knight or hghter. Colonels are wsually mownted.
though they command infantry.

A legion—the largest unit thay Breland oypically
fieldi—cansiss of twe or three regiments and is com-
manded by a feeld marahal, whe is usually s Toh- or Bth-level
knight or fighter and an adjune colonel, who is s oh-level
knight or fighter, A rypically Brelish legion is made up of
a regiment of loot, a regiment of archers, and a Fegiment
of cavalry operating under a Fcld marshal.

EL 5: These all-valunteer ululrh.. consisting ol
citizen milivis 1aking up srms on their own initiaive,
are led I,r" A SeTgEeani.

Sergeant: human fighter 2 ar hn-glﬁ 2.

Valwateer Soldiers (9% human commoner 1.

EL 5: An all-enlisted squad features trained sal-
diers, usually from city backgrounds,

Eergeant: human highter 2 or ranger 2.

Enfisted Soddiers (90 human warrior 1,

Cavalry
Brelish cavalry is organized into lanees, squadrons, and
regiments.

Acaprain, normally & 2nd-level knight™" or fighter,
commands s squadron of three lances (the term for Brel-
ish cavalry platoons),

A cavalry regiment groups six squadrons and s led
hg,- & major. & Sk lewel thuhl ar Eghw r.

qu!ﬂ the rtg'im-_-m level, ﬂulr:,' i% mﬂ}rpnnlrd into
legionswith infantey, typleallywith s single cavalry regiment
combd aed with one or two rrgjm-tnu. of foot or archers.

EL &: Cavaley lanees, consisting of either a quartet
of mounted corporals or 8 trio of heavy chargers, are
ot eva faded h!" i upui .

Coptain: human knight 2 or fighier 2.

Corperali (3 or ) human knight 1 or fiighter 1.

Light Warkorses (5): MM 274 or

Heavy Chargers (4): MM 274..

EL 10: Cavalry squsdrons, consisting of either
fifteen mounted light soldiers or twelve heavy chargers,
are commanded by a major.

Major: human knight 4 or fighter 4.

Captains (2): human knight 2 or fighter 2.

Corporals (% or 12} human knight | or fighter 1.

Light Warhorses (155 MM 274 or

Heavy Chargees (12} MM 274,
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Brelish Rangers

Brelish Rangers are specialized in reconnaisiance,
keeping the large Brelish legions moving in the righe
directions. They operate miles or even days in sdvance
af their H-;ul“ forees, T he most caomman unit af Beel-
ish Rangers is called s band, or sometimes & "Ranger's
doren,” of eleven soldiers.

Band of Rangers (EL 6): Made up solely of irained
warriors, o Brelish band consists of standard wilderness
skilled volunieers, assisied by a sorcerer or artificer
and led by a ranger capable of tracking and assessing
enemies’ forces.

Warden: human or shifter ranger 3.

Wands {F): human sorcerer 1.

Volunterrs (B): human warrior 1.

Common Tactics
The armies of Breland are quick and flexible, siriking
from ambush and quick 1o retreat when things turn against
them. They are fierce in protecting their own territory and
much mare hesitant beyond the barders they know.
Birelish troops operate in standard ranks and forma-
tions, but are fully capable of hghting even when their
commanders are slain, Breland i particalarly renowned
far the skill of their archer iroops (all members of such
sequaids have the Weapon Focus fea associaed with the
kind of bow they use),

ELITE UNITS

Breland's elites include famed sipike forees and dra-
goons. Both sare deseribied below.

Redeloak Battalion
The Eedeloak Batalion is the best of the best among
Brelish elite forces. Devastatingly skilled heavy infantrey
supported by magic, the Eedeloaks serve as an immoy
able rock in the front lines of several Brelish battles. The
group never exceeds forty members but is fully capable
of outfighting far superior numbers. More exstensive
information about the Redcloak Battalion can be found
in Sharn: Ciity of Towers, on page 140.

EL 14: A Bedcloak sirike force is the smallest opera-
tional unit of the battalion.

Liewtemant Meira: female shifier warrior Branger 6.

Algin Lanner: male human warrior #/fighter 2.

Mawal fong: male half-ore warrior ¥/barbarian 2.

Heevon Graccen: female elf adept 9.

Pol Makker: male dwarfl magewright 8/fghter 1.

Breland Dragoons
These mounted infaniry are capable of traveling faster
and carrying heavier gear than regular infantry. The
Breland dragoons, in their various companies and flashy
uniforma, are not quite as famous as the boldest wands
ar cavalry wmits, but in many cases their toughness and
mability carried the day. Like cavalry, they are organized
into lances and sgquadrons, Their weapons and tacticsare
aften unorthodox,

EL 7 These elite mobile infantry lances are sup-
ported by an artificer,

Coplam: human knighe 4,

Hugiar Sergeant: human knight 2.

Flugias Wand: human aretfeer 2,

Orstriders (B); human Rghier 1.

THE FAMOUS OR INFAMOUS

Presented here are two heroes of Breland, their memao-
ries still bright in song and sory.

Brother Malice

M male half-elf sorcerer 3franger blarcane archer |

A member of the Brelish Rangers, Brather Malice
experienced his first brush with fame during a deep
infiliration supply raid on s Cyran lighining rail suation.
His most famous shot was one that he later described as
“spitting st ithe sun.”

In ihe latier years of the war, Malice was foriy-four
years old and preparing 1o retire from active highting to
train Breland’s younger archers. On his last mission,
his Eanger band was operating in the northeast against
Thrane. In the distance, they spoited alarge Thrane raid-
ing force consisting of cavalry and light foot. Scouting for
details about the enemy troops, they circled around and
approached the Thranes from the flank. Malice's sharp
eyes picked out the leader, and he recognized Sir Jeffin
Krayci, a renowned Thrane general noted for his brilliant
cavalry raiding tactics and his inspiring leadership,

As the band prepared to withdraw, they were spat-
ted, and several Thrane sguads immediately wheeled
and charged. The other Rangers broke for the cover of a
nearby wood, but Malice stood and fired a single shot m
the general, arcing it over the charging cavalry. Barely
making it to the copie and escaping the Thrane scarch
parties, Malice and 1two surviving Rangers later learned
that Creneral P.'.r';,ﬂ ptlllhﬂ‘l that dtr--'l Brelish arrow
found & gap in his neck armor and slew him instantly.

Tethis rllr. Malice ealls this remarkable everne 'jun
o lueky shot.” Irondeally, his modesty feeds the lepends
ol the Ha NEEEs, and he s remembe red I'nm:ll, asthe man
whio robbed the Thranes of one of their most secom-
plished leaders,

Urik Rowan
LN female human aristocral 2/ knight 4/magewright 2

Lady Urik Eowan was a Brelish general who lost a
siring of battles and still won the nation's heart when she
desiroyed a horrific eldritch machine.

Bowan was raised as a child of privilege, attending the
small private Quinrest military academy in Sharn, and
was commissioned in 966, Within six years, she rose 1o
the command of & Brelish legion that included both mud-
stained veterans and a company of aristocratic dragoons
born 1o the saddle. 54ill, Bowan was not liked—some con-
sidered her too aloof, others called her the bitch-general.
She proved willing to destroy companies if it would win
her a crucial piece of ground. and many believed she cared
mare for advancement than for her troops.

In fact. Rowan's journals show that she felt her fail -
ures and the troop losses keenly, but thought she had 1o
comply with arders. no matter the cost, and maintain &
bold public face. MNevertheless, her unorthodox tactics
and heavy uie of wands were experiments that cost the
lives of hundreds of soldiers. Some have never forgiven
her for those experiments, but they were clearly the
foundation for her later succesies, The anly “victory™ of
her early years was a1 the battle of Marguul Pass, when
she took command after General Minyu's death and
prevented & worse Fout, Even so, her reputation and this
episode did nothing te endear her 1o the nation.



Fowan's controversial leadership resulied in her
spending much of the war stationed far from the from
lines in Drosam. Thus, she was on hand when thar
area rose in revolt. Once again, Lady Rowan suffered a
sring of defeats, but given her desperate lack of troops
and resources and the overwhelming power of the
maonsters arrayed against her, thai was not surprising.
She was responsible for a series of brilliant maneuvers
uring light infantry, Brelish Rangers. and her hand-
picked and self-irained company of wands. Her effores
stymied Droaamite advances that allowed hundreds
of Brelish citizens 1o escape Droaam who would have
wtherwise perished,

Rowan's greatest renown slemmed from her actions
ot the Banle of Butterfield in late 387, The lan remain-
img sirable settlement of humans in Drosam, located in
the foothills west of the Greywalls, Butterfield had been
sEFViTg &S & gl:htrjn_g' pedai far llrﬂn_g' H-I.'F“E\-l_"l"l. ng
Boranel ordered the finsl evacustion, and countless
slow-moving citizens, most dragging their lass remain-
ing worldly possessions. clogged the pass bevond Bui-
terfield. A powerful foree of ogres and gnolls moved in
for the slaughter. Panic spread when word reached the
humans that six hill giants bore an ddritch machine before
the Drosamite columns that turned all weapons within
a one-mile radius into bane weapons against humans.
Rowan used a combination of hit-and-run tactics. leveled
bombards, and sharpshooting to harass the monsters,
kill the gianis, and destroy the ddntch macene. Though few
of her troops survived the engagement. nearly all of the
refugees cleared the pass and reached safery.

ARMIES OF CYRE

None of the provinces of Galifar was a8 ill suited 1o the
rigors and vialence of the Last War as was Cyre. the Purple
Jewel in Galifar’s Crown, This erossroads of culture, the
heart of the nation’s artivan soul, helded a milizary 1thae
war aonly a pale shadow of its neighbors. Further, it was
Cyre's own Mishann who was due to ascend the thrane,
and thus the Cyrans were the las 1o know of the usurpess’
satenting, Had it not been for mercenaries—including the
Valenar, goblinaids of Darguun, and warforged purchaued
from Houwse Cannith=Cyre could never have survived
even wntil the Ihnl.- al Mnurmng. A ks e olten the cave o
wit, the noncombatamis and the innocents suller mo,
mmad Eg.-ru_- WS O eXeEplion,

MILITARY STRUCTURE

Although Cyre had less of 3 mariial vradition than any
of the other provinees of Galifar, it did have a standing
army of s own, Smaller than those of its nfighhnrl.. this
army formed the core of Cyre’s defenses, around which
the mercenary companies and foreign forces revolved.

Infant
A Cyran infaniry platoon consisied of iwo volunieer
squads and one enlisted squad. It was usually led by a
captain, & Znd-level cleric or Aghter.

Acompany consisted of three platoons. commanded
by & major, normally a 3rd-level cleric or hghter.

A regiment—the largest unit Cyre typically fielded—
consisted of three companies. Such regiments were led
by colonels, normally a Sth-level cleric or Aghter.

Im the later years of the war, many of the voluntear
and enlisted soldiers were warforged, though humanoids
continued to fll most officer posis.

EL 5§ "Volunteer” squads consisted primarily of
simple citizens taking up arms for their country, bol-
stered by an adept and led by 2 sergeant.

Sergeant: human warrior 2.

Corporali human adepa 1.

Volusteer Soldien (8 human commoner 1,

EL 5 The enlisted squad, the core unit of the Cyran
military, consisted envirely of trained soldicrs.

Fergeant; human warrior 2.

Carporal; human adep 2.

Enliared Soldiers (81 human warrior 1.

Cavalry

Cyre rarely fielded any covalry unit larger than a platoon,
which consisted of three covaley squads. A caprain, nor-
mally s Znd-level cleric or fighter, commanded. Bevond
the platoon level, cavalry was incorporated into regi-
mients with infantry.

EL B: A cavalry squad consisted of either a quarter of
mounted corporals or paired warforged chargers. Both
types were commanded by a major.

Major: human adepi 3 or fighter 3.

Warforged Chargers (2): MM 191,

Corporals (4} human adept | or fighter 1.

Light Warhorses (] or 5): MM 274.

Border Sentinels

Throughout most of the war, Cyre was far more intent on
profecting its own borders than expanding its territary.
In addition to its normal seldiers, 1 made substantial
use of special border guardians, The most common unil
was the bastion, which congisted of two patrals led by a
master sentinel, narmally a 3rd-level human ar hali-
elf ranger.

EL 5: A barder patrol was made up solely of trained
warriors, assisted by elerics and led by a ranger capable
of guiding them through the wilds of Cyre's sutskins,

Eentined human or half-«11 Tanger 2.,

Corporals (28 human adeps 1.

Enlaited Soddsery (41 human warrior 1.

Common Tactics

I:‘.l:mr"ﬂ im Bearenmath, the armies of {'.‘:,' re Eﬁqurn:h’ held
back, sllowing their mercenaries to lead an attack or a
charge, This strategy was not cowardice on their pare
(ro matter what other nations might claim), but insiead
an acknowledgment that the foreign forces might well
know more about how 1o conduct a particular sort of
battle than do the Cyran soldiers. Cyre’s troops usually
conducted themselves as guerrilla soldiers and mohbile
units. They rarely marched into batile in large ranks,
preferring speed and mobility. They used light horses
and small uniisio attack an enemy from the flank, then
disappeared back into rough terrain unfamiliar to the
enemy. {This was a particularly favored tactic of the
border sentinels.)

All this is sharply distinct from Cyran operations
in Karrnath, Regular Cyran military forees conducted
standard operations there, including trench warfare and
massed battles for much of the war.
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ELITE UNITS

Cyre relied heavily on adventuring parties and special-
ized sirike teams during the Last War. The following are
among the most famous.

Champions of the Bell

Taking their name from one of Cyre’s heraldic symbals,
this team of specialized warriors emerged late in the
war, fove years before the Day of Mourning. In tha time,
however, they capiured the hearts and the imaginations
al the Cyran people with their daring ralds inte enemy
territary. their retrieval of seerets of sate, and—maown
l';mmul.:,- the peveue of Duke Coarlan Varak (LN male
humarn aristocrat -I-IFighrﬂ 3 from the d.uhgh}l‘u al
Arur. What the g\tnrul pnpuhunn al f]:, re didnt know
was that the Champions of the Bell were semiofficial
sssassing, sponsored by secrer elements in the pov-
ernment. The Champions' grest victories, slibhough
genuine, were undertaken primarily to draw attention
wway from their activities when they were not under the
nation's scruting. All the Champions were reporiedly
slain on a raid into Thrane several weeks before the
Day of Mourning, and in faci & memorial procession
in their honor was to have taken place a mere iwo days
alter Cyre's destruciion. In truth, ane of the team was
taken as a prisoner of war in Thrane. This fact has
only recently been revealed—as of yer Thrane’s leaders
refuse to say who. admitting only that the individual was
released alier the Treaty of Thronehold was signed. and
they have no more knowledge of his for her) whereabouts
than anyone elie.

EL 3: These elite saldiers are master inhlirators,

Elspeih Padalas N female human rogue 5.

Beld: ME male changeling rogue Sfaisasin |,

Dril Kelishy GM male human spellthie™ 5,

Geirrcar Eight=Fingeen MG male half-elf duskblade™" 5,

The Iron Tide
{_f:,-rr was the first natlon 1o rmplnr wRiE consisting
rlllllrl_} ol war l':'-r'H;t-‘l, withowt human officers or advi
sors. | he most famous of theae was the Iron Tide, a
:.qum,l al rnughlr half & dosen wa rl'nrgrr]. each with its
oW AFEl ureupﬂ'l:w much like those found in treacdi-
thonal ldwmuring parties. The leon Tide was -prinu r1'|1|.-
atargel andd dﬂ.lmy i, rmhnl‘l:,-mg the old saw shout
“the best defense.” If a potent enemy foree suceeeded
in peneirating Cyre's borders, the Iron Tide might be
dispatched sgainst the foe’s advance scouts or command
retinue, hoping to blind or even behead the invading
army, The [ron Tide operated continuously from 974
through the Day of Mourning, though its membership
fluctuared somewhat as the unit took casualties and
received replacements. (The names below represent
the Iron Tide's longest-running roster.) Bumor has it
that a large portion of the Iron Tide survives today and
has joined up with the infamous Lord of Blades. Those
who knew the Tide members personally claim this is
highly unlikely.

EL 10: These warforged elite formed a potent sirike
force.

Commander fronkern: LM male personality warforged
marshal™" 7,

Shizer LG female personality warforged hghter 3.

Brick: LE male personality warforged monk 4.

Claymore: LN male personality warforged highter 4.

Lode: CG female personality warforged ranger 4.

Rusty: M male personality warforged cleric 4 (Sover-
cign Host},

Slagy B male personality warforged warmage""' 4.

THE FAMOUS OR INFAMOUS

Presented here are a hero and & traitor of Cyre, their
memories having survived even the destruction of the
fation itaell,

Ladislav Hightor, the Boar of Cyre
LN male dwarf wereboar ighter &

Ladislay was owver iwo hundred years old when
the Last War began, The seion of a dwarf merchant
family dwelling in Thrane, he fled from that nation
when the Church of the Silver Flame embarked upon
its erusade againsi lycanthropes. For many decades
he dwelt in Cyre, keeping his secret and working as a
jeweler and metalsmith. In that time, he came 1o love
the cultured soul of that nation, and he was as enraged
as any native-born Cyran when Mishann was denied
her ascension to the throne. Ladislay enlisted in the
Cyran military, where he fought for several years until
his unit perished. From that point on, Ladislav batiled
alone. His favored targets were spies and double agents,
and he was more than once hunted by Cyran officials
far murder, until it was revealed that his victim had in
fact been an operative of Karrnath or Thrane, rather
than the loyal citizen he or she seemed 10 be. His fame
spread. thanks in part 1o a Cyran bard who witnessed
his activities, and he grew to become ane ol the natian’s
mast beloved folk heroes,

Shaldra Antarielle, Daughter of Lies

NE female human artibicer 7

Far ma Ay yrars, Shaldrs was ane of f]g.- FEA mﬂ.u;hl.-
Beraes. ':I'hnug]-. she never onee a2t foot aon the Tront lines,
FVEFYONE knew tha LT ol the nation's victories were
b dnm:. Uhne of the nation's greatese non-Lannith
artificers, she ereated all manner of mystical tools and
wWEApOTS fasr wine h:,- If::,- re's saldiers and mercenaries. The
irgops loved her, and the civizens adored her.

Ad least, they did uniil the Champions of the Bell
returned from an intelligence raid on Karenath with
documents proving that Shaldra had been in collusion
with operatives of King Kaius for months. She hadn't
given them everyithing—just enough information on
magical advancements and troop movements 1o ensure
that Cyre couldn't possibly win a decisive victory on ihe
border. Shaldra fled Cyre mere moments ahead of the
Cyran military police—and only a few more moments
ahead of a lynch mob.

In truth, though few realized it, Shaldra was no
mere Karrnathi agent. but a paid operative of Merrix
d'Cannith. Her duties were to test Cannith's inven-
tions before announcing their existence—so that, if
they failed, the house reputation wouldn't suffer—and
to ensure that the conflict between the nations con-
tinued unabated. Whatever her true motives, Shaldra
is remembered by the Cyran survivors with seething
hatred. and even today, multiple rewards for her cap-
ture, dead ar alive. circulate through the advemiuring
and mercenary communities.,



ARMIES OF KARRNATH

Karrnath, always the most martial of the Five Nations.
boasted an army larger and more well trained than any
other faction early in the war. Combined with its advance
inowledge of the coming siruggle—Kaius was, afier all, one
of the war's instigators—it seems inconceivable that Karr-
nath would not emerge from the war as the clear victor
Sl azeries of devasiat i famines and |:.|J|_:|_||- s, cambined
with |-||!:.||.|.'||||| and '|:.|.||I||.|||‘_.||_||'|||n_-r-.| |'.|-.1'-||_|r|F|.|rI'|:.|.'1|-|r

military’s reliance on brute force over creative thinking
afTirt the nation's |n||||.||':| Hwer Far much of the war
|.|.r|.: befare the Last War. Barrnath’s caltuee had
e -.-rr||-rr| in military reverence, The arovwy was a high
.J|||r.:.:' the seions of the rich and noble were proomed
it affcere, OF all the nations, Karenath s eitieeas were

the moait caper 13 [all i behand their leaders an the

march o war, Karrnath™s rulers maintained the focus

af the citazenry by neves |r.-n|:|.|,:' a wartume fosling anid

§ 5 5
eanstantly rrl'.flhn:n-q malionalial e Fliciarie 1o J-\.I'-I']:- the

NEOfHr R ATIFEST staked.

H..ll|r|.|I|:'-.r||<:-|I'\“|'|1'||Fv||11'|||1|.||r||-¢'.1|{.||:|1l|..-.|-|'
and Aundair in the carly |.l.||| af the Last War, then shilied
J.r|;r|'\. vz & violent ean flict with Theane inthe later vears.
Even after the war, the interactiaon between thess lormer

sllies nearly |.||.|J||I:1F'\. w6 cold war unto itself

MILITARY STRUCTURE

While many of the other nations focus on smaller .|I'|-Ii.
more mobile units, harrnath makes subsiantial use ol
enormous legions and heavy cavalry. lis goal is 1o de
an enemy force simply by overrunning it and crushing

ininto the earth

[he undead aaldiers Far which the nation became
inlamous—and which resulied m 1he finasl <|.|||E|||1|.|I|-|
hreak between Karrnath and Thrane—are most olien

larmed inro 'H.'FIJI.Ilr LiFAEE.

Infantry
A stamdard inlaniey I.I.Ilrl.-llll COnElsls al 1w I|"|;u|.||

--|.IJI:.'\- and one soldier '\.l:|u1-|‘|. Im an arcane |.l|.| I, an

Arcane |I'II'J|||rF||].||F'\.-|.II'| i the I'l'uu|r|l '\-I|_ui|l|'\..."'|

captain, wauwally a Srd-level jlujllrr. leads & |.l|.|'r.-llll.

An infantry Company is madde L of two standard
nltantry |.l||1l:lll.l1l'|-. .|I|l:| AN ArCanc COMmipkany COnsists of
two arcane platoons. A major, usually a 4ih-level fighter
or knight, commands a company

4 regiment includes threse COMEanies, usually one
ATFCATE COMpPany -.:.||-| r|||'\u-'r fwy amtaniry COMEAN es or
wi .|r|r|r|.||| companies ||-|.| .'unl:l'\..l.1|..|r1' al @ TEEr e i

lane]l—a Sth-level cleric. ||;,:'|'|I|'| ar Lr|'.5,:'|‘|1

IS 5K

'I.I'.|||,:.|r|r consists al two r.'|:||r|d'|'.|l\.l\.-|||| A peneral

L
i bih-level eleris h-ﬂhlrr_ ar ki Bi—an i1e commander

Ilk III"IIJlI‘I' I|.IFI'.I|.III'|

'!rurl'\nl.:n' FIRC Tags pn .||III|,:.'|I‘I|' m

regiment and ane |r||".|r|I|:. reEFlmen,

A legion i Dwi :!n:-{.l-cl.r-. led by a warlosd, wha i &
k= ar Bih=level ‘|||_:|1I4.-: LEL k|||.|;|1‘:.

EL&: A |-r|;'.|;..|r -\.||||..|-c'=-c||:|x|'\-l'\. of tesined warrlors
-|||.-|.-|-.-‘.-r|| by & elerie and commanded by & EETEEA R

‘\:r.'|_1-'.'lll I i m I'||_:I:.ra-: 2

|".'a.-'r'----.|.;- e Jlj:'yl 1
ﬁ'-'.\. wri ([0 husman warrior 1.
EL B: A saldies -.-c|_l\.|.||‘| iz more well trained than

e |:||.|J|'\..

Elile .";r.'LJ'II'II' FOTLT LT 1.||||,:||.I = k.

Rartlem

i ||||I||.|||.|l\.|r'|:-l-£|l: '\r-ulu..ll:d" '
Elite soldies {10} II'.I:IIJ.'I.II[:II':-I'l I
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ncludes soldiers (o protect thie m & FIC W ielders
Arcane Serpeant: human warmage™ " 5
Arna 2 (4): human adept 2 or dread necro
ManRCer 9

Fite Soldiers (10): human fighter |

Undead Infantry

Earrnath was initially reluciant ;-c-rllul‘.|||.l|':.|rqr unde;

units that lacked living othcoers due to the inabdlity ol 1 he
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Abowe the |I|I'|I|.l.|h-. level, undead intantiry are [rart
of the standard infantry struciure

EL 6: Light undead sguads include
ton or rombie
er: EC5 292,
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Human Warrlor Steletons (6); MM 226,

Human Commoner Jombies (61 MM 266,

EL 10: Heavy undead squads consist of Karrnathi
undesd, along with s morial commander or, later inthe
war, & dresd marshal.

Dvead Sergeant: human fighter 3 or

Karrnathi Dread Marshal: see page 150,

Karrnathi Skeletons or Zombies (10): FCE 293,

Cavalr

Astanda r\{uulr:.' platoon consists of three light cavalry
squads. In an arcane cavalry platoon, an arcane sirike
team replaces one of the regular squads. An undead cav-
alry platoon is made up of three undead cavalry squads. A
captain, usually a 3rd-level fhghter, leads a platoon.

A cavalry company consists of two cavalry platoons—a
standard company has standard plaioons, an arcane com-
pany has arcane platoons, and an undead company has
undead platoons. A major, usually a 4ih-level hghier or
knight. commands a company.

A cavalry regiment consists of three companies—
usually ane arcane cavalry company with either two cav-
alry companies or two undead cavalry companies, The
commander ol a regiment iz a colonel, whao is a Sth-level
cleric, highter, or knighs,

Abave the regiment level, cavalry are incarporated
inta brigades along with infantry regimenis,

EL 9 Heavy horse are the most comman Karrnaths
cavalry unit, The commanding sergeant is mounted an a
heavy warhorse,

Casalry Sergeaal: human knight 2,

Regular Copalry (100 human fghier 1.

Heapy Warhorss (i1} MM 273,

EL 10: An arcane strike team eonsista of aumers
ous casters and the saldiers ungnr.l B prratect them, all
maounted an Iighl warBorues.

Arcane Sergrant: human warmage™* 5,

Arcame Specialists () human adepe 2 or dread necro-
maneer 2,

Efite Soddiers (10} human fighter 1.

Light Worhorses (15} MM 274,

EL 11: Undead cavalry units are terrifying, featur-
ing Karrnathi skeletons or zombies on skeletal heavy
warhorses.

Kizrrnatki Skeleions or Jombies (10) ECS 292
Sheletol Heaoy Workorses (100 MM 273, 225.

General Tactics
Diespite the skill and determination of their soldiers, and
the dependable obedience of undead troops. the armies
of Karrnath suffer from a lack of creative tactics, For
the most part, they rely on the size and sirength of their
forces, and the expertise of individual soldiers, 1o over-
run the enemy. Armies as large and rooted in iraditien
a3 karrnath's take s long time 1o adapt 1o change, The
imtreduction of 1he undead —most of which, even il iniel-
|IE¢ ml, laeked imaghnation— didme ]-u_-l-l; FalErs. 1‘:urn1;:r
the war's end, Karenathis forees would, more olten than
nol. allempl o l.lrughl Fforward ssssult wnless dni.ng' R Wi
clearly the wrong decision,

Undesd are often used for pursuit and patrol, mis-
sions on which their ability to remain constanily sctive
is & major adva ntage.

ELITE UNITS

For the mast part, Karenath's elite units are formed from
I.n:igh:l:,- orders. A few are MI'I'IP{:HE[ of undesd urike

farces, however.

The Emerald Claw and

Other Knightly Orders

Karrnath’s military culture has given rise 1o 8 number
of knightly orders throughout its history. Some of these
groups are loyal 1o s specific noble or warlord, others 1o s
religious institution, and still oihers 1o Karrnaih iself,
but all are considered quite prestigious. For the bulk of
the war, the most honored of these was the Order of the
Emerald Claw. Consisting of devout patriots and military
minds, ithe order spread throughout the armed forces—at
its height, it accounted for over a quarier of all Karrnathi
officers, and several legions were made up entirely of
Emerald Claw members. Only late in the war, after Regent
Moranna declared the order 1o be traitorous and began
purging ithe most vocal members. did its luster Fade.

The Emerald Claw was far from ihe only knightly order
that became heavily involved in the war. Several other groups
were able 1o feld whole regiments of their own members, and
quite a few military units consisted of a majority of one order
ar anot her. Although this situation often increased feelings
af camaraderie and solidarity among the afficers and sal-
diers, it also created friction. Rival orders competed with ane
anather, sometimes o the detriment of an overall baile plan,
by covertly undermining or lightly sabotaging each athery
clforts, Saldiers loyal 1o ane order mighe prove reluciant 1o
follow the orders of an officer belonging 1o another,

Dreseribed below are the largest and most widespread
of Karranth’s wartime knightly orders, including the
Feghon in which each s hased {lhl:lugh 1hind was Aol eces-
Rar LI:,- |1;¢n], ares ol iafluenes orF -tnnglh], and a briel
avervierw of the group,

Adamant Fang (Vedyhar): Teained in both ceadi-
tignsl and woodland warfare, its members are among
Karrnath’s slmost nonesisient light cavalry,

Blackened Sky (Karrlakton): Champions of indus-
iry, the Order of the Blackened Sky makes substantial use
of alchemical and mechanical weapons; in recent years,
it has also become one of Karrnath's greatest defenders
against monstrous incursions from the Mournland.

Conguering Fist (Vulyar/Korth}: This is a relatively
new knightly order that has not yei gained the respect of
others of its sort. During the war, the Conguering Fist was
based in Yulyar, and often led a charge into enemy territory,
Adier the expulsion of the Emerald Claw, Kaius relocated the
Conguering Fist 1o Korth, and has been advocating them as
the new patriotic heart of the Karrnathi military.

Emerald Claw (Korth): This group (discussed above)
is made up of Karrnathi patriote who have since been
declared traltors: they are secretly servants aof the Bleod
af YWal (ECS 244},

Inviolare Way (Rekkenmark), Restrictive even fora
hmgl-nl:,- arder, the Inviolate "l't'l:,- aEErpas nﬂl:,- lpplmp Al
ol noable blood who aee members aof the Order of Bek
kemmark (Froe Natioa V06); it is rﬂ.p::m:ihlf Far asslaiing,
serving, and protecting nobles, royals, and warlords.

Oroyn Skull {Aiurd: The first knightly order to truly
embrace the presence of the undead, it provides many of the
officers who oversee undead units, and is responsible for the
creation of the bone knight prestige elass {Five Notons 117,



Bastion of Frozen Flesh
Used primarily as hidden defenders. a Bastion of Frozen
Flesh consists of undead corpses that appear inanimate
maut af the time, but instantly activate and attack when
they senie the presence of a living creature within 30 feer
Karrnathi forces often bury a Bastion af Frozen Fledh in
shallow trenches a mountain pais or along a trade route
where they expect enemies 16 pass. Here the corpees can
wait indefinitely until setivared. Cn rare occasiong, the
bastions are used offensively, smuggled into enemy cities
uwr—in one highly publicized anack—even dropped from
low-flyang airships into populated areas,

EL13: A |”.u“I Bastion of Frosen Flesh eonslas af
ane of the tw graups of undead deseribed below,

Bleakboen fﬁj Libiris Mortis 86 or

Badaks (63, MM 28,

The Hand of Karrnath

A Hand of Karrnsth, esnsin ing of four undead GpeTalives,
isan elite group that answers d:irr:ll'p 1o Begent Moranna.
These groups took 1o the feld of batile st vimes, but their
primary purpose during the Last War was assassination.
The last of these forces were supposedly destroyed on a
mission 1o Cyre during the Day of Mourning, but rumors
of their continued activities circulate 1o this day.

EL 9: This undead band features more than one
member with class levels.

Avlot: LE male ghast hghter 2. MM 119.

Skiril: LM female wight rogue 2, MM 255

Loro: LE male mummy, MM 190,

Muthir: LE male ghoul adeps 4. MM 113,

ARMIES OF THRANE

The armies of Thrane elaim the blessing of the Silver
Flame and for the most pari sct in the devoted. com-
pulinnnr. honest, and true manner hr!iumg such an
honor. In ihe early war years, however. more than a few
descended into religious fervor and committed atroci-
ties against their “heathen” neighbors. Clerics, adepts.
and paladins of the Silver Flame were swept along in the
righteousness of the levied troops, but as reason began io
reassert itself and the diciates of their superiors moder-
ated, they attempted to curtail the worst excesses.

Afier King Thalin died. the church hierarchy
gradually asseried control over all aspects of Thrane's
military. Still, an officer class drawn from the deposed
arisecracy continues (o command troops. Indeed, in
many ways, the armies of Thrane have become the las
refuge of the nobility in a theoeratic kingdom. Their
cxperiiir ofien leads them 1o powerful positions of com-
mand, though the Dier of Cardinals 12 careful never 1o
give 1o much command over the armies 1o any single
afFier F, B maller Iu;w ELTE S L8 [uil axp |I.|,:w 'l'u_'l] |i:|r|.--|| |rr
the |=rn|.1!;-. It ANy ways, consian pn]il-f.l interference
Eq.- rr]lgmqu gveraeers (and the marked fh.ngr im their
cxpecialinns amd demanda) is Thrane's EFEALESL weakness,
I'he Cardinals do no wish 1o assume command of the
armies (For & defest on the batlefield might be construed
as & rebuke of the Cardinals” faith or pieiy), but neither
do they trust anpone else 1o do so.

The armies are almost always made up of levies of
unirsined troops supported by strong officers, well-
regarded cavalry, and middling wands and poor archery.

They are remembered more ofien as large groups than
asemaller units: the Army of the Marthern Crasade, the
Silver Legion, the Legion of Perpetual Adoration, the
Legion of the Pure, and so on.

MILITARY STRUCTURE

The armies of Thrane are usually raksed by one or more Car-
dinals who sponsar, equip, and Fund them; in some cases,
patrionic nobles or knightly orders sponser troops, Ader
the esablishment of the theoeracy, the tradivionsl vitles
nfupum. rnljuf,;nd marslial were shandoned un Favar of
seew 1 Rea rrflultng 1 hie young Fiml S0 & plrl:,-. I aeddivicn,
beesiuse Foot soldier are o much more common than horse
troops, cavalry officers use a related set of ranks.

: THRANE S MILITARY RANKS

Title Bank Equivalent  Role
Oirdren Levy Light fooa
Brethren Privaie Light foo
Weighi* Levy Heavy foot
Pikeren Private Heavy [nat
Archren Private Infaniry archer
Fress Brethren  Levy {navall Marine
Faithrider Caorparal Cavalry
Crrderly Carpaoral Oiffhcer
Ship-Orderly Corparal Naval afficer
Foat Pri.ln.l ﬂrrﬁ'ﬂ:lnl Gl'-ﬁ;rr
Foor-Captain  Sergeant Paladin
Prrll [:l' .lr{ Hrrsr.'lll. H.l’.] ll‘mrrr
Hoof=Frieun Lirutenant of Horse Cavalry afficer
R.:dihg Wanal Licutenant of Hore ﬂmrlh"r' afhieer
Ship-Prien Lirwtenane Maval officer
Riding-Capiain Capiain of Horse Cavalry paladin
Ship-Father Ship Capiain Maval officer
or Commaodare
Sacrosanct Major ar Infantry of hcer
Caprain of Foor
Argent Calonel or Oifficer of oot
Field Marshal and horse

A FETEY COMTima fder

Bishop-Militant General
L Eprrie n;ﬂl vreirrans af I'H-lu]r faoe we e T (k1] called
“dsuble IIIiE'ﬂ.!."

Infantry

A standard infantry platoon consisis of either three ligha
suads or two heavy squads, The orderly iz usually 2 Tu-
ta trd-level human adepr.

A company congists of five platoans, The sacrosanet
is usuwally & Sth-level human adept or a 4th-level human
paladin ar highter.

A flame consins of three eompanies, usually 1wo
infantry companics and one cavalry company. [t is led by
am argent, uwtll:,- a Jih-lewel Il‘l.-t'l'll... eleree, paln‘lm. ar
earely o silver pyromancer {Fioe Nakons 150).

Alegion consists of three 1o five lames and is always
led by & bishop, an adept or eleric of $th level or higher.

EL 5: The levy squad is the staple unit of Thrane
infantry, consisting of humans led by s lay priesi. Levy
iroops are rarely srmored and carry poorweapons. often
no more than spears or clubs.

Orderfy: human warrior 1.

Ordrens (7): human commoner |,

EL &: Heavy squads are slightly beiter armed but seill
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poorly trained levied troops, usually led by a knight™ o

a paladin,
Faol=Cagdain: human knight or paladin 1,
Orderip human adepe 1.
Weights (8}, human commaner |,

r

Cavalry

Thrane ﬂulr:,- wnies, wnlike s 1nl'l.|1.r1-:,l. Fise Lo A Fea-
sonable stancdard of training and skill, Their horses are
al gq:md stock, and their riders are LOMELIMEs Among the
Thrane elites. They work closely with wands and with
eXpEr iemeed ldrpﬂ 8.

A cavaley platoon consists of two light or heavy
cavalry squads with a hoof-priest, a Sth-level fighier or
paladin, in command.

A cavalry company—commanded by an argent who is
a bth-level adept, cleric. highier. or paladin—is made up
of two cavalry platoons. again cither light or heavy.

A light or heavy cavalry company is sometimes
included as part of a flame, along with twoe infantry
companies. Thrane does not usually mix light and heavy
cavalry within the same regiment.

EL 7: A light cavalry squad is led by a paladin on the
best mount and made up of humans with lance and saher.

Ridimg- Caplain: human hghter or paladin 3.

Hoof-Priest: human adep 2.

Faithriders (5} human warrior 1.

Light Warkores (8): MM 274,

EL 10u A heavy cavalry squad consists of well-trained
riders, two priests, a wand, a captain, and their heavy
mcGunta,

Riding-Captoin: human fighter or paladin 4,

J'Mj-ﬁ-.;mfﬂ. human adept 3.

Riding-Wand: magewrighs 3.

Faithriders (6): human Aghter 1.

Heaoy Worhorses (100 MM 273,

Commeon Tactics

Thrane's tactics and success are hugely dependent on
the available leadership. Early in the war, local leaders,
clerics. and even pious children all commanded enor-
maus armies that saw catastrophic failure due to a lack of
cxperience and 100 much reliance an divine favor. Inthe
second halfl of the war, the Cardinals carefully appointed
commanders, swearching for the perfect blend of compe -
Iefice T I_riq;-l:r. T.I‘Ir Efl:‘ll-l"l.l RUCETEAS WS I‘rh]lt{-d. 1;',' |l1.-|::l|.-|_-
eommanders who combined the Thrane w-'llmmsrpu [T7]
aafler la FEe umtlunmgﬂ hier wath the uwee of elite forces
e turn the tlde of battle.

In gene ral, levied 1 FOOJ are aihedd 1 CRgaEe andd Fix the
CREmY. Chnee u,rrn_glgfd. uvt]r':,- o elites, in combd nstson
with Prlflll!r rnmpaniﬂ.. enter hattle 1o finish the foe. In
an ideal situstion, the sheer weight of numbers allows the
Thranes 1o surround and annihilaie their enemies.

ELITE UNITS

Thrane's individual units are largely forgotien; the names
of its armies are the ones mosi commonly celebrated.
However, a few of its paladins and priesis are well known
even ouiside Thrane’s borders.

Avenging Hand of the Eternal Flame
The paladins of the Avenging Hand are the fines examples
af Thrane mariial arts, combining courage with faith

and superh harsemanship with savvy use of shoek tacties,
Their nickname among many of the levies s simply the
Flame's Hand. Their blazon isa white field bearing a red
hand surrounded by silver fire.

The unit was based out of Flamekeep but spent all
its time in the Thaliost region, riding st the head of the
Aremy of the Morthern Crusade. [t led the assaule tha
ok the walls of Thaliss isell, and it was in the front
ranks of those that beat back numerous Aundairian
mitempes 1o mount & counterattack,

Losses among the Flame's Hand were high over the
vears, but the unit never lacked for volunieers. Inthe later
siages of the war, it marched with the Legion of Perpeiual
Adoration and helped to curb some of the worst excesses
of that time, always defending the peasants and the poor.
It also served st the Battle of Cairn Hill, repelling the
Breland/Darguun invasion of southern Thrane.

lis founder and first commander was Lady Margil
Heirion, a friend of King Thalin's. lts current Knighe-
Commander is Alestair Marktaros (LG male human
paladin 9}, an individual of such stature that his name
has been recommended for the Diet of Cardinals.

EL &: An Avenging Hand squad is typically a group
of two lances (three knights each) with a hoof-priest and
a paladin commander.

Sir Handers Bonngfor: LG male human paladin b.

Faladvn’s Heaoy Worhorse: PH 45,

Hoof-Priests LG female human cleric 3.

Enighti-Breibren (6 LG male human knight™" 2,

Light Warkaries (70 MM 274.

The Red Sails

Thrane’s navy used both volunteers and conscripas 1o power
galleys, to conduct boarding actions. and to assauli shores
throughout Scions Sound. The Red Sails are remembered
mastly for the latter—their night operations scuttled many
Karranthi. Cyran, and Aundairian ships, merchants,
and siege barges. The anit was more feared than loved,
howewer; its commander, Sercyl Ghastor (LE male human
ex-paladin 4/blackguard 2}, adopted a motto of "Get i
done.” Persistent reports of execution of prissners and
toriure ultimately led 1o Ghastors being summaoned before
the Council of Cardinals for a hearing, he disappeared
en route 1o Flamekeep and has not been heard of sinee,
His traops weee seattered among other naval units inoan
sptempt b stamp out their wicked practices.

EL 7; This unit is a typical shore party of the Red
Sails, looking for shle-bodied victims 1o press into naval
AEFviIET .

Ship=Priest Mally: LE female human cleric 4.

Preis= Chinf Witherett: CN male fighier 3.

Shp-Orderly Vinders: LN male human eleric 3.

Priis Brethren (8): LN and LE male and female human
warrior I.

THE BLACK HIGHWAY

The Last War was a time of fear and pain, but the chaos
of the conflict also provided opportunity for a select few.
e such "lucky”™ population was the criminal element
across the Five Kingdoms and beyoand, Mot only did the
need for warriors on the barders thin ithe ranks of law
enforcement throughout the cities and the countryside,
bt the conflict itsel fofTered submantisl venues for praf,
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compartments in wagons and ships became popular, as did
items such as bags of holding with spells on them to prevent
easy magical detection. In some cases, guilds used soldiers
themselves to transport goods, working a few extra blades
into this unit, a few more wands into that.

Many smugglers were caught, but some grew so skilled
at their trade that they banded together into an interna-
tional smugglers’ guild—called the Black Highway, after
their network—that hires itself out 1o thieves” guilds and

raments to this day. In the modern era, the Black
Highway is led by Sillet Phelar (N female elf rogue 4/aris-
tocrat 1} Although many of the goods the organization
transported during the war are no longer worth its time,
it is still expert in moving large quantities of restricied
or expensive materials, From soarwood to eternal wands,
dragonshards 1o raw mithral, and even (sccording 1o
rumor) brand new warforged, the Black Highway boasts
that it can provide almos any material or item imagin-
able. 10 any buyer—so long as the price is righa,

THE MARKETS

Capven their deal e to avodd the attention af the 1i'||1|lil-:|' asid
law enforcement, the guilds could not simply hold large
“hlack market barasrs out inthe Gpen, et bt did them no
Eﬂud ror hwwe thiese wart i me gmuju |I'|]|u-:,- couldnt sl them.

| ou TANY CARES, | he QrgaTizal bons Tamaeled ek gnnd.l
imlo Iegiliml.lt mlrhlp]n:ﬂ..'rlu_-:,- H‘LIE_!'I.I. Far instanece, sell
i few pwords 1o a merchant heee and there, which the vendor
eould then offer alongside his more legitimarely sequired
goods. Although this process was relstively safe, it was inef-
ficient and didn't turn a huge amount of profit.

The real money was in selling large quantities of
goods o mercenary companies, houses, noble families,
and some governmenis. The guilds involved in the Black
Highway needed areas of newiral territory where they
could arrange meetings without (much) fear of arrest.
OF all these black markets that existed scross the lengih
and breadth of the continent, four were large enough 1o
be worth individual discussion. Each of these areas still
has something of a thriving black market, even if it's far
smaller than it was during the war’s heigh.

Lhazaar

The pirate and merchant population of the Lhazaar Prin-
cipalities made it the perfect site for black-market arrange-
ments, None of s rulers was powerlul enough 1o held
large law-enforcement veama, and many provineial leaders
were happy to ignore the eriminal activities entirely in
exchange for o pereentage. The location of the meetings
changed, but they were commaonly held a1 Skairn, Port
K ree, or— -mmuilr P rlq:mkinp; Deeacdhold Prison, in
same of the small seaside communities of '::l.l.'u" Far.

Sea Weed

The “village™ of Sea Weed is a eriminal haven of the oddest
sort. Ii has no fised location. Rather, the community con-
sists of several dozen ships and barges, lashed together and
bridged to form a network of walkways and surfaces. Here,
vendors can set up stalls, pirates can sell their wares, and
deals can be made, all without outside interference. The
bridges and ties are designed io be cut away at o moment’s
nodice, sllowing the ships to scatter in all directions st the
approach of a naval farce ar other threat. At ecach assem-
bly. the ship captains agree on their next location—telling

few if any of their crew—ensuring that they can gather
again and continue business as usual.

Sharn

Although most Black Highway markets are in out-of-the-
way locations or small communities, one is bocated in Sharn
itsell. This greatest of cities is far from sny of Breland’s
hostile borders, meaning that it boasted a relatively small
complement of saldiers during the war, More impariam,
the city’s sheer size and coimopolitan nature made it
exiremely difficult for those officials who did remain 1o do
much palicing of the marketplaces, The guilds diseovered
quickly that, wo long as they did lule 1o draw sttemion, the
m"hlphﬂ'; e Sharn weren't much more da TEE TS [SFTT
their other bazaars, and were often more profitable. And if
things did go wrong. the docks offered o swift escape.

Stormhome

This haven for aples and l'l.-giul.-ﬂ WS PEr Frnl:r suited
for the sale of poods, sometimes with Stormwalker assis-
tance. See the House Lyrandar eniry {page 69) for more
on Stormhome’s place in the Las War.

BRELAND

Although suspicion, hostility, and cold war continue
throughout Khorvaire, Breland seems 1o suffer more
than its fair share of lingering difficulties. This faci
surprises many historians and sages; they note tha
Breland came out of the war in relatively good economic
and political shape, and that it's less martial and fanatical
than many sther nations. Surely, they posit, the militani
Karrns or the zealous Thranes should see the greates:
AN il n'l"n:n-minuing Wnrest.

Alihough certain spois (such as Thaliost, page 92) do
indeed serve as a focus for violence, and many nations ikir-
mish at their borders, those counitries face a smaller variety
of conflicts than does Breland. The Redeloaks and the
King's Dark Lanterns take what steps they can to quash these
troubles, as do the less celebrated but no lessvital watchmen
and enlisted soldiers, Nevertheleas, Breland's continuing
problems could seriously damage the kingdom’s well-being.
even if only by blinding it to cutside dangers.

BRELAND AT WAR

Breland shifed allegiances as often as any other combatang
during the Las War, but it never earned the raging haired
that the ather enemies Fell for one snother. Aundsirians
think of the Brelish as sreogant, Karenath sees them as
weak, and Thrane eonsiders them cor rup1—|:m none of
those nations hold lasting grudges against Breland io the
samme extendt they do against each other. At least pari of this
sttivude doubiless daies back 1o the siart of the war. Although
Breland was one of the "aggressor states,” standing with
Karrnaih and Thrane against the iraditional ascension, the
Brelish were never as belligerent as their fellows. (The Brel-
ish today might claim that was due to their better nature, bug
the truth is that Breland didn't have the will or the forces
to do more in the eary war years.} Additionally, Breland
lacked the passion of Thrane's Church of the Silver Flame
and the dread of Karrnath's undead, two factors that have
shaped peaple's attitudes to both those nations,

Ferhaps the greatest contributors 1o Breland s current
woes are fugitives from ather nations, War eriminals,




s g
-
e

deseriers, and civilisns -.-rrll::!{ L143 caape the |_'|||1||1.'I
fled drrir iate the lands of the E.lr!,:r'\l af the Five Nations

In some inmanees, Breland weleomed I|:r|1|_ as with the
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Breland s armies '-III'|;!|1- lacked the .'|.|.|.l-l' iy T I.ul vl the
couniry s entire border
those they would rather expel. Legitimate or not, the fsct

let alone its massive i nterior—For

that so0 many of the nation s current problems are caused,
or ai least exacerbated. by wartime fugitives has ignited a
spark of xenophobic prejudice in the outlying communi
ties of this normally cosmopolitan nation

BRELAND TODAY

Where ather "hot spats” are the pivot poinis between mul

tiple nations, ar are torn by siruggle between large factions,
Breland's issues come primarily from smaller sources thai
khave been allowed 1o [ rnw unchecked. The sudden erup-
(155311 1'\-|"\n.|r 1Em i |;|'.r |‘|.|r||_:|-r here—oar at |1' A8 malk ||'|1' !rrinm Ty
r1al s [nur.u;_ |1|'r|1|1:| stannds at risk of be img eaiem AWay
froam w |I|‘||r|_ like a ||||-c|.:¢' ridddled with -|!|l\.|_-.;-.r_ Tk || |i|-r'r¢'
b Liele lefe warth !:H,:!Illli.[: Gaver E"\-rr]. rll_'hun_ Eroup, :||1r|
matian discussed herein causes |Jr||i|1r|1|~ far, aF campeies
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Cragwar

Marth Ba rdfr !l:'l'll;nl & ﬂrrl.lrnl .-||-|:| Aundairdid
radel cngage in FEICTiREVE campaigns J.H_'.-Hll.l.l each ||l|'|rr_
biar e mbers af both rl-c:-||u|..|1 voqs st Fatie their hack
les ar the mentbon of the athes, This i frarT lag |:|J|1:h IFuae
l.l'l. ."'lll.'|5l|.llr Fhit .Illl! Hf.l‘l'ilrl 5 BrCar |]Ir ||:|-r|jr:\. “’I'Ill"ﬂ.-
mational e ide and tales of Brelish invastons early in the
war have Ll']rl the coals ol ATREET stoked. Un occasion, Jg:
tators, from old seldiers o l-rrlu.!,:r F|1|:|L1. stenl across the
border and rob, vandalize, or torch Brelizsh communivies
and caravans. lo date, king Boranel hasn't increased
military presence on the border, hoping not 1o otfend
Breland’s relatively nonhostile northern neighbors
{unlike those vo the east and west), bui the people who
dwell near the border are demanding action. It might
be only a matter of time aniil Brelish citizens launch
“"counterattacks” into Aundair or the Reaches

Bandiis and the Black Highway: Breland has an
enormous amount of active banditry for a civilized king-
dom. The crime rate in its large cities {particularly Sharnl
is high. and the roads are beset by highwaymen. Alihough
many of these bandits are ex-soldiers with no ather career
sk :]]1.. af the urual mix of the ﬂr sperate :||-|r| thie '|.|.-|:.|-rlll_ &
.|.|r|,:r FH}I"IIITI II[ ELFF].III:II'& II,I'II.I!II IIIIFI'||IJ|'II_I'| as r|||.l|||r I.I]I'
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any ot her means of survival or simply enraged a1 the world
thar destroyed their bome and left them with nothing.
Oihers wre deserters from neighboring miliviss, unable
o go home. Banditry is most severe near the centers of
fugitive populstion—ihe Black Pit, the King's Fores near
ihe Zilargo border, and the smaller communities around
Mew Cyre, for instance—but it is & nationwide problem.

The large criminal population, combined with the
cosmopolitan atiraction of the big cities and the small
towns of fugitives with livile to lose, have combined
o form a thriving black-market network throughout
Breland (see The Black Highway, page 56). Criminals
and unscrupulous merchants from other nations and
various houses come here to find illicit goods they cannot
acquire elsewhere, feeding money into the criminal
underground and often sparking additional violence.

Darguun and Drosam: Breland's military and
citizens face the same problem from the east and west:
specifically, incursion by the goblinoid and monstrous
populations of Darguun and Drosam, True acts of war by
these neighbors would almost be welcome in Breland; the
nation could then bring military and diplomatic weight 1o
bear againg them, The truth is, neither ol the nascent gov-
ernments of Darguun or Drosam wants war with Breland
ar has any (overt) hoatile intentions. The "invasions™ are
the wark of rencgade bands, soldiers, and maraude rs who
reipect carnage and plunder more than they do the fechle
laws of their new governments, Unsurprisingly, Breland’s
EOVEFnmMen] Lees these sttacks as far proee Ll:m!tmm than
the p-u]il tenl vandalism that eceurs 18 the north, and K'“I{
Borane]l has moved units of both standard soldiess and
RBedeloaks ine position slong both borders.

Karrnathi Warlards: Belations berween Breland and
Fearrnath are strained B Ingrl} |'|-¢n_'~¢!'|.1l. Borane] and
Kaius have exchanged hostages, and their nations have
embarked on s tentagive but growing set of irade arrange-
ments. The two are oot conveniently located, but given
the antipathy toward Karrnaih by Aundair and Thrane,
Breland seems to be the Karrns only visble partner.

Mot all of Karrnath's warlords are happy with their
king’s push for peace, however. In violation of Kaius's
dictates, several of them continue to harass other nations.
Most direct their atiention toward their neighbors, but
Warlord Stavos Sattler {LE male hll:ﬂi.ng knight ™" 4}
seems determined to preveni the growth of any furiher
friendship between Karrnath and Breland., On four
separate occasions, Breland has been attacked from the
Mournland by forces that resemble Karrnathi undead cav-
alry, and clandestine Karrnathi unis periodically operate
in Brelish lands (as they did a1 vimes during the warl,

The Mournland: Despite the threats posed at the
Darguun and Droesamish borders, a significant Brelish
milinary presence patrols the borders of the dead-gray
mist. lis offieial du1:,- is ::p-_qu.ﬂi ngainal the Y readd Baor-
rors that nf{'umnlﬂvl.-rm”gr from the blaseed waste |lamed
of the Mournland, but it has & second, less publicized
purpass: o watch for evidence thar the devasmation is
abeout 1o repeat inself, OF all the pmuhlr fares for kis
kingdom, Boranel most fears a Cyrelike destruction,

Diespine the fact that other nations have much larger
borderswith the Mournland, Breland suffers the greates
number of monstrous incursions. Some citizens blame
the presence of Mew Cyre, theorizing that whatever
caused the Day of Mourning seeks 1o finish the job.

Mew [:,H: This CALY SE¢ME 1o bea FAETIED for troskle.
Az mentioned, some Brelish Blame js edvizens for the influx
of monsters from the Mournland. Others sceuse the city
of harboring bandits, since so many Cyran refugees have
turned to erime out of desperation. Still others begrudge
the people of Mew Cyre their lands and jobs; even Breland,
though relatively prosperous, has its poor and destitate.

For their part, many New Cyrans are grateful for their
new home. others are reseniful of the common Brelish
attitude toward them, and still others haven'i forgoiten
that Breland was one of the aggressors at the start of the
war. li wouldn't take more than a single large riot or
upheaval o hurl the entire city into civil unrest.

Lord BEuken ir"Clarn: Potentially the greatest threat
to Breland's status quo comes from within its own govern-
ment. Lord Ruken leads a cabal of both noble and elected
officials who seek to end the Brelish monarchy. replacing
it with a democratically elected parliament—with him at its
head. He and his allies, with seeret support from Clueen
Murala of Aundair, reassign troops and resources 1o weaken
King Boranel’s influence and reputation. [T any of the
alorementioned potential erises reaches the padnt where i1
redquires swi i government action, these conipirators could
conceivably plunge the entire nation inte chaos through
simple procrastination, (For more on Ruken if Clarn [LE
male human aristocrat 2], see Fiee Mations 51.)

DRAGONMMARKED HOUSES

It woild be woelully inaccurate 1o sy that the dragonmariked
houses discussed here—=0Ghallands, Kundarak, Medani,
Chrien, Sivia, and Vadalis—were unafiected, aor didn’s 1ake
SLEE 1 thrive, dur ng the dark dl.‘rl. al the Last War, Seill,
thess howses had & dramas h:-l“".' ammaller | Mpacl on the war—
and viee veran—than eovered here in tndividos] entries (e
House Cannith, page 64: House Deneith, page 66; House
Jorasen, page 67; House Lyrandar, page 69; Houses Phiarlan
and Thuranni, page 71; House Tharashk, page 72).

HOUSE GHALLANDA

The outbreak of hostilities saw a drop in patronage ai
Ghallanda's establishments. as soldiers moved out 1o the
front, and frightened people locked themselves in their
homes. When it became clear that the conflict would
run long, however. those who could afford 1o do so took
every opporiunity to eat and drink out, enjoying the
peacelul and happy momenits as well as they could. Many
af the halfling hosts granted special rates 1o wldiers of
all nations, for few eat and drink so heartily a5 a warrior
an leave. What could have proved incredibly profitable,
however, instead resulied in only modest gains, as the
drains af the war on national reisurces prevented the
house from acquiring supplics, drinks, and foodauifs
imthe fuantitkes, ar al the prices, i1 elesbred,

M...n:,- House Ghallands establishments served as
mecling I‘l|lﬂ"l. far aples and lugiu-.-t—.!. |hrn¢ghm-|. the
war, Even on those rare occasions when a governmeni was
PN"n.hl‘h‘l to asrder it LERETET E into the howse's hnldmg.».. the
soldiers on ihe line were never eager 10 upset those who
provided them with their only real escape from the war.

HOUSE KUNDARAK

In the early years. the war was good for House Kundarak.
Galifar’s wealthy stored enormous amounts of monies,
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HOUSE MEDANI

If any house iruly violated the edicts of newtrality during
the Last War, it was House Medani. It's an open secret thas

FWEFNMEENLY Tl t:!'\-l: EEFLONIS
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probt. Thieves' guilds and eriminal gangs looved euanes
and governmend installations, knowing that the forces nor-
pally sssigned to security were insesd on the front lines,
Farther, every nathon produced ls share of war eriminals,
individusls responsible for such strocities thay even aheir
own governments disasvowed their scoivivies, Both privace
citizens and overworked milisry officers needed someone
1o track down these malfeasants. House Deneith might be
known for its law-enforcement work, but when the victims
of these crimes needed 1o locate hidden eriminals—or
when Deneith was too busy on the battlefield—it was the
investigators and spies of Medani to whom they turned. To
this day, Medani maintains a cadre of investigators—the
Basilisk's Gaze. led by the eccentric Taldor d' Medani (LN
male half-elf rogue 5}—whose sole purpose is to track down
war criminals and terrorisis who have not yet paid for their
actions during the Lasi War.

HOUSE ORIEN

Orrien might have suffered most, in terms of economics
and influence, af all the dragonmarked houses, but even
for it, the war was initially profitable, As the warring
provinees moved soldiers and materiel cross-country 1o
the front lines, House Oirlen was often tasked with aiding
in those endeavars. And this the house did, sssisting all
factions and nations equally (assuming they could pay).
COieien recelved substantial income from Khorvaire's
elvilians as well, as 1I-|¢:, fledd fram che front lines or
froveel i'.-r!l:}n!mgl. By [ram areas of dlngtr. Cpden
began investigating ways of expanding s abiliny to earry
freight and passengers, These projects included larger
lighining rails, seli-propelled wagons, and even a ligh-
ning rail car capable of laying its own track of conductor
stones by means of short-range telepartation, but none
af these effort had gomen past the design stage when the
house’s iimancial foundation crumbled.

Cirien's radls and rrade routes took damage thraugh-
out the war. The first major loss was the White Arch
Bridge over Scions Sound, but this was far from the last.
Although Orien's routes were usually victims af collai-
eral damage—Kaius ordered the hirst destruction of the
White Arch Bridge 1o prevent invasion by Aundair, for
inslance—same attacks were aimed a0 Orien direatly. In
one inlamous incident, soldiers of Thrane ablitersied
an entiee quhm-in_! ratl station when I|I-|ﬂ- learted that a
member of the rabl's sall had been bribed 1o pass miali
LATY SEETELS O 1O Breland.

The Mourning cemented Orien’s downfall—an enor-
T Pnrliq;m :pﬁht]islu ning rail etwork was obliterated
in one fell swoop. In recent months, the house has seeretly
gt hered a la TEE Ml mber of artificers, magEw r:ghu. WiE-
ards, and crafrers, even gramting safe haven 1o skilled
.Fugu:i'-'ﬂ. in exchange for assistance. Orien secks some
means of either restoring ihe lighining rail, or creating a
comparable vehicle thar isn't bound to arrack, but it does
nol wish 1o draw on the expertise or resources of other
houses or nations to do so. Uliimately, this endesvor
eould make or break ivs efforis at regaining its place as
one of the greatest houses.

HOUSE SIVIS

The gnomes of Sivis were considered herces by mosi
Khorvairians, doe to their agtions in the war, though that

goodwill is already fading as people once again allow the

Hawee of the Weitten Ward to fsde into the culiwral back-
ground. Khorvaire isalarge place, and though all warring
factions had intricate networks of spies. their intelligence
wai lor the cars of ge merals and l.mgs. ol the common
man. It was the mystiesl prowess and creations of Sivis—
spraking stones, transeribing quills, papers readable only by
the intended recipient and resistant 1o damage, and the
like—that allowed citizens 1o keep abreast of events, and
soldiers 1o keep in comtact with their loved ones.

Sivis was more than a passive participant, of course,
Every nation needed 1o send swift and secret messages
from the front to the interior and hack, and each made
use of House Sivis to do so. Some merely purchased
additional quantities of Sivis-created items, but others
hired communicators and messengers from the house
itself. Rumors yet linger of Sivis members who were cap-
tured and tortured by various nations, in hopes of prying
enemy secrets from them,

For Sivis. the war proved profitable in the long-1erm
in ways that its mare martial counterparts could never
have anticipated. Because House Sivis carried secrers and
messages for all Five MNations, it now possesses knowledge
that the various governments wish 10 keep hidden, This
situation grants House Sivis some degree of palitkeal lever-
age, though the gnomes are wise enough not 1o press the
bssue. Afver all, revealing those seerets would destroy the
Boaise's Fepuetal bon anel ml.gl'u ENER rﬂmu:-kt an overt attack,
Through careful manipulstion and subtle reminders of
what it knows, however, i1 ean SUEEEE better deals and
ATFATEEMENLE Ol of etherwise recaleivrsnt cliemis.

HOUSE VADALIS

When the war began, Vadalis dispatched scouws and
hunters 1o the far corners of Khorvaire, Although the
house had been long known for its magebred animals, the
barons knew that a long-term con flict would bring with &
all manner of bizarre needs and requests, and they were
determined 1o meet them all. Through combinations
of wild hunts and the occasional irade or purchase with
natives, Vadalis acquired egps, calves, and mating-age
specimens of all manner of exotic beasts.

Throughout the conflict, the warring nattons
approached the house with a variety of odd requens,
and Vadalis delivered pesults ranging from magebred
warhorws for h-_-n-:,- “ulr,- 17] g'rqifq:nuui ned Tor acrial
reconnaisiance and war, snd from buman-hunting dire
wolves to bulemes trained o dig under the walls of for
tifieations, Even the rare dinosaur was not beyond the
Bcrpss s tl}ilnr o teaim and deliver, for the rigln price. Few
prople think of Houwse Vadalis when they consider the Lass
War, but—=like the beasts of burden employed throughour
K horvaire—its contribut ions were indup-rnuhlr.

ELDEEN REACHES

Ifviolence does indeed beget violence, war must beget war.
Mowhere is this point more obvious than in the Eldeen
Beaches. Like sparks cast off from a burning forest fire,
embers of the Last War have come io rest here. Alithough
the larger conflagration has been extinguished, each of its
lingering flames threatens o erupt into  brand new blaze,
Whether foreign agitators stirring up trouble, confliciing
druid sects, rival bandit leaders. scheming politicians, or
any number of other flashpoints, the threats facing the
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Eldeen Reaches might be more subtle now than they once
were, but they remain just as potent.

THE ELDEEN REACHES AT WAR

Eldeen saw its share of conflici even before the commence-
ment of the Last War, The variows druid sects clashed with
one another. native druids and shifiers fought agains
Aundairian settlers, and everyone feared the aberrations
and K hyber cultists of the Demon Wastes, Siill, large-scale
conflict was relatively rare, particularly given the looming
presence of Aundairs military, waiching from the Wynarn
River, and the personal magnetism of Prince Wrogar

All that changed early in the Last War, Aundair moved
the bulk of its forces east and south, Almast immediately.
the tensions that had long simmered beneath the surface
of the Eldeen Reaches began to bail over—but hefore
they could erupt into violence, outside forces arrived
Large groups of bandite moved inta the newly vulnerable
territories, stealing much from people who already had
Tattle | trn- many |:.f|.|:r L1 :lh;“l_‘lll-. WEe I'r|.||'|. |n:|r||-|_-1:|]rr||_
a ||.|i hrl'h. l|'|J.:|.:|' wmere 1n rlr 1 e rJ.l:'r{I. o ll.l‘l L Llil I:l il r‘l!
h:r Karrnath, the Lhazaar Pri ||.|'||:|:||l| ies, or Breland,
remains unclear, Brelish militas ¥ farces advanced sneo
the pathern territares nocupying .I':r].u hl.lr_ [T F-I'II.IJIIIII.'.
snd Svlbaran, H,J: T nath !.F-I'I‘Ir-lt por teans of the woods with
ulll!r:rl \II]IIIFF'«. TNV NG '|r||_: H"«'I'r.ll ‘I‘f I]I.r |Ir'||.'||| RECLR
that Faval cabals |‘|.1.|‘| eraased the line lnto ||"|II.:|' whnatuwsal
.‘ii an :I' E ] I:I Ta I.l 1y hriFl wWilh |! 1 'IJ:.I“ EI-I'I.I s | h-r -I'"I 115

tor saldicrs were

FaFG,
dairian throne. Mone were answered

mare de -.]'llrl l!r]'. needed elicwhere,

Mative factions took advaniage of the incursions for
itheir own ends. The Ashbound destroyed several border
villages in attacks that were blamed, at first, on bandii
activity. The Children of Winter struck againsi the larger
druid secis, goaded into action by hidden instigators
who secretly served Culis of the Dragon Below. Indeed,
at times it seemed that the Eldeen Reaches had as many
warring factions within its borders as in the rest of the
continent combined

It took the Wardens of the Wood until 956 1o squelch
the worst of the conflicts between the druid sects and
bring mos hough not nearly all) of the sguabbling
cabalsin line, Once that was done, the Wardens emerged
from the Towering Wood and rallied the beleaguered wil
|.11,:i_-r1. agullul |'_|.-| n-lllh qu fq,l-rl_-|!,::| ;H“llr_l-n. "rhr F|r||]|.|-r_
Hrl[:r\. !l ."'.un»;la|r rlll' -h:w_‘crn:ug lhrlﬂ. wWrrr I"II.IE.E (=}
|‘|r|_'].;1'r fr.-||l:|' B ||.r |:a'r|_-.1.| |:|r1|.::| 11:r| the Wa r:|-|_-|h ||rI]|.|_-
Wood, ance :|1|;|-|_-||-r|1:|-|_-|:rr wai declared. The Aundaks
AN Crown wllll_-h h:r| e |-l||-.-r|| 1 wencd Ilnl:pﬂ. ter miel the
Rfdl'!ll_’r'«. ||r|_'r|.rit this bet r.1.:¢'.-||. and aswembled a foree of
FEACFveER !.IJFIIII_'IrIII 1 invade the “rebelliows™ territor '|'
Avundair's ellorts were too Little oo late, however.

Several modern historians believe tha Karrnathi
JHJ'II‘:FF'« Il||.H:|1l have heen |:|l'rl.-|"lll :||.1Il|lg the rI.'ILII:IlE
af the bandir los :l\.. mnel |:|l_|:|‘|l have worked 1o convince
many undecicded Reachers that declaring tlndq*[pr:sdrnrr
from Aundaie was the 1|.th choiee. Indeed, several
minar battles between the rwo nations were decided in
Karrnath’s favor due to Aundair's reduction of troops
while it attempred to retake the Reaches.
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THE ELDEEH REACHES TODAY

The end of the Last War and the recognition of the
Eldeen Beaches as s sovereign territory dampened the
Hames of conflict, but it didn't extinguish them. Almoss
every struggle that began during the war continues, albeis
under the surface. Bandits and robber barons still plague
the eastern lands, and more than one such group has
clandestine backing from Aundair or Breland. The Ash-
bound launch attacks over the border into Aundair and
Breland, terrorize natives, and work against the interesis
af the Wardens of the Waad, The Children of Winter, too.
struggle against the Wardens, and all the secis are plagued
by aberrations aned those loyal 1o Khyber, Adventurers in
the Eldeen Reaches see plenty of combat action, but they
are far more likely 1o fall victim 1o the hidden political
machinations of the reglon’s sects and factions, With no
meaningiul cemral government, the Eldeen Reaches
h"i‘lill‘llr has more than s share of intrigue.

Factions

To truly understand the condlices that ravage the Eldeen
Reaches, one must identify the major factions, Mot every
group invelved in these ongoing siruggles is discussed
here, only those that are major instigaiors, or otherwise
ceniral 1o ongoing evenis.

Ashbound: Although the Ashbound is neither the
largest nor oldest druid sect in the Towering Wood, its
actions have an impact on the region far in excess of
its size. The sect’s enmity toward arcane magic-users
not only inspires its members to attack travelers, mer-
chants, and emissaries within the Beaches” borders, but
emboldens them to launch frequent raids and attacks ag
Aundair proper. They have caused localized famine and
flood by manipulating the weather, wreaked havoc with
summaned elementals, and infested villages with hordes
of vermin, Though Aundair has noi, 1o daie, been will-
ing to commit its forces to retaking the eastern Reaches,
the actione of the Ashbound might eventually grant it the
perfect excuse 1o do sor sell-defense,

Aundairs The nation of Aundair as a whole, and
many of its leaders in particular, would dearly love 10
reclaimthe Eldeen Reaches. At issue in s prize even greater
than the rich, Fertile castern lands that would do wonders
for the nation's cconomy and food supply—the mater of
nattonal honor. The Aundairians are a proud people,
many of whom are displeased with the resulis of the Treary
of Thronehold. The bulk of parriotic rhetorie is direcied
at frlﬂlhg Thaliosn from Karenath, bt holds T sway over
the Eldeen Reaches runs a close second: Many Aundair-
fans want the lands west of the W:, narn once again wndder
their control, Thewr ambiudes are embodicd on & g
ernmental level 'h:.' Lard Darre ir Lain (LN male human
wizard B/ knight phantom &; see Fioe Nahons [T}, who wishes
to recluim the Eldeen Reaches ss & means of ioughening
up the military. In the sirees, the rallying ery is led by the
Aundair .I’I.E:I'lriil‘l Association, a snri.n-pnluiul group
whose current leader, Pallarrs Bresk (LN female human
aristocrat &), sees the reclamation of Eldesn ss vital 1o the
nation's survival. While this group isn'i nearly as zealous,
and certainly not ssviolent, as the Seions Liberation From
[page 94}, it is & potent polivicsl foree that could yei prove
capable of swaying the government 1o its point of view.

The fact that no official siate of conflict exists berween
Aundair and the Eldeen Beaches doesn’'t mean blood

isn't shed. Although rare, skirmishes do erupt berween
Aundasirian communities on one side of the Wynarn, and
Reachers on the other, ss nationalist dogma or simple
resenitment boils over. Mot all of this aggression comies from
the Aundsirian side of the border. Several Reacher agitators
enjoy stirring up umbrage in their own villages, or cross-
ing the border to cause difficulties for the government thai
“abandoned” them. The most famous of these is the half-elf
bard Briar, currenily a "guest” of Direadhold Prison, but his
apprentice Erza (CN female half-elf ranger 1/bard &) and
plenty of other admirers are eager to take up his banner,

Baron Swigers O the roughly two dowen sizable
bandit groups and communities still aperating within the
Eldeen Reaches, the largest and maost skilled s the army
al Sutger, self-syled "Baron of Maozs,” Sutger (ME male
human seouwt™ B) keeps a hidden forest estate somewhere
in the Towering Wood and commands a retinue of over
a hundred bandits and woodsmen., The baron's saldiers
waylay travelers, sceept payment From outsiders 1o disrup
both Beacher and Aundairian communities, and have even
been known te kid nap membera of druid seets for Fansom,
Eulgﬂ has 'hrg-u.n h\.I.I'I.IHIE down the ll‘!h:lh-l other ban-
dins, bri ng i ng them under his rule or st least intim bdat ing
them ine paying iribute, If left unchecked, it's possible
that Baron Sutger might succeed in establishing s "bandi
empire” throughout the Eldeen Besches large enough e
rival amy of the legitimate factions or governmenis,

Wardens of the Wood: The Wardens are siretched
thin, attempting 1o keep things together in the Eldeen
Eeaches. The sect is large and powerful—but neither so
large nor so powerful as it wishes others 1o believe. The
challenges posed by rival druid secis are draining the War-
dens’ resources far more than they let on. So far, they have
managed io keep Aundair and other governmenis out of
the Eldeen Beaches through threats of reprisal, but even-
tually those threats might prove 1o be insufficient. If tha
day comes, the Wardens are uncertain if they'll be able 10
produce the power necessary to prove that their promises
of violence are anything more than an empay bluff,

Housge CANNITH

Few institutions profited from the Last War more than
the makers of House Cannith, Already the driving force
behind the ereation of magic and toals across Galifar,
it readily rose ta meet the challenges and opportunities
of war, providing weapons and equipment o all while
acknowledging loyalty 1o none, As is so often the care
in khorvaire, however, fortune turned o disaser, and
thow who had gained much from the war found them-
selves no less shattered at i1s end than Galifar i1selfl.

IN THE BEGINHING

Cannith's leaders knew the Las War was com ing hefore
almose anyone elie, even Iflhr—r didnmn rnmprrhfnd how
-Il-rnmm[ﬂumg it woialed become. When T halin, BKaius,
and Wroann :-h-ll.-;,-ngrd Mishann's sueeession, the sil-
i ngs all arrived with arened soldiers—a clear sigmn ol their
readiness for war, Even before Galifar's fall, no pmuimr
wenl 0 war wit kot |||m'.'|:pi.|ing materiel both mundane
and magical, and that meant desling with House Can-
nith. Merrix d* Cannith ithe Elder and oiher leaders rec-
ognized almost immedistely whar must result from such
a course of action, and Cannith geared up for production
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earnest, the house was prepared 1o meet the demand

In fact, House Cannith did not wait for each of the
son-ta-he-nations 1o come Lo it |1n|1|.-r||.|'-r.i:| alter ithe
ammencement of hostilities, Cannith affered i1y services
e Dyre and Aundair, that they mighl meei the .'|1.||.|rr||¢-r
afl the ather natiens., 5o Turiows was Kaius of Karrpath
atthis ||-r|-c|'n.r::. "rreanan Ehat some histarians believe
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| hough Canmnith isbest known for its magic machines
of war and the warforged themselves, the house's early
contributions to the conflict took the form of mass
production of mundane items. [hrough the use of
semianimate tools and magic forges. Calenzo d " Cannith
pioneered the creation of weapons, armor, and minor
lchemical items in & fraction of i he trrme it l\.-u.l.|r| have

I i i
faken a humanoid smiih magrew righit ar alchemist to do
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WAR MACHINES

In the early years, House Cannith had not yet developed
o specific vision for its wariime creations, and its efforis
were spread across a variety of methods and technigues.
The creation of the warforged titan in the middle war

vears would eventwally lead Cannith down the |'\...|||

forwaErad the frus l\.-\..lrln.-?:.':! boag |:'|..r wan far Irom the
howse's -_.|||..-||'1r|.._-_||.-|.-'-|| Ina Faind I..-..'-\.I:.|r|..w||.,\_'|..'I|'.-
great s hisvm to come,. Gannith's creative efTorts divided
the house informally intos ihree separale Facticns

ke Birst, led by Calenco, focased an individaal vaals
ancl WEARDNS EVER alter |n-|'\..'.n'.;||-r1-|-||-| i TR i:-|||-|||. (ET3NF
afl the mundane, From their eflloris came ereateans such
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titan was the most well-known early i roduet of thizs inter

eal, bt orhers such as the runi |,:I.'I|'|I|I|I. ! and the stee
kraken |Five Notions 930 sprang from thiz eftort as well.
For a =, Merrix experimented with animated siege

engines {such as the siege golem, Uitpeape 126}, Although

popular with a few generals, they were too limited in
use compared to the warforged titan to gain widespread
aCceEplianoe land io Proedce S1e a0y revernwe ¥,

| he smallest group focused on creating wehicles of
war. Led by Lirisa d"Canmnith. it manufactured clock

1 1 3 ¥
h|||L I|I'h|'| '_rll-l'll'lILl' sieeds. mobile siruciures .|I|"| 'Ilr’

I I
el of Emalish (named for an ancient wizard wh 1

1 i .,:I'l'lll'h a ired). Several of Lirisa's descendants

have sworn that it was. in fact, one of her designs that
eventually led to the ereation of hWrgonth (page 430 and
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THE FINAL DAYS
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cantile channels, the house sold millions of go
worth of equipment and -\.-\..-.|...|-|-\.|..r.":|'| warring mation
ai well as to various nohbles and privale Mercenary com

panies. Merriz and the other leaders funneled much
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more potent crestions, but more than encugh was left for
the house to ihrive. By the end of the war, House Cannith
was wealihier than any of Khorvaire's nations.

The flow of income increased further when Aaren
d'Cannith, son of Merrix, created the first true warforged.
Amren sought simply to understand the mysteries of life,
bt it was his aged father who saw the value of the discovery
to the war effori. He instantly co-opted his son's creation
and offered the warforged as soldiers to the weary nations.
Development of other new inventions slowed. though i
never ceased entirely, so that the house might devote the
bulk of its ressurces 1o creating more warforged., Mo
of the warforged manulactured an this time were roughly
human in shape, though haliling-sized warforged seours
appeared in the las years of the war, and rumors tell of
ogre-sized and larger warforged hidden away 10 be wied
an lase-diteh weapons.

As o what the bouse was developing, nobody can say
for certain. Some rumors sugges Merriz the You nEer
had ordered the creation of wa r]'a;rgu-d ks, |'.‘1.|:mgh
sentient, could be implanied with specific permnl“l::,
iraits or obedience 1o a particular cause. Oithers claim
that Cannith was working on building warforged of
monhuman forms, such as animals, monsters, and even
dragons. 5till others maintain that Cannith had pro-
ceeded as far in warforged deselopment as it intended.
and was working instead on the artificial creation of iruly
living creatures, made of flesh and bone but possessing
stramge mystical abilities.

Whatever the truth. it never came to fruition. Can-
nith lost more than its ongoing experiments on the Day
of Mourning. It lost hundreds of skilled members. the
resulis of decades of experiments. and millions of gold
pleces worth of euipmnent and material.

Cannith’s glory days were over, Although the Treaty
of Thronehold would not come for two more years, 1alk
that the Day of Mourning would spell the end of the Lasi
War began immediaely. Through their various political
connections and mercantile interests, the leaders of Can-
nith supporied those who sought to continue the war and
i prevent the signing of any treaty. [t soon became clear
that the proponents of peace would not be denied. With ihe
end of the war in sight, demand for Cannith's weapons and
equipment dropped off. and without that flow of income,
the house couldn’t hope to rebuild guickly. lis actions
might have extended the Last War a bit. but they weren'i
remotely sufficient to undermine the peace movement.

The house might have been more successful if it had
been able to coordinate its efforts. In addition 1o the
aforementioned losses, the Day of Mourning cost House
Cannith the life of its patriarch. Unable to setile on a
successor, Cannith followed Galifar into schism, resuli-
ing in the three primary factions—Merrix the Younger's
Canmnith South, Jorlanna’s Cannith Wes, and forlan's
Cannith East—that exist today.

CAHNHHITH TODAY

Thoeugh Cannith is sill ene of the most powerful and
wealthiest dragonmarked houses. it is a shadow of what it
ance wis, By forbidding the crestion of new warforged.
and granting existing ones the rights of septient races,
the Treaty of Thronehold essentially siripped Cannith
of its primary revenus stream. [ be further division of
Cannith resourees into three factions has all buy guar-

anteed that no one of them can ever regain the heights
once enjoyed by the entire house.

Since the end of the war, Cannith’s members have
maintsined their reputation as makers and builders.
but have also acquired a degree of disdain, as people
who suffered during the war have turned their anger
against those who built the war's greatest weapons. Tothis
day, rumors persist that Merrix d'Cannith matntains a
secrel creation forge with warforged slaves, and that he
routinely rends teama inte the Mournland in hopes of
excavating the Cannith seerets buried there,

Perhaps most damaging 1o Cannith South, and 1o the
house ar a whaole, is the fact thae Cannith s one of the few
entities that ean Itgul-irﬂ.url-r- lernk back on the war as the
-E{rql-d alel dl’fl.- ﬂnl:,- a4 FEsi mplinn of hosmilities wouwld
truly allow it 1o regain what it once had. and although no
salid evidenes exists to suppon this view, & Ereal many
pu_-nplr believe that none of 1he three faction lesders s above
lryin! (15 mui.gue a new confdliet for that purpose.

HOUSE DENEITH

The humans who carry the Mark of Sentinel have long
been the foremost suppliers of mercenaries and security
forces for the Five Mations of Khorvaire. During the
united rule of Galifar, the Blademarks Guild of House
Deneith provided warriors to supplement the forces of city
guards and local militias, After the outbreak of war among
the Five Nations. House Deneith was thrust into a precari-
ous situation: [is services were more in demand than ever,
but it could not provide these services to all that sdesired
them without sending mercenaries to hght each other.
Takentoan extreme, the Last War could have evalved into
s condlics Fought entively by opposing groups of Deneith
mercenaries. Even in the absence of that exireme case,
House Deneith was hard-pressed 1o svoid the same kind of
schism that tore House Phiarlan inwo two houses.

IN THE BEGINHING

The stari of the Last War was so lucrative for House
Deneith that some have accused the house of helping to
start the conflici—accusations that appear to be base-
less. It is clear, however, that at least some members
of House Deneith had early knowledge of the war: As
Thalin, Kaius, and Wroann prepared their challenge
to Mishann's succession, they began marshaling troops.
Before ithey purchased arms from House Cannith and
hefore they hired Jorasco healers, the rebellious lead-
ers began mobilizing their own forces—which already
incluoded Deneith mercenaries. As preparations contin-
ued. they bolssered their armies with Deneith soldiers,
armed them with Cannith weapons, and supparted them
with Jorasca healers, and money began flowing inte the
coffers of all these dragonmarked houses,

Conflicts within House Deneith began almaoss
immediately, While the Blade marks Guild began amass-
ing enormous profits from this new demand for s ser-
vices, the Sentine] Marshals embodied the rule of law in
a united Galblfar; as o group, they opposed the outhreak
af war and sought eenselessly for & peaceful resolution 1o
the question of suceesiion, This dedication to peace won
the Marshals many enemies, however. Sentinel Marshal
Brsshin d Densith, sn q:-l.:lspnl.:n sdvocate of peace and
a tireless d:iplq:-mn. was msssssinmed siv months sfer




Jaroa's death, an event some historians deseribe as bring-
ing sbout the end of sny hope for averting the war, Some
alog suspeet that members of the Blademarks Guild were
rripnl'l.l.lhl.-l," for Brashin's desth.

Chniee thie war ‘he—gln in earnest, however, the Sen-
rimel Marshals made the best of 8 bad situation=—or
perhaps Brashin's assassination brought them sround
to & more pragmatic point of view. In either case, they
began reinventing their role in s world that was changing
dramatically, shaping themselves inte the international
police force that they remain to this day. They monitored
the conduct of the war and challenged nations and com-
manders who violated what few accepred standards there
were regarding such actions as the treatmeni of prisoners
of war, the targeting of civilians, war profiteering, and
the neutrality of the dragonmarked houses.

Meanwhile, the Blademarks Guild was siruggling
to maintain its neutrality among the sharply polarized
realms of Khorvaire, The official position of House
Deneith was 1o provide mercenaries to any nation tha
paid for them. As new kingdoms declared their inde-
pendence fram the Five Nations, House Dencith opened
accounts for them. Denelth commanders serving with
nstional armies stayed willfully ignorant of the larger
plans of the allied Forees as well as any movement af
Deneith lorees on opposing sides. By unwritten code,
Dencith Forees did not engage other Deneith forces on
the bautbefield, and at least three minor battles during the
war ended with only small groups of Deneith mercenaries
left on both sides of the conflier.

This policy of strict newtrality sllowed Deneith 1o
remain unified (unlike House Phiarlan) while also reap-
ing & iremendous Fmﬁl as the war dragged on.

THE FINAL DAYS

Two evenis near the end of the Last War had o significant
impact on House Deneith, threatening to reverse the
house’s inancial gains from the war to that poine. Fies,
in 369, tens of thousands of hobgoblin mercenaries sup-
posedly loyal to House Deneith turned oniheir employers
in Breland and Cyre, slaughtering the human armies and
carving out their own nation of Darguun. House Deneith
had originally employed mostly human mercenaries, bui
since 878 had used ever-increasing numbers of hobgob-
lins, goblins, and bugbears. The goblin uprising shat-
tered the trust that the Five Nations had placed in House
Deneith and threstened 1o drive it to bankrupicy.

A rapid response from Baron Jannes d'Deneith
(father of the current baron) averted disaster. Jannes
followed in the foststeps of Lord Cail of his house,
wha had led the ariginal Deneith expedition across the
Seawalls 10 make contact with the goblinaid iribes, and
made peace with the Lhesh Haruue, He forged an agree-
ment under which Haruae would continue 1o provide
mercenaries 1o House Deneith, personally vouching for
the loyaliy of theswe troops. The Lhesh made a tidy profue
and gained a signifcan measure of recognition from
the other nations of Khorvalee, which was solidified in
the Treaty of Thronchold. House Deneith had an aphill
battle convincing the other nations 1o rely on goblinsid
mercenaries again afier the uprising. but st beast it aeill
had troops 1o il the ranks of the Blademarks Guild,

The second tremor 1o rock House Deneith began In
987 and buili slowly. In that year, the Daughters of Sors

Kell declased the independence of Drosam, forming a
nation oul of what had been a monster-infested wilder-
ness. 3oon thercalier, new mercenaries appeared an the
market, their services brokered nor by Howse Deneith
baut by House Tharashk. The ores and half-ores of House
Tharashk had an easier 1ime negotiating the SIFARgE
culture of 1the new nation, snd they were sble to secure s
deal that provided gnolls, ogres. war tralls, harpy seouts
and couriers, and even hill giants to the warring nations
of Khorvaire, In the view of many generals. the disei-
plined human and hobgoblin seldiers offered by House
Deneith could not compete with the brute sirengith and
monstrous savagery of these Droaamish mercenaries.

The entry of House Tharashk into the mercenary
trade occurred late in the war, but its impact on the busi-
ness of House Deneith was nevertheless devastating. Had
the war continued. it seems clear that the Blademarks
Guild would have lost ground to the Tharashk opera-
tions. particularly with House Deneith’s low credibiliny
afier the Darguun uprising. As it was, much of the profits
the Blademarks Guild raked in during the early part of
the war dwindled away in its last thirty years. and House
Deneith was not the major player that many expecied it
1 be by the war’s end,

DENEITH TODAY

There were same within House Deneith whe planned
their lives around a vision of the house's gresiness. Shirin
d"'Deneith (LE male human rogue 3/fighter 4/dragon-
mark heir 20 1 one such prrsan. The Lard Commander
of 1he Blademarks nlruggkd 1o restare his !IJIH'I. e redl-
ibility in the years afier the Darguun uprising, and he
has fought tooth and il spainst House Tharashk's
eniry inte the mercenary marker, He has even allied
himself with the Order of the Emerald Claw to salidify
his power base and to realize his vision of the house's
future. His 1is 1o use the significant military power
af the Blademarks Guild, combined with the Sentinel
Marshals, to seize conirol of Khorvaire and forge a new,
united empire ruled by House Deneith. By no means
everyone within ithe house shares Lord Commander
Shirin's extreme views, but in a house stung by shame and
threatened for the first time by significant competition,
he finds many sympathetic ears.

At the same time, the Sentinel Marshals have
returned to their traditional role as peacekeepers,
upholding the new order established at Thronehold as
the end of the war. Part of the Thronehold Accords reaf-
firmed the Sentinel Marshals' role in enforcing the law
across national boundaries, as well as helping to enforce
the treaty itself. Sentinel Marshals can now be found
across Khorvaire—hunting fugitives from justice, track-
ing escapees from Dreadhold, and monitoring border
clashes and disputes.

HousE JorAscO

The House of Healing finds itself in an unusual posi-
tion when it comes (o activities and repercussions of the
Lau War. The Jorasco halflings not only prafived from
the Last War while hosilities continued, they benefied
even more from the war’s aftermath, OF all the houses,
only Jorssco can elaim that the war was an ungqualified
FOOROMIE VEceRis,
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JORASCO TODAY

House |orawco has found the afiermath of the war poten-
Iu":r HiiGEe ];ruﬁl;hlr lhlu the war IH.I:] i S*Jl'ﬂl" H.I:lld LETS
rtqu e |-|::l|.H: =i rm care, ma Il.r WAP-lOrn cOommuniiees
EE FAYA ga_-el b eiscase, and the Eovernments af the Five
Mavions, even when they prefer not 1o deal with the
rl.ngnn marked houwes, lack the resourees 1o tackle these
prn‘lﬂ:m- of thetir own. | hose who resented the 'Iul!]lng;i
for their actions and prices during the war often have
lintle choiee but 1o turn 1o them mow.

On the other hand, not evervone has been so guick
1o Forgive House [orssco for its wartime decisions. Par-
vicularly in the backwater rural communmnities, people still
feel as though the house abandoned them. In the face of
the war, rr]igiuu:. praciice has EXperie need a resu rgeEnce,
and a number of poorer people—never Jorasco’s most loyal
clientele 1o begin with—are turning to their faith rather
than io the halflings. House |orasco has never seen a period
so profitable as today, but the wisest among the halflings
know that their fortune is balanced on a knife's edge. and
the slightest ill wind could send it tumbling.

HousE LYRANDAR

Mention the Last War, and most Khorvairians think of
House Cannith. or perhaps the mercenaries of Deneith
and Tharashk. Fewer folk think insantly of the Mark of
the Kraken. In truth, however, House Lyrandar had a1
least as much of an impact on the war a5 any other dragon-
marked house. Although it might not have prafied as
heavily, the lang-term goals it achieved in those tumul-
Hibislas yWars {-l,l“l.l,i e :l.l'r FRi1Ae the hl'l-lj!.l:' L 1+] 1|1-r h|H1IrlI
positbon it has ever known.

IN THE BEGINHING

Lyrandar had some slight foreknowledge of the war (though
less than Cannith or Jorasca), since various nations hired
its ships 1o move troops and materiel. Most such jobs went
ta House Orien, however, because of its greater netwark
of overland routes. Thus, Lyrandar barely knew more
than “semething’s coming” when war erupted, Like the

ot her hauies, ].:.- randar IhLﬂI;llIall".!r s aisl 1o aobeain whar
|H-|,:|f|| it eould Mrom a grim situar bon, bt the -,-M-'I:.. war
found the hall-elves ot a dizsadvant nge. Their elemenial
gt'llfnru were [ast and reliable, b 1I1.¢3,- were only mod

i."EIl-E]'p in demand; most Lransport oerurred mlrrh il

Lyra ndar was forced 1o rely on its other abilities 1o pry
gold from the warring nations.

And pry it did. The masters of weather were able to
create s slow but steady stream of income by offering their
services scross the continent. Hawving difficulty moving
your irgops through o rainswept. mud-bogged region®
Suffering food shortages thanks to a poor growing season
combined with enemy raids? Wane to render a trade route
impassible? Lyrandar could do all of that. {And in fact, if
the trade route under assault belonged to House Cirien.
the house might even offer a discount. )

Oin several occasions, Lyrandar was accused of vio-
lating its position of neutrality, but in fact it never did so.
House members cleared up the weather for any army that
could pay, but they refused to send poor weather against
an enemy of their client. They fed crops. but refused 1o
cause drought. They destroyed trade routes, but only those
not clearly owned by any particular government,

As House Orien's ability to transpart goods eroded,
mare and more nations and armies turned 1o sea travel for
transport, Lyrandar built up a veritable fleet of elemental
ships, circumventing the Korth Edices that Forbade it
from developing a military foree by simply pointing ow
that it had 1o supply the ships ta s eustomers., OF caurse,
simee some customers merely wanted 1o hire Lyrandar
o iranipart goods, a8 oppoied to purchasing ships, the
honse :|.:|;| ";:}ilu_‘|:|f1:ll]|v- wlll.l! uir w“h ala rge number
of vessels registered in it own name.

Oine of Lyrandar's biggest contributions to the Lasi
Warwas Stormhome. The central home of House Lyrandar,
an island in the mids of nigh-eternal siorms, proved an
excellent meeting place for spies and refugees throughow
the war, Though the Aundairian erown technically held
title to the island, it could do little more than mount a token
patrel for enemy agentswithin the ity. The ather natians
were reluctant 1o attack Siormhbome lor fear of alienating

F—“

HEALERS AND SpiEs

The ability of the noncombatant Jorasco halflings 1o
mowe acrass he countryside, and even thi uugl: A Faging
battle, was highly appealing to the intelligence services of
every nation. Throughout the war, almast every govern-
ment offered Jorasco healers enormous sums of money
[0 CATTY MEssages oF staie secrets, or to simply report on
what Ihr:r e “'rﬂ -|,|||r|;|!,; I!l.l_-|r_'|:|-|lrt'|¢:|.-. L[F] .Ill-l,l rru-nl I:|:|,-
front lines.

{}I'Erulh_.. House |orasco rebufted all such TEQUEsLE
as violations of its oath of neutrality, its noncombatans
siatus, and s -rEu'|:.- s healers. On an individus] level,
however, several halflings secretly agreed 1o such arrange-
ments, in exchange for a litile exira money on the side.
The house proper turned a blind eye 1o these activities,
allowing its members 1o earn some gold by doing so—but
METH nuhm!{ it very elear. on the rare aoceaslons when

one of these "healer spies” was caughi. that the house
had no knowledge of his acvivities and would not shelier
a guiliy party.

M far grester concern o House Jorasco was the
sudden upsurge in forged dragonmarks, Theugh it's all
but impossible 1o fake a dragonmark under close magical
EERITR A MG, & T ark e -E'u!ﬂr n-r]uiu Ilﬁ cursory i |!|'|.F|l‘\{ [$ 1511
isa much simpler affair. 3ome nations hired nonaffiliated
]Lnl!]ul.g; o make message runs. providing them with a
mark that looked real enough 1o the average soldier on the
field. House [oraseo threatened to reduce or even halt aid
to governmenis faking these marks, and the practice faded
from common usage, but it never halted entirely. Even
ter this day. techniques for forging the Mark of Healing
are substantially more advanced than those directed at
duplicating any of the other dragonmarks.
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LYRANDAR TODAY
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THE STORMWAILKERS

Dne source of income for House Lyrandar .||-|||'-_: the

warwas lorval Enkilics: (LG male half-ell re gue ) mmel
;’II""\."'IL:.II\I.'.I'II".I ll'il' ';"'lll'l'h'h.l:Ll'l"' .I-II & fee 'Ill'l;!'l-'llj'
would smuggle fugitives 1o and from Siormhome, om
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pelitical maneuvering, the half-elves af House Lyrandar
might actually make themselves s true political as well as
FEORGMIC POWET O the continent.

Lyrandar is, however, less popular among the eher
howses, House Orien, EM]I“E from the ﬂlmlgr af the
war and infuriated by l.:,- randar’s efforis a moving in
on it terriiory, takes every opponiunity 1o show up, or
undereut, the House of Storms. House Cannith has seen
how effeetively Lyrandar has profived from airships that it
helped vo ereate, and it wanis & larger piece of the setion.
Cannith was paid in full for is initial design work, and
its artificers hold numerous comtraces for maintsining
and building new ones. For several of House Cannith's
barons, that is not enough; they are giving serious thought
o withdrawing their aid and demanding an equal share in
the profiis and disposition of the airships. To date, they
have been argued down, for fear that Lyrandar will simply
take the schematics it already has and find other artificers
to build the ships, cutting Cannith off from a steady source
of income. Relations between the two houses are precari-
ous indeed; within the span of a year, they could be closer
allies than ever, or they might be engaged in an economic
war that has repercussions across the continent.

HOUSES PHIARLAN
AND THURANHNI

Ar the start of the Last War, there were twelve dragon-
marked houses, By the end, there were thireeen. For the
ordinary cithrens of Khorvaire. many events convey a
sense of the magnitude of the war: the fragmentation
of Galifar into a doren nations, the fall of White Arch
Bridge, and the obliteration of Cyre. For members of
the dragonmarked houses, the schism of House Phiarlan
stands above the others a5 a sign of just how badly ihings
went wrong during the war,

As the house that buaili i living on seerets, it would
stand to reason that Heuse Phiarlan would have the
mast foreknowledge of the brewing conflict, be the mas
prepared to deal with 1. and have the best plan 1o profin
from it. As it happened, none of thase things was true
House Phiarlan was torn in half by the war, and neither
portion of the sundered house came out the bener for i
involvement in the war,

IN THE BEGINHING

Before 1he Last War, House Phiarlan was eszent nEI:,- the
intelligence organization of the kingdom of Galifar.
Like the Sentine] Marshals of House Deneith, the eovert
agents of House Phiarlan worked 1o mainisin order in
the kingdom, uncover threats 1o the royal line, and
guard against infiliration from beyond Khorvaire. The
death of & ruler always caused a flurry of activity among
Phiarlan's agents as they worked hard 1o prevent any dis-
pute over the succession. The barogue laws of heritance,
by which rulership of the Five Mations was supposed 1o
be held by the five children of the king of Galifar rather
than passed from parent to child, caused no end of
trouble during transition periods, and House Phiarlan
was often responsible for smoothing that treuble over,
Upon Jarot's death, the agents of House Phiarlan
were more concerned about whether BKaius would relin-
guish contrel of Karrnath 1o his nephew than abom

whether be would properly cede the throne of Galifar o
his sister. Somehow, Thalin, Kaius, and Wroann's plan
o challenge the succession escaped the house's notice. By
the time the three renegades declared their opposition
1o Mishann's claim, it was too late for House Phiarlan to
tmp]n-'r ins wsusl hi._ghl:,' secrelive methods o hrirl.g' the
situntion under control. The house found itself thrown
into a war for which it was not the least bit prepared.

Despite its inexplicable lack of foreknowledge, House
Phiarlan did its best to capitalize on the new political
landscape of Khorvaire. Even the nascent intelligence
organizations of the Five Nations—the fledgling agen-
cies that would grow into the Roval Eyes of Aundair. the
King's Citadel of Breland. and their counterparts in other
nations—were sccustomed to purchasing intelligence from
House Phiarlan. and the house was able to build on those
relationships and position itself in the center of a web of
espionage stretching across the continent.

In a situation similar to that of House Deneith. the
elves of the House of Shadow were forced into a difficul
position. straining their position of strict newtrality, le
was one thing for Deneith mercenaries to refuse 1o fighe
cach other on the battlefield; it was essentially impossible
for Phisrlan spies 1o withhold information abour Phisrlan
spies working for their employers’ enemies, Even more
than the work of front-line soldiers, espionage demands
partisanship. Ax the war progressed. Factions within
House Phiarlan found it inereasingly difficuls to main-
tain even a pretense of neutrality. Even of House Phiarlan
had been s tightly unified howse st the start of the war, it
wisisled have been hard-pressed 1o resist the internal forces
that were tearing it spart from within, As it was, the house
was already fectionalized. and the iensions of the Last War
stretched it past the breaking poini.

THE FINAL DAYS

When the Mark of Shadow appeared among the elves of
Aerenal, it did not appear in one single family line bu
in several, By the time of the Lase War, five lines=Tial-
aen, Shol, Elorrenthi, Thuranni, and Paclisn—were the
maonl important families in House Phiarlan. As the war
progresied, each of these lines euliivared favorite elients
and d-u_"urln-ptd unigue qlrrnglhl in edafferent areas of
ciptonage. Rivalry among the families was fierce, and
when confliet hetween the elients of two lines coincided
with  strong rivalry between those lines, the resulis were
aften violemn:,

The:.' were never more violent than in 972, In that year,
the Thurann line of the house uncovered evidence that the
Paelion line, famed for its fearsome assassing, was plotting
an elaborate scheme 10 assassinate the heads of sate of the
Five Nations, sirike against other dragonmarked houses.
and seize power over all Khorvaire for itsell. The plan was
insanely grandiose, but when drawn up and executed by the
miost skilled inflirators and assassing in the world, it might
have worked. Upon receiving this information, Lord Elar
Thuranni d"Phiarlan (LN male elf rogue b/dragonmark
heir 31 knew he had to act quickly,

Elar himself killed Lord Tolar Paclion d'Phiarlan,
head af the Paelion line, and the Thuranni agents under
his command killed every other Paclion they could find,
bath within the family heldings in the Lhazasr Prinei-
palities and in Phiarlan haldings across Khorvaire. The
alaughier was brutally effective.
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youngest houses, based in & region far from ihe heart of
the conflict, it seemed likely that Tharashk would con-
tinue on as it always had, affected by the Lasi War only 1o
the extent that all citizens of Khorvaire could expect a
degree of economic hardship.

Those who made such assumptions did not realize
the burning desire of Tharashks members to increase
their house's prestige. Warriors all, they refused to let a
continentwide war rage about them withowt making every
attempt 1o turn it (o their advantage.

Ax first, they had precious little suceess at doing so.
Several of the house's members made excellent saldiers,
hiring on as mercenaries. while more of them worked as
irackers and scouts for any army that would pay for their
services, | hese assignments were all on an individual
|:\.ll||l|. ]Ll’Jwrvrr‘. J.“I_'l r.rnnl few COIfs far the ||-|}uﬂ" 1Y
& whole, Mast of the warri ng malions turned 1o 8 more
tlllhh\l‘l{':‘l RMEUFCER |_|f H,:|-|,lii_-:'1. |‘||:|l||.l.-|_" Deneith.

Tharashk earned a {ar EFEALET MO A of income by
n-l'&rmg ba sErviess as 'hmml:.- hunters rather than sol-
diers. Many nations that would otherwise have had linle
1o do with the howse hired the hunters 1o track down war
eriminals and deserters when their own military forces
Incked the numbers or the shility 1o do so. The nations
also rried 1o hire Tharashk bunters 1o locate enemy arti-
ficers, p|annr rs, and officers for assassination. L'FHF:il:e ins
desire for respect and income, the house as s whole refused
to undertake such missions. Unofficially, several of its
members did accept such commissions on their own.

Most of the house's contribution 1o the early war was
in the mining and delivery of dragonshards. In conjunc-
tion with House Lyrandar. which transporied the valuable
crystals from the backwater Shadow Marches 1o the other
nations, Tharashk made an enormous profin from the
dragonshard-heavy helds of the region. Many ofits warrior
were occupied in guarding those fields, or escorting ship-
ments to and from Lyrandar galleaons. Every nation in the
war purchased Tharashk-mined shards at some point, asdid
Cannith and several ather dragonmarked houses,

House Tharashk’s forces fought several pitched
’ulllr\ v the |_-.u'|:|' wWaTr aprsl fsk EAEmMIEL wihaa -.:Hl!{hl ({43 rl|l|
I||.|_- L!rAH'{:r'l shard ﬁ.lﬂﬂl [url|:|:|r-|,:wn (FET o "|. H-I'l_-]nll ”l:l-lll]l.
arrived on the l.|!u;|r\-rl. n-F |!|.r Shadow Marehes in qu. af
Aundairian &x p-ﬂ_-l itian mruck from the Eldeen Reaches
i1 913, and several of the unul:gnnl are tribes llll"l‘ll!‘ﬂf‘d
ta form their own dragonshard-trading consortium in
44, In all three coses, Tharsshk sueceeded in repelling
the incursions, and the heightened prices it levied agains
Breland and Aundasir for vears afierward were sufficiens
to convince other nations not 1o ory again.

THE FINAL DAYS

Tharashk's coniributions to the war might have remained
at these levels—constant but barely notable—had it no
been for a farsighted pair of siblings. [hentreik (N male
half-ore druid 5) and |hourka (N female half-ore ranger
53 Hirrecht d" Tharashk encountered the dusk hag Sora
Teraza during her wanderings, in the yeard before the rise
ofthe Daughters of Sora Kell in Drosam. Constantly seek-
ing eldritch knowledge, Sora Terazs petitioned to sudy the
dragonshard felds, and the siblings no only allewed her 1o
do ko but made her feel weleome, While escorting the hag
back south afterward, [hentreik and |hourks were anscked
by a band of trolls near the border. Recovering from this
encounter, the pair realized just how dangerous the inhab-
inants of that natbon were=—hut slvs how valusble I|'||:':|- eould
be on the fields of war, When the Daughters of Sora Kell
united Drossm years laver, the siblings spprosched Sors
Terara about the lsiwe of mercena ry MOnsiers,

The resulis were greater than either side could have
hoped. Through House Tharashk, the Dougheers gained
an insider’s view of the culiures surrounding them, aswell
as a channel of communication with nations that would
not normally be willing to lisien io a "bunch of monsters.”
Tharashk, inturn, suddenly had access io averitable horde
of potential mercenary soldiers, mighty and terrifying
creatures that House Deneith could not provide. Through
intense negotistion and the splitting of profits, the house
and the Daughters came to an arrangement in which the
hags sent large bands of their subjects to serve as merce-
naries in the waning days of the Last War, all arranged,
managed. and led by Tharashk members.

Tharashk™s Droaamish mercenaries first took the
field in 987, at the Battle of Silver Lake, Hired by more
militant members of (ueen Aurala’s court as an experi-
ment. a unit of ogres and tralls, led by Tharashk half-
ores, raged across the shores of the lake and routed a unir
of Eldeen wardens. Word of the event spread quickly,
causing every ruler, general, house baron, and mercenary
captain to il up and take notice. In a manter of weeks,
'rh;;;ghk il frurl'i 1:: |.lI.E are 1,:[ the mose 1,I1lll'l'l"-l,l|'¢'rl[
||.r_|1|.5.-|;|1. Bk hi;q I'IE rvl_-r'r'{:l'lf': THEw best friend.

ﬂr. Faf I‘“_-l'. :lll‘l-l:“.l l:"«'l_'t'}-l:!l'l-l‘“l: House U‘l_- Aeth was
E;r:ﬂ} el betarleeel ||-:|. the suedden rampﬂl:iun. {Z.!I]m_g an
i1 pq}'ln beal slliances, and |'ﬂl:¢'1 ng on the innate disirus
of the monst rous races, it was able to kﬂp §LS OW i L TE -
naries a1 the forefront of the various nations” attention.
S1ill, House Tharashk managed to sieal a sizable portion
of mercenary profits sway from Deneith. By the end of the
war, giant and monstrous mercenaries were, although not
a common sight, no longer especially surprising either.

F——-—-—-——-—-———_q

Hunt ror THE HARPY

Among the many deals made berween Tharashk and
the Daughters of Sora Kell, one in particular occu-
pies the huniers 1o this day. As the hags solidified
their hold ever Drosam, a select few potential rivals
escaped their purge. One of the most dangerous is the
harpy Sklar. also called the Hag on High (page 81).
Rather than devote their own energies to tracking down

this fugitive, the Daughters have instead passed that
responsibility on te House Tharashk. A hunting parey,
currenily led by Lithrs Buusk (CN female half-ore
scout™ 9, has dwelt in the wilds of Droasm for over
a decade. [t is responsible for one thing, and one thing
un'lvl.-—lg.tuing Sklar and a few other u.gir:iwl far the
Daughiers of Sora Kell.
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THARASHK TODAY

loday, 'harashk is known t'qu.l“:r well for its ability to
hind almeost anyone or anything and its capacity 1o provide
bestial mercenaries of a sort not ohiainable through House
Deneith. Alithough the competition has not erupted into
overt hostilities, Deneith and Tharashk are on a collision
course as they compete for the market in mercenaries, To
date, Deneith still has the advantage: That house has more
contacts, a more established reputation. a larger number
of available soldiers. and the ability to IO ide soldiers that

¥ 1 X
don't necessarily stand out on a batileheld or in a civilian

% ot important House Deneith has

an oclhcial EXEMpH KT ta the I\.urlll hocords .|“:-“III|,: 11
-.-n'..|r||..|||.|-I.||u|:|'.|,:- military force—a benefit that Tha

|-"'I'iLI.'u L!. r:'l.ll.'l"'\.l‘ll\. I:ll'hr'll'l can undercul I?rll"'.ll'.!.

s, sinoe gt .'I.-I'\. .||I{:.I'Illrl.|| sources af Income L I'. as
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CATE [Eroy idle mercenary [orces af a 1ype Denenth sell ean't

match, Howie Deneit 1A nade numercus ovErluEEs 1o

the ::l.ll:[:I'.'l'l'\- af B o ECell, Bast has so far

aceess 10 the Droasmish soldiers, It has had more luck
with tis secusations that Tharashk has vialated the Korth
Aecords, a

famerops Limes to make i elear thae
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monsters of Droaam, but anly Faeilitses their contraces
with ether nations.
Lo
Oae of Tharashk's prestest defenders AgARMAL thie

LEERivETS Of II".I\F:'II'.'I"IF.I. .'\.I“l'-ll‘-r I 'hI.III-I.II : I'I"-‘--.

hasuses srall we |k'.'-|_l|".|'|-.' [ {a I'..|'.|'\-||l||| I||.|.;I|I|'\-||.||l|'\-.||'|l\.i
share inthe 5.-III|II'| and Lyrandar doesn’t want to see its
husiness Parimer taken down,

House | harashk = greacest .I"||l.|-\.l an K horvairian

culture, however, has been entirely eoincidental. As the

hall-ares af the howse appear more !||'.||-rr||.'\. BTG T
the ralherings of 1he
rich and FOWEE

Ful, and as their
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have become o B O accustomed to their Presence

I hough it cannot yet be said that the homans, elves, and
halflings of Khorvaire are fully accepting of the mon

sirous races, they are no longer as hostile or |-l-"l.|-'| iced
as they were only a few decades back. Particularly within
INOTre q.'ll!.'||'|l:||:|||: &N COIm Mt es, some ol |:'|r mons rous
humanoids might be only a generation or two away from

Irue acceplanoce

THE MANIFEST LEGION

Even in a world as magic-rich as Eberron, the cen

fivipale

:.-':na'll. ||:|'..||-|||"-Q|||-|-r.|||'. .n..|'.||1||||||-||I|'||
by frreba but the archers of Breland and the |-||:|¢|.‘-. ol
Thrane are atill individuals of natural abiliy

et aa the mercenary arder known as the Manifes
| Lol 'g {=F] ].|.|I||||;'I:.-|| k1o the days belore the Law War, the
| L' ISELILE wly eame 1RLD 08 owes I|u|'.|'.';\.l|'..|| canilict, and
it remading, to this day, the :.|||_l|'-.l |.'||:l'|l-.'||‘|r.'|l AFCATLE

il stary foree im the Five Nathona

IH THE BEGIHHING

Ihe Manifest '|4.-|_--_n|. was the brainchild of the Aan

datrian wizsard Gwinnath Tuerien, In 888, Turrien was

the favared J!.||I:F||I:l\.-c' of Uri Charvel, linison between
the Arcane |IIII'|'|;I|"|'\- snd the royals of Aundair. {1 his
Ii & |"l'\.|'.:lll. held in the modern day by Minister "|-|.l|
s ELY 138 While Charvel was heavily tocused in the
research of magic. his apprentice was far more interested
im its .-H.-I:- stion. When the Arcane Congress learned
that Turrien and a few |.'.|r.|;:||-'\- Fad I-:|||n||i-|| ST
whees 0o Aundadr's melivaey without
.||.f|||n.|| they were F1.|-r|:---i

P 1he GFFEATILEALEGTY

I hiz dishonor turned
ouit to be the start of some
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with her tellow ":lr:l'-'l'\-.
Crwinnath lurrien formed
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MILITARY STRUCTURE
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one or two conjurers often hold back to counterspel]l any
incoming srcane sttacks.

Onaly once they are properly positioned do the
Legionnaires launch their attacks, From iheir dominating
position, they can place summoned creatures and other
magical effects almost anvwhere on the battlefield.

Because of the relatively shart duration of summon mon-
iter anad similar spelly, the Manifest Legion makes subsian-
vial wse of Extend Spell, Sudden Extend™"', and mefemapic
recti af Evrad Spell, Do additkon, many members make use af
the Rapid Summaoning™ fear, which reduces the casting
tedeie of summon moneles -.]ll_-“i 1o & mandard sction.,

MERCENARIES OF DARGUUN

There was mever su pp—u}n.-td. 1o be an Ta remy af Da rg [SLTT T
House Deneith lhuug!‘n i was aequiring gq}hlmmd e
cenaries from random primitive tribes. e wan -ﬂll.l!r when
Haruwe gained control over the Ghasl dar hnhgﬂhlm-
that they became & unified force. This evens effectively
divided the forces of Darguun into iwo eras. Both are
described below—the mercensry bands, and the far larger
and more organized Ghaal' dar military.

To understand goblinoid military forces, one must
acknowledge that Darguun is scrually muliiple nations
in one. The Ghaal'dar clans are the most numerous.
These families provide the majority of the goblinsids
who served as mercenaries during the Last War, and who
rallied around Lhesh Haruuc. Ofalmost equal influence
within the nation’s borders, however, are the Heirs of
Dhakaan. Although less numerous than the Ghaaldar,
the Dhakaani are even more militant and more disci-
plined, They seek o rebuild s true goblinoid empire. and
they never hire themaslves oul 1o :m:il,:nh'lmmd FLAE 43Fi4.
Ihe Heirs of Dhaksan remained :'I.-n,—p i the Junglﬂ. and
caves of Da rguunn rh:nughnul the Las War, watching and
waiting, and have emerged only sinee that conilicn ended.

Because they did not participate in the war, they are not
detailed here io any degree, but their imporiance cannot
beignored. Should they manage to unite as the Ghaal dar
have, or should they obtain power over the Ghaal'dar
after Haruue dies. Darguun could become a far more
expansionist and dangerous military power.

EARLY WAR MILITARY STRUCTURE
(MERCENARIES)

Early inthe war, the goblinoids of Darguan had no aver-
arching military structure. Even their largest units were
r-1 r|'!r \1!1;“ andd |:|f| FlAkieT -.ll-rf l['\'li wial 51 (53] i1-|_-:'. lll,lll.“l_'lh] 1

noid forces belonging 1o whichever nation they served.
This srructiiee Pemalng in |!|.i|;'l" far those elans that have
ot been qw-:pr'puultd iato the Lhesh's mihur:.- farers.

Infantry

A standard infaniry |'|l|ll:}|::l'|. conslme of two llg'hl 5] umds
and one heavy aqja aid. The leader, ealled the Mursk, is
usually s 3rd-level hobgoblin warrior.

A company consists of two platoons, The supreme
commander is & Mok, 5 dth- to bih-level hobgoblin war-
rior or & dih- or Sth-level hobgoblin highter.

EL #: A light squad is made up of goblins led by a
hobgoblin.

Lhikor: hobgoblin warrior 1, MM 153,

Hkirots (4): goblin warrior 1, MM 133,

EL 7: A heavy squad includes bughears and a greater
guantity of goblins, but is still led by a hobgoblin,

Lhikor: hobgoblin warrior 1. MM 153,

Thredoasks (3): bugbear, MM 29,

ﬂ”hruh fg} E:}l_:l.l'll L] rri:‘l-l' ] 'Il.'.f |.1 3-

EL E: I'Enhguhlml with gnmj iraining are the sole
members of elite squads,

Lhurusks (3): hobgoblin warrior 3, MM 153,

Lhikor-Rhus (8): hobgoblin warrior 2, MM 133,

m

Whar Goob Do Two Rounps Do¥

Thanks to various means of extending spells, s Legion
conjurer could get from 2 1o 12 rounds of use out of &
summoned monster, How can Turrien and Uthar have
built a mercenary army around summoned creatures that
wanish in leas than a minuwte” Whm g-ﬁ:‘H‘l da 1||-r:|. da#

In aword: Plemay.

*  Thesudden appearance of a line of summoned crea-
tures can break o cavalry or infantry charge. Manifesi
Legion conjurers who have the Rapid Summoning™
feat frequently ready actions to hurl summoned crea-
pures i r¢r1|.:.' inte the T.:-lls af oncaming seeldiers, Al
the very least, thistactic forces the soldiers 1o stop and
denl with the theeat, or sulfer siracks al':r|:!mr| winy
from creatures that will then be in a position 1o attack
them from behind.

*  Although summon messter spells don't have great range,
they ean still be cast 5o that the creatures appear
behind an enemy's front ranks. The Legion can
LAFgeEL & row of archers, focus attacks on oflicera,

or disrupt enemy spelleasters, all without having io

fight through the intervening lines of defending
foor soldiers.

= Duaring an offensive maneuver, the presence of a
number of summoned creatures can greatly increase
I]lt rﬂr{"llw_’ﬂr“ :}Flhr nlilll-l,!.ill.l_- Il'q,ulln. .[.!I.I_' N
sters absorh many of the enemy’s counteranacks,
ensuring that more of the soldiers survive 1o eon
tinue fighting.

L] Summoned monsiers are periectly suiied for covering
& wwilt retreat or rescuing a unit surreunded by enemy
soldiers. They can be placed as needed, and ihey require
hul]unﬂ i the wu:p af eelnforcement or FERCRE.,

. lt's vital to remember that most of Khorvaire's armies
are made up i:r':nr||mIE:.- of low-level warriors and
commaoners. Although a hendish animal might no
pose much threat 1o an sdventuring party, or even s
team of experienced combatanis, such a creature could
certainly kill one or itwo average soldiers. With a series
of nummon monster spells, a cabal of the Manifesi Legion
can take oanl & rll.lllllr'll' it several times fes fideF, ke

majority of that unit’s soldiers are unesceptional.

W
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EL 10: An elite cavalry squad consists of well
rained "l..l‘.;ul;\-l ns and their tiger mounis

blin hehter 4. MM 15%.
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Leopards (2): MM 274

1334

Cyre's Scourge
This unit’s Gablin name has been lost to histary with
the destruction af Cyvre. but its existence is still well
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greatly due to the lack of both the goblin mercenaries
and the soldiers they killed. To this day, Cyre’s Scourge is
considered the paragon of goblinoid loyaliy in Darguun,
but spoken af with hatred by Cyre's survivars.

EL 81 Varied goblinoids with elass levels serve i thas
elite umil.

Lhurugk Ulsoth: LE female hobgoblin fghwer 4. MM 153,

Freabul, CN male bughear barbarian 3, MM 29,

Imeits LM male goblin clerie 3 {the Shadow), MM 133,

.r.ﬁllur ”llﬁ#ﬂl’.‘nl I:'.!_:l [_..“'i' .l‘lld [_.:F :'I:'llh_- .'l'ld f{-m.]r htﬂ,l-

goblin hghuer 2. MM 153,
(vl Gobdin Faol Soldéers (&) LN snd LE male and
female poblin warrior |, MM 133,

LATE WAR MILITARY STRUCTURE
(GHAALDAR MILITARY UHNITS)

After the hobgoblin rebellion against the forces of
Breland and Cyre. Lhesh Haruue swifily organized his
clans into larger and more structured military unins.
Previous ranks and terminology were kept for ease of use.
but their meanings became more narrowly defined.

CHAALDAR MILITARY RANEKS

un;h El;mrﬂﬂ-ﬂ

Title Rank Ei!\l'wilthl Translatian
Olkirot Petvate Epu.r-luﬁr afr
Spear-Catcher)
Thradassk Privare Shack Trooper
Lhikor Enrpnrl] Warklade
Lbhurusk Sergeant War-Leader
Lhevk Lisutenant Warlard
Lhevk-Rhu Capiain Skilled Warlard
Lhevket Calanel Elder Warlord
Lhesh Ceneral High Warlard

{&n |:|- Haruuwe can

elairm this vigled
T]'H_- hu '|.|.].|-ru iw alie IPII]iﬂI ({4 titled r1f|:|1l|lrr rank than
Mheck, In sueh cEirs, ol :|Ir!|rllr1. ifrmedEnT with mare L g o
Fiediers afd Fll'r'\l.'isn than others of his rl:l.l.. Biait whio has

(F]E14 :.'r‘l attained 1he aext h:‘hrr rank.

Infantry

Once united, larger goblingid units benefited from
inereased formal training and a rise in the average level
of their afficers,

A platson consists of 1wo squads plus ane heavy
squad. Mast platoons are commanded by a buriak, 3 2nd-
level hobgablin hgheer.

A company is formed of 1wo platoons, A ek, nor-
mally a 3rd- ar $1h-level habgoblin fighter, leads,

Three companies form o baualion, led by a Sth- or
Bih-level hobgoblin hghter known as & feod-rhu,

The regiment is the larges unib commonly fielded
by the Ghaal'dar. It consists of cither two or three bar-
talions. A ekl nq::rm;]lvl.- a hn:.l:.g:}hhn l':ghu:-r af Tih ar
Erh level, commands.

Although Fielded only rarely, & larger Foree. called
the horde, sametimes ook the fields of the Lasg War. A
horde consists of twa ta four regiments, led p¢rmnl]|1.'
by Lhesh Haruue.

EL 7: A standard squad after unifiestion is similar
te its earlier heavy counterpare,

Lhikor: hobgoblin warrior 1. MM 153.

Theadsarks (1) bughear, MM 29,

Ofbirots (8} goblin wareior 1, MM 133,

EL 9 Thess heavy units are notably better trained—
and thus more dangerous,

Lhizrugk; hobgoblin hghwer T, MM 153,

Thradaaik-Ehui (3} bughear rogue | or warrior 2.
MM 29,

Olhiret-Rhus (8); goblin rogue | or warrior 2, MM 133,

EL 7: The favarivism toward elite hnhg:}'hlm [TTiTLE]
did not change with the unification of the Ghaal dar.

Lhgruk: hnhgrd'-lm ﬁ.ghlﬂ 2. MM 15%.

Lhikor-Rhus (B); hobgoblin fghier 1, MM 153,

Cavalr

The unified forces of the Ghaal 'dar combined their
cavalry into larger units than they had earlier in the war,
though still nothing to compare 1o the massed horse of
Karrnath or Thrane.

The largest cavalry unit is the platoon. [t consists
of three squads and one elite squad. The commander is
a Sth- or Gih-level hobgoblin fghter entitled heck-rhu,
riding a 12 HD tiger.

EL 3: Cavalry squads are larger than they were
before unification.

Lhikar (1) hobgoblin warrior I, MM 153,

Tiger: MM 281,

(Hhirots (81 goblin warrior 1. MM 133,

Leapards (B): MM 274.

EL 11: Elite cavalry squads were also inereased
in size,

Lhevk: hobgoblin fighter 4, MM 153,

Tiger (3 HD}: MM 1R].

Lhikars (8): hobgoblin warrior 1, MM 153,
Tigers (&) MM 281.

Commeon Tactics
Ohnce their troops are assembled in larger units, Ghaal dar
taciics are far more representative of great armies. They
frequenily march en masse, rank after rank of disciplined
soldiers prepared 1o meet any enemy on equal footing.
Bughears often make up the front ranks. where their phys-
ical prowess can shatter enemy resistance land where they
can abiorb incoming sttacks that might otherwise hit hob-
goblins), Goblins serve primarily as scouts and archers,
while the hobgobling make up the ranks of officers and
members of elite units. A marching Ghaal dar army can
rall ever many equally large human forces, by cambin-
ing & high level of discipline and arganization with the
enhanced physicality of the habgobling and bughears,
That said, the armics of Ghaal dar continue 1o make
use of mobile tacties, which they masiered while working
A FEFCERATLES, T]u].- P-H:El,l]lfl:r like 1o combine the
Lwe, mareh ing the bulk af & foree down the center while
using aut Flddera amnd spee pal aperal ipns teams 1o flank
the CIEmY.

ELITE UNITS

The citizens of the civilized ™ nations have far more
imporiant thi ngs Lo consider than who a giwn [Pa FEuLNn
lender might be, or where his unit is stationed. To date,
only a tiny handful of Ghaal dar’s elite units have earned
recognition beyond the borders of Darguun: one of these
is presented here,
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Riders (50 goblin warrier 1, MM 133.
Wodver (5): MA 283,

Special Purpose

Dirosam fields several unusual unies, designed ro 1ake
advantage of their monstrous nature, A flight consists
of two aerinl ssssult squads led by & harpy archer (Tih-
level fighuer),

EL 9;: Aerial asssult squads, led by a harpy, harass
Eolil Hu.:r lr':'ll'lpt I.I'l.l,i '\1|.E'|I_||'r' i Acs [I.-r_nn I]l.l_- A1F,

HurE;-.- MM 151,

'r:qr!‘qllll'l () MM 113,

EL 12: A “wone band” is one of the deadliest of
Droasm's forces. [t consists of four medusas, mounted in
pairs stop two trained gorgons. The gorgons are fited with
large helms that prevent them from moving their heads up
beyond & ceriain point, so they can neither see the medusas
nor expose them o their perifying breath.

Medusas (40 MM 180,
Gorgons {20 MM 137,

Commeon Tactics

The Droaamites don't have specific tactics on which
they draw, Each unit knows what it's supposed io
do—devastate an advancing army's front lines, infil-
trate to assassinaie an officer. take down a wall—and
they proceed 1o do it. If a commander is lucky, his
Diroaamish mercenaries at least follow orders and work
with other soldiers in the process, but even this ian’
always the case.

Drespite this apparent lack of discipline, Diroaamish
units are extremely good at what they do, perhaps beeause
the hags have divided them inte groups that focus on
their natural sirengihs and inelinations,

ELITE UNITS

Where most civilized folk are concerned, monsters are
monsers, Little differentiates one group of rampaging
giants or goblinoids from another one. 5till, some of
Dirosam's mercenary teams performed wo well Lor st bean
so dramatically} during the war that their names linger
an in the histerical reeord,

The Beast Brigade

Mickpamed I,p,- thaie unforiunate ﬂmu_gh L EFEO -

ter them, this team of monsters eonsists rt'lllf-r|:|' af
]yr.mhrnpﬂ. —amd akilled ]:rﬂmhrﬂpﬂ. at that. It was
responsible for the deaths of 5 hundred Reachers sn the
Batile of Xandrar, and it wiped out o company of Silver
Flame soldiers st one point while in the employ of Cyre,
For obvious reasons, the Beast Brigade and the soldiers of
Thrane have a particular hatred for one another. Although
Flamekeep is not currently prepared io risk its soldiers in
deep penetration missions to hunt down this band, it has
offered a standing reward 1o anyone willing 1o eliminate
the Brigade and return with proof of the deed.

EL 13: The Brigade features varied monsirous
lycanthropes, most with adventuring class levels, These
creatures all have the lycanthrope template (MM 175),
but several of them take on the forms of unusual animals
when they iransform. The ability score adjusiments for
nonstandard lycanthropes in hybrid or animal form are
shown in parentheses below,

Thinipmaraiia; CE female gnoll dire werehyena highier
b (gnoll MM 130 use dire wolf MM 65; Sir #16, Dex +4,
Can +k)

it-l'mPg' l'_:"-: :nlll;! l,u,lﬁhrpl"‘i_-rrhu.l'r l‘hp'r]ll Frar 4 {IlIIE-
bear MM 29; werchoar MM 171).

r|'|:|!:1|nlI {,:I' :ﬂ.ﬂr Ir\-l'htl |‘|.: e 'll"q'rw:'l-]'lct LR I;I: I"l_l" MM
El.-lr. dl.l'r wn]llr:'ll'l.l_- MM ﬁ-ﬁ. Sip e |z.. Dex -E. Lo -!]'.

F—-ﬂ

Moustrous Polimcs

Most citizens of the Five Mations believe the hags orga-
nized their mercenary forees in order 1o make as greal
an impact on the Last War as possible, so that they mighe
petition 1o become their own recognized nation afier-
ward. [ndeed, 1the Daughters” request 1o be included in
the Thronehold ialks—a request that was refused—seems
LE= {1:l|.1'|l'|ll I;]In Bl gy,

It mever occurs 1o most people 1o wonder why the
]m_gt wiatlld care 1 the other naticns n_-rngmn:u'] Deoanm.
Furthermore, the dusk hag Sora Teraza is an oracle;
surely she would have known, even before the prlill.rm
for inclusion, what the resulis would be,

And in face, she did. The Daughters of Sora Kell
knew fram the start that their petition would fail, Making
the request anyway was nothing short of brilliant psycho-
lagical manipulation an the part of the coven of hags. To
their subjects, they can now point to their rejection as
incontrovertible proof that the humans, elves, and other
“civilized"” races will never accept "monsters” a5 equals,
None of Drosam's navive factions could possibly chal-
lenge the Daughters for dominance without outside help.
With one political maneguver, the hags have ensured tha
any potentially rebellious subjects would be unwilling ta

turn 1o foreigners for aid. and that even if they did, no
other Drosamites would support them.

Ta everyone else in Khorvaire, Droaam can now
be dismissed as a wilderness full of monsters: a good
souree of hired thugs. but sherwise safely ignored sao
long as nobody’s foolish enough io travel there. The
l'uH;;' petitlon 1o b included a1 Thronehold was prnn!’
encugh that ithey desperately sought recognition by the
real of the nations, snd their refuss] would seem 1o :.prll
the end of Drosam's nationalistic ambitions, Thus, the
other nutions keep only halfan eve on the hags, allowing
them unprecedented latitude to pursue their own abjee-
tives 8o long as they remain within their borders. More
important, becauie outsiders do not think of Drosam
as a nation that can be manipulated or conquered, they
refeatn from i'||:tl'r!|l'|ll.it'|g_ pq}:!:uul allisnees with the
aforementioned rebellious elements among the hags'
own followers, The Daughters themselves control all
major communications with House Tharashk, and thus
all imteraction with the other nations. The monsters of
Drosam and the people of Khorvaire remain enemies to
this day—thanks in no small part to the "failed” petition
af the Dasghters af Sora Kell.

M



le gnoll dire werebat ranger 3 (gnoll
MM 62: Sar +b. Dex +12. Can «6),
le |'||.|r|q|'||1||,:'hl'lr.'-"\-r|-.'.r|..'lu| O

{279, Str ob, Dex b, Con +2).

[cansrictor snake MA

THE FAMOUS OR INFAMOUS

Chber than the [:l.lu.thr:'\. af Sora Kell, few of Drosam’s

tives are Enown individually ‘.|‘|r.||'.5{|1-c:-ur K horvaire
I'he |'|'.|'.|q|'\.rr|-.h-c.-|||::. like o .J.FF'I:- 18 Al way r'\.rlrl'l.l“!.

FEVER the mnatuee af the TP N & ol [amiouss bnhabdoane

Sklar, the Hag on High

ME female harpy truenamer' ' 8

Manv ot those unfortunate 1'|'.l|||.u|'| IO ENMOBUnNTEr

sklar assume that she iz some sort ol :'lul'.; albeir one with

ancestry that granis her wings. Liven her hideous

appEarance leven fora h |I|.|l:'.|l'||i miystical abilinies, this

i |."'I|'|.l|.l'\- a reazomable mistake 1o make. Her -.l.lll:.lliull\.'

ussociation with Sora Teraza during the dusk hag's wan
derings has only cemented that notion in the eyes of those
who knew of her.

Sklar serve

the war. usualls .|.'|1|..||r|.|'|,: .L'||'||':|.L'|'|-\.-\.|'.||r|u-..|r||:i-.|'q,'|.'|-.

as an occastonal arcane mercenary in

in pavment lor her services Patent as she was, she |||||,:|1-
have been Forg rotien as just another minor warrior il i
weren | for her history after the ascension of the |:l||| h

ters of Saca Kell. Sklar holds 1l

af the few powerlul Droa

|'|||-.I'.|' .1|u'.|‘|r.n-\,:|.

fes wha ||'||_|l\.d'|| ta bow 1o

:Ill' .Ill"'llll"ll covets, vl whio I'h.l"'\..ll'l'\."' L] "I.Ill' |1|.|r|..-_:|-|'i i

i AFH’II-’ wruction at the hands of the |'u.|¢-.. Sklar fallows

a |'\-|1|||.'\.||'.:-|1-. af anarchy and matieains hat .|“||“|:||,: L Ll
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Foverre

rllll
of “monsers —means giving up a part of her identity and
becoming more like {shudder} a human. At the preseni
time, Sklar hires herself out as a guide or a mercenary,
favoring assignments that allow her to work against the
|.l.||_|-_:'r||.'|'-. interesis

MERCENARIES OF VALENAR
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I'he Valenar aren’t numerous rl'llll:g.h to huel themaelves
:'llr.|l||:.l!||,;.|'! .|'|u|.r|||.-| fae, but they are -.:-\.|||r||.|ll-ci.|l.|'.|r|'.l

ol well

Fl'l-:la'{h 1o whittle down even the |.|I'|;4.-1I el
-\.|_|,||_||:--..,i enemy. I this day, the Valenar hire themaslves

ibors. Some

out tx others and skirmish with their n
among the Five Mations have theorized that the YValenar
domn @ even really want the territory they elaimed under the
Imeaty of Thronehold. They simply required a base from
which to operate on Khorvaire, and a central location thai

would entice others 1o attack them

MILITARY STRUCTURE
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EL "." A Valenar band is made L [FrITTA T ily of
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ers. including the the
power. [he warriors wear studded leather and are armed
either with a buckler and a scimitar or the vicious Valenar
double scimitar
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EL 10: & Valenar mounted band resembles an
infantry band, with the addivion of light warhorses. These
soldiers are focused more on combat and less on tracking
and stealih than their infaniry counterparis.

Thaligen: elf fighter or ranger 5.

Arilthaels (4} elf fighier or ranger 4.

Iringoel: elf evoker 4.

Valenar Warkorses (B as light warhorses (MM 274). bui
with +20 fi. speed, =1 AC, +] Ref, < Drex.

VALENARMILITARY RANKS

B e e ——— O

Rd-u.;h L a i ffa

Ticle Bank Equivalen: Translation
Arilthsel Private Crescent Blade
Iringael Laorporal Blade of Fire
Thalizen Sergeant Blocded Blade
Hasthalazt Lieurenamni War-Leader

or War Chiefl

General Tactics

The Valernar ra rr]:.- engage in adirect cha FEE, whether on
foot or horseback, Only when facing o woefully weaker foe
do they employ such siraightforward tastics, hoping 1o clear
the obstruction swifily snd move on o grearer challenges.

Against larger military units, the Valenar make
great use of siealth and mobility. They keep in constant
motion, preventing the enemy from bringing large
quantities of iroops 1o bear against them. One Karrnathi
general likened Valenar attacks against his army io the
peeling of an apple. The elves circled the larger force in
constant motion and random patterns, slicing troops off
the edges like s rind, Every time the defenders formed
for & counterattack, the elves seattered —=saometimes {or
ﬂ.i:rt -before return CET ) the rl'i.'r'.

Guerrilla warlare is ptrh.a.p:. the greatesy Valenar
el s 1|1-r:|. use it agtilm Ia FEE forces, caravans, and mon-
miohile targeis such as foriresses or towns. The elves srike
from hiding, iaking advaniage of any cover or conceal-
ment the terrain might offer. Between their archers and
their wizards, they can launch an assault from a distance,
then move in under the cover of chaos and nigh,

The YValenar are patient. Unless circumstances dic-
tate otherwise, they are willing 1o wait weeks or monihs
for a victory that most combatanis would 1ry 1o achieve
in days. When they lay siege, they do not atiack the walls.
but rather stalk the surrounding territory. slaughtering
anyone who attempis to leave or—more importani—
anyone attempting to deliver supplies or intelligence.
They pick off guards when they can. but otherwise are
content to wait for the defenders o starve or to grow
impatient and sally forth.

Perhaps the greatest secret to Walenar tactics—and
victary—is that their concept of honor differs dramati-
cally from that of many other races. Cunning is as prized
as physical skill. and a victory against a superior foe is
gloriows no matter how it's obtained. Ambush, surprise
sitack, deception, and sabotage are all perfectly viable
technigques 1o these warrior elves. Indeed, if a band of ten
defeats an army of one hundred., it makes litile difference
if the elves did so by meeting the enemies on the feld of
battle, podsoning their food supplies, or silencing their
senteies and killing the bulk of them in their sleep.
Wictory is victory.

ELITE UNITS

Compared to most of the other soldiers on the fields of
the Last War, all Valenar elves could righily be consid-
ered elite units. Even among the Valenar, however, some
warriors stand head and shoulders above the others.
An elite band of Valenar was one of the most terrifying
presences on the battlefeld, capable of wiping out entire
ATmiies o ils own.

The Dusk Riders

When Cyre began hiring Valenar mercenaries, Elsaral
Quilath was one of the first war chiefs to respond. Eager
to test his blades and lead his forces into battle, he did nar
accepl the Cyran affer through messengers or interme-
diaries, or even by traveling 1o Metral and speaking with
the Cyran generals. Instead, Elsaral led his warband 1o
the Cyre=Karrnath border and abliterated a Karrnathi
advance unit before other forces eould even respond 1o ins
presence. Urban legend wells thar Queen Mishann herself
received o special delivery: the skull of 8 Karrn general
ctehed with the words “We secept” in Elven,

Elsaral s warbamnd, nicknamed the Dusk Riders I:.-:,. the
armared {:}'I'll'u. ﬁ:ugh: n}m.uml:,- |hr:}ughl}u| the war,
Most af the vime the Hiders li‘rtl‘llltl‘l asslgnments Frasem
I'.'."g.'rr. brist @t varionss p-ninl:s. Ihl":,' ook on lHmited taiks for
ather factions w:'llmg 1o pay. This situstion continued up
until the Day of Mourning, when the Dusk Riders were
presu med lost en masse in the contlagration.

EL 16: Elsaral leads the warband and rides Blood
mane inte batile. Thunderhoof is Orphalas’s animal
CoOmpanion.

Elsaral Qurlath: CN male elf duskblade™" 11,

Bloodmaner M male swakened light warhorse seou™"
4, MM 274,

Crphadan Gallagad: W male ell deusd 10,

Thunderboof: light horse, MM 273,

Kalasta Weyn: CG Female elf ighter Prevenane blade 3,
{The revenant blade prestipe class ba found on page 142
of Flayers Guldr to Eberron.)

Talmein friist; GG female el ranger 10,

Langers (3) CG, ON, or N male or female elf fighier .

Sroaits (3): CG, CN, or N male or Female elf ranger &,

Light Warhorses (8): MM 274.

The Dagger of Valaes Tairn
While Elsaral’s Dusk Riders are known throughout the

continent, feared but also greatly respecied and rencwned,
the so-called Dagger of Valaes Tairn is rarely mentioned.,
lis members are certainly known 1o many of the Valenar
elves—there can be little glory without recognition—bus
they are a complete mystery io members of the other
nations. The Dagger doesn't hire itself out as a mercenary
group. Rather, it sirikes against known enemies of one
faction or another, then demands payment for the service.
Most nations and companies have found thai it’s far safer o
pay. even if the help wasn's requesied, than to refuse.

The Dagger of Valaes Tairn consists of experts in
the most secretive, guerrilla tactics known to the Valenar
elves, A the band's leader, [lidris Kayael. has tald her
subardinates more than once. "Enemy arrows, enemy
eyes, Let either strike you, and you die.”

EL 13: This stealih-based band of Valenar strikes
withoul warning,

lisdriy Koyarl: N female ell ranger b/revenant blade 4.



[The revenant blade prestige class is found on page 142
of Player’s Guide to Eberran. )
Alor Siviel: N male elf ranger B,
Luruna Pasgras M E female el f scoue™ ™ bfassassin 2.
Thmir Kaestt M male elf ranger 6/revenant blade 2.
agria Varants CN female elf ranger 8.

THE MOURNLAND

The Mournland is the physical embodiment of the Lass
War—bloadshed and destruction made manifest on the
fage of Khorvaire like an open, gaping wound. And
st as E} e wik trg“pbl:- the greatess vietim of the war's
htgmni.ng. s it audFered and gave all for the war's end,

Sa mgrunﬂ'l i the Mournland in the euliural
consciousness of Khorvaire that it's hard for people 10
remember that the Day of Mourning oceurred barely
twi years before the war's end. But then, it's always the
greatest wound that ends a fighe.

And it's a wound that did more than kill the nation
of Cyre. Mone of the people of Khorvaire have yei recov-
ered. The destruction of trade routes and fertile lands
has had a far-ranging impact. More fearsome still is the
notion that, 1o date. none have determined with any cer-
tainty what caused the Mourning. The fear that it could
happen again keeps many a Khorvairian up at mighi.

THE MOURNLAND AT WAR

Although the Day of Mourning shocked the nations into
beginning the long. drawn-oul peace process, it didn'i
immediately end combat in the region. Uncertain whai
lay beyond the obvious devasiation and the heavy mists,
the surviving nations sent expeditions inte Cyre. Some
were slain by the horrific ereatures now native 1o the
Mournland, and sthers were warped and corrupied by the
ambient magic of the place, but a few returned with news
of the new terrain and its hazards. At vimes, rival unis
clashed within the wasie, and in several instances—such as
Thrane’s famous “Midnight Marchers"—a brave or fool-
hardy unit aciually traveled through the Mournland 1o
sirike at an enemy nation across its borders. The Swords
of Kennrun. a Brelish unit of warforged. frequenily
attacked through the Mournland and then retreated inio
the fog. so that enemy troops would either have to let them
go or follow into a region where their injuries refused
to heal. The unit still operates today. serving a5 one of
Breland's primary Mournland exploratory teams,

THE MOURNLAND TODAY

The Mournland frightens and fascinates no less 1oday
than it dicd when the deadly mists first swept Cyre from
the face af Khoervaire., Border sentinels stand alert
agains monstrous incursions, and the Five Nations—still
militarily an edge—sometimes view ita fog-shrouded
depths a8 a means of toughening up soldiers, or ar leass
bleeding off excess hostiliny, House Orien desperately
secks some means of restoring sale travel through the
region, and both the Galckeepers and & moderate branch
of the Children of Winter came from the Eldeen Reaches
[T+] ﬂud} the Mournland.

Brillik's Tomh
Although New Cyre's citizens have sn understandable
interest in exploring and taming the Mournland, a few

explorers have a much more specific purpose when they
venture inio these dark and twisted depths. Several sur-
viving soldiers believe that General Alvos Brillik, one of
Cyre's greatest military minds, was leading a legion out
of Metral an the Day of Mourning. Explorers want not
only to recover his banner or his signet ring as a sign of
salidarity, but also to locate Hilltrusher (see page 126). 1he
legendary flail he carried into bale.

Even iF explorers were to discover Brillik’s restang
place, it's unlikely they would live 1o repart its location,
Anyane who stumbles upon the ruins of Brillik’s caravan
is immedinmely sutacked by dozens of swords, daggers,
maces, and other weapons, all treated as appropristely
sheed animared objects (MM 13, but with a 40-foot fly speed
and good maneuverability). In addition to the normal
hazrards of animated objeces. any one of these weapons can
spvempt & touch soack on s targe iF i suceeeds, the sub-
jeet miust make & suceessful IO 13 Will save for each non-
magical melee weapon she carries, Each weapon for which
the save fails animates and attacks its besrer. Whether
Hillerusher or Brillik's body or banner truly remains in the

ruins of the caravan is anyone’s guess.

The Cannith Cache

AllHouse Cannith branches. particularly Merrix's Can-
nith South, regularly send explorers into the Mourn-
land, seeking to reacquire some of the lost research and
creations from Whitehall and other strongholds. Merrix
has offered a sianding reward for any information
leading io the rediscovery of such research. In addition
to the known house holdings. rumor speaks of an enor-
maous cache of Cannith weapons and creations hidden
somewhere in the Field of Living Spells, Depending on
what stories one hears, this cache contains craditional
magic weapons, sdvanced warforged or golems. an sctual
creation Furgt. ehermal staffi. or even a magic generator
that allows the creation of items without drawing on the
life energy lexperience points) of the creator. [F any of
these rumors are true, the value of this cache could be
incaleulable—assuming anyone can locate it and survive
long enough to retrieve its contenis.

Explorers tales span the specirum. including: The
cache is guarded by construcis larger than the mighty
warforged titans and capable of sinking into the earth
when inactive; the living spells were birthed in this
installation. and rush to defend it: the destruction of
the cache carved a path direct 1o Khyber, one less dif-
ficult for creatures from below to traverse; all warforged
that enter the region immediately turn into mindless
killing machines.

Humin$ Range of the Bronze Hawk

Oine of the largest nongoblinoid mercenary companies
employed by Cyre during the Last War, the Bronse Hawk
conslited of nearly a hundred soldiers, commanded by
Lzirs "the Hawk™ Orrestos (N female human Rghier 6,
The Bronze Hawk was engaged in batele on the karrnathi
border on the Day of Mourning, and roughly hali the
caompany was swallowed by the mises, One of thase lan
was Drestos’s lewtenant and husband, Albas (NG male
human artificer 5). Tales told around military campfires
and in sold er-l’nqurn:ﬂl taverns malntaen that Ores-
tos and the survivors of the company have spent the las
Uwifs YEATS seouring the Mournland, sea rrhin_g' for their

B
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among 1he !,::-ra.lrrl r:ilrrlx an Lo
Blasted lamds. The tales also elavm thay
they have esch been twisted ||i'n wicalls
mentally, or both=hby the horrors and
T a p which they have been F'|.|"|-.F::.
and that they no |-c:-|||,:-r| know what it is
they seareh tor, merely that they mus
comtinuee 1o hunt I'he area in which
they are maost fr |'-c||.|r:|| ly seemn has eame
rn-|.l|"}\.|'.lml'|.nl|'.l'|[||:'|I|I'|'|:H.|I'|'g;F.J.III'|
anyone who enters is subject io attack by
ohsessed and maddened warriors

The Misthlades

Precious little is known about this
myvsterious seci. Born only months
afier the Day of Mourning. it appears
to be made up of assassiris whose only
|;...|| is {0 prevent the -.|1r.-.1.| af infor
matian abawt I|:|_- I‘|.|.|.|||||.|||-||. Srveral
|-'\.;F|||.|r|-\. and saldiers who managred
i return From the Mournland, alive
and with new information, have been
found slain dave or weeks alverward
Lelt beside cach Baody ba a -c|.|qq-r| laile
with a Blade made al {1l lag, i ly
ance have the Mianblades actually been
eacountered within the Mournland
|I-.-|'|II irn the rutns of the Care and
Harse, & roadside inn north of the
Braken Tower, Same ||-'H'II|I|'I'||'.I'||';.I-\.-|'
to he the Musthlades ceniral redoubt,
|]|--.|q|'| ni r'\.||||-|'|»:r ex1sie B -.|_||_.E||.1I
.lFf:l YCE D £ this. and those who have |'\-'r|'\-]|-.|-.rr|
|:' SCOYE Bt } r'l,_'_lrr||||r|||l\.|.| Find out for certain have
4 been slain bBefore they eould Rnrish

L
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Taer Virduul

The Valenar view the Mournland as
D R RLE | a4 proving 5{|||1|.nr| and warbands fre

ET AV E kP 3 ¥ r|||-rn‘.|.'\. weplure aeross the border 1o
rest their mentle |:_\I\:_|u||F a lew do not
return, but those who do are Tully
proven in the eyves ol their comrades

Many who fail 1o return aren’t desd

bt lhave in fact been -\..I:Il\.||.ll:r|| bv the
Mournland deself :";llll"ll'l|lll'l|_r about
the bloodlust of the Valenar seems 1o
call to the MEFic ol the o i L] 4] | he
result is a community of creatures that
aren t quite valenar amy longer. They
congregate in an area that the Yalenar
refer 1o as laer Virdoul, or Camp of
the Mad.” The riders of Taer Virduul
are all insane, consumed with pure
bloodlust. Their mounts suffer the
same affliction, and indeed evidence
suppests that the Taer Virduul elves
"I'lli,:ill "I'-lrl'-l'" ocmpatiic |I-'|'L 0reven &
primitive hive mind with their mounis

Elves and mounis both are cannibal

istic and eruel, torfuring captives and




K
vhes and armar

They make

even eating them :
from the flesh and bones of their victims

If vou have aceess to Heroes of Horror _iF.|:.|.. the tainted

raver template (page 154) to both the elves and their
] PRE

If not. simply assume that each is in a constant

an abilitw), homicidal and

haotic, unable io be reasoned with

The Woeforged
i of Rarrns

I:"'l owvery |'.|'r|| (%11 '.:'Ir Fray T ERE 1% I‘IJI\"I |:|.'hjr1{.-: .:-I'II

The NeECre th have ||-|.u'||_- a horrifae

.Ill EL:.II:.r'l. I".I|| areain

1
:|_|-.|u.'|.'n|-|1l-.-|u- part af the L
F T |'..|‘.|‘||:'.;r af the kind Iul\.l ad 1He Waf |-c'\-|5,:r-c! e RGEE
af " alive. thev ean .1'.:||.|.'|-rll:'\. become aaet of - undead

TCrs ||J.'\|r CEE O

[ hese hl-r!lll[:-l'll as the §

call them, are pusied ar TEEFL, Jhis] A

are alten decaved, and they show the same a
Aafpalive eNCEEyY as ather undend. Where thev come From
who ereated them, and what thev ean de remain unclear
I'he K

v aeek 1o learn more abow them before decid

¥ il & discovery with ethers. | he area

limdicare the full exient of woe

|ll:'|_lrl\.| IEFFILory, of |.-|'|||.l\.||-. '\.||'|'.:.||'\. the only ||:.|||".|'|I:""| L
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THE MROR HOLDS

Im rimes of conflict. few people are more p

pular with
the warring governmenis than those who command great

wealth—and tew have more influence. | he dwart clans ol

the Mror Holds made substantial ase of the OpFpoOT W
ties the Last War affered. but their inability 1o put aside
their ancient clan feuds prevented them from obi TR LiT's

the sor of |.|-.'.:|..; benefine they |||||;|:I otherwise have

Enjrveil "||.|r|'\. &l Lhe '\.|H-| L 5T I\.|.|:|'\- Ca & WAT

F, bt

EiEs [0 V& TAL

with elose &

because of their o watant efiloris 1o underm & their

rivals, the Mror Holds as & whole have failed 1o cement

TR Ag-Term arrangeémenis

KRARRHATHI DOMINANCE

When the Last War began., and for ithe birst two dec

s of
ihe conflict. the Mrar Holds remained under the thumb
ol lving FBoaius While House {(formerly Clan} Kundarak
maintaimed e |u-||||. al meutrality. the Mror Halds as a
pr |

sUppoert ithe Karrniathi war eflfart JuEkE @ all T

ince. and every other dwarl «

fas must do, The mineral wealith af 1he

fEanfAIns weni Lee '-H'_:I' |'\.I'.|||||I'.'\. .I'II! ATIrmoar

rens of the nat

for the enormous Karrnaths mailitary. The wealib ol the

L
ata the natians war ches % Lemoss

i ol II'." |:.II'.'H.I||'|,:.|I| -_'IIIIIIII e

IGFAE One a ather, Fesr ul thar they must devore
their wealth amd eiforis 1o & nation that treared them as
sECand-class CIllEENS

lwenty years iALG s relatively briel vime fo

v aluite

f leaders assembled in the

v was ully oecu

siieel by 1he war, and s sol <ra sy on disant borders.
||l'l\.:.||ll' the OTE ol N feuds, the clan leaders declared
vent. Unly hundarak, still

nmarked houses, remair

themselves a unihed FONETT

by the laws ol ihe dra

wse made no secret ol 1

|
Cven

I an it suppor
thie sovereigniy of the dwarves. | he Mror Holds further

valis ol the M

declared their independence from Karrnath. and for all

its military power, that nation could do little 1o refute

the dwarves' claim

ECONOMIC ALLIANCES
AND AHMCIENT FEUDS

e of the Mror Holds did more iF

| ke |I|l\.||'|"'l'|l|

¥ § ¥
& guaraniesd source of mone: and raw materials from

Earrmaih = grip—it offered those resources up to the
other nations. The dwarf leaders had been mercantile

experis. bankers. and crafiers since long belore their

i I|_||| '\ur:. i

independence. and they kn a well-speni

coin was far more potent than a well-aimed arrow. Every

nation invalved in ithe war received emissaries fram the
X I

dwarves, each with similar 6lfers: The clans were wil g

F
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sih anl

13 ||r|| - |||I.IIII'.III"\. ol ore. fR1eTT &6

"

s end, Costs

T Ry T T befare the co
and inEEFes] Fales were |.|4'!| of conrse, bul & poverament
Eryinp e mainiainm a conslan! war fodlang rarely worries
lare. Althougl lisae Kounds

¥ FOVEFTIT

aleiul W e atw lares

.|!I"|,::".||"'|' Teag

were hesitant to sFial 1 welves in dela Ill.|l|:.|.,ll|

hasaae any more than = had 1o jei elerring insie
denl winh a lesa |"l||l.l\. alls P swerful clan
| he i0Tg lived dwarves, accustomed 1o clan feuds

NEveEr:

d 1o lorget a gri

have never be

the clans wanted 1o deny Boarrnath their services, or a

least l\.'|..|:'.,l\.' that nation higher rates. but common sense

prevailed. Rarrnathi gold spent just as well any other
and the dwarves already had economic and political ties

N 1 K
1% never forgod their feuds with one another

rither. As the war continaed. and =ach clan became more
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ll._!hll'g' nssocinted with one or another of the warFing
AL FD NS, MATY dwnrves hr-!a.n widerc img mations as well
as their rival clans. Londursk might, for insance, make
efforts to undercut Brelish merchants, or buy sut supplies
they desperately needed, for no better reason than the facr
that its hated rival. Laranek, had business de.i]ingl with
that nation. Many of the nations still bear grudges againse
the clans that worked against them during the war. This,
as much as any other factor, has kept the Mror Holds a3 a
unit from establishing closer relations with other nations
in the posiwar years.

THE MROR HOLDS AT WAR

The Mror clans didn't fight for territory in the Lasi
War, They did not hire themselves out as mercenaries
im any formal capacity {though individual clan members
certainly did sa). They had little interest in who became
the next king of Galifar. or whether Galifar was even
restored, 2o long as their own independence was main-
tained and the nations survived 1o repay their loans,

For all that. however, the clans saw substantial
combat, Raiding parties, both renegade bandin
and military units, soughe to penetrate the dwarves'
vaulis and sequire the legendary wealth stored there,
Dwarves were ambushed on the road and robbed of any
cash I]hr:r |l|:-g|:l 1;r CATryIng 16 1]|.r:r l_'|1i_'|'||'l. xahunl
|l|,||'|-|"']|||"|;| |!-r.| ihe Fals :\lrl.l-t'\ HHIII‘I!.' i;].pru. Suppo rllnH
other nations. [":.:H.-I'u.l.h 1:|Tr |'I_'-|I a few Ienlalave rff:lrl.\.
and ane Mmajor one, 1o retake pertions al the LEFTELOFY,
lhﬁug]l. it was never able 1o devole sulficlent pesources
1o the task, Finally, several elans sttacked their pival
dwarves, 1 rying Lo hide the assmulis within the war's more
general vislence.

The Mror Holds have no organized army. The
unified “government” of clan heads can barely meet in
caancil without trading blows, helding soldiers af mised
clans without bloodshed ensuing proved 1o be impos-
l|.||:|h_-. Il"l'lll_-l: I||-|_- -l_'IH s I|_|-|,:L I ||.|_- i:|i_-’:|. ll‘u_-:r rl_lqlgl‘“ .p]u-nl_-.

Asd thiswas st Hhthr‘lln"m. The dwarves had been
f g"hl:lﬂ_g -ngainst cach ather, againg bandins, agains the
|horash tar ore tpibes—sinee well before Galifar annexed
the Holds. Each clan was capable of helding a force the
miatch nl'ln:r trained national army, wit hout the COOpEra-
tion of its neighbors.

Infantr

The dwarf clans fight almost exclusively as infaniry. A
platoon consists of two squads, along with an additional
Ird-level artificer or cleric. It is commanded by a §1h-
level fighter or knighi™" called a vanguard.

A company is formed from two platoons and com-
manded by a bth-level cleric. knight, or Aighter who holds
the rank of dux.

The largest force felded by the Mror Holds is a regi-
ment, consisting of two companies and commanded by a
war-thane, normally a bth-level Aghter or knight. {War-
thanes who gain additional levels frequently advance as
dwarven defenders; see MG 1BE).

Clan Drorantha is wilder than the others and felds
barbarians rather than knighes.

EL 7: A standard Mror infantry squad consists of
hali a dozen saldiers and three afficers,

Vederom dwarf clerie 3, hghter 3, or knighe 3

Champions (2} dwarf fighter 2 or knight 2,

.F"rlrll-n {E_]- d"- r' wWATFIcEr 1-

General Tactics

The dwarves af the Mrar Holds are sira tglu Farward cam
batants. They prefer diresi, toe-1o-10e combat an an even
field, They are, however., quite l.-.-lll:ng 1o take .dum...g;r
of their home terrain, anacking from upslope or inthe
confined space of narrow mountain passes. When sheer
sirength is insufhcient, the dwarves rely on their physical
hardiness, attacking supply lines, launching hit-and-run
strikes, forcing pursuit, and waging long-running batiles
al atirition in hopes of outlasting an enemy.

m

Hanioual Ties

lhe clans of the Mror Holds didn't set out 1o creaie
exclusive arrangemenis with the warring nations, Afier
declaring independence from Karrnath, each clan deals
H'lll'! ul'l'r'l}nl_- 'I"'lr_l waswilli HE il|l,i :hll_’ LEF] :-l_-l_-rpl iR IEFms,
Oiver the span of years and decades, however, these rela-
tions shelted and evalved, as various gavernmeni alficials
grew comforiable with specific dwarfl contacis. By the
midpoint of the war, cach clan was specifically, if nat
formally, associated with one or two nations.

These associstions are far from exclusive; Clan
Doldarun losned Funds to nations ather than Aundair,
for instance. These simply represent the most solid and
]:}ng 1FPEf llll:ltl.il|-|:ll:'|l.-|!l||.l'lﬂg_ the war yEAFL,

Further. these links go beyond loans and sales
of ore and weapons. The rich and powerful of many
nations paid the Mror clans to store wealth, goods, and
heirlooms in their nigh-impeneirable vaulis. They set
up trusie with the dwarf bankers, so that heirs would not
go impoverished if their elders were slain. All this, and
more, oot only selidified the clans’ associstions wih

Clan Asseciated Mation(s)
Doldarun Aundair

Lrroramnath Karrnath

Kolkarun Aundair, Iltugn

Kundarak All {due 1o house nestrality)
Laranek Breland

Londurak Eldeen Reaches. Thrane
Mroranon Breland, Karrnath

“a r-rhlpn r.',':'r. l hl::;r Prlnfip:hlll;-\
Soldorak Aundsir, Thrane

F;:ITJ.IIIII‘I Th:’. ne, "I'Illrll..r

Taldorath Dargaun, Aundair, Karrnaih

Toerdannan I}II'EIJ!.IH. Breland

the aatdons, but alse their position as the continent’s
primary bankers. Many noble families still make use
of theie services today, and each of the Mror clans
halds nigh-uncountable wealth in its vaalis, siored
for those who have been unable or unwilling 1o claim
thetr possesiions.
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THE SHM)E}W WAR
[The Tresty of ranehald fermally ended the

14 1 |
Last War., but it did nothing ta put & halt 1o

oY

indeslving conflicis. The nalions CompeLe

anstantly and viciously teday as they did ae
he height af the war—=they ve '\-:||.|-:1 foumned mare
ibtle ways of gaing about 8. A stare of cold war and

hidden confliet exists between all four of the FUrYIVINg

Fiwe Mataons, as well as the sther lands :|'-\.|-1||:.r-c'-| by
Ihranchald, Dubbed the "Shadow War™ by the K
this fadr=10-seren CAFMERALFT C sl lase
aF Fe g ral iR S—or with narv a warnis ¥, EFUAJRL EMlG &
mew war that eoulld make the " Lant one i-.l:" I Coln

parisan. Linly one theng 18 ¢ertain I whatever form

YA LSY] HHL OL 3d1IN

it takes, this '\-!:l-_':||' v unlikelv to end any time in the

THE ARMS RACE

|::'\-|l:||'l| OF [rue inielligence and $imple PATANOLE, SaL I
wation seeks military supremacy owve IL% |I"I|_'I.. ors

1 ¥
defenss ILECETEAITLY ..""""II'!" LNLEE L] OnE Ml bon Ol Enr

b ! ] T r
Ughn [Nl slance 1% primaridy lor the pPurpoie ol

overt dominance, it might launch a preempiive sirike,
:'...!. ng to end the next war betore it begins. Carrently
each nation has a clear advaniage in one specihc area

Aundair: Although it has netther the sirongesi
military mor the best intelligence, Aundair maintains it
superiority in the held ot arcane magic. lis various guil
i hools produce enough batile e P i

1 I X Tdal le-capable sorcerers an
wizards that no nation is vet P |-.'-.| to field anm arms
agrainsd ik

Breland: The K ng & Litadel ..:..:-|.-.|'|...E:'\. i b

T 1 L1l
Dark Lanternd, remains the most skilled inte ligence
rrpanizaison on the conbinent. | he larces ol Breland

L -1
I.' N4k e II 2l malch IR M ANTT At ans O 'Il"

K
1

:-! FTET 'I.- ¥V Ie aimasl oeriasm 14 I.I'\.l' |||'\..|I| T

ol o ARy Mmove againil ERem

Rarcnath: Karrnath remasns the dom
iRARt military power in the reguon lis
..:'|.|"-.-'-|..|_;-: beteer teartned, and betie

eguipgped, 1T can Find 8 way 1o counte:

evern one ol the ather nattans advanlapes
koarrnath would lmastl eertainly be the
deovrnamane powEr aAmong the Five Mations

| hramne: | nsurp iwangly, T heane holds
1417 _|.E-_|||'_._. Ol IV ETE THLE I 1 ean hield an
rmy second only totha of Karrnath, bolstered by cleries
capable cal In§F on he Fe ds favor, healir 4 |.|l|'-'l| The [Last War rrlr'uru have ended, bt ehe nagions
soldiers. and in some cases demolishing karrnath s continue fo struggle in the shadows

F——_—-——-__—-_q

OtHER NATIONS AND DRAGONMARKED HOUsES

I i L X y
Llth -'||:|'\. the bulk of the Shadow War entry refers such as Urienz fre quent 5 a bt age of Lyrandar trade
specificnlly 1o the s FviviRF lour members ol ihe Five ooy atlons, and AFarmal the Four Primary rations, | ke
Mations, the informaiion ipplies just as well io the ather drag -..|||1|..|l..||1..| ses certainly aren’t above manips wbai

NMECIDNS 68 Well as 1L '.||;'"|:|.|:.l-l':'.i‘|-clu-.r'\- | hese enti LEiT'S ull'\.-’.lllul||.'\-.|II.|.|| .||'\..|||I.|.;-c.
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EXPLORATION AND RESOURCES

One of the primary forms of (supposedly) nonviclent
competition between nations is the race 1o discover and
exploit new natural and magical resources, This is most
obwious across the sea in Xen'drik, Here., Breland has the
advantage of lecation, for the bulk of travel 1o and from
that cantinent passes through Sharn, Indeed, Breland
has learned more of the mysterious continent’s secrets
than anvene else, with the possible exceprions of the
dragonmarked houses Cannith and Lyrandar.

Aundair, however, i ahead of the curve when it comes
to arcane rewearch, and the astion has been wend ing an
EVEr-EFEALEF MU mber aof EE]’!|{:|‘tE|. inte both the Eldeen
Henches and the Froatlell. Kasraath and Thrane compeie
for the hidden wonders (and exploiisble horrors) of the
Mournland, though Breland, paricularly New Cyre, is
devoring ever more resources in that direction.

In each case, nationalin sdvancement and prid.-r are
the primary molivaiors for these endenvors. Brelish cini
rens hate the notion of someone else taki ng advaniage of
Xen'drik before they do, while Aundasir takes great pride
in being more magically advanced than the others. This
situation makes such expeditions and experiments pri-
mary targets for sabotage; even nations not competing for
a particular resource don't necessarily want their rivals
1o have it. Several expeditions to Xen'drik. the Frostfell.
or the Mournland have fallen not to native threats, but
io ambush and sabotage by enemy operatives.

ECONOMIC WARFARE

Each of the nations levies taxes and tariffs on the impori,
export, and sale of goods, based in part on their point of
ariginor eveniual destination. Any merchant selling Karr-
nathi goods—or, for that matter, any Karrnathi merchani—
can expect to pay higher tazes in Breland than a Brelish
merchant selling equivalent, regionally manufaciured
goods, Mattonscharge fees for the use ol irade routes lunless
satd routes are contralled by Orien or anather dragon-
:H.l.kEfl‘I ||l|n.1l|.|"]‘. a Hllll 1:[Il|_'lt 1!-1.-|_-:| [1]a] ﬂll_' LT 1 le|ll 1y al |!1l_-
II'.h'r|r|.-l|. or the :!I":g:ln al ther l'.l!l'l-. r"|1 LafEies, |_|i|-|"ri'| Ve

of one nation might even destroy the stockpiled resources of
another, in order to force them to purchase foreign goods at
a hefiy price. Aundair has, for instance, sabotaged various
institutions thai create magic itermns in other nations—even
going 8o far as to secretly damage Cannith holdings—in
arder to encourage the purchase of Aundairian items,

ESPIONAGE, SABOTAGE,
AHD AGITATION

Spies travel back and forth between nations almost as
frequently as merchanes. Every natiaon is paranoid abour
the possibility of a new war, and cach intends 1o be ready if
that happens, Intelligence on s rival’s military sirengeh,
eeoRomie sctivities, Hﬂlg'i:.i] Lo fl Lo, I_H':tllll:'il rhieto-
ric, and future plans is more valuable than gold, and
r\:}hnd:.' can afford 1o be withow . Al h::mgh wpying on
& anﬂgn pawer is |rrhr1|.¢t||::,- an st of war, none of the
mations treat it as sueh; Mpuuing. questioning. and then
either Lrlding’nr FXECULINE ENEMY Ope ratives has beeome
almost & mundane matter. 1 he majority of such apies
dwell |mnng1he common populace, trying Lo p:in:l: up what
innelligence and rumors they can, but a few have managed
1o infilirae the upper echelons of government.

In some cases, these agenis do more than repori.
Sabotage of milivary operations or magical creations, and
even the occasionsl assassination, are par for the course.
These acts. unlike "standard” espionage, are matters of
great import, and could spark & border skirmish or &
trade war, if not cutright hostilities, so they are employed
only when absolutely necessary. For instance. Thrane
once risked over a dozen of its agents deployed in Karr-
nath 1o assassinate a Karrnathi necroamancer reportedly
working on a way to render undead immune to turning.
The fact that all his experiments to date had failed was
unimpartani: the Thrane government couldn't take the
chanee of eventual success, because it would have tipped
the balance of power between the two nations.

t]’l[‘ uflhl_— sl -l,ll H;[ Pk, |'_|u1 Fialiity I:'I‘[I_'{ll'«'l:'. afieva
ties of their hidden operatives is agitation, 1§ an agent of

F—“

HaTioNAL INTELLIGENCE

Though the King's Citadel and the Dark Lanierns (ECE
145 and Fiee Nations 690 are the most skilled and the most
infamous of Khorvaire's intelligence services, each
natlon has iR il arga ALERl T -||r-.|:|: nrl_‘l (153 Py Om s
neighbors and rivals.

Aundair: Aundair’s intelligence agency, the Royal
Eves of Aundair {Foe Nations 24), often relies on divina-
tion magic and other mystical means of spying. Although
the Eyes aren’t foolish enough 1o ignore the use of
mundane spies—many powerful individuals take steps 1o
protect themuelves from divination, afier all—such magic
does make up a large portion of their methods.

Karrnath: Karrnath does not have a single unified
|n|r|l-grm’r AEERCY. Rather, rach warlord has B own
order of spies and operatives, who keep an eye not only
on other nations, but also on the activities of other war
lords. Oifficially, each warlord is supposed 1o turn over

everyihing he learns 10 King Kaius, bui most of them
keep the niost useful information o themselves,

Kaius, of course, Tully expects hiz warlords 1o do
just that, He has operatives within the intelligence ser-
VIEE® |'|‘r1||-|_- wil l'l.l_u'l,l.l. “RIETRE winliarigar ¥ ln:| REEFTRE -|,|r_||l|l-
nated through his vampiric abilities. Thus, even though
his warlords belicve they are keeping seereis, hoalus hasas
complete an averview as il he did posiess asingle national
intelligence agency.

Thrane: The nation of the Silver Flame makes use
af both divinatary magic and mundane agents, but o a
lesser degree of effectiveness than in the other nations.
It 'I-IlIJI-II |'_|r IRASCEHFaled 1D nay that Thrane's |r||r||11:r:|.;-r
service—ihe Silver Torch. as it's called—is ineffective. li
b8, however, newer and less EEpEFLE aced than it coun
terparis in other nations, and has not yer mastered some
of their more advanced technigues.
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ane pation can stir up social or military irouble for
angther, this drains the enemy’s resources and dinraces
them from their h-l_“i!hhl:ll'.l. sctevitees, [his sctbvity can
range From inspiring rists in sarving or oppressed areas
{see Thalios:, page 92). or even faking stacks on ane
nation and mak img anol her nation Appear re IPE}H‘I"‘&'#.
For instance, Aundairian agens, making use of illusion
and enchaniment magic. have managed 1o spark quite &
few conflicts with the Valenar elves that have weskened
Karrneih's forces inthe Talenta Plains. (Moo thee it's Efl.l.hu'

all that difficuli to ger the Valenar to go 1o war.)
SKIRMISHES AND MERCEMARIES

Openviolence still erupes from time to time. This primar-
ily occurs across shared borders. buit sometimes happens
when rival forces meet on neutral or contested territory
(such as Karrnathi and Thrane forces meeting in the
Mournland}. One nation makes a raid against another's
community, and the offended government demands resti-
tution or launches reprisal attacks. To date. none of these
skirmishes has escalated into all-out war—sometimes 1o the
chagrin of some citizens, who grow ever angrier at their
neighbors’ depredations. In some cases. nations hire or
encourage others to do their skirmishing for them, such as
paving Darguuls 1o sttack Brelish border stations, or using
hallling mercenaries to ambush Karrnathi caravans under
the puise of “purifying” the Talenta Plains, Even when the
vigtim knows an attack was palitically movivated, it ofien
lacks sufficient proof te justify public reprisal,

SHAVARATH:
THE ENDLESS WAR

The plane of Shavarath. called the Batileground. is the site
of an eternal war among numberless armies of archons,
devils, and demons. If the Outer Planes can be said 1o
represent abstract ideals in some way, then Shavarath is
the plane of warfare. The residents of Shavarath are the
beat srategiats, philosophers of warfare. and experis on
the art af war on all the planes of exivence, and during
the Law War. the leaders of Khorvaire made many attemprs
1 harness that CX e TLIRE 1 ald one side or another in the
ever-ahiln bng battle 1o determine the fate of Galilfar,
Shavarath 3 movement :hr:}ugh the Aumral Plane
brmg: it corerminos with Eberron lor one VEAF iB EVEEY
thirty-siz. During these periods, is endless battles spill
over into Eberron invarious ways. Among the mos :I'ng'hh
ening of these manifestations is the appearance of storms
of whirling blades upon Material Plane banlefields.
Scholars are not in agreement about the precise loca-
tion of Shavarath at any given time. One prominent school
of thought holds that its proximity aciually contributed
to the eruption of the war, declaring thar Shavarath was
coterminous in 894 {the year the war began), 930, and
966, A smaller group of sages places the dates one year
later, and a small minority claims that it was coterminous
in 890 (hefore the start of the war), 926, and 962—and
should draw near again in 999. Many people claim thai
the years during which Shavarath was coterminous were
marked by particulardy bitter violence, but those claims are
difficult to verify. Reporis ol whirling Bades appearing on
battlefields accurred sporad ically throughous the war, and
canngl be exactly eorrelated 1o the plane’s thirty-siz-year

period. sugpesting that Shavarath might have held maore
sway over Eberron (or st least Khorvaire) during the Last
War withous scoually being coterminous.

MAHNIFEST ZOHNES

In manifest zones. the influence of Shavarsth lass for
long periods, sometimes indefinbely, without regard 10
the plane's position in the Asteal Plane.

Ash Tower: A crumbling spire in the southwess of
the Mournland, Ash Tower is the center point of a la rge
manifest rone tied 1o Shavarsth. Some say this manifest
rone was created by the Mourning, while athers make the
Farnastic claim that it actually caused the Mourning—that
something emerged from Shavarath to cause the annihi-
lation of Cyre.

Whatever the truth of these claims, Ash Tower now
is home to a demonic construct, a retriever (MM $6) that
crossed over from Shavarath. As a construct. this spider-
like monstrosity has little to fear from the dangers of the
Mournland, and some believe that the Lord of Blades has
plans 1o wse this creature for his own ends.

Fields of Desolation: This field is situated in the
Talenta Plains, not far from the territory claimed by
Karrnath, The smallest known manifest zone linked 1o
Shavarath, it is no more than a hundred yards square. bui
this ares has seen enormous bleodshed throughout the
hisory of Khorvaire, Mundane geography mighe play a
part inthe site’s importance, since the ralling hills around
it tenel 1o channel armies through the fields, but s gies 1o
Shavarath are almosn certainly more significan,

The eritical theear ranges of all attacks made by erea-
tures in the Fields of Desalation are doubled. Muliiple
effects that increase threat ranges (such as the Improved
Critical feat. the keen edge spell. or the keen weapon prop-
eriy} do not stack.

Ravar Orioth: The Jungle of Scimitars on the southern
peninsula of Valenar holds a peculiar manifest zone linked
o Shavarath. The effects of the planar connection seem
random, affecting individuals within the tangled woods
without warning or discrimination. The Valenar elves
Leelieve that the jungle is a 1est for warriors to demonstrate
their resolve and their readiness for battle. The sther inhalb-
itants of Valenar avaid the jungle as ofien as possible.

A character whe takes lethal damage within Ravar
Crrioth must make 8 Will save againu o DO equal tethe
poines al dlm;gt taken. 1§ the character Fails this save,
he falls tm H'LH‘F:IIH'F under the elfect ol a .;u.-\_lfn-um s.|'|-¢]|.
nuling"hii behaveor uuprﬂljtuhlr anad pn:...lhl:,' violent.,
Is meldition, he guins the benefin of a ragr :.p-rl]. Bath
effects last for | minune.

Tamer Guleh: Somerimes known as the Vale of
Heroes, Tamor Guleh lies in north central Thrane,
noriheast of the town of Athandra. 1t saw livile fighting
during ihe Last War. at least in part because the effecis
of its manifest zone grant equal benehit to both sides of
& conflict within the gulch. However, a small group of
fanatical warriors gathers in Tamor Gulch every month
o fight for sport, gathering small, exclusive crowds that
wager large sums of money on the outcome of the matches.
These bouis are faial only occasionally.

A character who makes a melee attack within Tamaor
Coulch comes immediately under the effect of a greater hero-
wm spell that lasts for 10 minutes, A character can benefn
fram this effect once per day,
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'lu'nilin Field: .":I_'-l_' |:|.1 4 98,

"i"t:r af Blades: A T maGle '\u"r:. in the Byveahk
:"-‘uuhlﬂl:‘u. between the Eldecrn Reaches and nlu.ul:'l.
isthe site of J.-I!JJIEFI ous manbles gone, Whis II“'H- Ilades
like the ones that roam Shavarath sweep through the
valley prrm-ﬂ::cl'lh. shredding anything initheir path. As
s result, nothing grows in the Valley of Blades, and even
the animals of the Resches avoid ir.

For every hour characters spend in the valley.
theres a 40% chance of encountering a cloud of blades
that attacks for 2d4 rounds and then disperse. In each
of those rounds, the blades attack every character, using
an attack bonus of +10 and dealing 246 points of damage
on each successful hit. The blades are ireated as magic
and evil-aligned weapons for the purpose of overcom-
ing damage reduction

Legends tell of an ancient sironghold of the thakaan
Empire situated in a valley within the Byeshk Moun-
tains, Mumerous expeditions have failed to uncover this
stronghold. and many scholars now believe its ruins lie
beneath the YValley of Blades.

IMMORTAL LEGIONS

|:|'|'r|_-r||,|.r|'\.r|1. |_|||.1|r||,:|.l|rl ast War, rulersand elite saldiers
q.'J.“i'I‘I wpan 1 e ||-r|:i.l|_-|1-. .||'!"'|:||.n...|| rath ({1] H;{I‘ll |"r._|||-| 1|'|-r
Beelish E'-:.l.n;{ Boasan s ||I--|J|“_'I‘I :r1r|:||1| iG |1;n||'|_:4.||-| 1.!\.'1:|'| ]
martlinh i 922 16 Thranes archon -.|:|¢-.v.r|1.-.l|||rr| assault
an Cvre in '|ﬁ--1- the record of |:|-nr1.l||-||.r.||.||r||,:-. with ||'h|_"u|'
outsbiders 13 a Blend af 19 ||:|:||||'| andl !:.I[:-I'I‘I'I..

Mg epeatires literally barn for war, and in some sense

ermbody LEET'S the cone -I']I-l ol War, the matives af Shavarath

were armenabile to I|||.|n.|.'.||'|'| aticl athee Al FUmMGRIngE \.I_Ii'l]'\.
Wi ]II:I.H ak |!H’:¢' rlrt’l_‘rlrrr| LE5T: q-l:l,:||| b canvammesd )t hat 1 hiebs
||.|:'I1:':E|JI||11: |.'-|".||,||.|| -.I:H'u.rhql-“ further thelr own ldeals
o -u|.'|_|r-|"'| 1%FA,

For dr:nl.ll'n. that was an easy sell=these oursiders
ERERL I.'l!'lr'llull iy 1o sow e hsos and destruetion. Fartunanely
for Khorvaire, it b8 Aol £asy 10 S0 MTOTN E.l:’[:__r nimbers of
demons tothe Muerial Plane st one time, or 1o ensure
that I.I'lr'\. destroy only the il'r-l.l1l-|r mrel |.|||1-\.'E1 ikl WAL
them o, For that reason, demonic participation in the
Last War tended 1o be small in scale, short in duration
and ocften ﬂ:|ul.l|-. devastating to those who summaoned
the demons as 1o their enemies.

The archons of Shavarath were generally harder to
convince that participation in the Last War could some-
how serve their own interests. Initially, some of ihese
outsiders showed sympathy for Mishann's legitimate claim
to the throne of Galifar and the desire to restore order io
the continent. Later in the war, archons were more often
galvanized into action in the service of Thrane summaon-
ers or to act agains some real or perceived evil. such as
Karrnath’s undead troops or various atrocities of war

For their part, devils were drawn into the war as
part of intricate bargainsi—bargains that rarely favored
the mortal party. They occasionally arrived with lintle
coaxing when archon or demon forces opposed them,
but mare ofien they stood 1o gain something significanm
in r'l;rh.1|-||:r [ar their assistance

ELDRITCH MACHINES

". 1.||!{h|||.' |||.|'|rrr1|.t way tn which I|'|r WArTIRE nalians
ol K hoervaiee tried 1o I.||| iRt the power al Shavarath
|!1|||.|||‘ the Last War was I]lrlnl.;;]l the constr uciian ol
eldritch mochines. For example, the Order of the Emerald
Claw tried 1o build a machine in a manifest zone in
Xen'drik, hoping to bring either a demonic horde or
a swarm of flying blades from Shavarath and harness i
under Karrnath's command. That attempt failed, but a
||.1 r|-|!|'||| fl'r.r':.lllﬁ' N miy |'|.'.|'-\._ -.u-_-h AR I:'|-r r\g'.l_ﬂ..'r_ |'\.|.|'|.1|;|-:| asg
|1|!:|:J|11 pa ril nnm someE Ao |‘_|.\,|II |r\. al |_|'\u- Wi

Eqapl;-r. The Order of the Emerald Claw buile this

eldrtch mackine 1n the Fields of Desalation in 963, and a

group ||'|-.l|r|'|.r|1'.|:|'|_-| & -|fr-.l'r||'|r|‘| 1 [.lll_-l' thiat as e ¥YWoar A
massive consruction of steel, adamantine, and human
bBane, & g P o hannels the pProper e al the abee's mani

feal rone into weapony thag are Lped pally arruned 1o the

mschine, In ebfeet, this machine was i massive-scale beee
r..’.;r \Flr“ that 1:-t|.nr|! 1o be |:|.|Iu||'|.||]'\. eosl-ellect e,
.|I|,:|:.I|:l|-. I|.]I:|h|,:||:|-rr or lour minor bareles in Barrnatk s

favor before 1 was destroyed.

TALENTA PLAINS

l'he Talenta Plains are among the most tragic of the
Law War's batilefields, for the conflicts that wracked the
plains, and ihe blood spilled to feed the tall grasses, were
unnecessary. 1 he halfling tribes had no vested interest in
the Last War. The region offered few resources or terri-
tories worth Aghting over. Had everyone simply ignored
Talenta, the outcome of the war would almost certainly
have been unchanged

Yei war came to the Talensa Platss nonetheless, and
||-|I|'.r:.e“l\.Hnrr1|'|r“Jr_‘.|'\u_--.|-c:-|r:||rr:||,:'r|1:|r||_-n;| |:.|.I:||.l|r

conflict has reflused e fade,
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THE TALENTA PLAINS AT WAR

The 'r_:rl_-a.lr-.l Taant LI_"« i the Talents Plains were between
Karrnaths and Cyran lorees—the lanes F'II imarily Valenar
mereenaries, 1 he apen Faelds lrrl irl'l|:. sulted bBoth the
heavy cavalery of Karrnsth and the swilt elf warbanes,
Although same halfllings avtempied 1o repel these incur
sions, they swiftly realized ihat the invading lorces almos
always outnumbered even the largest of their iribes. For
the bulk of the war, then. the halflings simply took sieps
to be elsewhere when these forces clashed. since neither
the Karrns nor the Valenar particularly cared if a few
siray halflings were caught between them—let alone
the dinosaur and animal herds the armies scatiered or
destroyved in the process,

With the soldiers of the other nations came the dragon-
miarked houses. House Ghallanda had abways been based in
Gatherhold, and House Jorasco still maintained a presence
im its ancesiral homeland even afier moving its central
stronghold to Vedykar, Throughout the war years, however.,
Deneith, Orien, and Vadalis moved inte the plains as
well, either 1o serve the growing military population or
115 Iukl_- .;l:l\-n‘.:!{l_- r||'l he E|;||H|:|H'-. |]||_-r||-..-|_-]'u_-\..

“r.;wn 1nlG 1|'|-r |'r|-r|"|1:| :|-r1.p|1-|_- t|'|rln1.|:||r|_-'\. ROIME
tribes lql-l_ll H-l!r-.. nllhr: 4Lk meErceERaried OF -|||,|-|_- Bk H1Fa-
|..1r:|'|-|_-1. ||| FEREL] |,|-q_|.|_- o ||:||:.|:H-|:E|'||.:|'. Fl_ll the most |:|.|rl.
they warred 11:|]:. JHHIII.\.l |:|::'r|.!,::|. Fllrl.'-l_'l.. biae on (A T EH] |
l‘u.t“l.u!{ did l":_ghl .'lJ::JIII'a! I1J]”l|1E. This ||‘Ii:|q]I|I|"IH WA
often the result of old sribal Fewds, glwn Tiew ::ﬂ]!lflu-. EI'_l
the violence sround them.

It swiftly became apparent, however, that the tribes
suffered more from the constam conflict in the Pl.lln:.

than they gained. and that the other nations weren't
likely 1o cense highting any 1ime soon. Uld feuds fell away.
lesding 1o & partial unification of the halfling tribes. They
never abandoned their tribal identities, but they did coop
eraie with one another 1o an extent never before seen. By
the time Lathon Halpum {CG male halfling barbarian %
was selected to speak for the tribes as s whole, the halilings
stood side by side to protect their people and their herds
from all comers, 5o closely did the tribes work together
that the other nations developed a false perception of
ithe halflings as a whole. When Talenta was declared a
soversign nation st Thronehold. many people assumed it
would be governed as a single people with Halpum at s
head. The fact that the Talenta halflings sill dwell and
funciion iniribes, with Halpum universally respected bus
not revered or obeyed, confuses many a foreigner.

THE TALENTA PLAINS TODAY

The Talenta Plains are still a perfect battleficld, and
FVET 8 !'| er1h L T R ] alt hl_- wWaAT, ROmE CofRl s o 1A ke
.1I:|.-¢':||.'|I.'|_|;:r lq,:-l.-'||!1nl; fu{l , D fewds srill lgr. and even the
EH:Fl“.l.irl‘l:r |_|ri athon I[JIEIIEJI"I has led 1o new conflicts,
'['||-|_- Ta l.rnll ]:'|-|:||. AFe fide |-|_-'|.-. a |IIIHIlr| far discord roday
than Ihr:rwrl-r ||||.1'Il|g'l|‘|r Last War—and thus the |1.'I!,=-I'I:I'l
af the h.-]ll:n!_: Pal R comt b nes,

Factions

The Fallowing Faetions still maintain an interest and/or
presence in the Talenta Plains, & presence that threatens
1o erupt into & contlici ﬂpih]r of sweeping across the
plains as swifily as any wildfire.

91



:
Z
E
°
5
g

_'32

Abramam: The single largest halfling tribe, family
of the honored Lathon Halpum, has not found life any
simpler since the Last War. Halpum wants nothing io
do with ruling the Talenta Plains as a whole: he had the
chance to become a great king after the signing of the
Treaty of Thronehold and rejected it. Now. he looks at
the chaos besetting Khorvaire and wonders if he made
the proper decision. Halpum believes with all his heart
that the Last War has merely gone quiescent. that it must
erupt again and sgain until one power holds deminance.
He fears the same is true of the halfling tribes, because
the tentative peace and unification inspired by the war
have already begun o fray around the edges, Egged on by
others of his eribe=many of whom see an Abramam king
a3 & 1oo] 1o advance their own ambitions and settle ald
feudsi—=Halpum might soon be forced into an impoasible
cholee: Risk losing the support and respest he eurrently
enjoys, or make uie of it and the milivary might of his
iribe to carve out a throne be doesn's wan,

House Deneith: Although its presence in the Tal-
enta Plains is rt]ni\'rl:,' recent, Houie Deneith Nnds
the region profitable. Halfling mercenaries, particu-
larly dimgsaur riders, are currenly popular among the
weslthy of Khorvaire. The house keeps most of ins sirong-
holds near the Valenar border, where conflion with the
elves produces the most skilled halfling warriors. While
most halflings rolerate the presence of Dencith, some of
the more iraditionalist or nationalist factions believe the
house takes advantage of their people and would be happy
to see them gone.

Houses Ghallanda and Jorasco: Both of the haliling
houses face the same problem in the Talenta Plains—many
halflings believe they have abandoned their traditions at
b, and are racial traivors s warst, jnr:sfn. which has
moved s eenral apeﬂl:iq:mi. o Barrnath, suffers this
SLIgma more than Ghallands, but bath st eonaa ml.,-
fight the sceusaion that they have sold sur their halfling
heritage, offered gifis for money thar should more prop
erly be used vo benefit the Talenia tribes, and allowed ous-
side powers 1o compete with the tribes for influence and
resources. To date, this reseniment has been expressed
vocally and economically, but as Holy Uldra’s teachings
become more popular, it's possible that either or bath
houses could face violent opposition to their activities.

Hulrar: Led by Lath Errim (CG male halfling
fighter 7). the Hulrar tribe is second only to Abramam in
size and military might. Hulrar has close ties with House
Dieneith, and it is the sowrce of over a quarter of all the
house's halfling mercenaries, Errim halds great respect
for Lathon Halpum, but thinks Abramam failed 1o take
full advantage of its opportunities. Errim would prefer
1o aee the Talenta halllings organized inta a nation with
semi-independent warlords, not unlike Karrnath, but
19 !frl: LR Rl |."|l'|.g LR Iil"l:'.lll'i_' war aga LAl -l,.|l|!||_-r hl! ﬂ.q ng
tribes 1o lrfgmp“.l.h . When nost rnpgﬁl iR MErCEnaTy
actevities, Hulgar l.p-u_-m‘ls. fta time h—prl'll.ug Valenar
incursbong amned -pealihg agains 1B growing iniluenes
of the Sindrekel tribe.

Karrnath: Through sreangement with several of
the great tribes (often enforeed by hosages), Karenath
maininins 8 line of fortresses along the Valenar border,
Though this does not prevent Yalenar incarsion, it does
keep the elves from mounting & foree sufficient 1o cross
the plains and attack Karrnath direcily. Many tribes

resent having such & strong foreign military presence
on their soil. Multiple-faction conflicts, between half-
ling tribes, Valenar invaders, and Karrnathi soldiers,
occur with frequency around these outposts. Mor are all
these skirmishes random: Various enemies of Karrnath,
including Aundair and Thrane, have deliberately stirred
up halfling or Valenar forces to harass the fortresses.

Q'barras For thousands of years. some of {F barra's
lizardfolk have wandered into the Talenta PFlains, hunt-
ing or herding dinosaurs and sometimes clashing with
native mammals, In the years since the war, Mewthrone
has sent emissaries to the larger halfling tribes. seeking
alliance for both trade and mutual defense. The settlers
of () harra have no love for the Five Nations and main-
tain that the halfling 1ribes sught to feel the same. To
date, few formal treaties have been signed. but several
iribes are considering Newthrone's propasition,

Sindrekel: Although relatively small. the Sindrekel
iribe is home 1o one of the most influential halilings
in the plains, Lath Uldes (NE female halling elerie 7
[Baliner]), ealled "Holy,” seeks 1o return the Talenn
halflings 1o the old ways, Unification of tribes, treaties
with ﬁ:rri.gnr r4, COOperaLion rather than survival of the
fitest—these are all a corFuplion af the 1rue lu]ihng
spivit and way of Llife, Uldra's teschings have begun 1o
:.prvu.d Lhmugh the variowus triles, Pa Frieula r|1.' AMOnE
the younger El"ﬂtrll:iﬂﬂ who never knew the more Qpen
imntertribal con flict that oceurred before the unification
of the Las War, Although Uldrs has mot vet direeily
encouraged violence against foreigners or tribes who
accept them, her sermons are clearly leading in that
direction, and several of her more aggressive followers
have already shed blood in her name,

Yalenar: The Valenar elves have no interest in peace
with the Talenta Plains, Warbands eross the border on a
Feg ular basis, waging battle with Rarrnathi EATFIROME OF
h.ilflmg tetbes, This is not indieative |:|E'I|;|1.rllil::| agains
the hiH]II‘I.g"i on the part of the Valenar as a whole. Rather,
the warbands are engaged either in long-running blood
feuds with individual halfling tribes or in simple exer
cizes in which the band chooses a small vribe with few
allies and hunis them as they would any other prey. Add
1o this the Yalenar's desire to test their martial prowess
sgainst the Karrnathi soldiers and the wild dinosaurs of
the plains, and the result is & constant state of simmer-
ing warfare between two peoples that don't actually want
anvthing from one another.

THALIOST

Few cities have seen as much recent conflict as Thali-
ast, The crossroads of three of the continent’s greates:
powers, it has become the piver point around which a
number of bloody batiles have been foughi. Thalios
changed hands a hall-doren times aver the course af the
l.l.ll 'I'I'- . lnl;l. Lr_u]a'!r prfl‘llp\ the an l.-r II‘IIﬂH’ A CHLiEefs
iy lHl‘l"l_’ [SIEREY L}i;1 1I1-|":|' mid Ff-r:'l:lg a& Fidak :rrl L':rHI.Eh]rlr.
The chry hes Become a nltr-mg EFy for militants and
pationalivs of all LT 1§ arnother greal war crupds,
Thalies ml.ghl e the ifea rk tha igmines i,

THALIOST AT WAR

Well before the star of the Last War, Thaliost, then one of
Aundair's great cicies, played host 1o a condlien of a differens
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Factions

Many factions siruggle behind the scenes of this once-
great ¢J|1.'. and even if this tension doesn’l l.p.lrl the next
great war, vislenee is almost inevitable.

Aundair: Formally, Aundair has recognized
Thrane'’s right to Thaliost and its surrounding territo-
ries. Informally, Aundsirian sgents continue o spy on
the city and agitate social unrest. If and when the city
erupts into violence, Aundair intends to move in and use
the safety of the city's people as justification for violating
the Treaty of Thronehold. In the interim. the majority
of Aundair's people despise the fact that their govern-
ment ceded Thaliost. and they make frequent demands
for immediate military action o retake territory that is
theirs “by right.”

Aundairian Citizens): Many Thaliostian citizens
of Aundairian descent live a tiring, joyless life. Forced
ta suffer a1 the hands of Thrane oppressors. many view
Aundair with hatred, feeling abandoned. while others
simply resign themaelves 1o the notion that their nation
of arigin lacks the power, of the spine, 1o rescue them,
Though this glum outlosk often resulis in depression
and pimidity i1 sometimes erupis bn anger and rieds,
The community a5 5 whole hasn't 1ried 1o rebel sinee
the residents’ grandisthers were brutalized by church
forees in 923. hul I[Ei‘l:lql:n I.ul:h asthe Flfll:nll |.1|,|.|;| FaE LG
Front ever have thetr way, the p:}pplnmu of Aundatrlan-
bloaded eitizens mighl AEAEM Fise up €N MARLE.

Breland and Karrnaih: As the enly surviving
member of the Five Mations that doesn’i share a border
with Thaliost (or at least the contested territories),
Breland would seem 1o have linnle vesied interest in the
region. In truth, sgenis of the King's Citadel work in
seerel (o keep tensions as high as possible withowt seeing
them bail over. Neither peace nor apen violence in
Thaliost serves Breland's imerests, for vo long as the city
remains in a wate of flux, i draws the attention of all
the sur rnundmg aatlons—and takes that muech of theis
aviention away from Breland’s own activitees, 1 he most
ex prr:rn-u:'r-rl Cioadel ageni i T halios u_|'|,- marea Kole (M
female human rogue 7/dark lsntern 1; see Five Nalens 693,
who TR ARG UE races as aJt-wr'Ir:. and art Emparier.

Karrnath, 1oo, has & vested imeres) in lrfpmg’ the
pot of Thaliost bubbling. Even after the destruction of
the White Arch Bridge, Thaliss represents a potemial
gateway into that nation for two of its grestess rivals. By
agitating to keep Thalios in & state of unrest, Kaius's
agenis force his enemies’ attention towsrd each other
rather than eastward. Karrnath's chief insigator in the
city, Borval Rikartiol (LE male dwarf rogue &), occa-
sionally cooperates with Jenarra, though both also keep
a close eye on one another.

Church of ithe Silver Flame: Many Thranes are
content with Solgar Dariznu (LE male human cleric 8
[RBilver Flame]), the Archbishop of Thaliost. They see
him as a loyal patriot trying to do an impossible job in
controlling the "ungrateful and bloodthirsty” citizens
of the city. Many members of the Church of the Silver
Flame. however. have grown increasingly horrified
at the brutal methods Solgar uses to enforce his rule.
A growing faction within the church, emboldened by
rumors of support from Keeper Daran, seeks Solgars
remaval, [L hopes 1o replace him with sameone who can
keep order more diplomatically, without resulting

ta public burnings and the like. This faction’s current
spokesperson, Ours Gellast (LG female hali-20f paladin
5), has survived three sssasination aliEmpls. 'I'hnugh she
has not made her suspicions public, she fears that Solgar
himself is responsible.

Golden Crow: Thaliost's great wealth and constant
unrest form a perfect opportunity for thieves and ather
criminals. Several bands and guilds operate within the
city, but by far the largest and most sinister is the Golden
Crow, so called because of the tiny pyrite statueties left
at many of the group’s erime scenes. Led by a shadowy
figure known only as the Platinum Man, the Crow
appears to have its Aingers in almost every gang. guild.
and syndicate in the city, and is an important stop on the
Black Highway. The Golden Crow eschews violence where
possible, but several individuals who have interfered with
its activities or begun investigating the group have turned
up dead.

House Orien: One of the few factions advocating
peace in Thalios, House Orien hopes to rebuild the
White Arch Bridge and restare the lightning rail tha
once crossed i, Although the house has spem large
quaniities of money and political capital here, trying 1o
amodath aver the di fferences between the various Factions,
it has so far proved incapable of calming the region.
Uneil e dloes, Oirien’s leaders are unwilling to devote the
resources and effort ot rebuilding a bridge and route tha
might just be destroyed sgain.

Seions Liberation Front (SLF}: Mot every catizen
of Aundairian deseent s hiiling Le nEcepe the Thrane
'm:':'u.pn ton.” The Seions Liberation Front i, r[rpeurl ing
on whom one livens to, either s group of devaut Freedom
highters or a band of brutal terrorists. With cells and
hidden assemblies in both Thaliost and across the Aun-
dairian border, the SLF attacks merchant caravans, sabo-
tages military operations, and sometimes blows up entire
government buildings. Nobody knows for certain wha (il
anyone} leads the SLF, but the Thrane government has
aceused Aundair, Breland. and Karrnath of suppartiing
the organization af various peints—aceusations thar all
three governments vehemently deny.

Thrane Citizens: Thaliosts Thrane-descended
citbzens Hve in g twin state of prn;]:rruvl.-lud Frar. Almast
all of the rl.l:.-'.- upper elass, and nnnn]:..- {13 governors,
are Thrane h:,- descent. Where athers just serape h’!"' |'hn_-1l.-
grow wealthy, taking full sdvantage of the city's valuable
loeation, On the gther hand, Thrane citizens are the
most :I'rﬂ]uem 1ATgens af Aundairian anger when those
people do rouse themselves to sction. Many a wealthy
merchant or official has been found beaten in an alley,
Iynched, or simply turned up missing.

THRONEPORT

Asmall city full of dissidents and mercenaries, Throne-
pori would not be particularly important except for one
simple fact: It is not part of any nation of Khorvaire.
Crowing up arcund the roval castle of Thronehold on
an island in Scions Sound, Throneport was originally
a small iown thai made the castle more livable. offering
food and drink. entertainment. and other supplies to the
soldiers and nobles stationed in Galifar's capital. With
the death of King Jarot. the outbreak of war. and the vir-
tual abandonment of Thronehold, however, Thranepor:
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are required to show them on demand. even if they do
not cross from one zone to another.

In theory, all this security is aimed at reducing the
espionage that keeps the city running. In reality. each of
the four nations that has a stake in Throneport would
like ta prevent the others from carrying on their clan-
destine aperations in the city, while allowing its own
spies to operate without hindrance, What this means is
that spies and eriminals have developed elaborate ways 1o
circumvent the safeguards and resrictions designed 1o
interfere with their aperations, and innocent people are
faced with endlews bureaueratic hurdles in the course af
pu Faid I.:h!,: thetr ﬂ;:h’ L s rk.

In a chry that relies so hl"l\ti:r a6 decumentation,
-:':'nmp'luhrd l'-n-r-Hfrl. APE if high demand, and afheials
who can issue documents are often |+1h]srr|'] with ]ugr
bribes and other favors. A spy defecting from Breland
o Boarrnath might come 1o Throneporn with Brelish
papers, Jsurrhnf the proper identification amd teavel-
ing papers, and leave the city as a citizen of Karrnath,
virtually guaranteed safe entrance into his new country.
A monarchist flesing theoeratic persecation in Thrane
might come io Thronepori—where she will find many
sympathetic ears—and eventually acquire idemification
and traveling papers showing her to be an Aundairian,
which allows her to return to the continent despite the
vigilant eyes of Thranes who seek to imprison her.

Besides identification and traveling papers. the
ather hot commadity in Throneport is information
Private inguisitives, mercenary bounty hunters, House
Medaniagents, and agents of national espionage agencies
such as the Royal Eyes af Aundair all jostle together in
the city’s busy streets, spying on each other and just abow
everyone else in the city, For every person in Thronepart
wha tries 1o disappear by purchasing false identification
papers and a new identity, another person in Thronepar
s irrlllh;lh]:r threr |'|l||.:|.|.|:|H fur a [l,.l;lll'«'!’. F1:] -I"I.I_'HI:II_'-I! -|Ii-.-
sldent, oF aodme I:'n-l]l.l_-r :ﬂnnnH persan,

|".l||_'r|Jl Far '||!1-|_- .I.hl-l'lll.l_' YWarders -l,:f ”uu\[ “rnl_’llll
and 1salated :|'|E|||.nl|.:|| § [roem Hnl,::.l" :"-!-rd.ul.:. Ihl_- :l.r.i _gnl\
m.au'l-.*::l Buses are all |:|l||l abaerl r1 am | hr 1::|.|_-|!|:'|-I'I:.
House Siveis is not {nvolved with the 1:u -.I|l1!|g |!:H'|.|lnrr'|l
trade inthe city—at least, i1 ks moy nF‘l'lq-uI]:.- irva]vied=—nned
both House Phisrlan and House Thuranni seem sirangely
ahsent from all the spying and surveillance in the ciey. I
is almown certain that members of every drlgn:mmtr'kfd
howse live in the ity and work in SOMme CApacity related to
the work of their houses, but as arganizalions, the houses
are not major plavers in the city. Perhaps they fear that
involvement in the tangled palities of Throneport would
pose too great a risk 1o their enforced newiralisy.

THE TRIBUNAL
OF THRONEHOLD

The former capital of Galifar stands to this day as newtral
ground, accessible 1o all nations but belonging 1o none.
Thranehold Castle is still maintained by the Wardens
al House Deneith, and remains off limits, bur every
ather foot of land on the island belongs 10 every citizen
of Khorvaire, Everyone knows that it was here that the
warring nations hammered out the Treaty of Thronehald
that ended the Last War.

T|'||_- Ercaly :||.-|,l Flr (falidind |i11:|.1hl|_ h::lnrw_-f. Thr WA
Fn:'gnqunl:mu.' the Sentanel Marshals, the setelement of
borders—all thewe ERARIFR ir|lt MdEFe wWe e .idl!l.l'rul_-:l. 1F Ihl_-
s ::.‘I'nrgnn.ﬂmh. So, too, was the issue of war crimes,
The :h:ln_-pr mdent nationg of Khorvaire had no eentreal
authority 1o whom they could turn 1o levy eharges againa
citizens and mil:ur}' leaders of other countries, The Lan
War saw many atrocities committed in the name of kings
and gods, and the populaces cried sut for someone with
the power io convict and sentence those responsible.

Thus did the treaty esiablish ithe Tribunal of
Thronehold, a court that rules from the neutral island,
ensconced in a wing of the casile. From here, the long
hand of justice, supported by all soversign nations,
reaches across the continent to smite those responsible
for the worst horrors of the war.

Cir, at least, so the politicians would have the citizenry
believe. The truth is, for all its symbaolic importance, the
Tribunal has very little irue power. Thwarted at almost
every turn by the very nations that formed it it siruggles
ter carry out its mandate in the face of ruling classes tha
simply wane 1o put the Lasi War out of their minds—ar
elie reignite it into an even larger conflagration.

THE TRIBUNAL ESTABLISHED

The Tribunal of Threnchaold was almost an alierthoughi
1a the lrl_-ll:r. ."'.|I!'||,:u=|!1 lh[ 1h:||,- |,|1r|r:||l|.||'|.;.| |_-||-||||j runrl:'m
thias GaAEFR DA AFe 'll_'lll.'\'l'!. [ie[451] E‘lru'l;h: elapm I']:.J.I H.lll.H'
|!|:|-I'Hl1l_-t af H-Er|lﬂl|. faran '!a“HHl_’I.lrll I]l.l_' I:ﬁl'll1-|II_1lI. al a
miultilareral e FE, |:|:|.|||'|l|.|.:|.H' |hl|:r'||||l|. af ||-I-|'I.|:r:|‘l; ll!u;|
|'|.|;=h'|l|:= J.lﬁl'l-l'l'!_: the rule Fi& and It];fru":ll.ﬂ“w‘ﬁ. .".I-n:.
af |i'l-|_"'|l_' AT Hul"ﬂ.l_’ fls R \Iu: ked |:|:|' FI AP ET LTS EE Y af war
erimes and smirocities between rivals, and some I-r:'pp[n_-
helieve that Boranel's primary motivation was to end the
arguments, noi (o bring the perpetrators 1o jusiice.

The formation of the Tribunal added several weeks
of deliberation vo the Tremy. Thrane wanted an exemp
tien for formal inguisitions carried out by the Church
of the Silver Flame. Qlueen Aurals of Aundsir wanied

m

Postwak THROMEPORT

[f you've ever seen Casoblonco or the classic noir thriller
The Third Man, you'll understand why Throneport is
here. Like real-world Vienna or Berlin in the wake
of World War Il. Throneport is a city divided up
among the nations that survived the war. Instead of
an American, a British, and & Russian district. it has

rones contralled by Aundair, Breland. Thrane. and
Karrnath—hbut the peimt is the same, It is & horbed
of international intrigue, a place where no nation
ol s Sway 52T every nation has a preience. When you
play in Thronepari. try 10 keep those classic movies
im mimd.

R e e o e e e
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writ of sccusstion; the Tribunal has never sent & retrieval
team out based on charges brought by a civilian,

THE HALL OF JUDGMENT

Recently refurbished from a mothballed area of Throne-
hold Casile, the Hall of Judgmeni is the seat of power and
authority—such as it is—for the Tribunal. The first floor
consists of several audience chambers, dining rooms,
kitchens, shrines io the Silver Flame and the Sovereign
Host, and the Tribunal's sizable siore of records and
texts. Living chambers for the magistrates. their siaff,
and the hall’s soldiers occupy the second flaor. while the
courtraom fills the top of the complex. Most war crimi-
nals sentenced by the Tribunal are shipped 1o Direadhald
ar ather prisons. but the basement ol the hall halds
its own cells, either for prisoners awaiting sentence ar
transport or for those the Tribunal wanis to keep on hand
i |Jr rh:p-« AdwiltfifFsscs an F.,.: uref r:.\lg.:l. T]rr un drrﬁrqu; nl;|
I.I'\U- :1|.;||l|jrl|. I]l.l_- .p-._.“”'., L 1] I:I'\, whrrl_’ BE AEFFER l_"c'l:tl:' [nge,
FiGfiafs, & t'l-l,l P |h-|"l"=|_- ACy Al I’E'i €5, .hl.lj maflEfhid & o I-l,tl,irn
r"al.'.irll" FadsUled 1A CAEE alf |1:t‘|g EEFin !I-r“:r.

Eve Ty Fa0m of the hall is warded a gainsg serying and
Irll"IH:" atign, and the courtroom iaell can be shifved 1o
hecome its own pn-r-hl dimension, not unlike a |i|-_q+r
wersion of repre frick

VALIN FIELD

In the southwest of Thrane, on the shores of Lake Brey,
crouches a squalid, lonely village called Valiron. Stand-
ing as it does on the main highway, one might expectitio
grow into a thriving community of trade and travel.

[t bas o, and likely never will, For Valiron stands
o 1::||.!|' in the dl.lltllw ol I||.r Hﬂ"ul [.: adriue Hl:IHf |!1l||.|
aleo in the shadow of & ]lt'l.'l F.ml:. -|'|'J:|.|_‘|1:|_'Ir|:| i the fame
of all that is gn-m:l arncl Iu:l:.-. It arands ar the nip.' of Valin
Field. one of the most vile and bloody banlefields of the
early Last War. Here a thousand innoecents died by haly
fire; here the earth drank blood and madness in equal
measure. And here the skin of Eberron has broken,

bleeding pain and horror from sources never meant o
touch the world of morials.

VALIN FIELD AT WAR

In 895, the Thrane border stood some miles farther
north-northeast than it does today. The territories below
the Landrise belonged 1o Breland, including a thriving
town called Walin. There was nothing particularly special
about the land on which Yalin stood; it was fertile. but
not unusually rich, The fishing on nearby Lake Brey was
suflficient to provide sustenance. but not prafi.

Mo, the land had but one distinetion, and its inhab-
itants weren't even aware of &, It had once been the
ancesiral estate of the family Kemman, one of Breland's
nability, Mot many years after the formation of Galilar,
however, the entire family was disgraced when several of
its members were caught agitating for Breland o declare
||-|1||_-]:r n|;|r:| ol frr_un the nr].1 1aveE |1r :rirllr]lfu| k 1A !_:il'l,:m i T]I.l_-
Entiee [J.rﬁil.:r Wk 51l'|]:|p1_-|:| af lapnds and title and exiled.

.I’I.” 1|1l:. “.:H,ﬂ:l. |I.i.|r|_- hr;t‘l ]r_nl (14] .|l|-.|-|,:r}. B RiFLATHL=
1:|.|'r|.-|l'|| FwEn 4 fuh 1§ F:; PR [:,H,:I.I!:‘l-lf. r:ll'l"FH t bt II1.|_-
fam t]:.- |uuﬂ:| s sense of resentment and entitlement
down throuw g'h the gEnsralions, hullding UpGR ETa mel
parents tales upil the kemmans had cast themselves as
the innocent victims of a brutal regime.

When the alliance bevween Thrane and Breland dis
irnegrated around 910, and Thrane laid elsim to much of
northern Breland, it was Lord Viadimar K ronen, direct
descendant of the exiled Kemmans, whoe commanded the
invading forces.

Kronen had long been o devored, if unyielding, ser-
vanit of the Silver Flame—or so he believed. His ambition,
hisinnate eruelty, and his lust for power had long since lefi
|'|||.'|I. ulhrll. 1o the 5-|:.1l||||w v the ]'-h mie, I|“' |[-|_-1|.‘|:}I1 1|‘.|1|_:|r:1.-
|_|l|.|_-:| wqt]hll thie Bilver |'|l:|.‘lr lt:.l:] f. .I"I.II1'|;|.Il|:|:I. ||-|,|1|I ulH:tl
FI!'I:I.-I"- ]:rll!r |!|l..|i|| ull-ﬁt'l -l_'r1ll_']l'_i. andl the II.I_'1:I::II"I.l 'l.llunrll"l'l.
lawail u|:|‘|l|. ir =l 'r'hﬁush |l||.|"':|:|. |.-u|"|‘i B rofien was ETsane
1!:¢'lhl"l|ﬂl.-|" hie was ordered o take Brelish lando—lamnds chas
included his aneesiral holdings. hronen rook this edice
as a sign from the Silver Flame liself.
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HiGuT AnD Bloon

The entirety of Valin Field has become a manifest zone
connected to both Shavarath, the Battlefeld, and Malar,
the Endless Night. This turn of evenis has a number of
game eflects.

. A character who casts & spell here thar deals hin poing
damage or one that is associated with negative energy
does so with a =1 bonus to caster level. ([f both eon-
ditbons l]:pl:r. - -'E 1:i.'||!u.|-. 111 I:I.Ijrlj Lo CasieT [ru_—].’ .ﬁ.
character who casis a spell of the healing subtype or
one assockaed with positive energy does so with a =2
penaliy 1o caster level,

& A ny Com Firmed eretical hit deals & number of profnes
of Constitution damage equal to the weapon's eriti-
esl muliplier =1. (For instance, a crivical hit with
a bartleaxe deals 2 points of Constitution damage,
hecause it4 eeit ieal maled r_li e bs 23}

*  Amny living creature that dies by violence or disease
i Valin ]'-I-l_-]l;| hasa 5?—"-& {‘"‘lil:;i_- of 1 I-.|:'|g AR AN ul\:‘l{'mt
on the second nightfall afier its death, unless it
is pemoved from the area. Sentient En-rmg-. rlae as
ghouls or ghosts. while nonsentient beings become
eombies or ghost brutes {Libeis Mords 101)

. All animals and vermin native 1o the region are
hastile 1o intruders. They are treated as chaatic evil,
despite their lack of intelligence. and avack iravelers
(SFH] '\lKh‘.

- |f:|':,|-|l Are ik ﬂE Flernen .|_|rfI'<lFﬂ.n.'. the J'-rH::nI'l (11 |.l.ll1|-|_':|..
Characters suffer | point of bath corruption and
-|!|."|,1:'.ivll'!r 1;F'|||'|-h ERlET Ill.g' YValin Field, and another
| point for every continuous 4 hours they remain
within. A successful DG 22 save (Foritude for cor
ruption, Will for depravityl negates the effect on any
given day.
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The Bloody Shore

A il:l'al.'lll.ﬂh Lake IH-I'l"l. i normal everywhere else, & haven
for hishermen and I‘Jl. ters, the water turns dark where i
n ri Yalin Field. | he tide and the waves leave a b I
stain where thev wash over the shore. Plants rar and fish
lie dying. A 1 with the water
in this location for more than | round risks

¢ JUER &R il ke or she had been

NI ract
ing ghoul fever (&
injured by a ghoul. Anyone who eats a plani or animal
from this portion of the lake contracts ghoul fever with

save allowed. Even the nighttime of the shore
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are dangerous: anyone who spends a full night within
100 feet of the shore takes |d4 points of Wisdom damage
(Fortitude DC 14 negates).

The Bones of Valin

These burned-out husks and timbers are all that remain of
the ance-proud tawn of Valin, Though the wood is black-
ened and almos a hundred years old, it is still painfully hot
ta the touch {dealing | hit point of fire damage per round
af contaet), Characters within the ruins can still hear the
weeping and sereaming af the town’s citizens, a cacophosy
that bestows s =10 penalty on Liven cheeks snd s —4 penaly
on Concentration checks, Weainths, specires, ane other
umnrp-nru'l undead hawunt the Bones of Valin.

The Hunter's Trail

This faint trail was once s hunters” path, wsed 1o salk
deer and other game. Today, those who would make use of
the trail are themselves the hunied. Animals congregate
on the trail when humanoids are in the region. launch-
ing attack after attack no matter how suicidal. Ghosis
sometimes line the road as well, waiching for passershy.
The road i: considered clear and flat ierrain for move-
ment purposes,

The Orchard of Affliction

This seemingly random scattering of stakes represenis
the final fate of most of Valin's citizens. If viewed from
abave, the pattern resembles several demonic symbals,
though they are clearly incomplete. (Mot all of Kronen’s
works survived the years,) Anyone preseni can hear the
shrieks of the dyving and the crackling of the flames {as
with the Bones of Valin, above), The grasses here grow
abnormally rall, and attempr 10 grapple anyone wha
passes through, as if with a life of their own, (Treat as s
constant Erands black fenfacles with a caster level of Bih.} IF
ale nl.ﬂ'h" maAiflALTER & _I:l'.ilpll.' [l;,l-r E cansrc i ve rr_n,l:lﬂl..
it impales des vietim on the nearest stake in the following
round. This sttack deals 3d10 poins of damage. and the
vigtim must make o suecessful [¥C 22 Sirength check o
hsul himself off the seake,

WARFORGED

lhanks to endless lurid depictions of blood-spanered
warforged soldiers on tireless marches to new banlefields
splashed on the front pages of 1he wartime chronicles,
the warforged have come 10 symbaolize the worst aspecis
of the Last War in the minds of most of Khorvaire's
population. Born from the paranocia of s dying king and
the ingenuity of House Cannith, the warforged are the
ultimate soldiers: living constructs made for war.

ORIGINS

Before his death, King Jarot commanded House Canmith
1o build mechanical warriors. Few of these soldiers were
made. and they were far from living consirucis—they
possessed no capacity for independent thoughi. They
were human-sized and human-shaped automatons
formed of wood, stone, and metal, and they waded inus
battle swinging the axe blades built onto the ends of their
arms. Jarat intended these constructs 1o defend his king-
dam againit the external threats he imagined: swarming
monsters from Xen'drik or insidious infiliration From

Sarlona, perhaps a flight of dragons from Argonnessen
or marching deathless legions of Aerenal.

Upon his death, of course, war broke out within
his kingdom, not from outside it. The limited number
af golem warriors he commissioned from House Can-
nith had been distributed among the armies of Galifars
constituent Five Mations, but few officers viewed them as
capable of doing more than standing guard at vital loca-
tions, Ohn the rare times when they were used in barele-
field action, they proved relavively ineffective; human
sasldiers found them easy to evade ar to trick inta pits or
ather traps from which they were not intelligent ensugh
ta free themselves, Given their high cost, they were an
exeendingly poor investment, The miliarisaie natlon of
EBearenath, I'-r::.ud of is human woldiers prowess, fenp -
wware the uie of mechaniesl saldiers {nl:,- inthe war, well
before the First sentient hjrinr!n! were ereated.

Despite this early failure, House Cannith felr tha
construct soldiers were a gnldrn oppo r|:ru.|'||'i|!.I for enor-
mous profits. The house conducted extensive rescarch
and experiments, trying 1o improve the design. It took
decades, but in 959, the enormous warforged titans were
ihe first pariial success in that effort. The Cannith arii-
ficers found that the large scale of a titan made it easier
o create articulated joint mechanisms and, internally,
structures that facilivated sentient thought. Warforged
titans are barely more intelligent than horses. but ihag
glimmer of sentience. and their great size. made them
reasaonably useful on the baitlefeld. With that accom-
plishment behind him, Aarren d"Cannith was soon able
te miniaturize the same structures. improving them
as he went, and produce the first warforged with truly
humanlike intelligence. He unveiled the first of his new
creations in 365,

CONSTRUCTING AH ARMY

The technigues perfecied by House Cannith resulied ina
process for ereating warforged soldiers that was remarkably
cost-elifective—an beast when compared 1o the aliernatives,
such as polems or shield guardians, which coum a mini-
e of 10,000 gppooo ereate, With a funstioning and well-
mainained erestion forge. a Cannath artaficer can crafl
s dozen warforged for s cost comparable to that of s single
abibeld gunduu. The process ltlu;“!r benefits feom mass
Prnduﬂ ien—mak inga doren l.-.i.rﬁ:-r_g\fd a1 GRee i 1;'|1|"i|'ll-|_"1'
than prndur ing one al & time, (e pa red to the eost of
'I"er-rImE, Aremoed nE. A fel banki ngh human soldier, i.Pran.-
ing between 5,000 and 6,000 gold pieces on a vireless,
armor-plated soldier tha needs no food and is immune
o disease seemed like o very ressonable investmenn.
Meweriheless, warforged costs were great. One of
House Canmith's goals was 1o ereate a soldier tha the
warring nations would be able to afford. and it was at leasi
pariially successful. The house offered early discounis
and reduced prices for large orders, and emphasized the
savings in food. lodging. and training that accompanied
the purchase. Breland and Cyre were the first to com-
mission large numbers of warforged. and they continued
to use significant numbers of warforged troops for the
remaining thirty years of the war. Aundair and Thrane
were slower io adopt the technology, partly because they
never lacked for citizen recruits devoted 1o their defense.
Srill. Avundair was the first nation 1o promoie a warforged
o a command position. Karrnath never used more than




a few wyuads of warforged. preferring its living warriors
ar the far cheaper undead soldiers.

By the time the modern warforged were perfecied,
Breland, Cyre, and Thrane had instituted laws requiring
military service from all of their able-badied citizens,
b these laws included the aption of paying a subsiinuee
ta geryve inone's place. The warforged were ideally sulved
o serve as substitutes, For the price of o single warlorged
soldier, an entire family (all the children of & single
female) was exempred from the compulsory service. This
legal loophole inereased arders, thereby lowering eous,
and bmugh: & Eroaler number of wa lf{!l:ﬂ" LFaE0[Es BnEd
service, thanks 1o ma 1y '-.ﬂllhnl.' families itrkm; L pra-
tect their children,

WARFORGED AT WAR

For most of the thirty years they served in the Lasy War,
warforged soldiers formed their own units, serving
under human commanders. Their training was carried
out in camps run by House Cannith, so their tactics and
organization were fairly consistent, regardless of ihe
nation they served. Of course, once the warforged were
purchased and deployed, they often received additional
training and developed distinct tactics of their own.

Even the rawest warforged deployed in batile is a
trained fighter rather than a mere warrior, which helped
to justify the expense of a construct soldier.

EL 71 The most common unit of warforged soldiers
is a simple squad of cight. with a human commander
lusually an experienced fighter) and occasionally s mage-
wright or artificer to provide repairs for the warforged.
These iquads were integrated into regular platoons of
living saldiers, although platoons and sometimes entire
campanies formed entirely of warforged {except for the
commanders) could be found in some armies,

Sergrant; human hghter 3,

Rifair Spacialiots human magewrighe 2.

Warforged Seldiers (B) warforged fighter |,

EL 10: Though far less imelligent than modern
warforged. the enormous warforged titans have their
uses in bartle, and they were aften deploved along with
& s.liglui]. miced i Baed wa rﬁ:rgﬁl m:|uui to form 6 uait peE-
FEI:I]} suited 1o I}H{-.lmg |]|mug!1. O my ranks and sean-
tering their soldiers,

Semior Sergeant: human fghter 4.

Advanced Bepair Speciolis: human artificer 4.

Warforged Titan: ECS 302.

Warforged Soddiers (8): warforged fighter 1.

WARFORGED RIGHTS

Warforged were buili. bought, and trained for war, and
it was natural that the people who invested so much time
and money should feel a sirong sense of ownership over
the living constructs. The fact that warforged evalved
slowly fram the mindless constructs buili before the war
e the sentient race they are today alse helps 1o explain
why they were treated as property. little differen from
armar or weapons issued 1o soldiers ar the siege engines
thase soldiers emploved. Few peaple have trouble with the
iclea of a warforged titan being the properiy of the coun-
try that paid for its construction, but when the subjeer is
a construct that seems human—=that walks. talks, thinks,
andd n]spurnr]} Feels much like a pﬂ-mﬁ-—lhr quf-r!:}n ol
ownership beeomes a sticky moral {ssue.

Philossphers, pacifiins, activias, and soldiers saried
raising that morasl issue almost 38 soon as the modern
warforged sarted emerging from the creation forges,
No one who shared a camp with a warforged soldier could
avoid the realization thar his consiruer eomrade was n
perion whe might deserve 1o be treated as such, rather
than as property of the state or the army. It was likewise
fat |¢|1.g before ge faerals came to realize that wa rﬁ;rgtd
were ol leas as COTEEelETE i com mand p-u:.l.l:h}m asthetr
human superiors. Most famously, in 98] the Aundairian
general Argus ir' Bradden (LN male human fighier 9)
promaoted o warforged called Chase 1o replace the human
Lord Major Derge ir'Lain (LN male human aristoceas 4/
fighier 3), a cousin of Darro ir'Lain, the current Second
Warlord of the Realm and commander of the Knighis
Avrcane. Chase had consistently proven himself clever and
respurceful, leading couniless warforged assaulis while
waiting for human reinforcemenis to caich up with the
tireless soldiers. When Derge arrived on the scene, he
invariably fouled the situstion wp. When General Argus
realized what was happening. he demoted Derge and gave
Chase his command. The ousied Lord Major complained
direcily to the gueen and was quickly reinstated.

Frejudice and misconceptions about the warforged
were sirong enough, even sixteen years afier their
iniroduction, that Chueen Aurala showed no hesitation
in accepiing the word of a human commander over the
claims of a warforged. even those supported by another
human. However. General Argus convinced her 1o
reconsider her position just ayear later, and (10 her enor-
maous credit) she reversed her carlier decision, return-
ing both Chase and Argus to their former commands,
Beginning with that momentous decision. antitudes sbout
the warforged shifted rapidly.

In 986, King Boranel of Breland convinced his
nation’s parliament 1o grant all the rights and privileges
af citizenship to the warforged, recognizing their ssatusas
sentient beings worthy of ireedom and respeet. However,
although the theoretical part of the proclamation was a
powerful starement, the scoual liberation of the warforged
was COnLINEeRl Wpan the end of 1the war—an event tha was
fe even viaible on the distam horicon st the vime. Breland
had recognized the warforged as people and promised
them freedom, once they helped Breland win the war, The
case hos been made that 1the Warforged Decres was linle
more than o polivical move 1o make the warforged who
were already fighting for Breland more loyal and even lure
warforged from other armies 1o Breland’s cause.

When negotiations for peace began at Thronehold.
Boranel pushed as hard for the freedom of the warforged
as he had ten years previously in his own parliameni.
Thrane in particular resisted their emancipation—that
country had invested a great deal in its warforged sol-
diers and hoped to use them as labar for the massive
task of rebuilding the nation, The discussions raged for
two weeks, hanging up for some time on the question of
whether warforged posiess souls, but Boranel finally goa
his way, thanks 1o a great deal af back-room campaigning.
With the signing of the Treaty of Thranehald. the war-
forged were recognized as frec citdzens of their nations.
Houwie Cannith was ordered 1o cease operating its cre-
stion forges so that no new warforged would be ereared,
and the ex BsLing wa Fl'::prgfd. were left 1o find their way in
the new, poswar world.
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aristi avoided the war,

but she could not help
but be shaped by it.

uring the Last War,
Thondred worked in the
B creation farges of House
i | Cannith, where he made Arm.
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CHAPTER THREE

HEROES OF
THE [ AST WAR

ractically EVETY Flld'ﬁri characterinan Enik

RON campaign has been touehed by the Lan

War in some way or another, The -.-.ul'mrp;rcl

are only the most obhvious rmmplr of an

entire se1 of game mechanies derived from
events of the war. The Eamiox Compoign Setling encourages
vou to think about what your character did during the
war. The feats, spells, prestige classes, and magic items
your characier uses might all be rooted in the war. This
chapier expands those options.

This chapier also includes material with connec-
tions io other Dunceoss & Deacoss rulebooks, adding
some distinctive EBERrON flavor to new game mechanics
such as legacy items {from Weapons of Legocy) and veamwork
benehits (from Heroes of Baitle and Payer’s Hondbaok I}, Yo'l
alio find a magic item set (a new concept introduced in
Magic Item Compendinm],

BACKGROUNDS

Flayer’s Guide o Eberron introduces backgrounds designed
i help build a character who feels like a part of Eber-
ron. [The additional backgrounds included here can
IH’]II- Answer |II.-I_' -|||,|-|_-'|.I1:,|-n -'I.'l'h;l did YR |_-]|.;| racier |:|-|_1
r||l|'::|.!,: I]l.l_' war? Bome al the n-|JII-|:l|.I|. 15 I]l.;|1 huuk e
u]:l,l:'-l'llFll'ulr for characters who were ECE Ve BN 1||-r wWAT| .l"l.
I_'II (o k141 llf"lrr l'|:|'g]|| Bave been a war eord rl|.|:|r_||1|;|-|_-:pl'_ F ] ||.r_|l||l|-|_-
A0 10 Lg’hl lhave bees Fl.i.l“ of her hnu'\l_---. WA rfn:rl. .lrlil
of course a war-torn hero muest have served on same Fran
OF iN SOMe COVErD operation. This section gives some
maore nuanced aplions. Was vour eharacier an officer,
s spy, or & pacifist deserver? Whether you're plaving in
s campaign set during the Last War or one dealing with
its aftvereffecis, these backgrounds tie your characrer
to the war.

DESERTER
"Well, ultimately ! decided that the dream of o united Golifar wam't worth

dying for. It was mever my dreom.”
—Mineiy-Eight. warforged fighter

The Last War mohbilized huge numbers of soldiers, which
the nations hurled against each other in seemingly end-
less waves. By the end of the war, Breland, Cyre, and
Thrane had passed laws requiring their able-hodied
citizens 1o serve in the military, Sometimes, though,
saldiers were less than willing 1o serve their country—
|,|-|_-;l|.| we of F'I.l-l_'l Fust |:|:'|:||_'J]‘.l|l|":.. & |‘|_'_|r|_'l|ur|. 1,:[ |]|.|;| FEARCHAN
fioar lh-l_- W, 81 ﬂhph’ [ E]! ||l|,'| with & (e ] FIHFIL!IIFH: u‘rﬁi_-l_- F.

o shieer cownrdice, You were one of those. For whatever
FEARDA, YOu dee bded thar I1-r|r'|g n soldier was not YOUT [TUE
ﬂllmg, and yvou fled 10 some |'ﬂ.i|i'i." where the low of VOUF
home eouniey couldn’t reach you—pe rh.ip:. ['hrnnrpq:-rl.
Y bares, or even distant Stormreach.

Adveniuring: If fighting in the army wasn't for you,
why are you out killing monsters? Most likely, you didn’
leave the army cut of some compunction against viclence,
but rather because you didn’t believe in your nation's
cause, or you fled an abusive or fooclhardy superior offi-
cer. Adventuring suits you because it gives you a chance
1o associate with compatriots of your choosing. to fight
for a cause you do believe in even if that cause is jusi
personal gaind, and to keep out of reach of a legal system
that would like to charge yvou with desertion. Adveniur-
ing might be a circumstance of your flight: I you lef
Khorvaire and wook refuge in Stormreach, it would be
hard 10 avoid adventure in that location. Or. combating
monsters might be all you know how 1o do afier a liferime
of military training.

Personality: Like many veterans. you're haunted by
whatever it is that made you flee the army. Were you wit-
ness to one tos many battlehelds choked with corpaes?
Were you subjected to constant abuse, even toriure, s
I]l.l_- |'|.;1|.|:|-. al YOUF AETEea l||.:; “.i_'l'l.' yerE pu -.]u_-it irta mili
I:r'!r BEFVIEE |:|:|' I]ll_- I]l.l_-nl_' rati§ fanatics af -rlll'.l.l'l.r. foreed
Igr AFFYE A rnll1l |IlJ| Wi -..|-|-I your :}w:l':" Ly WEFE }-ﬁu _||l:.|.
||l|||'|.l|;|-|_- f::f e of the [:ln'r af an I':Illl.!{':a' :‘;-irlllrl lllﬂg [FFTL
Fnal have |'|l|'|-|!|rt'|-¢:| Lk Yo 143 FLA ke yisu choose a life on
the run in faver of & m:l-uir- career, and whatever oo ia
-.Il:r:. with WOl

Behavior: You're s criminal, though vour principal
erime was refusing to kill sny more. You've spent years on
the run, and you're sccustomed to keeping a low profile,
avoiding stention, and slipping away from trouble when
it comes looking for you. You're constantly looking over
your shoulder, afraid of what you might see there.

Language: How you speak might have a lot to do with
how long you served in the army before you deseried. If
you had a significant military career, you're likely 1o have
adopied military jargon: if vou were still a raw recruwit at
the time you {led, vou use more civilian speech. Keep your
voice guiet—you don’t want 1o attract undue attention
And remember, there could always be someone listening.
s dlon't talk much about your pass,

Yariants: You can come up with endless variations
an this back ﬁ'ruuﬂl_‘l baned an wh\' v deserted YR T i,
."a'.':fll-l_' vou are a '|:pt|f1-.|—!|'|_||| IlI:HI"Il wWanl 1o r:]:|-|:l'r the
"."-l,:w |_1f P-l_-;i:\-l_- [l_'“ HI‘"E |I|-|_- -lHll‘III_' urpr.ll_'[ pre -.Il!_:r |:'|.i LR
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Book of Evalted Devdi. Maybe your sergeant was such o eruel
raskmasier thst }mi'w wworn to hunt him dowp—and ‘.'“-’“.""-'
found that he'’s now a powerful villain.

EMLISTED SOLDIER
“For Ring and Cowunfry!™
—Lorporal Alves DMrrost, human fighier

Your nation needed you. and you were there. Bearing
shield and spear, ensconced in ranks of like-minded
individuals, you marched o the front lines, ready io face
the enemy. You are no officer. no hero, but you did your
duty. vou fought for your nation. and you know that vou
have given it your all.

Adventuring: You are a soldier. pure and simple.
YWour service consisted primarily of patrols. hours
or days of tense calm punctuared by swift barsis of
combat, supplemented by battlefield encounters, sur-
rounded by blood and carnage. On rare sccasions,
you might be assigned more specialized missions. such
asinfileration or rescue, but these are more ofien left
1o aperatives better irained for the 1ask, [Fand when
you leave government serviee, the general tenor of
your adventures likely won't change, since your skills
are still best suited 10 direct confromation with a
known enemy,

Personality: You could be gung-ho, cager 1o mees
the enemy blade on blade, or you might be s reluctant
soldier, Ilh‘l.FlFl;‘\-l‘i !I:r i RE T :'-Frl.ul:.. rather than a desire
for sction. Whichever the case, you are 'I-ng.-.'l ek your
nation and o your commanders, and you know tha yievis
will do whatever must be done. You have grown shilled m
causing violence, whether you love it or hate i, and vou
acknowledge it as a valuable 1alent,

Behavior: You are aceustomed 10 knowing vour
place in things, whom you answer 1o and whoe answers
ter youi, and you grow uncomforable in circumstances
withoist & elearly defined chain of command. You would
rather let someans elie work out the srategies and tactics
and then simply explain your part in all of i, though vou
offer your aplnion anel :nughl il asked, You are swill ta
resart to violenee to solve most prnh'lrma, ol AECEisa rq'l:,.-
oul of bloodlust or temper, but beeause it bs what you have
ETOWN ALy stomed to. Y hatever you da, yau el 1o protece
FOUT COURLEY.

Language: You're accustomed to keeping your
opiniens to yoursell, offering them only if asked. Like
the war-torn hero {Player’s Guide fo Eberron 13), your speech
is riddled with military terminology. You don't scoui.
you “recon.” You don't purchase supplies, vou “requisi-
tion materiel.”

Variants: You need not serve a nation 1o be a soldier.
Various clans and holdings field their own militar-
ies. and the differences between a iribal soldier and a
national ane are primarily cosmetic.

FOREIGH INFILTRATOR

O courve 'm lopal fo her majecty! Tow inswlt me by suggesiing
adhdrm el
—Lard Margell (aciually Thless)h,

bhuman (aciually changeling) aristocrat {actaally bard)

MNone of the sther spies of the Last War had o vask ball
as difficult as YT, Far yvou were a true infiliratar,

YWou spent years, perhaps even decades, living in an
enemy nation, You masqueraded as one of as citi-
fems, worked YOUF way inie & paﬂlimi 1] hm:-l.-.-!lr:l.gr
aor influcnes, all the while IE{'FE'I:|:|' r¢pnr|ing back 1o
vour true masters, lowas s life fraught with danger and
temptation, and it has marked you in ways you have yet
to discover.

Adventuring: Your endeavors served a dual pur-
pese. You constantly strove to prove yoursell loyal 1o
vour “adopted” nation, outwardly secking to strengthen
it, 1o uncover magic that could help it, 1o thwars @s
Foes. At the same time, you had to learn enough of s
activities, and sabotage enough of its efforts, to ensure
that, in the end, your work did more good for your true
nation than this one. You might still be doing just that,
for although the war has officially ended. espionage isas
prevalent as ever. li can become confusing, this constant
set of double objectives. all overlaid with the constant
risk of being discovered.

Personality: Deception is as natural to vou as
breathing. Mot only your goals, but your very life. rely
an yaur ability to mislead everyone you encounier.
You no longer decide whether 1o lie. but simply what
lies o tell, and you expect no less from others. You are
all but incapable of believing anything vou are told.
frusling anyone you meel, oF accepting anyithing you
see al face value,

Behavior: Act friendly and loval (o your compan-
fons and your adepred natlon, no matter what your
ulterior motives. You lie consianly and consistently,
never lenting anyone near the truth of whe vou are and
how you feel. You are not careless with your deceprions,
since you cannol afford vo be caught in a lie, bue you have
buried the truth so deep that it never even occars to vou
to speak i,

Language: Any speech patterns you might once have
had are long purged. You speak now in whatever way is
mast appropriate for your assumed position. [{ you mas-
querade as a lard, your speech is formal. educated, even
stilted, [T yvou have taken the place af a merchant. you are
cveryone s friend, constantly teving 1o entice peaple into
a deal or a sale,

Variangs: Infilecating a guild, a mercenary com-
pany. or even & dragonmarked house can be just as
d.n.ngr rous as spving within an ar iy, Few ptuplr are
hated so mueh as double agents, b in war, few e
maore valuable.

MATERIEL SUPPLIER
“Now, hold ow. [ soid it would be difffcult do get that mang. [ neeer soid
L couldn't provide them.”

—5aral Vroldam, dwarl artificer

Covernments need crafiers and casiers to provide
equipment for their armies. Mercenaries call for large
numbers of weapons. Dragonmarked houses must supply
their guards and sell iheir creations to the warring gov-
ernments. All of these agencies require someone who can
make it happen. That's you, Black market, legitimate, or
both: smuggler, merchant. hnancier. arms dealer. You
didn’ fight in the Last War, you just enabled everyone
elae o do wo,

Adventuring: Although you rarely set foor on the
front lines, your activities during the war were no less



hazardous than those of the soldiers, You transported
large quantities of weapans and supplies across the con-
tinent, sometimes through territories held by forees tha
waould be just as happy 1o take them From you withowm
poving, You had 1o sequire those weapons (or st least the
material and the XP 1o make them yourself), and do so
cheaply enough 1o turn a profin by selling them. This
led you o de favers for governments sa they'd sell you
surplus goods for low prices (on those rare oceasions
when anyons hoael such o sur p!ul}-—mdrlﬂ anclent rulns
in search of old magic, or eVen Lo sCavenge Barelefields.
Somelimes vou lad 1o cOmpere for & client, proviag
the guality of your supplies by showing them in use. As
natigns gear up for s potential second conflicn, loaking
over their borders with fear and suspicion, vour business
has not suffered from the end of the war; if anything, it
has improved.

Personality: You're always looking for the nest
deal, the nexi opportunity. You measure people by their
value io you: What can they provide, how can they help.
how can you profit? This doesn’ts mean you are heari-
less or bitter. nor does it mean you have no true friends
or loyalties. [t just means that. ai least initially. value is
vour primary standard of measure. You appear friendly
and open, though you might take pains io keep most of
vour true self hidden. Although you are not necessarily
amoral, business always comes firsi.

Behavior: You're o paradox. One moment you're
urbane and charming. making deals with the wealihy
and powerful. The nest you're cold and ruthless, sirip-
ping goods off dead soldiers or mercilessly stepping
owver anyene who gets in your way, Dealing arms and
supplving materiel is 8 dangerous business, You can’t
afford 1o anger your ellents unnecessarily. but neither
can vou afford 1o appear weak, ar 10 turn down any
chance to acguire salable poods, no matter how disaste-
fusl the methods.

Language: You choose your words carefully.
Whether Fllllfr:ng A pmrmul elient, -hfnr!mg anel
dealing with s supplier, ar fast-talking s border guard,
you have 10 be precise. You use the truth and lies in
ﬂ:|u:|: measure, What maters more il.].nur' tone, and
that you not let slip anyihing tha could hurt you down
the road.

Varianis: Although the above characteriza-
tion assumes that you are dealing in military-grade
goods—arms, magic items, dragonshards—vou could
jusi as easily be a merchant who deals in other com-
modities. You mighi be selling horses and other beasts
iperhaps for House Yadalis). dealing and transpori-
ing art, or moving food from region to region. At
various times and places in the war, all of these kinds
af merchandise are valuable enough 1o make vour task
a dangerous ane,

MERCENARY

“Remind hix Grace that the deal 1aid paymend war dus immaediotely,

ol af b pongenirace, And remind him that we juad beat the hell oud

||_r an eaemy e couldn 't doach, s mgpﬂnr i rr aaf ihe PEJIPJ{ b manis
o ireibaie,

~Halvar "Shicld-Breaket” ﬁl.-,-lu-rk.

::II.HII‘“ al the Five EPTIII. r:ﬂl'llFl ny,

human duskblade

For you, the war was never abouwt patriotism or a higher
calling: it was a job, pure and simple. You were an
the front lines as ofien as any soldiers, bue for dif-
feremt reasons. Let them Fight for king. countrey, god,
even honor and glary, You fought for cald, hard eoin,
You might come from a region that has no direet stake
inthe war. such as the Lhazasr Principalities. or per-
haps money {5 simply more important 1o you than any
ather mativation.

Adventuring You'll do just sbour anything combar-
reloed, iF the price is right. That's s good thing. toa,
since you're ssked 1o do just abour anything st 1imes,
As o mercenary, you don't have the luzury of specializa-
tion to the degree that enlisted soldiers do. You're the
frone-line fighter, the infilirstion specialist, and the
siege engineer—or ot least, you'd better be able 1o pro-
vide those who are. Most of your adventures are fairly
straight forward combats, but you might be tasked 10
locate, retrieve, or desiroy a specific objective. Because
you have worked for multiple nations and factions, you've
faced a wider variety of challenges than soldiers who
serve a single cause.

Personality: You might not particularly enjoy via-
lence (then again, you might), but you're certainly inured
to it, o say nothing of geod at it. You never hesitate 1o
fight when there's reason. but you're not quick to lifi a
blade or a fist without need. It does you no good to risk
injury or death when you're not being paid io do so.
Oihers might view your attitude toward bloodshed as
cold. but you know it's just practical. Fighting for some
nebulous cause or morality is wasteful, And as faras kill-
ing for money, well . . . il your opponent wasn't willing
to risk death. she shouldn't have picked up her sward in
the first place,

Behavior: If you're on a job, give it your all, If not,
work on finding the next one. You'll hght fercely enough
for a reward. but you prefer to avoid bloodsihed when ane
is nat ot stake—unless your life or the lives of your (riends
are endangered. You tend 1o divide prople, st least until
yous gt b know them, into three groups: potential clients
ar allies, pnnrmu] foes, and CRETFYOnE elae.

& nguage: Yaur I.pl,"rth is & bit coarse and gr'u!'l.
Youve seen loo mueh combal snd death 1o waste Lime
with miceties, unless you're teying 1o negotiate s contrace,
You prefer 1o be blunt, 1o speak your mind. and let others
take offense if they wish.

Variamis: Mercenaries are not limited 1o baitlefield
or military endeavors. You could just as easily be a hired
caravan guard, a bouncer. a thieves” guild leg-breaker.
or even a thief-taker on the highways.

RANKING OFFICER

“Inform ihe commanders [ wand tws regiments in the sowthern fields by
midday, And, Private, if I eotch you aath o weapsen thad fillthy aguen, [l
have you horseadupfied.”

—Colonel Azla Bvar, shifier knigh

Whether due 1o noble birth or a long and suceesiful
career working your way up through the ranks, you've
reached the upper echelons ol vour nation’s military, No
simple soldier on the frone line, you make tactical deci-
sions and give orders that dozens or hundreds of warriors
fallow—and that could mean life or death, no only for
thiem but for the eitizens of YOUT COURLTY.
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Like Colonel Brvar, ]lrr':a'n VSIS ST A 'Irll:'l-r.-l ll'kl.lr.l;
officer in the armies of the Last War

."\d.henturi.nq You have na time [or F!-l"l'\.|||'||'i|
frlli.r.ll.nl'a_ i'!.rl'.l.ll:lll:'h:l vy in motivated by the fEPTL
tian of vour duty. You might lead a thousand saldiers
16 a8 cavalry .'|'..-\.|qr acrois a battlefield. ar halla {lll.ln'.'l

B ONCmy W AgHIne a0 I:I'

RpE
L] L+l al ir

TR} II'_:I\' II‘I"III-Il.

| ul,lrl.llnd'- 1T A

al bateles vou

&5 and ||-|||I|. wans back hame don’t
waderstand the devabls o I:'lr|.J'.-'|'\.|'.|'.:-.||!'.|.- [rant lines

5 5 i
and many of your fellow alficers |.-|.u- 1 e F o' in AmEalLGn

.'l “I'“ Ilf'.ll". IIll I\FII

and advaneement af the ns

vou aren @ walel

siv (Fy (o hack your saldeers

Illhll'\.. Wil Fe S1E |-u|,:||1||,: 10 LI'-"I\-II.I allies from |!l||r|q

13 the ef

essentinlly the same TELETagE.

Personality: You sre serious '||'..||.H- even dour. [i's

not thet vou dont have a sense of humor; you | Lkl rarely

have time o exercise it. You are accusiomed Lo I.|.'|-||||;
CNATEE, & nd you react :.'ll'"ll|'| io those who refuse 1o abey
but you alve feel a strong sense of obligation 1o those who
fight under you. Everyvithing must be in its place, and you
prefer to have contingency plans for any eveniuality

Behavior: Liive orders, concogt sir ALEEIEs Yowis imiskst
that everything be planned out, not o the point of ridicu
lousness, but enough so that nothing |
chance. Your sirong sense of duty comes «
you do. Keep yourself and your allies 1ask-focused, and
measure very endeavor by how effectively it aids vour
nation's war effort. You are guick to eriticize a mistake o1
o readily offer praise for der

Wlish is lele o

iineverything

IELTE

a poor effore, bu
tions of initiative and a job well done
Language: You speak like a soldier, but more for

mally and forcefully. You |'.|-|_|.|r\-|'.r|.. bark orders and

seem to be shouting. in part because vou're accusiomed
id

or a |-.|'.I.|' "||.._| |r|'\u| io -\.I,H'.IL af a sifuaiion 1n military

(5] |1|.|L:-|1.\_' voursell heard aver the din of a trainimg h
ferms. |'.'||'|.'|r|q ([+] ||-c:-|.'|||:.|| ||.|I||rr|r.'|n .|1||| ambush
spois, vantage |'\-||||1‘.~_ and the like

Variants |'|-.| as asaldier need not serve a nation

840 YRl Ill"l'l'l el O e Tk :fﬂlll.ll larces "Illll T

lead the saldiers of & } pie, the Private army of &

r.ll'llll II‘II'LII 'III\III a I'III Ill‘l or = |.|r.;-r MTCrcCTIary

I|II'|I?I.IrI!.

v
L aptain aine al Liyee

J ||r I. FEY ] "i'l.lr Il'll".lhl'll I'..II'I'I Lr ll'h" (RFIREFT Y .|r||i I.II"II.'II'

ition of Cyee 45 anly the mos

(i1 }‘;.Il.lll'h.il:f [I'.F lii.l"h

ahvi mle ¢ the destruction amed I||l\.l'.||.|-\.F||:F.'|I

ua XL

of Khorvaire's ||r-||-'.r'\-. All across Khorvaire, '\.'.||.||,;|'-.
Were IJ:.'II"Ill"\.I A% @Freal ArmeEs mar |'.F|§I|'\.|ll'.||,;|'. and laid

ki ITFE Wil ﬁ!..'h"a!.lﬂl'.'a II|I|'.F WAE AL WETE YOLLE

wWaElE, 1

TOCENCE

Iy, many of yvour friends, and your i

Adventuring: Ferhaps you turned 1o a lite of

I.-II.

adventuring because it seemed a better aliernative than
being herded imio the High Walls refuges district of
sharn or taking up residence in MNew Cvre. Mavhe you
went to High Walls and found vourself thrust into a
life of urban adventure. Or you might have been an
adventurer before the destruction of your homeland
and your wandering was the only thing that saved you
from suffering the fate of your home. In any case, vou
|'|.'|'i ¢ No Moty Mot I'ill'i‘_I {{:] er]:-'hu'_| |||||'| |||J|'|II||.: ':'ll'
world in search of adventure. foartune, or a new |||.u'.'
ta call home

l'l:raqn;llll!r H-|-||r 1% fed ane of vaur virtues., Some
||.{"'II|"|{.I||\"}IE |.:I'|I'.I 1aF II"'ll.ll.'II"'l'.l [13) -"'l.l'll'i I'il'l:.lll'i"
11N II Ay Ir.l..l'l'll "Illl.l rr .!.I“.Il.- AwaEre af ||II' WiTAE II'\.}\

st b Vel

AAARE YN T COONAY LR

u lapies 10 every siku

thev' Il e ur, Bsit Becaine vou want s b prepared s
JI'.'hl.I:III[: I'he memory of what you've lost s always with

wirid, B0 vou avaid EFeabifyF new AlLac Frments (o ThamgEs OoF

|-r|l'.:-||' vaoid eonld later lose. Better 1o r ! '\-r||.||1.|l:

atesched i} iin sufler the devasial

1 YO

.|r||! 1

i Lo A

el e o s P e vl Foumd

F'\.II".H.-.IIFI"i'h.I 1 Ye U

i dest roved.
Hrh.nil‘ll‘: I'I.I".I AOINELIMESs VEFFE Ol ||:'|::'.:' |.'\.!:-' ik

You slee P late |u|||-. becawse of the I'-I:._';'||||I.|I|"\- i hiat

wike you in the darkest hours of might. W hen vour party

calls a ha you throw yoursell down and stare at the

|_'I'I\.III.I|I\.| umitil il's time 1o move AFEE. I\l'l. e §omeirmes

distracied, remembering a bet
a beiter fuiure and reluctant toa hape for ane

=T [rast inable o imagine



Language: Your speech is that of your home—
probably a small, rural community. You don't use
fancy words or comples sentences. You're prone 1o
short sentences, speaking as litile as possible. Though
your mind is often on the past, you don't like 1o 1alk
about what you've last,

Variants: There might be a mystery suirrounding the
fare of your home—=t1he nature of the Day of Mourning is
the mos abvious example, Some refugees are driven 1o
discover what happened—was your village massacred ina
war erime, swallowed up in a planar breach ereated by an
dldvelch maching, or simply abandoned ahead of an advane-
ing trmwl,-':" Mighl FOUE !'hrm[:.- and riends suill be alive
somenliere? Fond Lnglhrm ednialel be YOUT lop prioriy—aor
vour worst nightmare,

SPECIAL OPERATIVE
-:I-Efp aaide. son, Fow hae ool beew !mmrd_ll'ur Ihé.
~Father Archimedes d Viili,
human elerie of the Soversign Hoa

You are one of the elite few, s member of one of the spe-
cially skilled groups employed throughout the war. You
are. in essence, an adventurer for a cause. Whenever an
ohjective is too difficult, too specialized, or simply oo
bizarre for iraditional soldiers. you're ready 1o siep up.
O all the wartime backgrounds, this is the one that mosi
closely resemhbles “traditional” adventuring.

Adventuring: Your missions include almosi any-
thing imaginable. Infilirate a heavily guarded enemy
strenghold io sieal the plans for a new Cannith-developed
weapon, [lelve into the depths of an ancient draconic ruin
1o reirieve a powerful artifact before enemy soldiers—
already there ahead of you—do the same. Slay anoiher
nation's champion, wha has already killed many of your
awn soldiers and whose mere presence erodes maorale.
Rescue a captured noble from the deepest dungeans of a
rival, Prevent a eult of Khyber from using the bloadshed
an a battlefield as the final element of & porent summon-
ing ritual. Essentially, if your nation needs it done, and
your average saldier on the field can't accomplish i, the
le"I- l'a.ll-. LEF] :'i}.n,q.

Ftr.mnall.lr: Maore than fearless, :,-n:m'rr drawn 1a
risk aned da nger. |.ﬂ}l] L0 your nation, you take on tavks
at which other patrios balk, You are proud of wha you
do and of the fact that few others can do it You get bored
easily and are always looking for the next adventure.

Behavior: You often seem reckless to others, diving
headlong inte danger. You appear flighty as well, fli-
ting from one bizarre activity or objective to the nesi. In
truth, you're neither. Make a point of learning every-
thing you can about the dangers you face. and don'i be
afraid of executing a sirategic withdrawal when necessary.
Still, yvou're constantly agitating for your companions to
move forward. to take on new challenges. Between adven-
tures, vou are bored and lisiless, showing little interesi
in the mundane details of life.

Language: You've become accustomed 1o speaking
fast and concisely. irving to convey the maximum infor-
mation in the minimum time. You toss around a great
many magical terms and monster names, and it ofien

hefuddles you for an instant when you are reminded
that not everyone is familiar with those termas, or hasthe
knowledge and experience that you have,

Variants: You certainly need not serve a nation 1o be
an adventurer during the war. You might work for some
sther group—guild, house, or church—or you could be
entirely Ireelance. Tressure huners made more than a
few gold pleces during the war, digging up anclent magic
and selling it 1o the highest bidder,

SURVIVALIST
“Now do w ﬁﬂ_.w want, Bul des ¥ qome crping do rﬂrﬁ;rﬁm& amd iheller
ke joer precious nofion's nopking but & beokim wasle.”

=Rhulal. half-ore ranger

YWou had no interest in winning the Last War; you juss
wanted to survive it. Convinced that civilizstion would
not last, you took to the outskiris and che wilds, stockpil -
ing supplies and weapons, prepared 1o endure and even
thrive in the chaos and anarchy te come. Your opinion
hasn't changed much since Thronehold: as far as you're
concerned, the treaty is o delay. not a reprieve.

Adveniuring: Most of your adventures are defensive
in nature, or at least preemprive. You seek to acquire the
necessary goods 1o survive afier civilization falls. These
could include magic items related to healing and the
creation of food, weapons capable of warding off ratders
and monsters, and even some lusuries—after all, there’s
no sense in living in squalor and discomfort if you don't
need to. When possible, you make every effort 1o wipe
out dangerous creatures and rivals in the area you've
chosen as your home, You might embark on more general
adventures 1o secure allies who can siand by you after the
world ends, or at least 1o acquire riches 1o buy what you
need while there's still time.

Personality: You are bitter and eynical, You wraly
believe that nothing can be dens 1o prevent civilization
from callapsing, The best you can hope {or i3 1o survive,
and maybe last long enough 1o see something better rise
up im s |r|.r|_'. Yaou scall a thowe who f-g]u feor o cause,
|I'n:-u.gh a small pare nF:,n-u. envies them their belief,
You'll take alman any riak if it means givimg you raelf an
ulunugr down the rond, oF 1o protect what few friemds
you have, but you are unlikely io put yoursell in harm’s
way lor any ether resson,

Behavior: Always push for the most reward for
the least risk; you aren’t & coward, you're just practical.
Assume the worst about any news or any situation. and
prepare for the worst of anyihing to come. You are often
SETiOUS, EVEN MODrose,

Language: Use military terminology, even if you
were never a seldier, because you think of yourself as
one. [l you didn't serve in the military, use some of 1the
terminology incorrectly.

Variants: You might be trying to survive something
less canseqquential than the end ol civilization. You could
dwell in an area overrun by monsters, or even on the
outskirts ol the Mouwrnland, Alternatively. you might nea
he gathering supplies for yourself, but 1o protect loved
anes who would be §ll equipped 10 manage if war broke
ol Gnee more,
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SCARS OF WAR

The Last War left many marks on the face of Khorvaire,
from the gaping wound of the Mournland o the new
barders carved into the political landscape. OF far more
immediste import o most, however, are the scars it lefi on
thoie who fought during the seemingly endless conflict.

Presented here is an array of lingering injuries—
physical. mental, and emstional—you can apply 1o more
fully convey the war's impact on your character. Mote tha
these are entirely role-plaving hints and suggestions,
nit mechanical alterations, If you want your character’s
physical or mental nature 1o reflece these sears, that’s a
laudable gaal, and there are plenty of ways to do so. You
might ehoose 10 give s character with a limp a relagively
low Dexterity, A dishigured characier might have a low
Charisma, |f your DM makes wse of such sysems, con-
wiele ¢ q]mm-ing some approprise flaws, as prr-.q_-mnl i1
Uaearibed Argng, L:Illnll.lﬂ'r'. hawever, any sueh mechani-
enl detatls are W B Yo thie scars |wﬂ+m¢d here do seon
sutomatically im pose them.

Don't take these pe rmnplu:.- ik rks 1oo far. Thﬂ-'rr
intended 1o add 10 the rn]fplnylng expE rienes, nol 1o
provide an excuse to irritate the other players s he table
or tohog the spolighe. They're best used in moderstion;
think of them as spice to jaze up your characrer, notas s
AN EOWFSE.

ADDICTIOHN

You are addicied 1o some substance. The most common
is alcohol in its various forms, but Khorvaire provides
plenty of other possibilities for those who seek 1o wash
away their psin with outside help, From ihe kkinio herk
found exclusively on the plains of Talenta; 1o the exere-
plans of II'|.|_- |.llr||'l-|. S E’t# L-l} Fambiwve i ;‘I:lll Egﬂ': jl,|l'|ﬁ'1rl.; L L]
Thid FILE PO ul.-:nhrlar mood-ahilters ceented hr-q_-:nﬂ pris-
ing alchemises, Yo have yariaT plfl af profsons.
Roleplaying: Get jinery when it looks as though vou
might run low on your substanee of choice. Speak swiftly
and grow angry easily when you've gone without; ealm
down dramatically when vou finally ger what vou need.
Obsess over your supply of “siuff.” constanily worrying
that you won't be able 1o keep yourselFsiocked. You grow
angry when confronted with vour problem but, on rare
occasions vou might have the self-awareness 1o seek oui
help—or at least 1o be repulsed by your own weakness.

BATTLE SCARS

The simplesi and most common mark of the Last War is
the battle scar. Such a blemish likely came fram one of the
weapons of war: an enemy soldier's atiack, the fang or claw
of awar-trained beast, or an offensive spell, 5ame soldiers
have anly one scar, perhaps a large white line down the
torsa where an axe punched through armor, eriss-crossing
lines on the arms from the tips of rapiers, of 8 mark from
naae to car marking the teail of an arrow, Dthers are -
erally covered with sears and old injuries, a veritable road
H'l.il'l- ﬂ[ L Il}|i_-l|.|_'|_- amd ml‘rlh\.l.l l:.llu.r 1 ne L] hr waT.
Enltp]ml.-ing: A fieree wae s bor Hl|!|1| wenk each of his
SCREE A% A Iud-gr al honar snd H’J:}ry. If pmuhir. choawe
elothing and armor that exposes your mos impressive
scars. Any time the conversation turns 1o bawle, tell
tales of your prowess, showing your scars as evidence of
your exploits. Alernatively, vou might view vour scars as

shameful, perhaps seeing in each one a wound you should
have avoided. a reminder of days you'd like to forget. or
simply a blemish that impairs vour physical appearance.
In such a case, dress vo hide your scars, perhaps even
using makeup or magic to cover them. and grow irritated
whenever someane draws attention to them.

BIGOTRY/PREJUDICE

Everyvone needsan ouilet for anger, and rage is in no short
supply during war, Whether because you faced enembes of
a certain race of nationality, lost friends in a paricular
batile, or simply needed a seapegeat for your pain and
helplessness you Feel, vou have developed a seething haired
for a particular people, You might autamatically distrus
anyane from karrnath, or hate all elves, or harbor a
rescriment of wizards, Your bigotry eould be even broader
than that, targeting anvone who it from vour own land
of a member of VOLF Wil TAEE. OF all the scars of war
eeveribied here, this s ane of the most 4 E"!'!" e CAFE YOI &
VAR AFTaY of enemiaes and cause YO SEVETE prnhlfml..

Roleplaying: You don't like, and don’t trust, mem-
bers of your hated group. At best. you ignore them when
possible, More likely, vou are actively rude and off-pur-
ting, perhaps even prone 1o violent ouwtbursts. You have
no interest in dealing with these people, negotisting with
them, or cooperating with them: you'd rather see them
all go away, or even all dead.

It canmion be stressed encugh that in s game of hero-
ismi, as DuscEoxs & Deacoss is normally played. this is
not an appropriate aititude for a good-aligned character.
It is presented here as a realistic and viable emotional
consequence of the war, but you should be careful when
selecting it for vour character, Don's use it as an excuse
1o et the party into trouhle ar 1o liglu with other PCs,
walean cHUCTyOne else at the table is comforiable with such
situations. Be prepa redd For the DM 1o throw sdditional
difficulies in your pat b=vauar ani wile muakes few e nemies
faster than vou can deal with those you already have.

BLOOD-THIRST
You aren't just good s killing, you're all but addicted 1o

it. Maybe it was the only way vour mind could survive the
horrors of war, or maybe you joined the fight due to vour
love of carnage. Whatever the case. you are only at home
when taking the life of an enemy. 5o far, vour need 1o kill
hasn't overwhelmed you. You probably aren’t a criminal,
and you don't kill random passershy on the street. You've
been able to keep your bloodlus focused where it belangs:
an the field of batile and in the depths of dungeans,
Roleplaying: You are swift to initiate combat. and
prefer vialent resolution 1o negotiation or compramase,
Youaren't incapable of talking things over, but you do o
anly when cirenmstances offer no ather oprion, You do
mGE I|.||r_|'-. Mercy, -Hll ¥ ﬂl“l.ll eare leas ]Ill1ll| honar (4351
the battlefield; when yiria ﬁ;lq. yinia l':ghl 1 kill, po maner
what it 1akes, anﬁ: any Lael ical Elld i that puils vou ke
l.l.ll,l-p:lrl |:|:'|-1.:I [TE1 1 1|.'-|:||| wanl 1o be in the Ill.lfL |.||'IE'|lng:._
leg athers Iuhg back 1o heal oF JELEEE e Baost ing -.|u-lls..

COLD

Yoou have dealt with the pain and horror of war by shuniing
down your emotions, You sometimes seem less human
than even the warforged, refusing 1o show any sign of joy,
sadness, love, or hatred. You might not feel these emaotions



at all or. more likely, vou've botiled them up g0 '|-_:|'|'|l\.

earily let them out now if you tried

that vou oo

Rnll_’phr..inﬂ Do not laugh. Do not cry e nod
express enthusiazsm for anything Every decision vou
miake is based on what vou view as cold, hard fact. You
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arards, traps, and
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Roleplaying: Obviously your cowardice cannot b

oo severe. or else you couldn'i be an adventurer. Still

vou avoid combat as often suggesi plans and

ict, and stand by th
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Aever seem b0 work up any tFrue motivation (or actior
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You eontimue wi
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VLI i !|_||.|. fmesd and enthusia

bevond yvour reach
Hu|r|!t.l'|i.nﬂ' Show o initiative or enthusiasm for
anyihi . When
sii we been dragged als Fif, of because vou know vou 1]
Elem

13l .I:":I:II'.I:I' vLILE .||I:"|' ins I'F'.II.“'

s worse il they |;.-ll!|l-.|'||- AL Wik '|.|I|_'|.'\.

i [ CPALICAZE P anicl

surs and those of others

FL ASH BACKS

L=l st 1ved were vou by certain events of the war t hat

Wi |||'..| yourself back there, &t least for a few momer

" 1

on a regular basis. | hese tlashbacks might be triggered
' I

vy siTess, part cularly when vou bnd voursell in a combat

situaiion tha fhose of the war, bk ot ||'|,\‘l:'||

|
ym intervals. You can tell when

knows that what

v it vou ai

a4 Hazhback, and part of vo

ear aren t real |.'_||.-.l_..'..n|'|u||'..||..'..u' r

'I'.-'!.- '\.II:I"II ATNVWAY

Many warriors lost [imbs in che Lasr War;

woe (o these who assume they can no longer fight

Ha'ppl,ﬂinr Larow s |'..||,\_I.I'l. framiic in combai. In

i
minor batiles, react as though the .|.|.-|-_:.'| wore greater

=ter

i, such an clai ning thai

than it is. Call aut u..||||'-\.l\.-\.|‘.-'.|||'|'\."|.'.ﬂ_'l- 1t and

ic ithe enemies by ather nar

a group ol -_:..I'\-|||| bandits are a ||.'|..|.|.-|-| af Karrnathi
cavalry, On eccasion, make Blatanly I praper pactical
- hattle you remember, rather than

fAow, Deeiad

decisans Il.l'\.l'l‘l (110} |:'
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I
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ane ol vaur legs, o ||--'\.'-:|-"\. vour baek, never
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better chance of worki
hsE B &L rong LImeacl On Your speedd anda dexterity, but it s
'll.l-.'"Il"lll.':'.li.-l"||'|..I|IIII"\.'|

Roleplaving: Even if you've chosen not to match your

characier's abilities and skills the ||||l|. remember that

|
vour character might not be as certann apabsilifies @5

vou are. Avoid situations ithat seem likely » reguire sprint

ng or jumging. since yvou aren i conbdent in your abiality

to succeed. You might also feel awkward in s
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ter, but it still causes you more than & few problems,
You've contemplated magical regeneration. or per-
haps some sort of graft, but se far you've failed 1o Find
sufficient funds. or st least the proper opporiunity 1o
do 30,

Roleplaying: This is one of the more difficult sears
ol ware Lo CONVEY webt lcrst incorporaling game mechanics,
bue there are s1ill |F'|mg|. Yiou EaR do 1o EEl A AE P, Mo
-e}'hl.'mui.l:,., avosid the wie of & nyl h ing bt Fequires, oreven
fACOUFAEEs, the wee of vwo hands, This ineludes, bu ban'e
limvited 1o, rwo-handed meles weapans, bows, shields
{unless you're using the shield as a weapon}, snd the like,
Try to avoid acvivities sueh as climbing or swimming.
When acting in characier, avoid using the “missing” limb
1o make gestures; that's a subtle act. but i'll help gee the

point across to your fellow players.

MOOD SWINGS

Being constantly on edge during the war has made you
emotionslly jumpy. easily swayed. and unpredictable.
You react oddly 1o stimuli, either with excessive emotion,
or rapidly eycling from one emotional extreme to the
ather. Although you're fully functional, its difficalt for
vou to hide the fact that there's something wrong under
the surface,

Raoleplaying: All your reactions are exireme.
Things aren’t just Funny. they're hysterical: not jusi
sadd, but heartbreaking: noa just ereepy, but rerrifying.
Change swilily from one emotion 1o anather, going fraom
laughing o morese and sithdrawn, or from terrifed to
calm, inthe blink of an eye.

MOURNLAND SCARS

Even in a world where magic is common, some things
are simply unnatural—and that now includes you.
Ferhaps you were caught in the outskires of the Mourn-
ing. or you might have been iwisted by the blasted
lands during later exploration. Whatever the case.
you have now been scarred. mutilated. or mutated by
the unknowable mystical forces that curse the former
Cyran lands. The precise nature af these marks varies
greatly, but can include twisted and discolored limbs,
patehes of blatanily dead (or undead) flesh. body parts
that appear to belang on some ather creature, and even
adder alierations.

Raleplaying: Make every elfort 1o hide your delor-
mity. You might not be ashamed of it per se, but you
know {1 marks you as unnatural. It might even cause
others, terrihied of the taine ol the Mournland, 1o reluse
ta associate with you or even to attack you. You are edgy
around powerful spellessters, for fear of being twisied
even further, but you seeretly hope someone can someday
fird & way L ma ke :,-nu.nrll' whaale again, Larow ARgry
amyoans whio draws atiention 1o your defor iy, and when
pm:.ih]t. lie about i1s soures, cla iming i is the reanlt of
A :.p-ri] or same other unnatural effect.

OBSESSIVE COMPULSION

Asasoldier in the war, ¥ foeuied an |]1.rd|.n¢|plmr of
routine o distraet your mind from the horrors around
you, until you could no longer function without i,
Today, this focus manifess a5 one or more compulsions
that you must perform. Such & vrait could be as minor
as needing to polish your sword five or six times every

evening or iriple-checking your supplies before setting
oul on a journey. Oin the other hand, it might be far
mare complex. governing the exact arder in which vou
conduct your daily activities or even the maneuvers vou
employ in comhbat.

Raoleplaying: Determine your eompulsions—ar st least
some of them—well in advanee, 1o enable you 1o poriray
them properly. (bsess abour them any 1ime s even
remotely apprapriae, delayving so vouw can go back and
make sure you locked vour trunk, or so you £an ownl
YOUF SPAFE AFFOWS, Girow treitable and worrted i Vo
aren’t given thie GpEpEErIUnY Lo mduigf your :':}mpul-:mu.
Talk abouwt i1 eon l.umli_.-. !'rﬂl:m_g'lud. pllnnmg.

PARANOIA

One of 1the most common psychological afflictions of the
Last War, this is simply the belief that all people—or m
least & lot of people—are out 1o get vou. Everything tha
goes wrong is the result of someone working against you,
and every secret is rooted in a conspiracy. You are almaos
incapable of trusting others, except for your few friends,
and you see danger in every shadow.

REoleplaying: Look around constantly. and jump at
the slightest noise. Warn your companions of hazards
that don't exisi. Refuse to trust anyone. and assume
everyone is part of some conspiracy against you, Blame
this conspiracy, or some other enemy, for every little
thing that goes wrong. Insist on “protective” details.
such as sitting with your back to a wall in a tavern, or
sleeping by the door in your room afller putting pil-
lows under the blankets on the bed. 10 thwart nighs-
time assaksing,

PHOBIAS

A past trauma has bestowed a deep and abiding fear in
you. This might be a fear of something that caused you
to suffer during the war—fire, warforged. drowning—but
this need not be the case. Your unease could be some-
thing associated with trauma but not responsible for it
for instance, if you saw many of your comrades’ bodies
rotting on the baitlefield, you might develop a phobia
aboui the flies or rats that scavenged their flesh.

Eoleplaying: Avoid the object of your fear like the
plague. Bun away from it if possible, or a1 least refuse 1o
draw near it. Growshaky and stammer a bit if confronied
with it. In banle, choose any other foe or maneuver. no
matter how risky, if it means avoiding the object of vour
fear. If forced into a situation where you must confront
the object of your fear, lash out swifily and almoss mind-
lessly Lassuming it's something vou can attack), desperate
1o slay or ger rid of i as fast as possible,

RECKLESSNESS

The war has leached all the fear from Y= EvVE R that
which nurmlll:.- PECVENES Yo from dmhg u:-m-_*ll'unu
:.l:up-d. You are reckless, 'h.urlms !.'uutﬂ"” hr.dlr:rhﬁ;
it da nEer. tak ing unneeessary Fiaks, and r!uilr pes-
;ihl:,' -_-ndlngr Fimg your r::pmpnhian; i the process, Yo
wecrm unable 1o learn from your mistakes in this mateer
'I'hmpgh yiru aren o an id ml--:.'nu'rr Rl gning teo mttEck
an entire regiment of wa rlarged :hn’gr F& DN FOUr o=
vou'll engage in any endesvor in which you see even the
faintest chance of victory, and vou see that chance whers
others see only unheatahle odds.



Raleplaying: Mever hesitate 10 hurl yoursell inte
danger. Scallat the notion of retreat, until and unless
the rest of your allies have already done so. Argue in
favar af secepring any challenge, no mater how nervous
it makes the rest of the party. You prefer more direc
tacties sn combat—melee aver uug’td. :.:uigl-n attacks
T -pr::n.-ud ETg SUppart- ~aflen 1:|En_~| ng :,-rmn.rll'u risk im
the process,

TICS AND TWITCHES

Ever singe the war, you've had a strange twitch that you
caningt quite suppress. [ his could be anything from
s trembling eyelid to an occasional jerk of your head.
or something rather more serious, such as an arm that
sometimes flexes or a fist that clenches on its own. [
not debilitating by any means, bat it is an inconve-
nience. Wou likely try to avoid taking actions that draw
attention 1o yourself in social circumsiances, out of fear
of embarrassment.

Eoleplaying: Although doing so could seem a bit
odd at first, consider emulating your characier’s tic
while speaking or acting in character. It's the only truly
effective way of conveying the disability, and as long as
the twitch isn't something horribly disiracting. 1the other
players should appreciate the effor.

WEAPOH FETISHES

Every saldier learns 1o rely an o weapon, but you've
taken that reliance 1o a rather disturbing extreme,
YWou have personalized your faverite weapon, treating
it as s frtend and companion, You dote amn {1, eALUFing
that i1t remadns in E‘l-tt'rt{"l condition., -.pq_*m'hng asrmall
fartune 1o adarn it with precious stones and traphies
of your victories.

Roleplaying: Talk to your weapon. both in combat
and oui. Spend hours polishing it, sharpening it. and
caring for it. Spend a portion of your earnings on
improving the weapon. This improvement can include
magical enchantments. bt it should alio inelude atgrac-
tive but nenfunciional arnaments, such as gems for the
pommel, You absalutely will not trade the weapon for
anather, and you refuse 1o be separated fraom . (This
stance can cause problems, for instance ifyou're trving 1o
enter a gathering that doesn’t allow weapons. ) You grow
angry or depressed il you are forcibly separated from your
weapan, and the low or destruction of it could cause deep
el bonal :Itmp;t.

ZEALOTRY AND EXTREMISM

You have taken your wartime I¢3.-l]1:r-. 1o the extreme,
Whether vour chosen cause was a nation, & church,
dugnnmu ked howie, or some ather faction, v b ave
dnrl.-rl.-np-ﬂ'l & fanatie's view of it and the world sround i,
You will do slmost anything, commin any sct, for the sake
of your cause. Anvone who opposes you for any reason
s an enemy. Indeed, you mi.glm COME 1O View anyone
whio is not of vour nationality or faith as an enemy. This
ativude is often difficult 1o distinguish from bigoiry, as
described above, except that you hate others for what they
are not, rather than for what they are.

Roleplaying: A sirike against vou is a sirike agains
your nation or faction, and vice versa. You have little
use for outsiders, and even less for those who express
any opposition to. or criticism of, your cause. You are

justified in anything you do for the sake of yvour cause,
cither by divine mandate, right of birth, or maral supe-
riority. You cannot be bothered with tasks that do noe
sdvance your cause in some way. Any failure on the par
of your nation or faction must clearly be the resule of
outside imerference, and you are more than willing 1o
do vielence on whatever enemy (read: scapegoat) seems
appropriate. As with bigotry, above, this mindset should
be portrayed as something for the character to overcome,
at least in any good-aligned campaign.

SPELLS OF THE LAST WAR

Although the spells described below were all developed
for use on the batilefields of the Last War. many of them
are equally useful io adventurers. Mosi siill see use in
various national armies and mercenary companies.

Every spell here is on the list of at least one class
from the Player's Handbook or the Erreiy Campaign Setting. so
each is useful no maiter what other game resources your
campaign might or might not emplay,

NEW ARTIFICER INFUSIONS

st Level
Knight Unburdened: Remove the speed penaliies for

medium and heavy armar,

2nd Level

Swalt Ihjd:!.-: Encharnt armor and WERJHIRE S that |hr:,-
APPEAT &N You -1hun|:'l:|.- when yeria wiah.

HEW ASSASSIN SPELLS
2nd Level

Swift Ready: Enchant armor and weapons so that they
appear on you instantly when you wish.

4th Level

Fracturing Weapon: Enchant a weapon s it hestows
penalties 10 AL and DR when s serikes,

HEW BARD SPELLS
1st Level

Instant of Pawer: Grant ally s brief +§ bonus on attacks,
saves, oF dama L. EVEn when bis e YOART LRFTY,

2nd Level
Swili Rﬂdr: Enchant armor and WERJROTE B0 that |hr:,-
appear on you instantly when you wish,

3rd Level
Crown of Courage’: +] on attacks and damage. +4
against fear; discharge to combay fear.

HEW BLACKGUARD SPELLS
1st Level

Devastating Smite: Double the extra damage dealt by
your next smite attack.
Knight Unburdened: Remove the speed penaliies for

medium and heavy armor.
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4th Level

Fraciuring Weapon: Enchant & weapon so it bestows
penalties 1o AC and DR when it sirikes.

Manifest Death: Draw negative energy from an undead.
causing damage and granting you furiher options.

NEW CLERIC SPELLS

1st Level

Devastating Smite: Double the extra damage dealt by
your next smite attack,

Protective Interposition: Trade places with ally. who
gains « 1o AL, you gain +2 on next attack,

2nd Level

Haly Fire: Cause sacred fire damage 1o undead yvou
.i.ll'rllll,l-l BdE Barm.

3rd Level

Saldiers ¢r!:i-tnﬂh',-: Fellow h:}l‘l.|'|||!|i."lrl|.'|:l’:‘|-1'l:|r bonuses
1o turn undead, gain AL bonus agains undead.

Stand Firm: Grant instant henefita Againsg :'ha.rg'r-..
bull rushes, grapples. trips. and similar sttscks.

Hith Level

Crown of Courage': +| on attacks and damage. 4
against fear: discharge 1o combat fear.

Fracturing Weapon: Enchant a weapon so it bestows
penalties vo AC and DR when it sirikes.

Mamnifest Death: Draw negative energy from an undead,
causing damage and granting you further options.
Manifest Life: Draw positive energy from a living

erealure, |'4.|..|-.il|.!,= da mage winel ET tﬂl:'hg yira Tuet !u_-r

|.||!|I:Iu:n.

HEW DRUID SPELLS
lst Level

Insiant of Power: Grant ally a brief +4 bonus on sttacks,
saves, or damage, even when it is not your turn,
Skunk Scent: Spit a stream of sickening fluid.

2nd Level

Predator’s Cry: Emit a terrifying bellow that panics
amimals.

G6th Level

Rusting Fog ™" Billowing vapors destroy metal items.

7th Level

Explosive Pinecone”: Transform a pinecone into an
explosive, shrapnel-hurling weapon.

HEW DUSKBLADE™? SPELLS
2nd Level

Swilt Ready: Enchant armor and weapons so that they
appear on you instanily when you wish

4th Level

Fracturing Weapon: Enchant a weapon so it hestows
penalies po AC and DR when i sirikes.

HEW HEXBLADE®“"Y SPELLS
2nd Level

Swifi Ready: Enchant armor and weapons so that they
appear on you instanily when you wish

4th Level

Fracturing Weapon: Enchant a weapon so it bestows
penalties 1o AC and DR when it sirikes,

HEW PALADIHN SPELLS
1st Level

ng\'ﬁ“g"'nﬁ Smhtl |.-.l|;|1|.h||_- Ihr FELrS -|‘|u.l'|!u.H-|_- dealn ||-'!.
FEUE mexl dfhale JII.;l_'L.

I{nk‘h: Unburdened: BEemove the -.isnrrd F.I-r!l.l.[l ies for
I!u-rl|l|,|r|l. .illl! hl_-h-:r i el

Pratective |I'I.|lH‘F-ﬂil'ﬁ.¢l'l: Trade |!||lf-|‘a with nll:.-. w i
gains «2 1o AL yorl gakm +2 on nexl attack.

Znd Level

Smiite of Sacred Fire: +2d6 damage on smite, continu-
ing each round until you miss target.

3rd Level

Holy Fire: Cause sacred fire damage 1o undead vou ai-
tempt Lo turn.

Soldiers of Sanctity: Fellow worshipers provide bonuses
to furn undead, gain AC bonus against undead.

Stand Firmi Grani instant benefits against charges,
bull rushes, grapples, trips, and similar attacks,

4th Level

Crown of Courage’: +1 on auacks and damage, +4
against fear; discha FEge Lo com bt fear.

Fraciuring "H"rl.pn-n: Enchamt a weapon so it bestows
penaliies to AC and DR when it sirikes.

Manifesi Life: Draw positive energy from a living
creature, causing damage and granting you further
aptions.

HEW RAHNGER SPELLS
1st Level

Instant of Power: Grantally a brief + 4 bonus on attacks,
saves, or damage. even when it is not your turn,
Skunk Scemt: Spit a siream of sickening Auid.

2nd Level

Predavor’s Cry: Emit a terrifying bellow that panics
animals.

HEW SORCERER/WIZARD SPELLS
1st Level

Unfailing Terrain: Smeaath difheul terrain

3rd Level

Sudden Acgisr Grant a subject short-lived damage re-
I,‘Iul_'lil_ul. Ekrali] “]I.I_'I'| gl 1% Paigrl weRia T EnkFia,




SPELL DESCRIPTIONS

The following spells are presenied in alphabetical
arder.

CROWH OF COURAGE

Enchantment (Mind-Affeceing}

Level: Bard 3, eleric 5, palacin 4

Compoanenta WV, 5. F

Casting Time: [ standard aceion

Range: Touch

Area: 10-1, -radivs emanation centered on the ereature
tasacled

Duration: | hour/level (1) ar until] dise h.rgrr]

Saving Throw: Will negates (harmless)

Spell Resistanece: Yes (harmless)

A shiming crown of gold apprars upon the fargets head A st light brigfly
ghmmm i @ circle oroend e croms, fgﬂrlng Jhr_,'.m'f:. q:lr_'pnr allies amd

fillimg them with sourage.

This spell creates a crown of magical energy that granis
the spell’s recipient and all allies within 30 feet a <1 bonus
on attack rolls and weapon damage rolls, and a +4 morale
bonus on saving throws against fear.

Asam immediate action, the creature wea Timg a croam
of roungge can discharge its magic to grant himself and all
allies within 30 feet 3 new saving throw against any frar
effect currently affecting them. with the +4 morale bonus
granied by the crown. The spell ends afier the wearer uses
the crawn in this manner.

The crown accupies space on the body as a head-
band, hat, or helm. [fthe targeted eresture is already
wearing an item on its head, the casting of this spell
fails. If the crown is removed, or if the targered ereature
dons an item that occupies its head, the spell immedi-
ately ends.

Forws: A thin golden hoop 6 inches in diameter cosi-

ing 30 gp.

DEVASTATING SMITE

Transmutation

Level: Blackguard 1. cleric |, paladin 1
Components: V, 5. DF

Casting Time: | swift action

Range: Touch

Targets Creature touched

Daration: | round or until discharged: see text
Saving Throw: Will negates {harmless)

Spell Resistance: Yes tharmless)

Tou call yowr deviy's name aloud, beseeching her fo imske pour fors, Four
hualy symbal brigfTy humi mith power, ay doves year urbgec! s meapaon,

The next smite attack made by the subject deals double s
normal smite damage, For instanee, a Tih-level paladin
normally deals an exera 9 painis of damage with her smite
l_"|'|| Ii,l-llll'.l'. l_.|1l|;|-|":' Ill-t l_'fFl_-i_-I uFIl‘!I\.nI,H_-“. l.hr wnuld -I,Il_'.']
afn Fxlra 18 l!u:|1h af -||.i.l|‘.|.;H'|_-.

The l.E,lr“ l|'|l|:|||rl| [ {4] i,::ll:r Qe aFmine “1;Eh; lflhll
attack mbsses, the al‘H"“ 1% loar withoat ¢ Feet.

EXPLOSIVE PINECONE
Transmutation

Level: Diruid 7

Components: V. 5. M

Casting Time: | standard action

Range: Touch

Target: One pinecone

Diwration: 10 min.level or until used; see vexe
Saving Throw: None or Rellex half see vext
Spell Resistance: Mo

F'ﬁrpr.ﬁ"un[lgm. i baf B phe Jowch, _Pq.d:.-.ng walh rr!prwri'rlt! .

Youtransform a pinccone intoa dru:.unng g:tnnlr.
It funeelons as o |p]n'h wWEApON that ean be hurled as
faras 100 feer. A successful ra ngrd touch attack rall is
required o sirike the inended targer, Upon impacs,
the pinecone detonsies, dealing 1db points of damage
per caster level (maximum 2546} to its targer. All
other ereatures within 20 feet take | point of splash
(shraprnel} damage per die. A creature within this
ares that makes a successful Reflex saving throw takes
half damage; a creature struck directly is not allowed
a saving throw,

For & period of time equal to 10 minutes per
level of the caster, the area of the blasi {a 20-foor
radius around the impact point} is covered in razor-
sharp shrapnel. Any creature moving on foot into or
through this area moves at half speed and takes 1d8
points of piercing damage for each 5 feet of movemeni
through the area.

Maderial Componeal: A pinecone.

FRACTURING WEAPOHN

lransmutaion

Level: Assassin 4, blackguard 4. cleric 5, duskblade 4.
hesblade 3, paladin 4

Components: ¥, 5, DF

Casting Time: | standard action

Eange: Touch

Target: Melee weapon touched

Daration: | round/ level

Saving Throw: Will negates (harmless, object)

Spell Resistance: Yes (harmless, obhject)

The weapon guivers of your towch, ond a deep gong recerberates in
the disdonce. As the sound fodes, the meapan beging fo emonoie @ dull
gray radiance, making your sision swim shen you altempd fo ook
direcily a .

Cinece per round for the spell’s duration. the wielder of
the targeted weapon can declare a single melee atnack
tar be a fracturing blow, IF that aiack successfully deals
damage 1 an oppanent, the foe takes a =5 penaliy 1o
Armor Class and damage reduction Lif any, 10 3 mini-
mwim ol 1),

The penaliies are applied afier 1the damage fram
the _rrulrurrrl:canli.wn a-ll.p;E |‘1.;l|. bieen l'-l_'?aﬂ.l'l'\'l_'ll. ..I.l'l-l_' ]!u_-:ln| -
thes last rllr ] Hl'l!,:|r rr||l|“l.., |;|..|I 1he I'|r||,ir|' Cam i.ll.pfh 113
Again on Bis ar her negt turn and UL T Febnvake
the ]:r:ln||1-.
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-

The rfrrr'r .iuf.-l manil uwies haly fire to abliterate

undead threatening his allies

HOLY FIRE

.I'l"'\..lll..'.'l I‘III' ':ll.ll"l
l.r\rl..l: .Irl.I E II.IE.I{i.III.i-
::HHI’FI.'FiIl’:i."« W, 5, [
Casting lime: | swift acrion
“ul.l'lt:l":?‘rl'\-"l'..ll

larget: You

Diration: | round

Tour haly symbol amd your eyves erupt in a blage of sifoer fire

Al undead within range of your next iurning attempi
{if vou make it before this -p---|'- duration expires) are
especially valnerable to the attempt. Whether you sue
ceed in turning them or not, the undead 1ake hit poin
damage equal to the result of your turning damage roll

This damage is hall fire and half sacred energy

INSTANT OF POWER
|: Ir-: :;Ir;.:l.: ;1|I;I|“I.|r wiel Fanges |
'r:lllltll.l:lnr:ll'u V5

nediate action

{:.'l'alill: !illl.r .. 11

Kange: Ulose (23 B = 3 B2 levelsh
arget: Uine creature

Daration: | round

Saving Throw: Will negates (harmless}

Spell Resistance: Yes (harmless)

Witk @ showt and @ geatur

gl dend o i peof wir rim yoursdd)

o W Fhe e .-.g.l:.'.- @l 1fs pasuagy

You bestow a briel moment al POWET 0N Yo allv,
granting a +4 enhancement bonus an his next attack

rall, sEVIngE throw, ar .|.-||.-|.-|;c.- ol

KHIGHT UMBURDEHED

I'Fansmastation
Level: Artificer | |'\-|.|..Lqu..||‘:| FIJ...'.II:iIrI |
[:u:nlluntnl-..: V. 5

[:.ll.l':nq Time: | standard actton

H.lll:r laueh

'lnrqu:':.lrJ-I'.|1r'.-c-|.|-\.||-c'||

Disration: | hour/ level

:";-.-l-.i:l': Threow: Will neEFares [harmless)
:‘;-Pr]l Besistance: ¥Yes Lha

less)

A r PF le paistd Fhraugh (LY, r:-.;."- armor ol pour towch, of Fhowgh

the effeet seems fo leave the armor lghter, e aguely fromel

I dired] I||;l'|'

I'he subject of this spell ignores the standard move
ment penalties for wearing medium or heavy armor
He sulfers all the other drawbacks for the armor he
wears, such s maximum Dexterity bonus ta AC, armaor
III.FI'L FIFII.II'I. ATk \L'.I:.l. arcanr l.l.-r:l I.IIIII.II' l.}l.lrll"

sndl a0 o

Mote that & '\-l.'hp-l! af 1his '\.||r|:.'\-ll|| canmol uie clais

Features and ather abilivies thae do net Feneiion when he

WA PR ST OF IIF.I'h'l AEIRHaE,

MAHNIFEST DEATH

xrl:-:ll:.llll\

[.l"lf.ll I‘l'llll. Ll:l.l.'lll:a L. l.II'III -'

Components: ¥, 5

{:nll.int; lime: | standard action

H.lllzt louch

larget: Undead creatare toached, then living crearure
or undead creature Illul:'ll'l:I

Duration: Instantansous’ | minuate ar until discharged;
seE TENl

Saving Throw: Mone

Spell Resistances Yes

Fowr tawch sipbone some af e animaehin e emeT § from e [
reafury, leaoing @ soul-mumbing bal FOUF o

T .-|||!;||.n. this x!:|.-||_ vou must succeed on a8 melec
tauch I||'.|.|| againsl an ||r|||-|.|.| creature. Il you do
so. vour touch deals 1d6 prrimis ol .|..-.n.-..:-' per lwa
caster levels {masimum 15d6). This damage Fepire

seEnis negalive eACrEY that yiri draw from the '\-'|||||'-\.|

|.'-.|.|I|1:-_\.r i s ball of '\n.'.|||'.||'..; shadow vou hald 10 vour
hand, You can use this ball of HEFALIVE EREFFEY 10 one

of three wava



* You can, in any following round. touch any other
undead creature with that negative energy, as a stan-
dard action. The undead creature abrorbs the en-
crgy, healing as many points of damage as you dealr
1o the inatial subject, up to the new subjeet’s narmal
maxd e bt painis.

Wou can use the ball of negative energy 1o make a me-
lee touch agains & In-lng CFERlUTE, dﬂ]in.g the same
amount of damage vou iniially deali.

Werld CaTY WL BE 06 pawer & rebube wndead avlempl. The
mext rebuke spempt vou make, so long as it occurs
belore the l.p-tll'l. duration expires, does notl eouni
against vour daily limic.

The ball of negative energy dissipates in | minute if noi
used, and it vanishes immediately if you use your hand
for some other purpose.

MAMNIFEST LIFE

Necromancy

Lewel: Cleric b, paladin 4

Components: ¥V, 5

Casting Time: | standard action

Ranges Touch

Target: Living creaiure touched, then living creature or
undead creature touched

Duration: Instantaneous! | minute or until discharged:
see bexl

Saving Throw: Mone

Spell Resistance: Ves

Your touch drawa life forve from powr fegel, mamifeafing if e pour band @
a gloming ball of positive enery.

To employ this spell, you musn suceeed an a melee touch
attack against a living creature, ¥ you do so, your touch
deals 1db points of damage per 1wo caster levels (maxi-
g [5d6). This d;m;wu_- FEpreLens actual lele foree thm
o take Trom the ;thrr-l. h_-a“tuhg ir & ball of pasitive
FRETEY You hiclel g1s your hand. You ean use this ball af
pasilive energy in one ol three WAYE.

* You can, in any following round, wuch yoursell or
any other living eresture with thar positive energy,
as o standard action, The living ereature absorbs the
energy, healing ss many points of damage as vou deals
1o thie initial subject, up 1o the new subject’s full nor-
mal kit poins.

*  YWou can use the ball of positive energy to make a me-
lee touch agains an undesd cresture, dealing the
same amount of damage vou initially deali.

* You can use it to power a turn undead sttempi. The
next turning attempt you make, so long as it occurs
before the spell’s duration expires, does not cownt
against your daily limii.

The ball of positive energy dissipates in 1 minute if not
used, and it vanishes immediately if you use your hand
for some other purpose.

PREDATOR'S CRY

Mecromaney [Fear, Mind-Aecting. Sonic]
Level: Dirwid 2, ranger 2
Componenis; W

Casting Time: | swift action

Ranger Medium (100 fr, « 10 fr./level}

Target: Up 1o one animal/level, no two of which are
mare than 60 i, apar

Dhuration: | round/ level

Saving Throw: Will partial

Spell Resistance: Yes

Feou ¢mil !Hrr_fwr; belloa, the somnd d_f'u.-ﬁrfh Jcrajsi pour thraal
om Bul careiei aoraas the winds like rﬁr_lﬁm'ﬂl ®aF EFF oF Tl hod-

ing of the walf,

Parvicularly effective against cavalry, this spell causes
all affected animals 1o become panicked. If & panicked
animal earries a rider, the rider must succeed ona DG 25
Ride check to prevent the animal from trying to flee the
bartlefield. If the animal successfully saves, it is instead

shaken for the duration of ihe spell.

PROTECTIVE INTERPOSITIOHN
Conjuration {Teleportation}

Lewel: Cleric 1, paladin |

Components: ¥, 5, DF

Castimg Time: | swifi action

Range: Touch

Target: One willing creature

Duration: Instantancous

Saving Throw Mone
Spell Resistance: Mo

As you fay @ hand on your ally’s theulder, Ihe fwo of ou insdontly sesich
[aces. A gloanng image of pewr desty's holy spmbal lingers for o insfasd
where pow fouched powr friend,

When you cast this spell, vou and one willing ally 1rade
positions, [T you accupy differemt spaces. the smaller
al you must sccupy at least one square previowsly
ag ;ulrl.hl I:q.- the I.r-gr r, the |Il=tl"' ErEAILUTE & fEw space
Hik &l o p]¢|¢|r cover the space prrl.-'tn u:.]].- :}rruplfd
'h:.- the smaller, and YO AL SIAFD and end n‘l_1.l.rrm
1o each other,

‘I"l:.-urlll:, gains s +2 anered bonus 1o AC snd on saves
for | round, snd vou gain & +2 sacred bonus on & meles
siaek roll you make in the same round when you cast
the i.pn_*]l.

RUSTING FOG

Transmutation

Level: Druid &

Components: ¥, 5, M

Castimg Time: | standard action

Range: Medium (100 fr. + 10 fr./level)

Effeci: Cloud spreads in 20-fi. radius, 20 fr. high

Duration: | round/Z levels

Saving Throw: Mone or Fortitude negates {object): see
text

Spell Resistances Mo

A bank of red-brown capors billoas up from the carth ai your gesture,
rolling foraard @ thosugh with a mind of it oan,

The corrosive vapors ereated by this spell rus any meial
they touch., Monmagical objects made of iron, iron
alloys, or sther ferrous metalutake Ldd poines of damage
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or every round of exposure. [his damage ignores hard
ness. Meial armor affected by rusling fog loses 1d4 poinis
ol Armor Class for each round of exposure. as well
s laking damage. An item reduced o 0 hit POimis is
destroved. Ferrous creatures within the cloud suffer the
same damage as abjecis

Magic items can resist with a successful Fortitude
save. | hey are entitled to a new save for each round of
exposure, but need not save again once they succesd
L

ilafenoy & mgsaneml H.|-| |..||"'.||'-\. {rom & lormeriy

¥
magic metal item

SKUMK SCENT

Loanpuraiion Ll reatian)

Levels Diruid 1 Fanger |

l.ﬂllllllrllfll.\. t

I'..n.r||1|_: Time: | siandard sctior

H.lnqr LI T

'|.|r|_;-rl LT ||l\.|||q creatlute

Duration: | round/level

ﬁ.lii:i_{ Throw: Foreiiude pariaal; aee Lexl

ﬁpr]l Resistamnes: Mo

Vou spst @ stream of truly ede-smelliag, repuliier fJund

Ta |'|'||-:--1 1his -|--!. vonl el make & sueeesaful :.|.-|-_:|'-\.|
rosch atiack. 1§ you hit, the IGEFEET s &k kened for the
duration and cannot make use of the seent abilivy Cif it
possesie thar abilivyd. A suceesstul Fortinude save reduces

1 - i }
the duration 1o | round

A nrHaphn-d ru-lin‘ ﬁ:-; eisares it these ores
will be fighting no ane else today

SMITE OF SACRED FIRE
E‘-"l..lll".'l":r:'""lI

Level: Paladin Z

Components: v, LM

LCasting lime: | swiltt action

Kange: Personal

Targei: You

Duration: | round/level; see texi

You must cast this spell in the same round when yvou

ok y - -k If i he LB g [} 2
attempt a smile attac Il the attack hiis. vou deal an

; fd I I

extra ddb poimits of damage Lo (he targel ol the smite
Whether or not yvou suceeed on the smits atlempt, during

I I | i Il leal
each subsequent rownd af the apell s duration, you deal
an extea 2db perimEs il .|.|||:.||:|' af any suceesaful meles
attack againsd the larpel you ..II|'||:||:|' i I aampie e
'\.||--|-' miels |'\-r-.'|'..|l.||d'h slter any round when you do me

meles abi y it b rE i s d i il
A I|.|;|I.| nelec atiachk Afsinsl la argel you pr 1exias |

atlE g edd Lo amale, oF o vou fail v 5t with any of vour
I

Aflackd 178 & FoOu ::II

SOLDIERS OF SANCTITY

Evoestion |Liood)
Level: Clerie X ||.||.|-\.|.|.':
::Elllll!lll1fl1|"¢ WV, 5, D
|:'.I'|-I:i.I||,: Iimne: | full round
Kange: Close (25 [

. i
3 fe. 2 lewels

|.I1't:|:"l' Yo plus one willing creature/ 2 leve see [EXl



Duration: | min./level
Saving Throw: MNone
Spell Resistance: Mo

Feou FRRE JOWF COKCE N @ fadan I'ﬂ-_r.-.'-urgum', @ sound that reperberales
uperard, Veu see your allies” ¥ps moving in congerd, and thede ayes widen
with the glory af the divine,

For the duration of sldiers of seactily, you gain & bonus on
turning checks and turning damage rolls made when
you have allies within 30 feer of you. This is a sacred
bonus, equal 1o the number of allies within 30 feet. 1o a
maximum of +6.

In addition. each target gains a +2 bonus 1o AC
against all atiacks made by undead creatures. This bonus
applies for the duration of the spell as long as an ally is
within 30 feet of vou.

STAHD FIRM

Transmutation

Level: Cleric 3, paladin 3
Componenis: V, 5, DF

Casting Time: | immediate action
Range: Close (25 . + 5 1.2 levels)
Targets: One creature/Z levels
Duration: | round/ level; see text
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Wik & shoufed command i!lr "Hllnl':‘.r__r\m.l fffl' rr_||l|‘||ﬂ:|r _Fm'n ﬂu.'ll’llt
r&.r;uqﬁ_mu. M:Hnwnw ailirs aparan abtack.

The stand firm spell was a ereation of Thrane divine warriors
to be used as a defense against Karrnath's mighty cavalry.
Al subjects of the spell gain a +4 morale bonus to Armor
Class against charge attacks. and on opposed checks for
the purpose of defending against bull rushes. grapples.
awerrun attacks, and erip anacks,

The spell remains in effect on a subject lup 1o s
maximuam duration) so long as that subject does not
mmowe. [§asubject moves, taking even so much as 2 5-foo

stepe, it loses the spell’s benebn,

SUDDEHN AEGIS

.Pl.'lsjl... Al ko

Level: Sorcerer/wizard 3
Components: ¥V, 5

Casting Time: | immediate sction
Rarge: Close {25 fi. + 5 §i./2 levels)
Targei: One creature

Duration: | round

Sav ing Throw: Will negates {harmless)
Spell REesistance: Yes (harmless)

A shimmering owra surrcunds your olly, saguely resembling o swit of
Bhaniom armaor.

You instanily but briefly grant the subject damage reduc-
tion [Iadamantine.

SWIFT READY

Conjurstion (Summoning)

Level: Artificer 2, assnssin 2, bard 2, duskblade 2, hex-
blade 2

Components: ¥, 5

Casting Time: | minute (and | swift action 1o invoke
alterward; see text)

Range: Touch

Target: One, iwo, or three specific objects: see tex

Duration: 24 hours or until inveked: ses tea

Saving Throw: Will negates (harmless, object)

Spell Resisiance: Yes (harmless, object)

Four equipment warms shightly, thes seiftly couds. Bemeath your touch.
a faint image of your hand remains, visble saly to you.

YWou can cast this spell on one or more of the following
groups of items;

*  One suit of srmor or other item of clothing (such as
a robe or cloak): plus either
Ohne or iwo weapons, tools, or magic items. each
small enough 10 be wielded in a single hand: or
Chne weapon, tool, or magic item that is normally

wielded im both hands,

Thus, for instance, you could cast the spell on a rabe
and a stafl, or on a suit of armar, a longsword, and
ashield,

A any time before the spell expires. you can, as a
swilt aetion, cause the affected equipment 1o dnstanely
appear on your body or in your grasp, as though you had
taken the vime 1o properly don and prepare i You mus
have line of sight to the equipmeni. and it cannot be in
the possession of any other creature. Invoking the spell
causes the duration 1o end instantly.

UMFAILING TERRAIN

Transmutation

Level; Sorcerer/wizard |
Components: V, 5

Casting Time: | siandard action
Range: Long (400 fi. « 40 Fo, flevel)
Arear Up to two 1001, squares/level {35}
Draration: | min,level

Saving Throw: Mone

SH'H Renistance: Mo

.-lr_.nurgnrun'. ihi I'q-rrmﬂ_ﬂnmm |hn'_,|'. e Iﬁ:mgidgrml -rg&]pmm‘l
dhoen uar il

You cover an area of solid terrain with a faint laver of
semisolid magic. This effect transforms difficult terrain
into clear, flat terrain, allowing full movemeni. charge
aviacks, and any other skill use or movement normally
impeded by difficult terrain.

This spell is not sufficient to actually cause the ter-
rain o bear weight, howeser. so pitfalls, quicksand., and
liguid surfaces sill function normally in thay Feapesct.
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MAGIC ITEMS

The Last War kept magewrights and artificers busy, pro-
viding incentive 1o create new magic items and ample
opportunities 1o test them in the field. This seetion
describes new weapon and armor properiies and magic
items of various types uied in the Lasg War,

ARMOR AHND SHIELD PROPERTIES

-.I-hq'l.-l_- l.F|l_'f|.'1 :1;l|i1 IFh CETh |,|-|;| I-I,.Iil"li LEF] irrl'llrl_'l e Mems
thar .p] Frady h.'n'r an rﬁhlllfi":qr:‘ll .Iil:llll.|'| af &t |rl\l rl.

Besilient

Price: +1 hanus

l'rapt Fiy: Armor or ahield

Caster Level: S1h

Aura: Moderate; (DO 19) transmutation
Activation: Immediate (command)

Weighi: —

This item has certainly seen better days, covered as it is with soratches
ond dings. Nevertheless, it appears remarkably solid, and forged by the
finest smiths,

Resilient armor and shields are magically enhanced
to protect the wearer against all soris of harm. As an
immediate action., you can use some or all of the item’s
enhancement bonus to Armor Class as a bonus on one
kind of saving throw instead. For instance, if you carry
a 43 renifient heaoy shield and yeu are caught in a fireball, you
could immediately grant voursell a bonus of from +] 1o
=1 on Reflex saves, but you would lose that same amoun
from the shield's bonus 10 AC, You must declare which
save the banus applies 1o when you activate the ability,
The banus on the save, and the losw of the bonus o AC,
lase until the end of your next turn,

Pnrrqmu.'ﬂ l:'r.lfl :'il.l_J:Jr .'1|,r|l1-..'ul|! _|'|| FImeH, m;gl;.'ru'.m-.n.'.

Caid do Creales Wa (o [

Spell-Catching

Price: +1 bonus

Properiy: Light shield, heavy shield, ar tower shield
Caster Level, %ih

Aurar Moderate, (DG 19} abjuration

Activations lmmediste fcommand)

Weighs —

Thai sbueld o amodh o dhe fouch qlmf_lﬁlr_{nf r.:lrﬂlr _f.;nnr madernadi, 1
il ﬂlll'll“f_r.l'ﬂlﬁ'.l'l' i b Elstrran Lllru_ﬂ-urll\.bmrd emtbedded in the bovk e,
belaerr the Fn'u.'_| Ieather 1I'Pd'|h|.

Crnee per day as an immediate aciion, you can comma ned a
spell-carching shield to absorb a spell cast upon you. The
spell muse must of be 3rd level or lower, and it musy arget
vou specifically; area spells do not qualify. The absorbed
spell fails 1o affect you in any way and is instead stored
within the dragonshard. Avany time thereafier. for up 1o
I hour per level of the spell, yvou can cast the spell out of
the dragonshard. Doing this takes the standard casting
vime for that spell, and it funciions ai the caster level of
its original caster. 3o long as a spell-catching shield holds
a spell, it cannot absorb any other spell.

Prerequisites: Crafi Magic Armis and Armor, spell resistanee.

Cost do Creafe: Varies.

Spell-Catching, Greater
Price: +4 bonus

Caster Level: 11th

Aura) Moderate: ([N 20} abjuration

Asspell-catching, except the shield can absorh a spell of
up to bth level
Coaf to Creale: Varies

HERALDIC CRESTS

.l’l. .Ill_' rl]-:|l|_- Cresl g @ l||;n|_'|;a| Jrll.[:ll_'.'ll J:rlli;l_- rr:| I]I.ul 111 ]H’
]:|.1.-|'-r|! CHL Any I'Ehl l|.|l:r1d. ]I.-rnu'r n|'||r|:l.. o tower shiseld that

w

A Hote on FORMAT

The magic items described here uie the formae intro
duced in Magic lem Compradium. Aspects of thar forman thag
might not be self-explanatory are described below.

Price {Item Levells This entry gives the price of the
item in gold pieces and the item level. leem level is a guide-
line for the DM 1o estimate the level snwhich a character can
reasonably attain the item. It is unrelated 1o caster level,

Body Slots This entry identifies the place on the body
where the item is worn. For items not worn in s body sl
— theld) designates an itemn held in the hands and — des-
ignates items that need only be carried on your person or
ot herwise utilized without being worn or held,

MAuara; This entry gives information that can be
abtained with a detect magic spell. Tt lists the sirength of the
item's aura, the DO of the Spellerafi check required to
determine the ichool of magic, and the schoal of magie
associated with the aura.

Activation: The kind of action required 1o activate
the ivem is given here, lollowed by & deseription of what

5 characier does during the scrivation. For e:umpi:. B
“swift leommand}” item requires a swift action to activate
and requires the activator to speak s command word. An
entry of "= means the effect s continuous and requires
no activation.

Mew Categories: In Magic Item Compendium, items
were categorized differently from those in the Dungeon
Master’s Guiide, based on their function or the way they are
¢mplﬁy¢d. [terma that are worn on the bnd}' are now clas-
sified as clothing. {In this book, warforged components
are categorized separately even though they are essentially
“elothing™ as well,) Iverms that sre held or carvied, excep
for those designed for use as weapons, are considered
woals, (In this book, standsrds sre categorized separately
even though they are essentially "rools”™ as well.} Because
this bosk includes anly one ftem of elothd ng {azide From
warforged components) and one tool Laside from stan-
dards), those vwo items sre grouped wogether under a
single header.

_ﬁ
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Crests allow you to imbue your shield with ¥ riety of special abilities ; : m

hasan enhaneement bomas of «1 o ||||;|:l'| Each kieraldic ek Pl o dmbpsasd Eth o eaiaanl dieached s o mdeid [
FEfl @ramnii & minor tsed

ik 1he bearer mesis ¢

LA f11 |"r||F "'I: I'I"J."' ."".II"I hLF I'-lll;

e of the |'.-|i|l'\n.||||,: Crileria Yo Failn & +4 morale bonus on anack ralls 1o confirm

critical threats. Ulnee T day, on command, the shield
Has the Leadership feat: o n edge el fect o
Has heen specially granted the right o use the heral Prereguisites

dic crest by a lord. high priest, commanding of ficer. s do Lo

or similar authority. The DM is ithe final arbiter as io

whether any character meets this criterion

!.|Il"|ul'l:'\- a ke ' OTE WEADDN YO CArTY
Lrali "\-1.|.;|-\. ."'Ill'll'\- .|||-\.i '1|.Ih.ll| Ly ¥

e B 00 g, 240 X, b days

Bolsterin,

Price: + 16,000 gp

Property: Light shield, heavy shield
Caster Level: Tth

hura Moderate, (DC 18} abjuration
Lciavation
Weight: —

Each shield thai bears a heraldic crest has a more potent abil or tower shield

ity thai can be used onice per day Anv character who meeis

st onkve of the criteria can activaie the magical power vl

At BrasE Oone
thie shield '« heraldic crest as a free action. Unless ot herwise and free (command)
pawer alfecis the shield s bearer aaly

Ma shi

B !.I: I":I! |.'I.|' Ill"' " |'.|'r.||.'.|-

wated, tha
eld can bear more than one heraldic eresi, 11

erest i imbaed with a second Thai ey I"I'EI 3 i o '."..l'.'__|- m outaed o '-\.': g
s vanishes, Far addmional heraldis

o Bt Yo

ereal musl meet ol least one

ereat, the hrat éFe

ereats bevond t howe |..'|--.-1:I|-|‘| |'\u-r.'_ ara Fliruw ETRIE IR | morale banus an Fartitude and Bellex saves

I he ereatar ol ..'II'I.|!|I:I L isuee Jrcr II.-H. SN CAF RIAY '.Il" -\.'r|||'|-| L [1] '."'Ill-llll T & T

of the abowe eritersa, tn addition e

s huas ATE ACECRE LD the wrg § el on vauraelf with a duration of 7 rounds

[TELTTY ! precequisites for ercanion as given in the deserip |'----| Cralt Magic Arms and Armor, &
LigkE ol 8 £res Cogl e Crealer 8 i“EII'-\-i" G40 X P, 16 dava
Bloodlust Inspiration

Perice: «b, 000 ¢p

]’I'u'!rl‘l'ﬁ: | ||;||I shaeld, heavy shaeld
Caster Level: Sih

Avra: Faime; (D00 1Y) iransmutation
Activatiom:
Weighi

and free (command

or tower shield

Priee: « 11,000 5

E"I‘-l'l-l.'lr:"'h: 1 ||,:|.r shield, heavy shield, o
Caster Level: Sih

r lower abield

Avra: Faint; (D0 1Y) enchantment
Activation:

Weight:

ind free (command)
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Vi, Yol o boe .|'\-||||_'=F meles attack SFEITIAL that foe belore
e .|Il:|'|'||l!'\- hiz action, [This attack iz not an svtack of
Opportunily which means i1 functions Againal targels
that normally do not P e ke attacks ol opporiuniy when
thes ANlEMPL #1i h '\-F'I'l.l.ll Maneuvers.

It you make a successful intercepting attack agains
a charging. bull rushing, or overrunning opponeni, the
weapon deals double damage. In addition, if the artack
lands against a charging opponeni. that toe loses the
normal =T honus to hit due to the « harge, but retains the
associated Armor Class :_||-|'|.|:I.

|'.'.: mles: Liralt Magic Aarmas v Arsmor

Coaf to Creale: Varies

WARFORGED COMPONENTS

||'|--. sterms Follow all ::'|- standard rules for w -|!u|.:d'.|

CoMmpEonenis ||I| 3 ebhi)

Finger Picks

Price (leem Level): 500 Ep | ed )
Body Slat Hands (embedded)
Caster Level; ik

Aurar Fane R 17 ) epansmustalian
Activalion

hri;]u

Samatic cables allow a warfor d o ....!'.-ll*..: Il§ even ™
when the ememy |J|]rll"-]!lrll‘llllti Brommmad 4 Thewe delicare, intricate tools funetion as masterwork

thieves tools thar FrRNL & additional +2 bornus on Lis

able Devies and Open Loek checks, for a 1otal bonus
ol +4

il i ang LT Preseguinfes: ralt Wondrows liem, bnock

Coost fo Lreate: 200 gp lplus 100 gp for masterwork

thieves toeolsd, Ib X | day

1f vou have an extraordinary or FUpErmarural AT thiat
benehits vour allies. such as n |._.i_..i.|| L ALLFd AFalnst lear Frﬂjtflinn DI'.I'J
or any of the auras projecied by the marshal*" or dragon ~ Price (Item Leveld: 25.200 gp {16th)
shama the etfective range of those auras is doubled Body Slot: Face (embedded) and see text
CUlnce per day, on command, the shield produces a firoye Caster Level: 7ih
eHect centered an vou hura: Moderate: (L [ 8) divination
! It Magic Arms and Armor. brover, Activation: Standard (mental)

hility to project g benehcial aura as an extraordinary or '|'|1'il:|‘|1 and 7 1k Lglohbe e fext
SUpErnaiurs sbality

| s Creater 5,500 pp, 440 X P, 1] days | perfectly spher plodse, resemblimg o am franfs walfy the

v T T V

WEAPOH PROPERTY
Ihisspecial ability can be added 1o 2 |'\.'.|||||I.'|.-I alreads Ihis "item” is made ip ol three parts; two yatalline
hias an enhancement banus ol at least + eyes embedded in your face, and a man |.|::l_; ._:I. sbe, Asa

& . ¥
standard adligdh, vyons Can Cauhs INYS P EELE YEFLE AT BN ||::I'.I

|:1.:q-t'{“£'!'|l:ing i1t e _::--" e, allowiing s possessor 1o view what you s

Price | Beranes LRE R T :|-".|-\.In..||.'||_l||:|'|:|.L|'\-.. A L8] ACTADR
|"r|1]|rrl-. hle Lt LR Prerequenten: Gralt Wondrous [tem 'y
Caster Level: Sih [=Ta vt 2600 g, 1,008 X P, 26 davs

Aura; Moderare; (DO 19) transmutat bon

Aetivation: Free (eommand Hunlﬂtil: (.-.:ilhll"."i

1|'|-ri|,;|11' Feiee (ltem Level): 1b, 200 Zpl 14kl
Bady Slot: Torso tembedded )

| SR Eap FiL i _:"- il Pl gy & Caster Level: [Uih

th i shilied enal-cab al the bair af the baf Aurea: Moderare: (D 20} pransmutation

Activation: Swilt imental

| hiis weapon Erafnls yoLu Dne EXm itack in o roond. [ “‘.I'il.:'h|'

1 foe attempts to charge, bull rush, overrun, or grapple

120



A usmall mastof & rrhing e cadles alifer from ',ul..'lf.h'll'. I nl.ﬂ_.; abauf

o @nofker in grrune o g

|.:|'r1.r|-c|-||r|‘| fiag 1.F|-r]|-c ASLIAE WAt !'nr!,:l'd somals cobies ean e
uweee 1o execute L he samalie ¢ |1:|1!|-||:|.r||1 of any aFlr:”. This
eflect allows a “Jr!ulu:rd s Al -.Flr“-. even with both hands
Lads |.'|:F|-|-r||. when its hands are lsmmobilized, or even when
'L .||.|E||r|| ';‘.|1|u.|'¢;|| thisseill :|‘|.|||.::r-.J.'l::-ul'u.'rl'lll.ill.l:ll'l eheck).
A sl url! who siblers rom s 1|:r1] [ailure chanes due o
1 Pl twice, ||ILI|'I'.¢ the better of the vwo resulia.
wites: Craft Wondrous ltem, Seill Spell, febiness.
Cost te Creade: 14700 gp, 1,176 XP, 30 days.

CLOTHING AND TOOLS

Dragonshard Pommel Stone
Price {ltem Level): See texi

Body Slot:

Caster Level: See text

Aura: See text

Activation: See texi

Weighe: 174 [b

ATMEOF CF

Thai .' berrun dragonisherd sairls midh ._'l‘-n.:r |.|.'.||. |.I|'|'I|I Firgd F--_lllrrn.

Bermeank it |'.,\_'F|I|-r 1T} |

arr. 1 Bas eleardy been choped H-'l_:' [ indo fR¢ Bommi

if a .|:uF. n

Perha PR Gne af the most broadly uselful ereations of House

Cannith belore the Last War, .:'l.:.;.ln .|‘|||r|I|'-. el

s A I Iii“

wWAr ru and sdventurers b easily iransler enchaniments

between wEApOns ".|I]|||u|,:||. I|1r:¢' ;{.ll:l.r-ll. H-“-'” favar with
certmin alficers |||:||.|:.5{ the Lavt War, they were mod anl
ficiently eost-eflective 1o see widespread use

A dragonshord pommel stone can be enchanied as though it
were a melee weapon. [t can have an enhancement bonus of
+| to + 5, and any melee weapon special ability. such as keen
or flaming bursi. Aswith a weapon. it must have at leasia <1
enhancement banus belore it can receive amy H'I:I'I_'IJI abili
furs .|!||i 1% 18 |||-|:.|tr|:| = an r||r'|-rl1-ur ||_|r.i| banries af + |ﬂ

L¥ndie own ju:l'.l,{l"l-llh:ﬂ.llln 5] i serves ke purpose
Liver I|‘|r ‘wrlfhp s al 1 imnake, ||.||wr'\..r:_ il can be F1L] J.l_-]lr||
I ARy masierwir k meles WEARGN The W fHar then takes

[adp] J..'I El'hl' I‘II.IJ.II'.H'\. |:|1h||.rr| 1111 I|:r |1||1r||1|r| mloiTie Ell'l'

Fale Tk

1

- '
iAstanee, (F & RGRE 13 &0d hJ.llll_'l'I ter be s #32 o LR

any melee wrapon i i3 sttached 1o becomes & +2 ._|'|-.'||l\.
.|-.-Irh w, 1T ik 5H'\-|||.:||r| ManE 18 remaved FEqjuUITIng & Frall

paxiadne aet bon -1 le WEARORN Fever (RN EENLES FII s atage, snd the
wone can be stitached 1o wome other “r4.|1||||.. A .I'rll_d;llul'..'llI
|'.l- mmel dos can be aptached 1o a Wi AfHaE that already has an
enhaneement bomus amd |:|||\'||E|-|1 alve one oFr more L EL ial

gic ol the (&

;ll-c:-'lrl tiew, bt the s nmel siene '\-III.H.'I weiles
the AL ENF £I0 haniments; 1he “|'4|:l||I!. canmnot Bene il
trom boal snshant fewum ¢
when attached to an epic weapon. a weapon of legacy, or an
artifact (and indeed this failure might be the first indica
tion that such an item is more than it appears. )

A oweapon can have only a single pommel sione atiached
at any time. Double weapons are an exception to this rule;
such a weapon can have two pommel siones, each of which
grants its benefi to a single end of the weapon

['he base price of a dragonshard pommel sione is

125% of the base price ol & WEAPO that has the same

¢ fails 1o function

 onice. A de

jl‘llll|'.|_'!. |'-|_'\.r imsiance. a w2 .|:-|-'.|| ifv .',c.'.-':u-.qu_l n.r[l'n,'lul'h

R W, and thus has a baze price afl 18,000 KPP A

:|.r.|.!,:-|:rn|:.1 r|_| '|:||:n|1|r1 stone with e same eanhaneements
LT any e hers Ii:l]l.ll11,: an cbfective bonus of +3) would
iastead have & base preee af 22,500 EP '::rul..ll:l:l.g LA @ Cdrsl
1o create of 11 .:El?lfl q|'| 00 XE, ?': dayal.

FPra |'||u selps Lralt Wondrous leem, varies,

Loosf te Crrade: Yaries,

Gloves of Deadly Castin
Price (ltem Level): 14,000 gp (l4th)
Body Slot: Hands

Caster Level: Tih

Awra: Moderate; (DC 18) transmuiation

Activation: —
Weight: 1 Ib.

These lambakin ‘1'..., £3 GV 0 |]|'|_-I|,| Bl 1n codor. Embroidered ocros them in
Block ix 0 webmork patiern of mpshic runes

These gloves double the critical threat range (usually fram
20 10 19-20} of any ray spells and 1ouch attack spells you
casi T]lﬂ. |_'.11E|"p|: -;|-|_'\.|;H. miof 1.I.||_':I. w1|:|-| |;|'|,'|.I al Ih-r |lr|i|-r|n rl_:l
Critical feat.

Pre '\r||||||-||r|rl (:ra‘rl Il-'l-'l_l:l.l_‘l Fogis |I!:|-||._ | lrl|{|‘|1r|1 H|:r||

any ather metamagic l'rnl. Eren rJ:|'-r
Ciait do I::'rr\-:llr 70040 (LN a6 XP |-|- davs,

STAMDARDS

A standard Giometimes called a bannee) flies absove 5 unit of
AT AFTAY, o by a soldier. Unleas
otherwine noted, all allies ol the
mandard-bearer within 30 feer of

the standard peesive the indicared
W, | hl"lll_’hl L[] .\,n.|| t;{ 1 Ihl.‘"- Can
see the standard

In the right hands,
a {Il.#’l‘rd‘ standard can mean
the difference between victory and defear

HYAM LSY] HHL 4O SAOHAH
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A standard normally requires twe hands eo bear, 2o
atwo-armed holder is unable 10 use a weapon ar shield
when carrving one. [nsome cases a standard is mounied
an 8 weapan, and that weapon can be died normally in
cambat,

1fa seandard-besrer falla du.rlng eorlar, any mlgi-
cal benefins granted by the standard cease, [Tihe standard
is not raised sgain by an ally within | round. all those
who were benefiting from &t become shaken {Will DC
20 negates). For more standards beyond those presented
kere, see Herors of Batile.

Archers’ Standard

Price {Iiem Level): 4.000 gp (Bih)}
Body Slot: —

Caster Level: Sth

Auvra: Faint: (DG 17) divination
Activation: —

Weight: 5 Ib.
This banner depicts o block errow ageins o shy-blue field.

Any allied archer who shoots an arrow or a bale while
under the effect of this standard can ignore the firs
range increment. Thus, the attack does not sart taking
penaliies until three range increments. rather than iwa,
and it can travel as far as eleven range increments, rather
than the normal mazimum of ten,

Prerequintens Craft Wondrous Tvem. Far Shon, true dnke,

Coat fo Crrale: 2,000 gp, 160 X P, 4 days,

Bloody Banner of Valaes Tairn
Price (Ivems Lewvel): 14000 gp (140h)

Body 5lag; —

Casper Level: Tih

Aura: Moderare; (D0 18) enchantment
Activation:

Weight: 5 Ib.

This blood-red banmer shows a black sddhowetle of @ mounted warror
witldrmg o cursed blode.

The Valenar revel in combat, and they created this banner
to prevent enemies from stealing their glory. Unlike other
standards, o bloody beaner of Valoes Tairm affects enemies of the
bearer within 30 feei. rather than allies. The standard
prevenis the enemy from retreating or stherwise leaving
combat. Any sttempt to move outside the 30-foot area—
either physically or by magic—requires a DC 16 Will save.
Failure indicates that the individual cannot veluntarily
leave the area. though he can otherwise act normally, and
can try again in the following round.

Prerequisiles: Craft Wondrous ltem. Heighten Spell,

mggrstion, YWalenar elf.
Coit do Create: 7000 gp, 560 XP, 14 days.

Commander’s Pennant
Price (Ttem Levell: 1,000 gp (4eh)
Rody Slat; —

Caster Level; S1h

Aura: Faine (DO 17} transmutation
Activation —

Weight: 5 [b.

il'||||p_|'i'qppm§ Bondes bear e nafeongl reliles |!f]ﬁrji.ﬂgﬂ|n'ﬂ. aurFou A
by a fural mlper aura,

Firat dt'«'ﬂt‘:ptd IJ-:,.- Aundairian battle wizards 1o coor-
dimate their iroops, & commandes s Jrennand facilitates com-
mvnication. All allies within 120 feet can communicate
clenrly with the standard-bearer by speaking in a normal
tone of voice, and vice versa. This effect allows the bearer
e give arders Lo an entire unil, or Lo g:i“ :.p-n:il"lr CEITi-
mands 1o select soldiers, and allows the troops to repor:
instantly on their situation.

Prerequisites: Crafi Wondrouws liem, messsge.

Caat to Create: 500 gp. 40 XP, 1 day.

Knight's Banner

Price (Item Level}: 5,500 gp (10ch)
Body Sloi: —

Caster Level: Sih

Aura: Faint: (DG 17) transmutation
Activation: —

Weight: 5 Ih.

Thisstandard shous the ulhoweite offon armared knight on horseback, lance
lowered, chavging ecrou a deep preem field

Karrmath’s artificers developed this banner to augment
their masses aof cavalry, All mounts within 60 fecr of the
standard-bearer that belong o, or are ridden by, allies of
the standard-bearer gain a «10-foo enhancemern bonus
to their land speed. Thebr riders gain a +5 edreumaance
bronas on Ride ehecks.

H\-mem. Cralt Wondrouws liem, hasde, Hide 8 ranks.

Cost fo Create: 6,000 gp. 480 XP, 12 days.

Sign of Broken Steel

Price (Item Level): 10,000 gp (12ch)
Bady Slot: —

Caster Level: 5th

Aura: Faint: (DO 17) evocation
Activation: —

Weight: 5 Ib.

Emblazoned across @ rust-browa field & the image of @ broken srord
in silver.

All allies gain a +2 enhancement bonus on damage rolls
against constructs, living constructs, and inanimate ohjects
lincluding the damage rolled when making a sunder
sttempt]). Additionally, they ignore up to 4 points of hard -
ness when attacking inanimate objects. and up 1o 2 points
of damage reduction when attacking constructs,

Prevequiies: Craft Wondrous ltem, shatier.

Cost fo Creale: 5,000 gp. 400 XP, 10 days,

Silver Standard

Price (Ivems Lewells 18,000 pp (140h)
Body 5lag; —

Caster Level: Sth

Auraz Faint (DG 17) evocation
Activatian: —

Weight: 5 Ib,

This standard depicts the great and holy Sileer Flame and o background
of eheckered noey blwe amd whire,



| hiis banner radiate -\."||:-_;'||: silver light out to 3 Leet
attempis to furn {but not rebake) undead within
that area gain & +3 sacred bonus

Fir requaslesr Larafl Wondrous liem

ZOXP 18 d:
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Collecting ltem Sets: Because you must
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WAR REGALIA OF LIM IFAK

I-I'ill' r La@blnlar |I|||
the Five Mations 'I\-\,ll

rwad an powerful s

L
nissian

dard ar his legal code, Passed fram sovereign 1o sovereign

during 1he fiine centuries that Galifar remained united
¢ Mations

o ful united than -\.|| 1 apart

the vems that make :| the T alva=like the Fis
themaelvesr—are ma

..:“'-._:III'-i L[+ attle. the mas '.__.. g &l Lealalias v AiGal
waEinl G .||.|'...-l|'|-\. who are comiartabie wearing

'II;'h.IIII.' :I'I'Il'l' I 'hl"ll'll'l

pacees af the = waelial

..|:i|-.-u.;"|l|'|' Tl 1% A

ers who have ranks iy hl.ll-l|<'l|.;-c' larcanal of
1he bardic know l'.:.ul' shility can research the oF Fegalia af
L ar i learn more about it Odn s successful check, the
tall WINngE IoOTre If FrévVes led, ind ||.'li.||." the information
from lower D

DC 15: To celebrate the adoption of the name King

tweniy vears after unification, Galifar |

received a gili brom House Cannith—a set of armaor

All

A commander garbed in the war regalia of Galifar
leads her ll."‘-:l-ll]?'l I VicEary

epresenting the Five Rations bound into a single
dom. For nine centuries. the rulers of Galitar passe

these items down. L.r|.|||,\_l them together as a set lor as
d in

long as Lra
D 20

if Lralrlor was stalen rom

|.n.|||..: :I-\.-_:I yCeE Gl .'|u'_|l\.-' ||. neith’s

Eventua 1 appears the tix pieces ol the re || & WEre
-\.|'||.|.'.|:I'|| and new sets were made based ..|'.-|.-' LEEATALE
preces [k« |-'|.:|:|..| rignthe ol ek "'||'|.':'|! have firse Tound
iy way te Breland, boar since then, four or more of capies
af 1 hat .--|.:|.-|..| have been made

D 25;: The scions of Jaror have alwavs been quee

] III"\\"II

i Lralifar, REvEr Apprat

15 @ Full ael ar even & B s ¢]a i Gl o I Bime
| [ lers ve Puilers of Cinlifar
it 1o be tl ind

e

throne. Ru ||,;r'\.l'|||.llrl|..|l a Tl

warlord has assembled a full ser and wears it in mockery
both of the human nation and of the Lhesh Haruwe, wh
claims authority over the P sblineids

D 30: A result that meeis or exceeds this [

reveals the location of a piece of the set ot vei obtainad

e D% ran use this outcome o drive further adven

ture and direct the PCs toward some location ar story he

would like them to .'1|_.i
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WAR REGALIA OF GALIFAR

PIECESANDABILITIES
Baody Frice
Piece Slat {Leweld Abiliy

Breasiplate of Throme Body 5350 gp  +2 breastplair, +2

{12eh) on Will saves,

reroll mental

save | day
Croan of Cyre Head 40,000 gp  Froject aura for
{1Fih} +3 1o damage or

LCha-based skills,
or fast healing 3
5000 gp  +5 fi. speed; ake
(9ehl} immediate move
action 3/day
Shoulders 15,000 gp  Bear form 3/day
M ETLE
Seepterof Karrmath = (held} 20,310 gp  +] domineering
(15th) greaicdubs critical

hit forces foe
prane

Gregpn of Awndar  Feen

Manifr ||I|'|qr\r||,|r|:|

COLLECTION BENEFITS

Pieces Worn Benelhe

2 pleces Etpu!n'l AETIELE ‘.!.-"d-:r

3 |.'¢I-|"|.'|.--. +2 on antack rolls and dama g ralls with
caplain’s smire

4 pleces Clpuin'l smibte Siday

3 pieces 75% resistanes to erbtical ki

Collection Benefits

Weari ﬂ'g jea FLi& al the sar :'r{“l'.q ||_|I Ifr'|||'|_|'|;|r Hrnnll. e GwnRer
1AET r|1||1|.|_- Er-.||l|_- e aned resslance o El]i:rl.l.l_'at |;|;|n|.;n|:gr.
When & ereature wears all ||'|r prreces ._.F I ||.|_- B rr_gurlu i.ll.
'Lim':llllr and wields the Hl'r.l'-rru_f Rarrnark, she 15 surrosnded |::|'
a visilslv shimme l"lﬂg auen. She Ad'lrll:;i_-l. ERALEF] |;n1||r ||E-|_-
an automaten, learing no eritical hit or sneak anack,

2 I:iEtll: Weanrs ng or 'H-I-I']:IIHH Two pEEEhs .L:I'Jlll'l yeru
the ahility 1o make a capinin’s smite theee times per day
with one normal melee siack, You do not gain any bonus
on your anack ralls ar e|amigr raal s with thils aneack, b if
you hit. your allies gain a +4 morale bonus on their attack
rolls against that iarget for 1 round.

3 Pieces: When vou use your caprain's smice abiliny,
vou gain a +2 bonus on your snack rolls and damage rolls
with that attack.

4 Pieces: You can use a caprain’s smite Five times
per day.

5 Pieces: When an opponent scores a eritical hit or
sneak attack on vou. there is a 75% chance that the crivi-
cal hit or sneak attack is negated and damage is instead
rolled normally

PIECES OF THE WAR REGALIA
OF GALIFAR

Thl_- [allow Ll'l.!,: iemma make up 1'11;- wgr rr_@r.lhu ||fl:unllll-||r

Breastplate of Thrane
Price (Ivem Lewvel): 8,350 gp (12ch)
Body Slat: Body

Caster Level) Tih
Aurar Moderate; (DC 18) enchantmenn
Activation: — and immediate (mental)

Weighe: 30 1k,

Thii !n‘hnl":llul'r w decorafed aolf an eloborate Boars head ﬂ’lllf!lr. T he
n'r.m'.rnui:lﬁlp &} ﬂrrPllmf\:.'!p ‘ﬁ'ﬂ\r. and ere @ anlond e A |.:|' sileer
druund thi rllft:i'-. u_ll-lﬁr AFERAF,

The beeauplaie of Thrane is a =2 breasplale that alse granis
its wearer & +2 morale bonus on Will saves, reflecting
the legendary courage and dedication of Galifar's son
Fhrane. In addition, once per day, the wearer can take
an immediate action to roll s second saving throw againsg
& mind-affecting spell or ability.

Prevequisites: Craft Magic Arms and Armor, good hope.

Coal to Create: 4,000 gp (plus 350 gp for masterwork
breastplate), 320 XP, 8 days.

Crown of Cyre

Price (ltem Levell: 40,000 gp (171h)
Body Slor: Head

Caster Level: 12th

Aura: Sirong: (DC 21) enchanimem
Activation: Swifi (command}

WEi;'hh =

This fine war helmet incorporaiei o golden crown formed af seerapping
_PII':.'-h' i rn.rrm!ﬂ'm:r r.l'wr L-:b:.'q':. r:||'.u pllqu l,lll'u:dlrl_ _"l'll _{vrrruJunrl gre aft infe af,
\I,lut 5] I:urum'. [5] "‘"‘"".t nllnr.'ﬁr.'ﬂl_

A a swill sction. you can cause the crunof Cire 1o praject an
aura that granis you and your allies within 30 feet a special
hr||-|_-|'||. T-uu ©an Elr\:un:l GFe dura &l a fime, |,']|.||1.-|_-|I Fl'l'l-l'ﬂ
I'||.|_1l|.-r| hrl.-l,:w. .l’l.n Ara EmMarms In rl'r-l_-;l 1|.l|.|:| :n:llu. (P | fl'rr
Act bR 10 l;||-.|l1|n 1 v Jrlw:lru:‘lnlllrl‘ EiaTE 1A aER |!||l|_'r.
1t-|_||,| Can have an &l A acleve cdsni |.l|.|,:|.i.|l:¢'. thius, afn aurs can
bie b5 elfeet ar ehe start ol an encounter even before Yo
take }ul:l' Fipst tuen. 'I'Iu_- crown & aiira i dismidssed iof :a'l'.il.l
bBeconie uAsonse et ar are slain, bul etherwine il remaing
i eflect even If you are incapable of acting.

Gialifar's Might: You and yourallies gain a <3 morale
bonus on melee damage rolls.

Royal Presence: You and your allies gain s 3 morale
bonus on Bluff, Diplomacy, and Intimidate checks.

Cyran Vigor: All of your allies (including you) who
are at or below one-halfiheir Pull normal hit poinis gain
fast healing 3.

Prerequisites: Craft Magic Arms and Armor, heroicm
or draconic aura class feature {from the dragon sha-

man” " classi.

Cost to Create: 20,000 gp. 1,600 XF, 40 days.

Greaves of Aundair

Price (ltem Levell) 5000 gp (Tihl
Baody Slot: Feen

Caster Levely 3rd

Awrar Faint: (D 16) iransmutation

Activation: — and immediate (cammand)
“Illl:hll t “l.

Theue armosnd I'.\Iﬂlrljl.ll i.u'l'_f:rlr_h EFF Four ifeai, ‘fumri'hlrlg in Hhe back
arih Black leathes 1r.-'n-p|. Favh cone ix peaamented wolh e |'r_.J:|.III silfiguelre
1:||' a Jﬂgmﬂ‘u: 'S




The greaves of Aunduir grant you an enhancement bonus to

your base speed of +10 feet. Three times per day, vou can

immediately take o move action. Afver performing ihis

action, you are dazed until ihe end of your next turn.
FPrerequisites: Crafy Magic Arms and Armor, fongirider,
Coat to Create: 2,500 gp, 100 XP, § days.

Mantle of Breland

Price (lvem Level}s 15000 gp (14th}
Body Slow Shoulders

Caster Level) Tth

Aura Moderate; (DC 18) transmutation
Activation: Swifi {command)

Weight: 1 [

Thei heay cloak o made of bully brown fier, thaskeid of the shoulders, When
e wear i, you ook ifrmnper, broades, aad somehow ferere,

Threevimes per day, you can take on the form of s brown
bear (MM 269) for up 1o 7 rounds. You take an all the
slatistdes and upn-ul abilities of an ave rage brown bear.
except as follows:

* You retain your own alignmen,

* You retain your own hit points, but you also gain 20
temporary hit poinis, which disappear st the end of
the effect’s duration.

* You are treated as having vour normal Hit Dice for
the purpose of sdjudicating effects based on Hit
Dice, such as ihe sleep spell, though you use a bear's
base attack bonus, base save bonuses, and all other
statistics derived from Hit Dice.

* You retain the ability o understand the languages
you understand in your normal form, though vou
cannot speak.

In all other ways. yvour normal game statistics are effec-
tively replaced by those of the new form. You lose all
of the special abilities you have in your normal form.
including your class features,

All of your gear melds inte the new form and
becomes nonfunctional, When you revert io vour true
form, any abjecis previously melded into the bear form
reappear in the same location on your body tha they
previously eccupied and are ance again lunctional, Any
new items vau pul on when in bear form fall off and land
at your feet.

If you are slain or rendered unconscious when in
bear form. the effect ends, Any part of your body ehar is
separated from the whole remains polymorphed uneil the
effect ends.

This is considered a palymorph effect Liee Players
Handbook [ 95=95).

Pmn,_lmrer:.: Cralt :\.‘hgm Arms and Armor, pa_hmur_pﬁ.

Cost to Create: 7,500 gp. 600 XP. 15 days.

Scepter of Karrnath

Price (ltem Level): 20,310 gp (15ch)
Body Slow: — (held}

Caster Level: 11th

Awra: Moderate: (DO 20} enchaniment
Artivation: —

Weight: 15 Ib.

This greatclub is made of polished densewood and inloid with gleam-
ing mithral. The fearsome visage of @ howmling wolf is elched into the
black wood.

Thie scepter of Karrnath is a +1 domimseering preatlub. The domi-
neering property {described in Magic ltem Compendium)
causes & creature hit by the weapon to become shaken
for | minute (Will DC 16 negates). This effect doesn's
stack with itself or any other fear effects (it can’t render
a shaken creature frightened).

Im addition, when you seore a eritical hit, the targes
must succeed on a DC 16 Will save or fall 1o the ground
prromne,

Prerequenten Craft Magie Arms and Armor, frern, grosler
commigad,

Cowl fo Cerales 10,000 P l:j:.lq:. 310 Lp for the mamer-
work densewood greatclubl, 800 XP. 20 days,

ITEMS OF LEGACY

Am irem of legacy is a8 unigue magie llem of ugniﬁum
hinorical or mythological importance that has the capac-
ity 1o grow in power along with its wielder. The compleie
rules poverning these items appear in Weapons of Lagacy, but
vou can still use the items described here ifvou don’t have
access to that book.

In order 1o make use of an item of legacy, you
must first uncover the item’s history using knowledge
(history), bardic knowledge, or lore checks. An identify
spell granis a +2 bonus on these checks. while a fogend
lore spell uncovers all the knowledge vou need to use
the item.

As part of discovering the item's history. you also
learn the information you need to perform a ritual
iying your destiny to the item’s. Most legacy items have
three rituals: a least legacy ritual you can perform at
or afier Sth level, a lesser legacy ritual you must be
Hih level to perform. and a greater legacy ritwal that
requires you to be 17th level or higher, Each ritual has
an associated gold piece cost you must pay to complete
the attunemeni process,

In addition 1o performing the ritual and paying its
EP cost, you must pay personal costs to use a legacy item’s
abilities, These are permanent penalties 1o antack rolls.
saving throws, hit paints. and the like,

Onee you have uncoversd its history, performed
the ritual, and pald the personal casts, you have acerss
ter the special abilities deseribed for each legacy iiem
in this section. You can use sbilitics of every level up
te your own character level, as long as you have per-
formed the appropriate ri wsl, The leasnt ]r:lf:,- rituial
covers abilittes from Sih throu g"h 10eh level, the lesier
ritual covers abilities fram | lth through 161k level, and
the greater ritual allows vou 1o use the abilities ar 17ih
through 201k level.

When you compleie s legaey ritual, thar schieve-
ment is marked by your gaining a bonus feat—Leas
Legacy. Lesser Legacy, or Greater Legacy. depending
on the type of ritual—that is associated with the item in
question {see the Legacy Rituals sections of the follow-
ing descriptions).
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HILLCRUSHER

Though ite mystical abilivies are difficuli to detect, even
a casual examination reveals Nillerusber to be an unusual
WESR, The hafi of this heav ¥ Mail is :|1..|.'||||:_::||11 . rubbed
irrl f-l_-: tly smaoth 1:1' hundeeds of hands over the et

ries, A thin strand of COPRET wire, ilr1r|:r newer than
the rest of the i[.l:|. winds around lower half of the haft

Fllluu[l:l.g: exlra Erip. A brass FIIJIH:I'H.'] sits &t the back
end, earved 1o resemble 4 mountain ||r.|lh:lh varioas
I.Il'!.lll'.lljl.h[: Craps, Ihe chain s bronee and consisia of

weveral doren 1iny se ||.|]|-Ir-c|. Famds elutelhed Bkl hee, The

ball, alse bronee, resembles & BCPCAMInE head of besaal
mien, possibly a primitive stone giant
Monlegacy Game Statistics: » by flad con 2,315 gp.
Charen: W hen a creature of I||.||,;l:' REES O |.|I'|.!|'| COFimE R
within 120 feer, Hillerucher rumbles Fainnly, IH.lLl:lg ¥

sound like ihat of a distant avalanche.

History

Hillcrwaher has been a traditional weapon of Cyran generals
since the foundation of Galifar. A truly valuable gifi from
the Prince of Cyre o his Ainest general, the weapon has
remained a symbaol of martial prowess and tactical skill
in a nation not widely known for its militant itraditions
Although Hillerusher was largely ceremonial throughow
mast of Cyre's existence, it saw substantial combat and

|'\..|n|;|r| through numerous hands during the Last War, lis
last known wielder was General Alvos Brillik. who was lost
.|!||1||,: wak |'. an enlsre |-|'5,:1|:|-r1|.| NEAT ".1-rrru:,u|1 |I:Il_' “.n "r
:'\||||:|r||1'.;{ (See Brellik’s Tamb, page 83.04(DC 15)
Galafar and the roval line helieved that Hilleruker was
an ances ral hesrloam, carried with their forebears fram
Sarlona. and cccasionally gified to favored allies (on the
understanding that it would be returned 1o the Galifar
line upon the recipient’s death). Inoiruth, however, Hill
rusher was discoversd on the continent of Khorvaire by
some of the earliest refugees from the quori conguest of
Sarlona. During the War of the Mark, several dragon
marked houwse soldiers came into conflict with poblinoids
as the humans attempied to move through unclaimed ter
ritories, During one of these
-.|||_||_l|_l|r'\._ the WEAPFOTE WAk

taken as a ||'n|:.||.'\..
IrGm a 'I||.|‘|-\:r||1|',|'\.
WArrIor
who slew
several

L1 I II..I{E'H.

Hillerusher

af treops on his own before he was Anally brought down
(DG 18: Mo Fear of Death)

The Galifars were not the firse family to pass Hill-
crusher down through the generations. The hobgoblin
watrior from whom it was taken, Urkbu Yallak. was in faci
the descendant of Shekath Vieim, a chieltain who r.-||,::||_-r|
aver much ol the Dhakaani |'|:|||:|r1n|[|rr|l|1.| hefare the
Birth of Galifar ."'|..'|'r|rr|1r|!_: 1o the |'|nh|_:nh|:r| Farmily's
Fstor ¥, FilTeraifier was I'-\.l-|'|_:-rr| '\-||r|_'||::||- ally Tar them by the
}l-‘l"l.l'l {:‘I a ilr.ll I.:‘l:‘l |[|||{:‘| |] ]lrl i3, (kF CYCIR A I.l T illllrrl j_"l‘l;
(DC 22: The Bigger They Are. . .)

HhiTeraih
alder than even the Dhakaani believed. In '.Jll‘. thie flail
|:||.:

their revoh afainsl thie ¢ r1|:|1h||:|.|_l l-rl'.fllr'r af the Eiamnis

sifdF 14 feal, 10 Lacy, of hl:-h!,:'lll'l:lll |ru.1.r_ srved in far

Ak II.'.'EF!.IJII.IIFTH hlllrrl!ll\ I|:r lillll'l'i ol xi‘ll.ll:ll\.lll'

[.'all'll: Faami :H'hl[:l"ll soreeries, they imbued 0 land sev

eral arher I-H"'J'Jllln]lkl' i, .|-||I|I'-|!|r||,: to mvel ) with Freat
|."|'|-I\."t"\ail.|‘|“|r|.||r|! AL A@akal their former masters. I was
tiken from a fallen drow warrior by an elf of o differem
taction and carried scroes the sea 1o Aerenal. From there
it found its way 1o what would become YValenar with the
first elf explorers, and was taken by the Dhakaani during
one of the earliest elf—goblin skirmishes. (DC 27 Fell
the Greatesi Foe)

Legacy Rituals
These rituals are required to unlock all the abilivies of
Hillerusher

o Fear of Death: You must travel to either the
gravesite. or the place of death. of an ancestior who died
fighting against impossible odds. You must fast {no
foad or drink} for 24 hours before approaching the
site. Oince there, you must remain for an additional 24
hours, r|Ir|!II.|I|r||,: on your ancestar & lear and conting
kg Lo BEaL. 11 yeria take any I'|l\.:-|'||.r||'..|i.-|i41|1aq|- {ram lack
of warer, the rite has failed, and you must ey again, [mee
]|u|'||:r:' and | Rirest, DMGE040 You must, afeer this vime,
leave offerings on the site; these account for the cost of
the rite. Finally, spill several drops of your blood over
fillerwsher and onto the ground (cutting yourself for ar
least 2 points of damage), Cost: 1,500 gp. Feot Granted: Least
Legacy [ Hiflorusher).

The Bigger They Are . . .1 You must perform the
same ritual as described under Mo Fear of Death. How
ever, the blood you spill at the end musi not be yours, but
must instead come from a creature of at least Huge size
that you have killed. You need noi have battled it alone,
or even delivered the death blow, but vou must have been
an active participant in the hght or effort that slew it
The ereature must have a Challenge Rating equal 10 or
greater than your effeciive character level, Coste 13.000
Ep Feal Gronted: Lesser I_fu.;._-\. § Hillgrusher)

Fell the Greatest Foe: Again, you must per
Farm the same Tast and ritaal aver your ancestar's
gravesile Iri this final rite. however. the blaod
sl come 'I'r||1n & crealure I||..|I .'.||1|:|'\.|II|-||.
ROTTIT '.:l'r.*l hll’l‘l'll: .|{.|:r|\-| :.Illl. OF YyOur

[aixinly .II daes & of matier hirw Fecent v

the WELEE wias veatted —an J:l.l_'r-.‘lr.||
venedelln is 4.|'|'rE|I4.h|r 1al,|| 1t il lar
sEwERE, M u:n|15r incanvenience or e
does mot -c|uJ:||h.'!|'-c:-u sl slay this ereature
iR 1.I:IH':.F cambat, and 0 must have 8 Chal

|rr||,:r HJ.TI.II[: r|‘||.|| [ @F Frealer than yous



HILLCRUSHER

Fari Hit
Wielder Antack  Save Foint
Level Penalty Penaliy Loss  Abilities
Sth - - - -

Grh | - - « | pianl bane heagy fiml

Tih - -1 2 -

Eih - - 92 tarihen il

Sih - -2 - -

101k - 2 :'hl_f.'rn carfh

Ilth 5 T T

Itk -2 2

191k = - - +2 impoct® piasd bane
heapy flasl

[ET1. 2

152k — =3 = —

léeh 2 ||:ru;l- .|_|'l.'|lr|r

17th - - Fm:lr thir rartk

18k 3

19th Shake the rarih

2k 4 +if .rﬂpulr"_[\."! b

.'h-\....p_li'uuI
* The ILMpact praperty [dezeribied in .'Ifl.',,;l. Hem ¢
i |"'|'|_D-|'l||]|ulll:| Famenions as the keen |:-|-|:|.|r| ty, B

for Blud EeoninE weapons.

elfective |'|I.|r.||_'|'rr lewel, ol +“‘.ﬂﬂ'|] 4 LB Feat
(eranfed; Cieeater | CEacY § Hellpruikeed,

Wielder E‘.equ:iremen i5
- Baze annack bamus =4

* Constimation 13

= Sige Medium or smaller

Most wielders of Hillorusher are manmial charac
ters, such as fighiers, barbarians, or knighis,
bt less martial characters such as clerics migha
hnd the weapon useful.

Legacy ltem Abilities

All the following are legacy item abilivies of Hill-
crusher. Each of the weapon's spell-like abilivies is
activated by siriking the earth {or wharever surface
vou are standing on). Making this sirike does nos
change the time {a standard action. unless noved
otherwise} required 1o activate the ability.

Earthen Might (5p): At &th level. you can
use imlage feron once per day. on yourselfonly, as
a swifi action, Caster level Tih

Sofien Earth (5p) Ar 10th level, you can use
witen earth and sone twice per day, Caster level Tih

Fangs of Stone (Sph Starting at [oih level,
you ean use sudden stalagmite™ twice per day, (1§ you
Jll_l fdsl Il:ni_- .':Il,lrulnl {..lmF.-rn.I'lq,.r:_ '|1||_I'H.|_i1 uie -|_|'||l'r l\.!.ln-_-l_:l
[.;nlrr |-r-.r| 'I"I;rl:._

Raise the Earth (5pk: Aq 17ih level, you can
use benri ||_|I ihe earih’ 2 Fwade per 1!4.:.' 4K yiru r|-|_1
Ao have HI.I'|i'r.I rllllrlllf.hhlnl. I 1.|,|.|:\.|1t uke il .|_|' |.‘"nr.:l
Caster level 15k,

Shake the Earth {!‘ip] Ar 19k ]rvr|. Wiak AN
ErEalE an u.'!r'l|||uul'r asthe '\..|:r||. Ofee '|:.|_-I 1|..l|:|l. Cauter
level 17eh.

RAMETHENE SWORD

Ths ."Tl:rﬂﬂrrr.r sl din Jhe |i.l1,l.|:|lrl.l I‘lrur.‘.

v elu Hr.v.lﬁ'_lhlrmrull i FIEAT ufsan b s,
The Fleihrender drva _|||lrrJ.' the i rfwrred ] I'.'Jrr

wrd iy Bl el |||_|'r to ihe i thevrd banden,
Fesr ihie Bl dleinks pha Blood,

ard the Famd thaad goelids o |__Im iti ot ]!lr:'

Firrllrnl-rl r'.l'iH Fenls

e wide, flat blade of this ancien sword is forged of an
alloy unknown to modern metallurgy. lis hilt is carved
from a single Khyber dragonshard into the likeness of
snarling fiend.

Monlegacy Game Statistics: +1 baddord sword; cost
2,335 gp.

(hmen: The voice of the wielder sometimes turns inio
atigerlike roar, particularly when the wielder is angry or
in combai. The wielder is prone to imagining himself or
herself looking like a rakshasa.

History
The Bamethene Sword was forged during the Age of Demons
and wielded in the million-year war between the
dragons and the fends that ruled Eberran at the
time, lis wielder was a mighiy rakshasa called
Shudra. the Fleshrender, and it acquired itz
legacy when Shudra used it 1o slay an ineredibly
powerlul dragon lord. In this batile, it earned is
nickname; the Sunderer, (IME 20 The Blade
Drinks the Blaad)
r:l'lu.rln!_: the .I'H.;r af Glants, a EToLp af
Hl.l:lll.-ltl_"l.-lllr-li Bk a2 |||.1 l|-r l|l1'|1r|w||1r|‘| rak

shaia rl_'|.-||1'\ :ru”l ﬂ‘lr r|.I:| al "'.!-r]- -".qlr shave
the FI]JI'F where ll‘lrn iasier wan 1|-|1|.|:||!_ LE}]
the mida of the ]1n|: ju h|_:]r-. al Xe r|-r|r|L. | hr:.
|:|.|-|"'r-|i the Ramethene Sword in a ahrine in their
1-r|l"||:|-r i ¥, where 11 was |']||-.r|:¢' baund o the
\Fllr':I: of the Flesheender. “.-H: 25, :‘np irit af

the Fleshrender)

Mear the end of the Last War, a il EHI.IIE'H'
named Corvas A E:r re Hamethes Erl:hh'\.hrl! &
paper on the history of the Sunderer, and the
sword has since been identified with his name,
as the Ramethens Sword. Shorily thereafier, a
Brelish scholar at Morgrave University, Janik

Mariell, identified the location of Mel-Agat in
the Menechtarun Desert and led a successful
expedition to unearth the city and retrieve ithe
Ramethene Sword. One member of his expedition
betrayed him, however, and delivered the sword
into the hands of the Order of the Emerald Claw

(DG 30 Blood of Betrayal)

Legacy Rituals
Three rituals are required 1o unlock all the abili-
ties ol the Bomethene Saard
The Blade Drinks the Blood: You must use
the sword to deliver the killing blow 10 a dragon
of at least Medium size. You must then bathe the
blade in a mixture of the dragon’s blood and pow
dered precious metals, Coud 1500 P Feat CGranted
Leant | rgacy { Ramethenr Sg .|r||':|.
Fil:l;l'i.l l,l-lﬂ“' F||l1hr\-|_-ﬂd|' Fi "|'1:|.| masl Arve T
the sword s connection to the Fleshi |_-|1|.|-r1 mrel

Ramethene Sward
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bind it to yourself by casting sonsecrote on the blade in s
location that is sacred to your beliefs. (Another charac-
ver can cast the consecrale spell, but you must be present.)
Oince the spell is cast, you must personally ancing it with
a special balm created from exotic oils and powdered
gemstones. Code 13,000 gp. Feal Granted: Lesser Legacy
{ Ramethene Saord ).

Blood of Betrayals You must use the sword 1o deliver
the killing blow to one of your allies or an NPC whose reac-
tion to you is Helpful. You must then bathe the blade in a
mixture made from the blood of your vietim and powdered
diamands, This act of murder is unguestionably evil, Comt
40,000 gp. Fral Gronted) Greater Legacy (Bomethene Swond],

Wielder Requirements

= Base artack bonus «4

- .‘ip—q]ltun 2 ranks

* Exotic Weapon Proficieney (bastard sword}

lo ancient times, the wielders of the Bamathess Spord were
rakshasss who used it in batle againsg their drtgnn foes.
Mow, the weapon is useful 1o anyvone who hopes 1o slay &
dragon, but its greatest abilivies are useful only to char-
ncters who have spelleasting or spell-like abilivies,

Legacy Item Abilities
All the following are legacy item abilities of the Ramethene
Sword,

Dragonfinder (Su): When wielding the Romethene
Sword, you can detect any dragon within 60 feet by concen-
trating as a standard action. You also ignore the damage
reduction of any dragon you attack with the sword.

Dragon Smite {Sul: Once per day, you can deliver
& smite attack upon a dragon. For every size category of
the dragon larger than Medium, this sttack deals an exira
ldb poinis of damage (1d6 against a Large dragon, 2db
againsi Huge, 3db against Gargantuan, and 4db against
Colossal). Declare your smite attack as a free action
befare yvou make your attack, and no more than once per
round. [T the attack misses. the smite is wasied.

Resist Dragonbreath (Sul Onee per day, you can
use resiif energy as the spell LCL Sth), This abilivy is trig-
gered freely and sutomatically when you are subjecied 1o
adragon’s breath weapon that uses energy. and it granes
resistance 10 the energy type used by that dragon’s
breath weapon,

Cloudkill (S5ph Onee per day, when vou speak s
command word and poing with the Romethene Swond, you
can ereate a eloud of poisonous fumes, as the doudbill spell
(CL Thh), The save DC 45 17, or 15 « your Cha modifier,
whl;hrrtr LE] hlghfr.

Maximize Spell or Spell-Like Ability (Su): You
CaT £ASE U 0D three npr]h per d.a.r- ol up o Srd level tha
are maximmized as |hnug|‘: u:.ih! the Mazimize 5|1-¢]I feat.
Alternatively, vou can maximize spell-like abilivies tha
duplicate spells of up vo 3rd level. Using chis legacy abiliny
does not change the spell slot of the aliered spell. I you
are n spontancous spelleasier (sueh as & sorcerer), you
st still gake a full-round sevion when using this abiliry,
just as if using 8 metamagic feat vou possessed.,

You eannot use this sbility ifvou cannot already cass
spells or use spell-like abilities.

Blood Drinker {Su): Against a pinned or helpless

foe. you can use the Remethene Seord to drain ihe target's

blood, dealing 1d4 points of Constitution damage
{instead of the | point deali by the wounding properiy).
When you use this ability, you gain 5 temporary hit poinis
that last for up io | hour.

Horrid Wilting {Sph Once per day. when vou speak
a command word and point with the Bameihene Swond, you
can use hornd wiffing, as the spell. The save DC i3 22, or |8

« your Cha modiher, whichever is higher.

THE RAMETHENE SWORD

will Hit
Wielder Atrack Have Foimt
Level FPenaliy Fenalty Loss  Abilities

Sth - - - Dragonfinder

bk -1 - - -

Tih - -1 2 +1 dragon bane
bastend prord

Bik - - 2 -

Yih - -2 - Diragon smite

18eh - - 2 Resist dragonbreath

1th - - - +2 dragan base
bastard sword

1Zeh -2 - - -

13ch - - - Clowdbill

14th - - 2 =¥ drugon base
bautard saard

15th - -3 - -

16tk - - 2 Maximiee Spell ar
F:Fu_-”.- Like .ﬁ,hl]il'!.

17th - - - + 1 wounding dragon baar
batard iward

]H-Ih =7 - - 5|".||,||d Finker

13k - = - =

EUI]L - l‘- rllmldlllllflrl.;

SYLMSARRA'S SHAWTI.

This gossamer cloak can be worn aopen from the neck.
ar fastened 1o the chesi, leaving it free 10 hillow abow
the legs. When viewed direcily, it appears aff-white with
a pearlescent sheen, but when seen fram ather angles it
subily shifis through all colors of the specirum,

Nonlegacy Game Statisties) Cloak of diguine Las per hat
of digenied, cosn LEDD gp. Due to it unusual construction,
Splmuarra’s Shawl can accupy cither the shoulders bady slee
(when worn apen from the neck) or the toree body slot
{when worn fastened), as per the wearer's preference.

remeri: When the wearer makes use of (llusion
magic=cither through spelleasting or the use of an
lll||.'¢.|-l'll'|-h.i.ll_'d e m, Ln;]udiﬂ.g I|'|r shawl it u"lf .\E;rﬂh-url'uH
Shaul laches |i||.1'm.|_g'h the colors of the SpECLTUm more
'Isng'l-ulg.- than normal, and fega rdless of v:rl.-.-i.ng .i.ngtr.
This effeer in visible only 1o the wearer.

History

When the gnomes of Zilargo aligned with Breland in
962, they broughs with them a great variety of magic
items 1o aid the Brelish war effort, most of which were
slanted more toward intelligence and infiliration than
they were to direet combat, OF these, one that has been
almost forgotien by most histories, was called the doak
of dlasions. A garmeni capable of granting its wearer
substantial illusory abilities and advantages. it never
saw common use, since the gnomes seemed unable or



unwilling to create more than the single protoype. It
Wl Worm by Illll'.JE\.ld Bievl. one ol the ]‘\.1I'|g % Dark Lan-
terns, and disappeared ar the same time she did, during
alpresumably failed) intellipence-gathers Tg mission o
lhrane in 371, (DC 18)

The shawl was created by a gnome mamed Sylmsarra.
She was little known in ilarge anil the gnomes
began considering their alliance with
Only then did she emerge.

|'\..-r|..1.|||'.;:'||1._- |_:r||_.!|1|-.|'| envays with
Musiond, The

her sa-called ¢

EHomes would have been |1J.F||'\.-.

1o have .|I'.'|r|-._ biat ance the
I!lrJI:\. u.'.l|'.E!-:r|.-||1||“.|-.-.|qllrli
Svlmiarra was nowhere 1o be
{4sia il ||1'\.r'\.l:;{.|l:|||1 afrer the
faer revealed mo 1race of her
anvahere; Ao [piends and no
relatives eould be loeaed. Had

il T

it been for the few months

in which she was invalved in
the Brelish eftoris, nobody
would ever have known she
existed. (DMC 22 Speak with
Forked Tomgue)

What almost nohody
knows, except for a few
who have studied the
matter with both in-depth
research and divination magic
is that Sylmsarra was not a gnome.
Rather, she was a yuan-ti pure-
blood who resembled a gnome
rather than a human. Even the
mcrsl I_l‘l'":l:'l"l rI'..J;:“.' ||r|I{ &t |'||:|

bara research have Tailed o
feveal much mare about her,
Was her qu-lrl'.r]ll..-r AppEar
sfce a coincidence of birth
ar did a1 |r|||r~r||| a delib
#rale yoan=11 elior 1o fraws

TrREL #

&% Faces ot her amn
Why would she ereste an
1NEMm & ||-c|-|-rn| anly 1o £ e
11 awav=—ar could s ereatbon
have been some sor of acel

dle

why did she come 1o B harvaire in the

i |'r||1x|.n MOl M POriant,
Fiese |:-|.|l\.r and where did she o after ahe
I\.||-.J'|:-|.||'.l||r||"" LINCE 28 |]‘t|.-r|.1|iut|. Is the
Bever Part of Valor)

Legacy Rituals

lwo rituals are Ir-||ullr|| e unlock all che abilities of
Syimegrra s Shaw!
Speak with Forked Tongue: You musi acquire 5
ranks (or 3 addiric
;IIH.|I||.:"\1.|E|'\- Blutl |:||.F|II.III|.|<'| .|rulhl--|u'r|| ol Hand.
"Illu A .||l|:|'- these ranks in any l\.lll!'ll'\llrlulll".ln. S840 Ir-nu
as at least | rank goes 1o each skill. These ranks can be

taken at any rate you choose, vo long as vou have them all

1al ranks) g ead out among the ol

by Bth level. Once you have obtained these 5 total ranks,
vou must then use each of these three skills. successfully,
againat a subject that has a Challenge Rating equal to o1

Syvlmsarra’s Shawl

'I||.|,:|!.EI than yvour own eflective charnerer level, Cagt: 2,000

Ep- Feat Gromted: Least li'g..'u.':. ':.':;I.I.'“-II' Fo 3 Szl )

Deceprion is the Bewer Pare of Valor: Using only
illusions and your own skills—no violence, no other
forms of magic or other powers—you must outwit or
defeat an enemy that has a Challenge Rating equal 1o
or greater than your own effective character level. This
“defeat” must be meaningful; simply winning a

game of chance doesn't suffice. Acquiring a
powe riul treasure or valuable informa

Lackra, or |'r_|u!|:|!,:' the eaemy & ]:-||.|‘.|
cal poslIGn, AFE MAGPE ApPFropriste
!;ll.lh. Cast: 14,000 EP- Fead Giranfed
| FRiET |.r!,:4.|"|. |:.:"'|!"Il-.'llu"\- Shawl),
Wielder Requirnments
= Blull 4 ranks
o [.:'|1:-|-c.llll..|-c v b ranks
*  Sleight of Hand 4 ranks
*  Base Will save =5

Most wearers ot the shawl are
potent in both spell use and
skills, such as bards or beguil
ers . Oither characiers might
gain some benefit from the
shawl. but they are less likely

to access its full potential

Legacy Item Abilities
Wl the following are legacy item abili
ol
Distant Voices (Sph Ar Sth level,

d twice per |_‘|.||.

ties of dplmearngs 5

FOF CETN R T i
as a svwilt action. Casuter level Seh

Glib and Nimble (Sul

F-l.lrllll::jl Bl level VoL Failn

a+3 |'<:-|1I||Flr|'|:-r Bermanis

an Blufl, |:|':f|||||ru|1

and HI!.'I.HI\: af Hand

{hfl .L"l “hr:l “rJ:II'Il:

ween Stride (Spl:
A Boh lewel, vou ean use
LIl !l':|I| {sell only) ance
|:u.'l day, as & swilt acrion.
LCaseer level :I h
Foe's Confusion (Sp):
An llth level, you can use
mrad IMdge OnNoe PelT dav, as a swilt action.
Caner level Toh.

Flask of Hlusion (Su): Starting ar 11th level, vou
can use the shawl io store uFI to ihree levels of '\-|:IEI|'|. 1]
a minor ring of spell stoning (OMG 233), but limited 1o spells of
the I|;l.|'\.lul'| school only.

Master of 11lusion (Swk: At 13ih level, all illusion
speells of 3rd level or lower that you can cast are extended.
as with the Extend Spell feat. Using this ability does not
change the spell slot of the extended spell. A spontaneous
spellcaster (such as a sorcerer) musi still take a full-round
sciion when usi |||:1|-||-...'||||||'. just as if using 8 metamagse
featl he posse sxpil

You can choose not to wie this abilsty when cant g

F -|.||r|: il for inMande, vou AFe A LOFCeErer whe daes Aot

4H
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wish 1o take the extra casting time). You cannot use this
ability if you cannot already cast illusion spells.

Foe's Frustration (Sul Starting st 16th level, vour
actual location a8 diffieul 1o pin down. granting vou
concealment, as the blur spell.

SYLMSARRASS SHAWL
Skill Casier Skill Spell

Wielder Check Level FPoint  Slen
Level Penaliy Penaliv Loss  Loss  Abilivies

5th - - - —  [hsfani poices
Gith - -1 2 - Clib and
nimhble
Tih - - - In -
Bih - - 3 - Ulnsern siride
Sth - - 2 - =
“:I!h -1 — - znd rur':. mn_|".|.|||||n
1tk - - - - Flask af illusion
12¢h = = 2 = -
13k = =3 - Ard  Master
of illusion
ldeh 2 =
15eh =3 = - - -
l&th bih Fase's

Truatral biae

TEAMWORK BENEFITS

Cver time, individuals who band together might devise
certain teamwark techniques. To qualify for a teamwerk
benefn. charscrers must jointly practiee relevam tech-
nigues for at least vwo weeks. Thistraining period mus be
repeated whenever a new character joins the group. Fur-
thermore, certain conditions must exisi—team leader pre-
requisites must be met by at least one character of the party:
team member prerequisites must be held by all members
af the party, More information on teamwork benefis can

bee found in Pungeon Maser's Guide I {pages 189-194).

COORDINATED AWARENESS

You and your allies have become so skilled ai batlefield
communication that you can keep track of what's happen-
ing around you without splitting your attention,

Training: By iraining alongside multiple allies, and
against flanking foes, you learn 1o read your enemies’
prositiens in the subtle shifting and movement of your
cerin Fadles,

Task Leader Prerequisites: Sense Motive 4 ranks,
apat 4 ranks, uncanny dodge.

Team Member Prerequisites: Sense Motive 2
l.i.ll.l.l|.. :'.IF'H,Il '3 ranks,

Benehie: 1 aone team member 14 (lanked 'I::,- forea, bauan
ke has a1 lesst one ather team member Jd_|.p¢r Bl ti kiem,
the TINE Py dires mot gain the standard +2 bonus on antack
rills due te the flanking (theugh cther flanking-related
shilities, auch as sneak soaek, still Funetbon as noremal).
1 he team leader need not be one of those m‘ljn'fnl:. Isiae
he must be within 30 feer.

FLANKING ENHANCEMENT

Your team coordinstes its attacks with great precision
when surrcunding a foe. gaining benefits beyond those
of standard flanking maneuvers.

Trainings You spend hours gathered in carefully
placed groups, coordinating sttack after attack against a
sparring pariner. You focus specifically an taking advan-
tage of openings in hivdefense cansed when he moves 1o
provect himself from ane of your allies. You trade off
ﬂlnling pariners at ra pdom intervals, so 65 Bot 1o grow
tao accustomed 1o the specthe patterns and 1echnigues
nF-n'r- one ol yener allies,

Task Leader Fr«:r“uilitﬂ.: Sense Maotive 8 ranks,
et pet B ranks, uncan ny dad g€, € pordinsted awareneas
venmwork abiliy,

Team Member Prtftlll.liiil:tl: Sense Motive 2
ranks, Spot 2 ranks, coordinated awareness teamwork
abviliny.

Benefit: Your benefits increase based on the number
of "Hanking pairs” attacking the same foe. 1fyou have two
pairs of lankers on asingle foe, all of you gain +4 1o hi,
raither than the siandard +2. If you have three or more
flanking pairs, the bonus increases to +6.

GROUP ENMITY

Guided by the race-specific training of your group
leader, your team takes full advaniage of an spponent’s
weaknesses and habies,

Training: Much of your training invelves simply
sitting and listening as vour companion discusses the
tactics, activities, and vital spots of her favored enemy
Wou take to the practice field often, your companion
acting the part of the target ereature, but this is enly
vague preparation for what's to came. Only once you can
meel your true enemy on Lhe hield of batle, working side
by side with your allies, do you truly understand how the
vactics you have learned fir wogether.

Task Leader Prerequisite: Knowledge (as appro-
prisie to the creature type in question} 8 ranks, favored
enemy Lereature iype in guestion).

Team Member Prerequisite: Knowledge {as appro-
priate io the creature iype in question) 4 ranks.

Speciali You must face 8 member of the creature
type in combat as a group at least once before vou gain
the teamwork benefin. If you go more than six months
without facing a creature of that type, vou lose the benefn
and must face such a creature at least once 1o regain i,

Benefit) The tactic provides two related benefis.
Every member of the team except the task leader gains
skill and caombat benefits agains ane of the vask leader’s
favored enemies {see the ranger class feature, PH 47).
This bonus is equal ta hall the task leader’s banus, For
ingtance, if the task leader has a +b bonus against aber-
rations, the sther team members gain a +3 bonus on the
same ralls and skill ehecks.

Second, all eam members, including the task leader,
ga ifk A -2 huhll.l. EE14] lllll_-.h rolls rrl.nltt LL+] rullﬁl'lﬁ agran I.l;"li
theeat againg this erenture 1y pe.

A ;prflﬁu charneter can m\hl.- sperve as task leader lor
ane iteration of this teamwork bemnefir st s time. T has, ef
yerie wish to gain beme fins AEEIASL Iwo Iy pes of ereature,
yErs sl have twio party me mhers with fivored enemies,
even if one of them has multiple favored enemies.

EVADE INCOMING

By following the subtle cues of your most nimble com-
rade, you have learned to better extricare vourself from
area effecis.
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tially harmless, such as

louds of flour. Lirilie
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how best 1o duck amd
cover, avoiding any

toward you.
Eventually, your prac

fice switches from fake
aftacks 1o real ones,
el .i,\_'.: g firek v and
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Task Leader Pre-
requisites Tumhbkle B
ranks, base Reflex save
7. evasion

Team \[rlnllrrla'rl_-rrqul.ulq--u. Tamble 3 ranks, base
Reflex aave «3

Benefin: [T the task leader and a8 least one ather
EEam member Are I\.|'.:':||'- tioan area effect that allows a

s Ehat & « gfFect

Hellex save

a |-.|:I'\. of Nive sdventurers
(T .::l|.:|: L NE are in the area of & el

IFAFan § Ereath mbearal the tEam Faifs a +4

redmstance bonus on his or her Beflex save

PRECISION ASSAULT

By carefully abierving the impact and effectiveness af
B

ey ol deadly strikes, voa v hiest 1o bt

VW € 11 huarts

]rll.rllll_{ Il'. Vi I.I".lll'hlll

FECGENIIE GPENIAES 10 A foe's defense thai [ Jelakl vifal
arcas to atiack, You MPEERIE maTy haurs af i hese exercises
wale |'|||;: for the -\.||“|.-.--\.| a4 Tl Apre

Task Leader |='rrr-r:|||1ulr\ Sense Motive 4 ranks
bBagpe steack boanus «6

Team Member ]'\'rrrrlllnxllrk Sense Mative 2

snnka, base attack Bonus 3
Bemebit; Oanee any member af the team confirma
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Iram & teammate. |0 eher

ol feEr suceessiul inieal ki
event, the bonuses end when the eombat ends, even i yvou

FRcounler thie same los later.

SHARED MAGIC

Working alongside your -|-r:.-\.."\-I|I||_' COMPANIGNS, Yo

have attuned yourselves. physically and spiritually, to

their abilitiies

With the -..pr” u:nf.ﬂlg":l teamwoerk bene “I. a team of wisards easily

cuts through a dusk hag's spell resistance

|
ellcasters on the team cast multiple

Training: The

"-Iul'!..-\. on the entire g roup while &

L L
nix OF ner I'hl'l'.ll -I'|| irieEs 1O caoncenirale on §

svllables and gestures
Task Leader |'r|:rrq1|nirr ""\-||l'i. ralt & ramks
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purpose of determining who can be aftected. For
instance. if a sorcerer can normally take three peopls

s dedepart, she could take four with the benefiis

Fibis ability. Thiscechn e works anly
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ven thuu;h they lost, ithe Wardens
_r Enl' the Wood enabled the forces

of Cyre and Clucen Mishann io
'.- survive the Batle of ithe Galifar Heirs.
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CHAPTER FOUR

THE [ AST WAR
CAMPAIGN

ou don't need to start a new campaign to
make use of the material in this book.
The default assumpiion of The Fage of
War s that you want 1o use this book in an
ongoing Entreoy campaign set afier the
end of the Last War. To that end. the all the material
in the first three chapters is geared 1oward campaigns
set in Eberron’s "present day” while also presenting a
wealth of historical information, Ultimately, though.
in the context of a DED campaign, history is impor-
vant anly insofar as s relevant 1o your game, Why da
you need 1o know who conducted the Secand Siege of
I‘:lI:'l-t'l ';I:IJEI" |.=Il]. f-ur ||!\.Ijn;f"" "'I'l'lu dl_ln'l--“.nlr'\\ Ih-l_-
PLis in .l'l'l-l..ll l'il!u.l_'u l!{:lu EFE ©x E,I]:H‘lll; lhl_- :ll:\lil]lll_- Fuins
ol Eston and Ihr:r |'|.1H| r\':l;|-|_-|!u,-r al an andfacrl lH_-I rH'_ll.I
that lauvnches 8 new adventurpe.
All et snded, this rh:pur’ provides three alierna
tive campaign models, in case you do want 1o siare a
neEw CAMPRIEN.

* In a historical campaign, all the action kes place
during the war. The plavers might know what's com-
ing fthe desiruction of Cyre. for example), but the
FCs are in the midst of the unfolding drama.

* In & flashback campaign. the playvers experience
occasional sideline adventures into the past, either
playing through evenis in their characiers’ own past,
or taking on new characiers who are living through
historical evenis as the present-day characters ex-
plore the mysteries of the past

* The most unusual option is a campaign that aciually
invalves the PCs traveling back in time to relive, wit-
ness. or 1ry to change the events of the past,

COOPERATION,
HOT COMPETITION

Cine vital lH.'lIJll midsl b :|.'|n-||r I.-l:'!,:u;-l,llﬂ'g ilp:r r_l-f th{'
|.'.HI"||H I..H.ﬂ. micdels |!|l|.-|"'l|||..-.r:| 1] Ihll.-l'lll'll-lrl.’. '|'||.r A CRiEA

paigns require o strong element of cooperaion borween
plavers and Dungeon Masier. T his doesn’t mean the
DM should coddle the PCs. or fail 1o challenge them,
nor does it mean the PCs should blithely go along the
|'.|.1.|:h of least resistance wit houn coming up with unigque
or creative solutions to problems, or advancing their
own characier goals. It does mean. however. that play-
ers who deliberately sei out 1o be disruptive can ruin
a historical. flashback, or time-travel campaign even
mare swifily than they can ruin any other. The PCs

mighi not know how history is "supposed” to turn o
in Khorvaire, but the players probably do. A player
who sets out 1o deliberately change evenis his characier
shouldn's know about has plenty of opportunities to do
soin this campaign, especially if the PCs are involved
in major events.

The DM and the players need to agree. in advance,
that this isn’t the way the campaign is played. Warking
tagether, the group can create challenging. fun, and
memorable adventures sel fully ar partly during the
war, Without that agreement. it becomes an exercise
in frusiration,

CAMPAIGH ARC:
SECRETS OF DEJARH

This shart cAMmpaign are Lies elemernts [rom Ay of
the ent Fegs 11 this boak I"H cther b I-l_'i-ll the PLs on an
imvestigation from Breland wo Th FOREPOrE, 1o the bor
ders nFlJ.i.rg-u.uh. and hnallvinto che mysterious !Emlm!{
fartress of I.If].irh. the anly surviving eitadel aside fram
Argonth (see page 451

The sdventures begin in easiern Breland, in the
sparsely populsted agrarian region between Suarilas-
kur. Vathirond, and Kennrun. Whether they are natives
o the ares or just passing through. the PCs are enlisied
io help deal with & gang of bandits who have been
harassing local farmers. As the PCs batile these ruf-
fians, it becomes clear that the bandits are all veteran
soldiersi—including several warforged—who have evi-
dentlyturned to crime since the end of the war, lacking
any ather gainful employment.

After a few skirmishes with the bandits, the PCs
discover some papers that suggest more is going on. The
bandiis are sending the goods they steal 10 a8 black markes
in Thronepars, and seem 1o be receiving shipments of
goods in return, though nathing in the bandie camps
l|::|l|,'.¢.|r_-. wlbat Ihr-«r '\h Lp1r|rnl1. Cdrl A,

r'iu,- Pis ean Erade the bBamnedie -.||.||::I!|r:luh an far as
f'h:mu_-pnr'l. bt feed o nEgo iate 1he I.'-I":lt'llll-lrl. wehy af
.Ilrgi.tncn 1 'I'In-mirpﬁrl to trsek them further, After
the PCs have learned enough 1o determine the destina
tion of 1hese 1h||smﬂ1|1.. they find themselves unable 1o
cross into the Brelish zone of the city 1o find the ||t1|:-||
cated merchant—ihe of ficers at the crossing claim their
papers are forgeries. The PCs must sneak into the Brelish
rone 1o find the guiley merchani. as well as investigating
why ihe Brelish authorities in Throneport seem 1o have
turned against them.
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The merchant in Throneport whe receives goods
from the bandits sends small shipments of precious
mietals and exotic woods back into Breland. The recipiem
of these shipments is not one of the bandits, but someone
named Kalvan. Evidently. this mysterious figure has some
influence in Brelish p-u-lil::in. ennu.gh to Lry to :.qu.-rln:h the
PCs" investigations in Throneport.

The nature of the goods being shipped back 1o
Breland suggesis a connection to House Cannith, and
the PCs might find other evidence indicating that Kalvan
is a member of that dragonmarked house. (For example.
if they helped Merrix d"Cannith on a previous adventure.
such as Shodean of the Lasd War, he could help them in this
investigation, while a PC with ties to the house might
be able 1o unearth the same information.) Kalvan had a
public break with Baron Merrix several years ago, how-
ever, and his current location is unknown,

Arthis poing, the PCs learn of new trouble in the
region where they had dealt with the bandita A floas-
ing foriress resembling Argonth has been seen near
the ruins of Baran's Keep. Investigating thess repores,
the PCs Tlind evidenee of 1hlpmrnn fraom T hroane pr
hnr:ng taken abhoard this Fartress, 1t bs nat ﬁf;umh. FTH
presumably @ is Dejarn, the only ather foriress thm
yurvived the war,

Inis elear thar suspicious setivity is occurring in one
of Breland s mobile foriresses, The characters learn that
King Boranel is not behind this scvivivy—in fact, if one of
the POs hss vies to the Citadel, that eharacter is ordered
1o investigate this apparent misuse of Dejarn for illegal
purposes. T hus, the PCs have the freedom and suthoriny
1o infilirste this fortress—a daunting task, to be sure.

When they get inside, the PCs discover that kalvan
d'Cannith s working with a rencgade Brelish nable,
Shadra ir'Vanya. on a project 10 build up Breland’s
milinary forees in preparation for a new outhreak of
war, hoalvan and Shedra have been warking taogether in
Dr]trn. which Shadra apprap rrated |I|.+¢ug'h heetiesio
the Brelish miiiur-g.-. ter build parts |J|r:.- p].an [k EAE B0
repair Veldarren, the wrecked mobile fortress held by
Darguun in Marguul Pass. The PCs must put & stap 1o
this before kalvan and Shadra attack Darguun, causing
a goblinsid reprisal agains Breland.

HistoriCcAL CAMPAIGHN

Though the material in this book is useful for almost any
EBERRO% campaign, it is perhaps best suited to a game
sei during the war itself. Depending on how far back
from the “present” time you choose 1o set it, this can
either be a fairly minor shifi from a standard campaign,
or a dramatic change of tone. A game that begins a few
months prior 1o the Treaty of Thronehaold, for instance,
resembles a traditional campaign far more than it does
one that begins a century earlier, but bath are Last War
campaigns. The following sections provides suggestions
and sdvice for running a campatgn set during the Lase
War. regardless of which stage of the war you choose,

THE BASICS OF A
HISTORICAIL CAMPAIGHN

It might seem obvious, but it's worth examining noncthe-
less: A Last War campaign should, in some way, involve

the PCs in che Last War, It's ceriainly possible to run a
game set during this time that ignores the war complerely.
The PCs could be adveniurers delving ruins far from
active battlefields, with no loyalties 1o any warring fac-
tion. They could be based in regions outside the reach
of the conilict, such as Xen'drik or Sarlona. Such a cam-
paign could succeed, but if the game doesn't involve the
Last War 1o some extent, there's little purpose in seiting
it during that time.

That said, don’t assume that a Last War campaign
musi focus on battlefield encounters and clashing
armies. War-era Khorvaire provides an immense variety
of adventuring epportunity, and the field of battle is only
a part of the whale.

Character Allegiances

A Last War campaign likely showeases PCs who hold a
common allegiance to a particular faction, The mos
obvious is a nation, but it could be a dragonmarked
house, a guild. a chureh. a mercenary company. or some
other entity {perhaps o news chronicle),

Farty allegiance provides an casy way for the PO
ta tnvolve themuelves in the events of the Las War,
Everything about the war is factional, From the siruggle
of each national leader 10 become the new ruler of
Galifar, 1o the effors of the houwes 1o undermine
thekr pivals and prnﬁl from the ehaoss, it's all sbhour the
group, not the individual, An allegianee comes with
built-im allies, enemies, plm hooks, and adventures.
Given the constantly shifting nature of the war, these
relationships might ot remain the same from session
1o session. You should carefully consider the party’s
affiliavion when designing adventures and stories,
sinee this factor, more than any ather. determines the
group’s goals and rivals,

Even if the party docan't have a comman allegianee,
however, you should ensure that the PCs do noa haold
apposing |:}'r'i[l;i¢\. .-";'I1I|.¢|ugh it's p-u::u-!}'lt 16 FUR G
addventaee in which rival saldiers ar operalives are Ffareed
to wark rngﬂhﬁ--tndlhu CaTE EVETE hrtg:ﬂl deal of fun,
ifthe players are mature enough not o uee it 5s an excuse
1o torment one another's charncters—ir is rnfrdingh.-
difficult 1o keep such a group together for ihe lengih of a
campaign. Most rival operstives would have no reason o
work together that long, and might well be iried for trea-
son if they did. It is better, in a historical campaign. for
the players and the DM 1o all work together and develop
characters whose goals and allegiances coincide—or at
least do not conflict.

Odds are good that even if the PCs don't start off
affiliated with a faction, they'll end up that way, if only as
a means of sequiring allies against their inevitable foes.
Most people they encounter likely assume that they hald
loyaliy to some nation or faction, Anyone with whom
they deal belongs to same faction or other, and they can
make enemies simply by selling items or aceepling com-
misdons from someone wha has a powerful rival,

Choosing a Time Period

The Last War lasred for over s century, so merely saying
"Thiscampaign is set during the Last War™ doein’t really
tell the p'lj:,'rrl. much. Belore nl:'li.ng down the date mare
precisely, consider the following general time frames for
the stary of the eampaign. Be sure to think through the




repercussions of vour choice on the characters and the
adventure. In each case. several PO races are discussed,
because atiitudes toward them shifi throughout the
course of the war.

Before the Death of Jarot: A Last War campaign can
potentially begin before the start of the war, This allows
vour PCs to experience firsthand the sense of shattering
betrayal or newfound hope. depending on their nation
al birth, as the social order collapses—followed swifily
by the sinking realization thai this war cannot end any
time soon, and that every citizen of Khorvaire might have
been swept up in a whirlwind beyond anyone's cantral,

In these earliest stages, the war is considered pri-
marily a human affair, Oiher races are invelved, b
only as citizens of the Five Nations, not as representa-
tives af their own nations. Warforged, of course. do no
SRR Vil

Early War: [uring the war's first decades, some of
the combatants still elung 1o the delusion thar the conilie
could be ended with a l.il'l.g|l:' decinive l.-i.cmr':,-. Usiaanial
soldiers, such 53 undead snd mereenaries, ook the field
LT EveEr- growing numbers. Fri nge Fegions, such as the
Talents Plains, slowly become aware that they cannaon
remain aloof from the conflict forever.

The dwarves are assumed 1o be sllies of Karrnath,
even for the first few years afier the Mror Holds declare
their independence. Goblins and elves appear in num-
bers on the batilefield; ithose whe fight them learn to
hate them, while those who hire them grow concerned at
their reliance on outsiders. Shifiers are drawn ever more
frequently into the conflict, but memories still linger of
the lycanthropic purge. The shapechangers and soldiers
of the Silver Flame often refuse to trust one another.
even when 1ht3.- okl tnn-i'hl}- :I'igh1 on the aame side, and
full-Blowsn condlict semetimes CrUps between them.

Mid-War: E"!" thibs time, everyane in E horvaire is
involved in the war 1o some exvent. The positions of the
houses are fully cemented, as is iheir (supposed) neatral-
ity. Forces clash across the Talena Flains, in the Eldeen
Reaches, and other “uninvalved ™ areas. Various smaller
conflicts, such as ithe hobgoblin revolt and the YValenar
annexation of southern Cyre, briefly draw attention
from the larger conflict. but lulls in the Aighting prove
to be temporary.

The gnomes are now firmly aligned with Breland,
and—despite their status as suppliers rather than
combatanis—must now contend with enemy assaulis,
The dwarves are scknowledged as independent, and each
nation deals with its own favored clans. The warforged
take the field, bui even the most enlightened armies m
this time see them as living weapons, net individwals,
warforged PCs can expect to be treated poarly by almaos
cveryone. Espionage has hecome so commaoanplace tha
the changelings are universally distrusted as o race.
Evervane makes use of them, but nobody likes them,
and samao ng the PO races that have become "standard ™
i a modern ca mpaign, -;nl:,- the -;rl'r;pr-,grd [ace a grEaler
degree of prejudice,

Late War: [ ke wir has now rtgtd |.-r.mg rnnu!h that
[ew humans can remember a time of peace. AL R TUR-
ning low on personnel and resources institute mandarory
milivary service. Shoriages and famines. extant through-
out the war, become ever more common. It has now
become obvious 1o all but the most militant zealois chat

this war cannot be fought to "viciory” without desiroying
everyithing the nations struggle for, but nobody seems to
know how to end i,

Some individual regions and leaders recognize the
warforged as more than just inanimate objects. Gobli-
noids and monstrous humanoids are common enough
on the battlefield that although their presence frightens
those who cannot stand up to them, they're no longer
especially surprising or alien,

Post-Mourning: Cyre has been destrayed, and {ear
runs rampant across Khorvaire, What caused the Mourn-
ing® Will it happen again? While old enmities butiress
the new fears, and it is sill several years until Throne-
hold, the war has ennered its Final siage, For the firs time,
large numbers of soldiers have hope of oulliving the war,
and they stare 1o wonder what 1o do nexe.

Alhough the warforged have not been formally ree-
ognired ai sentient beings, the other races of Khorvaire
lhave more oF leas reached the siates and repuiations al
the modern era, a3 defined in the Faresoy -I:'um_pq:-.l;a ."'-Hr.-.b;.

Adventures and Stories
Most wartime adveniures likely come st the bebhest of
some superior, lord, or patron, depending on the party's
allegiance, bur even those thatihe PCs undertake of their
own sccord can tie into the greater conflict. Consider the
following as starting points. They represent some of the
most fundamenial ivpes of wartime adventures, and they
provide a wide variety of options while still highlighting
the mariial nature of the time and the setting.

Batilefield Combai: Perhaps the most basic iype of
wartime adveniure, this is the clash of armies, regiment
against regimeni, sword against shield. The soldiers
mi!hl. battle far a piece af terrain of & natueal resource,
ra defend 8 border ar 1o hald 1.I.I.P|I-|I.-|,":.. @F lepl:,- because
|I1.r:|.' hlpprm_—d to stumble scross an enemy foree.

The PCs are just s handful of soldiers among many.
I's & delicare balancing act for the DM 1o keep the focus
on the PCs, while not ignoring the rest of the bale
raging around them. Assuming you're not using & mass
combat system, the best way to do this is by assigning
specific goals for the party to meet, which then influence
the outcome of the battle as a whole. For instance, the
PCs might be assigned 1o destroy an enemy siege engine,
eliminate an officer or a spellcaster, or scout ahead of
the main force to detect ambushes. You can then focus
on these smaller events. while describing in passing the
larger batile around the characters. For more advice an
running & battleheld encounter, see Heroes of Batile,

Dhiscovery and Retrievali Eberron is full of magical
secrets and ancient wanders, and the nation that discov-
ers them gains an incredible advantage in the war. Like
modern adveniurers, many operatives during the Last
War delve ancient ruins, cxplore untouched wilds, and
hattle fenraome moners, for the sake of the treasures 1o
be Lowund, Some of these “retrieval l.pﬂilli:n' per form
random searches, following rumor and folklore, b
ANy are dnp;u bed alier Lpru:'iﬁq ;gl:ult. A divination
spell, an ancient text, or 8 document dewailing & family
history might suggest the presence of 8 powerful magic
device over which many naions might clash. (IF you're
looking to ereate adventures like those experienced by a
certain fedora-wearing. whip-wielding archeologis, this
is the starting point you want.}
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Escort: Ambassadors, officers, shipmenis of sup-
plies. gold for paying soldiers or mercenaries. encoded
messages. recovered relics—all these and more must be
transported across the war-torn continent. through
hostile territory. Although escort duty might sound
boring. to PCs and players alike it provides the oppor-
tunity for substantial adveniure in numerous different
envirenments.

Espionage and Inhlirations The enemy guards ss
secrets closely. In stone-walled towers and magically for-
tified citadels. battle plans. troop movements, rescarch
notes, and half-construcied magic weapons awail. Pos-
seasiin of those secrets, those plans, or those devices
would e enough to turn the tide ol the coming conflice,
if anly the foe's defenses could be penetrated.

That's where the FUs come in. They must pass
through enemy lines, then sneak, blull. or Fight thesr
way inio the most hrn-il:,' guha rilee t:rnngh-}:ld:. amel
litu|l:,- wif thesr Wy [ree again, with whatever ::rhjﬁ:‘-
vive they were sent 1o reirieve, This kind of mission is
often similar 1o the L'Ii:.n:uwr:-' and Betrieval siarting
peint, as discussed above, but it more often securs in
urbam aress, and it usually involves siealih, deceprion,
and even assassination more than direct combat. (Ta
put it in populsr culture terms, if the “discovery and
retrieval " example models the action-packed adventures
of Indiana Jones, “espionage and infiltration” would
be the DED equivalent of & mission assigned 1o James
Bond or Ethan Hunt.} Organizations such as the King's
Citadel in Breland are perfect patrons for adveniurers
on ithis sort of quest.

Guard Duty and Patrols: Someone has to main-
tain the borders, stand guard atop the walls of the keeps
and fortreines, amd Prolect cities from invasion, As the
saving goes imore or less), offense geis the glory, but
defense wins the war. An adventure that forces the PCs
1o remain in one area, defending against attack s the
enemy's convenience, mighs seem restrictive ar first, but
savvy players should soon come 1o see the opporiunities
and the trials involved in such an endeavor. The chance
1o organize those defenses as they see fit: to be the ones
seiting the traps and the ambushes, rather than spring-
ing them: o see what creative use they can make of the
terrain and available supplies—all these opportunities
should appeal to imaginative players as new forms of
challenge. and the chance 1o experience an adventure
from the "other side.”

War? What War? [t's entirely possible to run a Las
War campaign inwhich the PCs are not directly involved
in the war effore at all,

Bur waie, Didn't we. just a short while ago, suggess
that a Last War campaign should always invelve the war?
Indeed, bur consider that the war can impact an adven-
ture even when the PCs bave no direet connestion 1o a
warring faction, and their objectives sre not remonely
tied 1o the GRgoing conflict. The PLCs rlughl| be hired
hg.- a private intefest o reITieve A fa I:'|'l:|:|r heirloom from
AT BOC hplf-d ATE. 'I'hr'r- ml!hl week prn.nna.l VEREEARTCE
AERinsL A TI'|I.|1IiF!|' alficer for same crime BERinaL A friend
or homerown, requiring them 1o carch him when he is
sway from his soldiers. They might simply be evervday
sdventurers, seeking great ireasures, forwhich they must
compete with government-sanctioned treasure-hunters,

orwhich they might attempt to sell 1o the highesi-bidding

warring party. The party could even be fugitives, hiding
from law enforcement or military justice, trying con-
stantly to find an area safe from the inexsorably advane-
ing armies,

MAKING HISTORY

Perhaps the biggest decision you must make as a M 1500
what extent you are willing to let the events af the cam-
paign alter the history of Eberron. The "modern day”
situation as set forth in the Enmroy Compagn Setleag obvis-
ously assumes a great deal regarding the way the Las War
turned out and what happened afverward, There is no
peason you can't change some or all of those apumptions
in your own campaign, but theres a substamtial amount
ofwork involved in determining how such ehanges would
impact the world thereafrer. Decide in sdvance if you're
prepared to do thar work, and in what general direction
you'd like the changes 1o lead—subject 1o the specific
sctions of the PCs, of course. In most cases, it's probably
bever {or s least easier) if you design the adventures so
that PO suecess leads vo the “right”™ course of history,
and that most changes are in the details, rather than
in grand-scope evenis. King Kaius is destroyed, but
his successor still leads Karrnath into the signing of
Thronehold. Aundair drives the forces of Thrane out
of Thaliost, thanks 1o the PCs—but political wrangling
at Thronehold still granes that land 1o Thrane afier
the war.

YWou can. of course, decide 1o go whole hog, allow-
ing any and all changes as they occur, The Blood of Vel
becomes the dominant faith of Karrnath. The Mourn-
ing obliterates Thrane rather than Cyre. Aundair
wins the Last War, All of these conclusions might be
possible, if you give your PCs s grest enough degree of
influence. Bedesigning the world to fiv thee new cir-
cumstances can be an interesting exercise, and make
for & fescinating campaign, but it goes well beyond the
scope of this book.

Remember, as well, thai alihough your players
know how history is "supposed” to turn out, their char-
acters do noi—and don't hesitate to remind the players
of this fact.

PC Influence

In a historical campaign, there are roughly three
“degrees” of party influence on. and interaction with,
the major evenis of history.

A View fram the Trenches: The overwhelming
majority of seldiers in the war, of battles and skirmishes,
had no direct bearing an the Last War's outcome. Mo
of thowe wha lified blade or bow were common folk or
soldiers who never truly understood the magniiude of
the canflicr. Cliies were conguered and liberated, bor-
eers shalied, leaders slaln and ltl‘ﬂlml". Al:huugh the
cumulative effeer of all these factors led 10 the resolu-
viomn of the war, few individus] evenes were vital ta the
flow of history.

Im this sort of campaign, the PCs are among the
fnceless masses that fought and died throughou the
war. This doesn't mean that their accomplishments are
mesningless. They might save a village from destruction,
turn the tide of a batile in favor of their home nation, or
retrieve a fabulous artifact before an enemy can acquire
it. Simply ensuring their continued survival, and that of
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adventure goes perfecily according to expectations—and
really, how often does that happen®—it's all but guaran-
teed that something will happen to change the face of
history in Eberron. Even ifyou're willing 1o smooth over
those changes and have things turn out more or less the
same, it still requires a bit of work. and the ability 1o ad
lib a lot of material on the spur of the momeni. A single
major change early in the war can alter every event to
follow if you don't take steps to prevent it. By the same
token, if you try too hard to prevent changes to history.
this can make the players feel like their efforis are mean-
ingless. so you might have to allow certain alierations
despite your best intentions.

THE DAY OF MOURHNING

The Laxt War offers a number of major historical evenis
the characters might experience aover the course of 1he
campaign, but no single event had as great an impact an
the war, or on Khorvaire itself, as the Mourning,

If your historical campaign is sei subsiangially
befare the destruction aof Cyre, or after i, the Mourn-
ing li not semething 10 which you need 10 devore
substantial thaught, You might, however, consider a
campaign set immediately belore the Mourning. thus
making uie of that event as an adventure seed or part of
an ongoing pla.

The party need not be anywhere near Cyre for the
llgurmng L impact the campaign. The evern shook
evErY RALIon of B horvaire 1o the eore, sl Fl:ln_g'lhr el PRE
of the war. Governments dispatched operatives and made
wse of numerous :.p-r]'ll irying o discover the cause of
the "-1nu:rn|.ng Some ilm mrd:ulrh- s.m-gm a ceasation in
hostilities, while others redoubled their efforts agnins
an enemy they were convinced was responsible. Cyran
fugitives struggled to survive, Horribly mutated monsters
poured out of the gray mists, Vital erade routes were dis-
rupted, leading to supply shortages, The Day of Mourn-
ing can provide the basis for numerous adventures, even
an entire campaign, without the PUs experiencing the
eotastrophe iself, and even a Last War campaign tha
doesn’t focus on the Mourning should be drastically
cha r\grd ance that #vent aceuars,

For a real fh:l!rngf--nm nnhl.- For the PUs, but for
yoursell as hl‘"--?uu mtghl eonsider an sdventure bt
invalves the ."t.‘l-rmrmng dll’ﬂ:‘ll:,'. This Hlighl be & sur-
vival scenario. The PCs are deep in Cyre when the event
oecurs, and they must endure the sudden influx of cor-
rupting magic and the hordes of horrors it leaves in i
wake, Oir they might enter the Mournland solumarily.
within days or even hours of its creation, in hopes of
rescuing lost comrades or retrieving vital supplies caughi
within. You might pit ithem in a race against time, as they
struggle io evacuate a Cyran border community before
the spreading gray mist reaches them.

Alternatively, you can choose 1o make the PCs major
players in the events leading up to the Mourning., They
might learn in advance that something terrible is about
to happen. though they presumably don't know its fall
extent, and then take what steps they can to stop it. or at
least to evacuate certain important people before it i,
For a truly gut-wrenching twist, consider making the
PLs partly responsible for the Day of Mourning, Mavhe
they accidentally unleash samething while exploring an
abandoned or hauned House Cannith installation, ar

they manage 1o destroy a doomsday weapon created by a
Ehyber cult—although they save the world, the fallou
results in the destruction of Cyre. Be certain vour players
are the type to appreciate the story and character devel-
opment that comes with this sort of appalling revelation.
The characters should be horrified. but if the players are
going to be truly upset, or feel excessively manipualated.
you should avoid putting them in this position.

To make this approach work, you should have some
idea of what caused the Day of Mourning. You need no
come up with every last detail—in fact, if your plaversare
1o be involved. it's best that you dont—=but you'll need 1o
know the basics, Even if your characters never find owm
the truth behind the Mourning, the knowledge you have
will help you decide what sart of adventures they under-
take and how their actions affect larger events, Dranh
worry about irying 1o igure out the "olficial” canie of
the Mourning: just determine what works bew for your
purpases and your campaign, and make it happen,

HISTORY AS A SIDELINE

Yeu might wish o run a few hisorics] adventuares
set during the Last War as a sideline from a standard
Enckrcs campaign, rather than as the focus of the
campaign iself, Thia :r._-hmqqt I Fllli.li‘\.l.l.ll‘l:r waeful
far granting the phg.-ru adedirional mugln into histari-
cal evenes that could be impacting the adventures their
"normal” characters are undertaking. For instance, if
the PCs are researching s particular baule, vou mighe
devore & few sessions 1o actually playing tha ‘batile out
with historical characters, rather than si mply 1elling the
players what their characters learned.

For more on this sert of campaign. see the Flashback
Campaign section,

CAMPAIGH ARC:
UNSUHG HEROES

I thas campalgn are, the ];Epl.-tr characters are amo ng
the til']'r' .¢]|.:.mp:q:-|1.:. al the deomed nation of {.':.'rr.
arg q;h]}- |I|.rgr'ﬂ|ﬂ.|: wietem ol the Lawvt War. The I}u:,- ol
Mo rOdng is more than a EEMIUEY AWAY. and the efforts
of the PCs might prove vital 1o the survival of the cul-
ture and political ambitions of their homeland. (Read
over the various early battles and encounters described
in Chaprer Oine if vou wish 1o make use of this campaign
are, since that material makes frequent references to
those events. )

The campaign begins prior to Queen Mishann's
journey to Thronehold, as the entirety of Galifar
mourns King Jarot. The PCs, soldiers in Cyre's capital
regiment, stand guard over the various ceremonies.
prayers. and speeches given in honor of the departed
king. and the coming ascension of Cyre’s leader to the
throne. In the process, the party discovers what at Firse
seems to be a simple criminal conspiracy to take advan-
tage of the public spectacle to rob several of Metral’s
richest nobles. Further investigation and encounters
with the conspirators reveals that the operation is, itelf,
intended to cover and pay for nathing less than the assas-
sination of Mishann, Racing against vime, the characiers
(presumably) suceeed in stopping the assassin st the
last Fracrme . 'I'hmugh |'|-|-_-:,- mever learn prn'ln.rlg.- whiao
.rungrd the m [empl on the qurrn'l. lite. the du.qn-.-rr].'




days later that Kaius. Thalin, and Wroann refuse to
recognize Mishann's right of succession certainly sug-
gesis a motive.

As Queen Mishann and her escort depart for
Thronehold, she requests that the PCs continue in
their efforis 1o backirack the assassin, In the process.
they come under the caommand of Cyre’s other nobles.
their furst exposure 1o the backstabbing circles of polivi-
cal power, Eventually, they uncaver the fact that one of
Mishann's advisers is a traitor, bribed 1o pravide the
assassin access o the royal quariers, From him, they
learn that the armies of Thrane and Breland are march-
ingroinercept Mishann st Thranehold. Only ifthe PCs
can reach Bing Wrogar of Aundair, Mishann's anly ally,
do they stand any chance of protecting their quesn. This
mision requires o journey across the caminent, bess
bath I:n_.-lhn_- hazards of the wild aned agens af the appasing
nations who week to sloj any al t]:,- ] FEARE ECES Frasrm
rurhlng Aundatr.

.r'l.g.iln nn.u.ming lhr:,' suceeed, the PUs travel with
the Wardens of the Wood, arriving in time to participare
in the Banle of the Galifar Heirs. Although the bale
is ultimately losi, the presence of the Wardens prevents
Mishann and her forces from being overrun.

Since they have now saved her life twice, Mishann
promotes Lor even knights) the PCs. and they aid her
withdrawal 1o Eston. The PCs remain in Eston from 895
to 896, aiding in its defense against the forces of Breland,
Karrnath, and Thrane, but frequently sallying forth
in secret io deliver messages 1o Cyran forces, sabotage
enemy efforts, and acquire supplies and magic for the
city's inhabitants and defenders. Once the siege breaks,
the PCs are asked to lead some of the forces responsible
for hareying the Karrnathi cavalry,

For several YEATS the PUs function as ;prﬂal GpEFa-
tives im the Cyran H'I.I|i|ir'!|'. -'.um'lmg onthe ield of baele
but alsoe mikmg espionage and sabon age raids into enemy
nations, particularly Karrnath. When Eson is besieged
again in 303, the PCs make several runs 1o supply ithe
beleaguered city.

When Mishann finally decides it is time to bolsier
her own forces with Valenar mercenaries, the PCs are
among the envoys she sends to deal with the martial
elves. The PCs must not only face the various hazards
of the journey, but contend with emissaries from other
nations 1o prove their worth to the Valenar, competing in
multiple duels and games of war agains both the Valenar
themselves and rival champions,

Before the PCs can return 1o Cyre. Mishann is
assassinated by operatives of the Emerald Claw. Though
they return too late to protect their sovereign. the
characters learn that her son, Brasst, is currently being
huneed by his mather's killers. The PCs must find him
first, unsure of who might be a hidden Claw agent, and
protect him Teom & ruthiless and almast tnvisible enemy.
When Brusst sssumes the thrane, the POy are not mi]g.- Fiis
trusted PrOIECIGES briae also thwngﬂ':f oL |mwrr!'ul and
CEpETLE mced of t]} FE 4 agents, Bruss reduess that '|I'|¢:.-
become his inner cirele of advisors, much 1o the chts FaT
of other Cyran nobles. From this point on, the PCs have
substantial conirol over the Cyran war effori—at least
when they aren’t jockeying for political power with other
nobles and generals. Their efforts and their decisions
will shape the state of Cyre for decades 1o come,

FLASHBACK CAMPAIGHN

While a historical campaign takes place entirely during
the Last War, the evenis of a flashback campaign occur
maostly in the "standard” period of modern Eberron.
Craly select portions of the campaign occur during the
Last War. Whether to provide the players a greater and
more immediate insight into certain important events, or
because the adventures require that certain things happen
in both time periods, o flashback campaign allows the
PCs 1o experience the war for themaelves,

THE BASICS OF A
FLASHBACK CAMPAIGH

The DM and the players alike have a bit of exira work
ahead of them in order for s lashback campaign to work,
I"‘I.g.-ru miadl create two charsceers, ane for each thme
prr:nd. while the DM must ereate pl.-u::r]m:-:.- ~af a1 least
individual evenes and adventures—tha aceur ma ny yEars,
mnel pm.-lhl-r- ALY I iles, Apeari from one another.

Take s look back ar the section on DM and player
cooperstion (page 133), This attitude is, ifanyihing,
even more vital 1o a flashback campaign than toa purely
historical one. Again, this doesn’t mean you shouldn's
challenge the PCs, or that you should discourage cre-
ative decisions and solutions 1o problems, merely tha
you should be wary—a player who seis out o be delib-
erately disruptive can derail an adveniure, or even the
entire campaign.

Characters

As the players sit down 1o create characiers. remind them
vis conaieler what sors of links their eharacters share.
Not all lashback characters need 1o have direet or bla
tant conneclions 1o the Ernup's. standard eharacters, bt
miost should, st least, have some thematie ties. This helps
associnte the events and the sctions of the two disparate
time periods in the players’ minds, as well as reinfore-
ing the notion that both groups are involved in the same
overarching adventure, even if neither group is aware of
the other in-character. It's certainly possible to play two
groups of adveniures thai have no links or connections
to each other, other than the fact that both are involved
in the campaign, but doing this lessens some of the sense
of connection and immediacy.

Direct Limks: These are the more ohvious and
tangible links between characters. They include such
nodions as playing a character’s grest-great-grand mother
during the flashbacks, poriraying a character’s aged
mentar when he was a young man, or even taking the rale
af a legendary figure in the past whom one al 1the modern
characters looks up 1o a3 a hero and icon, These direce
linkages can make the players feel more strongly abour
hoth sets of characters than they would atherwise, but i
aluo eoialed srerel the hownds of E+I|rnhpl|l|:,- ter have two
ERLITE A rries linked i this manner. [ts pn:-hnhl}' besn iF
nn]!- ane or two charscters have sueh dirser links, with the
other charserers sharing only thematic links (see below)
with their Precursors.

Bear in mind that the same player need not portray
both of a pair of linked characiers. It might be interes:-
ing, for instance, for one player to portray the ancestor
of anather player’s characier.
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Thematic Links: Somewhat more abstract than
direct links, these nevertheless are sufficient 1o provide
the players a sense of connection between the two groups
of characters. Thematic links include allegiances, such as
each party containing a loyal follower of the Silver Flame,
orserving the nation of Aundair; characters with similar
backgrounds and goals, such as o warrior seeking ven-
geance for the destruction of his home or the slaughier
of his family: or even more abstract connections. such as
each group containing a single member of an uncomman
race who feels autcast and alone,

Presrous Charocterss A subset of thematic links, this
approach works anly il you've previously run a campaign
sed primarily during the Las War. Inthis case, you can use
the flashbacks as & means of revisiting some ald charscters
in the mida of an ctherwise new campaign. The plavers
might not need any further links between characters:
the chanee 1o reconnect with some old favorites mighe be
l_-l|-|,:|,:|gh Lo eal alsl 1 shihe AECERMATY sonsC l,l-r 1 r|'|.|;,|-.|-¢'g' el lllli
||.'|I.|h-|_-|_'| EAE ¥ 1:"' [ F118 4.9 .48 lrl.lll_—ll' l|5u wanl [de ﬂrvch,:p SEFiTE
.i.l,!:|l| ieerial |1|‘|El. ‘\lu.(']l. 1Y ]'l|i'| I.iIK & -|||_- 'afl_'lll.'l.'11! |;|-r F1i] 1:||,i
eharscter bis the modern EFOup, &0 mizeh the better.

Adventures and Stories

Fora [lashback campaign io :Hll:.- work 1o its full paten-
tial, there must be reasons lor revish ing the Last War.
You certainly could rum a campakgn in which you simply
offer oecasional advenpures se during the war that have
linile if any connection 1o the main ca mpaign, purely as
a break from the norm, bui this is less of a true flash-
back campaign than iwo campaigns—one standard, one
historical—running concurrently.

Designing an adventure that incorporates evenis sei
in hath the present and the past could seem like a com-
il-||-|'l'|-r:|. YRl Ee, Bist with ROTNE f-l,:rrl]l.n“!”il;. it :'r|l||-|_-l|.
cacter than i |l'|:!,:hl !l_l::rk. :".llﬂ:r f!ﬂlill:ﬁli'\ .plr\-l_-.ul:r |!r_|-
this, even iF the [Ms I|'|rl'|hr|'|r|_-'\ -|,|r||'|'l realize b, .I.Ill_'
PLs must research anelem innwlnlgr. ar unearth a
magic artiface last in h:.-gnnr |'.|.i:|"\. The nni:.- ditference
is that, in a flashback campaign, the PUs don't just learn
abour these events as the DM describes what they read in
s iome—they play through them in their entirery.

W hat follows are various scenarios and situations in
which a flashback would be appropriate, to help vou in
designing vour adventures.

Characier Motivations: Flashbacks are an excellent
means of revealing why an N PC scis as she does today. 1T,
for insance, the PCs in the modern era are dealing with
& rogue Karrnathi general who has conspired with the
Emerald Claw. aseries of flashbacks that shows his defears
in batile and his shifi from loyal Karrn to bloodihirssy
conspirator might be appropriate.

This sort of flashback can explain the origin of
personal or family vendettas, or even acts of treason
and similar crimes that an ¥NPC commits in one time
period and must pay for in another. You might use the
opportunity to shift an ally in one time frame to an
enemy in another, or vice versa, ITthe flashback char-
acters are indirectly responsible for this shife, leaving
the modern characters te deal with the repercussions,
sa much the better,

Heirlooms, Treasures, and Legacies: Hather
than following the histary of a character or the evenis
of a region, consider using flashbacks to tell the 1ale of
a magic item or o her mysterious ahject. Perhaps ane of
Ih-l_' ]a'ﬂl. CAFFIER &0 ]'ll_-l F||’.H::l'r!| l.wu-t'ﬂ.. ] I{'J.E'l-ﬁl'l h'il_-||,!l_-|;|
h‘." generations of warriors before him. You hl.lghn LT
flashbacks to show other events in which tha WEAPOT Wl
invalved, pa I"I:I-H..||il"|:|. il the vword hava ll.nmrg.- OF pawers
the PUs have ot yel diseovered. { I his s an excellent Wiy
of tntrod u:'ing; WeAPOTE nl'l.-u_-gnf ¥, i vou inelude them in
vour eampaign.}

Alternatiy r!:.-. the PCs in the modern era could be
searching for a great item—a weapon, & religious relic.
a special airship, or the like—that the party in the Last
War used. This enables the modern PCs 1o learn about
its abilities, and allows the players to see it in action,
long before their “real” characiers ever get hold of i
You might even use the actions of the lashback pariy 1o
cwentually reveal the item's location 1o the modern pary.
{FI’J:’ ] E,ur‘llfu].htl:r lll!rl‘rl.1|11! 1w 188, P"” ||.'H_- Elak}ihlfl
cha FECIETS 161 & ]ll_ﬁll!il,lt'l whrrl_’ r|l|_-'r' mus hl.l,!l," |hl_‘ ELE I
in o location where it will be ex :'rniul.gl:.- difhieul o
recove p—and 1hen Fedjuire the modern PATLY [0 PECOVER
. Ba !:m-_g A% your ||Ia:|.+ Fs &Fe 1_'d.|.'|.l.h|l|" af separating in
character and out-of-character desiees, this can he a
greal deal of fun as the players essentially devermine the
nature of their next adventure. )

Finally, consider a situation in which both groups
are hunting for the same item in two different periods

W

SUrpRISE FLASHBACKS

15-.||..-||E:¢'. :|'||1|.'|| waAn Lo ll_'l] :r:!ul' |,1|.1'r'r|'-. 17 .pl!\lu;r I]I.:1
you're running a campaign that involves flashbacks to the
Last War, so that they can creaie two seis of appropriate
characters. [fyou have a group of players who you believe
will appreciate the surprise and the challenges involved,
however. you might consider springing it on them with-
out warning. Thistactic works best if ihe players have old
t]l.: FACIErs fr{lll'i F ]:t‘uu-r [.a'\l “’ir CampangEng ‘r-l;-“- E,I].l'll'l_' rs
ohject to the chance to revisit old characters.

Alrersan n-rl:.'. yOu CAR Su F'Iﬂ]" prem ncdle charactiers
for the purpose of the flashback. This is a tricky propo-
sition, though, because most players never connect as

wall with eharacters they didn’t ereate. This approach
works best. then, for a campaign that invelves only a
%8 ngtr Nashback saround which a vital adventure or p!m
point revalves, as opposed to one that features multiple
flashbacks throughout the campaign.

In either case, a surprise Mlashback can ramp up
the excitement level, as the players are faced with a new
and unique form of adventure experience they weren's
expeciing. |t obviously works only once, even if the
campaign trvalyves mulllplr [lashbacks 1o follow, buat
for the right group. it can be the best way to introduce
the concepr.

h-—__————-——-d




of history, The flashback PCs ||||.;|'I fawil v Bind §r, bu

their elloris Fave 1Lh modern characiers clues about

or ot least tell them where not 1o look. Alce
d the item, but this
1%
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ty as much as it so

since the older group doubtless moves the item it from
its original location.

Hidden Knowledge: Ferhaps the most commaon
inspiration for a flashback is when the modern char
acters nieed some information buried in the pasi. Fer
haps this information is the location aof a great item
as suggesied above, or facts about the specific details
af a baitle. The modern PCe mighit wander what really
18T |!r||l\._ ar they

happe ned at the Batile aof the G

|I-_:i:| necds Lok L:|||'h “Il-ll seCrel » II'C" I'.||.I'!. I'H-Ill e |IL

(L] I'h:'\. Lrave Illl‘.'ll'll'.l-l III."\.-IIL:l‘I research ||'.'h:I 11}

™ II'III: % inlarma

ar same other methad, they «
trafn=bat it's Ffar more 1nles caleRE o |||.u l||.'-:-l|q|'\. the
eventis a3 their aown adventure, rather than '\.||.'||||'\. el l
the ¥ lavers what their eharacrers have discavered, With
ROTEE amount ol |||.-||.-||.-|;; you ean pun several flask
back srssions that do not seem 1o have any beatr 10§ O

|I:F EIAeHITT F A :Ill.-.II'_'I.. Linly alrer seve I.|| LR I. 12 3 AEERE

F i 0 !
do the flashback charscters discover somenl ing 1hat

Iy relates 1o wh

sderm chi

1 the

obvio

|I:I'\-|‘|
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STYLES OF FLASHBACK

Unce you ve ermined why 1o incorporate tlashback

adveniures inio your campaign. the next step is deger

mining how. & number of methods saggest themselves,
and you need not limit yourselt o just one in a given
ampaign. I he first flashbas k might be unconnected to
the modern group. de signed just to let the players get

s handle on poriraying two pariies, while the secand
omes from a hisiorical treatise one of the characters

is perusingina likrary. Use whatever method [is bess

into the current evenis ol 1

|'.|'|I||.-|I-_:I| F Creale

VIO OW

Divination

Certain divination spells, such as legend lore or muson, can

|-:u'\.'.|d' fthe casterwiih -\.'.|||'H.I.IrI|I'. intarmation akoul &0

I:I'; |'h|||.|.l| OF I-|||'.| |:'|r :II'!.FI"H.{.lll :.IL" oyer Il'hl' Illl:l'!.

iFl ||'|' I'Ilillllll..l . ﬂ.'I:"'II: |'\.|'.||I'I {he III.- Are II'.|:III'.I'_I Il!.

This i a litile srickier th the ather Mashback

is the Bim s ol the

et hods described belaw, It 1 K

ashback seq

;!-I.I!."I'l -IIIF I?Illl can III'

varios al leane '.:-.l.'l|l\. im the hands of the

Ie when the PCs loeaie &

st bae, for st

1
hastarical

vers who choose when to cast their characiers

(14}
spells, You wan't be able 1o AALICIPALE €VEFY UAE el

I
LR LIEL 1, base -|l'|||'||:'.||'..; on the current adventure

I " M i §
and the |-.|:I- & FaeOlE, Vol CaAT likely predic 1 EFGEE R AL
1 P [
afe imoat Felevant 1o on@Foang plots. [ vou re |.|l||,;||| LIRS
SUFpriae. you can eithies wing it Lal wou re Food at that )

ol "'II.'IIII' |'1.|||r-'\- |!IF I""".Ill"' Faring * Nl EVETY A

CE, #VEN 1N &

T '\.Ilr_l'\. needs 1o result in oaf

iback Campaign

Dreams

Eve 1 & world where INi&FIC 1% COT lace, it need mot

always be predictable or easily undersiood. Direams ihar

||'|l'.F'\."|-I FEssAfes Iroim the 'gll-c!'\- or memories ol Prxil

es in myth and fantasy, and they

lives are common ther
need not be any leis g0 inan EBERRON campaign L LM
this model, vital knowledge comes 1o one or more of the
FCs in a dream—and that dream itself forms the frame-
work of the flashback adventure.

I'he best recipient for a flashback dream is a PC who

has sirong religious or magical leanings. A cleric is n
best choice, because the character can decide for herself
if she believes ithe dreams are divine MEesiages ar come
[rom same ather source. Alternatively. ta drive home the

L P
I\.'_||u'r|'..||-_|r.|| nature of ithe dream., vou |1||c!'|| decide thai

:Irl" FII.\ r'll'hl'l:l'rll'l' IIIl’ SAMme II'.|II|,:.

~|||'I feed mat I"hl'\-ll.ll'h i il lv why the POy are hav Ing

w that

these deeams. Alth '.|q|||?|r| alily k

ayTre I IFTARLET

si amvalves llashbacks, 1he q FaRclers r|'.|q|'.l’

GEAEcliang, Al EEASL 6

know that they're L B NN these bix sFes ol &0 e elaes

adventures, and the |l=.n ers know they re POFLFAYENE D

groups of eharacters, b it mrght O 20me Time, &nd
several dreams, belore the conneciions between the iw

I.'_..':I:“.r-\. become Apparent

3
Ma

events or legends. Although the most obvious vehicle is

storical Records

adveniures require the heroes to research pasi

thai of a musiy old vome in an ancient | rv, it could

ode tales tald in murals or stained plass, rumic

I
even religious lexis
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Whatever the case. as the modern PCs begin 1o
peruse the writien word, you can then shift the action
owver 1o the flashback characiers, as they play out the
events about which the laver group is reading.

This method mighs shake the players” sense of veri-
simmblenade iF you aren t careful, Afver all, in ];h:,-m:
Ihl‘::mgl'l the events, 'J""." are J|l¢I-|.- 1o CXpETiEnee detatls
and make comments that are unlikely to be recorded in
any historical treatise later weitten abour the thﬂ'-l. S
I:}hg A% ¥ make it clear 1o your p!lnl.-n_-rl.. however. thattbhe
modern PO are rﬂ:lmg only the salient dermils, and nat
necessarily every last bit of minutise the flashback parey
experiences. the situstion should remain believable.

Oral Tales

Similario the prior entry, this flashback occurs as the
modern PCs hear the siory of their precursors, perhaps
told to them by a bard in a tavern, a sage in & dusty,
darkened shop. or the old high priest who was a mere
acolyie when these events occurred. As with writien
histories. the players should assume that itheir modern
characters aren't necessarily hearing about every little
detail their flashback characters play through, and
they might even interpret a few points incorrectly, but
the care of the story is exacily as their flashback PCs
experience it.

Unconnected

Theugh this is enly rarely the best methad 10 choose,
consider the possibilities inherent in a “flashback™ ihae
has no connection 1o the modern PCs. They have noe
read a tome; they receive no mystical dreams. [nsiead,
the laskhback 1a -.:mpl:.- an adventure that ocours durmg
the Last Ware, m-.-nlﬂug a group of characters that mlgll.l.
af HI.:E['H ol have any linnk 1o the modern POs.

This :ﬁhmth ie uwneful :'ml'r iF:,-nu WaF FOUE pli'.-rn.
e have some insight into past events that you do not want
their characters 1o share. You might want your players
to undersiand why someone took the time 1o build an
intricate vomb full of traps and riddles, even if their
characiers never know, just so the information doesn't
feel forced or out of place. You might believe that the
players will feel more of a sense of immediacy if they've
seen the war crimes committed by the NPC their modern
FCs are pursuing, even if their characiers know nothing
of it. O you might simply want your players to really have
a sense of whai life was like during the war, as contrasted
1o the years immediately afier.

If vou intend 10 have more than one or two {lash-
backs, we recommend you select one of the other aptions
and tie the evenis mare directly into the angoing adven-
tures. For a one-time experience, however, this method
works well enough.

M

MEmMORIES OF WaR

COiae ather posiible flashback technigque is the use af
aciual memories. The players aren’t poriraying iwo dif-
ferent groups of characters; they're playing the same
characters at two different points in their lives.

Iy ehis model, the Irltg.--_-n each ereate a character an
low level and one at mid to high level. the first one repre-
senting the PC during the Last War and the other in the
madern era, Most of the campaign takes place in moadern
Eberron. but when you want to introduce & villain or a
concept the PLOS first encountered during the war, shifi
the setting back several years and allow the players to play
1I|.'ru1|,H:i| i, hu||l|:nu lllr EvETl& that I'|'|-|_-|r r]l.;rlrl!l_'rl.
are “rememberimg.”

This ean be an ¢:¢r|,:lmnnlt:.- rhuru!mg FEEFE nd
because it allows players to experience multiple elements
and angles in their characters’ development and lives. Lt
does, however, have difficultios and hurdles far in excess
of any ether flashback model.

The first. of course, is that ifa disruprive player
can ruin a historical or nonmemory flashback cam-
paign, he can absolutely destroy ane based on recal-
lections. Players must acknowledge from ihe gei-go
lhll Ihr:f.l'l" I'F'“‘K (L] hulll;l. a -f'lil]lr:'-l" mil l,'h.i FAcieT Fibs-
tory. Anyone who sets out to deliberately make choices
in the pas farthe sale purpose af m.ﬂ:-hg the "known
future” impossible will almost certainly succeed. Dhon'
lead the PCs around by the nose, and don’t make theis
decisions meaningless; just make it clear that, when i
comes to personal character development and party
history. they should try to keep their past characters
moving in the proper direction to wind up as their
mln':'l_-rr! [0 F

Perhaps the biggest hurdles are major characrer-
changing events such as death, experience poinis. and
the acquisition of magie items. [f the players are coop-
erating, you won't have a problem with them building
their characters in directions other than where they have
“already” wound up, but what happens if 1he flashback
group “estches up” with the modern one? To prevent
this, you need merely make certain 1o set the 1wo groups
apart by more than & few levels. IF it happens anyway,
though, simply start awarding any additional experience
points earned by ithe past group 1o the modern one.

”i_’nl b a |-|||,|. rll.lg & IlEMA a7 Mminre i H:H_-u It 1 hand |.|_-_
Enl...r.lnln'lﬂ I i|w-:¢'\ F‘lun:lﬂr. |:u,|1 'n]l.u1 ifa L']li Fa€LeF dies
in such a way that the party cannot bring her back? How
o you deal with a magic item you've mistakenly allowed
the characters to acquire in the pase, but they no longer
have in the modern day? Alithough you should know more
or less what items the PCs have in the modern era, and
can give them appropriaie magic in the past, everyone's
human, and you mighs nllkt' a mistake cventually,

In both cases, you've gol two options. One, simply
h:nd Wwave al, Irl.l'iﬂ! lhl_- ]’f_':'\ that FLE T proa ft |;r|h'r\-|"|:
the twer tieme pl_-ril'lllin. the character was raed or the item
was Molen/broken/used upfwhatever, Or, perhaps the
maore satislying option is 1o work the “correcting” evenis
into a future flashback story. Allow the players 1o see how
and why the characier came back against all odds, or how
their precious item was lost.

Make no mistake: All this is a lot of work and not 10
every group’s or every DM s taste. If you're willing 1o pu
the time and effort inte it, however, this could be the mos
iniriguing form af lashback ca Fpaigen ta ke I.r]l.r'\-r:[.

M




BUILDING MODERN CHARACTERS
OM PAST EVENTS

s easy enough to keep the sdvancement of flashback
characters and modern characters com PEH-F!? SEPAFALE.
Esch Eroup carns XFP and other rewards based on i1s
actiong, and gaims !tvﬂlli‘t-ﬂ"lil\gl!’.

Although it's simple, however, it might nov be
entirely satisfying o all players. In most flashback cam-
paigns, the bulk of the time is spent in modern Eberron.
Players might understandably consider their modern
characters to be their “real” characiers, with the flash-
backs providing an interesting diversion. Additionally.
the line between XF as character rewards and as player
rewards is a bit muddy. and some players (and DMs)
might think that although the flashbacks are fun, the end
resuli deprives the modern characiers of advancement
they might otherwise have achieved.

If you'd like to see the modern PCs gain some
reward out of the flashbacks. above and beyond the
knowledge sbiained, consider making use of ane of
the fallowing eptions, (Combining both options s
nol recammended. )

Split Experience

When granting XP o the flashback group, award them
anly 75% ol what they would normally receive according
to the various challenges they've faced. The remaining
5% pereen imsteacd Loes 1o the modern characters.
This benefin sllows the modern charsetess 1o continee
some modicum of advancement ;lunh_g' games t bt
foeus on the lashback charseters, and can fepreseni
the various things they've learned while reading abow
or otherwise experiencing the effects of the actions of
the earlier pariy.

Experience as Currency

The flashback party receives 75% normal experience, and
the modern party receives the same amount of experience
peints. The modern party does not, however, reeeive
these paints as sctual X Py tha is, they cannot use them

FLASHBACK XP CURRENCY COSTS

Benetin Caostin Flashback X

Extra action poimt' ECLY %250

Exira skill poime’  ECLT =250

Exira fea’ ECL" =750

liem crearion You can create magic items using
flashback Xi* a1 a 3:1 cost {1hat is, you
muast spend 3 poinis of Hashback XP
1o replace a single point of "real” XP)
You can use flashback XP 1o pay ihe
XF cost of spells lor sither powers), at
a 3:] cost

| Aswith all action poinis, these must be used before you
gain a level or they are lost.

2 This s the elfeciive character level of the madern
characier,

3 You are still limited 1o your normal maximam ranks,
ainid VEIR ltl” sl pay T skl |H|-i|.'|1l| 'I'q:l-r cach rank in a

Spellcasting

i a=hl rl:'u. '\lll] .

& You smuast meet all ]ir\-l;-;r-llu'i'ull_-\ fqu' 1|'|i'l frlt. an ||.|:|r:'rll|.

for level advancement, Inaead, they gain these points as
a forem of "currency” that they can then spend 1o gram
their modern charaeters additions] benefis as shown on
the table below.

CAMPAIGH ARC:
DOOMSDAY'S CHILDREN

A flashback campaign works best when the PCs’ suc-
cess is devermined by evenis in both time periods, or
at least requires the players and characters to make use
of knowledge gained in the flashbacks 1o succeed in the
modern era. Doomsday's Children does not only this.
but drives home the mental and emotional scars of the
Last War thai have not yet begun to heal. Both groups
of PCs. flashback and modern, are soldiers (or at least
citizens) of Thrane.

Doomsday's Children begins with a flashback to the
mid-%60s. Karrnath has lost many troops to Thrane’s
armies and is bogged down in the Thalios region.
Several Karrnathi warlords and generals are ateemype-
ing to regroup using slightly unorthedox strategies,
One of these is General Balthas Greise, A milicanm
zealot and cleric af Vaol, Greist has deliberately seeded
several Thrane communities with plague, 1hus weak-
cning the defenders before his undead leglons anack,
This disease 15 extremely virulenr s the source—such
as a contaminated well or a “patient zero” =but does not
1.]_:rrﬂl mare than one oF two iterations he}nnd. ERALE =
ing that {1 eannot rage oul of contral. The Hashback
PCs are AMOong 1the defenders of ane of thess commu-
nities, They must find & way to ward off the advancing
undesd with shorvages of personnel and allies dropping
all around them. to say nothing of avoiding the illness
themaelves, Their best bet s to try to track down the
source of the plague before the undead arrive, bur the
D% should consider any ather reasonable plans they
come up with.

The Nlashback ends with the modern PO awaken-
ing. Une of them has experienced the flashback as a
dream. lis connection o ongoing events (s not entirely
clear, though there is abviously a thematie link, The
city of Mathyer {or some other Thrane city, if you
prefer) s in the grip of a plague thar resises elerical
Ihulmg. The PLs are aggisting in the evacuation or
contsinment of the most heavily struck disirices of the
ey, wihiile rybng 1o maipiain arder apd :'rn:ling darwmn
on losting snd eriminasls who would take advantage of
the sttuation, o the confusion, General Eldrast, one
ol the chureh s pn]i.l:iﬂ.l allies and advisors, -rliuppﬂ s
from his quarters within the city. The PCs are ardered
Ler i nvest igae.

Their investigation is interrupted by a sudden
uprising among the region’s warforged—and indeed,
so they hear, among the warforged in other nations
as well, Only o small percentage of the warforged are
revolting, but the violence, particularly agains: those
already weakened by the plague, ignites a substan-
tial amount of social unrest. Attacks on warforged
increase, as do protests and demands for the entire
race to be serapped. Only after substaniial effore, and
not & few fights. can the PCs and other officials restore
peace to the city. The PCs now have a choice—they can
continue (o investigate the missing general. or they
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con sttempt 1o learn what spacked the sudden uprising,
which is far 100 well timed 1o be coincidence. (They
likely wind up investigating both, in which case you ean
run stories based on all the following. inwhichever order
is appropriste.)

Ifihe PCs cam earn the vrust of any in the warforged
commumnity, they learn that & few specific warforged were
the ones agitating for the revolt, and that many others
cooperated due to a string of recent crimes against war-
forged. They eventually learn that nobody has seen any of
the agitators since the uprising. and that the crimes seem
to have started ai roughly the same time as the agitators
first appeared—clearly a setup to stir racial tensions, IF
they research, however. they find that this same tactic has
been used before. in the early davs of warforged partici-
pation in the Las War,

The next, relatively brief. flashback takes place
in the Cyran ety of Kalazart, Cyre has just recently
begun Nelding large numbers of warforged, and the
flashback PCs have heen dispatched 1o gather infor-
mation from within Cyre regarding the number and
disposition of these forces. For the most part, this
invelves infilirating Cyran military installations and
making off with various plans and sirsegies. While
they are present, however, the PCs do learn of dissen-
sion in the warforged ranks. Several warforged, led
by one named Sever, are unhappy at their treatmeni
by the humanoids they serve. Before the PCs leave the
city, they are caught up in a small warforged uprising,
inspired by Sever, who escapes before the Cyran forces
can capiure him.

Investigation into General Eldrast’s disappearance
revesls that he had recenily taken on, as a paramour, a
Cyran surviver by the name of Sorshe Lavond. Although
the PCs cannot find her, they do learn that she is wanted
in New Cyre for agitating against Breland and the
other nations. [F the PCs waie any more irnformation on
ker, they will have io cravel there, (You could consider
running some unrelated side 1rek adventures during
the journey.)

Before they leave, however, the PCs learn thae
severnl of the rich and powerful of sther nations disap-
peared st roughly the same time as General Eldrasi. Any
P who has ranks in Knowledge (history) vaguely recalls
s similar incident during the war, when a number of
wealthy and noble children vanished. If the PCs inves-
vigate this, they can find historical records, leading o
another flashback adveniure.

Im this flashback, [lsendra Koll, a Karrnathi war-
lord, has sent operatives to kidnap many of the children
of powerful families throughout the other nations. She
intended 1o use these children as bargaining chips. to
help obtain military viciories by forcing other nations
to capitulate. One of Koll's generals was Balthas Greise,
who took the opportunity to infect the children with a
modified version of his artificial plague. This one would
remain dormant until the children were exposed 1o a
special magical irigger. This way. when the children

were cither returned or rescued, he would have weapons
hidden throughout the other nations.

The flashback PCs do not know any of this. but they
are among those tasked with locating and reirieving the
children—a rare joint effort by all the other four nations,
This mission involves a lightning raid into Karrnathi
territory, using a combination of stealth and violence to
peneirate Koll's defenses and mount a rescue,

The information gleaned in their research {and the
prior flashback) leads the modern PCs to a disturbing
discovery: Everyone who has recently disappeared was
ane of the children kidnapped by lliendra Kall!

Pursuing their only remaining lead, the PCs
eventually arrive in New Cyre, where they can attempn
ter track down Sorshe Lavond. [n New Cyre, they are
atacked not only by Lavond s companions, but by sev-
eral Mournland monsrosities than they have smuggled
out of the gray mists snd kept caged, The PCa learn tha
Lavend i pare al an arganization af lf..’.:,- FET suEvivors thae
sl burn with havred abowr the war, snd wish to see all
the nations destroyed. Through imimidation, stealih,
or magie, the PCs can locae the group's headguariers,
hidden on the outskiris of New Cyre. There they find
writings that detail General Greist's use of disease, and
the fact that all the “rescued” children were infected.
The material also indicates that the warforged Sever
was able to trigger some of these plague-carriers against
Greist's intent jons.

Wewi, the flashback PCs find themselves dispaiched
io investigate why an entire town in Thrane has fallen
silent. Their discovery is horrific: The townsfolk have
been wiped out by a virulent plague, very much like the
one they faced years ago. Some of the townsfolk have not
remained dead, snd the PCs ms prevent the spresd not
of plague, but of plague-spawned undead!

Alss, they are never able 1o locate the source of the
contagion, but an encounter with several hostile war-
forged certainly suggests Sever’s involvemenn,

The modern PCs learn one other important piece of
information: Sever's base of operations, as chronicled by
the Cyran terrorists who are working with him, is in the
Mournland. Sever serves no lesser being than the Lord
of Blades!

Deep within the Mournland, the PCs have their
final confrontation. (Whether Sever actually serves the
Lord of Blades or is the Lord of Blades, using a prior
identity. is entirely up to the needs of the campaign.) The
miilitant warforged have managed 1o increase the viru-
lence of the plague, so that it will spread infinitely rather
than restricting itself 1o one or two iterations. Using the
plague-bearers who have been lured or kidnapped here,
and the Cyran terrorisis who remain unaware of the
plague’s true potential. this scheme poses & sufficiently
large threat io destroy Khorvairian society entirely, The
PCs must either stop the threat here or, il some of the
nobles have already begun to make their way back home,
they must track down every one of them 1o prevent a
deadly outhreak.




A mysterious artifact provides a gateway through time itself

TIME-TRAVEL CAMPAIGNS
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flavar purposes, even they're not likely 1o have a major
impact on the adventure, and in some cases the exac
device required can influenee the ploaline j1self,

Powerful Spell: A largely unknown Jth-level spell
lor even higher, if your campalgn makes use of epic rules)
allows travel between tome pe riods. ln order 1o make
lhnrjnurnq, the POs must loeate someone uplh]r af
casting such a potent spell and convinee that individual
ter o 0.

Ancient Artifact: The magic 1o sail the river of vime
comes not rom an individusl, but from an ltem. This
might be something as tiny and innocuous as s seroll, or
as imposing as a rune-inscribed gateway of black stone that
towers over its surroundings. Though it mighi be easier
to use such an artifact than 1o obtain the aid of a mighty
spellcaster. the artifact has the disadvantage of function-
ing for anyone who knows how to use it—including the
party's rivals,

Ambient Effects: The time-iravel effect need not
be attached to an obvious source. or even under anyone’s
conscious contral, Perhaps all it takes is entry toa certain
area or exposure 1o an abnormal aura, The PCs might
enter the swirling mists in a truly warped region of the
Mournland, or an uncharted cave in the Labyrinth of
the lemon Wastes, and emerge not anly in a differem
place but a different time, Thissort of unpredictable and
uncontrallable time travel has entively different reper-
cussions from those of the methods shove, since neither
1|‘11_- | Y Rar 1 b p]:.'!ﬁth Camn I:I:'l"i,l.; e far ak, and lhr!r nugl‘“
Bdl 1Rl Il]l'_l' l'l"ll'u-gnl.:r wllll s (ST 5 rl_'i[.

Motives for Time Travel
Al hnugh ]m:rnlui ol bves far ||-t-.-rl:n= it the past are
lieminless, the Ay fall inte one of four grnfu] il
egories. Consider which of theis are central tothe adven
1ure :m-u':r |1-|l|n|1.|_-4‘|. SinCe you mlg’hl wish 1o base your
other decisions {such as how much power the PCs have 1o
actually change history) in part on their objectives.
Study and Observation: The mos passive motive for
timie travel, this involves no change in history at all—or
at least no intentional change. Characiers travel through
time purely to see an event or historical period Arsthand.
They might need information otherwise unavailable
to obiain some goal in the present, they might wish 1o
reclaim knowledge of a few spells lost during or afier
the war, or they might simply have an unusual means of
exercising a strong sense of historical curiosity.

Interference and Alterstion: The characters 1ravel
back to the past with the intent of ehanging history ielk.
Perhaps they wish 1o prevent the destruction of Cyee,
aF o enaure that a partiie ular aation wins the Last War.
Aliern |:|.1.-rl-|.-. their gu-h camn be far amaller and more
personsl, such ss saving the life of & loved one who was
slain. 31ill, no mateer their goal, chis is essenninlly & self-
ish abjective. because it risks changing or even destroying
the lives of every living being in order 1o obtain an end
that only & few characiers mighe believe in. Though its
pessible to run s time-iravel adventure in which the PCs
seek to change history, this is more often the goal of vil-
lains in such a plot.

Correction and Preservation: The opposite of the
previous entry, this motive incorporates any circum-
stance in which same time traveler or other "historically
inappropriate” force has changed the events of the pas,
and the characeers must travel back in time 10 repair his-
tory itself.

Alternatively, the change in history might not vet have
occurred. and the FCs are traveling in time to prevent i1,
For instance, they might know of a sealot who has iraveled
back in time to prevent the ereation of the warforged, and
the pariy seeks 1o op him before he suceeeds

Participaiion, Assimilation, ar Ohsessian: Fer-
haps the rarest and oddest of 1ime-travel motives, this
re r|: e bir & thlr.pﬂ-rr w||-u l||hI.F|!:|- wn.ll.l_-\ 1o afaneiFl he rlr“
inta life in a prior era, This desire might be rooted in
Y ]'l.q\l:n-rl;.pl fa SCTRAN RCHTR thas h-'\ lll:\'\-l:]:‘l-'l:‘uj pEkEdE & fu”.
Elown desire to lHyve i a prior world, an abaesaive love Lor
u,:]upmnl laved for a historical rI.H_u £E, OF ARy 01 ber mative
that might inspire someone 1o prefer an older time. This
HEETES T TIOHC s ¢n:'-ugi'|. bt there s o |rllmg what pore
of damage an individual from the present could cause in
the past, influenci ng history wit hour even ru.liu:ug in.

THE RIVER OF TIME

Alihough the PCs have the potential 1o change history as
written in the Enmoy Compaign Setting in both the historical
and flashback campaign models, the time-travel model
has the added complication that not only the players, bui
the characters, know the way history is "supposed” to
turn out. T his knowledge enables them 1o avoid taking
steps that might accidentally alver the events of history,
but it also makes it far easier, and more likely, that they
might attempi to deliberately do so. Perhaps the moss
important decision you must make when designing a

P————-—-—————H

AN IHEXACT SCIENCE

Time travel is among the mout complex procedures
imaginable—more so. certainly. than simple telepor-
taiign or even planar travel—and not even magic mighe
be capable of total precision. Just as plane shift can
only gusrantee srrival within 500 miles of & specific
target, so the various methods of time travel might not
be able to ensure arrival at a specific moment. Characiers
could arrive days, weeks, months, or even years away
from their intended destination. This allows you the
spporiunity 1o work in additional adventures outside

thie Pll‘l}"l. normal era, without necessarily tying them
in to any overarching plot. You can even work in
unrelated character complications. What happens ifa
character falls in love with someone from another time
period? What if someone decides he or she prefers life
in the pan?

It probably goes without saying. but unless you
deliberately want the PCs o miss their goal entirely,
yvou'll wani any inaccuracies in time travel 1o place them
befare the Larges date, rather than afier.

'mﬁ
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time-travel adventure is this: To what extent can history
be changed by time-travelers, and how do you intend 1o

handle the repercussions?

Unbroken Flow

.l-hl.l. 111 I']'l.l_' l||.'|'li|-\]l_"|1 I.|I1lr-ltlw1 I:'|I.|.'|ll.-|;|.|. hlu.l lhr I'r]l:.'rfl
could Bind bt frast rating. Under this model. & time trav-
eler canno r]lnﬂg_{' ll.nmr'!f in any way, |hli‘|¢, ar form.
History kas .]n_*.w]:, been written, and not even the most
sealous elfor or pelent magic can chnhgf i, Characters
might travel to the past, and might interser with people
and events, but nothing vhey do makes any difference.

Asthe DM, vou have muluph ways of enforcing this
fact. The most difficult method, but ultimarely the most
satisfying, is 1o have something occur in the course of
play to prevent it. An accomplice of the assassin steps in
1o delay the FCs just long enough thai they fail to stop
the assassination of Qrueen Mishann. A storm blows
in, perhaps summoned by an enemy spellcasier, to slow
down the mercenary army the PCs have gathered. pre-
venting them from changing the sutcome of the Battle
of Brey River.

You cannot, of course, account for everyithing, Some-
times, the PCs might win through your obstacles despite
your best efforts, Under these circumatances, the PUs
might be stapped by an unseen force, or they might even
appear to succeed in their goals, only 1o discover tha
history has repaired itselfand “written out” their invalve
menl ance they return to their own time, These opiions
are far |-r1.l|. Al |-.r:|' I.ll“ 1] ||‘1r |:|.:|:|.-r:"\. qnil can ITIJ.LF them
fecl fe u'l.l'rllnl ar :'.l:|t'|.|.i.-|il‘\-|‘i. [T ED :llll“.'ll_' made ot clear
thae viene can ol e cha hghl inyour campaign and -1':.-:}1;
don’t uie these metheds unless absolutely necessary—you
can probably get away with it

Ripples in the Stream

A campromise between two extremes, this model of time
travel allows travelers and PUs 1o alier specific svenes,
].“‘l'h-lp'l r]qunﬁnls the fates of individuals, bur nor 1o
fh.ug;— the course af I'.ulm':.- as 8 whole., For instance,
the characiers HI.:EhI sueceed in savi ng & loved ame from
dying in & plague, bur they could not stop the plague
inself=ar, if |:'hr1.- do, & second natural dissster occurs
with largely the same effect. Should & traveler somehow
slay FKajus before the Battle of the Galifar Heirs, hissuc-
cessor performs roughly the same actions, leading 1o the
same genersl course of the Last War, If the PCs turn the
tide of & great battle during the war, another clash turns
against the winners, leading to the same eveniual resuli.
Ifthey stop Asren d"Cannith from discovering the means
of creating sentient warforged. someone else makes the
same discovery. Ultimately, they might change the way
major events ocour, perhaps even postpone them slightly,
but they cannot change the final ouicome.

Aldthough this could seem frustirating for players. i
still allows them to achieve personal victories, some of
which might be far more imporiant, at least in the eves
of particular PCs,

Chang m%' the Course of Rivers

The most difficult 1o handle of all time-1ravel adven-
tures, but alse the one thay granis the POy and plavers
the greatest amount of influence. this model sssumes
|I|.il I]m P:_-"\ [+ il fl|j|‘|=l_’ ||.nl_:}|'!|' Juil F1Y I_'ll.lt:r 1Y I]I.t'lr CEE
alier [l i TEE ] ||‘|.|_-|r o L R RIEE. Hehe rl::\lukll the eide
of s majar bartle, |h¢:r m:_ghl |:u|:.- rh.tngf the course of
the Last War, granting a trus and nl.-rr-.h;lmmg victory
(L | ?HTIE'I-I: Aaticn. Alliiilﬂlllﬂ-t Or FEsCUing a major
historical figure might also alter the course of history,

yﬂ

That Guy Looks FAMILIAR . . .

Some of the wrangest elements of tme travel inelude
oddities such as characters meeting themselves, or creat-
ing pa radoxes inwhich charscters take actions that would
make prior acts impossible. As the Dungeon Master, you
need 1o deelde how much 1o worry about these, and 1o
what extent.

The easiest method is, of course, simply 1o disal-
low i1, The PCs cannoet travel 1o s time in which they
are already alive; the magic simply doesn’t work if they
don’t go back far enough. Similarly, no maner how
much they might be able to alter history in other ways,
they are incapable of cresting any blatant paradoxes. For
instance, they would be prevented from killing their own
grandfathers and thus preventing their births, or from
preventing the creation of the artifact that sent them back
in time in the firss place.

It is, however, impassible 1o avoid paradoxes in time
travel. By definition, if the PCs go back in time to fixa
problem, and succeed in doing so, the problem would
then never have occurred in their time, giving them
no resson 1o go back in vime in the firo place, (Dizzy
yei?) In most cases, you can simply assume that those
who travel time are not themselves affeered h:,.' thn!ﬂ
in history; the very fact that they're already outside their

O L 'p r\-l,:ptr- |p|;“— iniime prevents time [rerim a:l:uugmg
them as thoroughly as it does others. In fact, you can take
adunlagf al this. Allow the PUs to come back from one
trip through time. only to discover that the world has
changed—perhaps slightly, perhaps drastically—and thar
nobody elie seems to notice. Because they were safely awr
of the way of history when some great change occurred,
they remain aware of that change and can 1ake steps 10
repair it. This sori of storyline gives you free rein to
make all sorts of changes 1o Eberron, shifting political
borders, killing off major NPCs. or anything else you'd
like. Afver all, sssuming the PCs suceeed in their next
adventure, it'll all be put right soon enough.

If you do choose 1o allow PCs to interact with their
awn past selves,” you'll also need to essentially ignore
such questions as "Wait, if | met myself in the past,
why didn’t | remember the meeting?” In books, TV, or
miovies, it's possible towrite a story that takes such events
into aceount. Not even the best DM can always coum
on keeping such events straight. or planning them in
advance, and you certainly cannot eount on the evenes

aing entirely as planned. Better to assume that the PGy
silure 1o remember meeting themselves is just another
side-effect of their being outside time's true path.
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sentient warforged far earlier than the PCs remember from
their own knowledge of the past, and thar the warforged
rebelled againsi the Five Mations late in the war, led by
Sever and the Lord of Blades.

They must hunt down Sever in the middle vears of
the Last War, for it was he who aided House Cannith in
developing the warforged early—precisely so he could then
slowly work at orchestrating a warforged revolution.

Knowing that there is a third fugitive loose, the
characters might expest to discover a third set aof changes
when they return home, bui they are likely unprepared
for the extent. Karrnath rules the entirety of the Five
Sattons with a militant iron fist, (And indeed. there are
a full Five Nations the Day of Mourning seems never
ter have oecurred.) Emerald Claw enforcers and undead
patrols crack down on even the most minor violations of
law with ruthless elheieney. Even worie, Colonel Cloppa
clearly foresaw the possibiliey of interference in his
Er|hl"|l|.. Eu_-f-ul'-r |'|'Ir F{ MY (% 11! ﬁ.:l:l ||1|;|ir way h-;l |i1ri,:l,||=|‘l
LiFE agant, the cavern in the “!.;.-l_'l.;.\p\ ix abliterated |::|'
Fearrnathi WA AEES.

'["llur Pils ELINTEY ] E||,:r'|.l for ademe nl.hrr l'l!l"lh-l::l. nF
reiurning 1o e pas and Fesloring hnmr:.-. I the pro-
CEEs, |J|r:.- have 1o learn to survive in this mew, dnpa}rlr
regime. and 1o unearth the exae point in history where
Qopps interfered with events, This mighy take only a few
sdvernures, or it ean strerch for many sessions of game
play, depending on how thoroughly you wish 1o explore
this “alternate Eberron.” Eventually, however, the PCs
uncover some other means of 1ime travel—perhaps aided
by & resistance made up of Silver Flame lovalists and
Cyran separatisis, including NPCs whom the PCs have
mei hefore. but are now dramatically aliered. The FCs
learn that Colonel Cloppas assembled an additional army
of mercenaries and Barrnathi lovalisis 1o sirike from the
flank during the Baitle of the Galifar Heirs. preveni-
ing Mishann from escaping and ending the war almaoss
before it began. Only by stopping the introduction of
these additional forces can the PCs finally restore their
warrld 1o its “true” nature and histary,

NEw MONSTERS

{:I'[ I]l.r !:nrr MOniiers -|||;|':.; r:lH_-:l. mn Il'ln. secietas, Iu'\-l;—llm
arcane ballssta and the Karrnathi dread masrshal—are
menticned in the events af the |Jn|. Wir as r|1|.|1|l|.|_'||1 LEi]
{ihaplﬂ' Chne of this bosk, The ather three are I!hwulﬁ‘l
for wse as the DM sees b, cither in & Last War ¢a mpalgmn
or a standard campaign, to provide an element of sur
prise for the plaver characrers.

ARCANE BALLISTA

This elaborote, well-deconated weapon of war appears barmles withowl o
crew . . . until if shifts fo arm im pour direchion osd begans leading itself

Arcane ballistas are animated siege engines, capahle of
loading their own ammumnition and magically enhancing
it e terrible effect. An arcane ballista is controlled by
a command amulet; any arcane spellcaster wearing the
amulet can give it simple instructions,

An arcane ballista normally anacks by firing bolis
targets from & distance, N threatened in melee. it swings
s loading arm like a elub againsg adjscent foes.

Arcane BaLisTa CR 3

Always N Large construoi

Iniv —1; Senses darkvision 60 fi.. bow-light vision: Lisien
—, Spot —

Languages —

AC 18, touch 8, fla-footed 18
{—1 size. =1 [hex. =5 armor. <5 naiural}

l'l' 63 (6 HIN

Immumne consiruct immunicies (MM 507)

Fori +2. Ref <1, Will -3

Speed 20 fi. (4 squares)

Melee slam +8 (1d8-7)

Banged bolr +5 (3d8+3 plus 1d6 fire/=2 plus 1410 fire)
Space 10 fi.: Reach 5 fi.

Base Ak +4; Grp <13

Abilities Sur 20, Dex 8, Con —, Int—, Wis 1, Cha |
SL) construet trais, Blaming burst bolis, self-loading
Feats —

Skills —

Advancement 7-9 HI (Large); 10-18 HID {Huge)

Flaming Burs: Bolis Bols fired by this magical ballisea are
treated as 45 [Laming burst baits.

Self-Loading An arcane ballisia can load itsell as a move
action that provokes aiacks of oppomunitg.

STRATEGIES AHD TACTICS

An arcane ballises is o mindless construcy, and gener

slly obeys its commander without s dash of ingenuiny
or ressurcefulness. Left vo its own devices, it attacks 1o
defend itself, using its slam attack against adjacent fpes.

SAMPLE ENCOUMNTER

See the Armies of Aundair entry on page 47 for a sample
squad that includes an arcane ballista.

ECOLOGY

Arcane ballistas are mindless constructs ihat do not
eal, sleep, or breaithe, They rely on a supply of spearlike
bolis as ammunition, but they imbue ordinary balis with
magic as part of the magic of their construction. They are
weapons of war, lacking even the rudimentary sentience
of a warforged titan, obeying the orders of their com-

manders 1o the letter,

W

Arcane Baiusta Lore

Characiers who have ranks in Knowledge {arcanal can
research arcane ballistas to learn more about them.
When a character makes a succeasful skill check. the fol-
lewing lore is revealed, including the information from

lower [M2a.

KEnowledge {arcanal

DC Resuld

15 This is elearly a ballista animated as & consnraer. s
probably mindless, lacking even a trace of sentience.
This result reveals all consruct prabs.

20 An arcane ballista Ares huge crosbow holis tipped
with magical fire. If cornered, it can anack adjacen
:I-u-rh with i1a ||,:..'l||l:1 garm,
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H_.l.!r ap will
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The amuler that contrals an arcane ballisea i
{ix

9 . i
FEEd 4k |-.|: | r !:-.||||-.‘..'\- Creat e ||'..| it LiE

ekl

"Ill'l “II"II WO RN EFY A 1 I'..II.I.I 16F Wi 1& I.IIIIII!" al el

arcane !.'.II'I."'

Environment: Asa WEAFON Ol WAF, AN ArCane bal

i I T
lista 12 most commaonly found on the banleheld, A few

arcane ballistaz can be {ound |,:!.IJI-\.i.III|; House Cannith
enclaves, noble estates, or military arsenals
Ivpical Physical Characieristics: An srcane bal

lista is a Huge heavy crosshow covered in armored pla

ing and mounted on a metal stand about | £ feet high. i

weighs about 100 pounds. Despite its lack of any facial

it can perceive the world around
w-light vision

Llignment: As u-|r|.1|.--.-. ]

feaiures, 1Nt |_|r|'|'.:".-'.-

5,
|
I

it wiih ||.|II.|.|'\.'.|||'. & TH

uns. arcane bal

1
Illl-l'\.-l:" BIWAYS NTUITA

T\'I’ICM TREASURE

hecane ballistas do nat carry or hoard freasuare H v

cvier, 1E i cammand amulie] 1s capt wred, an arcane hal

listm 45 braell d'l\..l'l'.|:|'._:h walualle

FOR PLAYER CHARACTERS

v arcane ballises 15 8 manterwork ballista (ease 800 e
|'\-|.'IF::.“|I|..||.'|.I|| and mounted on s stand lan addiiianal
20 g

."'|~~|'|||-!.-|:|'.'¢':|‘|.|'.||1!.| TEquires a [ 18 Cralt ':'\.u'.||l

ansmithangd heek. It mus then be iransformed intg &
5 i § § 5 9

.5 JlOmifAg oursl & iefn, and inally animated and keyed 1o the

command amulet, 'he creation cou includes materials

tor the amuolet ax well as the ballists

CL Vrh; Graht Constraet, Craf 1‘-1.|'.;|-\. Arme amd
Armor, and fome blode, flome simike. or fireball: Price 75,000
Ep: Cost 37,000 p ||I'||':.l\.u.|JI|'|: 1.000 Zp lor the ballisia
and standd + 2000 P

KARRNATHI
DREAD MARSHAL

kmang the

Waers. ane clearly sh

if ronk s

tavisds Bhe evhresssan of if deiooaded, manken |

|.||-..|:-c| ihe |.||rr|' :|.|:|'-\.:-‘. ||'.1' WAT, I\\.||1r|.|||'.'-\. gEn

= 2 % &
!.'u'l.l'l'. i ficient IIFI:: |'.|'|I.-|':I|'

...'Ll'..n.-\.|.-|‘..:rr| that they

afficers 1o command

their legions. Their undead
soldiers, though Auperiar (o vandard skeletons and
rambies, rr.||_|'.|.-|| AUpErVIsion by more intelligent
s more creative individuals, The result of substantial
Aecramantic experimentation was the dread marihal
afy undesd alfheer af FEealer skill, ||h||rr lmtell ligence

winel @ anbatantially A FONEEF aCNE el per sexmality, than
any Karrnathi undead before, Mot anly |.-E|.||'\-=r el

I-I'.III:IIL:. ||II' -III'.-H.I II'.J.I"'!'

& |||lu.-'\-'\.r|| abilivies thar

allowed them 1o A gmenl 1 he powers of the undesd wha
||||'.{|'.l wnder thelir command .;l-.llh r.'||'.|||:|.'|l_' the

noleney ol the wnit

K argrarvl Deean Magsqal CR 5
.'Illl—.l'h & I I "|1T{I:I.:I' '.II|'|"I I

Ionit =4; Senses darkvision B0 f1.; Listen +6, Spog +6

.*.ul'l REE LEEN

I R H{ll.l ETS L 1 ETL LT

AL T0, towch 10, Hai-footed 290

|'|]| 125 HD, DRS |.|.|:||:|- Hing of 1 slashing| see texi

Immuane andead immunities (MM 317)

Fart =5, Rel +7, Will =5

I"|-F|ri'||. el FE. i haoeasky

e L§ squares), base -|-|-|--| J0 f

Meler mwk preafvware | o7 (2dG+4/ 1920}
:'rpu'-r 06 Reach 5 1
Base Atk =2 |.'rr|l o §

'l.ll:{':lpl:nn\l\.l" I

5 e 1al Actions ¢

av, rebiuke undeasd 5/day (+3, 2d6+7, Sk

'H‘:l|lt|rl|."‘~| 16, Dex 11, Can Iiwe 13, Wis 12, Cha 14
B0 undead praits, unlaly !-|'|.;|1|:|'u.

Frats Grest Forvituwde :||||-|.-'\.r-| leitaadive '_-|_.|-||-_||..:
Bedlexes lI-'l-l'.||.|-l.'| Foeus [greatvwored)

Skills Climls 5 [l‘:|
Listen <&, Bide «5

idare +7

2 b, Survival «1 (=7

Fasl licvsw g i witha)
Advancement G-20 H I} (Mediwm)
Posieassinns miasierwork |-|--.l'\-'_'.I ALE, TRALEPwarh Eredlii e |
Auras (Su) A dread marshal constanely Praecis Gaee ol 1he
d

" i 1 " i ¥
lineluding the dread marshal fvsel i) within 30 feer. I e

bielow, That sura alfects all allied w

i Fas deseribes

urdesd are currently controlled by the marshal's rebuke
andead abiliny, they are affected 2o long as they are within

B feer. A dread marshal « i FiL [ ol only omne such sura at

i time, but can shift to 8 new aurs as & swift action

Hardew Fleih 1The naiural armor bonus of all allied
undead within range increases by 3
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stamdard Barrnaitht dread marshal ad

wement.) fombies or other undead that n

v Al feet to Base Heavy :‘;qupd (EL 10} Dread marshals aften lead

r. unite af ten Karrnatha u:ll!l_-.ll;| iniG hJII‘|r againel

an allied undead with a melee strack lexeluding weap Unless caught by surprise. Karrmathi dread marshals
ons with exceprional reach? suffers  points of neganive never fight alone. Their abilities are simply 100 heavily ;
energy damage. focused on augmenting other undead 10 waste on lone m
Negatice Enevgy Infuwion All allied undead within range do endeavors. Thus. they are almost slways found in the =
an exira 2 points of damage on melee attacks. This is nega- company of other undead. either on the held of batele o E
tive energy damage. Each vime an allied undead deals this a8 puardians o |r||’-|'-.~r:. or rrhj,;il.'-l.l-ir|'-1ll'||l1-'l|'|'= =
rative energy damage. i1 heals | hit point of damage, up Guard Unit {EL 7)i A dread marshal. along with E
o its normal maximum ithree KRarrnatbhi skeletons or rombies. stand as sentinels >
Kush All allied undead increase their base |.||'|.|-||'\.|l|-|;| at the et ryway .||-.;|'-:..1rr1:.|'.|'||I|;||n]:-|.l_-|:|-|::-1-.l| |'||7Ir.~|n|.'||¢ ~
by an amount -u.'||.'||l.r|¢- aura bonas X 5 feet. {Thus. a war-clefrics ;
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cannot run or iake full-round actions gain the al Enemy lorces |_-.rr|u.5{|- 54). The dreacd marihal

dae w abhierves the Tirst 1-n|,|1'.r| afr twa al il 1} r
Jworm Bennfonsy "'-:i..|:||-r||.n.‘|.'..r|hll'r.lnl.lll.:l' Fain furn ||||F||||;;I||.|-r|.-r1n|r|-rI'.'lr.'\.h||||:r-.||‘.||'.rrr|r||1-. .Ihh

recisfance +2,. 0 his dacks with any turn residdance they belore reassigning its saldiers, and adjusting - 1

'|".|:|||.. re :!l\.!uul\..'n s Aniras I.||'.||1|||rr|u|r

ihi dresd

|l.|r|1.1.|;\r Reduciion (Ex) K:

resembile skeleions have damage reduction 3 F:EG[.GGv

and thowr thai resemble sombies have damagpe reduction H.J.I:II.I‘.;'I'.{IIFJIIrI'.J1'||'hJ.I'|.IIrI-.I.'.I1'.IIIIII.'hI ﬂf

--...-|'..::q ercations, with no |.||.||- i the natural ‘
Rebuke Undead (Su) 4 Kars i dreadd marakal can rebiuke arder, | hey extar only within the kK nathi

Illjl'h."' ¢ II.'lII'. I'1 LExE I'|'.I| s !IFIII allicers

as an oyl ||"II. II"' elbective :rlllll\.ll'.l: beved ks

I'-I.IJ: ta ats i Diice OVEFaedLTE unils ol |'\-I||r|I leas sel F-su FELebem
Unbhaly ]uu:!nlrtt“'ﬂl % Karrathi decad marabhal galns undesd, They share the Propeasily of many

& bonws to s B pad ats r||'.|..i|.-|'.l-| ha madilier X 18 undead 1o feel harred !1.-“.|I|EI|'.|".|1|.'||,:.-I:-|.II|'.r||

Hia Diee sdherence 1o orders r.||'|lr:1.|'l\.|r\ their desire
I'|.u|1|.|-lri| Toueh {5u) Asihe '\-|-|'!| Tiday; +5 vouch; canmes for bloodshed, allow ing them 1o

level Sals resirici their impulses 1o
the battlefield or other
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Karrnathi dread marshals serve as
hideous generals for other undead
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ar are taken by surprise, they resort insantly to vialence
unless strictly erdered otherwise,

Enviranment: Dread marshals are found wher-
ever the Karrnaths milnary orders them 1o go. This
FISTiLLl :I'rrqu-tmlvl.- means battlefields or I'Hii:llf':r pratalla-
thons, but can be almoesn -n:.--hﬂq_-. Tilr‘!r have o native
FRVEFORMEnT.

Typical Physical Characteristics: Karrnathi dread
marshals resemble other Karrnathi vndead (ECS 2920
Some are almost skeletal, with linde if any muwmmifed
flesh or muscle tissue, while others are shambling corpses
that appear to be Karrnathi zombies. For the mos par,
these differences are entirely cosmetic, with little eifect
on the dread marshal’s abilities,

Alignment: All dread marshals are lawful evil,
conditioned both to obey orders without question, and
to take whatever actions are required to accomplish
their goals.

SOCIETY

Karrnathi dread marshals have no true society of their
awn, They interact with others. be they undead or living,
only as their positions in the military reguire. They
fanatically obey the chain of command. but atherwise
have no interest in sociely’s castes or positions.

TYPICAL TREASURE

Unless they are granted an item by their superiors 1o
aceamplish a specific task, Karrnaths dread marshals
carry nothing but their weapons and armer, as noted
shove,

ADVAHCEMENT

When & deesd marshsl gains Hit [ace. the prawer af f1s
T e L) hl.:gln inerease s well, A standasd dread marshal
Erants a bronus of 2 (he 1 1o turn resistance, dama ge. ar
the like) with its aurss. For EVEFY 5 additional Hit [Ddee.
this bonus inereases by | (=3 a0 10 HD, +4 s 15 HIY, and
+5 mt 20 HD).

KARRMATHI DREAD MARSHAL LorE

Characters who have ranks in Knowledge {religion) can
revcarch Barernathi dread mardhals to learn more aboat
them. When a character makes a successful skill check,
the following lore is revealed, includi ng the information
from lower [MCs,

Knowledge (religion)

D Result

15  Alithough it looks very much like s nandard Karr-
nathi undead. you believe this to be a dread marshal,
an undead afficer of grester intelligenee, maruial
skill, and force of personality than its lesser com-
raded. This result reveals all undead 1rades.

20 A dread marshal ean eammand undead like am evil
elerie, dratn life with & toueh several vimes a day
in order 1o replenish dts own vitality, and generae
suras that balster other undead.

25 This level of success reveals the precise nature of the
auras available 1o dread marshals.

h————-——_‘

MISTLING

Mam l--;ga Are F;:.. thas ance dwelt tnthe wilds of E]g.- e, 'I'i:r:.-
faow Iasian the Tl i Maowrnland, iurheult r"I:.- the borders
within the Eray miss, maddened ereatures as twisted and
malevalent as the natural environs they onee inhahired.

MISTLING DRYAD

This ereature resembles @ humanoid moman roroed of burnished wood—or
af leasi, i might saoe hooe dene so. Liracks and apets of black blight mar
the perfection of ber shin. Her leafiike hoir & crocked and brifile, her limbs
umeren gnd twited, and her eyes shine with modness. Wisps of foul gray
smoky drift from her mouth, her epes, ber nose, and the crocks in her shin,

Mistling dryads were once normal dryads whose trees
grew on the borders of Cyre. Most such trees were oblit-
erated by the Mourning. or else twisted so hideously tha
they cannot suppore life, bui a rare few were corrupied
without being totally stripped of their inherent connec-
tion to nature. The dryads who dwelt in those irees were
warped into mistlings.

Mistunc Drvap CR 5
Always CE Medium fey

Imin +4: Semses low-light vision, Lisien +7, Spaog +7
Languages Comman, Elven, Sylvan

AC 19, touch 14, flai-footed 15
{+4 Dex. +5 natural)
Misa Chance 20% misiy aura
hp 22 (4 HD): DR S'cold iron and magic
Immune disease, poisan, palymarph
Resint acid 10, eleciricity 10, fire 10 SR 14
Fart «5. Rel <&, Will «4
Speed 3 fi, 6 sguares]
Melee dagger «6 (1d4+ 119208 ar
Melee claw «b (1d4+] plus poisan}
Ranged mwk langhow «7 (1d8/3)
Space 5 fi.; Reach 5 i,
Base Ak «F, Grep o2
Ak ﬂl:ll'qnl. I]1Ellﬂl (L) rl.E-r. mague l.lr:Er. proand (D H-.
1dZ Dex/1d2 Diexd
Elh.'\qllnl Actisns L L T |r“'|F-n'||
Spell-Like Abilities (CL Gehl:
A wall rnrang|r {11 |Prui PRl 'I.l.lll.‘.'.ll. iree ||'|uﬁr
gfi|iy ihues pr-’mﬂ COHC TR, III'IIFI ifwmber (DD 13}, q-l:-u-.-rnn_q
siiif (L ). prewe steicde
.I-'dl:| - iudgeition ([C 13). Tasha's kideaus fu:-;ﬁ!rr (DM 06,
CL dthl

Abdlities Sor 12, Dex 19, Con 15, Dne 1. Wis 11 Cha 18

3A poison

30) madness. misty aura. tree dependent. wild empathy <16
(=12 magical beasis)

Feats Greai Fortitude, Weapon Finesse

Skills Escape Arvist 411, Handle Animal <11, Hide «11%,
Knowtedge (nature} <11, Listen +7, Move Silenily «1 1. Ride
b, Spoa 7, Survival <7, Use Rope +4 (<6 with bindings)

Advancement by character class; Favored Class druid

Possessions dagger, masterwork longhow

Aligned Sirike (Su) A mistling’s natural weapons are treaied
as chaotic-aligned for ihe purpose of overcoming damage
reduction,

Magic Strike (Sul A miulings natural weapons are treated as
m’ﬁ'i; r“.lr Ihl:' I.urlw D" EWTTCOETIEN l: :Il“l.“’r rrr]‘lf“ 1K,
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EFafAslorm amny I-|"'|i T '-|""-' like ability i1 can case into &
living spell (ECS 2¢

i

.|u" like ability. §he resultant living -||':|| lasizx for =

| his requines & fuill-round acvion.,

a il counts as one dailly use or casting of ihe SJnE

number of F |-\...|-|.| to the mistling s Hit Dice or uniil

desiroved. and follows the meni
Madmness (Ex] An
ded

conisct with bt tortured |n||u| ATAE

% ol BiS CreEs

tepathic abiliiy makes direct

iakes |dd poinis ol
Wisdom damage

Misiv Aura (Sad A mastling constantly emais wisps of gpray
misd, | his grants the mistling concealment and & =8
carcumatanee boses 1o Hile checks in areas af |-|_'_ L1111}
vmoke, or olher vaparous condilions

Iree ]]rFrn-ﬂrnl (Sl A mistling drved is mvvatically haaind
ti3 & single, enormoas cak teee aned must never i ray mare

Is | 1 be

. '
withasy 4d6 hours, A drvads sk does i

L '
than 00 va . Anpy whia

1 the eleek

:‘IL;II\ ‘Il. I:II'|;':I|,: IIl'l.'li. EAlh% a = gircumilance :'I-I:III'h un

i 1
Hide cheeks in areas of 1o, Fubel. amake, oF O Tt YapOr

e e FLETRTITY

Strategies and Tactics

Mistling dryvads are insane. They torment Liv ing beings for
the sheer joy of causing pain and often use their entangls
1 spell-like abilities to make potential

norm and suggest

victims more pliable. A& mistling dryvad whose tree is threat
ened enters a homicidal rage. fighting 1o the death.

Creating a Mistling

"\.1|-.|.|r||_- isan a el -_r|r||.|.|-.|' thai can be added o

any fey {referred 10 herealter as the base creature.)

f:h:”znqt H.nqlnq" Same as 1he base ereature =] if
HD 4 ar leas; as bave ceeatuwre 2 00 HD 5 ta 10, and as
base ereature +4 of FHHD 11 oF more

."'||:|,:nnlrlll IThe ercature’s & nl changes o

chaatis evil
Armar Class: The base ereature’s natural armo
bemiis ke Feases by =2,
Avtack: A mmisl

e and also EHLIE & © law autaek iF i didn't alrency

s retaing all the auscks of the base

LI
have one. [l the base creature can WEE WeaOms thie mise
|I:'.u retains this abidlity % m .'-I|Illu with narural Ll
ons retains those natural weapons. A mistling hghting
wit hout weapons uses either its claw attack or its primary
natural weapon Lif it has any). & mistling armed with a
weapon uses its claw or the weapon, as it desires.
Damage: A mistling has a claw attack. If the haze

reature does not have this attack form. use ihe

aie -'|.. IpE l..lllaf ifgr]ar ||'..L' i le below accoTding o the

creature’s size. In addition. all of a misiling’s natural

r A% hr“

¥
FART S l'\.l'll'.l. I'hll'\.lll'h dan

Hige ”d.!l'm.;lr Shre |:|.lll|i||;lr
Fine 1 Large ldb
LDiminutive | ||l\.|.\_'F I 8
Tiny Idid Lrargantuan b
Small I3 Lioloassl 2l
Medium ld4

bl evaad 'r|.|r|||r..'|I by the Mouwrain 1

hecomes a harrific m sl

Artack 'ﬂl‘lrt'uln'\. 2 |r|'.-\.|||||q Fetasns all the amack

ik § e

|||'i|||||'.'\. af the base ereature, In sddition, i ]
atlack GpH G described below

A ingvhed Sievke (Fuk A |.'|:'H.I||n'.;'-. PETETER 1! WEAPOnE AFe
treated as chastie .|||q.'||'|| laF I||rl:|||.|||l|w ol OVEFCTFM TN
|'|.|:n.|!_:|' Pedaerion,

Magpe Steike |

¥ A ||||1.I||.'||,:"\. aatueal Wenpoms are

treatee as e A for the pur

|."|-.r ol over COTN Mg -c|..||1|..||,:-c'

I.-I'!.l"atll'l‘['.h]: 'l.||:|-.l||r||,: '||I|I|II.|J|ﬂl'.J-L'Ll-IjF.I-.JF'U“-"l'I
The save DO s Constitution-based. Foison

= is dependent on the base creature s Hit Liice. as
shown below.

I Dhammage H ¥ Damage
=13 | Dex 13=15 ldb Drex
8 1402 Dex 16=18 1B [hex
7=9 13 Dex 19=20 2db Dex
10=12 lild Dex

5 1'|:i:|.| .Jﬁl_-"-u-n-h A miistling retatns all the speeial
P 1.9 F

actions of the base ereature, In addinien, n garns Lhe
special ackion deseribed below

Conpure Lr .'_L."i'r.rl. (5p) Once per dav. a r|'.|-.l'.||||,: CEN

translorm any ..||.-'|| (=4 'H.IH'“ like abilivy ke camn ense § 1
fl !nll'..; '\.|||'|| CECS 299, This requares a Fuall-round
petion, and 1 counts av one dakly ChASiENE Oor uie of the
'\-||r|':-|| 'ai:-l'“ like abelity. The pesuliant ||'\.|I'||_l I-_‘.ll'“ lasts
for & number of howrs "'i""'l o the II|I1I||I":|" 2 Hir Llice
or unti] destroved, and §r follows the mental orders ol

& EFEaror

153



-
=l
=
=0
p
=
&
=
z
7
e
—
Y
T
F

Spell-Like Abilivies: A mistling rewains all the
spell-like abilivies of the base cresture. In sddition, s
m-uhn; with an lmelligence or Wisdom score of & or
higher has additional spell-like abilities, depending on
its Hit Dvice, as indicated on the table below. The abilities
are cumulative (except when the mistling simply gains
sdditionsl daily uses of an existing ability). Unless oth-
erwise noted, an ability is usable once per day. Caster
level equals the creaiure’s HDY, and the save DCs are
Charisma-based.

Hi Abilivies
1-2 Obwrwring mist 3/day

I-4 Tasha's hideous foughter
5-6 Confarion
78 Basleful polymorgh

9-10 Fhantomal killer

11-12 True seeing 3/day

13-14 Baleful polymorph 3/day, polymonph any object
15-16 Inaanity

17=18 Asdipathy
19-20 Polymarpih any object 3/ day

Abilities: Change from the base ereature as follows
Sir o2, Con o4, Wis =4,

Spereial Chualities; A minling retains all the special
qullll 18 ol t |:r I!- i Croalure, Ir u1|1|ll Bk, 11 :41:11. Il"u_-
l|.|:||.‘~|"':.i.| 1'|I|,:u.||'| [ 1] 1|;'\; r:l,H_-l;| B D,

D-nmn;f Redeetion (Ex)y A mmlmg':. bBody is twiseed and
mug]l.rnn']. granting it d.:rugr reduction S/'eald iron and
magic (iFHD 11 or less) or 10cold ivon and magic (FH D
1?2 ar more).

Immune: Disease, poison, and polymorph.

Resdonces: Acid 10, eleciriciey 10, fire 10,

Spell Resistonce: A mistling gains spell resistance equal
ta des HE « 10 {maximum 35). unless it already has beger
spell resistance.

Modnes (Exl Anyvone targeting a mistling with a
1]I.I'IIIEI'I: -l,il:‘l-l_'l:l i, |lI1F|l,i (‘:‘l-t'll.l"l.'||. 4ar rl_-ilrll-nl Il.'ii_' Jhil.ll:r
makes direce eontact with s eortured mind amd 1akes 1d4
]’!ﬂ.‘llr'lh -l,'.\f 'll'i'nlj:}ﬂl. :h ﬂll:r.

.'Hu_!; Awrs (Su) A m ul!lmg' constantly embrs wiss af
gray mist, very kel like the haze that formas the borders
of the Mournland, This effect graniis m|u|mg concenl
ment [20% miss chanee) and a +8 circumstance bonus
on Hide checks in aress of fog, mist, smoke, or other
vaporous conditions,

Level Adjustment: +b.

Sample Encounter

Mistlings most frequently roam alone, lurking within
the gray mist in search of prey. A significant minority,
however, seem instinctively to form packs. the bener 1o
bring down larger gquarry.

Ratten Orchard (EL 9 A quariet of oaks grow-
ing together were all corrupted by the Mourning, their
raat systems joining beneath the earth. The four drvads
inhabiting those trees were great friends before the
Mourning, and they travel as a predatory pack 1oday,
They prefer o focus their mind-affecting abilities on
l'::l'm_-l--l:.-]sn.. ]-upmg ta fure them againg their allies.
They always attack from different directions when cir-
cumstances and terrain allow.

Ecology

Mistlings are known to dwell only in the Mournland.
tha ugh it's E‘lu:::lﬂr Ihr!r.\, GBF cFFalufres mu{']i like lh-l_-m.
H'l.lgl'n alag exiar in other areas of great mvatieal cor
ruption. Regardless of their initial dictary needs,
they sll become at least parily carnivorous, Because
they enjoy cansing pain 1o other crentures, they prefer
ea.l:i.n;g their prey live, and they Favor sentiem hemp
over nonsenient. Few individuals other than perhaps
adventurers hunt mistlings, due to their corrupr and
poisonous nature.

Environment: Any plains, forests, hills, or under-
ground, though to date mistlings have been limited
o the Mournland. They favor areas that are obviously
tainted in some fashion or another, preferring blasied
wastes and twisted trees to foresis that appear healihy
and green, even if both have suffered equal exposure 1o
deadly magic.

Typical Physical Characteristics: Misilings resem-
ble whatever type of fey they were before their transfor-
mations, bui are clearly warped. Their limbs twist and
deform, often causing limps or other impedimenis 1o
movement that appear painful but have no mechanical
impact, Their flesh seems injured or diseased, their teeth
jagged and vellowed. and their eves mad. They shrivel
and wrinkle as they grow alder. even il they suffer no
aciual penalites for aging, All mistlings give of f wisps of
gray mist,

Alignment: The corruption of the Mourning makes
l]l l'|l|-.l|l|!|=1. ;l'!u.nll-l_- rv||.

MistiunG Lore

Charscrers who have ranks in Knowledge (arcanal or
Knowledge (nature) can research mistlings 1o learn
more abowt them. When & eharscter makes a suceessbul
skill check. the following lore is revealed, including the
information from lower DCs,

The base creature and its characteristics must be
identified using the appropriate skill according 1o the
base creature’s type.

KEnowledge (arcana or nature}

DC Resuls

10« CR This ereaturs is & minling, 8 Cyre-dwelling fey
horribly warped by the Mourning. Whatever its
original nature, it has become a belng of pure
madnews and crueliy.

15+ CR  Any fey can become a mistling, and it retains
all of its eriginal abilivies. In addition, mis-
lings gain many powers of their own. This
result reveals all the attack apiions, special
sctions, and special qualities of a mintling,
but daes not reveal specifically which HD-
based abiliticsi—auch an spell-like abilities, or
amount of damage reduction—the creature
POREERIEE.

20+ CR  This check result reveals the full extent of the
eresture’s powers, including s HD-based spell-
like abilizies,

e e e el



T}?ital Treasure

If the base creature normally possesses specific treasure,
the mistling does too, as appropriate for its Challenge
Rating. Dherwise, the mistling has half the appropri-
ate treasure for its Challenge Rating. made up of the
assembled lefiovers and detritus of the various explorers
and adventurers it has slain. Mistlings with Intelligence
scores of 4 or higher are, though mad, sufficiently sman
1o use any magic items they might possesa,

Advancement
Mistlings advance as the base ereature.

UMBRAL Spy

Bl"_ll-ml‘q'_prnur pr:rrrl'rd'.!'.h, a dimimulioe ﬁumnmdﬁ_gurr defaches -hrf_f
_Il'mn_pnpr mm_panmn'i shodow :rnJ_llTnh away,

Lienbral 1piﬂ. are :hldwr, Ln:'n-rpnrul constructs tlil]}
mistaken for undead. Their primary use is as 1ools of
espionage, fielded by most of the factions of the Last War.
but some few of them have wound up in the private sector.
where guilds or criminal organizations use them to spy
on competitors, clients, or law enforcement.
LiMnral Spy CR 19
Always M Small construet lincorporeal)
Imie «10; Senses darkvision 60 fi.. low-light vision; Listen
+3, Spaoa +3
Languages ielepathy 100 fr.
ALC 18, touch 18, flat-footed 12
(+] size, =6 Dex, =1 deflection)
hp 26 (3 HDY: DR Yadamantine and magic

Immune construct immunities (MM 307}

Fore <1, Ref 7, Will +2

Speed fly 50 fi. (perfect) (10 squares)

Melee incorporeal touch «5 (1d3 plus Id4 Wis)
Space 5 1., Reach 5 fi.

Base Ak «2) Grp -2

Special Actions shadow bond

Abilities Sir 10, Dex 22, Con —. Ini 5 Wis 13, Cha 13

S0 hide in plain sight. though link

Feais Ability Focus (shadow bond), Improved Initiative

Skills Hide «12% Lisien 3, Spos 43

Advancement 4-3 HID (Small)

Hide in Plain Sight {Ex) In any area darker than brigh
illumination, an umbral spy can use the Hide skill even
when being ohierved.

Shadow Bond (Su} As a standard action, an umbral spy can
attempt o band with the shadow of any giane, humanaad,
ar manitfaus humanodd of Small o “'|.I5= wiee. This

rl:'nlllll'\'l"l. a touch J.‘H.I{'E. anel 1|‘l|;| l|1|.1l_i|,'rl cam lllrlﬂill ]
DC 1S Will save 1o reshar, I the save [:i|'|.. the wenbral II'I-:|I
ﬂi\lFFEih imte the llll:lll"l:"l.'a shiadaw. From that Pblll.l ani,
il mecompanies the --ul:jrrl nrr:,-'nhrh-. seeing what ke
sees, hearing wha hears. A this time, the umbral spy is
undetectable by any magie other than trus seeing. An umbral
spy ean detach bsell s will, and the vieim is permived
s mew save every 24 hours, I s subsequent save succeeds,
the umbral spy must depare. Unless the subject detects the
sttack normally—such as by spouting the umbral spy—he
might remain unaware that he has been compromised,

since the shadow bond aiiack itself does not auromatscally
alert ihe victim that anything has happened. The save DC
is Charisma-hased,

Thought Link {5u) An umbral spy can choose 1o instantly
share anything it has experienced in the past week with any
living creature within 10 feet. It normally ases this abiliy
to deliver any secreis or infarmation it has sequired.

Skills An umbral ipy has & +4 racial bonus on Hide checks
in aress of shadowy illumi . Inn brightly liv areas, b
takes a —4 penalty on Hide checks,

STRATEGIES AHND TACTICS

The umbral spy was designed for espionage, but snyone
who sssumes that means the ereature cannot fight is a
fool. Umbrsl spies engage in combar to defend them-
selves, if doing so is necessary to escape with capiured
information, or ifthey are commanded 1o do so by their
contrellers. Sometimes they stiack o group and then flee,
in hopes of splitting it up so they can double back and
bond with a single member undetected.

Although not very intelligent, umbral spies have a
degree of innate cunning. and certain combai tactics
are built inio their nature. They prefer hit-and-run
tactics, fighting for several rounds and then hiding
for a bit, only to come at their foes again later. When
possible, they focus their attacks on a single foe in an
attempt to incapacitate through Wisdom damage even if
they cannot kill through nermal damage. This is some-
times a precursor 1o a shadow bond attempi. because
the Wizdom damage makes the save to resist that much
harder. As incorporeal creatures, umbral spies have
many venues for retreat, and never hesitate to do so
to protect their captured intelligence unless directly
ardered atherwise,

SAMPLE EHNCOUHNTERS

Umbral spies normally operate alone, though sometimes
& mdasbon of CRPIONAEE i5 30 urgen! i huae l.II.'r'h]Il,"F; from
two te half a dozen are sent after 1o bond with rm..jnplr
]smp!r. if h:}pn of abummg the same information.

Spy LEL 3} A lone umbral spy seeks either 1o
bond with sm individuasl who has sceess 1o the infarma-
vion it was sent for, or 1o escape after revrieving said
information,

Rendesvous (EL 5): The PCs, after much inves-
vigation, discover that an umbral spy has been "visit-
ing” & particular noble on a regular basis, using him to
obtain classified information. Upon confronting the
nohle {male human aristocrat 4). the PCs learn that
he is not, in fact, the victim of espionage. but a double
agent himself. The umbral spy was not bonding 1o him
in order to gain information. but io report the secrets i
stole from other nobles. which he would then send back
to his home government, The PCs must not only batele
the umbral spy. but also the man they thoughe they came
Lo WaTTh.

ECOLOGY

Umbral spies are intelligent (albebt not very) consructs.
They have no corporeal bodies, and as construeis they
Fave fao Im::h::g-;.l necds such as fooed os 1Ir~¢|'|.

The process af creating an uwrmbral APy sl cre-
stes  amall eharm made of bone that can be used 10
control it, The umbral spy faithfully obeys the orders
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An wrahral g Mees from '.1.u_-n|r.||r
laralos, its mission completed

| | mnd | |':'l'|.|'_II
[ | i i il s
It LT b e Wilh 1% coniro
[ le its T It faced with a

il L LMol FUEE i iran impedime
enis it trom achieving an assigned goal. it returns

for turiner insirucilton

sl ly ihe eation of thi

Umbral spies were origir

in Breland, relatively early in the war

ctivity distasteful, some
oiher Citads esearch
fechn ques, im
be as poteni as
achieved ligtle
=un By
ring spark of

ather &b

same  residual FNFFFY COoRIaCicd IFy 1hE ihdak aith diod

3 g &
combined with shadow-based maree Lee

f the Fies

" WAk III . §

ereale an entirely new entiy I'F

il ipy. A COMSFACT wWilh nd ||I:'\. R a L

cally, Breland wasnm'1 able 1o I\."-'il the seerer lomng

their own umbral Lpics By the end

dair suces I BTy INE on their etforis an

il the war, all the

ia I:'I "'{"h"'l.'l ATaFan I:I.-lLI'-! JEELTHY 21 II.'I pweEd

nations
Ful |_._||||‘|-\,' had access 1o them.

Environment: As constructs, umbral spies have
ne native environment, | hey appear wherever they are
srdered o go, which wsually means the hearis of varioos
urban and metropolitan areas

Typical Physical Characierisiics: Umbral spies
ippear as vaguely humanoid blots of shadow than i

2 b sily as fenthers on the wind. | hev st

m height. and if s e hiow magically o

form. they weiph & aunds ar so

F
into physi I

_-\lif1'||11r-|1| Umbral spies are always neatral. Theis

||||.l|| gence, such an of 1s i% limited 1o the DroEeEr peer

lormance of their dutres and does nol extend o (he

contempiation O moral or =thical pasitions

CONSTRUCTION

15 I.I'lIIlI.lI LA EL R I'I.||'||' Eram iF

rilag, o acldas

i Il.l‘“lll mag

||-\.--\.|.||-'-|| anyx, | he materials east
umbral APy PRQUIEES & suceesstul [
cheek and a [ 15 l"'\-il:'.l-\.:.ll' cheek

Yo wrmbeeal Spy o I |:|.;:'|l': Hie
but each addivional FHa Die acdds

CreEjleé

LiMerAL Spy Lore

. ciers who have ranks in K now edge Lar

TCAar IIII.'I:II

yCler

I'|'.;I IPE IR TEVERIE 'I

lovwer DS

Knowledge {arcamal

DG Resule

13 |':|rl||:-|.lr L1} i]ln‘lim:.. insubstantial naturce, this is
not an undead but an artificial construct. Called
am umbral #PY, i 1 aaed 1o :{.'ilhl": information and
intelligence

can literallv b

1] An ..'|'|.:..|-\.:.' ]
shadow, allowing it to 0T i
snil ser everylhing he seen It cam 1hed Fety |

saireller and bond with ket Irr-|:'||;!:|': ill this
h-'ll'.ul!..ll'.llIIII.-_:r'hII:l'--II-\.II'll

&3 The vouch of an umbral spy drains the common
(L=t |:r|-r-r|.|l!u.|:|..1|1:| l!rr:lglhul—w1“f|um i &0
emies. Each umbral spy is bound 10 a small charm
af bone, which sllews the bearer to contral dn. T his

¥

resuli alsa reveals the means by which an |.||7|'I|-r:|.-||n

s ereated
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WARFORGED RAPTOR

Four rounded leathery wings hold om enormews medallic body aloft. In
sithourite, you cowld almost mistake the ereadure for o pionl dragoajfy,
but caly an a ford, conunl ghance. Where pow might expect o spuel insecioid
|1|'|:|..J_ il |!h'.-|]|fl .'nl.'mHi,l rﬂn_r_:' -.r_,:rnr.nlgﬂ nn'L. urn;ll n.lnrl‘l n ||_|||-|'|1Fun'llﬂ.l|
mass angled like o geeal bawk's beak or the strking rad of a heary peck

Eur.l:fr r.l";n thy Frof r_r'ur.'uu':!Il @ |rn|::|.|.r|‘|?|.. i '\.Ilnlurl .:_ﬁ,m ||_|rrunrrm|. almogd
rll',r h'.l||_|"ﬂ:.:h'|r-1 ||_f|'||..l r||l\.|'||'|,ll rr||r.|'|r|.||

The warfor -_qr:! raplor i & consiruct al batele, :'Iﬂ.igm_-ql
I:_.:. House Cannith for sale 1o those nations who n-quin_—d
a eounter (o the Aundairian dragonhawks and 1 hrame
wywerns, Although only moderately suited to comba
against other aerial foes, the rapiors are deadly when
deployed against ground-based targets.
Warrorcen Raptor CR 8
Usually LN Large construce

Iniv +3; Senses darkvision B0 f1.. low-light vision: Lisien

=1, Spor =1b
Languages unl:le rstands Com man_

AL 2, I.n:il.il.'h IE flar-footed 19
(=1 size, +3 Dex, +10 narurall
hp % (12 HD): DR 10adamantine
Immune construct immunities (MA 307)
Resist acid 10, cold 10, eleciricivy 10, fire 10, sonic 10

Fort =4, P._:f 5, Will -5

kil — LT rru T

Speed 15 fi. {3 squa res), ity 50 fi. (o rng:vril Hl.h} Artack
Melee slam «15 (1d8+ 10054} and
2 wing buffets <10 each (1d6+3)
Ranged rock 15 (2d6.7)
Ej.urr 10 fo.; Beach 10 f. (15 f1. with slam)
Base Adk +9: Grp <20
Atk Opiions Power Ansck, mighty throw, power dive. sirafe

Abilieles Sur 25, Dex 16, Con 5 [F5T 5. Wis 12, Cha 1

Feats Flyby Anack. Hover, Lighining Reileses, Power Anack.
'll'l-'lr'lglnrl"

Skills Listen +1. Spoa +l&

Advancement 13-24 HD {Large): 25-36 HD (Huge)

Mighiy Throw (Ex) Awarforged rapior uses Strengih rather
than Dexterity 1o maodify its ranged atcacks

Poswer Dive (Ex) Ifa (lying warforged rapior makes a charge
attack against an opponent on the ground, i can make a
|-|,|T| .111.1.-rk_

“n;}dTl‘Lm 'p“‘ :FI} ."'. wWa rfqrr:"'l rl]rll:r cean ]'luq'i ranp
wpish ing 0 ta 50 |:|:||.|ﬂl|l each (Small |:|:_| ecia), with &
rangr 1Rcremenit af 120 ri_'\-rl. ..’I. "ugr rJ.'lrhur |_'l:|.1'|||.r| r|1|_-E-.
wl_’lE‘Illll; 60 10 BO Fl:u:ull r:;]l. ':,M ediam |:1:Jr:l\:l. with &
rangr aTkE Femmrnd af TED fee,

Elfllr ‘_F'I.J' If a il:«'lll.g w-rfurgﬂl rlr.lll:l' maves af s Tull
'\|.1rr:| AT & 'llrlighl lime, iv cam make three ra HFI! il -
der artacks over the course af bs flighe, rather than one.
Each attack oecurs roughly ene-third of the way along iis
line of meovement. { Thus, for a standard rapuor, the firs
agtack occurs 30 feet from i starting point the second
ar B feer. and the third st 90 feer.) Each of these anacks
miust be made against separaie wargeis. even if the rocks’
range incremeni would normally allow them o all sirike
the same one.

STRATEGIES AHD TACTICS

Rapiors prefer to make attacks from the air agains ground-
based targets, fully employing their Flyby Attack and serafe
abilities. Although their power dive attack is devastating,
mast raplors use it only to Anish off a foe they've already
softened wp, since they are ineredibly slow once on the
ground., Whether airborne or not, 8 warforged rapilor
pre r-l_-n (451 Fuu,--"nl-. (11} -;E-« aga TRl & -.1|1|_:||_- IlrFrI urll||. Bl BR
well and It‘1|.|:|' '\ln.v..hrli. |:r[|.|-r\-r |l'|-|:-¢'|r'|H o 1o the neExl. Ie
FERETYES I8 ALTE r-l_' JIIJl_'l. for l'r||||.| |]l|-|' wlrthes ﬂgJ:I'I\r weak
fnn. seieh aa spandard low-level l.-l"ll:l.ll_'l"a. oF {oT E|r~'.n|dl|r||,:
multiple sections of defensive fortifications

SAMPLE EHCOUHNTERS

Although warforged raptors funciion besi in flights, or
paired with other war-machines, their relative scarcity
means that they most frequently operate alone,

Sentry (EL 8) A lone warforged raptor functions
well as an sirborne parral, eliminating enemy scouting
parties that cross into its master’s Lerritory.

w

WarrorGeD Raptor Lorg

Characters who have ranks in Knowledge {arcanal or
Knowledge Chistory) can rescarch warforged raplors 1o
learn more about them. When a character makes a suc-
cr nfu| akill -I'h-l'I.'L. I]ll_- {ﬂ'“-l,lwlhg ]lll-l_- (11 rl_"l.rn|-|_-|'|. |.l|.|_'11|.-|]-
ing the information from lower DCs.

Knowledge (arcama)

DC Result

18  The warforged raptor is a construct buily for war, and
particularly deadly when siscking from the alr. This
result reveals all construct traits.

13 Raprors are, like warborged viians, invelligent enough
o perform minor scis of problem-salving and 10 learn
relavively complex tactics. They are not sentient, how-
VT, asiel are _|l||'|.| F r|1.|.|-||;”|_-l.'|.|:|' f:l-:r.l PR other can-
siruct. This result also reveals all ihe rapior's standard
attacka, irelud ng 1 prrerr dove lnd Mra |-|' .;.1u|i.| IFn,

Knowledge (history}

DC Resule

18 House Cannith developed the warforged rapior no
long after it created the titan, but never produced
the rapor in large numbers due o the cost af the
mithral infusions necessary 1o make it light enough
for flighs

21 ‘.:.l'rr Jrll." Hrrllnll |:'|l'||r IJ'H' hrJ\ L TR {I‘r wa r[l |r!.:f‘||
rapiors, though nearly all the nations acquired ai
lease a few ol them an variaus ||-u-||!||:'|.. Afver devel
oping the process that created the irue warforged,
House Cannith eontemplated ereating s sentben
version of the raptor. but rejected the notion afier
deciding there was ni real advantage 1o doing so.
Same rumaors do suggest that a few sentient rapiors,
perhaps half a doren or 30, were developed as tew
madels,
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Far less common
than the warforged titan,
the warforged raptor is just
an rlrlul 8la r:lrg if ﬁllﬂr

I'Jighl ':['.[ 1I:I-- I.:'I-:' A “l!,:]I.I af two 1o six |J|'|I:|.|| & CAFL
devasiate entire companies, or obliterate fortified keeps
and strongholds, with a few simple sira hing runs, [1was this
usage for which the warforged raptor was truly designed

Adr and Ground (EL 100 Several af the militar
ven of the Lasi War, part veularly l:_:-!."rr_ aecasiannlly paar
& w.-lrl'-u:gfl:l ra]:ll_lr with & w.|r|-|_|||_:-r|| likan [.II:'T ":Iﬂ'?]
Betmeen II'l-r Wik, the tltan 'H.Jr|:|1q irte meles while the
rJl.IIl'I-I strikes Tram above oF |;||1||-. ta flank, |]H':| can srmash

thit ||l.||,=]|. Jali31] Qppone s with b |,|1a| elfieleney,

ECOLOGY

As eonsiructs, walru:'!:rl! |.|ll'|lll'| netither eontribule 1o
nor (eed [rom the environment. | hev are |':|-r||.i|-|rlr|.-|

oralsicde nature

|’I.||E'|-uug|| -r|_|1||-|||'r 1Y i_-“'l"fl:vr dik I:|!||_- warfor !n! Lilam
||'||:|r\-r|:|_ FYET |‘.|'|-c|-|r1.-|'b1|.r|:|rr METE CaTFCUMlandes 1 e :JFI:II:
WAk AEVEF E'“‘I aTalds Frhass Ellul‘lu.l’ll-l.l:l. I arder 1o enalsle b
10 ||-¢'I even with |ﬂ|lxl-l"'|ll ald. the I.ip11’1:"'\ ereators had 1o
infuse notable amounts of mithral inoe the heavier iron
and steel thai make up the bulk of the warlorged body. As
such, the rapior was never suthciently cosi-etlective tor
widespread use, and only s few hundred were constructed
over the entire course of the Last War.

Envirenment: Any sboveground. Raptors go wher
ever they are ordered to fight., but because they are at
their best attacking from above. they are rarely assigned
1o areas with substantial ground cover such as foress,
Warforged rapiors are seen far more frequently near
the borders beiween hostile nations than they are deep
within a given mation's territory.

Typical Physical Characteristics: A standard war-
forged rapior measures roughly 10 feet in length. over
half ol which is its segmented neck, and has a wingspan
ol almost 15 feet, Due to itx frame-based construction
.-|r|i|. 1|'|1_- |r||_"|,|-.|-c::| ||r ik ||. rJ!_ uk 18 |,|:||,.|1.|,|:..||1.' |||_:]|.I |'||1 %1
slEe, 'ur|1_:!|:|1q :-n||!{|-||!.- I, 250 IH1I.I:II!'|. It has no abviosus
SEMBOTY OTFATS On B beaklike head, which serves a3 bta
Primary seapon. A Ao hassix bnseetaid |r|,:-.. anel Tour
e .13.::|-r|l't:|]|Lr WInER, Conslracg 1edd af leather on & metal
frame, Al |||u.|!¢|| & r.|]|-|||:' :'rl!l.ll.:r'h.Jt] four of 1w LA Fs firt
elfieient ||1_gh|. uf & 1'.||:.-|1|-|r af ||'|.:I'|:|,l o !Ill'hl.'tlrl!,: I||-.Il||,:
ulll.:. i v |:'|!,:-. LB |:I‘:r|.-F|r: 1l ol low 1P Bl Ldx Il'llLl."H-lll.E._
[ETT F|'|_-'| attacks even when in the air.

Early s JF|1-|:I.':- earey alar Ee leather |:ul\.|-| h -.]uhu e
the abdomen, containing small boulders {or use with
their rock-throwing aiack. The pouch holds only hiali
a doren such boulders. .|.i|||'-l.|!|;{ a rapior o make only
LEES r;||-||.:1_-|| .|II..||_-1.1._ or fwi !'u” r|1|,|l||!'\ |:.f I\..|'r4.‘|'|:|.H:. l. akET
madels ine arparale additional mage an their conelruae
Recimy I|:.|| .i“-q,:wu 1h-r||-| LE+] carry poud Bes I'-|||.] ||| |-|.l|.l wpred
|'|||_-k-. I;|'|.1.I |.|t-|_- rJ.“:. grow 11114 bowlders as the r.!il-llll huels
them., Theae later |r'|-c|-|!|_-|-. hnr. Farall (ELEL tical purpoied
an infnite '\..u'|-|||.:.- of ammunition,

."ﬁ.“lqnlnfﬂl: Illlhurilnllil a |:|-|:-|!|:'|,:||.1 r||'|r|I-r].||!¢rr'|-|'r
“Jll'-u-rgrd |J]:-I|.H"\ are uu:.i:”:r lawlul peuwteal—smar
I.'I"l-"u':ll 115 Fllrfr:’ (L] r||.:|.!,: ter punles and -l,:rl‘lrr. bl wneon
eerned with the moral I.lrlll-ll-l ations of their actions. A lew
“ar‘|<>rHrL| :ﬂ]!lll!’\ dreilt toward evil .'I.Ilglill'l-l"ll.l"a and cruel
l.‘||.'|.F|l::--.|I:||I!|'\ g:’bn:l-al:gl!ﬂi |II'I-|I'Jr'| AT Tare.

M
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INTRODUCTORY PRODUCTS

D&D® gaming is easy to learn, but can be hard to teach. With the Dunceons & Dracoxs® Basic
Game, you can quickly bring your frie nels up Lo :prEﬂ:l and get them ready for more adventure.

@ Divceons & Daacoss Bosse Game 0-7869-3409-3 A $24.99

ACCESSORIES

F.eep your game moving with essential tools that put in formation at your FII.'I.E'\'E rLips.

And add excitement to every session with ready-made adventures, maps, and more.

@ Farprow Charocler Sheets 0-7E869-3849-8  s14.95
L Enereon Dungeon Master's Soreen P-7869-3850-1 3 £14.95
@ Duvcrons & Descons™ Dice 0-7869-3513-8 d s9.495

SUPPLEMENTS

Expand your options for developing characters, creating adventures, and building campaigns
with books filled with new races, feats, equipment, spells, monsters, magic items, and more.

% Lords of Madness: The Book of Aberrations #-7869-3657-6 O £34.95
& Races of the Wild #-7869-3438-7 o $29.95
¥ Complete Adventurer 0-7869-2880-8 O $29.95
& Libris Mortis 0-7869-3433-6 0 g29.95
& Weapons of Legacy 0-7869-3688-6 D 334,95
% Races of Eberran 0-FREI-3658-4 2 $29.95
& Sandstorm 0-7869-3655-X L $34.95
& Monster Manual™ Il 0-7869-3430-1 0 £34.95

OTHER EBERRON" SUPPLEMENTS

Discover more action and intrigue with ready-made adventures and other books that highlight
the world of EBERRON. Each supplement offers a wealth of information and inspiration
that will add depth o your characters and detail to your campaign.

& Magic of Eberron 0-7B69-53696-F U £29.95
@ Grasp of the Emerald Claw 0-7869-3652-5 ad 35995
& Sharn: City of Towers 0-7869-3434-4 J $29.95
@ Explorer’s Handbook B-7869-3691-6 U $29.95
@ Dragonmarked 0-7869-7933-8 U $29.95

Total:

Use this sheet to help friends and family find the books you want and when ordering from your favarite hobby shop or bookstore,

MNome: Telephone:
Address:
Cily: State:
CT007 Wirsrds of the Coant, Ine. Permisdon granted to photocopy for reference and ardering purpoacs. '._.:— i
7 3 s
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;== .| DEAL CARDS,
= NoTt DAMAGE

Astandalone cardigametor 26 players

AGE 12+

Take a break from the rigors of battle, or from
your D&D* campaign, with a friendly game ot
Three-Dragon Antel” the tast-paced card game played

by tavern-goers and adventurers in every realm for
ages. Add it to your D&D game, using your character's
skills to your advantage—or just play a few games with
yvour friends any time you get together around a table.

Pick up a deck at your favorite hobby shop or bookstore,

wizards.com/dnd




; THE LAST WAR NEVER ENDED ...

The Treaty of Thronehold stopped the massive-march of armies.across Khorvaire,
but'it didn't put an‘end to espionage, unrest, and border Skirmishes among the
niations of Ebérron. And no treaty. could ever end the horrorsithat haunt ‘the
dreams of every soldier, spy, and adventurer whose life wis shattered by a century
of warfare,

['his supplement for the EBERRON'. campaign setting presents everything you need !
to bring the Last- War to lifé in your EbeRrON game, whether you're playing a ' %
el
St

'¢ o o = 4 character who fought in the war or running adventures that take place during'the ™ i o Py ¥
century of conflict. New character’options let you explore battlefield backgrounds. . % 'ﬁ!
the imagic of war, battle scars, and-the benefits of working as a‘team. (Campaign et | *
seeds htlp the ‘Dungeon Master introduce the themes and events of the Lasy W ¥ F’.‘I
in'a current=day campaign or send characters back to their wartimiesdays th “‘i

- flashbacks or actual travel through time. A compiehensive ov erview of the Last War, ’
-provides all you need to know about the events, armies. battlehields, and themes of ! d i)
Eberron’s greatest clash of nations. w)'

For use with these Duxcross & Drac ON5" core products
Player's Handbook ;Hum‘{'un Master's Guide® Monster Manuol® Eserron® Campaign "T-rirm*r

m\-‘ wr .‘j:..-u-uf---:-——-—-ﬁ.h.. ,..q_.,, -..,;..,_,_...
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Visit our website at : o : %
www.wizards.com/eberron . . ; \ .
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