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INTRODUCTION

eligion is a natural outgrowth of the inquis-

itive mind. Long before they quested for great

empires or built shining cities. intelligent

beings asked about the origins of existence

and their place in the world. The gods. ina
sense, are born from these most basic questions—or the
questions arose because of the gods.

This book discusses the major religious movements
in Khorvaire, as well as some of the lesser but influential
sects. It is largely drawn from a living document kept in
the Department of Ecclesiastical Studies at the University
of Wynarnin Fairhaven, Aundair. Man}f of the lenglhier
commentaries are the work of the esteemed provast
Camarind Alst, who remained a vigorous scholar of faith
until his death in the year 997 YK at the age of eighty-
four. Shorter essays have heen added over the years by
students and independent researchers. Such notes vary
widely in quality and reliability; the reader is forewarned
not to draw conclusions hastily.

Faiths of Eberron also includes a number of adventure
sites and sample NPCs that Dungeon Masters can use as
a resource for encounters and adventures of all kinds.

DIVINE MAGIC IN EBERRON

The gods of Eberron do not act wc]y involve themselves in
the world as gods of other settings do. They are distant—if
they exist at all. A commune spell contacts outsiders such as
angels. not the gods themselves. Clerics gain theirspells
from their own faith, not from divine intervention.

But the people of Eberron know what is true as far
as their faith is concerned. Never mind that one truth
might completely contradict another. The gods’ presence
in theworld is real, although seen in different ways. This
book presents religious information lhrough the eyes of
believers, often stating as fact events that more properly
belong in myth or legend.

Chapter One: The Sovereign Hostprovidesan over-
view of the dominant religion in the civilized portions
of Khorvaire.

Chapter Two: The Dark Six discusses the secret,
darker worship of the exiled pantheon. In addition to
describing the nature of worship and the faith's fol-
lowers, this chapter studies some of the misconceptions
about the "evil” Six.

Chapter Three: The Silver Flame examines
Khorvaire's newest faith and its worshipers. Popular
opinion sees the Silver Flame as a religion of pomp-
ous proselytizers, overzealous crusaders, and corrupt

priests. In truth, most \-'Drshipers are decent, faithful
folk, justlike their neighbors who follow the Host (or
even the Six).

Chapter Four: The Blood of Vol delves inta the mys-
teries of this cult, misunderstood not only by outsiders
but often by its own faithtul.

Chapter Five: Druid Sects offers more details on
the nature worship pracliced in the Eldeen Reaches and
ulher Pal‘ts le K}\D]'Vﬂire.

ChapterSix: Other Cults dcnlswith!he|arger“ncn—
mainstream” religions of Eberron, including the faith of
the Aereni, the warforged. and the various deluded Cults
of the Dragon Below. This chapter also notes variants
within these minority religions.

Chapter Seven: The Trappings of Faith offers rules
options for religious characters, both PCs and antago-
nists. New feats, spells, psioniec powers, and magic items
enhance the experience of religion in Eberron.

PORTFOLIOS

The descriptions of deities in this book include mention
of each deity's portfolio, a concept that was introduced in
the Deities and Dfnu'guds supp]emenl.

A deity's portfolio encompasses certain aspects of
existence over which the deity has dominion, power, and
control. Deities are intimately involved in their portfo-
lios. and they are often strongest in power when acting
within the bounds of their por’lfo“os,

WHAT You NEED TO PLAY

Faiths of Eberron makes use of the information in the three
D&D core rulebooks—the Player's Handbook (PH). Dungeon
Master's Guide (DMG), and Monster Manual (MM), as well as the
Eszzzon Campaign Setting (ECS). In addition, it contains ref-
erences to ereature descriptions and other material from
several supplements. Although possession of any or all of
these supplements will enhance your enjoyment of Faiths
of Eberron, they are not strictly necessary.

NOTATION

Atvarious points in this text, spella' feats, abilities, and
other game mechanics are mentioned. When a game term
appears in one of the three core rulebooks, no special
notice is given. If the term appears in the Eptrron Campaign
Seiting, it is noted with an asterisk (*). If the feature is
contained in this book, it is marked with a dagger ().
Domains and spells that appear in Spell Compendium are
marked with a double dagger (1).
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CHAPTER ONE

THE SOVEREIGN
HoOST

rguabl}' the greatest of Eberron's major reli-
gior‘ls. the Sovcl‘&ign Host pamhecm claims
the hearts and minds of an enormous pro-
portion of Khorvaire's population, and
even in the face of newer faiths, it continues
to grow. [ he Sovereign Host does not boast the greatest

military force, nor does it champion some driving goal to
attract those seeking purpose. The Sovereign Host simply
grows as it has always grown: through its innate bonds to
the world itself, and a near infinite capacity to adapt.

DOCTRINE

The Sovereign Host encompasses nine gc:dﬁ—ur fifteen,
depending on one's point of view—who hold sway over
every aspect of mortal life. Where the Silver Flame requires
worshipers devoted to a specific principle, and the Blood
of Vol demands loyalty to the blood within, the Sovereign
Host simply 5. Where mortal matters intersect the natural
world, the gods are there. Where nature offers its hand to
those who live off the land, either with a nurturing touch
orapounding fist, the gods are there. Worshipers need not
seek out the gods of the Sovereign Host, for they are present
in every aspect of life. and in every feature of Eberron.

THE DOCTRINE
OF UNIVERSAL SOVEREIGNTY

The chief dogma espoused by the followers of the Host,
or "Vassals” as they call themselves, has been named the
Doctrine of Universal Sovereignty.

As 15 the world, so are the gods. As are the gods, so is the world,

Essentially, this meansthat nothing exists in this world
outside the attention of the gods. While the godsare divine
beings unto themselves. theyarealsc a part ofa larger real-
ity. Theyare both independentand part of a greater whole,
separate yet joined, in a way few mortal minds can fully
comprehend. They do not simply oversee the aspects of real-
ity over which they hold dominion: they are part of them,
omnipresent. A blacksmith praying for Onatar’s blessing

on an undertaki ng is not seeking the attention of the god of
the forge. The god is already there, present in every act of

manual creation, every spark of the flame, every ring of the
hammer. Rather, the smith prays to show [aith, honoring
and acknowledging the god's presence, hoping that Onatar
w lll besl{)“ hl\ f‘lVO]" UPDH the 5]]'1”.11 5 WOIL rl]:ld dld hll‘n in
turning out a weapon or tool of exceptional quality.

As with Onatar and the smith, so too with the other
deities and their own spheres of influence. Dol Dorn is

active in every battle; Arawai's voice is heard in the rustle
of every stalk of wheat. This is what the Vassals mean by the
Doctrine of Universal Sovereignty: The gods do not merely
watch reality; they are present in every part of it.

The Doctrine af Universal Sovereignty illustrates
perfectly the nature of gods in the world of Eberron.
They do not walk the world or speak direetly with their
faithful. Aid or L‘l‘mwledge 15 given byan angel or some
other outsider who represents the power of the divine.
(And even these outsiders are themselves guided hy
no:hing more than faith: an angel speaking for Aureon
hasno more spoken with her than the priest herself has.)
The very power of faith causes cleric magic to manifest.
Most cleries maintain that if the gods were not real, no
amount of faith could change the world, burt this is a
matter of belief and theology. not verifiable fact. When
asked by skepties why the gods, if they truly exist, do not
take a more direct hand in the affairs of Eberron, most
Vassals reply that they do indeed. Every plant that grows,
E\er\ rulf:: th(l‘ TI‘(‘_‘W to PD‘\ET E\E]—\ S“\'Drd r"ll\ecl In
battle, every beast in the herd, every healer's touch—these
are all signs of the gods working thelr will on the world,
through the tools of the world itself.

Itis pOh.‘iib]a‘: to mis-intcrprer the beliefthat gods and
world are one as leaning more toward druidie religion
than elerical. Nothing could be farther from the truth,
Worship of the Host has grown alongside civilization,
and the two are inext ricably linked. Even a cursory exam-
ination of the gnds' ‘pt::rlfnlios reveals a marked 1euning
toward elements of civilized life, rather than more prim-
itive or savage aspects. Law. the hearth, artifice. honor:

These are mortal constructs, not intrinsic elements of

the natural world. Only Arawai and Balinor claim port-
folios of a more natural bent, and even these—agriculture
for one, beasts and the hunt for the other—are viewed
through the lens of civilization. To Vassals, this indicates
no disregard for nature but simply an acknowledgment
that civilization is the intended state of the mortal races,
and the inescapabic way of the future. For most wm'ship-
ers. civilization represents the extent of their world; it is
hardly unreasonable that their gods should follow suit.
Indeed. it is a measure of the Host's civilizing bias that
the banished bear a contrary aspect. Most of the Dark Six
represent forces of nature or "primitive thought,” rather
than coneepts intrinsically tied to civilization.

THE DOCTRINE OF THE DIVINE HOST

The bedrock notion of the gods as both separate from the
world. and yet a part of it, leads to the second of the Host's
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primary doctrines. Called the Doctrine of the Divine
Host, it states:

The Savereign Host 15 one name, and speaks with one voice. The
godsare the letters of that name, and the sounds of that voice,

Only a minority of Vassals focus om asingle
member of the Sovereign Host. The majority
worship the pantheon in its entirety. call-
ingupon whatever deity is most appropri-
ate to their current circumstances.
A Vassal might offer up paeans,
or even burnt valuables, to Kol
Korran when undertaking a
mercantile endeavor, That same
Vassal might, the very next day,
participate in a consecration cere-
momny to Boldrei, to bless the new home on
whose purchase he had asked Kol Korran's
aid. The faithful see no contradiction in
this: they revere the Sovereign Host entire,
placing none above the athers. [gnoring any
one of the gods would be foolish, akin to acknowl-
edging the existence of trees and
clouds but not mountains.

A}though primary, the Doc-
trine of the Divine Host is not
absolute. That most Vassals worship the entire p;mtheon
does not mean that they revere all the gods equally. Many
of the faithful choose a patron or two ta whom they feela

spectal bond. The aforementioned blacksmith reveres
Dol Arrah and Kol Korran, but he likely has a special
Plar_‘e in his heart for Onatar. This has little ])ear]ng
on his everyday religious practices, except that he saves

The Celestial Crown, or the Ocrogram.
has a variety of symbolic meanings

the choicest sacrifices, and utters the longest and most
heartfelt prayers, to his patron,

Similarly, while the priests of the Sovereign
Host revere all the deities, many devote themselves
to a specifie deity. Such priests can perform
services to any in the pantheon but special-

ize in the rites and duties of their particu-
lar patrons. This is especially common in
|a:'ge communities. A metropolis mighl
have a temple dedicated to Boldrei,
serving as a shelter for the home-
less ora focal point for community
activities, and another devoted to
Dol Dorn, where Vassals receive
combat training. These differences
are reflected in the skills and domains
ol individual priests, A cleric serving
in the former tempie would be skilled in
healing and knowledgeable about local mat-
ters, while ane in the latter would be versed
in martial skills.

THE SCHISM

Everyone familiar with the scrip-
tures of the Sovereign Host knows
that they once formed asingle pantheon with the Dark Six.

The Host eventuu“y banished the Six for their evil ways

and constant schemes against the other gods. Thissunder-
ing of the Host is called the Schism, the Divine Fzll. orthe
Celestial Exile. Some theorists hold that the rape of Arawai
by the Devourer triggered the Schism, but other legends
suggest that this event took place long after the split.

3 The Dhetrne Sn- Lepth

Bte pmiz;as not sumrising that the so-called Doctrine of Untversal S, oversignly s not buﬁ’/ oll that unwversat. (4,
p the Vassale indisputably believe that their gode are a port of' every aspect of the world, and that nothi & without
bhetr tnvols £ Ot samply that the (/Zmlf employ @ rather flexible defndion of what both ‘word” and nvolbenent’
TThe belsved yfmfs' of the &oat cannot be held responsible for homors such as the deellyr and the quor, #or they are

of other worlile, not bom of Eberon.
LWere this the extent of the Vbssals exoeptions to the Doctrne, & might be reason able enough. ’???my o them,
lowever, extend this @yﬂ? to ol manner of' t'é(rrg.f‘. e maintain that any action taken ﬁy e follower of another
- dedly is outside the purvicw of the Aost, fr these other qods do not acknowledge their place in the proper scheme
: of. things. Zhame go tarther otil, olaiming that those who refisse to acknouledge the ost have placed themselses
‘outoide !&ezrpz&ce n the proper seheme of ﬁé&y&‘,' and thus owtside tie pmtgeﬁtm—md inflience—of the goa-’?. 34
\ very seleot Bw even hold that when the S’weme’?ﬂ oot expelled the Dlark Sl from thetr ranks, they removed those
A gods tiom the world dself: TThus, anything that telle wnder the domuion of the Dark Sliv ie sutsiude the tnfluence
of the = i Adost. As vonventent an explanation or w/ry be ga-ds' allow misibriune to befall their mﬁ;ﬂm

B s sierhas been heard!

¢ would be remiss of me to imply that all Vessals are this loose tn their definttions. Many of hem accepe that nod:
all of e will go their way, no matter how devout they are vr how benevolent their ?ﬂdff’ might be. é:;’:zoqyﬁ of them toke

advantage of these Lugieal loopholes, however, that one hust question fow

ol their faith ean buely be.




Scholars among Vassals and various religious institu-
tions debate what the Schism actually means. Afterall, the
Dark Six are no less gods now than they were be fore their
banishment. They still hold sway over many aspects of the
world, and some Vassals still pray Lo them under certain
circumstances. Clearly, the Sovereign Host lacked the
means (or the desire) to strip the Six of their divinily.

The Schism. then, is more along the lines of a familial
division. one branch disowning and disavowing the other.
[t represents the efforts of the Host to distance them-
selves, and their worshipers, from their darker counter-
parts. While scripture describesthis as punishmen{. some
scholars believe that the Host wished to remove the Dark
Six's access to the population of Vassals, minimizi ng their
abilily to do further harm.

Scripture and scholars differ on what caused the con-
flict between the two factions of the original Host. Even
the most ancient texts, whose doctrine reportedly predates
the Schism, refer to the pantheon as Nine and Six and
One. So even before the official split. the two groups were
at least partly independent of each other. For centuries,
Vassals assumed that this division was one of good against
evil. which supports the currently accepted view.

Recent religiuus theory, however, suggests an alterna-
tive division. aswell as another interpretation of the Schism
itself. Of all the nine gods of the Sovereign Host, only two—
Arawai and Balinor—hold dominion over natural aspects
of the world. The others hold sway, partly or in whole, over
elements of civilization and culture. Similarly, of the Dark
Six, only two hold dominion over concepts native to civi-
lization: The Mockery represents treachery and dishonor,
while the Traveler is the lord of deception. The other four
oversee aspects of the natural world or magic, completely
independent of civilized practice. Some scholarsand priests
believe that the "Nine and Six” do not refer to the current
division of the Hostand the Dark Six, but rather nine gods
of civilization and six gnds of the wild.

Similarly, these theorists maintain, the Schism
was not the result of good defeating evil, but rather the
struggle between the civilized and the savage for the future
of mortals, In this conflict, Lhey maintain, Arawai and
Balinor sided with the gods of civilization for the sake of
mortals, while the i\iocker}' and the Traveler sided with
the gods of the wild due to their Enmiq«'with many of the
civilized deities. Ona symbolic level, then, the Sovereign
HGSE ‘\"ill dDminatE thE WDT]d and hﬂld great_er power
than do the Dark Six, for so ll:mg as civilization thrives.
Should the mortal races ever fall back into barbarism,
however—as some feared would happen during the Last
War—the Dark Six might well rise to ascendancy.

POLITICAL COVER?

In the minds of some of those who disdain the Savereign
Host. the entire concept of the Schism is nothing other
than a political ploy, played out on a priestly, or even
divine. scale. The gods of the Dark Six weren’t stripped
of their clivinity‘. these critics suggest. They werejust
“kicked out of the house,” a symbolic gesture if ever there
was one.

B}-‘ an extension of this reasoning, then, the Sover-
eign Host holdsno true gl‘udge against the Dark Six, any
more than a eliff holds a grudge against the seas or the
winds that pound at it. Rather, the Schism was an attempt
by Vassals to distance their patrons from the death and

e

PHlearly evenyone recognizes bhe symbol of the
5“91,\%’:’;« Aot

Aﬂoayfi the Oc[aymm o twell bnown, i
true meaning has long been the subject of scholarly
debate. LWhy should 2 pontheon consisting of nine
detties poscess an eight-ponted representativn 7

A relatively revent theony states thet the
symbol represents the first elght detties—those
who existed befbre the bith of Kol Koman, the
only second-generation god cutside the Llark

. Thit, Proponsnts maintain, i« be source

of Kol Koman s aoguisitive nature, he sechs the
recognition Hhat he feelo o fg}éﬁ%/é/ hie but has
been denced him.,

A much more shseure hypothesis, egpoused
by only the most eceentic é‘pao@{wm, o that the
éczbymm represents the eight “levels” of couls
that moke up the inkobitants of reality: mgeﬁn
beasts, demons, departed couls, dragons (the
afgcm?/ 7im, notthose eaﬂméﬁ/ i exivlonce/,
#oy, qodts, and mortals. Completely alien races,
such as the quor, dp not goper on this Lot
because they are not part of our realy.

“The most wédely accepted hought holle
that the Or}!aym 1 1ot represents e w;’gﬁm(

,omz‘ﬁeaﬂ—ﬂéf wzl;t the current Sovercign
Alost butthe Db Shie as well. The oot that
the symbol comes e two eolors, with eight points,
refers to sudeen actual entitee. This theory i
Supporied by ancient texts hat refer to the original
pantheon oo Wine and Sz and One.”

Tz what does the O’ 1efer 7 _,43&&1,
many theories dbound. Slome mantan thet ¥
& Elbermn teell A fuw theonsts belove e
indleates the presence of some long-lost dety.
Shich aolom o patently ridicudpus. "The Dk

S were m&beé/ banished, et f/f'ay ane édm’&/
!5{5"0&%1: or impotent; fr olaim that ¢ a’ﬂ'é/ could
hawe been " lost” fom the +pst o wibhout ment.

e theory held in leighest reqard states
that the "‘Ore’ o the Q&f n ALoot 20 @
whote. This is sugported by the Dectrine of'
the Diwvins +4oot, ae well 2o o fw branslations
of the pentheon as “Wine and Sew in One.’
/7 suggests that the pantheon can toke
aglions wdthout any debate or discussion among
i members. <S¢ wa does what neste ty be
done, as & single being. TThis would exploin how

the Dark St could be " barushed” hom the
penbheon; they simply ceased b be inoluded in
the avtivns of the #~ost doelf.
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Creation Wyﬂ&?

A questin fequently heard, in iy eapacdty as
Wargical scholar, to " UWhere do Uhssals belteve the
foa's' come hom 7’

This e a tricky progosition. Tt te @ futh
focnited on the belied that the gods are an intringie
part of the world. C/ef the qodle did not crepte Hie
world; that wae Eberons (Z’M{g. ( Eberion
m/yéf lersell be the world, a’q;ezaa?‘ﬂ_g it fiow
literallly one inteqprets bhe ancient muyths. J And
nothing in muythology suqgests that Eberron had
edther the desére or the capability to create godb.

Adow, then, did M‘&y oome about 7

“The most widely accepted theory amony
seholerly cireles stafes that the gods were indeed
created by Elberon when she lemed the world,
but ps—if you U orgive my rederring to- the divine
@ somahal un attering manner—acoidental
égypmdamﬁ?, not as @ deliberate aot. The creation
of'the world wiought numersas thanges o the
shape of reality dself, gathering and combining
inconceirable amounts of mystical energy.
/7 theory holds that the gods emerged fom
these enerpies alongside the world—that they
are, ?‘wk ﬂerzz[é/, the childeen of creation.

A version of thie Bheony pairs Eberon with

Sliberys. Sts supporters note that Vassals of'
many desparate oultures have all depiofed the
Qam‘gm as dragons. :77;35/ olaim rat the
Qoam@:w were the true chiliren of Eberon
antd Qxﬁaw: mighty dragons who- ascended fo
dipiity after bhe detbat of Krpbers vile fonds.

Avother betied, widdely eonsidersd heretioal,
states that the gm i # extot untdl mortale did,
that mortal belzfin o /?{i}'/:’&"/}’.)w m&m&/ nreatod
Hw.lyoa."s-. 8 needt not tell tou what most lssalo
think of peopé who-espouse bhat concept.

Sloveral theonies hold that the qods actually
predate the creation of the world. One such
theory, relatiely unpopudnr and slowly dying,
elaims that the gods had! Hom ralites outside our
otk Wil s do velestiale or Hhe r. The
qods came bhrough some plenar it to E beron,
posoibly during the act of ereation, and settled
Jere. :;Ew MZS*M{G? Lthe this theony, as i implies

that their patons are, i & sense, alien,

A cecond pre-crealion Hheony states et
e fodo exicted o Yo nm&l’{/ .aéy{g with the
three Draymm, and that they took the word
of Ebermn under their care after I came into
éggg Elome even Suggest hot the gode caused

Elberron to crente (become 7/ the wordtd.

destruction caused by the Dark Six and the nastier forces
of nature.

VASSAL MORALITY

Myth and holy seripture apply ethics and morality—
alignment, in game terms—io each of the gods. In Eber-
ron, faith alone powers the magic of clerics and adepts, and
grants the faithful the strength to overcome the travails of
everyday life. Still, many less devout or less well-educated
individuals assume that the vast majority of a group of
worshipers should match the general ethical leanings of
theirgods. Afterall, wouldn't a person naturally be drawn
to a deity with a similar outlook on the world?

Certainly this idea holds some element of accuracy
in certain faiths: The Church of the Silver Flame, for
'11‘15[&11'1(_'&. bUilStS more Ihan i[S allotmeﬂl D‘F COI“ruptiOT‘l
in the ranks, but the majority of its followers do indeed
share the same general goals and moral leanings as the
Flame is said 1o hold. Still, a worshiper need not follow
a deity's creed—the Sovereign Host perfectly illustrates
this larger truth about the nature of Eberron and the
divine. Alignment has little to do with a Vassal's choice
of whom 1o pray to: even the more focused Disciples
consider many other factors when determining if their
worldview matches up with their patron's. Arawai, god of
agricu]ture, is considered io he a kind, benevoleni power,
yet E\"il PEOP]E farrn thE land as \VEII as goﬂfl. Bﬂ‘]'l Th{'
virtuous and the wicked alike seek Olladra's good for-
tune and hlessing. Again, because the gods oversee every
aspect of the world, it is their speciﬁc areas of influence
that attract worshipers, rather than any nebulous and
ill-defined sense of divine alignmcnt. A Vassal would
110 maore igllore one thhe gﬂds over matiers CI'F mD]‘aI}iI)’
than he would ignore the rain or the crowds in the streets
of a city far the same reason.

It is an open secret among Vassals across Khorvaire
that a great many of them—possibly even a majority—carry
thisartitude 1o its logical conclusion. Specifically. despite
the banishment of the Dark 8ix from the pantheon, many
Vassals offer occasional prayers to the Sovereign Host's
wicked brethren. These are usually prayers of supplica-
tion, not reverence orveneration, attempts to turn aside
the wrath of the natural (Ur unnaturztl) forces over which
lll[‘_‘se go(ls hold S\'\“ay. Fe\’\' Df thESE -\}Elssﬂl& \'\Duld COﬂSidET
themselves worshipers of the Dark Six, or in any way
disloyal to the Sovereign Host. They simply acknowledge
that these darker aspects are part of the world, and it is
wiser not Lo offend them.

SOULS AND THE AFTERLIFE

According to Vassal belief, just as the gods are present
in all aspects of the world, they are present in all [iving
Lhings, The soul is a tiny i‘ragment of the divine, the
animating spark that allows life to exist. Unfortunately,
as the years of mortality pass, the individual spark loses
what makes it divine, preventing the soul from returning
to the gods. or even remaining on Eberron indefinitely.
The afterlife of Dolurrh is not a place of punis]lmen!;
it is a realm devoid of divinily. the one place where the
Sovereign Host holds no sway.

Why worship. then, if it offers no alternative to the
gray eternity af Dolurrh? Simply put. Vassals believe in
honoring and thanking the gods for the life they have. for
an existence on Eberron—however short—that can be made



berter. By honoring the Host, Vassals hopethe godswillin
turn grant them happiness in this life, if not the next.

Additionally, though it is rarely spoken of, many
Vassals cling to a faint hope inspired by a few ancient
myths and seriptures. According to this belief, mortals’
worship enables the gods to spread (o other realms, even
as missionaries spread their word to other lands. These
Vassals believe that in some distant future, the Sovereign
Host might finally extend its presence to Dolurrh, and
the afterlife will change from a place of dull emptiness
to a world of divine light.

SERVANTS OF THE
SOVEREIGN HOST

Vassals are the most numerous worshipers in Khorvaire,
and since they believe the gods are intrinsic to ever)’day
life, a slightly larger proportion becaome priests than do
members of other faiths. Only a very small percentage
Of [hOSE \'.assals \\'hc‘! E‘AII l}lElnSCI\’ES PTIESTS are ac[uall)"
clerics, however. The majority of priests are simple men
and women—possibly experts or nobles by elass—wha have
devoted their lives to serving their religion and aiding
others in leading a life of piety and reverence. Onl)’
the most devout of the devout have faith enough to work
magic, and most of them do so only weakly. These are rep-
resented through the adept class. True cleries (or other
divine casters, such as paladlns or favored souls) emhody
the pinnacle of devotion, and are rare indeed.

The term priest conjures up images of a devout Vassal
leading a congregation in prayer, or advising members
of a community how best to deal with a crisis, or per-
forming similar duties. This concept does not, however,
reflect a universal truth, In fact, while the majority of
priests of the Sovereign Host are leaders of the com-
munity or at least of the church, a substantial minority
accept no such duties.

These unusual priests are often itinerant, refusing
to Sra}' Il:lﬂg in an:,' one plﬂl’_‘ﬂ. Sﬂm(: Sc('k 1o dﬂ l}lE]r gﬂdb
bidding by spreading their worship, healing and tend-
ing to the flock, or—in the case of more adventuresome
priests—hunting down and destroying enemies of the
Sovereign Host and the natural world. Others seek only
to be left alone to contemplate their faith, holy scripture,
or the mysteries of the gods’ interaction with nature.
ThﬁSE “'ﬂﬂdf'fﬂl's ha\'e come Lo 1']!? known as E\'angelisls.
friars, and priests errant, the latter two terms borrowed
from the Church of the Silver Flame. Vassal reaction to
these itinerant priests depends on circumstances and
the proclivities of the evangelist in question, Towns that
lack much religious guidance of their own, or that are
besieged by criminals, monsters. or misfortune, welcome
a priest errant wilhjcy and thanksgiving. On the other
hand, those wanderers who seeck to escape the duties of
their station, who care little for helping others but anly
for meditating on their own beliefs, are viewed with
scorn. A few Vagsals respect their deeply held faith, but
most see itinerant priesls as Imving turned their backs on
the peuple Lhe}r are intended to guide.

An unusually high percentage (though still a minor-
ity) of wandering priests are true clerics, Whether this is
asign of divine favor, or simply a matter of survival—only
clerics are capable of biringing miracles to those who

need them or of battling any great evils they might come
across—is unclear. [n any event, this has led some Vassals
in distant communities to believe that anly wandering
priests have such powers, and thus they turn away from
their local clergy.

COMING TO THE FAITH

In a religion that sees the gods’ presence everywhere, is
there any need to be a priest? Simply living is service to the
gods, is it not? So what sort of person chooses to become
a priest? The answers to that question are as varied as the
priests themselves, but Vassals generally become priests of
the Sovereign Host for one {or more) of five reasons.
Faith: It is self-evident, but worth mentioning none-
theless. Some Vassals feel so strongly about their religion
thatliving an ordinary life is not sufficient. They must serve
the gods as directly as possible, and they must share their
faithwith others. This is the most common motivation for
becoming a priest of the Sovereign Host among citizens
of large communities, such as cities and big villages.
Duty: Others step into the role of priest because
somzone has to do it. Perhaps they feel that people in their
community are spiritually adrift or need someone to
speak for them to the local government, These priests
are often community leaders as much as religious ones.

Chosen ot the Clods
A small movement & spreading through the

priesthood, one that many edher don't !
bnow ebout or dismios., ese people believe
thot prizete who stumble into their mile showld
not only be automatically reognized, but that
they are actually superior fo other prists, \S¢'
someone fs the ol so perfeotly as b be pushed
dntp-it by the community. ten ¢ that the best way
1o cement the peoples faith n ther priests 7
Dsn 't that 2 sign that the gode want that
indwridual o speak for them 7

his ton't the most popular idea among
the more orthodox prissthood. Even priests
who- aren ¢ power-hungry don ¢ necessarily lke
sharing what they have with people who haven ¢
‘eamed” thewr positions, Others wre hesttant
simply because the process has no safgquards to
keep an evil but deceptive or oharming individeal
Hom nising 1o an intluential post. \%0 for, the

movement hasi ¢ gotten veny far, bet &9 only @
matter of e éyzs
have to deal with .

the higher-ups of the feith f
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metimes the people themselves decide

who is worthy of the title “pri

Security: Although it is less common now than it
once was, a number of people still join the priesthood for
financial security. Younger children, who stand to inherit
little or nothing from their families, and people who
seem unable to make a living at ather pursuits, sometimes
attempt to join the priesthood purely as a vocation.

Power: The priesthood of the Sovereign Host doesnot
have as rigid a hierarchy as, say. the Church of the Silver
Flame, but an internal power structure does exist. Asthe
most widespread of the major religions, the Vassals have sig-
nificant influence overa great many of Khorvaire's nations,
and even more over individual communities. It's an unfor-
tunate truth that certain priests of the Sovereign Host—just
aswith other religions—see not the gods’ glory burnmtrwke
a beacon before 1|mm Buttheirown: Semehgnegtly b(‘.hE\-(’
they can do more good in a position of power: others are
interested only in their own advancement.

Accident: [t seems odd, but many priests of the Sov-
ereign Host obtain their position entirely by accident.
The Host's priesthood does not use intense training and
ritual to identify the truly faithful as some faiths do.
Becoming a priest requires little in the way ot knowledge
unavailable to the average l:n_.-p('-r.'nc:m. Parlicu]ﬁrl}f in
small communities, but :)ct:lnii.mall}'in larger DIES, CET-
tain individuals slowly gain a reputation for wisdom, or
even holiness. P{-l'lmpx aperson isawell-loved and devout
community leader, or particularly faithful, or abnor-
mally good at somet lu ng, suchascrafting or performing,
so that it seems a blessing from the gods Lhem:.elve:. Vas-

sals might decide that an abnor llhl“\. skilled farmer has
!urmed a bond with Arvawai through his labars; a 5L1“ed

blacksmith has bonded with Onatar through her crafi;
or a potent warrior has someliow joined his strikes and
stepswith Dol Dorn. People come to such individuals for
advice, or ask them to lead a prayer, and before they know
it, they have stepped (or been pushed) into the role of
priest. The formal priesthood of the Host doesn't auto-
maticaliyl‘ecognize such "accidental” priests, butrwill de
so after a bit of examination, Even without such official
recognition, communities in which this occursare gen-
eral l}' distant from the 1;\:‘5{0!' cities and centers Gfpoliti—
r_al and I'E‘ligiULib IJL]\‘\'@]', \'\!h\-' should [hl_‘\' care \‘-'he[hﬂr
their priest is recognized by same distant bureaucrat who
knows nothi nga bout the person or the community?

BECOMING A PRIEST

It is possible to become a priest of the Sovereign Host
with only a modicum of religious knowledge, and some-
times without even try ingto (ln s0. Thatsaid, anvone who
seeks to rise within the priesthood, to gain the respect
of his peers, or to truly able to guide and protect his
congregation, requires formal training and education in
ecclesiastical—and possibly mystical—marters.

A would-be priestin the earliest stages oftraining is
called an acolyte, and she must place herself completely
under the tutelage and care of a more experienced priest.
This is done in one of three ways.

The preferred method is to attend a Scr\'("l‘eign
Host seminary. Such seminaries can be found in almost
every major city across Khorvaire (excluding such obvi-
ous exceplions as Flamekeep—the heart of the Silver
Flame—and cities in nations that l'rown on the Host, such
as Droaam), The Heirs of the Host Sem1mn‘y in Wroat,
Breland, and the Gods' Grace Academy in Tanar Rath,
Karrnath, are the most prestigious. Competition to
enroll in these schools is hierce, despite the steep tuition
and difficult courses. Priests who emerge from these
seminaries are widely respected by most Vassals: although
some faithful consider them aloof and superior. Priests
who take the cloth through a seminary are far maore likely
to be granted their own congregation in a major city
than others. and few of them spend much time lr'ne]mcr
among border communities and small towns.

For those who cannot reach (or afford) a seminary,
apprenticeship in an active temple is the next best thing
Although the Sovereign Host does not boast grand cathe-
drals on the scale of those built by the Silver Flame. or
winding catacombs such as those in Aerenal, many of its
templesand shrinesare large and elaborate. Priestsappoint
acolytes to perform duties such as maintaining the altars.
arranging appointments, and doing research. The best
ensure that theiracolytes gain substantial liturgical knowl-
f‘r]g‘r‘:‘ as well as {‘xl_n'rium‘ﬁ in L'()Iiiilllili[!_E{' ceremonies; the
worst treat their acolytes as honded servants. An acolyte
who has served in such a capacity for several years, who can

prove knowledge of the liturgy, and who obtains a pasitive

recommendation is ready to lead a congregarion.

The final option, and the one given least credence
by the more tradition-bound members of the priesthood,
isto become an apprentice to a priest outside of a temple
environment. The mentor might be a village preacher, a
wandering evangelist, or some other priest who does not
have a congregation of his own. Such priests are fully
capable of teaching the basics of faith and scripture,
but the acolyte does not gain experience in managing a



temple oraregular congregation. Furthermore, itiner-
ant priests are held in suspicion by certain other mem-
bers of the clergy, who assume—accurately or not—that
they must be deficient in some way not to merit their own
temples, Thus, acolytes who receive such outside train-
ing warrant close serutiny if they ever attempt to settle
in a Host-dominated area, and are often heavily tested,
or even required to undergo additional training, before
they are permitted to lead their own congregations.

The more ol‘ganized among the priesthood Subj!:ct
candidates to various tests to determine their capabilities.
These are tests in the truest sense of the word: written and
oral questionsthat determine the individual's knowledge
and abilitv. The trials includes intense questioning on
reiigious doctrine and history. as well as dea]ing with
social and moral erises. The testing can take weeks, with
many da)‘s devoted to hy poi]n‘ucal scenarios that adjudge
reaction to a given dangcr or disaster. This constitutes the
final period of seminary training, so all priests trained in
those establishments must pass these tests. Individually
Il‘ai‘ﬂed PriES[S‘ ho\\'E\-'EI'. mlg]‘li lakc Ufﬁce “'lthﬂut ever
being exposed to them.

HIERARCHY

The priesthood of the Sovereign Host does not have a
single leader or group of leaders. It has no Voice of the
Flame or Diet of Cardinals, as does the Silver Flame:
it has no individual higher beings at its head. as do the
Blood of Vol or the Radiant Cults. Instead, the priesthood
is guided by a number of separate liturgical councils.
The precise means by which each coauncil chooses
its membership varies from region to region. In some,

5 Those who worship the S

Good Enough fr the Buckwoods

: n ALost db not Hem @ monolihic entity in ﬁemyﬁi&éﬂl&h}f‘fée Chiurch of the ,
b Slber Flome db. The INost presthood meludes lorge and polizeally -

priests can petition for entry, and if a seat is available and
amajority of the standing membership approves. theyare
accepted. Elsewhere, a member in good standing must
nominate an individual for inclusion. In other places, a
priest must meet certain requirements—number of years
of service, accomplishment of certain tasks, or passing
much more stringent tests than those given to graduating
seminary students—before being considered.

Whatever the case, each of these councils represents
thegreatest and most faithful priestsinagivenarea. The
regions overseen by the councils vary in size: the Host of
Khorvaire oversees Passage and a large portion of Aun-
dair; the Devout of the Celestial Crown manages only a
large portion of the city of Sharn.

Councils wield substantial political and social power,
which they use 1o enforee decisions and edicts that might
otherwise go unheeded. They can threaten delinquent
priests with ostracism, removal of their congregation,
loss of status, and the like. On the other hand, they offer
mediation of disputes, spiritual and even Anancial aid,
furthertraining and education, hand-picked acolytes. and
political connections to secular government. This matters
little in border towns, but in the major cities of Khorvaire.
a priest of the Sovereign Host benefits greatly from main-
taining good standing with the local council.

The kingdoms of Aundair, Breland, Karrnath, and
Thrane boast multiple councils dedicated to the Sover-
eign Host. (Thrane, however, has only a few, since the
nation is largely devoted to the Silver Flame.) Vassals
dwell in other nations, of course, and some kingdams
worship combined pantheons comprising members of
both the Sovereign Host and the Dark Six. These areas

powertil organizetions, suck as the /assal
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Afm(y or the oot of Korvaire, but i toes not operate ecﬁé@d*ﬁ&/ wnder their mandate. Thus, pronunciations é.?
Y vanius ecotesiastic councds are considered strong suggestions rather than athual edicts. Such divtates are in fore
om"/ 90 far a8 the more /meﬁ'/ priests and factions have the a&t’dy o enfore them.

The #ost s largest organizations ensure that the acolyte of o wonderng priest s not permetted to take up management
of'a temple in g&mﬁf Pﬁwya, Avattair. These are important ¢ ations, where L‘rfé;m and. m@mﬁ@ lawag;mma’
& &[é{ trained, priest. TThat small border town ceer there, ;}{Ouyé 7 Ll fiere the same éwiﬁ’ny Senes b;a/e a’«tc/ as town hall,
a shrme to the Slovereign ost, and hospital 7 The church hizrarthy gracivusly allows any leal priest to shepherd the

f dmy@mﬂ, mym&m‘ of {fafm’rg or ekperience.

Thts ts hypocrisy of the worst order, of course. e potwsr of the assemblies is social and political. St keps
\ the odtizens of the more inportant odties happy, and shows that the priesthood values them highly. «S¢ also ensures that
& the leaders of such congreqations hold attitudses and relgious mtepretations that mimor the leanings of the presthood s
\ buwrent laders.

Dt would be poor seholarship on my part to elaim that this atttede is common to- all members of the priesthood s
goveming bodies. Wevertheless, the prevading attibude ts shaped heavily by the priesthood s destre o heep dloelf
Mﬂé powertul.
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are not considered part of the church proper, however,
and the liturgical councils have little contact, and no
clout, with them. In the wake of the Last War, the sur-
viving priests of the councils of Cyre have largely been
assimilated into the hierarchies of neighboring realms,
though a few have formed independent sects—often
fallowing unorthodox beliefs.

Any priest in good standing with the local couneil
can attend a conclave and be heard: in this sense, a great
many priests might be considered "members.” By a more
strict interpretation, however, most councils average
one sitting member for every twenty or thirty priests in
their region. These councilors set policy, determine the
content of lessons and tests at seminary, debate theology,
and hand down new interpretations of religious text.
Additionally, and perhaps most importantly, they meet
with their counterparts from other councils in a Grand
Conclave once every ten years. These gatherings are
often filled with heated liturgical debate as the members
set the general course for the priesthood, and overall
interpretations of holy texts, for the next decade.

Beyond these general distinctions—councilor,
general member. or priest with little involvement in
Ihe CDL]]]!:il—li"{? P['].E'Sl.hDOCI Qf [hE SD\'ETEigﬂ HOST
acknowiedges no innate difference in status. A priest
is a priest, and no one holds authority over any other,
unless in charge of a specific temple, seminary, or other
L’Stablishmcnt Uf‘lh{_‘ Chllrc]l, ln llllﬁ case, thE gcwe‘f‘ning
individual is granted the honorary title of high priest, to
whom the others of that temple must answer. This power
is not absolute, however, and high priests who abuse
their authm'ity. or give und(‘rlings inappropriate orders,
might have to answer to the local council.

Otherwise, the priesthood is like any other gather-
ing, [ts members establish a pecking order, even if infor-
mal. Graduates of seminary generally garner greater
respect than those who learned their craft in temples,
who in turn have higher status than students of itinerant
priesls. T‘|1C \‘\"Dl"d I’Jf an L'ldel' IJri[‘_"!l usu:.l].ll\' L'al'ries more
weight than that of a younger. and priests from larger
cities command more respect than those from smaller
towns. None of this is official, and in fact it is discour-
aget‘l b\ !‘nan’,’ CDUI'II:II"JI‘S: ne\'el'lhelc‘ss. :r'l.li_'h di\"isi:}ﬂs

continue to exist across much of Khorvaire.

DUTIES OF THE CLERGY

For the most part, priestsare beholden only to the Vassals
they shepherd, rather than to the church itself. (Obvi-
ously, members of the various councils are an exception
to this rule.) The general attitude is that a priest has
fulfilled the obligations of office by properly leading
a congregation in prayer and ceremaony, competently
handling the problems of parishioners, and engaging
in the expected rites and offerings. Specifies vary from
community to community, but priests of the Sover‘eign
Host genera]ly perform a set list of duties.

Life Event Rituals: These include naming ceremo-
nies, weddings, and funerals, Such rituals also encom-
pass more faith-specific events. such as commemorating
a Vassal's devotion to a single goal or career (this can
be anything from taking the cloth to graduating from
apprenticeship and opening a shop).

Holy Day Rites: Worship of the Sovereign Host
includes a number of specific holidays and regular ritu-
als, all of which priests are expr:t:led to lead. These are
listed in The Calendar on page 2%,

Pray‘er Ser\-‘ices: E\'er}' dd\' Url}l& \‘\'Efk iS dEVDtEd
to at least one aspect of the Sovereign Host, and temples
otfer services every morning and evening for those whao
wish to attend.

Counselingthe Faithful: Many Vassals turn to their
priests in times of need or trouble, and those priests are
expected to offer comfort and advice to the best of their
ability, Thisis not limited to religious advice, though that
is certainly the area in which they excel. Priests must be
prepared to offer aid on such mundane issues as faltering
relationships, financial matters, and anything else chat
might come up in day-to-day living.

Charitable Works and Community Improvement:
As the gocls work to aid the wm’lh)f among their follow-
ers, so too must their priests strive to impruve the quality
of life for their congregation, and to a lesser extent, all
people in their community. This includes offering alms
and food te the poor. |1c|[_1ing maintain the cleanli-
ness and safety of the neighborhood, and assisting with
repairs to damage caused by disasters such as fire, flood,
and invasion. Some priests pay r_mly lip service to this
du[}-‘. placn‘lg a 5'13[‘0\\' Pl)(!]' bf_‘x ]I.I'I a LEmPlf or perhaps
lUSSing a COPPE[' cointoa b{'ggztl' now '.H]d lhen. Othﬁrs

P———_—#

CLERICS AND PRIESTS

No formal distinction of rank exists between clerics,
adepts. and priests of the Host. They might have dif-
ferent duties—a cleric is much more likely to pursue
the church's enemies or pertform exorcisms—hut all are
equal in the hierarchy of the priesthood. This deesn't
suit some Vassals, however. Many believe that the ability
to work miracles is a ¢lear indication of divine favor, or
at least of deeper faith. Surely those to whom the gods
have granted powers should lead? Even more conten-
tious are pcnplv who tl&'w_-]t}p divine magics spontane-
ouslyand without training (such as the so-called favored
souls) and those who gain reverence in extraordinary
circumstances—the rare "saints.” A perfect example is

Saint Daca of Sharn, a gnome who has done little but
51t atop a pillar and discuss matters of tl\eology with
passersby for over a ¢entury. She has advised so many
Vassals and priests that, should she choose to step down
from her pi”m‘. she could take her pit‘k of positions in
the local clergy.

No clear distinetion exists between people who [eel
that cleries should dominate the priesthood and people
who don’t. Many cleries themselves argue that they should
not l']t’ ||‘Cﬂl.ﬂd Hn)‘ l'}i.rilt‘l‘l*l1ll)-'. W}lllli"_' o gl‘fﬂl I'Ilany mun-
dane priests and Vassals argue that they should. In faet,
the numbers of elerics, adepts. priests, and Vassals on
both sides of the issue are r{'nughly equal.

#__d



throw themselves into the work with the same devotion
they show other religious obligations, sharing their own
ifering the lr‘l'ﬂlr]l‘ itself as shelter, o n 11\'ing
ty sa rhr\' might give all to others.
qprcadlng the “o_ The priesthood has 1‘31‘&1}-’
spread worship of the vereign Host through violence,
prosely
aspect of the wcrrld they us
3 asion—from a beautiful sunrise to a laughing
child to a flock of birds—to enumerate the glories of the

joke among non sof rest <in Better
to f t ; 2 d Cls they say
"than the woriations of a 'V A 2ast you won't get
thrown in the stocks for stabbing the \L\ldlel‘

For the most part. thisisan uni.:ur stereotype. Many
priests of the Host are happy to speak of the scriptures,

to point out the wonder of the gods in every detail of

the narural world, but enly ifinvited. Others, however,
y fulfill the eliché. " G‘\'anmd and pnntiflcate at

"nrrrh luntr pdhl the pnlnt at which theu audience has

T 1d\ uramwd
ch ofa uoda—
1}:1:‘(‘1 ]1: avy rDcl\ or other hlunt instrument).

The wisest and most devout prie use opportuni-
ties created by their other duties to engage in this one.
A pauper who 1 ives her first meal of the week from
the temple of Arawai is more likely to listen to what
her priests have to say than is some fellow wa[king the
street, minding his own business. When a priest rolls
up his sleeves and works alo e the townsfolk to

inguish a blazing house, the cit ary is more kindly
disposed to his sermons than if he simply berates them
from the pulpit.

Protecting the Faithful: Priests are expected to
stand between their parishioners and harm. True clerics
can do this most eff li\.-'t?.l}_'. but even nonspellcast
should be willing to I‘ldﬂI‘L'J'F‘F themselves to protect
others. This intervention mwht be physical (such as step-
pingin front of a criminal or invading soldier) or spiri-
tual (such 51 pirits, demons, or quo

'l‘fE‘L‘lE‘ntI:\f disregarde

Fina“}'. r.hclug'h not a strict dur}-‘. priests of the

overeign Host are expected to dr ;

-nizably. This renders them more readily avmlqlw
to Ehr‘lr communities. Unlike some other {'ﬂllhﬁ‘ the
Sovereign Host do 1ot hav fic cleric uniform.

priests are requier to dressin clean anc
attire, and to prrrm:rn:ntl\ dl:p]w the O
Host's symbol traditionally takes the form of a dedI]mﬂ
or amulet worn on a LI'lx:lll'L around the neck, but could
just as easily be a symbol on a tabard or a large bracelet.
T desces tell the difference between prie
s who wish to display their faith, custom dictates
3 lestial Crown in
its tradit - ntation—single bar horizontal, with
three smaller bars vertical—while other ¥ als wear it
-ith the single bar vertical, and the three intersecting
bars horizontal.

When actually ¢ ing rites or leading ceremo-

office.

gold with dark blue lining,

or the reverse. ~\ common practice in larger cities, this
is rarely seen in small towns where the priests are much

Priests of the Sovereign Host have few duties
as important as protecting the faithful
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g@c@my the Fast

Potice the disoyssivn of ecelesiastioal
pancshment #ils to addres the oituation of
malteasance by a high priest. \9mayaze the

posiivn of one whe wishes fo 6rr?eg such a

powertil personage to- fustice. \9»z¢z_5;&ee the

couned of peers willing #o sit in Jucgment of'
Hhat  persot. %ﬂ&/&/, imagine the fhithitd brape

enough fo ary oul any punishnent dictated.

Thaith m{?éf‘ nsptre some o+ ol of those tp

persevess, but that & ézzdy & rare evept,

Elven when i i pm&&'&a/, thip eystent
of defocbing is only Euly effeotive of the lboal
level. LUkat of those priete who move o o
new cify or exen nativn, who find some way o
remove the mark of shome wpon them 7 (What
they realize they are about to be charged, and
oo town befdrefiond 7 e éﬁwy‘aﬁ/ counede
dlb not speak by each other feguently, and even
when they do, they have fr larger matters than
exthanging wanted posters. Even of 2 couned
hag the bime o do oo, how does i eate o
(awbreaker in s terrtory—especiolly one hiding
out in a small town with Ui church presence 7
Clores »wg,véf eyr;aéhy dlvinations o ind M/
fretnpus lnwbreakbers, but Hr the most e, the
notion of wr ex-priest qoing fugitive i met with
a simple " Crood riddance.”

Dozene of'stories exict of, prieste dedipcbed
i one eommuanity tho fave gone on o ,Weac?ﬁ
& arother; successtilly kiding their past. Sn
eome lales, the priest resumes whatever orimmnal
ways londed him in touble the first time. Sn
others, he uses his second chance to atone for hiis
sins, and (e well lvei and reversd wntd the _d(u/
he dies. QM:@ defivcked, pricste pre eafexrfua/é/
discovered and expelled from their new posts.
Others are 9o loved by their people that the
pﬁi%‘!fftmd cannod I_a,?ef it of them. Mmeg/ e
never dicoovered af all,

O aloo bnow of o few exv-prizsts of the
Afost whe have gone on f become leaers
il other faiths. _Ihée i an ezﬁeptfoné(’é/ rare
oeeurrente, buf simply offthe top of my heat,
S can name two priests of the Dark S,
one of the Shlver Flame, and one servant
of Vol who were all former privste of the
Q&Wgﬂ Aot

less able to afford such an item (and everyone knows who
they are, a-nyway)

FALLEN PRIESTS

Due to the lack ol a single controlling hierarchy, a priest
must commit a severe infraction before others take formal
steps against him. The four principal causes of expulsion
from the priesthood are as follows.
Major Violation of Religious Precepts or Fail-
ure to Perform One's Duties: Committing one of
these violations even a single time might be grounds
for defrocking.
¢ Of‘f‘et‘ing devotion to powers the Sovereign Haost
considers evil (such as the Dragon Below).

¢ Extorting money or favors [rom worshipers in
exchilnge for aiding them.

. De|.ibera1€]y misleadingworshipel‘s in proper practices
ar the meaning of seripture.

* Using ecclesiastical position to influence policies of
the secular government.

Repeated Minor Violations of Religious Precepts
or Failures to Perform One's Duties: Committing ane
ol these likely draws only a reprimand, assuming the
local council hears of it at all. Repeated violation. how-
ever, could result in expulsion. Minor violations include
the l"oflowing.

* Refusing to perform duties {such as failing to give to
Chal‘ily or lead appropriate rites).

* Disrespecting fellow priests.

* Taking unfair advantage of the services of acolytes.

* Inappropriate displays or mockery of Savereign Host
holy symbols.

Major Civil Crimes: Serious crimes against the state
or the citizenry might result in expulsion. These include
murder, treason, rape. grand thefts, and the like.

Repeated Minor Civil Crimes: Minor offenses
against civil authority are actions such as fraud, petty
theft, inappropriate speech (in nations where that's a
crime), and so on. In most cases, committing an act of
thissort once won't get a priest defrocked, but repeated
violations will. What separates a minor crime from a
major one often has less to do with the law, and more
to do with how important the victim of the erime is in
local cirveles.

Procedures for deﬁ‘ccking a priest are simple
enough on the surface, but Sul‘p:'isingl}f difficult to
carry out. First, someone must bring a complaint to
the liturgical council, orif the priest is part of a local
hierarchy (such as the staff at a temple). to the high
priest. Such complaints usually originate with other
])rit‘sis. b'l..'lt they can come fT'DI'I] an}’onrn Pl'iesls are
supposed to give equal wr:*.ig}‘lt to complaints no matier
whao lodged them, but in some communities, priority is
givcn to comp[aints based on their source. Priol‘ity in
desuending order ofimportanr:e: elder priests, govern-
ment officials, important Vassals, younger priests, other
VZISSZIIS. an}'one EISE.

Once someone registers a complaint, the council-
ors or other priests must investigate its merit. This can
range from questioning those involved. to a detailed
investigation that resembles police work more than reli-
Fious practice. Ifthe suspect priest is found guill}' of the
chm‘ges, punishment depends 1al‘gely on the nature of
the violation and what resources are available.



In the case of a civil crime, the priesthood simply
declares publicly that the guilty member has been
defrocked, and leaves it to local authorities to handle
charges and punishments. If the crime is religious,
however, the situation becomes more difficult. The
priesthood has neither the legal right nor the ability to
imprison, exile, or execute its members. The church
might attempt to impose fines, or use social pressure to
drive a violator from the community, but this doesn’t
always work. Instead, the priesthood conducts a formal
and very public rite, listing the individual’s crimes,
stripping badges of office, and marking the offender.
This mark can be a literal brand, 4 tattoo, or even a mys-
tical sigi] such as a mark a[f_}u.\fm‘. (This last is most effective,
but also moest uncommon.) For exlt'cmcly serious viola-
tions. the ceremony mlghl also involve flogging. Lhcugh
this is of questionable legality and occurs only rarely.
The mark, and the very public knowledge of the violator's
crimes and loss of status, are usua“)' sufficient o prevent
him or her from ever again func!ioning as, or c]aiming
to be, a legitimate priest of the Host.

QUESTS

Only the most devout worshipers embark on quests in
the name of their deity or pantheon. For the average
Vassal, quests are adventures to read about, or to listen
to during sermons, not to pursue. A VETY select few,
howa\'er—mually itinerant clerics, pahldins. and the
like—do indeed wander the world, seeking out deeds to
perform for the glory of the Host and the betierment of
their followers.

Unlike many other faiths, worship of the Sovereign
Host has no driving goal behind it, and thus no specific
purpose to shape its quests. Because the Sovereign Host
is part and parcel of the world, quests in its name almost
always revolve around worldly circumstances. A Vassal
might quest for a magic item or powerful spellcaster to
control the weather, and thus end a drought afflicting a
Host-devoted town. She might seek out and thwart the
schemes of priests of the Dark Six. She might set about
finding land and constructing a shrine to the Host in an
unenlightened area. On a more subtle level. she might
seek out those who have lost faith in the Host, and attempt
to show them the error of their ways and return them to

the fold.

RITES AND RITUALS OF
THE SOVEREIGN HOST

Vassals perform rituals to celebrate almost every aspect
of life. From life and community events, such as wed-
dings and coronations, to natural occurrences, such as
Changing seasons or Lhe hﬂr\"eﬁt. e\"{"l'}" F{:‘ature c)fthe
world contains an element of the divine and is worthy
of reverence.

Obviuusly. not all these ceremonies are long or
complex—nobody would have time for anything else.
Furthermore, Vassals do not practice all or even most
of these rituals;: even the most pious feel no obligation
to observe all of them every day. For the most part. Host
rituals are options, available for those who wish to give
thanks fora particular event. Only the most holy festivals
are sacred e.nuugh that Vassals frown on those who do not

participate, and even then, their disapproval is as much
social as it is spiritual,

PRAYERS

The most minor form of ritual, prayer is a means to
show appreciation for something important, wondrous,
or beautiful. Specific instances of good fortune, sue-
cessful endeavors, and similar benefits demand more
appropriate acknowledgement, through minor rites.
Prayers are offered in gratitude for agreeable weather, a
beautiful vista, a pleasant visit with {riends, and similar
positive but mundane experiences. They also offer rever-
ence and glory to the Host without focusing on any one
aspect of the world. Many paeans and hymns fall into
this category.

Prayers are purely verbal. Anything that invalves
gestures, accoutrements, or sacrifices is a minor rite.
Host tradition states that prayers should be uttered
in 2 normal tone of voice. or in song: whispering or
mumhling is disrespectful. Mast prayers, even those
intended to thank a specific deity, begin by honoring
the pantheon as a whole. Common openings include
"Oh. generous Host, we thankyou . . ." or "Sovereigns
of Eberron, Kingsand Queens of life, receive the grati-
tudE Df }'Oul' humhlesl SEervit I'IlSA"

Only after addressing the pantheon as awhole does the
Vassal go on to name a specific deity. For instance, a prayer
regarding the beauty of the sunset might be addressed ta
Arawai. Asusual, Disciples form an exception to this rule:
thE}' address all their worship to a chosen gc:d.

Priests often lead their congregations in prayer, and
some Vassals seek them oul for aid in offering private
prayers, but the participation of a priest is not neces-
sary. According to doctrine, the Host will hear heartfelt
prayers uttered by any Vassal, accompanied by a priest or
not, inside a temple or out.

MINOR RITES

Minor rites are more involved than simple prayers but
still not particularly complex. Although many Vassals
seek out priests for aid, minor rituals do not require
Dversight. Rites involve prayer, but they are not limited
to speaking or chanting. The most simple include hand
gestures, often meant to emulate the Celestial Crown or
the holy symbeol of a specific deity. More elaborate minor
Ti[ES use hﬂl\ 5\'mb015. Candlc’s onan H][ﬂl'. ..‘ipt'chll: gu l_b
or colors (whites, blacks, golds, and blues being the most
common), and burnt sacrifices. Sacrifices to the Host
almost never requir'e bload. human er animal. Rather,
the petitioner offers something of meaning to herself
and to the gods she is petitioning. For instance, a Vassal
seeking wealth might melt a few coins in honor of Kol
Korran. in hope that the gift of valuables will earn her
greater I'E“'Elr'ds T.]'l her next f_‘ﬂdei{\"l}]'< -’I\ hllnler mlg]it
burn a freshly made arrow, offering up something valu-
able to both himself and Balinor, A warrior petitioning
Dol Dorn's aid in battle might inflict a small wound on
himself, shedding a few drops of his own blood. to show
that he is unafraid of pain and injury. and that he will
honor the war god with his actions.

Minor rites are appropriate when a Vassal seeks the
favor of the gods. Before embarking on a journey, set-
ting plow to field, entering battle, or making a wagon,
the faithful petition the Host for success. These rites
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A farmer sets aside a few stalks of wheart for sacrifice
to Arawai, in hope of a greater harvest to come

also serve more general requests, such as good fortune
or success in finding love, and prayers for aid, such as
petitioning for the health of a sick relative.

Minor ritesalso give thanks for prior luck ar success.

ln [I'l'i& I'(_" '(I th‘.‘\ are llll_ll'_'h lll\f_’ Pl‘a‘\’EI'S‘ but rir[‘.s caom-
memorate Sl)t‘l:lfl(' :!n(l [JL’I'SL”'NII EVENnts, l‘ﬂthel’ thal1 {hc
more general aspects of life to which prayers are devoted.
For instance, a Vassal might conduct a minor rite to Kol
Korranafter a successful day of sales, or to Olladraafter
surviving an assassination attempt, or to Boldrei when a
beloved accepts a proposal of marriage.

( l'll'ﬂﬂ'l.l}nl\u minor Tilc‘v Shﬂ“ UIﬁII[L'I.dQ IOI ‘JP"'(.IFI['
vet CUITImenPLi(_l.’ events suc i'l as meal.- l‘ar Instanc& a
Vassal might pour a libation of wine onto the ground
before partaking of food, in thanks o the gods—Arawai
and Olladra in particular—for their sustenance.

What isa Vassal to do if he needs help, but is not in
a position to offer sacrifice or conduct a ritual? When
menaced by thugs, or trapped in the bottom of a well,
neither time nor materials for a rite exist, but such silu-
ations are when help s most needed. In these instances.
it is acceptable to offer a simple prayer, but tradition
demands the appropriate ritual at the brst available
opportunity, both to express gratitude and to make up
for failing to properly frame the initial request.

The spells of elevies, adepts. and paladins are con-
sidered to be minor rites, albeit rites thart r_m]y a select
few individuals can propcrl}' pm‘form‘ Even Spe”s with
nothing more than a verbal component are considered
rites, not prayers, because of the advanced theological
knowledg’e I'E'l.'lui'l'(fd to COIldLIC[ '_hfm,

MAJOR RITES

The greatest ceremonies of the Sovereign Host com-
memorate both hely days and particular events. They
involve paeans and prayers, specific designs and ges-
fures, proper garh (m‘ at least colors), candles, and
sacrifices of the same style offered in minor rites, but on
a larger scale, involving numerous people. Major rites
technically require the participation of a recognized
priest. Some particularly religious Vassals know enough
of the liturgy to conduct the rites on their own—this
happens most frequently in small communities that
have no priest of their own, or in areas where worship
of the Sovereign Host is discouraged or persecuted—but
the larger councils often refuses to recognize the valid-
][) (J'F SLLCh ceremonies

Festivals are major rites that :'rancnt_y accasions and
changes in the lives of the Vassals. A very brief deserip-
tion of the traditional ceremonies follows.

Birth: When celebrating a birth. the priest and
lhf_‘ th]d 5 P(IIC]'.I'H cer E'I'“ﬂnlﬂi]) nld[‘(_h 1o [hC nearesi
altar (usually within a shrine or temple, buta personal
altar will do). T hc\. travel lln(_\ugh a crowd made up af
{]']E'ﬂdﬁ. I'EIZ\(]\E.‘i ('Il'!d {)l]\(.‘l W t’]l‘\\']bi\frs, a]l CIT Whon‘l
offer prayers and small items for sacrifice. At the altar,
the priest beseeches the gods, individually and as a pan-
theon, to allow the child 1o grow up |1aI‘.-p\ and healthy,
sll'l(l to Pcl\’e fr)r Ihc‘ o I"l!]{l da Pdl}'i l}\dl W 111 l:nrlnﬂ blcss‘
|ngh on lht‘ CD]ﬂlel‘lHy. I-hL })dlc‘ﬂl: burl‘l Dfie] lngs
as L}‘Lt‘ Pl'ieﬁt l)r(lyh‘. 'I-I'!L' L‘t‘]'ll‘m!;.ln)' as a 'l\'hUIE, {"I'Q]Tl l]‘lE
beginl‘ling Drll]ﬂ '.l'“ﬂ]'fh Lo l}'ll.' L’]'”.I ()'I lhE Pl‘a}'ﬁ‘{'s, IaSIS
roughly an hour. Finally, the priest mixes the ashes of
the burnt offerings with wine or haly water, and uses the
mixture to draw the Octogram on the child's forehead
or StOInEI('.IL

Mal‘riagc: Mnrriugc is one of the holiest sacra-
ments of the Sovereign Host, though Vassals place no
stigma on romantic rc]alicnsi:ips outside ufmal‘riage.
Onece two people are wed, however, they have commitred
to each other in the eyes of the world and the gocis: as the
}-'[Ust are bUth nint‘ Hn(] one, 5o i'l'd\'f_' lht‘ CDUP]E bECDmE
bf)t}l two dnd one. I)I‘\\ll d.l ILilILIU“‘- EE{DIC m.:r‘r‘}affﬁ
are no l.-l'lg d!’r‘ll I7L11 :il[l.lI[L’I\ 1san ()iiE[l‘f‘ ﬂgdan[ fh('
gods themselves, worthy of hoth scorn and ostracism
from the community.

The wedding ceremony incorporates local tradi-
tions aswell as religious mandates and thusvaries widely

from community to community. Some are somber

affairs with much chanting; others are joyous, accom-
panied by dance and song. All Vassal weddings. how-
ever, contain certain activities. T hey require a priest
to pray and conduct offerings for the couple’s future
]‘Lappiness. for their health and the health of their
children to come. and for the g:;u‘ls to make their family
a beacon among Vassals. The couple must exchange
tokens during these blessings. Rings are traditional,
but some couples prefer bracelets, necklaces, or ather
items. The only requirement is that the tokens be worn
orcarried at all times. During the ceremony, the guests
burn D'Ff‘erings in small ceramic vessels etehed with
the Celestial Crown ar the symbol of a specific god on
the battom.

Death: Because Vassals do not believe in any afterlife
other than eternity in Dolurrh, Sovereign Host funerals
are truly somber. A funeral invelves a procession., similar



to that of the birth ritual. In this instance, however, the
priest walks in the fore, followed by bearers carrying the
deceased on a plank or in a coffin, depending on local
custom. Prayers and rites offer thanks for the life of the
deceased, the lives he rouched, and the good he did. They
only request that the survivors' suffering be eased swiﬂ.]y
and that the deceased escape the clutches of the Keeper,
It is iraditional to bury a sacrifice with the deceased, in
hopc that the item will distract the g‘reed)’ Keeper and
allow the soul to slip past.to Delurrh. For a peasant this
might be a single copper coin, but the wealthyare buried
with fine jewels or other treasures—a possible lure for
grave robbers or even adventurers, seeking the treasures
of an ancient king,

Coronations: Although the practice is not as
common as it once was, some rulers seek the blessings of
the Sovereign Host when ascending the throne. Tradi-
tionally. a high priest or other luminary of the church
conducts such rites as a matter of respect. bur any recog-
nized priest can officiate.

As with weddings, the details of a coronation cer-
emony vary from culture to culture. However, all such
rites have two features in common. First, they require
sacrifices by both nobles and commoners; only the
combined goodwill of the rulers and the ruled inspires
the gods 1o look favorably upon a new liege. Second, the
priest places the crown (or other symbol of office) upon
tlle I‘lcwtilleholder and lht'l'l iirie]]\' hD].d.S t]‘lt: Oi_‘{':lgl—ﬂ'lﬂ
above the crown. This indicates that while the new
ruler stands above mortals, the gods stand yet higher.
Custom demands that the Celestial Crown used in this
ceremony be an actual icon, but a few priests have used
drawings of the holy symbaol when no other course was
open to them.

THE CALENDAR

Worship of the Sovereign Host predates the formation
of the great kingdom of Galifar. Thus, while all Vas-
sals use the standard Galifar calendar in da\_;—ln-da}'
life, they measure days of religious significance on
the far older Sovereign Book of Seasons (or simply the
Sovercign calendar).

The original Vassals divided the year into three
seasons, rather than four, Yearbirth, the first season,
was devoted to planting crops and growing things, and
was associated by some people with the dragon Siberys.
Yeargrowth, the second season, was devoted to the raising
and reaping of crops and the fullest bloom of the world,

and was sometimes associated with Eberron. Finally,
Yeardeath was the period when the world was cold and
fewthings grow; its association was with Khyber, In terms
of modern seasons, Yearbirth roughly corresponds to
springand a portion of summer; Yeargrowth to portions
of summer and autumn; and Yeardeath to portions of
autumn and winter.

Each season was divided into seven "weeks” (the
original term is lost) of sixteen days each. The Sov-
ereign calendar does not recognize the concept of
months. treating the phases of the moons as separate
from the Limel&ceping of the world itself. Each day of
the week was devoted to one of the fifteen gods of the
original Sovereign Host, with an additional day at the
end of the week devoted to the pantheon as a single unit.
In the modern era, the names of the days formerly
devoted to the Dark Six now commemorate no deity
at all. They have been renamed after the Five King-
doms and Galifar itself. to show so]ldari{_\' between
the So\'ercign Host and the sovereigns of humanit}'.
The new year on the Sovereign calendar Enrresponds
with the first day of the month of Therendor on the
Galifar calendar.

The weeks do not carry any names of their own. To
indicate a specific day, someone using the Sovereign
calendar adds a numeric value to the day in question.
For instance. saying "Yearbirth Thranday the fourth”
or "fourth Thrandﬂy of Yearbirth” indicates Thranday
during the fourth week of the Yearbirth season.

Day of the Associated Favored
Celestial Week  Deity Season
Aureday Aureon Yeargrowth
Karrnday (Formerly the Fury) Yeargrowth
Kolday Kol Korran Yearbhirth
Baliday Balinor Yeargrowth
Thranday (Formerly the Mockery)  Yeardeath
Olladay Olladra Yearhirth
Galday (Fm‘meriy the Shadow) Yeardeath
Bolday Boldrei Yeargrowth
Brelday (Formerly the Keeper) Yeardeath
Onaday Onatar Yearhirth
Araday Arawai Yearbirth
D'arrday Dol Arrah Yeargrowth
Aunday (Formerly the Traveler)  Yearbirth
Dornday Dol Dorn Yeardeath
Cyrday fFor‘merly the Devourer) Yeardeath
Hostday The Sovereign Host Yearbirth

F——_q

OpTionAL Rutk: Tue Hotiest of Days

It requires a bit more bookkeeping, but Dungeon Masters
might wish to consider adding a bit of extra meaning o
these hu|1’day5. Speciﬁca“y. ona god's holy da)' during
his or her favored season, any adept, clerie, or paladin of
that gnd gains a +1 bonus Lo effective caster level on .‘i])(.'ll.‘i
cast. Thus, a cleric of Dol Arrah gains this bonus on all
seven D'arrdays during the Yeargrowth season. Clerics

of the Sovereign Host as a whole gain this bonus on the
Hostdays of Yearbirth.

Of course, this requires not only keeping track of
dates on the Galifar Calendar, but also on the Sover-
eign calendar. A simpler, albeit less accurate, method
is to determine the da)' randﬂmly at the start of each
adventure, and keep track only for the duration of that
particular tale.

This benefit applies only to followers of the gods
who still make up the Sovereign Host. The Dark Six
have their own ]10]}' days (see page 43).
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Each day of the week is devoted to one of the gods,
who is honored by a festival. All priests of the Sovereign
Host perform a minor rite to that god in either the
morning or the evening, taking only a few moments.
Priests specifically devoted to that clcily. however,
must perform a longer ritual on the appropriate day,
requiriug l'oughll\' an hour of time. The‘y sacrifice items
of meaning to that god. just as when petitioning for a
tavor. On the day devoted to the entire Host, all priests
must perform an hour-long rite. They ofien conduct
this ritein the temple. leadinga congregalion in prayer
and worship.

The days do not merely honor the gc:r.l in questiomn,
but alse all aspects of the world over which he or she
watches. For instance, every Araday honors not only
Arawai, but also farmers and growing things, while
the celebration of greal victories is a]wﬂj.'.t. held on the
Dornda}' nearest its anniversary, rather than the true
anniversary itself. Partic Lllarl}' religinuﬁ Vassals dress
appropriately for the god in question on any given festival
L{ﬂ)". FOI' instﬂnCC< l]'lt‘)' mlght drESS in 2 r'een El[ld ]3anZE
on _‘Xraday. or in SIIHdES Df l'Ed. \\'itl1 ]TIELBI accoutrements
and jewelry on Onaday.

Additionally, each gad has a special season during
which their festivals are partir_‘ularl}' important. They
require roughly twice as long to peri_orm: that is, 2 heours
for those devoted to the god whose day it is, and perhaps
10 minutes for other supplicants.

In addition. deities of the Host have specific festival
days, briefly described here, which use the Galifar Cal-
endar for common reference (Sharn: City of Towers 30).

Sun’s Blessing (15 Therendor): This festival to
Dol Arrah is a day of peace when enemies set aside
their differences.

Aureon’s Crown (26 Dravago): A celebration of
knowledge. this holiday features lectures and sermens.
It has also become the secular date for graduation and
commencement ceremonies.

Brightblade (12 Nymm): Dedicated to Dol Dorn,
this festival is marked by gladiatorial and athletic
contests.

The Hunt (4 Barrakas): This holiday in honor
of Balinor features communal hunts of dangerous
creatures.

Boldrei's Feast (9 Rhaan): This feast of community
is an occasion for extravagant parties, and is also the
traditional day for elections.

THE SOVEREIGN HOST
IN EVERYDAY LIFE

As might be expected of a faith that proclaims the gods’
presence in all aspects of the world. Vassals practice their
religion throughout the day, regardless of activity, The
precise degree of observance depends on the devotion
of the individual: The average practitioner prays many
times per day. and even conducts minor rites more
than once.

For instance, on a typical morning, a Vassal might
offer a brief prayer an awakening, simply to give thanks
for the new day. If she has an important endeavor
ahead of her, if it is the holy day of one of her patron
gods, or if she happens to be unusually devout, the

morning observance might take the form of a minor rite.
Prayers to start each meal are common, as are prayers
or minor rites upon first embarking on the day's work.
Particularly devoted Vassals might perform individual
rites throughout the day when beginning specific
tasks, but for most, a general request for good fortune
at work suffices.

Come evening, Vassals give thanks for the events
of the [Ia_\': even if the day has gone poDrf}‘. tradition
demands that they find sommhing positive in it, as a
reminder that nothing the gods have created is entirely
bad, [f thisis a holy day, a Vassal traditionally performs
longer rites in the evening (lhough she might have
done so earlier in the day, il circumstances warranted).
At bedtime, she might undertake a final minor rite
requesting a peaceful sleep and the opportunity fora
new day tomorrow.

rhlb summar)’ l'nak!:". 1L seem as though \'I_BSSEIS S}JEnd
an enormous portion of each da)’ in prayer and ritual.
This is not so. Each such ami\'it}‘ rarely takes lor‘lger than
a few minutes. Only truly important festivals, such as the
evening rite on a god's holy day, last for even an hour.
The average prayer of thanks might involve nothing more
than a few sentences, reverently uttered, and even most
minor rites take no longer than the time necessary 1o
light the appropriate flames and burn the appropriate
sacrifices, While zealous Vassals might indeed engage in
hours of prayer, most spend less than halfan hour per day
intotal doing so, Exce])ting holida)'s. Despite their brief
l'!l] I'ﬂliol'l, 1JEC3‘15E thE Obsel'\’n nces are Spread lhroug]‘inul
the day, they remind the faithful of their daily interac-
tions with the divine all around them and keep the gods
in their thoughts.

THE PEOPLE OF
THE SOVEREIGN HOST

Because Vassals consider their faith to be a universal
r|?|igir_:n, equa]ly applicabic to all who wish to embrace
it, Hu‘y do not seek out a specific type of person for pros-
elytizing or conversion. All are welcome, so long as they
a(‘knuwlcdge the divine in the world around them and
accept the Sovereign Host as the highest gods (and even
the latter is somewhat flexible).

Wbrship of the So\'cl‘eign Host appea}; most to
people who live relatively standard lives. This doesn’t
mean commoners only—a ruler’s life can be average as
easily as a farmer’s. It's simply that the daily tasks are
different. Rather, the Sovercign Host attracts individ-
uals whose lives do not point them in a specific diree-
tion, Those who believe, or want ta believe, that the
world has a fixed purpose, that someone is in control
(even if they do not always understand the will or the
actions of this guiding pnwel') are parlicuhlrl\' drawn
to the Sovereign Host.

The Host holds dominion over most aspects of
civilized life, so anyone who lives in such a state is
likely to al least acknowledge the faith. Matters such
as ﬂlignmon! and even p!'ofﬁssion have only minimal
bearing on this worship. A farmer reveres Arawai.
whether he's neutral good or chaotic evil in his heart,
because she provides his crops. Even if they do not
worship her specifically, everyone benefits from
Arawai's grace—who doesn't eat bread or potatoes, after



all?—and so the vast majority of people offer her at
least some thanks.

In sum, the Sovereign Host is the religion of choice
for most people of western Khorvaire who do not have
active reason o select adifferent religion. Longstanding
tradition and the ubiquitous and aceepting nature oft he
faith make it easy to slip into, and simple to practice.

THE SOVEREIGN HOST
AND GOVERNMENT

The priesthood of the Sovereign Host makes no overt
attempts to control governments, but the)‘ are not with-
cut influence. At least three of the Five Nations are
Host-dominant, leaving little doubt that their leaders
oo nurs-hip the So\'&rtign Host. Thus, even if the priest-
hood does not try to sway a ruler’s decisions, her actions
are unlikely to threaten the dominance of the faith and
its priests.

On alocal level, influence is far more overt. Mayors,
town councils, governors, barons, even dukes might well
belongto a congregation of Vassals and see the high priesi
as an authority figure. Most nobles have a religious advi-
sor on staff to aid them in matters of faith and history.
Influential religious officials can easily manipulate
their advice and information for the benefit of the
priesthood—or themselves. In many small communi-

ties, relig

gious leaders are community leaders as well.
The best do not take advantage of one to advance their
position in the other, but more than a few ambitious
priests see the title of reeve or mayor as just another
stepping stone to power,

It is rare, but in some communities the priest
hood of the Sovereign Host works in opposition to the
secular government. Thissituation occurs most often in
Thrane, where a minority beholden to the Host dwell
in the midst of a theocraey of the Silver Flame. Vassals
are sometimes persecuted in these areas, not necessar-
ily by violent or overt means but through more subtle
techniques such as price-gouging, shoddy goods, and
poor service. Here as elsewhere, the Host's priesthood
does not oppose local governments directly. Instead
priests encourage Vassals to suppert one another, to

convert others. to attain positions of authority so they
can improve their companions’ lives, and to protest
mistreatment so that the government acts to quell it (if
only to save face).

In some nations, worship of the Host—or certain
members of the pantheon—is actively restricted. The
monsters of Droaam do not hate the Host with the same
passion they reserve for the Silver Flame, but they do
react with hoslilitl\_' to overt displal\'s of the faith within
the small human and shifter populations. Although
the goblinoids of Darguun have recently been intro-
duced to the Host, the faith is taking hold very slowly.
Some communities revere Balinor, Dol Arrah, and
Dol Dorn but are still suspicious of the rest; others
still worship the Shadow or the Mockery exclusively.
In such areas, overt worship of the Sovereign Host, or
"in;:ppr:)priate" members of it, might result in per-
secution. imprisonment, conversion by the sword, or
EvVEen execution.

In areas of oppression. the priesthood conducts
Host ceremonies in secret, their shrines hidden in

thewild or inside unassuming structures. They preach
active resistance against the government, but through
subtle techniques rather than visible uprisings that would
surely be ¢rushed. Leaders and officers who persecute
Vassals might wind up short on supplies; for instance,
or the victims of "accidents” such as me‘xplained fires,
Meanwhile, the Vassals carefully feel out those in power
foranysympathetic to their cause, or possible candidates

for conversion.

THE SOVEREIGN HOST
AND OTHER FAITHS

In terms of overall influence, the Sovereign Host has little

to fear from other faiths. Even with the modern srowth of

the Silver Flame and the schism that ejected the Dark Six,
Vassals still make up a majority of the civilized population.
The faith has even spread. albeit slowly and piecemeal. 1o
the goblins of Darguun and the rural communities of
the Eldeen Reaches. It maintains dominance, not
through violence or intimidation, nor through
promises of rewards in this world or the next,
bui through a much simpler

process; integration.

The Vassals integrate the practices of othen
faiths into their own, believing that all are
simply reflections of the Sovereign Hest
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Repeatedly throughout history, Vassals have come
to a region, observed local religious practice—perhaps
honoring spirits. now-unknown gods, or ancestors—and
immediately setabout incorporating that worship into the
local practices ofthe Sm’creign Host. Forinstance, Vassals'
current funerary riteswere adopted thousands of years ago
from a culture that worshipcd its ancestors, not unlike
the elves of Aerenal. The intent of the c}riginnl rite was to
introduce the newl)' deceased to the spirits of the dead, who
were said to linger in crowds, Adding sacrifices of thanks
made the ritual fir into prcexisting\f'assal practices.

By assimilating local traditions and adjusting their
meaning to match the precepts of the Sovereign Host,
Vassals make conversion easier. Few religions explain
EL‘ED'Ihmg abour theworld. The guds' presence in all T.h'.rlgs
provides a perfect opening to proselytize. An isolated
tribe might believe in its own gods or spirits, while
inhabitants of another valley are governed by an entirely
different set of divinities. Vassals take this opportunity
to explain that the Sovereign Host encompasses all and
that the spirits the tribesfolk venerate are veal and worthy
aspects of that Host.

Even members of major religions. such as the Silver
Flame, have been swayed by this argument. After all, the
Silver Flame does not claim to be the world's creator, or

Furt of the jmﬁéx

Atow Vm&afe.go so-for s by believe that every
other religion in existence &s simply a different !
view of the Soverntyn #ost and the Dark
f Sl Uol7 A conmuption of the Kezper. The
Stoer Flame? A partitularly stringent and
r:mﬁlywmg conglomeration of Dol Ak
end Dol Dom. The druid secte? They
draw their power fom gods such as Arawat,
BEplnor, and the Devourer,
Ufour might expect these Vissols, called
Shoverigners, t be the most fervent proselylizers,
eager o ZZ; everyone o Hhe 25 of the A-lost,
but in foct the opposde i tne. Aamrzé'ay to bhetr
dbotrine, the Unssals don 't need o convert others,
because ultimately, everyone already worshjpe the
Ao, embers of other faths dud thio athitude
offensive oe the extreme, and fold the faoton up as
the worst ki of Ubssal armgance. St takes real
hubrio to tell someone, ’C{o«ryoa’@ artually fust
\ - amsconception of my god.
\ ubris n @ priesthood! Shoecking,
lontd? L

even as old as creation. Therefore, it cannot be the only
god, even if it is the most worthy of worship. A small but
notable percentage of followers of the Silver Flame, Vol,
and other religions worship the Sovereign Host in addi-
tion to their main patron, seeing the latter as simply
a part {allieit an important or even dominant one) of
l.I'IE Fﬂl‘lﬂﬁl',

Within several generations, those who practice the
rites and rituals adopted by the Vassals become Vassals
themselves, having lost track of the initial differences
between the faiths. [t should be noted that the process
ol assimilation does not represent any dishonesty on the
part of the Vassals. (A few less serupulous followers of the
Host have taken advantage of this process for personal
or political gain. but this is the exception. not the rule.)
They use this method of proselyiizing and conversion
in the belief that they are welcoming lost cousins, and
educating them on the true nature of the divine in the
world. They do not see itas denigrating an existing faith,
but incorporating and recognizing a new aspect to the
omnipresence ol the Sovereign Host.

Specific Attitudes

Given the wide range of Vassals across the many nations,
communities, and social strata, it's diffcult to summarize
their atritudes toward members of other religions‘ The

4 attitudes presemecl below are simply the most common,

stereotypical ideas of the average Vassal. As many disagree
with these notions as share them.

The Dark Six: Vile gods. worshiped by vile people.
Of course, I might uttera prayer to the Devourer now and
then, but that's just to keep hiswrath far from me. [ most
certainly don't revere him the way these villains do!

The Silver Flame: They mean well. for certain. But
their rigid worldview and intolerance leave them open ta
corruption, and make even the best of them difficult to
deal with. If they would just acknowledge that the Silver
Flame is a pale reflection of Dol Arrah. they would be
happier and better off.

Druid Sects: They're so close, but they fail to grasp
the essence of the world. Worship of the natural world w
worship of the Sovereign Host—they simply haven't yer
come to that realization.

The Blood of Vol: Delusional zealots who have
placed their faith in false promises of immortality and
vile perversions of the natural order. Some are trul}' evil,
most merely misled, burall should bhe shown the error of
their ways.

Other Sects: Ii's astounding to me thatanyone could
place their faith in lesser beings, such as fallen angels or
demon lords or dragons, when the gods so clearly stand
above them. lam camforted only by the tact that the Sov-
ereign Host bronghl most of these entities into being‘ 50
such worship still honors them, if only indirectly.

THE SOVEREIGN HOST
IN THE LAST WAR

The priesthood of the Savereign Host took no unified
stance during the Last War. For the most part, Vassalsand
even priests fought alangside their compatriots against
enemies among the Five Nations, Whether one’s foes
were {ellow Vassals or not was meaningless; only their
111!1.iona1ity mattered.



For most of the war, the liturgical councils con-
tinued to meet. They avoided issues of the war, for they
knew that bringing up such matters could only cause
dissension. Instead. they continued to focus on issues
of the faith, interpreting scripture, determining the
effect of the war on religious practice, and similar con-
cerns. As far as the war itself was concerned, all agreed'
to go back and tell their congregations to avoid damag-
ing temples or shrines to the Sovereign Host. even in
the midst of enemy territory.

The effects of the Last Warstill linger among the fol-
lowers of the Sovereign Host. Given the loss of friendly
contact between nations during the war, the customs
of individual communities became ever more insular.
Weddings and birth rituals differ far more now from
area to area than the)' did in the past. At present, l:ll‘1|}-r
the most basic similarities exist. A common theme of
Host services in the modern da_\_' is forgiveness and the
reforging of bonds to counter national and regional
hatred that still lingers.

TEMPLES AND SHRINES
OF THE SOVEREIGN HOST

Temples to the Sovereign Host are traditionally made of
stone, although wood sufﬁcus in poor or forested com-
munities. The\' normally stand near other buildings or
areas of significance, both to symbolize their importance
and to make them easily accessible. Most have sloped

roofs, but they rarely match the magnificent sweeps of

Silver Church cathedrals,

Religious doctrine does not mandate the number of

floors, but each must have nine doors or windows to the
outside. (In large buildings, multiples of nine on each
floor are acceptable.) At least one door or window must
face in each cardinal direction,

Host temples are often adorned in shades of gold and
deep blue: black is frowned on for normal use. though it
can appear on spe‘ciﬁc somber occasions. The main uhape]
includes pews or individual chairs for congregants. The
front of the room is a raised platform. with nine steps
leading from the floor. The precise height of the plat-
form, and the depth of the steps, is irrelevant. Atop this
platform is an area for the priest to stand—often, but not
always, behind a podium of some sori—and an altar to
display holy or ¢ceremonial items, and on which ta make
sacrifices. Some form of the Octogram hangs on the wall
behind the priest facing the nssc‘.mbly.

The priesthood especia”l\' favors areas that pl'ucltlcr_'d
Eberron dragonshards. |t does not matter if the land
contains any more shards; their prior presence alone
creates a religious resonance with the Vassals. Because
they believe the gods are present in all aspects of the
world, and legend states that Eberron created {or became)
the world, Vassals hold that Eberron has a closer link to
the Host than the other two great Dragous. A]lhough very
few temples to the Host aetually stand on sites of dragon-
shard discoveries. the priesthood makes every effort 10
erect new temples in or near such places.

Shrines honoring individual members of the Sov-
ereign Host, rather than the pantheon asa whole, follow
different rules. They are usually small structures. made
of wood as often as stone. They generally lack a raised

platform, and might display the god's holy symbols. The
altar is usually decorated with objects symbolizing the
god'sarea of influence, such as grains for Arawai or tools
for Onatar,

ORDERS AND MONASTERIES

The Sovereign Host does not have many knightlyorders,
or groups Di'priestswho band together fora speciﬁc pur-
pose. Those orders that do exist are based on geography
and politics. Many such groups sprang up during the Last
War to battle alongside their nation’s military. but most
have since faded away.

The only sizable exception to that rule is the
Brotherhood of the Wall. This order is based primarily
in Aundair, but has several fortresses in the Talenta
Plains and Thrane. as well. Founded during the Last
War to counter the undead armies of Karrnath, the
order still holds \'igi] in case that nation should ever
again try to field armies of the walklng dead againsi
its neighbors.

The majority of Vassal monasteries are not martial
orders but traditional friaries. These are small collec-
tions of buildings. fenced off from the local communi-
ties or built atop nearby hills. The priests and friarswho
dwell in these places tend gardens, herd sheep. and min-
ister to the spiritual well-being of the nearby townsfolk.
They believe that more effective worship can be found by
removing the distractions of the everyday world. and thus
choose ta dwell slightly apart from society. Most are not
spellcasters, though an cecasional adept or cleric might
join a monastery.

A typical monastery consists of a central building
that doubles as both temple and meeting hall. and a
number ol‘oulbuﬂdings. These include Iiving guarters
(usually spartan cells) and kitchen and dining rooms.
The storage areas and workrooms normally include
herbalist stores, carpentry, and blacksmithing. although
some monastieries instead rely on the local towns for
such services.

THE MONASTERY
OF THE UNVYIELDING SHIELD

This old monastery was once occupied by the Brother-
hood of the Wall. Overrun by Karrnathi undead during
the Last War, it is now home to a number of undead of
both the Karrnathi and "standard” varieties.

The outer walls of the monastery served as both

primary defense and Iiving space. They are made of

heavy stones, carefully mortared together, The three
gates are iron; the doors between rooms and allowing
egress to the courtyard are heavy wood. Thewallsin the
northwest corner have collapsed. exposing the library
that was housed within. The south gate is shartered,
aswell.

T}}e L’Our[\'al‘d Cl:lﬂ[ﬂil'ls a Iﬁl'gf‘ \'egelable garden.
now old and rotting. It alse features a guesthouse and
the ruins of a second guesthouse, a combination smithy
and tannery, stables, and the chapel itsell. In the center
is a fenced-off practice area, where the monks and sol-
diers honed their skills. Part of this fence has collapsed.
Finally, two large pits open up into tunnels below. These
pits are the result of undead soldiers sapping away at the
foundations during the atrack.
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MONASTERY OF THE
UNYIELDING SHIELD

UNDERGROUND LEV

1‘\&\;’
l. Armory and Lair ol iGeneralFRauls
0

Tomb
.'1'. ].I'h- sI'eat !'11
4. Home of the Hl_‘_;h Priest

5. Brood Chambers

One square = 5 feet

As a martial order, the Brotherhood of the Wall rec- 3. The Great Pit. The undead L’.eep livi ng prisoners
ognizes the need for retreat and regrouping. The monks here, so that Raulz can learn of current events before
constructed the Monastery of the Unyielding Shield with S]:iughtrrl‘ing them.
escape tunnels and staging areas beneath the surface. 4. Home of the High Priest. The former high priest
—I_hl'.’:'aﬁ consisled fo—imp]e C}\i‘]nlber&. :it".&:l.‘ﬁﬁ”)](_‘ ])\' Sp:l—ﬁl D{lhﬁ' monastery i’ms becume a SPECT.I—E. II iﬂlr.‘; |1cre‘ ‘fail—
stairs from the chapEl. the "-mit]:_%', the guest house, and ingin eternal torment and hatred of the |i\'ing.
the northeast watchtower. The warriors of the Sovereign 5. Brood Chambers. There are four areas keyed to
Host could regroup beneath the chapel. where additional this eniry. Each eontains a troop of Karrnathi skeletons
weapons were stored, or retreat through the passage north, and zombies (twelve to fourteen creatures, mix varies).

eventually surfacing some 600 feet heyond the walls,
Karrnath's spies learned of these tunnels and sent

undead soldiers as sappers to attack the monastery from VARIANT SECTS

below, For months. the tireless undead dug until their The pt‘it.‘.\'lhuod 1'zlrely concerns itself about variant sects
tunnels intersected the Brotherhood's escape passages within the ranks of the Vassals. Given the widespread
at multiple points. They collapsed the northern tunnel, nature of the faith, and the many cultural and national
ensuring no escape was possible. Their digging weak- differences in practice, one could say that the entire
ened the earth above, causing pits to open up within the religion is little more than variant sects.

monastery itself, and through these the undead attacked, Several movements do qualify as "variants,” espous-
slaughtering all within. ing far more than interpretive differences.

In the years since, the undead that remained have Disciples: A minority of Vassals select a single deity
exp:mrl:‘r(‘i the tunnels farther. i'orming the beginnings as the focus of their faith, devming little if:m)' wcarship
of what could eventually turn into a veritable warren to the rest of the pantheon. Such people often refer 1o
f)i— L';llaI:Dn’le. T.]‘lr.‘n'lsc'f\:l'&i as DiSCiPlES. thoug’h Ol!]{_‘r \-:ISSHIS use lESS

1. Armoryand Lair of General Raulz. General complimentary labels. They do not disdain the other
Raulz, a Karrnathi skeleton and necromancer (cleric 9 gods; they simply feel their own lives and activities fall
[Bl:)cu:l Of‘ VGI]), abandoned t]'l[.f {(_'ll‘(.'l.‘-s ()ll Kfil']'l'\ilt}l dnd \\'it!']in !I'] © Pll I'\'ie\\" Uf‘ one C[Elt'y Olhﬂl' \"assﬂ]s Consider
remained behind with hissoldiers, taking the monastery them misguided, but the Disciples see themselves as the
for his own. most devout of all. They direct all their prayers to their

2. Tomb. Raulz and his minions store the bodies of patron, assuming that even ifthcy must ask for sornelhing
travelers whom theyslay in this chamber, until he has the normally outside that god’s area of influence, their faith
opportunity to animate them. and fealty will earn them divine favor.
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Most Disciples pursue careers that focus heavily
on one aspect of life, to the exclusion of almost all
else. A career soldier might take Dol Dorn as her sole
patron if she truly believes life is nothing but brutal
combat. A young farmer who has never once left the
family homestead might see no reason to revere any god
but Arawai.

Disciples rarely feel comfortable worshiping at a
temple devoted to the Sovcreign Host in its entirety,
but they might do so on haly days if no other option
presents itself. They feel as though they must choose
between remaining silent during much of the cer-
emaony, and possibly offending one of the gods (or,
more likely, their servants), or participating even in
those portions devoted to other gods. and thus pos-
sibly offending their patron. Thus, where possible,
Disciples prefer to pray and celebrate in shrines spe-
cially consecrated to individual deities. Such shrines
(-:xi.'il ACTross Most Uf[he llﬂ[iuns DthDTYaiTE. a]lhuugh
they are less common than more general temples,
Many of these were not originally built by Disciples,
but by other Vassals who wished to honor a lone god
under specific circumstances. For instance. ifa famine
suddenly ended, local farmers might build a shrine to
Arawai out of gratitude. Still. such shrines suffice for
the needs of Disciples.

Most Vassals believe it foolish to worship a single
member of the pantheon to the exclusion of all others.
By living in the world, one must acknowledge the vari-
ous aspects of that world. Vassals look with either pit}' o
derision on Disciples, even while secretly admiring their

dedication, Same subtly persecute Disciples as corruptors
of the faith, but most simply try to open their eyes to the
larger truth.

Hierocrats: Some subsects believe that one deity of
the Host is predominant over the others. Unlike Vassals
who worship all the g.ods. or Disciples who select indi-
vidual patrons of greater personal importance, these
“hierocrats” believe that not all gods of the Sovereign
Host are equal. For example. the Blades of Dol Dorn
is a warrior cult that maintains that civilization grows
only through conquest and battle. The group known as
the Scions of the Forge consists entirely of warforged
who believe in Onatar as their creator, with the other
gods his servants: He ereated them to create the mortal
races who, with Onatar'sinspiration, eventually created
the warforged.

The orthodox priesthood considers the hieroerat
sects more dangerous than the Disciples. The latter
simply ignore some of the pantheon—insulting. perhaps,
butnot dangerous. Hierocrats, however, have a blatantly
different view and seek to spread it to others. Through
dedication, personal sacrifice, and focused action, their
heresy continues to grow.

Proxy Cults: As previously discussed, Vas-
sals believe that many people who follow nondivine
beings. such as members of Radiant Cults, are wor-
shiping proxies of the Sovereign Host. Oddly enough,
avery small number of those cultists believe the same
thing. Some individuals who worship fallen angels,
or the great Dragons. believe that they are venerat-
ing emissaries of the Sovereign Host, They maintain
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that mortal minds can never comprehend, or rightfully
honor, true divinity, so instead they worship lesser heings
who speak for the gods. Most Vassals 1ry to convince
these proxy cultists of the error of their ways, but they
do not view them as dangerous or heretical—simply
misguided.

Lesser Pantheons: The combined gods of the
Sovereign Host and the Dark Six represent nearly all
facets of life and the world, civilized and wild. Certain
cultures that revere different aspects of the world form
"If_‘SSEf pantheonsn QI‘ gﬂds ChDSEn "ITDI'I'I bUlh lhf Da]'k
Six and the Sovereign Host. The Three is a secret
society in the Rekkenmark Academy, whose
membe]s swear allegiance to Dol '\rmh.
Dol Dorn, and the Moc!\erv adifficult
concept for most, but one its followers
reconcile as part of the chauging face
of war. A sect known as the Restful
Watch ties the worship of Aureon to
the Keeper, claiming that the Keeper
secks only to preserve great souls far
the future. One of the largest examples
of these cults 1s located in the city of Rhu-
kﬂ'd]'l Draal 1'n Darguun, \VhErE many D{‘ |I'.|t‘
gnblinaids worship Balinor, Dol Arrah, Dol
D{:lrn. thE kinclﬁ.t_‘t'\'. alld [}.1E' Shadu\\'. é!ll i]\
equai measure. :\lthough the councils of
the Five Nations are willing to overlook
sects that focus purely on a combina-
tion of Sovereigns (such asrhe Mror
predilection for Onatar, Dol Dorn,
and Kol Korran abave all olhers).
to associate members of the Host

with the Dark Six suggests that the Arawai

two pantheon: are equ:ll and that divi-

sions between them are purely of mortal ecreation. This
strikes at the heart of Vassals’ beliel. Even those willing
to offer the occasional supplication to ane of the Six
consider those gods to he evil and separate from the
Haost, and to helieve otherwise is to make an enemy of
the liturgical councils of the Five Nations.

THE GODS OF THE
SOVEREIGN HOST

Each of the gods of the Sovereign Host is presented
below, along with information pertaining specifically
to thar deity (a sidebar details eleric information on the
pantheon as a whole). Information on cleric training
ar shrines covers 1.1111)-’ those areas in which worship of
an individual god differs from worship of't he pantheon
as a whole. In all other aspects, the material presented
pre\'iously in this cimplet‘ applies to the individual gnds
as well.

Aswithallaspects of faith in Eberraon, thisinforma-
tion represents traditional understanding of seripture,
not divine truth as handed down b)‘ the gnrls themselves.
Many Vassals hold interprerations that dilfer slightly
from those presented here. For instance, Dol Dorn is
said only to support those who fight for just or good
causes, but one person’s invader is another’s liberator,
and both sides of a battle might boast priests and clerics
of the war god.

Each god’s entry lists two separate holy symbols.
The first is a symbol unique to that god, while the
second is a variant of the Octogram that replaces the
traditional deep blue and gold with colors associated
with that deity.

ARAWAI

"The Sovereign of Life and Love,” Neutral Good
Maost Vassals think of Arawai as the deity of fer-
tility, erops, abundance, and plani-life in general.
While accurate as far as it goes, this is a limited
understanding of Arawai's place in the pantheon.
More properly, she holds dominion over the
natural world as viewed through the lens of
civilization. A lollower of the Host lost
in the forest, or wandering unknown
valleys, is most likely to call upon
Arawai for aid.
Portfolio: Fertiliry. crops. abun-
dance, plants. the wilderness, birth.
Domains: Creationi, Good, Life¥,
Plant, Weather®*
Priest Training: Arawal's priests are
knowledgeable about farming or natural
lore. as well as religious issues. Most were
farmers, woodcutters, or herbalists before
becoming priests.
Quﬂ‘.‘ils: _‘\rnwai ‘5 Servarmils C“lba I'I-'\
on guests 1o end famine. rescue those
lost in the wilderness, or protect for-
ests Hnd !I('i I‘I‘J‘lland frum ]'('l\"ﬂg('. rs.
Prayers and Rites: Sacrifices to
Arawai offer grains and other con-
sumable plants and produce. Vassals
requesi good harvests and live, healthy
births from Arawai, as well as guidance in the wild.
Shrines: Shrines to Arawai are usually built of
wood, rather than stone, and roofed with leaty branches
atop a latticed framework. Thev are often adorned with
stalks of grain or growing vines.
Favored Weapon: Morningstar,
Holy Symbol: A stalk of wheat, or the Octogram in
bronze and green, representing grains and plant life.

AUREON

"The Sovereign of Law and Lore,” Lawful Neutral
Aureon islord of all knowledge, and the seriber of

laws without which civilization could not exist. He is

also the god of magic as a tool of mortals (as opposed

"-—-—-—-—-—-—-—-—-—“

THE SoVEREIGN HosT

Neutral Good

The identity of the Host as a group rather than
individual guds allows wm‘shi]}ers to treat it as a single
divine entity.

Portfolio: Civilization, craft, growth, plenty,
communily, justice.

Domains: Any domain associated with one of the
individual pantheon members.

Favored Weapon: Longsword.

M



to the Shadow. who represents magic
in its uncontrolled, primal state).
He is the patron of teachers and
scholars, judges and sages. law-
versand wizards. While scripture
does not place any of the gods
above the others, myth has
it that Aureon often directs
the actions of the Host—not
due to any authority he might
wield. but because the others
trust his judgment and ability

to foresee consequences.

Portfolio: Law, knowledge,
learning. logie, magic.

Domains: Forcel, Knowledge, Law, Magic,

Mindi. Oraclel, Spelli.

Priest Training: Aureon's priests must be educated
or at least knowledgeable, capable of rational thought.
and able to place the needs of the law above their own
emotions. Many serve as magistrates or government
officials. and a significant number
have some arcane skill.

Quests: Aureon encour-
ages his followers to seek out

lost lore, to make new dis-
coveries. and to hunt down
lawbreakers and dangerous
creatures of wild magic.

Prayers and Rites: Aure-
on's rites are formal, with
specific methods of offering
thanks or requesting tavors.
Sacrifices can be almost any-
thing. S0 long as they have value
to the petitioner and represent a
willingness to place material acquisition
below the desire for understanding. Oaths
to tell the truth, such as before a magistrate,
are often taken in Aureon's name.

Shrines: Shrines to Aureon are nol‘ma”}' stone
and contain many carvings that support the acquisition
of knowledge, such as historical murals. All contain a
library of some sort, even if the community can manage
no more than a table strewn with a handful of books
or parchments.

Favored Weapon: Quarterstaff.

Holy Symhal: An open tome, or the
Octogram in shades of black and white,
representing both ink on paper and
the sharp division between knowiedge

and ignorance.

BALINOR

"The Sovereign of Horn and
Hunt,” Neutral

The lord of beasts is one of
the most violent of the chereign
Host. He is neither cruel nor
bioodthirsty. but simp}y repre-
sents the cycle of life, the eternal
hunt of predator and prey. He
begrudges none the right to kill for survival,
but holds great malice toward those who hunt

Baliner

for sport or lrophies. He is patron of
rangers, hunters, and trappers, and
is constant companion to his sister,
Arawai. The two of them together
represent all aspects of the wild
that can be tamed—to an extent,
at Ieast—by civilization.
Portfalio: Animals, the
hunt.
Domains: Air. Animal,

Celerityl, Earth, Retribution].

Priest Training: Like
Arawai's priests, servants of
Balinor must have at least some
knowledge of the wild, and many were

hunters or trappers before taking the cloth.
Quests: Quests in Balinor's name involve great
hunts, either to provide tood for a community or to slay

a-creanmure KCT‘!‘OT‘IZL‘ng an area.

Prayers and Rites: Sacrifices ta Balinor consist of
animal flesh. which must come from a creature slain
for food, fur, ortools; ki“ing an animal only for sac-
rifice is an insult to the sovereign of the

hunt, Tradition holds that the better
the cut of meat, the more Balinor is
inelined 1o hear the request.
Shrines: Balinor's shrines
are constructed of wood, often
COVErEEIl ln {‘HTS or greenery to
better blend into the back-
ground. A temple is rarely
found withinatown, although
it might be only a few minutes’
\\-'a]_k away.
Favored‘\reapon: Ba[tleaxe.
Hol)‘ Symhol: A silhouetted
pair of antlers, or the Octogram
in brown and red, representing the

flesh, blood, and fur of beasts.

BOLDREI
“'rhe Sovereign Df Hﬂl]. and 'Hearth," La.wful Gclﬂd
If civilization is the house of the mortal races,
and Aureon’s laws are the foundation. Boldrei is the
walls and roof. The god of community, home.
and hearth, she is everything positive about
society itself: its support and protection,
its comforts and customs. She is the
palrou Di: Ci\-’i]. servants Elid i‘.Dmmuni[.}'
leaders, and the protector of \'illages
against the savage wild. She is wife to
Aureon, and the two together stand
at the core of Vassal faith, for it is
they who form the centerpiece of
daily life.
Portfolio: Hearth, commu-
nity, 1narriage. government.
Domains: Community®,
Famﬂ}r:]:, Good, Law, Protection.
Priest Training: Boldrei's
priests devote some time to serving
their communitiesin naureligious
capacities. Some might be civil servants, others
defenders of a town's borders.
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Quests: Boldrei's followers do not often ques: far
from home but rather root out hazards to the com-
munity. On the rare occasions they travel into
the wild, they usually do so 1o found oraid
a new community.

Prayers and Rites: Boldrei is
invoked in prayersand rites celebrat-
ing marriages, coronations, and
other civil ceremonies. Sacrifices
usually consist of items represent-
ing the comforts of home. such as
feather-down or foads cooked over
the hearth.

Shrines: Boldrei's shrines
appear very homey and might even
be mistaken for cottages. They are
adorned and furnished for comfort, to
remind u.'ol'&hipc:'s that she i1s the patron
of the home.

Favored “"eapnn: Spea o

Holy Symbol: A fire in a stone hearth, or
the Octogram in orange and gray, representing
fire and stone.

DOL ARRAH
"The Sovereign of Sun and Sacrifice,” Lawful Good

Dol Arrah is the |ig'11't. not onl}' of the sun, but of
the best aspects of the mortal soul. She is the god of
honor, forthrightness, and self-sacrifice. Many Vas-
salssee heras no lessvital to civilization than Aureon
and Boldrei, and they believe that when the mortal
Taces iIC(:E]TH this Irlllh, the warld will become
much brightcr. Dol Arrah is the patron
of p:]iadins. dip]omflls. all who seek
Justice, and warriors who f‘ighl with
wisdom and honor as much as with
weapons, Toa lesser extent, she isalso
the patron of explorers, who bring
the [}ght of knl:uwiedge to dark places,
anl:[ to 311 Wh(:‘ revere Ih{‘ sun. Sh.l"_‘ ﬂids
Arawai by ]igh!ing her way dul‘ing the
growing season.

Portfolio: Honor, sacrifice. lighl‘
the sun, diplomal:y.

Domains: Gloryl, Good, Law, Sun,
War.

Priest Training: Dol Arrah's
priests must have the high:‘sl
integrity. Many were warriors,
diplomats. or law officers before
becoming priests. In all cases, they are people
of sterling reputation.

Quests: Dol Arrah's priests quest 1o bring peace to
warring factions, to expose deceptions, to aid soldiers
highting for justice, and to defend the helpless against
invaders,

Prayers and Rites: Dol Arrah does not require spe-
cificitems for sacrifice, so long as they have true meaning
to the petitioner.

Shrines: Dol Arrah's shrines have large east-facing
windows, to let in the light of the dawn. They are nor-
mally stone and are easily defensible, though not as
fortresslike as those of her brother Dol Dorn.

Favored Weapon: Halberd.

Dol Arrah

Dol Dorn

Holy Symbol: A rising sun, or the Octogram in bright
yellow-gold and white, representing light and purity.

DOIL. DORN
“The Sovereign of Strength and Steel,”
Chaotic Good
Dol Dorn is the most martial of
the Sovereign Host. He is the patron
of all who fight for a living—among
them soldiers, gladiators, and ath-
letes, He leads the Sovereign Host
in battle, and lEgend holds that he
forced the Dark Six from the Host's
ranks. Dol Dorn despises those who
shed blood in the name of crue]t}'
or g'{'fcd‘ or \\'ho g’lory in mi“.d—
less violence. He always stands by the
soldier who fights for duty or homeland
and favors games, sport, and honorable
competition. Although he does not bless an
unjust cause, he protects warriors forced into
battle h)‘ a |Jlnodt|1irsl)' ruler.

Portfolio: War, athleticism, competition.
Domains: Chaos, Competition], Good, LiberationI,
Strength, War.,

Priest Training: Most of Dol Dorn’s priests are
soldiers or athletes. Only a very few are incapable of
holding their own in combat or competition,

Quests: Priests of Dol Dorn quest to prove their

athletic ar martial prowess, seek-
ing out (‘.hﬂmpions and besting
them (though they are expected to

do so in the service of some greater
purpose). They often seek lopsided
hattles, striving toturn the tide in the

favor of the underdogs.
Prﬂycrs and Rites: Sacrifices to
Dol Dorn often require petitioners to
shed their own blood. proving their
willingness to endure pain for what
is |‘ight. Nt’al‘l)‘ all Vassals pray and
sacrifice to Dol Dorn before going
into battle or engnging in ph)’sical
con‘lpt‘llllon.
Shrines: Dol Dorn's temples are
normally built of stone, resembling small
fortresses more than religiaus edifices.
Windows are narrow, and doorsare thickand
easily defensible. Even less-imposing shrines
have surrounding fences or ditchesand can serve
as temporary fortifications.
Favnrl:d ‘VEHFO": L(J]"Ig.‘i\'-'c‘rd.
Holy Symbol: A If)ngswm‘rl crossed over a shield (or
just the longsword, if the symbol is drawn on a shield),
or the Octogram in red and silver, representing blood
and steel.

KOL KORRAN
"The Sovereign of World and Wealth,” Neutral

Kol Korran is the god of trade, wealth, and com-
merce. He is the only second-generation member of the
Sovereign Host, which is appropriate since wealth and
trade appear only alter the other elements of society
fall into place. As the most avaricious of the Host, Kol



Korran is patron to merchants, traders, and all who O[.[.ADRA

seek wealth; in his darker aspect, he is also the patron "The Sovereign of Feast and Fortune,” Neutral Good
The god of goad fortune and plenty, Olladra. is
the most popular of the Host when things

of thieves and fences. He is loyal to the Host, but some
legends ascribe to him a sense of resentment

and a fee]ing that the other gn(lﬁ do not
consider him an L‘qual. This does not
manifest as overt hostility, but rather
as schemes to enrich himself at the
expense of the others. Thus, fables
sometimes portray Kol Korran— despite
his usually serious demeanor—as the
prankster of the gods.

Portfolio: Wealth, money, irade.
commerce, theft.

Domains: Charm®, Commerce®,
Pacti, Tradel, Travel, Wealthi.

Priest Training: Most of Kol Kor-
ran’s priests have a head for numbers and
commerce, and many were merchants or
shopkeepers before taking the oaths. All
are expected to learn something of busi-
ness so they can counsel entrepreneurs
who seek advice.

Quests: Quests in Kol Korran's

name include opening up new trade routes, Olladra

or discovering and retrieving items of great
“’Or[h.

Prayersand Rites: Most rites to Kol Korran require
the supplicant to melt money orsimilar valuables, sacri-
ficing a small amount of wealth in cxchangr‘ for earning
'fzu' grealle!'.

Shrines: Kol Korran's temples might be of stone
or wood, but they always use the best available materi-
als. The most opulent are decorated in tapestries and
silks of gold and silver. Those in the poorest com-
munities sport the greatest riches that can be spared,
and are Pall'l[f‘.d Lo HPPC‘H r HSThnllgh [h{_‘\ COT'Ilain maore
than they do.

Favored Weapon: Heavy mace.

Holy Symbol: A nine-sided gold coin stamped with
the Octogram, or the Octogram in gold and silver. rep-

are going well, and one of the most reviled
when they are not. She is the patron of gam-
blers, entertainers, and rogues. or anyone
seeking good fortune. She is kind but
fickle, and even her most faithful cannot
thESlly .‘iﬂl\’ Wll-'ll il'l!ii)i res he]' 1o gi'ﬂ nt hl_’T'
lJiessings to one perhon ilI'ld ot .‘InOt]‘lC!‘.

Portfolio: Good fortune, feast. plenty.

Domains: Feast®, Good, Healing,
Luck, Pridef.

Priest Training: Priests of Olladra
require no specific skills or training
bevond what all priests of the Host must
possess. If someone can inspire others to
accept him as a priest, clvarl_\' the gnd of
fortune has ;11:':3;:([)' smiled upon him.

Quests: Olladra's priests willingly
assume great risks to provet heir belief that
1|.li_'k \\"ill see [l‘lcnt II]I'L)U_‘{}]A {Ui course,
Olladra’s luck seems to aid the prepared

maore often than those who trust blindly.)

Luch as We Know ¢

Waﬂy modem Uaseale pomt to Olladra as
oot that Arawar and Balinor are not the only
Lo piembers of'the £Lost with dominion over
nataral orees, rather than aspeots of etvilization.
Luck e universel, neither @ owilized nor o
LQUAGE CONCEDL.
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resenting the wealth of precious metals,

S fact, they are quite wrong. S most
anotent sociefies, and in the vast majortly of
today s primitive cultures, luck does not exist 2
2 eoncept. Feople might prey for good ortune,
bat their prayers are directed to the qods or spirdts
oithe relevant aspect of the world, Forlune in
trade io the province of godo of'trade, success
o games of ehance comes fiom the qods of
qames or fom household spirits. Hortune’
as an indepentlent aspect of U (o very much &
piodlem, civilized (!of:(.'e/,lt. ,41’?&! all, i was not
entil mortale frmed vooicliee that (e became
easy enozey/a ——re&/z}zeéf 5‘/?80461?&9’— s them bo
devote any thought to the notion of good luck”
applied to anything other than the necessdies
ol sumival,

Kol Korran
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Prayersand Rites: Olladra accepts any valuables but
looks more favorably on sacrifices of items acquired through
luck, such as gambling winnings or "found money."

Shrines: Olladra's shrines shine with riches second
only to those of Kol Korran. The precise building mate-
rials and floor plans are unimportant.

Favored Weapon: Sickle.

Holy Symbol: A domino, or the Octogram in white
and dark gray, representing both good fortune and had.
(The pattern on Olladra's Octogram is reversed from the
pattern on Aureon’s to avoid confusion, as the colorsare

very similar,)

ONATAR

"The Sovereign of Fire and Forge,” Neutral Good

Without Onatar, the civilized races could never have
risen above the beasts to build communities and societies.
He isthe god of the forge, of craft and industry, and also of
fire. He first inspired morials to build tools and weapons,
and then to improve on those already built. He isthe patron
of smiths, artisans. inventors, some who craft magic items,
and even a small but growing number of warforged. Healso
receives prayers of those who venerate fire, which legend
SEI\'S hE gﬂ\'(‘ 1o r“Ul'[RIS 10 Sul'\'i\'f Ihf L‘Old '\\'i]‘llﬁrs,

Portfolio: Cralts, weapons, tools, smil]]ing, {ire,
immnovation.

Domains: Artifice®, Creationi, Fire, Good, Metali,
\\"arforgcclT.

Priest Training: Most of Onatar's priests are also
crafters of some sort. All are expected to learn a trade if
they do not already have one, for Onatar preaches that
everyone should contribute to society.

Quests: Priests of Onatar quests for new knowledge
and techniques of building and crafting.

Prayers and Rites: Onatar prefers petitioners to make
somelhing, rather than sacrifice something, during their
rites. Since this is notalways practical. however, he accepts
offerings of old tools and weapans that have served well.

Shrincs: S]] I'inci L (.-_}Tlilln'll' are EllmOSL illwa)'s stone,
because they include working forges. They are sparsely
adorned and contain many windows to allow smoke
to escape.

Favored Weapon: Warhammer.

Hol}' S)‘mbol: Crossed hammer and tongs, or the
Octogl‘am in red and orange, representingthe different
shades of fire.

PRESTIGE CLASSES

The new prestige class deseribed below is most frequently
found within, or even is unique to, the ranks of the Vas-
sals. It represents the pinnacle of faith and devotion o
the Host.

Other divine-themed prestige classes appropriate
to worshipers of the Sovereign Host or its deities include
the i'oilowing. all found in Complete Divine: contemplative
(Aureon), divine crusader, divine oracle (Aureon),
hospitaler (Dol Arvrah), pious templar, radiant servant
of Pelor (Dol Arrah: change deity name), and warpriest

(Dol Dorn).

SOVEREIGN SPEAKER

"To ignore even ane of our divine Sovereigns is to \gnore a part of the world

before you. 1 serve all the Sovercigns with equal zeal, and thus does the
world itself bend to my needs.”

—Sejra Whitebinder,

the Demon-Bane Priest

_-‘\llhough devotion to a singlt gad enables some indi-
viduals to gain additional power, c:verl'idln_g faith in the
entire Host grants ot hers fantastic abilities. These are
the sovereign speakers, considered to be the most faithful
of the faithful. They represent anly a small portion of
So\rerelgn Host cleries, and it would be unfair to suggest
that their belief is netcssari]y stronger than that of their
cul]eaguea. They do, however, possess a tl]‘i\'ing devotion
matched by few others, Embrace their dedication, and
you might reap the same rewards.

BECOMING A SOVEREIGN SPEAKER

Cleries make up the averwhelming majority of sovereign
speakers: among the adventuring classes. only they pos-
sess the necessary prevequisites. Some adepts are suffi-
cienliy dedicated to become sovereign s;)eakers and gain
strong benefits for doing so. Other refigious characters,
such as paladins, can multiclass to become a sovereign
speakcr. but they lack the means to do so within their
own class abilities, Wisdom remainsa primary :{bilit\l:

for spellcasl ing.
ENTRY REQUIREMENTS

Skills: Knowledge (religion) 8 ranks.

Feat: Worldly Focust.

Special: Ability to cast divine spells, must worship the
Sovereign Host, without favoring one god above the others,
access to at least one cleric domain (Eberron adepts meet
this requirement).

Class Features
Asyouadvance in the sovereign speaker class, yougain greater
ability to aceess the wide-ranging magic of the Host.
Weapon Proﬁcielwy: You gain [:l'oﬁr:iency with all
the favored Weapons of the deities of the Sovereign Host—
the battleaxe, halberd, heavy mace, longsword, morning-
star, quarterstalf, sickle, spear, and warhammer.
Spellcasting: At each level other than lst and bth,
you gain new spells per day and an increase in caster
level (and spells known, il applicable) as if you had also



TABLE 1-1: THE SOVEREIGN SPEAKER

Base

Attack Fort Ref Will

Level Bonus Save Save Save Special

1st = +0 =0 +2 Bonus domain
2nd =1 +0 +0 +3 Bonus domain
8rd +2 +1 +1 +3

dth -3 +1 +1 =4 Bonus domain
5th =3 +1 +1 +4 Bonus domain
Gth -4 +2 +2 +5

7th =5 +2 +2 +5 Bonus demain
&th +b =2 +2 +b Bonus demain
9th +6 +3 +3 +h

Bonus domain, extra domain slot

Bonus domain, extra domain slot

HIT DIE: D8

Spellcasting

+1 level of existing divine spelleasting class
+1 level of existing divine spellcasting class
<1 level of existing divine spellcasting class
<1 level of existing divine spellcasting class

Bonus domain, extra domain slot —

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class

Class Skills (2 + Int modifier per level): Concentration, Craft, Diplomacy, Heal. Knowledge (arcana). Knowledge (history),
Knowledge (1‘Eligion)‘ Knowlerige (the planes), Profession, and Spelleraft.

gained alevel in a divine spellcasting class to which you
belonged before adding the prestige class level. You do
not. however, gain any other benefit a character of that
classwould have gained, IF)’ou had more than one divine
spellcasting class before ber::oming a SD\fereign spea\kel‘,
you must decide to which class to add each level for the
purpose of determining spells per day, caster level, and
spells known.

Bonus Domain: For every level you take in this
class, yougaina bonus domain oifmedbv one of the dei-
ties of:he Sovereign Host. You cannot choose morethan
two domains offered b} the same den\.‘ (for‘ exampl ; if
you already have the Str ength and War dommn% yeucan t
choase Good. since Dol Dorn offers all three). You also
can't choose an alignment domain ifyour own alignment
does not match it.

You gain the granted power of the chosen domain. If
you have domain spell slots (as a eleric), you can prepare
spells of the chosen domain in those slots as normal. If
you instead add domain spells to your existing spell list
(as an adept does), simply add the spells of the chosen
domain to the appropriate class spell list.

Extra Domain Slot: At 3rd, 6th, and 9th level, you
gainanextra domain spell slor. which can be filled by any
domain spell of that level or lower. At 3rd level, you gain
an extra 3rd-level domain spell slot. At 6th level, you
gain an extra Sth-level domain spen slor. At 9th level,
you gain an extra Jth-level domain spell slot.

PLAYING A SOVEREIGN SPEAKER

You firmly believe that the gods of the Host are present
in all aspects of life, and you are dedicated to serving
them the bestyou can. You might be a priest of a temple
or a community, but most sovereign speakers travel the
world. 5eeking out every aspect of the divine in Eberron.
You are protective af other Vassals and feel a deep sorrow
for those who do not see the glory of the Sovereign Host,
You Simp]},' cannot understand how others could devote
themselves to a single deity, or some other pantheon that
fails to encompass the entirety of creation.
Asasovereign speaker, youare well respected within
the priesthood. You might not be populal‘ inagiven area.
ifyou've been in conflict there or iflocal priestsare jeal-
cus of attention that Lhey feel your deeds do not merit,
For the most part, however, priests and Vassals admire
those with the faith and divine favor inherent in your

abilities. You can expect a warm weleome and reasonable
cocperation, if not overt aid in your endeavors.

Combat

Even at your earliest introduction to the class. you can
be an effective combat caster if you have sufficient warn-
ing. Your ever-widening range of domain options (and
extra domain spell slots) lets. vou “load up” on combat
maglc '“hEn \D'Ll dTre aware Df the need Add]tlonﬂllv1
your choice of domain- granted powers can dramatically
adjust (and improve) your combat prowess. from rhe
T ET'D][ Of thE LU.CL domaln to ThE maglc 1rem use O{' th{‘?
f\-iagic domain, from the protective ward of the Protection
domain to the Weapon Focus of the War domain. Atyour
highest levels, your broad range of domain spells means
that, with proper preparation or wise selection. you can
be ready for nearly any eventuality.

Advancement

Only the most dedicated cleries and adepts of the Host
become sovereign speakers. You might stumble upon these
abilities on your own, but more likely alocal high priest or
member of the li:urgir_al council decides to mentor you,
‘hming seen in you some spat‘k Ufpotential.

Training as a sovereign speaker is rigorous, aon
a mental level if not a physical one. You must spend
many hours a day in study, and entire months can go by
in nothing but prayer and research. This curriculum
slows down once you begin your own endeavors, be they
preaching or adventuring but even then it is assumed
that you will continue to investigate the seriptures and
Iearn new theoiogud] and philosophical ideas.

Onmnce you're advancing in the class, Wisdom seems
an obvious ability to focus on, since that isyour primary
spellcasting attribute. However. Charisma determines
how well you interact with others. Asa sovereign speaker.
vou are a leader and role model for other Vassals; your
civil and religious duties practically demand a high
Charisma. Thus, Charisma might even be a priority for
a time, with Wisdom a secondar}' concern. Skills such as
Diplomacy and [‘;nowledge (religion) also aid you in your
responsibilities. With your wealth of domain options.
the Domain Spontaneity feat (see page 147) is particu-
lﬂrly attractive to you.

Seek out items that enhance your Wisdom, your
Charisma, and your spellcasting ability. You might
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THE SOVEREIGN HOST

wish to focus on curative items in particnlar, allowing you
to concentrate your own spells in other areas. Remember
that if you can select Magic asa daily domain, you gain the
ability to use magic items not normally usable by clerics.

Resources

As a sovereign speaker; you can expect simple assistance
from other priests and Vassals. For example, should you
arrive at a Host-worshiping village hungry and penniless,
the local priest might put you up in the temple (or at least
a neighboring hayloft) and offer a simple meal. More
substantive aid, such as spells or magic items, are not
so easily come by. Other priests can likely provide such
things. but their respect for you unlly goes 5o far. Unless
you are ﬂl:lll\:'{"_\' (iue:ir.ing on their behalf, )'ou'“ need to
pay like anyone else; even if you are on a quest, what few
items you secure are usually loans, not gifis.

SOVEREIGN SPEAKERS
IN THE WORLD

"Truly. they are the epitome of our faith. Would that | had halfthe dedica-
tion. or that | felt half so close to the Host. as they do.”

—Rennik Mirr, priest of the Sovereign Host

and former Lord Mayor of Wyr, Aundair

MC

It's easy to assume that priests devoted to an entire
pantheon must be less focused than their monotheistie
counterparts. (Thisis particularly true in other settings,
where the unified aspect of pantheons is less important.)
The sovereign speaker is living evidence of the contrary,
lending a sense of weight to the faith even if none of
the PCs actively pursue it. Additionally, it provides a
means for playcrs to differentiare their priests of the
Host from other sorts of clerics without altering their
characters' focus.

Daily Life

The average day for a sovereign speaker is fAlled with
religious observance and prayer. The most ohservant of
all \"’assals. Speﬂkerﬁ Pﬂl'lICiPH[C in lel‘.]OST. E\‘ﬁl'l\ feS[i\'a]
and major rite. They offer prayers and perform minor
rites frequently throughout the day, and wouldn't
dl‘eam DF Em].‘lal'king on even a hlnlpie Endeﬂvcr \\'i[h‘
out first sacrificing for its success. Even those who do
not hold any true authority must answer questions and
offer advice to other Vassals, who see them as most holy
embodiments of faith.

Organization

Speakers in secular positions of power make excellent
rulers. Rather than make worship and prayer the focus
of their administration, such speakers prefer 1o lead
others to the Host by example and not official decree.
They understand that the gods arve present in all things.
Speakers perform rites for themselves and for all who
wish to pal‘tir‘.ipmc. but }chonr_l that, most lead as hest
t]u—:y can and do 1‘ig]1l |)y all their .\L:I:lje-:ls..

Notables

Se\-’eral thi'l(’- gl‘cﬂrl‘s‘ \'IrEiﬁEﬂl IT‘_‘I'U{:H ;lncl }.LE'IT] inaries hﬂ\'e
been sovereign speakers, though they make up enlya
minm‘ity of the priv.ﬁl]'lcmdA Some of the best known to
the current generation are Tobias Leviran d'Deneith,
who abandoned a position of great authority in his house
to tollow a higher calling; the shifter Re_\.’i‘us Tarn, who
entered the faith asa ranger of Balinor before recogniz—
ing the glory of the Host asawhole: and Sejra Whitebinder.
renowned for defeating the demon Ravan-Eth several
months ago in the wilds of Breland.

NPC Reactions

Most Vassals are friendly, if not outright helpful, upon
.F]]'ST meeling a En\"el'eign SI}L’:II{CF. TI'IES!‘_‘ illlitudes can
vary based on circumstances and region, but for the
most part, worshipers of the Host consider speakers to
be the holiest of priests. A very small number of Host
priests, envious of the }.p{‘;nkcrs' status and abilities,
111ighl be unfriendly. Dismp}es are likely to be indif-
f&l‘ent. \!v!'lilﬁ T.hey \Tlll ]‘L’b!]l_"ft Nptl'hkers. l}ley have lESS
attachment to them, Followers of other faiths react based
on the interaction between the religions. For example, a
worshiper of the Silver Flame is likely indifferent, while
a follower af the Dark Six might well be unfriendly
or hostile,

SOVEREIGN SPEAKER LORE

Characters with ranks in Knowledge (religion) or bardic
knowledge can research sovereign speakers to learn
more about them. When a character makes a successful

Sajra Whitebinder,

the Demon-Bane Priest



skill check or bardic knowledge check, read or para-
phrase the following, including the information from
lower DCs.

DC 10: Sovereign speakersare particularly devoted
worshipers of the Sovereign Host in its entirety.

DC 15: They can manipulate the world around them
by calling on what they claim is the power of the divine
inherent in everything. They're able to draw from a
variety of cleric domains.

DC 20: The most powerful sovereign speakers are
leaders of their churches and can freely access numerous
of the Host's domains.

Because sovereign speakersare well known, Knowl-
edge (local) and Gather Information checks can provide
thissame information in any nation or community where
worship of the Host is the dominant religion,

SOVEREIGN SPEAKERS IN THE GAME

Sovereign speakers are rare enough that player characters
are unlikely to have encountered any. Their ability to
influence the world through divine intervention cer-
tainly sparks tales about saints and holy ones, though.
Thus, it’s easy to explain such tales as referring to sover-
eign speakers, even if the PCs did not realize this to be
the case at the time.

PCs who are attracted to the sovereign speaker
class should have no compunections about continuing
it through to the end. [ts primary ability continues to
improve, and it isuseful in almost any sort of encoun-
ter. The DM should provide plenty of opportunities
for the speaker to influence the outcome of encoun-
ters. and to portray the character's religious attitudes
and responsibilitieh.

Adaptation

Although the sovereign speaker is formally the province
of the Sovereign Host, it could easily be adapted to any
faith that holds the god or gods to be omnipresent, and
that offers avariety of domains. Since the speaker influ-
ences the world by calling on the universal presence of
the divine, these are really the only requirements to
be met.

Sample Encounter

Unless the PCs are actively working against the inter-
ests of the Sovereign Host, or are competing with the
priesthood for the same prize, they're unlikely to
encounter a sovereign speaker as an enemy. However,
sovereign speakers are not above political ambitions
or maneuvering, and a party might well find that a
speaker is behind a series of impediments and mis-
fortunes. Encounters with speakers should emphasize
the religious aspeet of their lives and abilities. Even
the most selfish or power-hungry speaker believes she
has a divine purpose.

EL 12: Sejra Whitebinder is a very active sovereign
speaker. While she considers herself a priest first and a
warrior second, she is devoted to protecting the faithful
and the priesthood of the Sovereign Host. She might
be encountered on a quest to rid an area of some great
threat, or to recover a great treasure for the Iiturgical
council, either of which could make her an ally or an
enemy of the PCs.

SEIRA WHITEBINDER CR 12
Female halfling cleric (Sovereign Host) 5/sovereign speaker 7
NG Small humanoid (halfling)

Init+0; Senses Listen +5, Spot +3

Languages Common, Halfling, [rial

AC 20. touch 12, flat-footed 20
(+1 size, +8 armor, +1 deflection)
hp 57 (12 HD)
Fort+7, Ref +4, Will +13 (+15 against fear)
Speed 20 ft. (4 squares)
Melee mwk heavy mace +10/+5 (1d6)
Base Atk +8; Grp +4
Atk Options feat of strength |/day

Special Actionsgreater turning 1/day. rebuke fire creaturesor
turnwater creatures 11/day (+4, 2d6+10, 6th), spontaneous
casting (curespells), turn undead 11/day (+6, 2d6+10, 6th)

Combat Gear bead of force

Cleric Spells Prepared (CL 10th, CL llth for divination
or good spells):

Sth—break enchantment, call lightning storm™ (DC 18), flame strike”
(DC 18), J'ruc_cenn‘g(CL 11th)

4th—dimensional anchor, dismissal (DC 28 minus creature's
HD), restaration, spell immlm[{y“

3rd—call lightningD (D C 16), daylight, fly", invisibility purge, magic
arele against ezl (CL 11th), searing light (+8 ranged touch)

Znd—alignweapon (CL 11th ifaligned to good). consecrate (C L.
11th), lesser restoration, remouve paralysis, shield other", silence

Tst—Dbless, command (DC 14), detectexil (CL 11th), entropic shield,
magic weapon, sanctuary” (DC 15)

O—create food and water, detect magic (CL 11th), detect poison (CL
11th), light, resistance, virtue

D:Domainspell. Domains: Fire, Good, Luck, Knowledge,

Protection, Strength, Sun, Travel, Weather®

Abilities Str 10, Dex 10, Con 10. Int 13, Wis 16, Cha 18

5Q aura of good, good fortune, freedom of movement 5

rcunds.fclay, prolec:ive ward ]-‘(la}'. vision unohstructed
by nonmagical weather conditions

Feais Combat Casting, Extra Turning. Improved Turning,
Spell Focus (abjuration), Worldly Focust

Skills Climb +1. Concentration +6 (+10 casting defensively),
Diplomacy +10. Heal +9, Hide +3, Jump -5, Knowledge
[histor}') +7. Knowledge (re]igiun) +7, Knowledge (the
planes) +7, Listen +5, Move Silently +1, Spelleraft +7,
Spot +3. Survival +6 (+8 weather-related or tracking on
other planes), Use Magic Device +4 (+6 with scrolls)

Possessions combat gear plus +4 chain shirt, masterwork heavy
mace, cookof Charismu +2, pearl of power (1st), ring of protection +1

Featof Strength (Su) Asafreeaction, gaina+5enhancement
tonus to Strength for | round.

Good Fortune (Ex) Reroll | attack. check, orsave just made
before DM declares whether the roll results in successor
failure. You must take the outcome of the reroll. even if
it isworse than the original roll.

Freedom of Movement (Su) Act narmally regardless of
magical effects that impede movement. This elfect occurs
automatically as soon as it applies, lasts until it runs oul
ar is no longer needed, and can operate multiple times
per day (up to the total daily limit of rounds).

Greater Turning (Su) Like regular turning except undead
that would be turned are destroyed instead.

Protective Ward (Su) Asastandard action. subject touched
gains +5 resistance bonus on next save. Unlesstriggered,
this abjuration effect lasts | hour,
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Rl . sisthe world, so'arethe gods.
As are t_hi;.gqﬂs,- so is the world,”

- . A world still wild and dangerous . . ,



CHAPTER TWO

THE DARK SIX

he Devourer. The Fury. The Mockery. The

names alone strike fear into the hearts of

the civilized peoples of Eberron. These

deities, along with their mysterious fellows

the Keeper, the Shadow. and the Traveler.
make up a2 pantheon known as the Dark Six—the second-
most powerful and widespread faith on Khorvaire. Yet
the Dark Six are still truly a part of the pantheon that is
known today as the Sovereign Host, despite being exiled
from the body of that faith ages ago.

DOCTRINE

Like their brothers, sisters, and parentsin the Host. the
gods of the Six hold sway over broad aspects of mortal life.
The difference between the two pantheons, however—and
part of the reason for the Schism that separates them to

thisday—is that the Six hold dominion over the more base,
sinister. or violent aspects of creation. Where Arawai is
a nature goddess who brings fertility and good harvests,
her brother the Devourer represents the awesome power
of nature unleashed, bringing storm and [lood 1o those
who displcase or dlsrespect him or his chnl‘gc. Likewise
Dol Arrah is a god of honorable combat whose brother,
the Mockery, represents all that is treacherous and dis-
honorable in conflicts.

As creation is itselt a balance, so too the one pan-
theon eannotl exist without the other. Indeed, the chief
dogma espoused by followers of the Six is identical to that
of the so-called Sovereign Host, though they do not much
care for the term "Doctrine of Universal Sovcreignry":

Asisthe world, so are the g:id.n As are the guds. st is the world.

Like their fellow Vassals, followers of the Six also
believe thal nothing exists in this world without the

Y&
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A p@aer Shhiom7

That both “sides’ of the Slofism believe in the same basic truth shout the posmos m:'y/.’v! be the most Jeﬁ'fzf argument
p tor the untversality of the Doetrine of Universal S’W‘gna/. Or & eould simply conflom the grealest fear of the
priesthood of the Qafw;n Alost that, despite thewr best efiorts, the S are not 30 far removed fom the hearts
and minds of the majority of the Vassale. Sndeed, continual preaching about the dangers and horrors of the S
Semes lo (einforoe the olbse tes betueen the pontheons. Ievall that in the collected pantheon v early history, all were
tnown as the “Wine and S and One.” Moceover, worshipers of the Sic were simidardy known as “Vaseele' for
st of the pantheon s history, and still are in many places. <S¢ iz my considered opinion that ' Slovereign +ost” ¢
| acomparatively recent term.

b Thatone pantheon cannot exist without the other & reflected in e woret-bept secret conceming Lassal worship. i
blavksnith offers the bulk of hts prayers o Onatar and does so openty. Wore disereetly, fe refises o ignore the z}fy.
whont he belleves will ensure that any weapon emenying fom his forge ie both inspired in design and effcient tn execution.
s o notto say that the blackemith fears hie work will be insuffivient without the Szc-flz,«;' blessing, but by égqpfny herin
hds silent pragers, he hopes bo forestall mistortune. A blrobsmith whoe aceidentally bums fimself. or whose rﬁrya explodes
_ 1 a moment of Rery rage, could be said to have digpleased. or dishonored e :?-wy ot gome way.
¢ Sndeed, as most are well aware, many Vassale choose bo horor deitics of both pantheons with reqular prayes;
regardless of uhich «god sees the bulk of their day-to-day worshp. A noble-souled warmivr who worships Dol Aok and
'Z/ﬁm' the Wméery might still see bhe wisdom in ofering the sccasivnal prager to the outoast brother, hor no obher
ceason than to-ward off treachery in combat. :
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attention of the gods. The primary difference is that
they focus on the darker or more explosive aspects
of existence,

Most of those who stand with the Six direct
the bulk of their warship to a single god rather
than to the pantheon as a whole. This sepa-
rates them from their fellow Vassals in an
important way, since \\'Urshipers ol the
['1-05[ are Slrﬂﬂgll\' L’nCﬂUTagEd io k{’.ﬂ'p :1“
the godsin their hearts, (Indeed. Hast
congregations hind religious focus
SO unusua[ 1]'15'" lI'H_'}' VIEW Narrow-
minded Vassals as schismatic to
the faith, I‘Eﬂ'rring to them as
"Disciples” rather than Vassals.) By
this reckoning, a great many follow-
ers of the Dark Six would be considered
Diseciples for their devotion to but one or,
iI'I SOme cases, two gcli.']ﬁ le lhE Pﬂﬂt]‘if‘nﬂ .

THE NAMES OF FAITH

[tis common knowledge that the gods of the Dark
Six are known by titles, most of
which elicit fear il not revulsion at
their mere mention, rather than
proper names. A great deal more
rare, especially since the end of the Last War, is the truth
about these exiled deities . . . and their names.

Before the Schism, all the gods were as ane single
family. Those who would become the Dark Six held domin-
ion over the angrier, more primal aspecls ol ereation,

but were no less important or powerﬁﬂ than their kin.

The Dark Star, or the Hexagram, symbolizes
the Dark Six as a separate pantheon

The Devourer did not change his personality or port-
folio upon being exiled; he merely changed his
name, or to be more precise, had it st ripped
from him. One of the greatest successes of
the Sovereign church was the complete
erasure over the course of time of records
pertaining to the names of the Six, and
the gl‘adun| 1'ep|a|:e‘menl of those names
with titles chosen to instill fear. In this
manner, early Vassals could better
distance their gods (and thus,
themselves) from those whom
their deities had cast out. By the
close of the Last War, very few
individuals recalled the names that
onece passed through the lips of so many
who walked the face of Eberron.
Until it was stripped from him. in
part b).' his own brother and sister, the
entity now known as the Devourer had a
name, and that name was Shurkaan. His
daughter, too, had a name, given to her
by her mother Arawai (if legend
holds true), before losing all
sense of identity to the power
of her new moniker, the Fury.
For a brief time, she was called Szorawazi. Even the lord
of death once had a name, back when he walked beside
his brother, Kol Korran. In those days ]cmg gone, the
KL‘(.'PF.']' wids called KOI Tu:‘r?tnl. J\Hd J.ﬂ:_ll IJ'L'[T. nol I(_‘H:lA
before he was flayed for his betrayal, the Mockery—one of
atrio of divine brothers in arms—was known as Dol Azur.

D Symbology

Llhile most edizens of Khorvaire recoguize the Oaé:»ymfrf—z%e symbol of the Qowt{yn Aosi—on sight, the same
cannot be said of the symbol of the Dark S, despite similartios between the tws.

With tts six separate points, the design clearly paye homage to f.&:zodx' who make up the pantheon. TThe number
and agplication of colors szem fo indivate 4 favored combination for each detty. Sgge/# on the subyject declors that the dark
green of the %f?f[’ bor represents the Devourer, with the crimson on the botlom of e same bar md’c&’ﬂg ke dwzy/u’tf
the jm;. brown of the fop n‘y;ﬁ/ bar denotes the '?7?0(?59)?/, and the gray of the botlom, the Keeper. pméaps' the
most outious feature of the symbol, then, & the horizontal bar that separates them. By pmoess of elmination, the black
and white of the horzontal bar niust comespond t the Eadow and the Traveler though the priests of the Traveler
mﬁcafé{ claim no color as their own/. But what io the .w’ffzzir’}cmae of their ‘é.ris?em‘my' the other j'aa’.? 7 And w/ty do thetr
colbes fadde fom one to the other, where the borders of the others are 3o olearly defined 7

The most common explanation é that the Shadow and the Traveler occupy special places amony the gods, each
wnigue i @ different way, and that :bym’/ier they are bhe “wits” of the Dark Slie—eosmic Mroes d&aépm conted to the
rest. This concept seems é)_g;zm{, given the ethos ofeack god. TThe Shadow ie not a godl in the traditional sense, haiing
boen bom fom the Wera! shadow of' Aureon; the Traveler, by all accounts, fas MMMA'/ no conneotion o the others,
and gperates puloide the purviels of both the Dot Sl and the Qwemjgn Aost. The other aspect fo thes [and O
mysel was shooked to hear of 2] ts the contention, held by many anong the Trapelers con veqation, that te raveler
doell created the Shadbw or was at least the wot of the é’ém’m&' ascension o godhood. \gf any of Yhts i true, & might

felp to explain the look of the symbol. ﬂoayzﬁ many of'the ek Sl bthiid vontest the claim, the question remains
wf!f/ Mzt/ would pecnt the fyméo{ o appear the aray Edoen. 9 -ﬁpﬁe one ﬁ’ay to discover the answer. . . .




These are the only established names found in refer-
encesstretching backto antiquity. Being once a part of
Aureon, the Shacdow has never known nor needed any
other name, and the Traveler has had so many names
and faces over the millennia that if it ever had a true
name, that name has been lost to time.

Knowinganything of these ancient names requires
access to ancient scriplumi texts or cncyclop(’(lir_‘ reli-
gious knowlcdge. Each name rcquirts a separate DC
25 Knowledge (religion) check or a DC 30 Knowledge
(history) check.

SOULS AND THE AFTERLIFE

Accordingto Vassal rlogm a, the soul isthe fragment of
the divine that allows sentient life to exist, and this
tenet holds true across the breadth of the followers of
the Nine-and-Six. Unlike those who p]mﬁc the bulk
of their faith in the Sovereign Host, however, vassals
of the Dark Six (in whole or p:lrt} gmlem“}' do not
believe that the mortal soul—any soul—loses what
small divinity it has over the course of time. Thel\'
hold that it is not the weight of mortality that pre-
vents a soul from finding paradise, or returning
to the gods. or even remaining on Eberron upon
bodily death. Rather, such determinations are
made exclusively at the whim of the gods, and thus,
it 1s their will alone that decides which souls will
be shown paradise, which souls will be returned
to Eberron, and which souls will be sent to the
Realm of the Dead, 10 eke out eternity in bleakness. On
this point, the true depth of the schism between Vassals
comes to light: Those who place their faith in the Dark
Six believe that the afterlife of Dolurrh is abaolutely a
place of punishment, rather than a plane simply devoid
QFdi\'init_\u

Most Vassals know of the Kr:epcr. and of his pur-
ported role in the cosmos. A mang the god's faithful,
however, he isalso known as the Opener or, more com-
monl}'. as the Guardian of Gates. Suvcrtign doctrine
tells that he snatches souls at random, and that they are
annihilated utterly, without even the hope for everlast-
ing "life” in Dolurrh. Believers in the Dark Six know
differently. The Keeper's true mandate is ferrying souls
to their proper afterlife, as determined by the collected
gods of the pauthecm. [fitisshown 1o be 5ufﬁuienl|_\'g0ds—
fearing, a given soul finds its way to paradise, courtesy of
the Keeper. If the same soul has led a life of arrogance
and heresy, however, it finds it way to the eternal noth-
ingness of Dolurrh—the cmll\ destination it has earned.
While the Reeper alone does not decide fates, his vote
carries the most weight. and thus, those who would aveid
Dolurrh direct their prayers to him,

Eternity

Vassals of the Dark Six are convinced that only by ohei-
sance to the gods can a soul hope to eseape an empty eter-
nity. They believe that, contrary to what they consider
Sovereign Host propaganda, there is an alternative to
Dolurrh—it simply comes at a price, one that Sovereign
Vassals have proven themselves too cowardly or ignorant
to pay. So. those individuals have comforted themselves
with a lie: There is no escaping Dolurrh; happiness is
found cml}' in life, not after; and—most important—hap-
piness is ensured by honoring the Host.

A priest prepares the body of a comrade

for its meeting with the Guardian of Gates

The power of such teachings is significant. For a
priesthood that interprets and speaks for the gods, an
overwhelming doctrine of obeisance helps to keep wor-
shipers in line. Vassals of the Dark Six caution that one
must always remember that doctrine is a tool. Viewed in
that light, its rationale is often easy to discern.

SERVANTS OF THE DARK Six

Aswith most faiths, the average priest of the Dark Six,
or of any god therein, isn'ta cleric perse. Among the Six,
service comes in many forms, and most worshipers are
content to do the wark of the divine, without training
foran adventurlngclass. Ofthose who choose to become
spelleasting priests, the majority end up wit h levelsin the
adepr class, which hosts a broad selection of the abilities
and skills most often required by a congregation. The
most devout go on to take one or more cleric levels,

BECOMING A PRIEST

While the roles and duties fulfilled are similar enough
between the two pantheons, priests of the Six come to
their cal]ing in a more primal. less academic fashion
than those of the Host. Acolytes of the faith rarely attend
formal seminaries, as do their Sovereign counterparts.
Insiead, acolytes find their own way to the priesthood, at
least in the early years. This process usually involves one
of two approaches.

A fair number of thase who join the priesthood of the
Dark Six begin their lives dedicated to other vocations.
All who come to the priesthood in this manner share a
common thread: A single formative event (or series of
events) shakes an indiyidual's soul to the core, forcing him
to reevaluate hislife, partirulariy on the sul.)_]'ect of his own
piety. Each such incident is unique, but more often than
not, it involves the mortal soul awakening to the majesty
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and divine power of one or more of the Dark Six. A sailor
who felt no desire to serve, for example, might come to
the pl‘iesthdod of the Devourer fcllc:wing a partitular]y
hal'r‘owing e_pisode at sea. When spiritua] epiphanies of
thissort lead soulsinto a priesthood of the Dark Six, they
are known as callings. This calling is an important part
ofa given priest’s experience under the cloth, and stories
of the callings of some of the more well-known priests
have passed into the realm of folklore.

The alternative to the priest who is called to serve iy
the one who is raised in the priesthood of a given deity.
This is a far more f.‘l‘cquenr OCCUTrrence in communities
that worship only one among the Six. Such communi-
ties are commonplace on Eberron, so priests of this sort
are similarly common. The sahuagin, for example, are
almost exclusively devoted to the Devourer, and thus most
sahuagin priests know no other way. The individual who
forsakes the god of the community not only to worship
but te join the priesthoad of ancther god—even ane of
the same pantheon—is rare and bold indeed. Among the
followers of the Six. priests who are groomed to the faith
from childhood are typical])‘ known as scions,.

Proofof being worthy to serve varies fram church to
church, and often from region to region, but a handful
of practices have become standard across the faith, For

. Semive by e

A, ravely mentivned means to Dark Slysiesthood
(e servive by demand. Su o faith that stresses
_0:96{25"242{38, i is not unheard of thet a more senior
pfzmt J’(‘/rgaé/ ortlers @/wubf member fo sere b @
Jortestly capacity. For those withind divine pousers,
(nwplurtany service &5 relpfively easy to eotablish.
j&&z‘ as with most priests, the newly appodited
prinistor succeeds ithe has Hhe proper femperament,
anization skille, and fecilty with people. Fadive
oF @f’foéw’}m@ & ofton /;w;c's-/.'ed 65/ banichment
or death, so-the incentive to succeed i great. The
artle, i the B of Sensante, conbte, andrches;
also encourage proper sensice. _She disgrace of
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example. almost every priesthood of the Dark Six. no
matter how small, requires that any would-be priest show
her faith before being acecepted into the ranks. A temple
to the Mockery might ask an acolyte to mortify her own
oranother’s [lesh in a certain way, to demonstrate her
understanding of pain, or even to take a life in her god’s
name before being welcomed as a priest. Some temples
require similar tests of established priests, but if an
applicant’s reputation proceeds her (or if she receives a
strong recommendation from a high priest of another
Lemple). such rites are usually formalities at best, when
they oceuratall.

HIERARCHY

Given the varied nature of the collected priesthoods of
the Six, no rigorous hierarchy could possibly govern the
entire faith. Instead. such hierarchies, if any, are deter-
mined by the individual priesthoods themselves.

Alocal hierarchy consists of the high priest or temple
head, below whom stands everyone and everything else.
Most pl‘iests (and Wm‘shipers) of the Dark Six live by
a "might makes right” ideal, and the system generally
works well {an unsuitable high priest is soon replaced by
a more resourceful one). The most powerful leader in
a given arvea is the de facto high priest, who sets policy
and directs the spiritual progress of the congregation.
Priests do not interfere in the affairs of other Dark Six

{2 congregations, except in highly specific situations. and
» most find this situation perfectly aceeptable. While such

insular autonomy results in a worldwide lack of unity,
cooperation, and elTectiveness, this is deemed an accept-
able price by those in command.

In areas where worship of a particular god is especially
strong, the priesthood breaks into liturgical councils,
similar to those found among worshipers of the Sovereign
Host. Typically. these councils fall under the auspices of
a single high priest, but they offer an efficient compro-
mise in areas that need a bit more structure. Orll)r rar‘ei}'
does voting of any sort occur, even in the most liberal of
pr'ieslhuods, The high p)‘icst sitsatop the Drganiza[ion—by
divine mandate, according to dogma—and has sole dis-
cretion to appoint council members. In some cases, the
council has the power to outvote or even depose the high
priest, and so even the most iron-fisted temple head must
treat appointees with a modicum of polizical aplomhb, or
at least take care in whom she selects.

The nations of Darguun and Droaam both maintain
multiple liturgical councils dedicated to the various gods
of the Dark Six. Unlike thase of the Host, which claim
to represent their entire pantheon, each council of the
Six is almost always devoted to a single god. This can
lead ta strained relations and conﬂicting annunciations
of doctrine in areas where worship of more than one is
strong. As with most matters, these disputes are settled
in time by the mightier of the comhbatants.

DUTIES OF THE CLERGY

A priest of the Dark Six is similar to one of other faiths.
Duties include not only those deseribed for priests ofthe
Host—conduciing ]101}' day rites, counseling the faithful,
|{!ading prayer services, and spread‘] ng the word—hbut also
the following.

Mediation: In many communities where worship
ol the Six is dominant, the local priest is the only one 1o



whom the average citizen can turn for objective advice.
Just as the community must recognize amarriage that has
been sanctioned by a priest, so too must it abide by any
agreements or outcomes witnessed by one. This makes
priests fine arbitrators in disputes (so long as they don't
involve the priesthood itself, of course), and some priests
even act as the equivalent of House Sivis notaries.

Protecting the Faith: This is a subtle but important
aspect of being a priest of the Dark Six. Worship of the
Six is discouraged in some places, shunned in others,
and flat-out under attack in a select few. As deirties, the
Dark Six inspire fear and obedience, and their mortal
representatives are expected to encourage those quali-
ties in worshipers. While priests of the Six see little (o
be gained in foreing worship among the masses, they are
honor-bound to siand in defense of their god and its
portfolio. A priest of the Mockery who eatches someone
maligning her deity’s power and influence, for example,
is obliged to prove by her own deeds the true power and
influence of the god. This is not to say that every priest of
the Six whose faith isslighted must immediately attack the
slighter, but spreading fear of the Dark Six strengthens
the faith as a whole.

Unlike their counterparts in the Sovereign Host,
priests of the Dark Six rarely make their office visibly
apparent at all times. Especially in areas where worship
of their gods is not dominant. priests of the Six are free
to wear any attire they choose and bear no outward sign
of their devotion. Clerics cannot cast some divine spells
without the presence of a holy symbol. however, so these
priests usually opt to carry one with them at all times,
even if it is concealed. When inside their own temples,
of course. priests wear whatever costume is apprnprinte
to their worship. In emulation of their patron, priests of
the Traveler adopt whatever attire lhey like, even within
their temples—indeed. a substantial number choose to
wear nothing at all.

Fallen Priests

The informality and deadly competition inherent in
Dark Six worship means fewer situations that meri
formal defrocking. Only the most egregious violations
of a priest’s duties earn this punishment. More often.
a wayward priest of the Six forfeits her life. not jusi
her office.

The usual situation is an individual deciding that
hf_‘[’ current Ofﬁce and [.‘ll'a(:liccs dO ot PTUP(‘_‘]’II\' hollor
her god. She is still a faithful worshiper but is now out-
side the faith as an organization, setting up independent
wcrship in far-offlands or evangchzing a breakaway sect,
She has not forsaken her god. though. and does not lose
her cleric abilities. Indeed, other followers of the Six do
not \r"it‘“' }ler a5 an BPGE[E[C’. Sl:lmﬁ ‘mlght EVEN ado])1 hf‘l'
new ideas.

Only one thing is guaranteed to bring the wrath of
the church and of the gods. A priest of any or all of the
Six who turns away or stands idle as her patron is mocked
displays a despicable weakness of faith. Even if it entails
great risk, the faithful must demonstrate and defend the
gods’ power. A priest who behaves so shamefully is likely
to die at the hands of her own flock. Unless she has a
greater end that justifies temporary retreat, such hehav-
ior usually results in the loss of cleric abilities (assuming
the priest su rvives).

QUESTS

Formal questing is unusual among priests of the Dark
Six. Rather, the faithful are expected to demonstrate
the gods' power through their actions, Individual gods
require specific forms of respect (see the individual
listings starting on page 49), but rarely do they assign
adventuring quests of the sort that favored by the Church
of the Silver Flame, for example.

RITES AND RITUALS
OF THE DARK SIxX

Like the Vassals of the Sovereign Host, worshipers of
the Six believe that every feature ol the natural world
bears at least a shadow of the divine, and is therefore
wDrlh)' of reverence. The difference, however, comes in
the manner, :ipplicatian. and some would s5ay even the
definition of that reverence. According to Vassals of
the Dark Six, the gods want the mortal world to fear and
respect their power; people must realize that peace and
happiness come by the grace of the gods alone, and that
both can be taken away at any time by those same gods.
Failure to show the proper reverence is an insult to the
gods, inviting disaster or misfortune.

PRAYERS

Pra}'er is the most common form of ritual, since it can
be done anywhere, at any time. Most worshipers of the
Dark Six offer prayers after having escaped misfortune
of one sort or other. For example, spotting an assassin
just before he attacks, thereby denying him the benefit of
Sul'pI'iSC. Wi)\lld be an HPPYCIPI‘iatE .‘s'ilumil)n i‘or a p‘rayer
to the Mockery. Such prayers aren’t invoked to avoid
impending misfortune, however. If there is enoug}l time
to consult the Six beforehand. the worshiper should
mazke the proper offering that characterizes a minor or
malor’ TIilE.

Prayer‘s tothe Dark Six are vocalized, as are those to
the Host. Unlike those to the Sovereign Host. though,
these can include gestures and the like. The line that
separates prayer from rite is Off'cl‘ing. Someone who
offers orsacrifices something to the Dark Six is perform-
inga ritual, not speaking a prayer. Traditio‘nall}'. prayers
to the Dark Six are chanted. and the cadence is often just
as important as what is being said. According to dogma,
the Dark Six are pleased not only by the sound of their
names on the lips of believers, but especially by adher-
ence to ritual even in such a small form. Many faithful
followers grow competent with extemporaneous rhyme,
though actual singing is viewed with suspicion and is
reserved for specific oceasions.

MINOR RITES

Among followers of the Dark Six, a minor rite is defined
as an}'thing thatinvolves an offering but does net require
a priest. Beyond this, what characterizes a minor rite is
the occasion that demands it in the first place. Making
arequest of one of the Dark Six is, almost by definition,
a rite. A word of thanks for a pleasing happenstance
does not require offering an}'[hing in return, On the
other hand, :1:ii;ing favors of the gods requires a com-
mensurate sacrifice that shows good faith and humiliry,
Most such rites involve a material Ol']'erlng of one sort or
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Recognizing the importance of war with ritual is often just as important as the war stself

Olhﬁf '\r\'hﬁﬁﬂ\'f_‘l' 15 Jppt‘ﬂpl‘iate o fht‘ gi'}(l a I'll.l S]I.ll.lé'l.tiﬂ'ﬂ
in question. The sacrifice must have meaning, but need
not necessarily be something of great worth; the cir-
cumstances are the ultimate arbiter. An athlete seeking
victory inan upecoming contest might run himself mg:ed
the da\ before in deference to the Fury. in the hope that

she \.»:ll grant him the strength to emerge victorious,

An assassin hoping to ensure the eternal suffering of

her target’s soul might trap a cat in burlap sack and then
set both on Are as an offering to the Keeper, A political
advisor might burn a spell seroll in the Shadow’s name
to see that a rival advisor missteps in court,

MAJOR RITES

Given the disparate multitudes that follow the Dark
Six, only the broadest overview of the more important
ceremonies can be presented. Most of them involve
sacribice of some variety, as the Six find offerings of this
sort the most pleasing. While prayers and minor rites
can usually be performed in any place, and often by just
a single worshiper. major rites typically require more in
the way ofspate, participants, and resources, and are
therefore plﬂnncd and m‘ganizﬁd more :.‘iu‘ﬁi'u|1y. Due

Lo religious persecution, parri-:ufal‘l\' in some areas of

the Five Nations, many major rites take place in secret,
Ortf_'fl a“’a}' fl‘D'lTi 1 hE comim Llnir_}' Or evern i l'l(.lt' l‘ground. io
better ensure the security of those taking part.

Birth: While it is not a common occurrence, wor-
ship&‘rs of the Dark Six do celebrate births from time to
time; when theydo, the eventissignificant. Every Vassal
has the right to celebrate any addition to the household,

but all are expected to keep such celebrations private.
The exception is when a priest of the Dark Six foretells a
great future for a newborn child and brlngs news of the
child’s fate ta the parents. The birth of such a -.pu_u]
(l]lld l‘a Ll'_']elJIthd b\' fl'.lt entire Lommunll\' Pd]’ i lL'Ll—
larly those who pray to the same god as the parents,

and is often a drawn-out, extravagant affair. The priest
hrrgi ns |.)y spreading word of the child's b[essing (often by
a |:|a1'ticulal' god of the Six) and m'ganizing the rite. All
who know and worship with the parents are expected to
attend and bring an offering. The infant is wrapped in
ceremonial garb appropriate to the favoring deity, then
placed on the altar for all to see. The priest burns the
collected offerings while praying over the child, until all
that remains are cooling ashes. At thistime, the parents
of the child each step forward and mix six drops of their
bload into the ashes. With the resulting paste, the priest
draws the 5y mbol of the patron god (01‘ the Sixasa “’}'lf)lc":)
on the child’s back, that he |11Eg|1{ walk with the power of

the divine behind him all his days.

Coronations: Liturgical blessings of rulers have
been waning for some time in the worship of the Sov-
L’It'1L|ll Host, but the practice is still important to the
faithful ofthe Dark Six. Indeed, coronationsin Dark Six
communities that proceed without the assent of a priest
of the Six are considered inauspicicous. Few would-be
leaders are willing to take the chance of offending the
gn(|s. and Lhereby condemn ing their reigns to failure or
worse, b‘\- I‘orgrjing the traditional rite of coronation.

Although it might be dressed in a number of
variations, the ceremony itself almost always involves



two things. First, the would-be ruler must prove his
worth to the gods. Most often, this requires a substan-
tial sacrifice—a precious item, 4 portion of his blood,
a favored mount, or the like. Whatever is offered, it
must have real value to the new ruler, or it ceases to
have meaning and so turns the vitual into an insult.
In some cases, worth is instead demonstrated by a test;
single combat (often with a deadly beast) is common,
especially among the more savage peoples (goblinoids,
sahuagin. and the like). Such duels need not be to the
death but almost always are.

The second aspect common to Dark 8ix coronations
is the ritual humbling of the new ruler. Once he has
proven his worth, the aspirant kneels before the priest
canducting the rite, offers up his weapon, and bares his
throat. Most of the time, this gesture is symbolic, butin
some particularly religious areas, the priest actually has
the right to end the new ruler’s life. should the subject
be deemed unworthy.

Death: With a handful of notable exceptions, deaths
are celebrated like nothing else. Whereas funerals are
somber affairs among Vassals of the Sovereign Host, they
are festive oceasions among the faithful of the Dark Six.
Because lhcy believe that their [aith ultimalel}' saves them
from an eternity in Dolurrh, they do not view death with
despair. Funerals often drawthe congregation’s members
closest to one another. All rejoice and lift their voices,
hoping that the Keeper will hear their appreciation for
their fallen brother or sister. That does not mean the
faithful should deny their sadness at aloved one’s passing,
but they should try to remember that the soul served the
gods well and has gone on to its final reward.

War: Amongworshipers of the Dark Six, combat isa
common and important part of life. Almost every con-
gregation devoted to one of the Six has at least one major
l'][ua] to commemorate [I'I(,‘ lnauguralic}n or Clllmi“ﬂlio'n
of important military campaigns. The occasion can vary
in scope from the largest of conflicts, invelving the entire
nation, to local feuds, even between a mere two rivals.
Smaller conflicts do not merit grand war ceremonies
unless one or both of the combatantsis a priest. noble, or
other important public figure. In many areas, particu-
larly where worship of the Fury or the Shadow is st rong,
rulership changes as a result of mortal combat. The war
rite precedes the combat, with the rite of coronation to
follow, should the challenger emerge victorious.

The Calendar

Like the Vassals of the Sovereign Host, the faithful of
the Dark Sixuse the standard Galifar calendar in day-
to-day life. Unlike their counterparts, however, they
see no need to account differently for days of religious

significance. Using the standard calendar is not only
more efficient, it more easily allows Dark Six worshipers
to conceal the nature of their rites and activities, should
they feel inclined to do so.

There is one difference, however, and one to which
Dark Six Vassals religiously adhere. Like the Sover-
eign calendar. the Dark Six calendar differs in the
number of seasons recognized. Rather than three, it
recognizes six different seasons: one for each deity of
the pantheon. These seasons are known by differing
names, depending upon the regional language, buteach
term translates roughly to the concept for which the god
in question is known.

The first season, called Devouring. corre_sponds to
the months of Zarantyrand Olarune (mid- to late winter)
onthestandard calendar. The second season, called Keep-
ing. occupies the months of Therendor and Eyre (early
to mid-spring). Traveling, which falls in the months of
Dravago and Nymm (late spring to early summer), is
followed by Mockery, a season occupying the months of
Lharvion and Barrakas (mid- to late summer). The fifth
season, named Fury, encompasses the months of Rhaan
and Sypheros (early to mid-autumn). The final season,
Shadowing, ¢laims the months of Aryth and Vult (late
autumn to e;iri_\' winter). Each season is eight weeks long,
and the I'eligious new year, like the secular, corresponds
with the first day of the month of Zarantyr.

When naming a specific day, someone using the
religious calendar of the Dark Six would also indicate
the season. For example, saying Zolday the fifth Devour-
ing indicates the Zolday that falls during the ffth week
of the season of Devouring. The faithful rarely use this
terminology around nonbelievers.

In addition to this seasonal division, a less wide-
spread alteration of the liturgical calendar—seen mostly
in areas where worship of the Dark Six is strongest—
associates each of the standard days of the week with one
ofthe gods, with the final day of the week representing all
six. This is a holdover from the days before the Schism,
when the Six held dominion over their own days of the
Savereign calendar.

Day of the Associated
Galifar Week Deity

Sulday The Devourer
Moalday The Fury
Zolday The K.eeper
W'irday The Shadow
Zorday The Mockery
Farday The Traveler
Sarday The Dark Six

Pm

OpTiONAL Rute: Hoty Days REVISITED

Dungeon Masters who wish to use the optional "holiest of
days" rule (see page 21) can offer similar benefits to wor-
shipers of the Six. On agod's holy day during the favored
season. any adept, clerie, or blackguard of that god gains
a +1 bonus to effective caster level on spells cast. Thus,

a clerie of the Devourer gains this bonus on all eight
Suldays during the season of Devouring. Cleries of the
Dark Six as a whole gain this bonus on the Sardays of any
one season; each cleric chooses the season that resonates
mMOost PE[‘SOHBII\'»
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As with the Sovereign Host, some gods of the Dark Six
have their own holy days. observed according to the
Galifar Calendar.

Wﬂdn_ight (18-19 Sypherus): Atsunset on \'\"i]dnig]ll.
worshipers and the nonfaithful alike give vent 1o their
passions, in a raucous festival dedicated to the Fury.

LongShadows (26—28 Vult): Dark magic dominates
this three-day period that honors the Shadow.

THE DARK SixX
IN EVERYDAY LIFE

While the Sovereign Host is still the dominant religicm
on Khorvaire, the political and military strife of the Last
War was a crucible for the power of the Dark Six. whe
emerged 5t1'|:mgcr and more influential than lhey ever
had been before. Todn_v. wurship of the Six is dominant
in more places than the Host worshipers would care to
admit. including Darguun, the Demon Wastes, Droaam,
aswell asareas of the Lhazaar Prinecipalities, the Shadow
Nlarches. and Q‘ l)ill'i'ii. M.ﬂn\ pl‘ieslhnu(ls ()f |]\t' Slx
remained passive before the war, content to worship
in their own way, but most have taken an aggressively
missionary view in the time since. All across postwar
Khorvaire, the Six are spreading their influence through
a host of means, including bribery. evangelism, manipu-
lation. and fear.

THE PEOPLE OF THE DARK SIX

While they aceept the existence of the Nine, and even pay
homage to specific gods thereof on occasion, the general
feeling among followers of the Six is that the gods of the
bO\rETElgn HQSI alr‘nph dre not as nnpn‘rtﬂ nitto (l(ll!'\ J.lfe
as are the Dark Six. Kol Korran might have same influ-
eINnCce OVEr wl‘lethc‘r a El\-En bus:.ness venture |JIU:.[)EI‘: or
dies on the vine. but the Keeper decides just what will
become of the souls of the people inv rolved. Without the
Keeper's blessing, they believe, everyventure is doomed
to failure in the long run.

\\'orahl]) of the Dark Six dppE"l!h to l)i.‘inqﬁ who live
existences of savagery, poverty, or violence, but that fact
has little bearing on the portfolios of the gods them-
selves. Even the most educated and wealthy soul can
benefit from showing reverence to the Six, and a great
many do—in secret. Still, the need to worship in secrecy
makes the Bith ao less genuine,

Many ol those who worship the Six revere but a
single god. This holds most true in barbaric cultures and
among the monstrous races, many of whom do not know
or care about the differenece between one god and the
pantheon as a whole. Among the dr:\gunlmn‘ktd races.
worship of the Six is a matter of simple pragmatism. Ifthe
gods of the Host do not govern the angrier forces ol exis-
tence, then 10gica|1_\- those who wish to avoid misfortune
would do well to appeal to those gods who do claim such
dominion. Even Sovereign Host dogma acknowledges the
purview of the Six.

THE DARK SIX AND GOVERNMENT

A priest of the Six, asked about the influence of [aith in
government. mig]‘lt respond. "Atleast we are honest about
the way the world works.” The priests of the Sovct‘eign
Host claim to have no designs on civil or political control,

but the falsehood of this is apparent everywhere on Khor-
vaire. | he beholden of the Dark Six ho]d that eu:r\thlxlg
is connected, and thus, everything is permissible so long
as the gods approve. If the gods do not want direct influ-
ence on political atfairs, they will most assuredly put an
end to the practice. After all, the Dark Six have never
been shy nbout expressing their displeasure.

T'he influence of the Dark Six priesthaods is stron-
gest where sacial bonds are tightest. A given priesthood
can run the entire political structure of a small com-
munity. More insidiously, priests maneuver members of
their congregations into positions of civil and military
power, If the local baron or governor is a fellow wor-
shiper, the likelihood dwindles substantially that same-
one will El.‘:stroy the Congr‘f:g‘ﬂliun.

This attitude is turned upside down in regions
where worship of the Dark Six is the norm. Gnolls and
goblinoids in Droaam. for example, operate openly under
the priesthoods of the Six. In such areas, the influence
of religion on political life is not only permitted—it is
t‘xpuclcd. The concept of the pl'iest—king m‘iginated
largely in areas strong in worship of the Dark Six, and
the gods themselves seem 1o prefer it. Where this is not
I)U.‘isiiﬂe, the priesthood retains its role as the whisper
in the night.

THE DARK SIX AND OTHER FAITHS

|'\l llll.’ dZ'I.\\'Tl Of [1'1E Lasl \\ﬂ r, PI'IES[S G{thrEE Gft}lf' Slx—l he
Fury, the Mockery, and the Shadow—met in secret for the
Birst time. They had maintained little to no contact with
one another before the war (even those of the same deity),
but now convened with one aim: to increase the power of
their gods through the war of five nations. Each pricsl
pledged a congregation to serve this goal as best befhit its
capabilities. What began as a wartime practice developed
into a bold new campaign to advance the hegemony of the
Sixand their priesthoods.

This movement translated to a two-tiered approach:
both tiers, as might be expected, involved deception to a
greater or lesser degree. The first step was to insinuate
devout memhers of each priesthood into every corner of
the contlict, from the front lines to the war rooms. The
priests found plenty of volunteers among their congre-
gations. Since all of the Five Nations were hungry for
new blood, such volunteers imecrrated with little seru-
tiny. Most had only one assignment: spreading fear and
worship of their godc (Reporting the activities of the
infilirated groups would surely have resulted in discov-
ery hefore long.) Soldiers prayed to the Fury in combat,
and those who survived thanked her for heeding their
call; assassing and spies called on the Mockery before
dangerous missions, and then eredited any subsequent
success to their faith. Likewise, spellcasters invoked the
Shadowto aid them in their time of arcane need. [t wasn't
long hefore people associating with these agents began to
follow suit, if for no other reason than "better safe than
sorry’—a popular sentiment in desperate times.

The second step involved the priests themselves,
who were in the best posi!i(m to administer the effort
from the safety of their homes and temples. They took
responsibility for seeing to the needs of the families
of war dead. and not just those of their own congrega-
tions. For the first time, It‘mp]e funds and resources
went Lo assisting those outside the congregation, even



to those who worshiped only the Sovereign Host, in the
interest of long-term benefit, The priesthoods of the
three gods spent a great deal of money during the war,
in effect buying the faith—or at least the a”egiance—of
many new converts. lronically, this subtle integration
earned great suceess—just like the tradition of the
Sovereign Host.

Thanks to these efforts. the names of the Dark Six
were on the lips of just about everyone in those grim days,
even trusted Agures such as ship captains and battalion
commanders. This greatly reduced the social stress of
letting slip a forbidden name. thereby spreading the one
thing the priests desired above all else: acceptance. By the
time the war ended, the cabal of priests had managed 1o
make offering prayers 1o the Fury, the Mockery. and the
Shadow a common practice.

This brief sense of unity and cooperation began
to fade even before the war had ended. By the time of
Cyre's destruction in 994 YK. most of the priests who
had attended the original conclave were either dead or
defrocked, often at the hands of subordinates who saw
betrayal in such diversion of precious resources. Today,
that ]izurgil:al league—-never very numerous 1o begin
with—hasall but disintegrated. A few priests yet strive to
maintain relations with the few similarly minded scions
who remain in other temples across Khorvaire.

Specific Attitudes

pu he worshipers of the Dark Six are as varied as those of
any other faith, The lollommg points summarize the
archetypal views of the faith as a whole toward Eberron's
otherreligions. Just remember that these are stereotypi-
cal attitudes, not rigid dictates.

The Snvereign Host: Dcspile what some of my fellow
faithful might say, the Nine are equally as important to
the balance of the world as are the Six—just not as impor-
tant to me.

The Silver Flame: You cannot be seriocus. A cult
that asks its adherents to accept as law the mortal inter-
pretation of a "divine voice” none can hear? And to think
they call us deceivers!

Druid Sects: | once heard tell of a peasant boy
whose sole dream in life was to become a squire to a great
knigh;. When asked why he didn’t dream of becoming
a knight himself, the boy replied, "How could one such
as I hope for such things?” The boy would have made a
fine druid.

The Blood of Vol: Children who will never know the
error of their ways until they stand face to face with the
Keeper—by which time it will be far too late.

Other Sects: When beings of such power and mag-
nitude as the gods exist, why would one waste time giving
one's faith and obeisance to a mere idol or to a beast, even
one as mighty as a dragon? As powerful as they are, such
beings can still be felled by blade and bow—the last time
I checked, one could not say the same of a gc:d.

THE DARK SIX IN THE LAST WAR

The disparate priesthoods of the Dark Six spoke with
equally disparate voices during the war. Though issues
of nationality and territory overtook those of religion,
worshipers of the Six did not let their prayers and obliga-
tions slide, The war reinvigorated their faith, particu-
lar]y in the Fury, the M()ckcr}_x and the Shadow, whose

congregations expanded greatly during and as a result
of the Last War.

The influence of the remaining three dark deities
also increased. One sage observed, "War is the preferred
environment for the exiled gods, and who among us
believes they would not choose to make it the preferred
state of ourselves as well?” Regardless of which side’s
ranks swelled the fastest during the war, the influence of
the Devourer, the Keeper, and the Travelercontinued to
grow. Desperation and suspicion are the children of war,
and wherever Ihel\_' appear, hushed prayers to these gods
are sure to follow. Sailors increased their prayers to the
Devourer tenfold, to insure calm waters and victorious
battles at sea; soldiers whispered ])1ea5 to the Keeper to
spare them paini‘ul death or emply afterlife (or both). as
priests of the Keeper walked the sidelines of every major
battle: and all those who journeyed to meet strangers in
battle many leagues from home kept the Traveler in their
hearts in the hope of safety until they could return. By
the time of the Treaty of Thronehold, the Dark Six had
grown more safluentialthan any among the Five Nations
Couid have E—UEShEd

TEMPLES AND SHRINES
OF THE DARK Six

Temples tothe DarkSixareasvaried asare the worshipct's
themselves. Most are built of stone, to better safeguard
them and their inhabitants from would-be aggressors,
but some use wood (parliculal‘ly those devoted to the
Devaurer) or are carved from lhl‘: very earth. A given
temple’s visibility depends on the community’s attitude
toward the god in question. Few temples to any of the
Six (with the exception of the Traveler, in some areas)
exist openly in good-aligned communities. The local
shrine operates in secret, often underground or ina
seemingly innocuous warehouse or private home. Most
are blocky, even fortresslike, with few outward signs of
their true purpose.

Given this need for secrecy, temples of the Dark Six
are not required to have any speciﬁc 1ay0ul or number
of floars. All the same. the number six is an oft-repeated
theme. and congregations with substantial resources
build templeswith six floors, six wings (often one hall of
worship and five adjoining sections), six rooms per floor,
or in rare cases, some or all of the above,

Each god has an associated color, as shown below,
which dominates the look of any temple. The exception
to this rule is the Traveler, whose priesthood claims no
single color for its deity. Indeed, Traveler priests alter
their temples on a regular basis, including their colors.

Deity Associated Color
The Devourer Green

The Fury Red

The Keeper Gray

The Mockery Brown

The Shadow Black

The Traveler None

The only two colors that almost never appear in temples
to the Dark Six are blue and gold—the traditional colors
of the Sovereign Host.

45




DARK SIX

i

TH

‘Dark Six temples are practical and efficient. Most
contain a hall of worship, an open area that serves

- as general—pufpose chapel. sacrificial chamber, and

common rectory. Beyond the hall of worship are the
temple’s anicillary chambers. In larger temples, these
occupy separate wings and contain many rooms. In
smaller structures, the hall of worship is the centerpiece
of a single building and connects directly to the other
rooms and halls.

Like those who worship the Host, the priesthoods
of the Six actively seek out temple sites in areas that have
yielded dragonshards. Unlike the priests of the Nine,
however, they are interested in Khyber dragonshards as
well. They see as a sign of great favor a location that bears
Eberron dragonshards on the surface and Khyber shards
beneath. Even monstrous worshipers who cannot benefit
from dragonmarks keep this tradition, if only for the
obvious monetary benefits of such discoveries. Though
most Dark Six temples are not on sites of dragonshard
discoveries, each priesthood tries to build at least one
"flagship” temple that is so favored.

Shrines to the Dark Six are often personal affairs,
honoring whatever deity or deities are most important to
the builders. Most are small, usually built into or around
existing structures, and might not be obvious places of
worship. Even the smallest shrine has an altar, but some
are retractable or can be otherwise concealed to prevent
unwanted discovery.

ORDERS AND MONASTERIES

The individualistic nature of Dark Six worship means
that no formal orders exist, and monastic discipline is
rare. One order of monks, the Flayed Hand (Player’s Guide
to Eberron 108), serves the Mockery. These fanatics are
renowned for their unflinching dedication to the skin-
less god and to a belief system known as the path of pain.
The order’s members ritually mutilate themselves (and
others), and work to spread fear and treachery amaong
the Vassals of the Host. Most are so consumed with their
ideology that they truly believe the Mockery to stand
above all other deities, and even those who also pray to
other gods do so only rarely. The sect is infamous for
performing assassinations with cold efficiency.

SAHUAGIN TEMPLE

OF THE DEVOURER
Deep in the Thunder Sea, a jagged skerry has been

adopted asa shrine to the god as well as an indoctrination
and breeding center for young sahuagin.

Upper Level: This level of the shrine is a natural cave
and islargely dry.

1. Spawning Pool. A winding tunnel opens into a
large chamber with a saltwater spawning pool at its center,
which contains a dozen very young sahuagin. A senior
priestess (female sahuagin cleric 10) guards the hatchlings
and commands the troops inhabiting this level.

2. Barracks. This smaller cave is a sleeping area lor
four temple guards (sahuagin fighter 6). At any given
time, twoare resting here, one isin the main chamber,
and one patrols the waters outside the entrance.

3. Nether Passage. A forking passage endsina steep
natural chimney that drops about 10 feet to the middle
level of the shrine. This exit is defended by a fierce
temple hunter (male four-armed sahuagin ranger 8).

4. Stores. This cul-de~sac serves as a storage area,
containing supplies for the temple, weapons and potions,
religious equipment, and so forth. No door or lock
defends it, but a trap in the corridor unleashes a torrent
of poisoned spears.

Poisoned Spear Trap: CR 8; mechanical; prox-
imity trigger; repair reset; Atk +21 ranged (1d8 plus
poison, spear); poison (deathblade, Fortitude DC 20,
1d6 Con/2d6 Con); multiple targets (1d6 spears per
target ina 10-ft.-by-10-ft. area): Search DC 26; Disable
Device DC 22.

Middle Level: Thisareais partially water-filled, roughly
waist-deep to a Medium humanoid.

5. Training Room. Another large natural cavern
serves as a training room for temple hunters, as well as
a convenient spot to dispose of troublesome intruders.
Two 6th-level rangers and four Large sharks operate in
here. Awater-filled artificial tunnel to the shrine proper
opens [rom the bottom of this cave, and the hunters and
sharks patrol back and forth between the areas.

6. Cell. Abarred chamber contains what appears to
be an aquatic elf prisoner (actually a 9th-level malenti
sorcerer). This ruse is a fallback against attackers who
get past the defenses 1o this point. The malenti is in
contact with the cleric and the ranger in the upper level
and enters the "prison cell” when warned of intruders.
If possible, he assists the hunters in the training room
with subtle spells, trying not to draw attention to himself
as anything other than a helpless captive. When not in
the cell, this malenti undertakes spying missions for the
temple. A secret exit at the back of the cell connects to a
hidden tunnel (both Search DC 20).

7. The Loop. This ring-shaped tunnel apparently
has no exits. A room has been hollowed out of the coral
center, with hidden peepholes to allow observation. An
8th-level underpriestess watches this area. Two secret
doors (Search DC 20) allow quick exit to either side.

8. Treasure Room. Temple treasure, mostly offer-
ings ol jewelry and golden objects. is stored in a hollowed-
out vault with a well-concealed door (Search DC 24).
Stacks of sacrifices’ bones form a grisly dais with the
treasures heaped upon it. The chimney from the upper
level opens into this chamber, defended by a roper that
looks like a coral projection. Many of the bones in here
are the remains of its feasts.

Bottom Level: The lowest reaches contain the shrine
proper and are completely submerged.

9. Shrine of the Devourer. This great chamber has
room to hold dozens of worshipers at a time. At its center
is a raised platform decorated with coral and bone carv-
ings of fierce sea monsters and bloody battle. The high
priest of the temple is not a sahuagin but an adult black
dragon, Tuorachthend, who also uses this chamber as her
lair. The dragon's personal hoard lies piled deep under
the black water; she hides beneath the surface most of the
time, except when performing ceremonies.
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THE DARK SIX

FORGE OF THE SACRED SPARK

The sect of the Sacred Spark attracts experts and arti-
ficers, both professions that specialize in creating new
wonders. [tisalsoa magnet to warforged who explore the
emotional side of creation.

Thissmall shrine stands in Ghalt, Aundair, where
hostile attitudes toward worship of the Dark Six (vegard-
less of context) have forced worshipers to maintain a
low profile. The Forge of the Sacred Spark occupies a
series of rooms and a hidden workshop in a windowless
extension behind an ordinary-looking blacksmith's
shop. The shopkeeper, Elsinter Grayhands (male human
expert6), is the head priest of this small group (number-
ing only a dozen souls) and makes sure that unwelcome
visitors do not enter the back space.

1. Main Shrine. This large open space is for cultcer-
emonies. An engraved circle nearly fills an apse at the north
end, and three dedicated wrights (ECS 285) labor over the
sacred flame it contains. Near the circle are two anvils, each
marked with the cult'semblem (a blend of Onatar’sand the
Fury'ssymbols), on which the sect’scraftersand artificers
(and their dedicated wrights) produce works dedicated to
their patrons. Shelves to either side hold metalworking
tools, spell components, and other ingredients needed for
forging. The temple’s 11ig]1 acolyte, Albrecht (male gnome
artificer 5) attends to the everyday needs of worshipers
and artisans, aswell as devoting much of his own time to
creating wondrous items, When not at work in the temple,
he makes his home in a modestly wealthy part of fown. A
massive altar stands in the middle of the chamber, on which
are piled offerings of finished goods.
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2. Iron Defenders. Some of the sect’s creations act
as temple guardians. This nondescript room contains
three iron defenders (FCS287), which respond to sounds
of cambat or alarms in the main chamber. They are
under Albrecht's direct control.

8. Furtive Filchers. Another group of created
beings, four furtive filchers (ECS 286), occupies this
otherwise unadorned roam. They also obey Albrecht
or Elsinter,

4. Apprentice’s Quarters. Maril d'Cannith
(female human expert 4) has been learning both the
metalworking craft and the ways of the Sacred Spark
as apprentice to Elsinter. Except when on errands 1o
obtain supplies or special ingredients for the shrine’s
forge. she never leaves the building. She spends most of
her waking hours laboring in the blacksmith’s shop or
practicing her eraft within the temple. The rest of the
time she is in this modest bedroom and study. The place
1S messy, heaped with half-finished projccts. unlaun-
dered clothes, and papers covered with seribbling. An
unmade bed and a simple writing desk are the room’s
Dnl)‘ furniﬁhings.

5. Kindle's Chamber. Kindle (male personaliry
warforged fighter 3) is a Reforged who recently found
his way to the Sacred Spark. He hopes to understand
fleshbound life better through exploring creative
passion. He also makes for excellent temple security.
He spends much of his time observing worshipers and
artisans, though he is not artistically inclined himself,
asking many questions of Elsinter and Albrecht. He is
fascinated by the dism‘ganized habits of Maril, but she




finds the attention annoying. Although Kindle has
no need of sleep, he retreats to his private room when
the shrine is quiet. There he examines the sensory life
amid his collection of bric-a-brac. He has a pet cat,
so far unnamed. a stray he rescued from a grimy alley,
which he keep& in his room at all times, He loves to
observe its pleasure in mere existence and is surpris-
ingly tender with it.

VARIANT SECTS

Worship of the Dark Sixisn'tasingle, monolithic organi-
zation, so only truly exceptional coneepts are considered
to be "variant.” Followers of the Six respect (or at least
understand) all those who keep the gods in their prayers,
and even unconventional sects go largely ignored.

The ib”owing are examples of sects whose ideologies
and activities are extreme or controversial.

The Cabinet of Faces: An order of doppelgangers
and change]ings. this gt‘oup's members believe that lhc)’
are the true children of the Traveler. The motives of the
Cabinet are always mysterious, and the
sect might prove to be an unexpected ally
ora deadl_v foe. More information about
the Cabinet of Faces can be found in Races
r_lj'fbt-‘rmn.

Creation's Muse: This mys-
terious sect of deceivers venerates
the Traveler in its capacity as great
creator. Sect dogma maintains that
the Traveler created all the other
gods. either cl‘lrer:illv or indit'ectly‘
(such as by inspiring the Devourer
with the urge to sire a child), and that
it is therefore the greatest of all deities.
Culrists credit the Traveler with just about
EVETY signiﬁcant discover}'. including the
creation of the warforged. They bear a spe-
cial disgust for the Scions of the Forge (see
Hierocrats, page 27) and actively work to ruin those
warforged followers of Onatar. Creation’s Muse
comprises a wide variety of members. of many
different races and classes, all of whom work
in secret to bestow the "gifts of the Traveler” upon the
other sentient races. The sect is also rumored to be in
constant search of their god, whom they believe walks
among them.

The Sacred Spark: One aof the smallest and least
known of all religious sects, the Sacred Spark exists
on the fringe of both the Sovereign Host and the Dark
Six, dedicated to the worship of asingle god from each.
Acolytes of the Spark revere both Onatar and the Fury,
inwhom [hey see two faces of the same divine force. The
great&sl mortal &lchiE\-‘emEnts come not b‘\" l]"lﬂ gi'ace Or
Onatar alone, but through him by means of the [“U.ry's
passion. Likewise, the passion of the Fury is useless
without both context and focus—a fire with no[hing to
consume but itself. Vassals of the Host find the Spal‘k
dangerous, its members a bit unhinged; worshipers of
the Fury consider its existence a blasphemy upon her
holy name.

Schismaties: Rather than maintaining a sect of
their own, schismatics can be found among worshipers
of the Dark Six all over the world. They believe that the

be _D EVOUTET

Schism was a divine blessing: The Six truly are a sepa-
rate pantheon now and can rise up against the Nine,
should they find the power. Asa rule, schismaticsare
very devout. They discourage excessive worship of anly
one among the Six, as it weakens the unity of the pan-
theon and its follc;wers. and Lhe}f work to thwart those
sects that place one god above the rest. Schismatics
believe that worship of all the Dark Sixstrengthens the
pantheon as a whole, and that once enough worshipers
have united in theirfaith, the Six will conquer their
former accusers.

THE GODS OF THE DARK SIX

Each of the gods of the Dark Six is presented below. along
with information pertaining specifically to that deity (a
sidebar details cleric information on the pantheon asa
whole). Aswith the Host, this information represents
traditional und&rstanding of seripture. not divine truth
as handed down by the gods themselves. Many Vassals
hold interpretations that differ slightly from thase
presented here.

THE DEVOURER
"The Sovereign of Wave and Whelm,"
Neutral Evil
The Devourer is often associ-
ated with his sister, Arawai: Just as
Arawai is the deity of the natural
world, the Devourer is the lord of
nature's destructive side. Civilized
folk :might prayto Arawai for a boun-
tiful harvest. but they also beseech
her brother to pl‘otect that harvest
from flooding and drought. The
Devourer is also god of the deep. The
ocean waves are his sole purview, and
any sailor (regardless of alignment or
beliefs) would he wise to pay at least lip
service to his power. In this capacity, the
god finds worshipers among the lizardfolk,
sahuagin, and other aguatic races.
Portfolio: Devastation, hungcr. nautical
travel, storms, water.
Domains: Coldi, Destruction, Evil, Pestilencel,
Ocean], Water. Weather™
Priest Training: Priests of the Devourer are famil-
iarwith nature in general, and with water and storms in

Fﬂ

THE DARK Six
Neutral Evil

Worship of Dark Six deities usually focuses on an
individual member of the pantheon, but some followers
(Especially the schismatics) observe the disparare gods as
a divine entity.

Portfolio: Passion. destruction, individuality, fear,
‘-’Engeanc&.

Domains: Any domain associated with one of the
individual pantheon members.

Favored Weapon: Kama.

49




=
Z
o
=~
P
o
w
=
=

50

particular. Most were fishers, sailors, ar slaves before
hccoming priests.

Quests: The Devourer’s faithful quest to
rescue those lost at sea, end or cause
drought. or protect rivers and
lakes from the u nwt‘.-:‘th}-'
(even if it means t'li.‘s[l‘oy-
ing them).

Prayers and Rites: Sac-
rifices to the Devourer involve
immersion inwater; grimstories
abound of living creatures tossed
into maelstroms. Vassals entreat the
god to cease flooding or drought, and
io 5!10‘\' !’TJ.C"I'I:}' \s'ilcn Illf_'l\" are IDEr'L alL sea.

Shrinc.‘i: Shl'lnt"s 1o lht‘ Dt‘\'(JLll"C‘l' are
u:ua“l\' built of wood., and many are roofless,
allm-.-ing rain to enter ilrt_‘l:'l_\-. Othersare built on the
water ][591!', C‘ilhl‘l— on ]ﬂkcsldi_' bﬂl‘gi‘i orin rhe Cﬂbi'ﬂs
of seafaring vessels. Theystinkofblood and are hung

with rotting seaweed,
Favored Weapon: Trident.
Holy 5}’11\!)01: A bundle of five sharpened

1
bones.

THE FURY

“"The Sovereign of Rage and Ruin,” Neutral Evil

Daughter to Arawai and the Devourer, the Furyisa

deity of passion driven to extremes. She is patron
to all who allow their passions 1o consume them,

regardless of whom else they worship. Her fol-
lowers cultivate rage and resentment Among
the sa-called "civilized,' better spreud the
influence of their god. The Fury watches over
barbarians everywhere, as well as certain types of
artists, crafters, and bards. She is also the deity
of favor among many intel lign‘:nl MONSLers.

Portfolio: Anger. extremism, insanity, pas-
sion. revenge.

Domains: Evil, Liberationi, Haired],
Madness®, Passion®, Wrathl

Priest Training: In all matters, the
Fury's priests are passionate. They must
have an intimate nncli.'l‘nlanding of pain and
loss. Many were bereaved during the Last War,
and many lought in it.

Q_uests: The Fury demands her followers
inflame passion by every means pussi]:le to break
down the strictures of formality and custom.

Prayers and Rites: The Fury's rites are deeply
personal affairs. Sacrifices almost always involve
bloodshed, sometimes on the part of the petitioner
sometimes not, One word that never deseribes any
rite conducted in the Fu t‘)"a name is 'somber.”

Shrines: Shrines ta 1the Fury are as varied as
her \\'m‘ship!ﬁl

. Among certain drow sects, tem-
ples are strangely elaborate and meticulously
maintained. By contrast, a monstrous shrine
mighl be little mare than a pih: of hones,
with fresh kills piled regularly on top.
Favored Weapon: Rapier.
Huly Sym].‘ml: A red-and-black, winged wyrm with

awaman's head and upper body.

The Fury

The Keeper

THE KEEPER

“The Sovereign of Death and Decay,” Neutral Evil
Another of the second divine generation,
the Keeperisthe son of Olladra and
Onatar, and the flip side 1o his
twin brother, Kol Korran.
Where his brother is the
patron of material wealth,
the Keeper governs shame-
less greed and gluttany. He
is the hLlllU't‘l" in the dark,
L|ui=_||1ng al anyone or an\thlnﬂ
that strays too far from the lwh!. [I
is said that of all the gods, he alone
can waylay the deceased on their journey
to Doluerh, and no soul once ensnared
can escape the Keeper's chill embrace. He is the
patron of death cults all over Eberron, and in
this capacity, has become the unofficial god of the

religious necromancer
Portfolio: Death, l:'nlrcnp\. greed, hunger time.
Domains: Death, Decay® Evil, Greedi,
Hungerl, Pacti.

Priest Training: Servanis of the Keeper
must have a working knawledge of life and death; dis-
turhbingly, many of his priests were once healers.

Quests: Quests in the Keeper's name often con-
sist of ki||i‘ng SOMEOne or sc;mt‘lhing specific‘ usually
with a H'r?f’j'wr'.‘jhng weapon (FECS 226), but some revolve
around discovering some mystery or acquiring an item
ot great value.

Prayers and Rites: Sacrifices to the Keeper almost

always require ending life in his name. They range

from breaking a rabbit's neck to beheading multlple

sentient creatures. depending on the importance
of the rite.

Shrines: The Keeper's shrines are constructed
of stone, and many are underground, in tombs,
or both. Personal shrines often include a deco-

rated skull.
Favored Weapon: Scyt he.
Holy Symbol: A Khyber dragonshard in

the general shape of a fang.

THE MOCKERY
"The Sovereign of Betrayal and Blood-

shed,” Neutral Evil
This evil deity, known in some circles
as the B(.‘II'::_\cr. is brother to Dol Arrah
and Dol Dorn. His betrayal lead to his
flaying and banishment from the Sover-
eign Host. Once part of the triumvirate of
combat deities that included his brothers,
the Mockery now represents the dark side of
their portfolios. He is the god of dishonor-
able combat and unjust war, and is patron to
all manner of evil warriors and rogues. Assassin
cults, of whieh the most infamous is the Flayed
Hand (Player’s Guide to Eberron 108), keep him
in their pr
Portfolio: Combat. dishonor, murder,

yers.

terror. treachery.
Domains: Destruction, Domination®, Evil, [Tusioni,
Trickery, War.
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Priest Training: Priests ofthe Mockery must
know betrayal personally, and thus must bring
to ruin someone close to them before entering
the priesthood. They are also expected to learn
something of anatomy and surgery.

Quests: The Mockery's adherents often
exact bloody vengeance on those who have
wronged them or their god. They also seek to
des[roy the priesihoods of both Dol Arrah and
Dol Dorn—corrupting a priest of either god
earns the Mockery's highest favor.

Prayers and Rites: The X'Incker}' is often
invoked just beforea ki“ing. whether through
assassination or armed combat. Sacrifices usu-
ally consist ofthings valued by the petitioner's
enemies, perhaps a trusted weapon or beloved
mount.

Shrines: The Mockery's shrines are
downright ghastl}'. more charnel pils than
temples. Bloody chains dangle from the
Cci[i‘ng, and the walls are hung with strips of
skin. Rather than cleaning up blood spil]ed
in the g’od‘s name, priests treat il cllemica“y
to retain its fresh color and viscosity. so that
shrines seem literally coated in blood.

Favored Weapon: Kama.

Holy Sytnbol: Five blood-spattered tools. laid out in
the rough shape of the divine Octogram of the Host.

THE SHADOW
"The Sovereign of Magic and Mayhem," Chaotie Evil
[f Dol Arrah represents the light of the martal soul,
the Shadow is the darkness within. The literal shadow of
Aureon, it acquired both sentience and godhood as the
cosmic price paid by its creator for arcane knowledge. [t
isa god of ambition, corruption, and dark m agic, and
evil spellcasters the world over conduct foul rituals in
its name. The Shadow is the progenitor of the medusas,
and patron to a great many other monster races, espe-
cially in Droaam, where its worship is most popular.
Legends say that were Aureon and hisshadowto be once

again united, the age of civilized peoples would come to
an end.

Portfolio: Arcane magic, consequence, corruption,
darkness, duality.

Domains: Chaos, Darknessi, Evil, Magic, Mind{,
Shadow®,

Priest Training: The Sh adow's priests must have
some knowledge of both magic and the natural world,
and many are equally proficient with both arcane and
divine magic.

Quests: Followers quest to unearth aneient and for-
bidden lore, lead good people into temptation, or twist
things of the natural world to suit selfish ends.

Prayers and Rites: The Shadow is invoked in the
name of ambition or discovery, especially arcane insight.
The god prefers offerings of great value. whether it be
persunal 1)Io=3d|euing or dcsl.l‘oyi‘ng a precious gem or
magic item.

Shrines: The Shadow's favored stone is obsid-
ian, and it forms his highest Lemples. T}lough the
glassy mineral is difficult to work, the prieslhood's
fa(:ility with arcane magic makes the task of con-
struction easier.
Favclred \Vea.'pon: Qual‘terstaff.
Holy Sym]:ml: A block of obsidian in the

sh ape of a tower.

THE TRAVELER
"The Sovereign of Chaos and Change,”
Chaotic Neutral
The most mysterious of the Nine-and-Six.
the Traveler is neither child nor parent to any
other god in the collected pantheon. It isthe only
god said to walk the face of Eberron in body, as
well as in spirit. but its mastery of form prevents
any mortal from recognizing it. The sovereign
of cunning, invention, and transformation, the
Traveler is patron to all who embrace change,
whether physical or philosophical. Changelings.
doppelgangers, 1}’{‘.3]111‘11‘0'{3!’.8‘ and shiftersview
f_hE —[ITE\"!EIET as ihE I'lighﬁst gﬂd
Portfolio: Chaos. deception. evolution,
invention, transformation.

The Shadow
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Domains: Artifice®, Celerityf, Chaos, Charmi,
Creation}, Liberation], Travel, Trickery.

Priest Training: The Traveler's pl'iests are consum-
mate deceivers. Many were artisans or other inventors
before donning the cloth of change.

Quests: Priests of the Traveler often go on long
journeys, sometimes to deliver messages or objects,
often to produce change by upsetting the social order
in some way. At other times, they wander without appar-
ent purpose. Some are called upon to adopt alternative
identities, often for years at a time, to aid in their sub-
versive efforts.

Prayersand Rites: Sacrifices to the Traveler require
the petitionerto create \Umethinz and then de‘;tl‘ov that
creation in the god's name. thereby plc}\’l]‘l!{‘vllling"lt"h
to accept change and transformation. Nearly all Vassals
pray to the Traveler before embarking on long or peril-
ous \'D\'.‘lges.

Shrines: Shrines to the Traveler have no consistent
make or design. Each worshiper is expected to create a
personal place of worship and to alter it regularly.

Favored Weapon: Scimitar.

Holy Symbol: An eight-pointed configuration of
four crossed and rune-inseribed bones.

PRESTIGE CLASSES

The following prestige class is unique to followers of the
Dark Six.

Other divine-themed prestige classes appropriate
for worshipers of the Dark Six or one of its deities include
the divine crusader, the stormlord (The Devourer), the
temple raider of Olidammara (The Traveler; change
deity name), and the acolyte of the skin (The Mock-
ery). The Arst three appear in Complete Divine, the last in
Complete Arcane.

ESCALATION MAGE

“In the hinterlands of magie, the might of the Shadow is absolute—all can
hear rﬁ;'prnnusr' :'J_I;' untur'u'pnu'ur' inits iL'jl‘.r.‘Pl.‘."t.'ul call. Sl unjr the LI_'U!'H:['J.'
find the strength o face the price of that power.”

—Lovos. the Shadow of the Wolf

Many know the rale of the shadow of Aureon, god of law
and kno“-lcdgf:, coming inte a life of its own as an =vil
deity. According to legend, the unholy divestiture wasthe
P'I'ICE .‘\U.I'['On Fﬂ l(l 1O master ll'it‘ arcane arts. ﬁlillenllia
Iﬁf.l?l', IT!U'I'IHIK “'hD \\'Ilik lllE l]ﬁ(h& Ol‘lhe ESCa}a(IO'ﬂ. mage
still benefit from Aureon's sacrifice. By giving themselves
over to the Shadow and focusing on the dark side of
magic, these arcane spelleasters learn how to "bhargain”
with their god to make their spells more effective—for
a price.

It is an ongoing dialogue. Such devotees must
entreat the Shadow lor aid before casting every spell
the}' wish to t'nhnnc.c, and success is not guaranteed.
Asageneral rule, the more control the caster has aver
magic, the greater the likelihood of maintaining that
control. Yet even tried and true incantations can take
u]l(’._\'PEle‘.Cl If}llh on Ul_'fllhiﬂﬂ. as i I:lDCrStEd SPEll bECOlTlES
too much to handle. This process of arcane enhancement
th 1'ough silent prayeris known as "escalation,” and while
t|‘le TE“'EI].—CIS can PDIl‘ntiill’:\' I)C gT‘EElI. fe\\' arcanists are

quite so faithful as to risk life and limb merely for the
possibility of greater efficacy. Those wha take these risks
are known as esealation mages, and if they survive their
earlyyears, they can grow into the most powertul mages
to walk the face of Ebherrvon,

BECOMING AN ESCALATION MAGE

Although this is an arcane spelleasting class, the maost
important characteristic of any who would enter is
abiding faith. Only those who truly believe that they
will become greater spellcasters by the grace of magic's
dark half stand a chance of making the hope a reality,
and they must be prepared to pay whatever price the
Shadow demands. The wizard's path is potentia”y the
shortest to becnming an escalation mage, butanvarcane
spellcaster can qualify with ease. including sorcerers
and even warlocks, The Dark Six worshipers' propensity
t(_'!r I'l'l'l\'me even prﬂdl]f_'i.‘. a (I I.'spl U]J{jl [lonatc l‘lulnber \)F
bards \\'hﬂ enter I}'N.'. l'IaF)SA II'I ﬂd(llliﬂn to lhe t‘.har‘a(‘l:‘.‘!"s
normal casting ability score, Charisma (for certain
class features) and Constitution (for the hit point loss
exacted by the Shadow) are the key abilities for any
escalation mage.

ENTRY REQUIREMENTS

Skills: Concentration 4 ranks, Knowledge (arcana) 8 ranks:
Feats: Any metamagic feat.
Special: Caster level Gth, must worship the Shadow.

CILASS FEATURES

Asyou advance in level, you learn how to parlay with the
Shadow to inerease your spelleasting prowess.,
Spellcasting' ;3‘[ lfﬂf_'l'l ]f_'\"(.‘] }'UU u’ain new SPEllS
pt‘]‘ d(ly :lnd an !]'IC'I gase 1]3 caster IL‘ 'L] (and SPEIIS
known, if applicable) as if you had also gained a level

inan arcane ﬂp{'“(.?lhtl['lg Ll(l)b Lo \\rhll_ll yYou belcngcd

before adding the prestige class level. You do not.

however, gainany other benefit a characrer of that class
would have gained. If you had more than one arcane
spellcasting class before becoming an escalation mage,
you must decide to which class to add each level for the
purpose of determining spells per day. caster level, and
spells known.

The Shade Within (Ex): When vou first embark
upon the path of the escalation mage, you draw strength
trom the Shadow to prepare for the dangercus road
ahead. At 1st level, you permanently gain a number of
hit pointsequalto | + your Cha madifer (minimum of
1). At each subscqucnl level, you gain | additional hit
point, For example, an escalation mage who reaches 3th
level would have received a total of (5 + Cha modifer,
minimum 5) extra hit points.

Escalation (Su): By uppealing to the arcane mas-
tery of the Shadow, you put y::ul'sr-ll‘a! riskin Exchange
for the promise of power. Beginning at 2nd level, you
learn how to instanlly work such uppeals into your
arcane spelleasting, mimicking the effects of meta-
magic feats. Thege escalations do not actually change
the spel] 's level or casting time. The more escalations
you master, the more powerful your spells potentially
become, but the Ereater the risk to yoursel f. You can
use escalation a number of times per day equal to your
class level.



TABLE 2-1: THE ESCALATION MAGE

Base

Attack Fort Ref  Will
Level Bonus Save Save Save Special
Ist +0 +2 +0 40 The shade within
Ind <] =3 +0 i) Escalation (shadow focus)
3rd +1 +3 +1 +1 Escalation (shadow power)
4:h +2 =4 +1 +1 Escalation (shadow growth)
5th +2 +4 +] +1 Escalation (shadow haste)
6th <7 =3 +2 +2 Soul ef shadow

HIT DIE: D4

Spellcasting

+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spellcasting class
+1 level of existing arcane spelleasting class
+| level of existing arcane spellcasting class

Class Skills (2 + Int modifier per level): Bluff, Concentration, Cratt, Decipher Seript, Hide, Intimidation, Knowledge

(arcana). Know[e(lge (the planes), Knowledge (religion), Profession, Sense Motive, Spcllcraf{, and Use Magic Device.

Using an escalation effect requires a swift action
unless stated otherwise in the text below, and applies
only to the next spell you cast as long as it is within |
!'i)llnd. \‘UU can use Dnl\ one c&calatlon EITEL‘I PQI' ‘i}'l(’;l-
You can use escalation effects in conjunction with meta-
magic feats. but doing so involves additional risk, as you
must use the spell's new level (including the metamagic
effect) to set the caster level check DC (see below).

Each escalation effect requires a caster level check
ofvarying difficulty: if you fail the check, the escalation
etfect still functions, but Shadow exacts a toll from you.
If you take damage as a result of failing the required
check, you must also succeed on a Concentration check
las li. tahlng damage dul‘ing [h(’ cast lng Uf;l bpt'l]} or ]l].‘il_‘
the .-;pe“ enl:irely.

Escalation effects can be applied to spell-like abili-
ties just as if they were spells.

Shadow Focus: Upeon rveaching 2nd level, you unlock
the first secret of the art of escalation. You can attempt
to increase the effective level of a spell by +1. as though
using the Heighten Spell metamagic feat. The caster
level check DC is 10 + twice the spell’s level. If
}'Oll [I;]Ii T.he Check. yvou 1111n\t‘.c1iatel}' tilke ]
point of damage per level of the spell.

Shadow Power: Beginning at 3rd level, you
learn to escalate the potency of your
spells. You can attempt to increase all
variable numeric effects of the spell by
one-half, asthough using the Empower
Spell metamagic feat. The caster level
check DC is 12 + twice the spell’s level. If you
tail the check, youimmediately take 2 points
of damage per level of the spell and become
fatigued for a number of rounds equal to
the r&pc”'s level.

Sill]iir‘fi G-"L'E;‘fh-‘ U_{JDII I'L‘il(.'hing ‘1‘{]’1 lEVEl.
}"UU IL'-'IrI'i ta bargain \\'i[]l 1hlf Shaf]o'\\' 1o Sh'dpf .'|'r.7‘.1|'
magics. You can attempt to increase any numeric
measurements Dfa bur‘sl. emanation. liﬂe, or !\pl'(‘ii(l
spell’s area by 100%. as though using the Widen
Spell metamagic feat. The caster Tevel check
DCis 14 + twice the spell’s level. [f you fail
the check, youimmediately take 3 points of
damage per level of the spell and become
shaken for a number of rounds equal to the
spell’s level.

Shadou Hoste: By the time you reach 5th

IC‘\'C‘I. you can entreat lh(‘.‘ Shil(lﬂw to cata-

I\"J.t' your SPEHCELStiI'lg, ‘l'{:rlt can attempt to

cast the spellwil ha casting time of 1 full-round action
or less as a swift action. as though using the Quicken
Spell metamagic feat. (The activation of this ability is
subsumed within the casting time of the spell.) The
caster check is DC 16 + twice the spell’s level. If you fail
the check, you immediately take 5 points of da‘mage
per level of the spell and become slowed for a number
of rounds equal to the spell'slevel. Unlike other esca-
lation effects, failing this cheek also means that the
spell is not cast [rhough you dan't lose the spell and
can attempl to cast it again using the normal casring
time, assuming you have sufficient actions Temaining
inthe round).

Soul of Shadow (Ex): At the culmination of your
studies, you master enough of the Shadow’s capricious
nature to exert some small measure of control aver your
escalations. You can employ each of your four escala-
tions (shadow focus, shadow power, shadow gro\ﬂh, and
shadow haste) once per day without a caster level check.

;ﬂni&'s.ﬁadow of the Wolf,

n escalation mage
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These uses are in addition to those normally granted by
your class level.

One restriction exists: you may not apply any free
escalation to the highest level of arcane spell you are
capable of casting. For example, a 5th-level wizard/6th-
level escalation mage can cast 6th-level wizard spells,
but can only apply her free escalation effects to spells of
5th level or lower. (Her normal escalation effects can be

applied to any of her spells.)
PLAYING AN ESCALATION MAGE

Given the nature of their beliefs and activities, the
majority of escalation mages are evil-aligned. This
tendency makes them somewhat ill-suited 10 be PCs,
but this need not be the case. Whatever your moral
outlook, you worship the Shadow genuinely, if not exclu-
sively. and truly believe in the god's superiority to its
“creator,” Aureon.

You are often a solitary individual, walking a narrow
road with only scholarship and faith for companions.
The rigors you endure also ensure that escalation mages
are never very prevalent. An exception could be a cult of
mages devoted specifically to the power of the Shadow.
Such cults are rare and extremely diverse, however, and
most of you have little to no affiliation with the others,
making discovery difficult.

Combat

As with other arcane casters. you devote yourself to
magical advancement and therefore become a powerful
spelleaster. Usually, you focus on schools of magic that
enhance your association with the Shadow, using spells
of a martial or damaging nature, as befits the god's
tastes. You are generally weak in physical combat, pre-
ferring instead to hang back and launch magical attacks.
However, at the cost of some mental resilience, youare
surprisingly tough: You gain extra hit points and greater
physical fortitude.

You truly come into your own at 2nd level, whenyou
acquire the ability to escalate the power of your spells.
You can potentially increase the effectiveness of any
spell you cast, though you must be careful not to risk
such escalation too often, lest the Shadow ask for too
much in return.

At high level, you can be one of the most terrify-
ing spellcasters to face. While your spell selection is
no greater or worse than any other spellcaster of equal
level, you have the potential to make any spell much more
effective, without sacrificing higher-level spell slots in
the process. By 6th level, you can even call upon such
abilities in times of need without risk of harm.,

Advancement
Few arcane spellcasters make the conscious choice to
incorporate faith into their magical techniques, but
arcane followers of the Shadow know that it is the way to
power. You are the result of focusing on this dialogue
with the divine to the exclusion of other paths. Even so,
your path does not involve forsaking any magical studies.
The Shadow merely enables traditional arcane mastery
through faith and occasional self-sacrifice; it doesn’t
replace or alter it in any way.

As you advance in this class, your relationship to
the Shadow strengthens, allowing you to uncover new

escalations while growing more confident in your ability
to call upon known ones. This process is a powerful reli-
gious experience. By the time you reach the culmination
of the class, you feel as deep and potent a connection ta
your god as does even the most pious priest.

It is unthinkable for you to abandon this path once
begun. While some of you take periodic breaks (often
because of injury from calling upon the Shadow too
much), few choose to interrupt their progression in the
class. Because the Shadow would never ask you to forsake
magical study, even briefly, the only reason to take levels
in another class would be to pursue a nonarcane path.
Such individuals exist, but they are rare.

Resources

As an escalation mage, you have access to whatever
resources are common to members of your previous class
by the time you've reached a given level of arcane mastery.
Some of you are intimately connected with temples to the
Shadow and can look to your priestly counterparts for
divine magical assistance. Otherwise, the only special
resources 10 which you have access are those possessed by
other escalation mages in your cabal.

ESCALATION MAGES IN THE WORLD

“They are heretics. And like all heretics, they will pay for their heresy—if
not in this life, then in the next.”
—Tellerson Fenster, high priest of Aureon

Escalation mages, though rare, are dangerous because
they are not restricted to a particular region or envi-
ronment. Wherever the lure of arcane power is strong,
the escalation mage arises. Some serve the Shadow {and
themselves) from within the ranks of other organizations
or even other faiths, where their true allegiances remain
all but invisible in the course of day-to-day affairs. In
other areas, such as in Droaam, escalation mages walk
the streets as arcane nobility.

Organization

Fscalation mages have no real organization. However,
the class does contain arcane cabals, which concentrate
local influence.

The arcane cabal has no predetermined structure.
It issimply a gathering of like-minded mages who put
their faith in the Shadow. In this regard. each cabal is
more akin to a cult of the Dragon Below than anything
else. Insome areas, it isknown asa "ring,” in othersa
"cell," and in certain city-based cases, a "salon.” The
only rule that applies across the board is that might
makes right: The most advanced mage in the cabal
determines policy.

Much of a given cabal’s activity depends on the
circumstances surrounding its foundation. Some are
very politically involved and operate as underground
cells, subverting the local government or predominant
faith in the Shadow’s name. In wilder areas, particularly
where the goblinoid races are strong, a cabal might act
as tribal council and even contain priests of the Shadow.
In more civilized venues, arcane cabals are little more
than social groups—"clubs” of spellcasters devoted to
the Shadow and to exploring its mysteries. Whatever
else it does, the arcane cabal always exists to increase
the magical might of its members, and any individual



mage who wants to get ahead had better have something
to offer the group.

The arcane cabal is thus doubly merit-based. Not
only is arcane mastery the gauge by which status is
measured, but a member's direct benefit to the cabal
determines how much aid and magical learning she
can expect to receive. Higher level does not always
equate to higher involvement, however. Some of the
most advanced spellcasters do the least to better their
colleagues’ situations and thus are the least inclined to
require or receive aid. By the same token, a lower-level
mage who actively assists and betters his fellows is likely
to receive a great deal in return, even from those who

did not benefit directly.
NPC Reactions

Secrecy is a strength of the escalation mage. Nothing
outwardly distinguishes an ordinary arcane caster from
an escalation mage (except, perhaps, when he callson
the Shadow to boost his spellcasting). Thus, common
citizens react to an escalation mage much as they would
to any other wizard, sorcerer, or bard. If an escalation
mage uses his powers to terrify and destroy, and makes
his allegiance known in the process, he is likely to be met
with hostility, fear, and resentment.

ESCALATION MAGE LORE

Characters with Knowledge (religion) or bardic knowl-
edge can research escalation mages to learn more about
them. When a character makes asuccessful skill check or
bardic knowledge check, read or paraphrase the follow-
ing. including the information from lower DCs.

DC 10: Some arcane spellcasters offer prayers to the
Shadow in hope of earning favor.

DC 15: The most devout arcanists receive an answer
to their prayers, gaining an occasional surge of great power
in their spellcasting, though often at a terrible price.

DC 20: These surges of the Shadow’s power are
known as "escalations,” and some mages spend their lives
dedicated to discovering and mastering them.

Anyone who witnesses an escalation in use can attempt
a DC 25 Knowledge (arcana) check or a DC 20 Knowl-
edge (religion) check to discern that the caster is one of
the Shadow’s favored arcane disciples.

ESCALATION MAGES IN THE GAME

Player characters need not realize that they have encoun-
tered an escalation mage until you feel the time is right.
And even ifthe PCs know they are dealing with an arcan-
ist who worships the Shadow. they cannot be sure he is
actually an escalation mage until they see him use esca-
lations in combat. Escalation mages also provide great
narrative context, making equally interesting temporary
allies against shared foes. or hidden masterminds behind
long-term campaigns.

Like other arcane spellcasters, escalation mages make
poor front-line fighters, and the DM should ensure that
any encounter featuring an escalation mage provides
proper distance from the PCs, at least initially. Use
lower-level ground troops to act as blockers or fodder—

undead are always a good fit with the Shadow.

Adaptation

Although the concept and methods of the escalation
mage clearly link it to the Shadow, the class can easily
be adapted to suit other faiths or even entirely different
settings. The idea of "power at a price” is an archetypal
one and need not necessarily require deity worship. The
class could work just aswell with an archfiend as its focus,
for example,

Sample Encounter

Its peculiar mix of faith and arcane mastery makes the
escalation mage an interesting addition to any game,
whether as ally or antagonist.

EL 10: The shifter mage known as the Shadow of
the Wolf is devoted utterly to his divine namesake. He
sought out the Shadow at the close of the Last War. seeing
inthe dark god a way to overcome the weakness that had
resulted in the deaths of his battalion-mates in combat,
leaving him the sole, guilt-ridden survivor. Since then,
he has endeavored to erase all sense of both guilt and
weakness in himself, though his reckless use of escala-
tions betrays the sadness still anchored 1o his heart.
Lovos seems to have a death wish—this impression is not
far from the truth.

Lovos, THE SHADOW o THE WoLE CR9
Male longsiride shifter sorcerer 6/escalation mage 3
CN Medium humanoid (shapechanger)
Init +2: Senses low-light vision: Listen +2, Spot +1
Languages Common, Gnome
AC 15, touch 12, flat-footed 13
(+2 Dex, +3 armor)
hp 51 (9 HD): DR 2/silver when shifting
Fort +10, Ref +5, Will +7

Speed 30 ft. (6 squares): 50 ft. when shifting
Melee +1 spear +5 (1d8+1/%3)
Ranged light crosshow +6 (18/19-20)
Base Ack +4; Grp +4
Atk Options shifting 2/day (9 rounds)
Special Actions escalation (shadow focus). escalation
(shadow power)
Sorcerer Spells Known (CL 9th):
4th (4/clay)—dimension door, enervation (+6 ranged touch)
3rd (6/day)—dispel magic. fly, lightning bolt (DC 15)
2nd (7/day)—inuis:’bi1it). Melf’s acid arrow (+6 ranged touch),
protection from arrows, see invisibility
Ist (7/day)—endure elements, disguise self, magic missile, ray of
enfeeblement (-6 ranged touch), shield
0 (G/day)—acid splash (+6 ranged touch), detect magic, flare,
light, message, open/close, resistance, touch of fatigue (+6 ranged
touch, DC 12)

Abilities Str 10, Dex 14 (16 when shifting), Con 16, Int 11,
Wis 11, Cha 14

Feats Great Fortitude, Healing Factor®, Longstride Elite*,
Scribe Scroll®, Shifter Defense*

Skills Balance +4, Climb +2, Concentration +8. Hide +4.
Jump +2, Knowledge (arcana) +6, Knowledge (religion)
+3, Listen +2, Move Silently +3, Spellcraft +2, Spot +1

Possessions bracers of armor +3, +1 spear. light crossbow, amulet

of health +2, periapt of Wisdom +2
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vil and suffering exist in
all corners of Eberron . . .

nd the Silver Flame o
opposes them everywhere: I3




CHAPTER THREE

THE SILVER
FLAME

Fall thevaried faiths of Eberron, the Silver

Flame stands apart. The Purified. as fol-

lowers of the faith call themselves, worship a

divine entity of nonmortal origin, unlike the

elves of Aerenal or the culrists of Rhashaak.
Still, their god elaims no dominion over the world, nor
that it has existed since the Dragons formed that world,
unlike the Sovereign Host and the Dark Six. The Silver
Flame is a god with a purpose. and only those of equal
principle are drawn to serve,

DOCTRINE

The Purified are bound mgelher b}' aumerous rites and
traditions, by many beliefs, but by only a single religious
docirine, called the Tenet of Purity:

Burn the carruption and taint of evil fram all Eberron. Other gods
have begun the creation. but it is the Silver Flame. by searing wickedness
rom their imperfect world. that must complete it.

This belief that the world can only be made perfect
by the Silver Flame and its followers embaodies the height

p
and dark

of arrogance in the eves of followers of other religions,
but it is absolutely central to the faith of the Purified.
They acknowledge the existence and divinity of other
gods, suchasthe Sovereign Host and the Dark Six, and of
lh(‘ {hree ure.tl [)I ag’Dn; Thl."\ even }101’;0!‘ t h(_‘"—l- Lno\\'lﬂg
them worlhy of respect. After all, the Silver Flame has
never claimed to be a ereator deity, and it has not even
existed as long as Eberron itself.

Even so. the Purified believe thatalthough the Silver
Flame was not the first god of Eberron, it will be the
last. So L’Jng as evil exists, the world remains flawed and
cannot bEL‘DmL‘ \v\’]'lDtE. B)’ llddlng the \VOI'IC} Dfal] e\’i[,
Ti](’_‘ Si]\'Er Flﬂ me \\'iil iransf.orln Eberron il"lio d Pﬁl'adis(‘
without wickedness or sin or pain. Then will the other
gods fade. for even the best of them are also impure,
leaving the Silver Flame to hold dominion over heaven
on earth.

For many thousands of years, the Flame existed in
Eberron but could not commune with mortals, It was
too holy. say the Purified, for flawed creatures to hear

its voice. Only when Tira Miron, a paladin most pure of

heart, joined with the Flame did it gain a veice that could
speak to mortals.

The Purified believe in a hierarchy of evil. All wick-
edness must eventually be purged. bur some is of more
immediate import, and is more heavii}' clamaging to the
world itself, than other sources of wickedness. Not that
the Church feels any evil is acceptable or less important:

thisisstrictly an issue of prioritization. In simple terms,

the hierarchy of evil is as follows.

* Entities of alien evil. These include evil outsiders
and many aberrations. Being not merely creatures
of innate malevolence, but also foreign to Eberron,
Thesﬂ ent i[iES cause Lll{‘ mMost hal'l'ﬂ. Lo [hE Ph}s“_ﬂl Ell'ld
spi ritual health of the world.

= Entities of unnatural evil. These include undead and
lycanthropes, creatures that were native to Eberron
]:iu' cor rupi"d into bomethlnghldtnu‘. Theu’ PFC\CHCE
taints the world around Lhem rrmklng them almost as
great a threat as outsiders.

* Entities of innate evil. These include most ereatures
thatare malevolent asa group. such as medusas, yuan-ti.
ﬂ.ﬂd hilg-\_. bu[ are not unnﬁlural.

* Those who choose evil. This includes all evil
hufnii noldb. war FU] g["d‘ ﬂnd. Ll]l‘_‘ Ilkﬂ Thcugl‘l lhe
cliché of the Purified shows no mercy to evildoers.
most real followers of the Flame seek to save these
people, not destroy them. Human evil should be
fought with compassion, diplomacy, and leading by
example. Whenever possible. people should be shown
lhE error Df:heil‘ \‘\'il}'.‘\' and hﬂ\"f_’ lh(' (‘ha‘ncc— to carrect
their behavior. If this is not possible, the sword
might be the only answer; it should never be the first
choice, however.

* The evil within., Even the most devoul follower of
the Silver Flame holdssin in his heart. The Purified
believe that once all otherevil is destroyed, mortals
must purge the very desire for it from their souls.
Only then will the demon be expelled from the
Silver Flame, and the final traces of evil vanish {rom
the world.

Not only does the Church prioritize evil, it accepls the
notion that sometimes a lesser evil can serve to bight a
greater. Sometimes, good pcople might be forced to
commit questionable acts in the battle against darkness,
or sometimes even be sacrificed for a yet greater good.
The Silver Flame does not encourage such decisions, nor
does the Church always approve extreme measures, but
sometimes no other choice exists.

SOULS AND THE AFTERLIFE

The Purified maintain that the soul is a form of divine
energy. but that it does not originate from the Silver
Flame or indeed any gc-cl. Rather, it coalesces from the
energies of the world. Each person born adds a spark of
the divine to the world. Those who are faithful to the
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13 Siibstance of the Flame

The Church of the Shler Flame was bom
i the year 288 f/f but the Flame itselfto
Hor olider. #setorival and sacred wiitings agree,
al least, on Gt much. (e they cannot seem
fo reach any aocord (s on the birtkh, or the nature,

of the Flame.

Wpst scholors attihute the source of the
Flome to the end of the countl-demon lord
struggle. roughly a hundred thousend years
before the :’5«1@ of the Kf?fgté)m of C/‘ allfer,
ot the end o#the A, e of Loemone. The couatle
sannfioed themselies, almost to the last, to banish
the native fiende and their fermible ovedprds tp the
undlerworld of Kuyber, where they remain trapped
to this day. Aecortling to this theory, the soule
ofthe cowatle mezy&a‘ together ity & orce of great

puntly and lght, bhe power with which the peladin
TTira Weron swould ec'm&mﬁ/ bond.

Post of the Furified have o ditferent
inteppretation. 72854’ believe that the cowal!
ouls did not Borm the Flame but rather opened
the way for & TThes supreme art of selfless good
caused them o bond with the e mortals vicw
20 the Slitver Flame, and allowed i aceess to
the word of Eberon flom 2 heaventy realm—a
lransoendental dimension 69({0!:3‘ any énown
plane. Onee the door was opened, it could not
again be closed.

A:mbﬁ_ﬂa’e& e exiolo over the nature and
influence of the Silver Flame.

The mow rigid of the Fribed, mc/uafr‘ﬂ;;
the Flusitans, claim thet ancient fexte are
mlstaken aboudt one fact: Hhe demon was merely
bound by he paladin and sement: # did not
merge with them. :7&&;; elaim the Flame toell’
and thus the Ubive of the Flome ie unburdened
by any dorness. ¢ i ly beholien to ito
privon to keeg the evtl containzd.

The majorty of the pristhood refuses
to disclaim anvient wrtings that speak of the
binding of” demon, seqpent. and palodin together
forever.” ﬂe{/ gwémwéq’?e Ehe evid af bhe heart
of the Flame, but refect any notion that that
darkness con ifluence the Flomeo eosentiol
gootlness. :Zﬁeq aloo congider heretioal the
nolion of some soholars that the et mprtly
within the Fame made it possible fr morlale
o communicate with d—that the divine fod fo
b lowered ot least one tiny step rearer mortals
and the physical world befbore any such congress
was possible.

Silyer Flame join with it after death, their own souls
adding the tiniest bit to its own near-infinite power.
Others are condemned to Dolurrh, where their souls'
divinity is extingunished, condemning them to an endless
existence as passionless minds with no true spirit. Only
the Silver Flame can offer an alternative to Dolurrh, and
that is proof to the Purified that the Flame will eventually
be the one true god of Eberron. When that day comes, the
realm of Dolurrh will cease to exist. for it will no longer
serve any purpose.

SERVANTS OF
THE SIL.VER FLAME

Unlike most other faiths, which are primarily regional
or cultural, the Silver Flame appeals 1o specific types of
peop|e. A faith based on purging evil calls most cJenrl)'
1o those with similar goals. People who believe the world
is not just and wish to make it so, those who have been
wI'ongEd (b}' individuals, governments, or even other
faiths), and those who yearn to make a difference and
to give their lives real meaning, are all likely candidates
lor worship of the Flame. The precepts of faith dictate
that simply leading a virtuous life is a blow against evil,
Even common worshipers of the Silver Flame, incapable
of crusading against evil, try to lead lives of goodness
and charity. The majority of the Church’s priests come
from their ranks.

That said, not all faithful. or all priests, focus on
virtue to the exclusion of all else. The Church of the Silver
Flame is a powerful religion, particularly in Thrane and
specific communities of other nations. Advancement
in the Church is a viable path to temporal and political
power. Asizable minority of priests seek to advance not the
Flame's objectives, but their own. As the Church spreads
and new generations are born into its worship, it becomes
more of an establishment. In the earliest days, the Puri-
fied were entirely converts, and their faith was absolute.
Today, the Church of the Silver Flame is becoming a
cultural presence, although not nearly as much so as the
Sovereign Host or the Undying Court. Entire popula-
tions worship the Flame because they were raised to do
so, not because its precepts called to them. Thig has
increased the numbers of the Purified. but it has also
diluted the intensity of their belief. Like the priesthood
of the Sovereign Host, the Church of the Silver Flame is
seen by some as a mere vocation, a means to make a living
for those with few other prospects.

BECOMING A PRIEST

Tluking the cloth in the Church of the Silver Flame is a
rigid, formal procedure. The would-be acolyte must
serve under a Silver Flame priest, learning the basics of
the faith. This permd migh( last for only a few months,
or as |0ng as several years. Once this lraining is com-
plete, the acolyte petitions for admission to one of the
Church's many seminaries, located throughout the
civilized nations. The most prestigious of these include
the Psalm of the Flame Seminary, or simply the Great
Seminary, which is part of the massive Cathedral of the
Silver Flame in Flamekeep, Thrane; and Szaint [gnatius
the Mentor's School for Divine Service in the city of

Passage, Aundair.



Before being accepted as a seminarian, the peti-
tioner is subject to a battery of questions and tests
of faith. These are almost entirely verbal or
written, but they are intense. The individ-
ual need not show a deep knowledge
of the seripture or liturgy—only
what one would be expected 1o
learn when serving a priest—
but must display unshakable
devotion to the Flame itself.
She must demonstrate past
acts of charity, faith, and
gDD(l Ness. aud Sl'lf_’ must Flﬂd
at least one established priest to
speak for her.

A successful petitioner becomes
a seminarian for a period of no less
than four years. During this time, she
receives intense ll‘aining in matters of
philosophy, history, and dogma. If
she displays a propensity for adept
or cleric magice, or the calling of
a paladin. her training focuses in
lh[_'be areas as ‘VEII. ,Al lhE End Df EVE]'J\' }"Eﬂ r. s&minariiin.ﬁ
are tested on their knowledge and their faith, EarIy trials
are mere tests, such as those required for admission,
but later ones ask the student to solve real community
problems. adjudicate doctrinal disputes, and make moral
judgments. Most who fail are permitted to retake the
}«’t}ill’.s courses, and no stigma is attached to those who
l‘t‘.quire more [hﬂﬂ i‘Dur ycars o graduﬂtc. A tru}}' hﬂr'
rific failure, however, revealing corruption or a flaw in
character. might result in expulsion.

Allinall, seminary training is a long and arduous
process. Those who succeed emerge us true priests of
the Silver Flame, with all the righls and responsibi]i—
ties of the office, During the course of the training.
instructors Sludy the students’ interests and talents, and
recommend which of the Church's various orders to
consider upon graduation. A new priest is not bound to
follow this advice, but the vast majority of them do so.

HIERARCHY
The Chureh of the Silver Flame has a rigid hierarchy

tormed from four formal orders. These orders are supple-
mented by various smaller brotherhoods and branches.

The Orders

The Order of Ministers: This order includes what
most people would consider standard priests. They lead
services at local temples, act as community leaders, con-
duct research and liturgical debate, or serve in Thrane's
military. Most priests of thisorder are experts. but adepts
and clerics make up a significant minority.

The Order of Templars: These are the true
warriors of the Church. They might be temple guards,
crusaders against evil ereatures, wztn(lering adventurers
in search of wrongs to right, or soldiers in the armies
of Thrane. The templars consist largely of warriors,
with a substantial number of fighters and monks, and
a few clerics. Most of the Silver Flame's pa]adins serve
as templars.

The Order of Friars: In the argot of the Silver
Flame, friarsare priests who serve a missionary purpose.

The symbol of the Silver Flame
can appear almost anywhere

Rather than being assigned a specific region or commu-
nity, friarstravel from land toland, bringing the light
of the Flame into dark places and converting all
who seem Teceptive. A smaller
proportion of the order’s
membersare pilgrims rather
than friars. They are also
wandering priests, but their
duties are less well defined.
Thcr\' Serve “'htre the}' can,
lead by example, conduct
services and offer sermons,
and aid those who require
assistance. Friarsare also called
"priests errant,” particularly
among older Purified.
The Council of Cardinals:
The previous three ordersare largely
equal in the eyes of the Church. The
Council of Cardinals stands above
them. Seminarians can enter the
Ministers, Friars, or Templars
immediately upon graduation,
bur only experienced and well-respected priests are
promoted to the Council of Cardinals. Most Cardinals

“The Q.yméot'
ot the Silver Flome

'.7__32 standard symbol of the Slitver Fpme to

simply & Hame drawn either on silver, or carved
n.a gilver objert.

The longbow ts the chosen wegpon of the
priesthood, and the symbol te commonly found
on armwheads. ﬁ/io[em' suggest that the
arrows of the bour represent shafts of Hrelight and
Sunlight prering the darkness, radiating outward
Hom & central source, D think the longbow
enables warriors of'the Church ts buttle svil
without exposing themselves to i, such ae during
the ancient battle against the rakshasas (who are
also most vulnerable t piercing weapons /) or the
lycanthmpic purge.

Sr the end. the use of the &ﬂyéow
wlght be 2 matter of simple good sense and
pragmatiom rather than symbodiom. Folbwers
ofthe Shrer Flame beleve in horor in battle,
but thee's no call to be stupid about &.
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are from the Order of Ministers, with a natable few
coming from the Order of Templars. Only vare indi-
viduals rise from the Order of Friars.

Cardinal Distinctions

Most outside the Church of the Silver Flame believe that
the Council of Cardinals refers to the governing body
of the Church. In truth, that bedy is properly entitled
the Diet of Cardinals, and its members are drawn from
the ranks of the Council. The Council itself is simply
another order, like the others, albeit a higher one. Asin
any specialized profession, nomenclature helps separate
the insiders [rom the outsiders. Scholarly pursuits are no
different from religious ones in this manner.

The Ranks

The Voice of the Silver Flame: This is the highest
position in the Church hierarchy. though one could
argue that it isnota position at all, so much as it is part
of the god itself. The paladin Tira Miron Ii()ined with
the Silver Flame in 299 YK. binding a couatl and the
escaped demon lord they were attempting to destroy.
Since being joined with the paladin. the Flame has
communicated with mortals—Tira serves literally asthe
Flame's voice.

The Keeper of the Flame: This individual serves as
the intermediary between the Voice of the Silver Flame
and the Diet of Cardinals. The Keeper is not elected but
is called by the Voice. The current Keeper is an eleven-
year-old girl named Jaela Daran.

Cardinal: A cardinal is a member of the Council of
Cardinals, the most senior priests of the Church. Cardi-
nalsrarely conduct ceremonies of their own and have little
todowith governingaffairsin individual cities, as theyare
too busy running the Church itself. Only a cardinal can
serve on the Diet of Cardinals—the actual ruling |)0(|)'—but
not all cardinals are members of the Diet. Because cardi-
nals must be nominated and elected by ather cardinals, the
overwhelming majority of them come froem the ran ks ofthe
archbishops. sincethecardinals |\a\'el‘egulﬂrtliscrmr‘sc with
few others.

Arcl\hishop: A priest who holds au(hm’ity over the
bishops of several ma_jcn‘ cities 1s an archhishop. On]}'
the Order of Ministers has members of this rank, and it
is the highest rank clergy can obrain without joining the
Council of Cardinals.

Blsl‘mp: A b}shup holds aulhoril}' over all the priests
of a given city or other large community. The term is

b—ﬂ

THE SitvEr FLAME
Lawful Good

The Silver Flame is a real, recent force active within
Eberron. In that regard, it is different from other main-
stream religions.

Portfolio: Purity. 1ig|!!. redemption, self-sacrifice,
just war.

Domains: Exorcism, Good, lnquisition], Law,
Protection, Purification}.

Favorrd wEaPDn: Ll]l'lgho\\-'.

_‘

used pl“lmal‘i]}' by the Order of Ministers. The equiva-
lent title in the Order of Templars is "Prefect.” There
is no equivalent among the Order of Friars. A friar
who wishes to advance farther in the hierarchy must
change orders.

Priest: Those who have successtully joined the
priesthood, but have obtained no higher position, are
simply called priests. The overwhelming majority of
Silver Flame functionaries never rise higher than this
rank. A priestin the Order of Ministers is referred to as
"Father” or "Mother.” A priest in the Order of Friars is
referved to as "Brother” or "Sister.” A priestin the Order
of Templars is "Sir" or "Lady.”

Pilgrim: The lowest rank of true priests. pilgrims
are beginning members of the Order of Friars. They
are lower in the hierarchy than starting members of the
other orders, because their responsibilities are fewer and
less well defined,

Acolyte/Seminarian: These twa designations do
not techrlica“y count as ranks in the pl‘iesthood. since
those who heold them have not yet become priests.

DUTIES OF THE CLERGY
All priests, and indeed all followers, of the Silver Flame

hitve one dul}«' above all others: Pu rge the world of evil.
|-1-.\'r:'ryth‘ing else 1331::5 before this one imperative. Priests
of the Flame do not necessarily have to seek out evil 1f
doingso is beyond theirabilities or expertise, but should
they stumble across it. they must not turn their backs
or shut their eyes. They must try to destroy it or at least
cxpose it o the ]ighl ufjustice il possible. If not, |i‘1t‘}r‘
musl seek out those who can.

Obviously, how driven a given priest is depends on
which order he represents. Many templars, and some
pilgrims, actively hunt creatures and people of evil.
eitherto d&sll'oy them, bringlhem to justice, or show
them the ervor of their ways. These devoted few have little
time for other duties. For the less martially inclined,
however, the st J‘\u"g{le against evil could simp}v be a matter
of leading virtuous lives and encouraging others 1o do
the same. Friars, pru‘sts and L:lrdllmlq ha\e many other
duties, and many simply are not equipped to hunt down
demons or criminals.

Clergy of the Silver Flame conduct ceremonies
and lead prayers for their faithlful, just as priests of
other faiths do. Because the faith of the Silver Flame
o r‘igina“}' grew from those who worsh ipc-d the Sover-
eign Host, they undertake many of the same duties,
even if they go about them by different means. These
include leading services, holy day rites, and life-event
rituals; offering counsel to the faithful, ar to any whe
seek ity and undertaking charitable works, This last
is considered to be of paramount importance. since
alleviating suffering is a step on the road to banish-
ing evil.

One duty on which the Purified place substantially
more importance than do the worshipers of the Sover-
eign Host, however, is evangelism and proselytizing.
The followers of the Silver Flame believe that their duty
is to cleanse Eberron entirely of evil. Spreading the
faith can hasten that gloricus aim. After all, those who
turn to the Flame are less likely to commirt acts of evil
themselves (or so the theary goes). Furthermore, the
more Purified there are, the more soldiers the Flame



has to battle the forces of evil. Either way, good grows
stronger and evil weaker.

All priests of the Silver Flame, regardless of rank
or order. must wear the holy symbol of the faith when
engaging in the duties of their office. They are supposed
to wear it at all times, bul this dictate is less rigorously
enforced. If doing so would put them in danger—such as
atemplar attempting to infiltrate a stronghold of evil, or
a pilgrim passing through Droaam—they are permitted
to go without. When conducting services, priests wear
gari.) ofpredamiua mll\-' silver and white. [t might bewhite
robes with silver trim, silver armor, or whatever else is
ap])l‘opriare to the circumstances.

True clerics of the Silver Flame have a religious
duly to avoid 5pe|]s that raise the dead. such as resurrec-
tion. The Purified believe that the souls of the faithful
join with the Silver Flame after death, granting them
an alterlife of peace and bliss, and strengthening
the Flame itself. Thus, calling a soul back weakens
the Flame and subjects the soul to further pain and
suffering in the material world. Clerics of the Flame
return the dead to life under only the most extreme
circumstances. and only if the dangers of not doing so
outweigh the possil)lc trauma to the soul. Most Purified
priests cannot be enticed to do so for any amount of
n‘lon{'}’. t]’lDugh th(‘_‘ Cllul‘ch dDES 113\'@ nlcl“bﬂrs ‘\-’hD lJU“'
to temptation. Rﬂising a member of some other faith
is even less likely, In all recorded history, fewer than
half-a-dozen instances exist of a Silver Flame cleric
resurrecting a non—Purified individual, and each case
was the result of a greedy or weak-willed cleric })eing
tempted by material reward.

FALLEN PRIESTS

The procedurc for dEfrocking a priesl is just as rigid
and formal as that for taking the cloth. Any Purified
can bring uhﬂrges against a priest simply b)’ Ql‘fering
a formal complaint to any clergy member of equal or
higher rank. The priest who receives the complaint
turns it over to an inquisitor. In many cases, the
complaint is without merit, and the inquisitor swiftly
dismisses it; the accused might never even know she was
under investigation,

Should the initial inquiry suggest a more thor-
ough examination, the subject is formally accused of
wrongdoing, temporarily stripped of her authority,
and placed under guard while the inquisitor investi-
gates. These investigations can involve standard detec-
tive work and information gathering, discern lies and
other divination spells, or. in extreme circumstances
with a particularly driven and brutal inquisitor, physi-
cal coercion.

Certain lesser crimes result in expulsion from the
priesthood, but no further punishment. These include
corruption, lying to superiors, failure to uphold one’s
dutiesasa priest. taking 1nappr0priate ad\'antage of con-
gregants, and similar offenses, Some crimes, however,
areso great that the Church d ispenses lethal justice on
those who commit them. A priest who secretly prays to
the Lords of Dust. for instance. islikely to be execured
as a heretic and traitor, as is a priest who murders
other priests.

HWY]d HAIS FHL

- Conversion and Cosmetivs 2
One ot the masons the tg/pd‘.‘aé?/ r;f'.?'(d Church ofthe Shlver Flame has fam‘ye’:w‘md more dl will in commuaitios (o their

 phedbe age in coerced conversion. Converts are expetted to be wirtuous and to banish evd lrom their hearts and minde.,
That goal fas served to dissuade even the most violent and mesguided members hom conversion by the sword. Even o
Sueh technigues were not anathema to the prevepte of the Hlame, what value te there in foreing someone who st harbore
eudl i her heart to claim dllegiance o good. 7 :7130;:57& they might not state # as bluntly, S believe that most soldiers of the
L Sler Flame would much rather see a tndy mpertant worshiper of the Shovereign +ost or even the Radient Culls
'j' than a faleely pendtent convert b the Flame.
Alboo on the tosue of dutics, i i interesting to note that in the eardiest days of the religion, the fatthtid were Brbidden
trom using cosmelicy o stherwive altering their appearance. Wen could not shave, rnor could anyone cud thei hatr, except !
L bokeepdtout of the way i bottle. The idea ggpears to-have been Hhat vanity led to greater sine of pride. S the modem era,
h firsts fuve Laken on more established positions with substantiol seculor power mj been drawn Hom less-zealous generations
ol athid. As aresult, thee fradltion has largely been abandored. Some Slervants ot the Fure Flame—the Churh's

o caigid, puritan faction—ds stal maitaim thee practze. Thea current ey, however, caders these wid-haired fatthtel oll the
\mpre strking. .
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For Lpve of Shlver

S astounde many pesple that a Church
c@zmy e stand for fustice, ﬂy}fé and the
tbolishment of evdl could be so rife with comption.
Thor all bheir enemies, & sometimes seems that
the prizsthood of the Silver Flame must
inevitably be brought down not trom without,
but from bre growing darknese within.

To an extent, His ic o shewed perteption.
/2 overwhelming ingjority of ey e
priesls are legitimately toithidl, # perhaps not as
pure a8 they would lke. Orly o smadl portion of
Fluitled prests are by comypt, but they stand
out 9 slarkly against the bright background of the
rest, and fent! to hold positions of great importance
when they ore discovered, creating the anpression
that the taint runs degper than & truly does.

Sl comyplion toes indeed eat ausay of
poetions of Hhe Church hierarchyy. THor the most
part; i seems t imaniest in biee diferent Beme.

The most common o of oormption
oocurs when zealous devotion couses 4 pricst
to sef aside merey and eompassion. Sk o
priest might be a pilar of the commandy and
an adpiradle eitizen, absolutely dedicated to
the Church, who nevertheless gladly sacrifices
the tinocent in pursuit of the greater qood. e
bortures pnd bille without remsrse. £4 does not
Glorify these actions, and does not take Yhem
rzeea?’em@z, buet nedher does he shik dom wsing
dark methode to-win the battle against evdl.

A seoond form of comuption is greed.
Clerive and adepty of the Slilver Flame we
not .S’lsﬂf)t)i’éd fo sell divine .f;zlelf{'f,' these micracler
wre intentled to prodect the fuuthtul. Cfet some
aderios use Hhedr magic to Gain _9’0::&/ or tntluenne.
Shome mye!fr/ twant to live in éuw?/, but othere
belleve that politival power io 2 more effbetive
wespon against evil thon a palading sword.
Elven if these preste have evd Mgwmemi-?,
5632/ m_z'y/if otill be w&/ﬁﬁfy in the intereste of the
greater qood—at least, as they vee .

Eoth the above lypes of privste do not see
themselves as evd and might even ol the cause
of good. e third category is the priests who
knowingly embrace derbness. fear 4
seoond poice c.tzéf’;.'y Hom the QL&M’ :_??Mfe,
the whispers of the temible demon Hhat Tira
bound e battle. St i thie tloe Flame that
leads a qood priest astiny. Uorse still, o fow ocok
vut the evd withn the ﬁ&m&, serving the ord
of Lust ot the very heart of the Cluach.

QUESTS

All quests in the name of the Silver Flame are intended
to thwart or destroy evil. Paladins and cleries take the
battle to bastions of wickedness, hunting down monsters
in the wild, exorcising ghosts and demons in the hearts
of cities, obliterating shrines to the Dragon Below and
the like. Even less adventurous priests or Purified might
undertake quests, however. A friar seeking to bring the
word of the Flame to distant villages or a priest who
travels far from home to acquire medicines to aid the sick
are bath battling evil in their own way, and are just as well

loved by the Church,

RITES AND RITUALS
OF THE SILVER FLAME

Unlike other faiths that celebrate and venerate aspects
of the world, worship of the Silver Flame is primarily a
religion of deeds. For a Purified, leading a life of virtue
is honoring the Silver Flame, requiring few rituals to
enhance that veneration. Thus, prayers and rites to the
Flame are relatively uncommon, practiced only under
fairly specific circumstances. As with all other aspects of
the religion, when they do accur, they are conducted in
a formal and prescribed manner.

PRAYERS

Due to the martial birth and nature of the faith, many
prayers to the Silver Flame are intended for utterance
in the midst of battle. Thus, they are short and direct.
Nearly all such prayers make some reference to light,
flame, justice, or similar conecepts.

Prayers to the Silver Flame are usually requests for
aid of some sort or another. This might be as simple as,
"Flame of rightecousness. grant me sirength” during
combat, or "Divine light, show me the way” when lost.
Purified mightalso pray for aid in living a life free from
sin and evil. These prayers tend to be longer, though
still relatively brief, and are often led by priests during
larger ceremonies.

The Purified rarely use prayer asa means of thank-
ing the Silver Flame. While a tired warrior might utter
abrief "Thank you for bl‘inging usvictory” after bartle,
followers of the Flame assume that their god prefers
they show thanks by living virtuously. A follower who
feels the need to offer thanks by some other means
consults the local priest, who might assign a minor
duty, such as bringing alms to the poor or comforting
the bereaved.

MINOR RITES

Minor rites to the Silver Flame are uncommon and
serve special purposes, usually when priests or other
Purified seek to accomplish very specific goals. They are
considered ritual magic, although they do not produce
any obvious spell effects. Minor rituals exist entirely
for purification, and normally apply to any one of four
separate circumstances deseribed below.

Burial of the Faithful: The Church of the Silver
Flame does not believe in long or ornate funeral ser-
vices. They do not forbid them, but they are primarily
secular gatherings; the religious aspect is relatively short.
A funeral consists of a small series of prayers over the



body or gravesite, asking the Silver Flame to forgive any
lingering impurities in the deceased's soul and aceept it
as a new part of the divine Flame. Silverburn-enhanced
candles illuminate the corpse or gravesite, onto which
silver dust is spl'inkled. These are symbolic gestures,
intended to keep any evil spirits away from the soul until
the Flame takes it in.

Death of the Foe: When a Purified slays a creature
of evil, such as an outsider or lycanthrope. tradition
requires that she perform a brief rite over the body.
These include prayers to the Flame while sprinkling
silver dust into the eyes of the deceased. If the Purified
lacks silver dust, drawing the sy mbol of the Silver Flame
on the creature’s flesh is an acceptable alternative, The
purpose of this rite is to ensure that the creature does
not mysucallv Tise again, and to protect the surrounding
lands from any evil that might be unleashed as its soul
travels to Dolurrh (or whatever realm it calls home). This
rite is frequentl}' ignured. since adven[uring or martial
Purified often 5}.3}' such ereatures in the midst of larger
battles and cannot take the time to perform it immedi-
ately. Some attempt to return afterward and do so, but
the opportunity is not always available.

Illness: Lig]lting silverburn candles around a sick
friend or relative while prayingis said to attract the Silver
Flame's attention. If it is time for the sick person’ssoul to
join the Flame, no amount oi'supplical ionwill prevent it,
but if not, this ceremony hopes to purge the illness from
the victim and return him to health.

Evil ]njury: A Purified wha is injured by an evil
being is required to sprinkle silver into the wound and
cauterize it with a silverburn flame. if magical heal-
ing is not available. This gesture symbolizes her will
to resist evil, and petitions the Flame to prevent any
POSSIIJ'II'.: Corruption ‘fan‘l ]l'ii\'ﬁ']ing Lo hEI‘ SD'I.I! tllr'augh
the wound.

MAJOR RITES

Because funerals are minor rites. the only two life
events requiring major priestly attention are births
and wcddings. \f\reddings among the Purified are al\vnys
conducted during one of the high holy days rather than
forming ceremonies unto themselves. Only the birth
of a child to a Purified {‘.()llplv is cause for a ceremony
unaffiliated with a particular holiday. This is the only
major rite that is not strictly defined by religmus doe-
trine. While the priest must say certain specific prayers
and light silverburn candles in a particular pattern, the
remainder of the ritual—hymns, any specific dances,
particular sermons—is up to the parents. Expeeting cou-
ples normally meet with their priest months in advance

to arrange the service as they wish it. The symbolism
behind this is readily discerned: Not even the greatest
priest can foretell what will happen in life, so it is not
the Church's place to determine how a newborn child
enters the world.

The faith contains one weekly celebration: the first
day of each week, called the Day of Cleansing Fire. For
most of the Purified, the Flame is honored on this day by
skipping a single meal in favor of prayers of devotion and
repentance. For priests and especially devout followers,
the entire clay isone offasling and prayer. second Dni}‘ to
Rampartide (see below). The Day of Cleansing Fire isa
religious holiday in the larger cities of Thrane, and many
shopsare closed. The service always begins with a recita-
tion of the Nine Miracles of the Silver Flame, spoken in
Draconic. The precise nature of these miracles varies a
bit from sect to sect and church to church, but for the
maost part consists of the following:

. Bringing light to the world.

. Imprisoning demons.

. Offering souls an afterlife beyond Dolurrh.
. Granting cleric magic.

. Bonding with Tira Miron.

+ Transforming Thrane into a holy nation.

+  Victory over the lycanthropes.

+  Victory (of a sort) in the Last War.

. The promise of the end of evil, and the creation of

a better world to come.

Other than births and the Day of Cleansing. the
Silver Flame uses major rites to celebrate thirteen high
hol}' da}'s. Each of these days is marked h}' speciﬁc prayers
and rites.

Rebirth Eve (14 Zarantyr): The Purified new year,
Rebirth Eve occurs on the winter solstice, 1t celebrates
the passing of the iongest_ nig]u. when the world begins its
slow journey toward iight and warmth. The faithful stay
up the enrire night, holding spiritual vigil and guard-
ing against evil, and Spend the fl;:“:h\\'ing day in rest or
celebration, as they see fr.

Bright Souls’ Day (18 Olarune): As the dark days
ofwinter draw to a close, the Purified celebrate the lives,
and the sacrifice, of every follower of the Flame who died
ﬁghting evil and protecting the faithful. Those who have
lost relatives in the past five YEATS 1':(’rform the funeral
rite on the gravesite (or in a church, if the gravesite
is not accessible), while everyone else sings paeans of
gratitude to the fallen. On this day, the Purified are
forbidden to use artificial or magical light sources,
except in emergencies. They enjoy the day and accept
the fall of night. as those who have died experienced life
and did not fear death.

Fﬁ

BURNING SILVER

Many Flame minor rites and major rites use silver dust
and an alchemical substance called silverburn (see page
153) that, when added to a flame, causes it to burn
with a silver hue. While these materials are relatively
expensive, Purified who can afford them are under
religious obligation to use them. Those less well-off

are permitted to find substitutes, such as iron filings,
tiny shards of glass, or sweet-smelling oils mixed
with the fire's fuel. Most temples to the Silver Flame,
unless they are unusually impoverished, keep a small
store of silver dust and silverburn for poor Purified
who require them.
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Kh}'bfrsef marks the start of winter,
when light is at its weakest and the forces that
bind the demons of Khyber grow thin

e5

Tirasday (5 Therendor): This holiday celebra
1d the birth of Tira

both thestartof the [J]dmlnu 1
Miron. Voice of the Silver Flame and the woman who
brought mortals and the divine together, This is a day
of work, but also of joyous celebration in the evenings.
[t is a time for giving gills, and one of the most popular
marriage dates.

Initiation Day (11 Eyre): According to Church
histories. on this day the priesthood of the Silver Flame
tormally declared itsell an independent faith, rather

than an offshoot of the “\u.cI‘_lun Host (as it had been

considered in its earliest yea onstruction of the first

Silver Flame cathedral I'W-gan on this date. Even today,
groundbreaking on a new cathedral or major church is
usually scheduled for Initiation Day. as are most semi-
nary grﬂf{uil] {O]].‘u.

Baker’s Night (6 Dra\'aqn)- On this night, families

_x’;(l {' Icﬂdb [-1 IIJ]( rio ‘lh\I{ ma -"'I'I.'Ji"CPI'l !l'l\l'l 1858 .lJI(_l bl—lll—

- treats, prepared by bakers and confectioners faithful

the Flame. This is one ofthem
ldr

popular Flame holi-

ren, yvet it 1§ .|]:\(- Ill.t' leas{

days, [“;r:jculur]\ among chi
understood. It has been a tradition since the earli

st days
= — L] = L

of the church, vet not even the Cathedral of the Flame in
Flamekeep, Thrane, has vecords suggesting where it came
from, when it was adopted, orwhat it celebrates, Pracrice
of Baker's Nighl has ]ar:gu n to fade in some of the more

puritan communities of Purified, and it might slowly
disappear from the calendar in coming generations,

isetide (2 ravago): As nature's bounty

Promisetide (28 Dravago): A 1 1 t

reaches its height in late spring. the Purified honor the

Silver Flame for the promise of paradise to come.
They alse honor—but do not \\'CJI‘EI‘;;P—Li}c S(.- ereign

Host for creat ing the world that the Flame would

ldEEl‘LO]'I]P]LI('. and for graciously stepping
down to allow the Flame its rightful place
as the last god of Eberron. Not surpris-
ingly, many people who do not worship
the Flame find this holiday offensive.
First Dawn (21 Nymm): On this day
in 914 YK. the Churech of the Silver Fla

officially assumed control of Thrane's gov-

ernment. On the anniversary of this ascension,
the Purified give thanks that at least one nation
is firmly in the hands of the just, pray that the
Diet of Cardinals and the nation's secular leaders
will receive the Flame's guidance, and honor the
memory of King Thalin, whose passing paved the
way for the Church to take over.

Silvertide (14 Lharvion): The highes:
hoi_\' day in the faith, Silvertide commemo-
rates the sacrifice of the couatl and the entry
of the Silver Flame into Eberron thousands
of years ago. Cathedrals fill to overtflowing

as all Purified who do not abselutely have 1o
be somewhere else spend the day in prayer
and observance.

Victory Day (9 Barrakas): Victory Day
COMIMEemora
the lycanthropic purge. Children act out great

tales of these final battles with toy swords, while

e E S, (ST -
es the successful conclusion of

adults attend sermons on the lessons of the tri-
umphs, the defeats, und the sometimes ques-

tionable methods used by the templars during
llll.‘ [)ul';:v.

The Ascension (1 Cn\'pht:'-‘.m)- On thisday, worship-
ers remember the sacrifice of Tira Miron, who became
the Voice of the Flame. They gather t
faith and to thank Tira, atte nding great sles ssing ceremao-
nies in the cathedrals. On II:lu da\,. the faithful seek

rea ”{‘! rm i 1‘.r_' 1ir

witys 1o contribute to the com t'mlniil\'_
Saint Valtros's Day (25 Sypheros): This day com
iint Valtros, the first paladin

memaorates [hC 1)]Ii'|h I_JI-- t

called to serve the Silver Flame (as distinguished from

those who had served other gods until they heard the
voice of the Flame). Although important. this festival
is perhaps the least of the high holy days; it is marked

primarily by brief prayers and church services.
Rampartide (24 Aryth); Asthe world turns toward
winter and longer nights, the Purified steel themselves
.|_:_;:|1n.\1 evil. [)oih without and within. They follow
the scriptures, which say, "Make Lh_\'iflf“ a bastion, a
I nnpull uJ.iiI!n wickedness. o T}\ii isa L;d\' ot |.‘5\!!].-':1_
and repentance: Ra mpartide is a time to atone for the
evil within. Children, the sick, and the elderly are not

favorite foods

required to fast, but merely 1o give up tl
for the day.

K hybersef(?'? Vult): A n}m'J'L&ning of the r-!"iqil'l.‘i]
name, " i"\h‘,"h(’]‘.ﬂ Eve,” this is the start of winter, when
Ilhlll and gurrdnc‘%q are at their weakest and worship of
the Shadow is strongest. Scripture states that the bonds
holding the demon lords in Khyber are at their thinnest
between this night and the solstice. The Purified spend
the night in intense prayerand spiritual vigilance. Many

quests and crusades begin on Khybersef,



THE CALENDAR

The Church of the Silver Flame did not come into being
until after the formation of Galifar. Thus, the faith uses
the standard calendar as their liturgical calendar.

THE SILVER FLAME
IN EVERYDAY LIFE

Despite the importance most Purified devote to their
faith, active worship of the Silver Flame does not con-
sume much of the faithful’s day-to-day living. The
churches hold mass three times a day, but only the most
devoted attend more than once or twice a week, and
Gnl_y the '[1‘!.1]}' zealous attend more than once a da}', By
all appearances, the Purified offer little more than lip
service to the Flame.

This is a false impression, though. The Purified
do not offer many prayers or rites throughout the day
because they honor and worship the Flame through
living virtuous lives, and doing good deeds for them-
selves and their fellows. "A life of virtue,” states one
of the religion's greatest axioms, "is the greatest gifta
mortal has to offer.”

This does not mean that the Purified never dem-
onstrate their faith, merely that overt worship is not
so common as in other faiths. Purified pray to the
FIBTTI'?. \\‘henever thE'l\' require Elid or HllCCuI“b to Fea]‘-
T'nr:}-' perform rites. and lhe}' attend services on the
thirteen hol\' days of the l‘eligion as well as on da}'s
commemorating local events of religious significance
(such as the ascension of a new bnlwp) They give
thanks for positive events, such as the recovery of a
sick relative or even a meal with family and friends.
Such prayers are very brief, sometimes involvlng no
more than the lighting of a silverburn candle to shed
its glow over the table.

Because living virtuously honors the Flame, sin-
ning against others is a religious offense. This does not
mean that the church punishes Purified who commit
secular crimes—that’s what government is for, even
if, asin Thrane, that government is controlled by the
church—but even minor offenses are stains on the soul,
which the Purified must atone for before heing worthy
of the Flame.

THE PEOPLE OF THE SILVER FLAME

In some regions, most notably Thrane, worship of the
Silver Flame is the dominant religion. Most locals are
born to the faith rather than seeking it out.

That said, in all areas but Thrane, the Silver Flame
still gains as many new worshipers from conversion as
from procreation. It is the only major religion that
SPECthdll\ preaches a need to (.hd.ng(:‘ tht‘ WO Id and lhe
L‘thlmate trlumph Of gl:lcld OVET E\"ll. JUSEICE OVET 111_][15—
tice. Other faiths preach the need to protect Eberron
(as some of the druid sects do) or to ascend from mortal
life (such as the Blood GFVUD. but few grant \\'Orship—
ers the sense of purpose required to transform Eber-
ron into a heaven for all virtuous people. Worship of
the Silver Flame appeals to those who have suffered
injustice or who seek to make the world a hetter place.
[[ ﬂ].SD Tesonates Wlth PEOPIE \\'hD. hﬂ'\'E a stl'{:lng Tﬂal‘tizll
ethic—many of those who fight for good in the name

of the Silver Flame ave in it more for the fight than

the good.

THE SILVER FLAME
AND GOVERNMENT

The Church of the Silver Flame has always been stron-
gest in Thrane. For many years, the nation's rulers
were followers of that faith, and the Diet of Cardinals
took over the nation in 914 when the people rejected
the claim of King Thalin's heir. The nation has
been a theourat_‘}' ever since, with the Keeper of the
Flame and the Cardinals wielding secular as well as
Teligious POWET.

In most other nations of Khorvaire, the Silver
Flame is just one faith among many. Although the
church might attempt to convert members of the gov-
ernment and influence political decisions, it has onlya
limited ability 1o do so. Some of its more zealous factions
call for an open coup, claiming that the violence would
be more than justified by the good the Flame could do
with all the Five Nations under its sway. Fortunately,
the ma]orlt) of the Diet of Cardinals is DPPUhEd to this
E.E'ElDTl_[he r_hurch PO‘-‘-ET‘{'U.] Ihough It bE lar_ks the
means Lo Ldrl) 1|. out In d.'ﬂ} event. The P\.ll'lﬁed LOEXI.‘.‘}‘.
with followers of the Host and other faiths, and preach
to the nobility as much as they are able. The church
also makes itselt indispensable by lending its soldiers to
national armies—if those armies are fighting for a cause
it can support.

Only in regions vehemeutly oppcsed to the Silver
Flame, such as Droaam, do the Purified not operate
DPEnl}'— aﬂd acti\'el}'. E\"El'] hEl‘f_‘. h(]\\'evﬁr, Ihf Cllu"ch
has a few hidden enclaves of templars seeking to do
\‘\'hﬁt gDQd thE}’ can. SDIT[E rescue [TEVEIETS lTiEnaCEd
by Droaam’s forces, while others actively sabotage the
workings of local governments. Most importantly,
hD\'r'EVEl'. they watch fOI' ll'lDSE rare natiVES “’1'10 seem
un}luppy with the current situation and might be suit-
able candidates for conversion. A faithful insider isa
grea[er \\"eilPDn against t]'lE dﬂ]"kness ‘t]‘lan halfa dOZETl
holy warriors.

THE SILVER FLAME
AND OTHER FAITHS

The Purified have a simple attitude toward the other
religions of Eberron: They're all wrong.

This does not necessarily translate into hostility.
The Purified have an abiding respect for the SO\'el‘eign
Host, who created the world the Silver Flame will com-
plete. They feel, however, that worshipers of the Host
are clinging to old and outmoded ways, and that they are
unwittingly delaying the inevitable coming of paradise,
Thus, Purified prose!ytize to followers of the Host and
attempt to convert them at every opportunity. Followers
Df the Flame HPPTDﬂ.Ch t_he druld sects 11‘.|. lTl'LlCh [hE same
way. They acknowledge the druids’ role in protecting
Fherron from great evils, but claim that the Church
of the Silver Flame can do a betlerjob, aspecial])’ if the
druids‘iuin them.

Where the Silver Flame is not tr};ing to convert
other faiths, it is trying to destroy them. The Dark
Six, the Dragon Below, and the Lords of Dust are all
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the darkest evilin the eyes of the Purified. Individual
members of those l'eligione. might still be saved, shown
the error of theirways and b]'oughl to the ]ight, but they

- e 2 o & B
ave few. Templars do not walk down city streets behead-
ing anyone who utters a prayer to the Six, but in regions
where the church has power, such faiths ave vigorously
stamped out.

Specific Attitudes
Different members of the faith might hold these attitudes
to a greater or lesser degree.

The Suvt’:reign Host: They mean well, but they
must i-)!;' C(Jn\'iﬁl_‘t'd T.hi.”. Cllng!ﬁq to 1}1!_‘ [)]Ll \\'il:\'ﬁ hﬂrmi
[t'll.' E.U.TI.II"‘:'. C&I[dlﬂ}'\ l hDﬂ.l:\!' I“) [J{ll't‘lllb. IJ‘.ll maore
important ]5' Iworkto give my children a better world.
Clearly, we and future generations owe a debt 1o the
oly rask until all

Host, but we cannot complete our
serve the Flame.

The Dark Six: A barbarous. savage faith. Al lzast
those who follow the Host, misguided though they
are, venerate gods who represent the best of what was.
Those who worship the Six cling to the worst of the
old, and they must be cleared away to make room for
the coming day.

Druid Sects: Toe protect the world withourt also

improving it only condemns it to a slower
death. The druids should turn their

attention to _;hapmg the luture. not

‘.I“(‘T'(‘l\" malnmin:ng [h(_‘ PI'EM‘_‘I][.

The Blood of Vol: Devotion to the blood within is
mi.‘;guit]u:{ and foolish. Those who take this so far as to
seek to become vampires, liches, or other evil undead are
hends most vile, Ifa common Vol worshiper will listen to
reason, he must be turned from its twisted path. Those
who hecome evil undead must be destroyed.

Other Faiths: Some are merely misguided, wor-
shiping beings no more divine than I. Others are heretics
on par with twisted souls who offer their loyalty to the
Lords of Dust and other demons. Some might [Ju;:sibl_\ be
converted, but better that no one so foalish be brought

into the fold.

THE SILVER FLAME
IN THE LAST WAR

The bulk of the church's resources in the Last War were
tied up in Thrane's campaigns. As a theocracy ruled by
the Keeper and the cardinals, Thrane fought for not
only its own dominance but that of the Silver Flame.
Many among Thrane's Purified soughi victory to unite
the Five Nations not merely under one rule, but under
one faith. Even today, many of them resent the soldiers
of the other nations, not for their own political defeat,
but because Thrane's victory would have hastened the
promised earthly heaven.

The church did take advantage of the
war to attack enemies uninvolved in the
]u'.!hital ﬁ(l‘uggle. _-'\{D\-'ing le’mp!at rs under
cover of Thrane troops, or using battles as

diversions, it launched assaults on tumples

Those who believe the
lycanthropic purge was a
church-spensored massacre

never experienced its
horrors for themselves




of the Dark Six, or against cults of the Lords of Dust.
They struck deep into territories belonging to other
nations, sorties that would have been acts of war if war
were not already ongoing, to reach some of these foes.
The more violent factions even wiped out communities
of Sovereign Host worshipers who stood in the way of
Purified expansion. The church has punished those wha
were discovered, but in the war's chaos, more than a few
have avoided exposure.

TEMPLES AND SHRINES
OF THE SILVER FLAME

The Silver Flame is a religion of extremes when it comes
to houses of warship. Nearly any structure or room
can serve as ashrine to the Flame, All that is required
is a spot for a fire—preferably tinted with silverburn—
sufficient to light the entire space. This symbolizes the
Silver Flame offering light to the Purified and warding
off the darkness. Most such shrines are private family
affairs, but some are the only place to worship in smaller
or poerer communities,

True temples of the Flame, more properly called
churches or cathedrals, are another matter entirely.
Churches are constructed of stone, and while they
require no prescribed number of stories, the first floor
always has abnormally high ceilings. All Flame churches
feature enormous arches. peaks. open spaces, and grace-
ful flying buttresses, in what hasbeen dubbed the Flamic
style. Many have stained glass with silver filigree. The
main sanctuary has a mosaic floor, with a representation
of the Flame in the very center. A real flame burns in
the middle of the mosaic or in a brazier hanging from
the ceiling above. This flame, tinted with silverburn, is
never allowed to gutter out. Whites and silvers are the
primary decorative colors, augmented with deep blue in
times of mourning and red and gold in times of active
war. The priesthood seeks out manifest zones with con-
nections to Syrania and, to a lesser extent, [rian. On]y
a tiny handful of these exist. of course, but the Flame's
followers prefer to build their greatest cathedrals on
such sites.

The greatest house of worship is the Cathedral
of the Silver Flame (or simply the Grand Cathedral)
in Flamekeep, Thrane., The Cathedral, formerly a
castle, has grown to the size of a town and is entirely
self-sufficient. It is as defensible as any fortress and
contains artisans, soldiers, and even a few large gar-
dens, as well as its various sanctuaries, libraries, and
of course the Chamber of the Flame. Even if cut off
completely from the outside world. its several hundred
inhabitants could maintain a reasonable quality of life
for many months.

The neighborhucds surrnunding the Cathedral
never experience true darkness. Twenty-four hoursa day,
336 days a year, a great fire burns atop the Cathedral.
This flame is tended constantly, mystica“y pl‘otected
from rain, wind, and other elements, and never allowed
to die. It burns directly above the Chamber of the Flame,
ereating the illusion that the Silver Flame itself rises
through the ceiling into the night sky. illu.‘minati‘ng the
city. It does not always burn silver, though. When the
Keeper of the Flame dies, it is treated with analchemical

iy

The Lyeanthropic Furge

One renson the Church of the Sier Flame
wao s eftetve i, and so well prepared for, the
Fast War te that & had just fnished Hghting
2 war of s own. Wany of today's historigns,
particalarly those with 2 grudge against the church,
paint the lyeanthopic purge 4s & massaecre by en
autotralic religlows mstitution mercdessly and
needlessly slaughtering thousends of poor souls
who were cursed through no fudt of their own.

TThe truth, ns aliays, i a bit more coﬂ;e:ér
bran that.

Avurnd 500 L/ K. the lycanthropic
curse, of lkast ge & mandbsted in the westem
portions of Ehorvaire, somehow rz/rwz&vgc;{.
AT ted byeanthmpes guined the ability to
s;afedd the curse, o potwer ﬂofme?tﬁ/ availnble Dfléf
to those bom with &.

¢ took a number of years for the Dot o
Cardinals t recognize the problem. Led by
the Bure Flame feotion, the Shlver Fame
embarbed on the = ymzzt/zm/;zb \Snyarmﬁwz—
or the Flurge, as & ie more commonty brown—
in the year 552 ﬁ/ k.

wzfﬁfsz?&le@, Hhe inguisitors fiad e 9000’
lycanthmpes b stutly; these were e to begin
with, and most hat Gllen st evdl bepnisse of e
A/ plysical similarities betueen were-
beasts and rabshasas convinced the templars that
all lyeanthropes were evd. And because curing
é/gmﬂﬁfﬂgﬂy wing oo diffirult, Zﬁeg/ aogumed &
LRl M;Joﬂ*zﬁé?.

o mnke matiers worse, the Kegper of'
the Flame of that era had on aﬁléild_ﬁ of hiv
own. Keeper Jolan ol oo ane portunily o
strenglher the influence of the S'dver Home
i Aundair. 442 proclaimed that the curse of
byeanthopy comupted the soul iself.

"The battle was long and brutal. A
the tide souly tumed in the fwor of the church,
Ueanthropes hid wmong human end shifter
communiies. +~ere again, many olbwers of the
Flanie were oversenipus, harming the innocent
in their desperate quest fo eliminate the remad
shapeshifiers. Ultimately House Mledens

produced o dragonshard foeas that cowld defeot

é/am&m/.m’ and. ywﬂé the z%n;aéw to the bue the.
/Wa‘;}g?ﬁeefz(z’ofﬁz Pa@’e. gr/ 550 (/E
the Church of the Sther Flome withdeu 2o
foroes fom bhe Eldesr Ieathes and clumed that
i tose Aol traly beerselmmaded

67



w
z
<
vt
o
-4
&3]
2
=
v
o)
=z
-

substance that causes it instead to burn the deep blue of
mourning. It remains thus until the Silver Flame calls
a new Keeper, and the Diet of Cardinals confirms his
or her appointment. Only then does the fire atop the
Cathedral return to silver, signaling to all that a new
Keeper rules from Flamekeep.

ORDERS AND MONASTERIES

The Silver Flame boasts an enormous number of
knightly and monastic orders, each with their own spe-
cific devotion or their own assigned region. (Theseare
distinct from the ecclesiastical orders described above,
such as the Order of Ministers.) Knightly orders are
usually drawn from the Order of Templars and consist
of warriors and fighters, with a smattering of pzla-
dins. clerics, and monks. They are based in or near
large cities, operating from enormous chapterhouses
that double as fortresses. Monastic orders, however,
are located in simple abbeys in or near smaller cities
and villages. Comprised primarily of experts and
warriors, monastic orders also include a number of
fighters and monks. Only a few paladins and cleries
grace these chambers.

Some of the most famous orders are the Order
of the Argent Fist, boasting elite holy warriors called
argent fists (see page 70); the Holy Brethren of the
Silver Blade, a knightly order based in Lathleer, Aun-
dair; the Monastery of Saint Dioscian the Anchorite,
near Black Pit in Breland; and the Knights Custodial,
who protect other members of the clergy, with chapter-
houses in all the major cities of Thrane, and in manvin
Aundair and Breland.

One order stands out in the minds of Purified
and nonbelievers alike. [ts members have been known
at various times as the Ardent Seekers of the [llumi-
nated World, the Knights Inquisitive, the Office of
the Hallowed Confessors, and—most simply and most
famously—the Inquisition. They have been a knightly
order and a monastic order, but are now simply a
semiformal gathering of Church operatives. Whatever
their shape, their purpose remains the same: to root
out enemies of good and of the Silver Flame, within
the Purified and without, and to cleanse the world
of them by all appropriate means. The definition of
“appropriate” changes from era to era, and inquisitor
to inquisitor. Most would never stoop to acts of evil, but
some believe strongly that the ends justify the means.
Some even resort to torture, or to burning innocents
to cleanse a village of a single evil. Unfortunately, the
actions of these few have tainted the reputation of the
Inquisition, so that other people see all inquisitors as
the worst of the Silver Flame. The Inquisition answers
to a single cardinal on the Diet, referred to as the
Grand Confessor, whose identity is known only to the
Keeper and few elder cardinals. Even other inquisi-
tors see their leader but rarely; they normally receive
directives through channels and intermediaries. In
those rare personal appearances, the Grand Confes-
sor is masked and cloaked in magical protection. Such
extreme sccrecy keeps the Grand Confessor {ree from
outside influences.

SHRINE OF THE SERPENT

Many thousands of years ago, a cult dedicated to the
worship of the mighty couatls carved a combination
community and shrine into the side of a large hill. The
shrine was constructed like a step pyramid, each layer 20
feet deep and 20 feet high, creating a profile that looks
the same whether viewed from above or from the side. A
single stone staircase winds up the center of the shrine.
Fach level features two arches of brass, formed in the
shape of couatls, through which visitors must pass when
leaving the staircase. Winding tunnels connect the vari-
ous levels, sloping up through the hill itself.

Each level but the topmost boasts squared watchtowers
(labeled "2" on the map), jutting out over the level below;
buildings built into the sides of the hill itself: and. in most
cases, free-standing step pyramids at their outer edges.
All are carved with serpentine motifs, and all have open,
circular doorways fit for both humanoid and serpent. The
pyramids appear to have been places of worship, while the
structures built into the hill were living quarters.

Today. all structures have been defaced and are now
devoted to Khyber. The shrine is occupied by yuan-tiand
their lizardfolk slaves. all of whom worship Tava Rassa, a
yuan-ti anathema (Fiend Folio 193) as a god. The Church
of the Silver Flame would like nothing better than to take
the shrine and reconsecrate it 1o the Flame, returning
it to the souls of the couatls who sacrificed themselves so
many centuries ago.

Level 1: Essthus’s Lair. This level, 20 feet above the
ground, is the home of the lizardfolk Essthus (male
blackscale lizardfolk fighter 5), taskmaster and collabo-
rator with the yuan-ti.

1. Desecrated Shrines. Essthus uses these former
shrines as armories.

3. Living Quarters. These arcas house the temple’s
lizardfolk slaves.

Level 2: Pureblood Halls. This level, 40 feet above the
ground, houses yuan-ti purebloods.

4. Desecrated Shrines. These locations now serve
asyuan-ti torture chambers.

5. Living Quarters.

Level 3: Breeding Chambers. This level, 60 feet above
the ground. is used for breeding new halfbloods.

6. Desecrated Shrines. These former shrines are
now used for forced breeding of favored slaves.

7. Living Quarters. Home of the yuan-ti
halfbloods.

Level 4: I1alfblood Halls. This level, 80 feet above the
ground, holds more yuan-ti purebloods.
8. Living Quarters.

Level 5: Great Shrine. This enormous shrine to the
couatl, 100 feet above the ground, stands on a pillar of
stone, above a deep pit that drops almost back to ground
level. It is now the home of Tava Rassa.

9. Pit.

10. Bridge. A single bridge provides access to the
staircase. The tunnelsto the side open up into the pit. so
that worshipers can see the shrine, but they do not permit
access to it.



VARIANT SECTS

The Silver Flame boasts a number of variant sects and
subsects. Some are simple factions within the Church,
not |'ecognized as separate entities by the priesthood.
Orthers are considered heresies by the faithful, subject
to ostracism, l‘igOI‘Ous pl‘DsEl)'tizing. Or EVEN OPEN CON-
flict. What follows is a list of some of the larger or more
important subgroups and variants.

Ghaash'kala: The "Ghost Guardians” tribe of ores
believesit has a divine duty to prevent evil from escaping
the Demon Wastes into the world, The tribesmen worship
a great power called the Kalok Shash, the "Binding Flame,”
which gathers the souls of the departed and keeps dark-
ness and evil at bay. Some Purified refuse to accept this as
an embodiment of the Silver Flame, unwilling to sharea
faith with barbaric ores. Most priests, however. acknowl-
edg& that the Ghaash 'kala do indeed wc:rship the Flame,
but believe their view of it to be skewed and inaccurate.
The Flame has sent several missionary expeditions, hut
none c:fan}' real size or success to dare, due at leastin part
due to extremists among the Servants of the Pure Flame
who would rather see this heretical worship wiped out
than accepted,

Knights Militant: This rigid order maintains
extreme standards of purity and morality. The Knighls
tend to emphasize heroic sacrifice in battle more than
imposition of theirwayon others. Assuch, they have not
generated the depth of hostility the Puritans have.

Order of the Radiant Flame: A more contemplative
group, the Order seeks spivitual union with the Flame in

this life, instead of after perishing in the battle against
evil. They do not shun the phl\.rsical and are valiant foes,
but neither do they quest far and wide for conflict. They
are content to ponder the mysteries of the cosmos from
their monasteries and shrines.

Penitent Brethren: Thissubsect of Purified, con-
sisting largely of shifters, believes that its members are
innalely creatures of evil. The shifters see themselves
as rainted with the lycanthropic curse, while the few
nonshifter members consider themselves cursed in some
other way. (\-\Fa!'fOI‘gﬁd ‘mighr helieve themselves inca-
pable of anything but killing. forinstance.) Theyjain
the Silver Flame in an effort to atone. and seek injury
and even death in its service as punishment for their
innate sins.

Servants of the Pure Flame: The Servanis (also
called Puritans) are true fanatics and extremists. They
follow every law of the faith to the letter, seek the
destruction of every force even remotely opposed to
the Flame, and have no compunctions—un]ike ather
Purified—about forced conversion. The Puritansare the
most likely to resort 1o violent or questionable means to
obtain a "good” goal, and they have substantial pawer
and influence in the priesthood. all the way to the Diet
of Cardinals. The Pure Flame is based primarily in
Aundair's major cities, where it has heen strongsince the
lycanthropic purge.

Tarnished: This is not a single group or entity.
Rather, "Tarnished"” is the name the Purified apply to
any who devote themselves to the demon trapped within
the Silver Flame. While the faithful refuse to believe
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it, anumber of individuals claim that a so-called Voice
in the Darkness occasionally whispers to the faithful.
Sometimes it tricks devout followers into believing it is
the voice of the Flame itself, or it works with the greed
or corruption in an individual, offering power or even
immortality in exchange for service. The Shadow in the
Flame is a potent demon overlord, and while it lacks
the power of 2 god, it was a world-spanning powerin its
day. The Tarnished believe it remains strong encugh
o follow through on its promises. The greatest of the
Tarnished was Melysse Miron, the so-called Anti-
Keeper who challenged the established Keeper in the
year 497 Y K. Melysse presented herself as a reformer,
c]aiming that the Church had lost its way, Or‘ll_v after
gaining a substantial fcl“nwing that threatened to rip
the Church asunder was she revealed as a servant of
darkness. She was captured after a brief but bloody
struggle and sentenced to an eternity of slumber in
Dreadhold. No agent so powerful has pledged service
to the demon since. perhaps because part of its power is
still trapped in Melysse. Still, those who claim to hear
its voice and bear its powers cut a swath of darkness

through Church ranks.

PRESTIGE CLASSES

The Purified are most well known for the exorcist
of the Silver Flame (ECS 77), but many other Flame-
approprimc ])l'eslige classes exist in other supplements.
The hunter of the dead, justiciar. and knight of the
chalice appear in Complete Warrior. The church inquisitor,
consecrated harrier, and sacred exorcist are featured in
Complete Divine. The skullelan hunter appears in Miniatures
Handbook, while Complete Adventurer presents a pair of classes
suited particularly well for the Silver Flame: the shadow-
bane inquisitor and shadowbane stalker,

Presented here is a Silver Flame prestige class that
focuses on the more martial aspects of the faith.

ARGENT FIST

"I am the hand of the Silver Flame. lts purity infuses my soul, its
righteous anger flows through my body. Repent, sinner, or | must share
it with you."

—Brother Mieah, the Wolf~-Hammer

Many Purified devote their ralents to battling the
enemies of the Silver Flame. Some use divine spells,
but the most iconic of the Flame's soldiers are those
who imbue theirvery bodies and weapons with magic:
paladins and monks. Although very different in
approach, hoth these combat specialists bring holy
might to bear against the forces of evil. Embodying
the pinnacle of these techniques is the argent fist, a
devotee af the Silver Flame who combines the skills of
both monk and paladin into a whole greater than the
sum of its parts. On]y a precious few possess the focus,
the dedication, and the physical prowess ta master the
abilities of the argent fist, but few enemies can stand
against those who do.

BECOMING AN ARGENT FEIST

Allargent fists—or, more propcrly. Seekers of the Avgent
Fist, or Knights of the Argent Fist—begin their training

as monks or paladins. They then shift focus, moving
from oneto the other, until they have a basic mastery
of both disciplines. Only characters with levels in both
classes can effectively gain entry into the argent fist pres-
tige class, though the precise comhination varies with the
individual. Some argent fists begin as paladin/rogues, or
even paladin/cleric/rogues, though these are both very
unusual paths.

One reason for the rarity of argent fists is that nearly
every ability score is useful, if nol essential, for success
in the class. Strength, Dexterity, and Constitution are
all valuable to melee combatants. Each argent fist must
find the best combination of these ability scores, given
his preferred tactics (and other feats and class features),
A |1igh Charisma is 1:|artir_‘1.l|ar'])r important in that it
grants additional tu I‘ning attempts, which power some
of the most important class features, while Wisdom
aids defense.

ENTRY REQUIREMENTS

Alignment: Lawful good.

Base Attack Bonus: +5.

Skills: Knowledge (religion) 4 ranks.

Feats: Knight Training® or Monastic Training®, Improved
Unarmed Strike.

Special: Evasion class feature, smite evil class feature, turn
undead class feature, must worship the Silver Flame, and
join the Order of the Argent Fist.

TABLE 3-1: THE ARGENT FIST HIT DIE: D10

Base
Arttack Fort Ref Will

Level Bonus Save Save Save Special

1 st +0 +2 +0 +2  Ascetic knight,
ki focus,
stunning smite
2nd +1 +3 0 +3 Holy armor,
ki serike (silver)
Srd +2 +3 +] +3  Balm of the Silver
Flame
4th +3 +4 +1 +4  Smite evil 1/day
Sth +3 4 +1 +4  Wrath of the Silver
Flame
Gith 4 +5 -2 +8 —
7th +5 +5 +2 +5  Kistrike (cold iron)
Sth +b +6 +2 +6  Mettle
9th +6 +6 43 +6  Smite evil 2/day
10th +7 +7 +3 +7 Embrace of the

Silver Flame

Class Skills (4 + Int modifier per level): Balance. Climb,
Concentration, Crafi, Diplomacy, Heal, Jump, Knowledge
{arcana), Knowledge (religion). Listen, Profession. Ride.
Sense Motive, Spot, Tumble.

CILASS FEATURES

Asyouadvance in the argent fist class, you combine many
of the abilities of the monk and paladin, as well as learn-
ing new abilities unlike any other.

Ascetic Knight (Ex): Your paladin, monk, and
argent fist levels stack for the purpose of determining



your unarmed strike damage. For example, a 2nd-level
monk/4th-level paladin/2nd-level argent fist would deal
1d10 points of damage with her unarmed strike.

Your paladin, monk, and argent fist levels also stack
when determining the extra damage dealt by your smite
evil ability.

In addition, you can multiclass freely between the
paladin and monk classes. You still face the normal
XP penalties for having multiple classes more than one
level apart.

This class feature effectiv cI} subsumes the beneflits
granted by the Ascetic Knight feat (Complete Adventurer 105).
[fyou alreach have that feat, you can select any other feal
for which you qualify in its place.

Ki Focus (Su): When wielding any special monk
weapon, you can treat it as having the ki focus special
property (DMG 225).

Stunning Smite (Ex): When you deliver a Stun-
ning Fist attack in conjunction with your smite evil class
feature, you add your argent fist class level to the save DC
of the stunning attack.

Holy Armor (Ex): Beginning at Znd level, you
retain the AC bonus granted by your monk levels
(including Wisdom benus to AC), even when wearing
armor or carrying a shield or a medium or heavy load,
This doesn't extend to any other monk class features
]DS[ “'hfn “‘Earing armor or ca rr}'ing a load csut‘h s Ffl-'oi
movement and flurry of blows).

Ki Strike (Su): Beginning at 2nd level, your
unarmed strikes are treated as silver weapons for the
purpose of dealing damage to creatures with damage
reduction. At 7th level, your unarmed strikes are also
treated as cold iron weapons tor this purpose.

Thanks to your ki focus class feature. these benefits
HISD exte l"hd to an}’ SPECiﬂl rl'll:‘nl"\ WQEPDHS YOU \\_ifld.

Balm of the Silver Flame (Su): Beginningal 3rd
level, you can spend one of your daily turn undead
attempts asa swiftaction to enhance your healing power.
Until the end of your turn, any spell or supernatural
ability you use that heals hit point damage restores double
the normalamount of hit points. For example. if you cast
acure I'!_ghr wounds speli that healed 6 hit points of damage' it
would instead heal 12; if you used lay on hands or whaole-
ness of body to restore 10 points of damage, it would
instead heal 20.

Smite Evil (Su): At 4th level, and again at 9th level,
you gain one additional use per day of your smite evil
class feature (PH 44).

Wrath of the Silver Flame (Su): Starting at 5th
level, you can spend one of your daily turn undead
attempts as a swilt action to cause your fists (or any special
monk weapons you hold) to erupt with silver flames. This
fire gives off no heat but sheds light as a torch. The silver
flames add 2d6 points of damage to any lycanthrope,
undead. or evil outsider you strike (merely touching such
acreature deals no dﬂmﬂge}. Thi‘i damage Elf:luﬂ“}' I'eSU}[S
from pure divine power and is thus not subject to fire
resistance. Once activated, the silver flame burnsg for
a number of rounds equal to 5 + your Charisma bonus
(if any).

Mettle (Ex): The blessing of the Silver Flame allows
you to shrug off effects that would otherwise harm you.
Begmnmg at 8th level. if you make a successful Will or
Fortitude save that would normallp reduce a ape‘l] seffect,

yousuffer no effect from the spell at all. Only those spells

with a "Will partial,” "Fortitude half,” or similar Saving

Throw entry can be negated through this ability.

Embrace of the Silver Flame (Su): At 10th level,
yougain the ability to manifest a tiny ember of the Silver

Flame. By spending one of your daily turn undead

attemptsas a swift action, you become engulfed inanaura

of argent fire that sheds no heat. This lasts for a number
of rounds equal ta 5 + your Charisma bonus (if any) and
grama the following benefits:
You gain fast healing equal to your Wisdom bonus
[minimum 1).

* You can spend | action point to take an extra move
action.

* You radiate light as if you were the center of a daylight
spell.

* Any lycanthrope. undead, or evil outsider within the
6li-foot radius of the pure divine ene rgy you radiate
Zake& a _2 P(‘na]t)' to _A.C dﬂd alSD ta kCS 2d6 pﬂints Of
damage each round at the end of your turn.

* Any critical threat you score against a lycanthrope,
undead, or evil outsider with an unarmed strike or
special monk weapon is automatically confirmed, and
you can even score critical hits against undead thatare
within the effect (again. thanks to the divine energy
flowing through you).

PLAYING AN ARGENT FIST

You are utler]y committed to baltling evil in the service
of the Silver Flame. Your have trained your mind. body,
and soul to become a weapon against the darkness and
a channel for the divinity of the Flame itself. You have
few interests outside the Order; service is not merely a
part of your life, it isyour life. You understand that some
good people have not yet found their way ta the Silver
Flzme, and you consider it part of your dut}' to lead |:|}'
Examp]e. Those who worship other gods might be shown
the error of their ways, but those who worship evil must
be purged.

You belong to a branch of the Church known as
the Order of the Argent Fist. Unlike most orders,
the Argent Fist is considered both a knightly and a
monastic order, and it possesses both monasteries and
chapterhoust‘sA For the most part, your afficial title
depends on where you began your career of service;
most who began as paladins are Knights of the Argent
Fist, while those who began as monksare Seekersof the
Argent Fist. These are primarily cosmetic differences,
however, and all members of the orderare brothers and
sisters in arms.

Combat
Combining features of both paladin and monk make you
a skilled melee combatant. You are equally proficient
with your hands and with a small but potent selection of
weapons. You lag a bit behind the single-classed paladin
in hit points and base attack bonus, but your AC quickly
outclasses that character to make up for the gap. At low
levels, you remain a competent melee ﬁghter. with a few
tricks up your sleeve, and you can bring some healing to
I:lEZT as \‘\"ﬁl].

At l‘.ighl‘r levels, you become a lrul}' frighl:ening
foe to the enemies of your Church. but any who oppose
you have significant difficulty in overcoming your
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defenses. Once you reach the pinnacle of your power,
vour ability to surround yourself with a spark of the
Silver Flame allows you to put yourself in harm’s way,
protecting your companions while simullaneously
INjuring your enemies,

Advancement

The Order of the Argent Fist never recruits; only those
who acli\'c[__v seek to join are considered for nli‘mb(‘:‘ship.
The testing process is (h‘-m:;ndi‘ng: You must demon-
strate martial skill, the mystical abilities of monkand
paladin, a c[tc—.p knowledge of the faith, and the abilir}'
to make difficult moral choices. Of the relatively few
Purified who even petilic.m for membnrship. perha[.‘r.‘i
oneiln ten HLIL'CEEC].S. I{\'l‘.‘ll illll (hE ENLTY tesls (.ILlf: o la(‘.L“
of skill, vou can try again, but a candidate who fails for
lack of commitment or moral weakness can never make
a second attempt.

Membership in the order isa life of ongoing train-
ing and service. When not actively questing or battling
evil, you engage in training exercises and intensive study.
Few argent fists have time for any sort of life outside the
order, but then. few of them want one.

Argent fists must be well rounded, so you cannol
simply focus on a single ability or skill set and expect to
pl‘o‘ipe T C‘I'Il'J'DSE weapon« ll\li[ L'Dmplenlt’nl y!llli' d]:lill—
11es and hl\l‘lllﬂ.‘f ‘t‘lﬁ. i Ild h«_'d[‘: Ihiii en}hlnu' \{"}Lll‘ C!?Sb
tE:l'EU.TeS. -‘11.“..'1 as E\lld 11111111"6’ 1\\ h‘IE' it 1" Tt‘lﬂp[lll:
to :"-Pl‘t'“l'.i I\'OLIT' Bh“ll'l? INCreases across many scores, 11 15

probably best to choose two or three to ignore in favor of

others. [fyou have Weapon Finesseand a good Dexterity,

The Silver Flame's

tor instance, you can probably get away with leaving your
Strength score relatively low. Your Inteilwencc will likely
never he a strong suit, and you have enough hit points
(and healing abilities) that even a slightly above-average
Constitution might well be sufficient.

Resources

\ I'g(_'ll[ FLStS Flghl })(.’Sllf}.e lheil' com I'il({f_" dnd can {'.illt on
other resources of the order in times of need. Many donate
treasure from quests, knowing that they can request aid in
the form of items or money in return. Because youare such
a patent combatant with even your bare hands, you might
consider magic items that enhance your ability scores and
Armor Class rather than expensive weapons.

ARGENT FISTS IN THE WORLD

"Surely the Silver Flame itself does not blaze so brightly, or so fierce, as the
burning need of the Order of the Argent Fist o serve that Flame. And like
all fives, that devotion scorches any who stand in their way.”
—Camarind Alst, Provost of Ecclesiastical Studies,
University of Wynarn

greatest warriors come in the form
nf‘cli-\'riplinod monks, or paladins called to holy service.
The argent fist pr u.\lige class allows plawrs to combine
these wildly divergent disciplines into a functional whole,
and offers DMs the opportunity to showease unique and
potent servants of this god of justice.

Daily Life

Dai]y life in the Order is a strict regimen of train-
ing and study, with the accasional break for mass. Unless
an argent fist is on a quest, life is largely limited to the
chapterhouse or monastery. While Lhu seems terribly
u.unhnlng for most peuplc, argent fists consider it an
hanor, an opportunity to ensure maximum effectiveness
when called 1o serve. A regent fists never seek positions of
community leadership, which would distract them [rom
their duties and drills. An argent hist who is also a mili-
tary leader seeks the swiftest and most efficient means to
victory that does not violate the Silver Flame's precepts.

Notables

The argent fists are few, and most do not seek fame out-
side their own ranks. Still, some are warriors of such
renown that their names reach the ears of others, and
some do indeed seek prominence in the hope of inspir-
ing those who hear of them. The most famous include
Brother Micah, an Eldeen half-ore raised in the Church:
Sister Ronas Kelur, said to have |'0u£!'hi in more battles
than any other argent fAist alive today: and the change-
|1|1£3 Sir Wyrren, who has mastered a fighting style that
involves Shdpt_‘L]m nging in ways few others of his race

CaNn manage.

NPC Reactions

Everyone recognizes the devotion and fanaticism of the
argent fists. How people react to that depends largely on
theirview ol the Silver Flame as a whole. Other Purilied,
or those allied with the Church, tend to be helpful or ar
least f'r'if_nd]! Enemies of the Silver Flame and anyone
nervous about the Church’s history and inquisitions
are likely hostile or unfr |e:1ril\ Very few people

are ambivalent toward the argent hsts.

Brother Micah, the Wolf~-Hammer,
an Argent Fist



The argent fists count among their enemies all wor-
shipers of what they see as dark powers and evil gods. The
Dark Six, the Blood of Vol. and the Dragon Below are faiths
that the argent fists consider corrupt and would happily
eradicate if they could. Mast lycanthropes consider the
argent fists enemies as well, remembering the purge.

ARGENT FIST LORE

Characterswith ranks in Knowledge (history) or Knowl-
edge (religion) or bardic knowledge can research argent
fists to learn more about them. When a character makes
a successful skill check or bardic knowledge check, read
or paraphrase the Fo]lawing, including the information
from lower DCs,

DC 10: The Order of the Argent Fist is made up of
holy warriors for the Silver Flame.

DC 15: Argent fists combine the martial skills of the
monkwith the holy powers of the paladin. While they do
not have the full capabilities of either. their unigue com-
bination of abilities makes them exceptionally powerful
in combat.

DC 20: Truly skilled argent fists can surround
themselves with a divine nimbus that they claim is a spark
of the Silver Flame itself. When thus protected, they are
deadly and practically unstoppable.

ARGENT FISTS IN THE GAME

Player characters never encounter an argent fist by
chance. Fists remain in their monasteries or chapter-
houses unless actively engaged in a quest for the Church.
The DM might introduce them as allies or adversaries in
pursuit of the same goal, or the PCs might be forced to
seek shelter at an Argent Fist establishment.

Potent as the argent fist is, it is not quite up to the
level of a single-classed paladin or fighter in terms of
sheer ability to land blows against most monsters, The
DM should ensure that at least some encounters offer
specialty foes that the fist can strike at (evil outsiders,
undead, and lycanthropes). This not only allows the
argent fist player to take full advantage of class abilities,
but it also keeps the character involved.

Adaptation

The specific powers and symbolism of the argent fist
clearly link it to the Silver Flame, but a few cosmetie
changesallow customization to other faiths. Changing
the powers to appear less like flame and more as ghostly
weapons makes the argent fist appropriate for any good-
aligned war god. Adjusting the same powers to mimic
natural effects or claws allows the class to fit into a more
primitive or savage faith.

Sample Encounter
The fanaticism of the argent fist allows the DM to
introduce them into almost any adventure as allies or

adversaries. They might aid agents of justice in destroy-
ingevil, or they might oppose the PCs for reasons of
religious doctrine. In any case. such encounters usually
take place at close range, a“O\fing the argent fist to. pose
the greatest challenge to the party.

EL 10: Brother Micah's devotion to the Silver Flame
and the Order of the Argent Fist isalmost slavish. He
sought out the order during the Last War, seeing in it
a way to control his vielent temper, which had resulted
in the deaths of several of his tribesmen in the Eldeen
Reaches. Today he is in complete control and channels
the fire burning within into serving the Silver Flame.
He is well known for his efforts to destroy the surviving
lycanthropes. since a shapechanger slew the seeker who
frst trained him.
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BroTHER MicAn, THE Worlr~HAaMMER  CR 10

Male half-ore monk 2/paladin 4/argent fist 4

LG Medium humanoid (ore)

Init +5; Senses darkvision 60 ft.; Listen =12, Spot +3
Aura courage (10 ft., allies +4 against fear)
Languages Common, Ore

AC 26, touch 14, flat-footed 25; Deflect Arrows, Dodge,
Mobility
(+1 Dex, +3 Wis. +10 armor, +2 shield)

hp 36 (10 HD)

Immune disease, fear

Fort+13, Ref+8, Will <13

Speed 20 fi. (4 squares)

Melee unarmed strike +10/+5 (1d10+2) or

Melee +1 kama +11/+6 (1d6+3)

Ranged mwk composite longhow +9/+4 (1d8+2)

Base Atk +8; Grp +10

Atk Options Stunning Fist 4/day (DC 14), kistrike (silver),
smite evil 2/day (+2 attack, +10 damage), stunning smite
(DC 18)

Special Actions Balm of the Silver Flame, lay on hands 8
points/day, turn undead 5/day (+4, 2d6+3, lst)

Combat Gear 3 pations of cure maderate wounds

Paladin Spells Prepared (CL 2Znd):
Lst—cure light mounds

Spell-Like Abilities (CL 4th):
At will—detect evil

Abilities Str 14, Dex 13, Con 10, Int 8. Wis 16, Cha 15

8Q ascetic knight, aura of good. holy armor, ki focus

Feats Deflect Arrows®, Dodge, Improved Initiative,
Improved Unarmed Strike®, Knight Training®,
Mobility, Stunning Fist®

Skills Diplomacy -8, Knowledge (religion) +8, Listen +12,
Sense Motive +12, Spot +3

Possessions combat gear plus +2 full plate armor, masterwork
steel shield. -1 kama. masterwork composite longbow
(+2 Str bonus), 20 arrows, amulet of health +2, circlet of
Charisma +2
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CHAPTER FOUR

THE BLOOD
OF VOL

ewreligions are as misunderstood as the spir-

itual path known as the Blood of Vol. Seekers,

as followers of the faith call themselves. do

not worship a divine entity, nor do they revere

their ancestors, as do the elves of Aerenal.
Indeed. it would be difficult to classify the Blood of Vol
asareligionat all were it not for the fact that its adherents
do believe in a divinity—albeit a most unusual one.

DOCTRINE

If any single religious doctrine unites the Blood of Vol,
it is the concept worshipers call the Divinity Within,
This notion is embodied in one of the Seekers’ most
treasured axioms, spokt_’n at the Openi ng of almost every
ritual gathering:

Look not ta the skies, nor to the depths below, nor even fo the distant
pa_\'rur_ﬁ.dure. Seek the divine wifhfn.jbr'ffw blood is the I'il'fle‘ and tnits call
can be heard the promise L.'!Jrl:’ff.‘rﬂﬂll J'ljb. One has but to listen.

This chant illustrates how the faith stands apart from
more traditional religions. Seekers believe in no divin-
ity but that which courses through their own veins, and
refuse to 3cknow]edge the existence ofany "god" on prin-
ciplealone. To them, followers of the Sovereign Host and
the Dark Six are living deluded lives that will ultimately
end in despair. Seeker philosophy does not exclude the
[]‘l[‘e& gl‘eal Dragons bLlT. views lhr_‘m more as COnCEPT_S
than as literal beings. \'\'m‘shiprr.& believe in the power of
things SEEN aﬂd gl'ilﬁptfj. and a l:l ragonsh:—n‘d can be held
in the hands, power coursing through it. Seekers hold
that any "ereator” who would devise the plane of Dolurrh
as a soul’s final reward isworthy only of contempt. Thus,
the faith focuses on the pragmatic—specihfically, the life-
or-death coin toss that is existence.

Seekers believe thattraditional faith isa self—indulgent
CDﬂCEi‘. a means fDI' 5m31| mll‘ldﬁ and even Smaller 50\115
to come to terms with the true nature of existence. In a
world as unforgiving as Eberron, the only faith thatis not
misplaced is faith in oneself and one's own capabilities.
When priests of Vol meditate on their daily spells, for
example, they are praying not to deities or to concepts,
but in truth, to themselves. The Divinity Within grants
the power to shape reality, not some outside force.

HISTORY

Before moyving onto the details of the Divinity
Within, it is instructive o learn how the Blood of Vol
came to be. Most would be surprised to learn that the
roots of the faith stretch back tens of thousands of years

to the time of the giants in Xen'drik. It was not until
the lost mark—the Mark of Death—appeared among the
elves of House Vol. however, that the Blood of Vol as we
know it was born. In a misguided attempt to put an end
to the conflict that had mvaged both elves and dragnn 5,
the matriarch of House Vol mixed the blood of the two
races. resulting in the birth of a hahy girl who embodied
both. The matriarch, a powerful necromancer named
Minara d'Vel, named her daughter Erandis after her
g‘randmother. Uﬂknﬁ“’n even Lo th‘ rest Di. House \?OI.
Minara fell deep]}' in love with the girl's father, a mighty
greendragon known as the Emerald Claw (his true name
is believed known only te Vol), over the course of her
pregnancy. Erandis was raised in secret while both House
Valand the Emerald Claw tried to secure a peaceful end
to the conflict.

How word of the half-dragan's existence got out is
still a mystery 1o this day. Some claim the baby girl was
betrayed by one of the elves of House Vol, but none can
explain who did so or why. The prevailing belief is that
the girl’s own father, desperate for an end to the inter-
mittent but devastating conflicts between the elves and
dragons, announced the news of the successful union
between elf and dragon. Whatever the cause, revela-
tion of Erandis’s existence did indeed unify of the two
races (and ironically, brought an end to the periodic
conflicts) but not in the House Vol as they had hoped.
Mutual outrage brought elves and dragons together,
and they immediately began a campaign to obliterate
all traces of both half-dragons and House Vol from the
face D'E Eberron.

According to legend, the Emerald Claw vanished
not long after the purge began. Some say he was killed
defending the race of halt-dragons (of which his daugh-
ter was now the most famous example). Others claim he
withdrew from the world in shame over what his hubris
had wrought. Twenty-six hundred years ago, House
Vol was brought low, and the Mark of Death was lost in
the process. Rather than see her daughter destroyed,
Minara used her powers over life and death to trans-
form Erandis into a lich. She had just enough energy
left to send her daughter to safety before a powerful
red dragan named Avothirax arrvived at the head of a
thousand ell warriors,

SOULS AND THE AFTERLIFE

Seekers maintain that blood itsell is the "soul” of life,
ccursingthrough the veins of sentient bcings like a ]iquid
god. In the mindset of most Vol cults, ereatures that
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know nothing of blood—construects,
planis, oozes, and the like—are thus
removed from true divinity. Vol
doctrine holds that blood truly is life,
and that without it, there is no real life
at all. Asa result, Seekers believe thal
blood holds the key to myriad door-
“"EIYS G'E PQ\\"C!‘ and u.'indorn‘ il’lcll.l(]—
ing the greatest passage of all: the
door to life eve!’!:wling.

The concept of the Di\'inn}'
Within is central to the Seekers’ view
of the soul and to any notion of
an afterlife. Th{e)- .'||)so||..1:£‘.1}-‘ believe in
Dolurrh, and a few of the most powerful
in the faith even claim to have been there
and returned to tell of its vast emptiness.
These grim testaments are often spoken in
cult sermons all across Khorvaire to further
embolden the Seekers’ drive to escape that gray
fate. The Blood of Vol maintains that the key to such
an escape lies in the Divinity Within. Those who look
outward for succor are destined for betrayal by the very
powers they revere, doomed to a soulless eternity. Only
by looking inward. and by drawing strength from the

The Symbohotthe Blood o bl -

Be.gpﬂ% ds lack of vrpanization, the BEhod of
Ut mamtems o -s‘«gmhzfzgx oonsidlent symbol

for de foith wortlvide. ey Lot oult S have
Seen or readd ohout used ot least a variation of the
same leon—a stylized dragon cbull resting alop
a fb{u&g red teardrop-shaged gem meant fo
symbolize the blood that is central to the belieft
of the fith.

“The r;i(;f:fffcw.’f.‘e of the skull te obedus
to anyone sven sl /r!a’y Lamilinr with the Blpod
of Lol Llkat ;ﬁz would z selstyled” Queen
of the Dead” use to eggrantize herself and her
#ith 7 [ S¢ would be suprising i ¢ religion of
death-oboessed necromancers did not fave o
sbudl o some sort in their \e.?mboéof;y./ Eut
wﬁy a a’mym‘ bl 7 Shpme of' iy ea/é;;qae&
have theorized that the faith olaims a far degper
connection to the varivus Caudte of the Dmyou
Eelow than mony realize. and Hhat thes symébol
i the proot. This aosertion makes (0Hle sense,
sinee such 2 blatant teferenee would nullfy eny
atfempt of éfa?:x; sald connestions. Mo, the
Fie must le elsewhers, Mfmfé 9 fave el fo
diseover what i could posoibly be.

Blood of Vol

Divinity Within, canasoul hope to find

its own afterlife: a beautiful creation

crafted to its particular nature and

character, and filled with an eternity
of happiness.

The high position of the undead
within the church might surprise
those outside the faith. Vampires,
liches, and mummies no longer have

blood or life. and so can never fully

bond to the Divinity Within, The

Seekers believe that the intelligent

undead have made this terrible sacri-
ficeto overcome mortality and to serve the

sect. Thus, they are revered and respected,
but lhey are also piti&d. for they can never
touch perfection. The undead are champi-

ons of the church, guiding the people of Vol to
their true destiny, but few who follow the faith
would make that terrible choice.

SERVANTS OF
THE BLoOD OF VoL

Unlike the cult's enemies in the Church of the Silver
Flame, the people of Vol are an exceedingly diverse lot

| who would be surprised to learn that they have anything at

all in common. The faith incorporates all the diversity of
the Sovereign Host, and is spread out just as far, but with
fewer members in its global congregation.

COMING TO THE FAITH

The most Eelling characteristic of the Blood of Vol is
the variety of ways in which its followers come to the
faith. Only a specific type of person actively seeks to
join a I‘c-ligion such as the Silver Flame, and bmng
brought up within the Church is ne guarantee of
continued faith. By contrast, almost anyone could
seek out a Vol cult. Despite the faith's broad-reaching
charter and the c]ecepﬁt)ll inherent in its ]1ier:n'chy.
one trait is common to every Seeker. regardless of race
or 1't‘gion—unshakabfr belief in the power of the self.
Any true student of Vol's mysteries is a devotee of the
Divinity Within, and whatever else a soul might be, so
long as it stands firm by this single ereed. it will always
be a Seeker at heart. This unifying belief not only lends
strength to the faith as a whaole, but fosters power and
versatility in its congregation.

BECOMING A PRIEST

The bulk of the faith's priests hail from the lay worship-
ers. Once their understanding of the Divinity Within
has progressed beyond a certain point, some Seekers
feel compelled to help others find the path and are sub-
.'{C'ql.lf_'“tly exalted to t]l(:' I‘(Jlf.‘I (J'I Pl‘l‘EST.A [I"I lhl’.!)r}'. ]Ul nl]lg
the priesthood takes nothing more than a clear under-
standing of its role in the journey of the individual, and
astrong desire to serve, In practice, of course, things play
out somewhat differently.

The global priesthood of the faith (such as it is) is
the mechanism by which the lich-queen Val influences
the lives of Seekers everywhere. Most worshipers have
no idea that Vol still exists. let alone the full extent



of her schemes and manipulations. A seeret circle of
advisors and functionaries known as the Crimson
Covenant acts as the "ruling body” of the faith—the
Blood of Vol equivalent of the Silver Flame's Diet of
Cardinals—despite the fact that many Seekers never
learn of its existence, nor of the extent of its impact on
their own lives.

Taking the cloth in the Blood of Vol does not nec-
essarily involve learning the truth about the Crimson
Covenant. Most would-be priests of Vol are carefully
investigated by Covenant agents before being exalted. In
order to maintain thisstructure, the high priest hasto be
"in the know.” Each cult of any size has a temple head who
isin direct communication with the Crimson Covenant
or is an aclive part of it (the latter is always the case with
the largest temples).

When a potential new priest appears, the local
temple head sends word to superiors in the Covenant.
While waiting for an official reply. the temple head
heglns to test the would-be priest on matters of faith—
spetiﬁca”\u L‘.nowl-‘:dge of the twin subjecls of life and
deat]’l. I]l’ RISU conducts a SIJeCia] Sﬂc‘f‘ament Uf BIU(JCI in
the petitioner's honor, secretly preserving the bload for
delivery to the Crimson Covenant. When the Covenant
finally does address the request, it has accumulated
::nuutrh information to pi'O\'ide a detailed recommen-
dation one way or the other. If all goes smoothly. the
lemple hcad 15 PETmlI[Ed to lﬂl—]u(." the pe[ltloncr into
the priesthood. Ifnot, . . .

The specifics vary from one group to the next,
il[1d some C.Lllts are cut Ufi (:I'Jl'lli'ﬂly {:I'Om thE C:U\"t'l'l.ilnl
(lhough the organizatiuu is dl.‘ling its best to corral the
mast imprjrtant Dnes). but most new priests g0 Lhr:_lugh
some period of probation akin to seminary study. Usu-
ally, probation lasts no longer than three years. and no
less than one year. During this time. the priest studies
intensely in matters of death. history. and spirituality.
An individual who displays a propensity for adept or
cleric magic receives additional education and training
in these areas. At the close of each year, the temple head
who frst sponsored the acolyte {or the present lemp|c
head. if a change has oceurred) submits another report
to the Crimson Covenant. Based on this report, as well
as on its own findings in the interim. the Covenant
decides either to let the priest in on the truth, or to
keep him ignorant for another year. f permission is not
granted to indoctrinate the priest into the truth of the
Covenant after the third year. that priest will never be
so indoctrinated.

P#

Tue Bioob of VoL

Lawful Evil

Those who follow the Blood of Vol seek immortal-
ity from within, and many do not know of or willing]y
support the secret ambitions of the cult's leader.

Portfolio: Undeath, immortality, blood, destiny,
obedience

Domains: Death, Deathboundi, Evil, Law,
Necromancer®.

Favored Weapon: Dagger.

M

HIERARCHY

Although it might seem disorganized in comparison to
certain faiths, the Blood of Vol is a formal hierarch}', as
rigorous as any other. The difference lies in the levels
of secrecy maintained, and in the flow of informa-
tion throughout every level of the faith. While many
are unaware of it, the reiigion maintains a number
of suborders and titles. the most pivotal of which are
as follows.

Vol, Queen of the Dead: At the top of the reli-
gion sits its progenilor and namesake, Erandis d'Vol.
From her place of seclusion in Illmarrow Castle,
perched on frozen Farlnen island in the far northern
reaches of the Lhazaar Principalities, the lich directs
the efforts of a vast network of priests, spies, catspaws,
and agents provocateurs. She is the supreme authority
of rhl: faith, and anyone lucky enough to communi-
cate with her dneuly is expected to follow her orders
to the letter, qu1cLly and without r.]ue:non, Like any
organization of willful (and usually evil) beings. the
faith sees its fair share of political backstabbing and
scheming, but Vol is chillingly efficient at maintain-
ing absolute layalty,

The Crimson Covenant: The lich-queen’s opera-
tions would be hampered substantially were it not for
herinner cirele of trusted functionaries. For centu-
ries. the Crimson Covenant has been the primary link
between Vol and the day-to-day operations of the faith
worldwide, The Covenant numbers thirteen, each of
whom iseither an intelligent undead or a mortal who has
managed to bypass the rigors of time (see the thief of life
prestige class on page 84). Each member hasan unre-
stricted line of communication to Vol herself (though
few dare abuse the pI‘i\'i]ege). and pro\‘ides rt‘:gu]ar
updates on the activities he or she oversees. Unlike other
tiers of the faith, those who sit on this council know the
identities of their fellow Covenant members, and the
entire body is protected by the mightiest magic at Vol's
disposal. Few could even hope to divine the existence
of the Covenant. let alone its makeup or the location of
individual members,

The Abactors: The Crimson Covenant maintainsa
network of Seckers known as abactors, Each is a temple
head. responsible for the operation of both a temple and
cult of substantial size. (The two groups are not muiu-
all}' exclusive, and a handful of those in the Crimson
Covenant are abactors themselves.) Abactors are, by
definition, Seekers who are cleries of the Blood of Val.
Their ability and trustworthiness sets them apart from
other priests. and they are inducted into the deepest
mysteries of the faith. In return, they coordinate the
induction of new cult members and oversee the col-
lection and shipping l}fpreser\ ed blood to Covenant-
chaosen areas.

The Order of the Emerald Claw: Not beneath so
murh as beside the network of abactors is Vol's para-
military arm in Karrnath and beyond, the Order of the
Emerald Claw. Ties to the Blood ol Vol are knoewn cmly
to the highest ranks of the Order. Given the Order's high
profile, especially in Karrnath, security is a top concern,
and even the most trusted unit commander typically
knows Onl_\' her immediate superior in the Covenant
(often by a false name or face). In this manner does Vol
protect herself and her secrets.
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The Clergy: The lowest rung on the ladder of faith
hicrarchyisthe general priesthood. Many in thistier are
ignorant of the truth of the religion’s makeup, even after
years of faithful service. The magically active clergy of
Vol includes a number of clerics but is primarily com-
posed ofadepts, with the remainder being necromancers
of various stripes. Clerics are inducted into the truth of
the faith more often than noncleric priests, due in part
to the depth of their connection to and underslanding
of the Divinit_y Within. Priests of Vol hail from all races
and walks of life, and were it not for common ritual and
symbology, they would fail to recognize one another on
a busy street.

DUTIES OF THE CLERGY

Every priest of Vol shares the same duty as every fol-
lower: Seek out the Divinity Within. Even those who
have a]read)' unlocked their own pot(‘ntial divinity.
becoming immortal in the process, are expected to
continue research in the mysteries of life, death, and
beyund (furthering the cause of the |ic|1—c[1_|.een Vol in
the prncess). All priests of Vol must obey reasonable
orders from their superiors in the [aith. For most, this
means executing the local temple head's commands
without question. For temple heads and others in the
know, it means following the orders of the Crimson
Coavenant to the letter.

The clergy of the Blood of Vol conduct ceremonies
and lead imporiﬂ nt rituals, just as priests of other faiths
do. In all but the most savage of cults, priests of Vol can
be found fulfilling mundane roles in the lives of their
fellow Seekers, offering counsel to the faithful, and even
taking confessions. While itisfar from common, a priest
might even host and witness the union of two Seekersin
the congregation, although the ceremony generally needs
to be repeated before a civil representative to be legally
binding (especially in Thrane).

There is no single, mandated holy symbol associ-
ated with the faith. While the Blood of Vol has a symbol,
which seesa great deal of usageasa ]w[y 5ymlml, it isnot
the holy symbol of every priest. Each is allowed (and
indeed, expected) to find a symbol that resonates with
him. and to keep it sacred. This unorthodox practice
not only reflects the faith's focus on the needs of the
individual. but also keeps its activities private. Along
the same lines, priests of Vol are not expected to donany
particular attire outside their temples. When conduct-
ing services, they wear garb of predominantly black and
red. Shaved heads are common. especiu”y insome cults,
but are not mandated.

Clerics of the Blood of Vol pursue and master spells
of the necromancy school, especially those dealing with
death orthe animation of the dead. A strong grasp of how
divine magic interacts with death and the soul is funda-
mental to understanding the Divinity Within. Those who
have the power to raise the dead, for example, are seen
as spiritually advanced, thus gaining greater status and
respect. Any Vol clerie ﬂapable of true resurrechion is deemed
particula‘rly blessed.

FALLEN PRIESTS

The procedure for removing a priest of the Blood of
Volis disturbingly uncomplicated. Asarule, something
grievous enough to warrant defrocking is encugh to

justify the priest’s death. Death before divinity is the
worst fate a Seeker can conceive, so execution is the only
suitable punishment for a betrayer. This harsh treat-
ment typically occurs only when a priest is discovered
to be actively serving the interests of a rival faith, most
often the Church of the Silver Flame. In the eyes of
many Seekers, particularly those who know the truth
about the faith, such punishment is "too good” for the
orlhc'nding traitor.

QUESTS

Ostensibly, most quests in the name of the faith are
intended to acquire something Seekers hope will provide
insight into the mysteries of life, death, and beyond.
Often a relic or scrap of data rom before the Last War,
such an item could also be a vision or even a living
bcing. [n practice, the majority D.{"qUESIS are little more
than dirty work, commissioned by the higher-ups in
the faith (often on behalf of the Crimson Covenant) to
advance the cause of the lich-queen. The faith's leaders
]'lﬂ\"(' nao L]U.illms abou{ d{’.ceiving thOEE “\-’hﬂ ]'li]\’f not }’EI
been brought into the fold, and indeed, service without
question determines whether one is likely everto be so
ill[] LIL'.[C‘d, ln [his cha l'(l‘ L'II.lEStS serve dOle]C (1'—1[}' as
tests of faith and loyalty. Those wha return successful
move one step closer to earning a valued place in the
Covenant. Those who do not have proven their inepti-
tude or cowardice (or both) and are treated accordingly.
Those wha fail to return at all were clearly never worthy
in the first place.

RITES AND RITUALS
OF THE BL.ooD OF Vor.

The Blood of Vol does not conduct rituals in the name
of a speciﬁr_‘ deity. as many other faiths do, nor does it
celebrate or revere the natural world. Yet ritual is no
less important to Seekers than it is to members of other
faiths. The difference lies in purpose. Seeker rites are
not intended to garner the favar of a deit)’ but must serve
a particular purpose, and that purpose must be not only
worthwhile, but vital.

PRAYERS

Followers of the Blood of Vol make little use of conven-
tional prayer, since no specific deity exists to entreat.,
Seckers of certain variant sects, especially those whose
\\fl.)l".‘ihip involves one or mare nallned dEiliES. U{‘tt:n p[‘a)’
to those deities, but usually only during rites of greater
import., Most Seekers only pray to themselves, often to
steel their souls for an upcoming challenge or event.
Such "prayers” consist of a quiet or even soundless recita-
tion, the most common l)eing “"Astheblood isthe power,

and the blood flows through me. the power 1s mine.”

MINOR RITES

The Blood of Vol as a whole maintains no minor rvites,
as any faith-wide practice is considered a major rite, by
definition. All localized practices and rituals are there-
fore considered minor rites, and these vary from cult to
cult. Most cults prefer to leave many minor rites to the
individual, as the pursuit of the understanding of the self
is of paramount importance in the faith, and therefore



they keep few (if any) such rites as a group. Other cults,
however, choose to focus on the communal identity of
the faith. and thus encourage all local Seekers to bein
attendance. These situations are more accurately seen as
examples of how the faith uses ritual to build the bonds
between members, rather than any indicator of the
importance of the ritual itself. In these circumstances,
minor rites can include things such as the celebration of
a fellow Seeker’s enlightenment (often represented in
game terms by advances in class level), the induction of a
new member into the cult, or, perhaps most com monly,
the communal meditation circles held regularly in most
Vol culrs.

MAJOR RITES

The Blood of Vol as a faith does not mark life events as
others do (although individual worshipers might). By
its very nature, it has little interest in what passes for
daily life among the civilized peoples of Kharvaire,
Weddings, for example. are of no mgnificance to most
Seekers. However, the faith is concerned with matters of
life, death, and beyond, so 1wo events of daily life hold
as much import for Seekers as they do for others: births
and deaths.

Unlike other faiths, the Blood of Vol ritually marks
the passage of life-giving or life-ending events even if
they occur outside the ranks of the faithful. The faith
is not indifferent to the births and deaths of Seekers
(these, too, are marked with ritual), but it also pays
attention to the lives of important figures regardless
of religion. This unusual habit puts Seckers in the
position of ritually venerating the birth or death of
complete strangers.

On rare accasions, a cult leader calls the local Seek-
ers together to mark a birth or death of an unknown or
otherwise unremarkable individual. Even so. no loyal
Seeker questions the decision. This rite happens maost
often with deaths but can also occur at births from time
to time. [he order to conduct the rite almost always
COMES S[l‘algh[ fl"(.l'l'l'l Tl'lf_' E:l'il]]5(711 C()\'I‘_‘l‘lilnl. ;lnd gven
local leaders are often mystified as to the significance
of the individual so honored. Most never realize their
leaders are acting on orders from above, of course.

Beyond this veneration of the twin passages into life
and death, the Blood of Vol has two "high helidays™ that

involve substantial ceremony. The first, the Sacrament of
Blood, isheld at irregular intervals throughout the course
of the year, and is the cornerstone ritual of the faith
entire. The second is held during Crya. the thirteenth
and "lost” month of the year.

The Sacrament of Blood: This is the most sacred
practice in the Blood of Vol. During the Sacrament, all
the local Seekers gather ina specially prepared chamber,
far from the eyes of prying outsiders. The cult leader
begins with a brief chant in Draconic, welcoming the
assembly as both individuals and parts of a collective
soul. After the chant, the leader moves in turn to each
participant, who ritua”)' cuts himself with a :;pt_-ciaI
daggerknown asa bloodfang. He then allows the Seeker
seated next to him to hold his hand while it drips blood
into the ritemaster's 1'ub_\' chalice. The ritual continues
inthismanner until every Seeker in attendance has given
of his own blood. Unknown to many who partake in the
ritual, the blood so collecied issiored in burrc.l'\-rr_;'pr.-:cri'mg
pine and shipped across Khorvaire for use in awide variety
of necromantic prartice:.

Revelations Day (Crya 13th): As the YEar grows
colder and fAnally dies, each Seeker examines whatever
spiritual progress he has (or has not) made in the pre-
ceding year, Revelations Day, also known as Ascension
Da}', offers every member of the faith the chance to
take backa PDrLiDn le\‘\'hill he hil.\' givc‘n [h'['()l.lghout ']19
year, and to reflect on the insighl.‘i 50 gaincd. During
the Revelations Day ritual, the ritemaster convenes the
assembled Seekers far a Sacrament of Blood. This time,
though, the ritemaster conducts a magical ceremony
over the filled chalice that simulta nunusly cleanses the
blood of impurities while concentrating the life ener-
gies inherent within the precious liquid. (Soc:‘ct]l\“ itis
often mystically altered in other ways, depending on the
ritemaster'’s orders.) When this ceremony is complcle,
the ritemaster passes the chalice around once more,
with each Seeker ﬂl‘inking from it in turn, 1.1!-'-ing back
no more than he had put in. This ingestion always
results in a mind-altering episode whose duration and
intensity varies with the individual, and to a lesser
extent, the amount consumed. These "bload trips”
offer faithful souls the chance to visualize the truths
that lie within not only their own bleed, but within that

of their fellow Seekers.

F——#

TRAFFICKING IN BLOOD

The precious fluid so carefully collected at the Sacra-
ments of Blood would go to waste, had not the church
devised a means of preserving and transporting it for
later use. The priestsand artificers of the Crimson Cov-
enant created the barrel of preserving pine, a cheap but effective
tool (see below).

BARREL OF PRESERVING PINE

This enchanted barrel perfectly preserves any liquid
stored within.

Description: The barrel prevents contamina-
tion, fermentation, evaporation, and coagulation. It

does not, however, purify any liquids that are already
contaminated when placed within. The Blood of Vol
sells these items (always through commercial prox-
ies) to various private businesses; they are popular
among innkeepers, who use them to preserve various
exotic beverages.

Aura/Caster Level: Faint transmutation. CL 1st.

Construction: Cralt Wondrous Item, purify food
and drink.

Weight: 30 Ib.

Price: 500 Ep-
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THE CALENDAR

The Blood of Vol has been around since long before the
formation of Galifar, and thus does not use the standard
calendarto mark either religious observances or the pas-
sage of time. The faith follows the oldest active calendar
on Eberron, called the Qabalrin Wheel. Named after
the elf civilization that developed it on Xen'drik millen-
nia ago, it was the only calendar of record for much of
Eberron's early history, Like its modern counterpart the
Qabalrin Wheel is divided into months that correspond
to the moons of Eberron, but unlike the Galifar calen-
dar, it still recognizes the thirteenth moon (believed
lost to the cosmos when the giants sealed off the plane of
Xoriat so many centuries ago). The Wheel has thirteen
months rather than the standard twelve. with the last—
Crya. associated with the lost Mark of Death—coming
after Vult and before Zarantyr on the Galifar calendar.
Thisrendersthe Qalmll‘in Wheel year one month long(‘l‘
than the Galifar year.

The Blood of Vol |iluz'gic&l calendar reckons time
from the year when the House of Vol was hetrayed, forcing
its last scion into an eternity of undeath. To Seekersinthe
know,. 998 YK :;orrf.-spa'mds to 2398 FH (the 2398th vear
since the Fall of the House). Many Seekers do not use this
convention, of course, and even those who do still usethe
Galifar calendar for dt:n]ingb outside the faith.

THE BLooD oFf VoL
IN EVERYDAY LIFE

Unlike the Sovereign Host or Church of the Silver
Flame, the Blood of Vol has neither a region where the
faith is dominant (at least, not outwar‘d|y) nora nation
to call its own. Worship is strong all over Khorvaire,
particularly in Karrnath and Droaam, but even where
practice of the religion occurs openly, no dominance
can be claimed.

THE PEOPLE OF
THE BLOOD OF VOL

Members of the monstrous races (pm‘lic‘ularI)' gobli-
noids, gnolls, and minotaurs) are often born into the
faith, while other humanoids (r_':pecia“}' humans and
half-ores) t}'plcaily come 1o it later in life. In all burthe
most savage Seeker communities, forcible conversion
is seen as senseless, and worse vet, a waste of rime and
resources. People too ignorant to see the truth should
be left to their own devices (until theyare needed). Even
when Seekers capture someone outside the faith, Lhey
almast never give the nonbeliever the "convert or die”
ultimatum. Examples of captured souls asking to join
the faith do exist, but Seekers demand that individu-
als come to them. The gruwth of the spirit is a]ways a
personal mauter, left entirely to the individual (though
half-hearted souls m ighl become community sacrifices
in some areas).

THE BLOOD OF VOL.
AND GOVERNMENT

Although many Seekers are unaware of it, their faith is
one of the most politically active on Eberron. In itsupper

echelons, the Blood of Vol is a force for political and
social change that uses its congregation as a worldwide
masquerade for its true agenda.

The Blood of Vol is invelved to some extent in
every major government on Khorvaire. The faith is
best known for its connections to Karrnath, where it is
responsible for, among other things, turning the tide
of the Last War and begetting the recently outlawed
Order of the Emerald Claw. With the reemergence
of Kaius [ (now a va mpire, thanks to Vol herself) in
the guise of Kaius I11, the faith has mer with setbacks.
Still, it is stronger and more influential in Karrnath
than in most other areas. And if the l‘ecently converted
Shirind'Deneith succeeds in his bid to take over House
Deneith, the tide could turn in favor of the Blood of
Vel once more.

The faith is almost as active in the neighboring
state of Aundair, though its presence is not nearly
as open or acueplcd_ The L‘;lpit;l| at Fairhaven is the
hcadquarters of the Cult of Life, the single largest
order within the Blood of Vol, which serves as the
Aundairian equivalent of the Ovder of the Emerald
Claw (though without the public persona). Vol is much
more careful about her aperationsin Aundair, forthe
region isimportant to her future plans. Her operatives
have thus far managed to keep a low profile, despite
having made substantial inroads in the Aundairian
polilica] system.,

Seekers are influential in both Breland and the
Lhazaar Principalities, each ol which houses one of
the most important temples of Vol worldwide (the Wid-
ening Gyre in Xandrar, Breland, and [Hlmarrow Castle
in the far north). Vol's efforts are much more hands-off
inthe Principalities, due to the region's political system
and her desire to deflect attention, but in Breland.
the Crimson Covenant is waging an all-out campaign
to wrest power and influence from the locals. Some
Seekers believe Breland will be the site of the faith's
greatest struggle.

THE BLOOD OF VOL

AND OTHER FAITHS

L.ike the Church of the Silver Flame, the Blood of Vol
believes that all other faiths are wrong. The typical
Seeker believes in no divinity beyond that which runs
through his own veins, and vehemently decries mindless
warship until (and often beyond) his last breath. The
Blood of Vol holds most other religions in contempt: No
sane soul would choose to give up self-determination,
the greatest gift of existence. Yet every other major reli-
gion on Eberron PIIH:I.‘N the fates of its members in the
hands of outside forces, whether gods, angels, demons,
or nature itself. F‘{-r}mps the only tenet that Seckers
share with members of other faithsisthatasoul's actions
in life determine its {inal reward. Still, where others
believe that actions are tallied and judged by those they
worship, cultists of Vol hold that an individual's actions
ATE tI]E O'I'll)‘ \\"E)' {‘CiI' l}'l.(' .N!'Jl.ll Ly L‘HCHPL’ Dulurrh. fOl‘ Il'].Eil‘

own sake.

Specific Attitudes
Individual members of the cult of Vol have differing
attitudes on other religions‘ often based solely on their



individual experiences with said faiths, but the "party
line" is roughly as follows.

The Silver Flame: Empty-headed zealots of the
worst order. The hest lesson one can learn from the so-
called Purified is how destructive faith can be when it
is left to another to dictate, The only pure thing about
these soulless sheep is the self-righteous condescension
they harbor for us.

" The Sovereign Host: A faith that could almost be
considered quaint, were it not so pervasive. [tisa terrible
pity that so many are content to eke out miserable lives
in the honor of "gods” who have clearly forsaken them. 1
leave them to their misery . . . and to Dolurrh.

The Dark Six: Vassals of the Six suffer from the
same disease of the soul that affects those of the Host.
but at least they are more honest about it (followers of
the Keeper in particular). If nothing else, they make
valuable if untrustworthy allies against the more zealous
of the Silver Flame.

Druid Sects: Some claim that these nature-worshipers
are our greatest enemies. In truth., we are more alike
than different. We both venerate nature. Theylook to the
natural world bc}'ond us, and in that are misdirected. lt
is the nature within us all—blood—that deserves the
gl'Ea[ESI TEVETENLe,

Other Faiths: Simpletons. | can respect power and
can understandwhy some might want to be in lﬁ'aguc with
mighty beings. But to offer one’s soul to such beings—to
lay all hope for divinity at another's feet—is beyond
pathetic. Even the druids are worthy of more respect.

THE BLOOD OF VOL.
IN THE LAST WAR

Many individual Seekers tried to make the most of the
"opportunity” that was the Last War. Some used the chaos
as cover for aperations to ferret out relics or secrets whose
existence or access had been forbidden during peace-
time. A few were successful; many others fell alongside
those who fought in the war. The bulk of the Crimson
CO\'énan['s resources irl Ihl’.‘ ]__ast \\"ar. hl:l\\'{?\"e‘.l.', WEre tled
upin the lin:h—queen's efforis to secure Karrnath's power
E.Tld \\'EﬂlthA

Onee the Last War had begun in earnest, Vol
directed elders of her priesthood 1o approach King
Kaius [ with an offer. The Blood of Vol. influential in
the region for some time, ])!edgucl full support to Kaius
and to Karrnath in exchange for a few "small consider-
ations.” [ he timing, of course, was perfect. Cyre and
Thrane WEre On [hﬂ move, Each c:\gc‘r to Claim Karrnat]‘l
forits own, and Kaius's diplomiltic relations with what
few allies remained had never been worse. Were it not
for Vol's aid, Karrnath would have fallen during the
Last War.

The Blood of Vol provided two primary sources
of aid, which mark Karrnath to this day. They created
undead to bolster and rep]:!cc Karrnath's li\’ing troops,
stemming the tide of Thrane's advance. Combined with
the elite corps known as the Order of the Emerald Claw,
also provided by the Blood of Vol. Karrnath gained
ground against not only Thrane, but Aundair, Breland,
ﬂnd C}'re as “EII

Vol herself came before the king of Karrnath to
claim her due. First, she demanded that her cult be

allowed to establish temples and bases in his kingdom.
Second, she required Kaius to undergo the Sacrament
of Blood. Kaius had heard of the ritual and knew it was
harmless to participants, so he agreed, Vol deceived him,
however, and used the ritual to turn Kaius into her own
personal thrall as a vampire. However, Kaiug refused to
bow. and Vol triggered his bloodlust in response. caus-
ing him to murder his own wife. Ever since his return as
Kaius 11 (posing as his own grandson), he has worked
ceaselessly to remove Vol's influence from his land,

first and Foremost by ocutlawing of the Order of the

Emerald Claw.

TEMPLES AND SHRINES
OF THE BLoOOD oOF Vor.

The Blood of Vol is flexible about what structures can
serve as shrines. Once again, individuality is respected.
Seekers keep their faith in their own ways, and the reli-
gion mandates no adherence to any partic ular size. style,
or construction of a shrine. It must contain an altar of
some kind. along with a means for collecting ritually
shed blood neatly and without undue waste. Any room
can serve this purpose, so long as it is prepared with
thE PI'CIPEI' care and reverence. &'[OSE SI'I rinesare prlvale
affzirs and usually small, since proper temples serve the
needs of larger groups.

True temples are almost as varied as shrines but
share more features. They are built of stone, natural or
worked; the type is immaterial. Some are elabor ate, using
state-of-the-art engineering and magical techniques,
incorporating multiple wings and vast, vaulted cham-
bers. Othersare simple. one-room cubes of severe look
and design, and a few are converted natural caverns. As
with smaller shrines. the only requisite detail is an altar
(preferably in its own room). Even the altar itself need
not have any specific shape or design. In some temples,
it is located against the far wall of the altar room; in
others, on the floor in the dead center of the room; in
still others, it is elevated and placed 1o one side. Every
temple of any means also maintains a system to collect
and preserve blood in the altar room. This can be a
permanent magical effect, in the case of the largest and
wezlthiest temples, or simply a pattern of grooves in the
floor of the chamber, where spi“ed blood can poo] ina
specified collection place.

Candles, braziers, and other sources of fire are
common, and a temple usually maintains at least one
flame for each member of the local cult. These soul-
flames are kept alight, burning bright and red, whenever
thetemple isin use. They symbaolize the sacred fire flow-
ing through all sentient life. When a cultist unlocks the
secret to divinity—hy no ]onger aging or |'J)' bt‘coming
undead—that flame is extinguished, but the candle or
brazier remains. [fa Seeker dies before ma king sufficient
spiritual progress, that flame is treated with chemicals
that make it burn a different color—most often hlack,
but some temples use silver when a Seeker is murdered
by a Silver Flame zealot—for three full days and nights.
After this time, the light is extinguished and the source
of the flame destroycd.

Priests of the Blood of Vol seek out manifest zones
of Mabar, the p|ane of Endless :\'ight. to build shrines
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and temples. When the plane is coterminous with
Eberron, it enhances the power of magic sacred ta the
faith, but this happens only onee every live years, and
for just three nights, Unknown to even most Seekers,
the Crimson Covenant aggressively searches for such
zones, and has built numerous new temples since the
end of the Last War. Rumor tells of a massive ritual ta
be conducted during the three nights when next Mabar
is coterminous, but none can say what such an ambitious
rite is to accomplish.

The largest and most famous of all Vol's temples
isthe Crimson Monastery in Atur, the City of Night,
in Karrnath. Like the Cathedral of the Silver Tlame,
the monastery is fortresslike in design and defensibil-
ity. Unlike its counterpart in Flamekeep, it presents
a far more humble exterior. The local high priest, an
abactor of the Covenant named Malevanor (LE male
mummy cleric 9), uses his temple’s innocuous reputa-
tion to hide in plain sight amid the turbulent politi-
cal climate of postwar Karrnath. Malevanor rarely
leaves his inner chambers and when he does, he goes
hea\'i}}’ cloaked.

Khorvaire boasts two other notable temples. The
first is [llmarrow Castle, the home of Vol herseld, in
northern Lhazaar. The second is the Widening Gyre,
asubterranean complex hidden beneath the streets of
Xandrar, on the northwestern outskirts of Breland,
From this underground temple (which is concealed by
magic, as well as by natural rock), a Covenant abactor
named Baszilio (LE male vampire [human] rogue 2/nec-
romancer b/cleric 3) runs not only local affairs, butalso
a corridor of communication and trade with Covenant
agents in Karrnath. According to rumor, Baszilio was
in life a cousin to Shirin d'Deneith, Lord Commander
of the Blademarks, and has been aiding the ambitious
dragonmark heir in his plan to wrest control of House
Deneith away from Breven d'Deneith, the current baron
of the house.

CULT OF LIFE SAFE HOUSE

Those who take on the thief of life prestige class operate
in the greatest secrecy, and they need safe places to prac-
tice their arts. Such locals are often found in the grandest
cities. This safe house in Karrlakion, Karrnath, belcmgs
to Randall Aleazar d'Deneith, a minor noble who has
cultivated a ]}ub].lc imug(‘ of refinement and intense pri-
vacy. In fact, heisa vampire, a member of the Crimson
Cn\enanl and a friend to the Cult of Life.

Ground Floor: This area includes the more frequ{’.rlied
sections of the house.

1. Courtyard. The house proper is reached through
a walled courtyard, open to the sky. The superior
masonry, 12-foot high walls contain two tinkling foun-
tains and tasteful marble statues. Marble stepping stones
extend to the house's double daors while a balcony over-
looks the area.

2. Foyer. This grand hall features a mosaic floor of
abstract patterns and a massive stone stairway dominat-
ing the far end. Numerous doors open into the main
living areas, while a side passage ends in a hidden vault
(area 9).

3. Closet. A walk-in closet has space to hold coats
for dozens of guests or occupants.

4. Pantry, Behind the main staircase is the pantry,
with an indoor privy adjacent. A cunningly worked panel
(Search DC 12) assures privacy.

5. Kitchen. This is a large and functional kitchen,
although it contains no staff, Users of the safe house must
prepare their own food.

6. Dining Hall. To keep up appearances, Randall
occasionally hostsa formal dinner in here. His guests are
usually fellow cultists. Sometimes he has a real gathering
of other nobility, who have no idea what lies behind the
other doors. Even so, this area is rarely used.

7. Living Room. Guests of the safe house relax
here. It contains comfortable stuffed furniture, and
shelves filled with the sort of books expected in a
noble's library.

8. Lower Bedroom. A couple of cultists (human
rogue 5/thief of life 2) rest here en route to an assign-—
ment for the Crimson Covenant. Should trouble arice,
they attempt to escape through the large windows
(whose heavy curtains are always drawn) rather than
start a ﬁght.

9. Vault. Guests of the safe house can store their
valuables in this room. These include weapons and
combat magic.

Upper Floor: These rooms hide the mansion’s deepest
secrets.

10. Closets. Two ordinary-looking closets hold
linens and toiletry items. Between them isa hidden room
(Search DG 18) for stoving barrels of preserving pine until the
blood ean he shippcd oulL.

11, Shrine to Vol. This small shrine serves for
prayers and Sacraments of Blood. A marble altar is
surmounted with the emblem of the Blood of Vol, and
contains a basin for blood collected during rituals. A
bloodfang ritual dagger hangs above the basin. Ahidden
panel beside the altar (Search DC 18) affords an escape
route should the house be attacked.

12. Prisoner Cells. Being a vampire, Randall
requires a reliable supply of blood. In a pinch, he can
avail himself of a barrel of preserving pine, but he prefers his
meals fresh., This rocom has shackles on the floor that
hold human commoners (usually vagrants or would-be
burglars) until needed. A permanent silence spell ensures
no untoward disturbances.

13. Upper Bedroom. This guest chamber is cur-
rently occupied by Ganzar Ulbann (male dwarf rogue
4/cleric 3), who serves as the priest for ceremonies to
Vol. This room also hasa hidden emergency escape route
(Search DC 18).

14. Gallery. Randall’s personal treasure is siored
in this room. He is an art collector and keeps his
most precious acquisitions lacked up. The door has a
]1lﬂEtE]'Wol'k lUCk. al'ld an ﬂfl”'l’n 5}](:]] ale]‘!s l}'lE" \-'ampil'(:'
to intruders,

15. Randall's Chamber. Randall (male vampire
l'iumﬂ'n rOg‘ue 7) I'IZIS }lis Pf.'rﬁonai qllﬂr{ers }'lere. ThE)
are CDmPll‘_ler win[llef_‘ss 1.11..11 D]JLL]E]‘[[]}' furniﬁhed.
His coffin is piled with velvet cushions and occupies the
center of the room. Bookshelves contain rare volumes
and delicate art Dbjet‘ts. A rich carpet covers the floor,
and an elegant writing desk of exotic Xen'drik woods
occuplies one corner, Onthe desk isa tn'\mfbaﬂmrh reh’parh
for communicating with the Crimson Covenant.
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VARIANT SECTS

The Blood of Vol draws Seekers of many dilfering ori-
gins and behaviors. Notall are equally committed to (or
indeed, aware of) the Crimson Covenant or Vol herself.
The spread of her philosophy has grown [ar beyond Vol's
ability to oversee directly, and she watches with interest
as it grows and changes with each new Seeker who comes
to the faith.

The Cult of Life: Despite its benevolent name,
this subsect of the Blood of Vol is filled with some of
the most dangerous Seekersin the world. [ts members
are known as "thieves of life,” and for gm_:d rEAsON:
The entire purpose of the cult is the pursuit of
immortality, paid for with other living souls. Those
at the hlghcst levels of the cult are fully aware of their
organization’s connection to Vol and often take orders
directly from the Crimson Covenant. Neophyte mem-
bers are kept ignorant of these truths until they have
earned their p]ace.

The Hornblade Clan: This confederation of ores
and goblinoids has grown from a small tribe into the
single largest community of Seekers on Khorvaire
in the time since the end of the Last War, Before the
war, the Hornblades were a large orc tribe in western
Khorvaire, but they were decimated by infighting with
druid cousins who felt they had lost their spiritual
way. The clan’s purpose was renewed by the returnofa
half-breed exile by the name of Janilya. After besting
the former chieftain in mortal combat, she united the
clan under the banner of Vol and made clear her vision
for the future: The Hornblades would allow Seekers of
other races to join the tribe, if their beliel was strong
anough, Since then, the clan's ranks have swelled with
new arrivals (mostly goblins and other orcs) who come
to hear the word of their new prophet, to be a part
of her vision of unity, and in the case of those found
unworthy, to become ritual sacrifices for the good of
the community.

The Keepers of Blood: Few cults have caused so
large a rift in their parvent faiths as have the Keepers.
Some Seekers welcome them, while others view them as
heretics of the worst order. The Keepers of Blood revere
both the principles of Vol and the Dark Six god known
as the Keeper. Most cultists do not actually believe in
the Keeperasan entity but revere his alleged portfolio.
Only by recognizing and revering both primordial
aspects can they be assured of divinity or life everlasting.
In many ways, they are the mos: conservative sect ol the
Blood of Vol.

Order of the Emerald Claw: Not so much a sect
asa paramilita:'}' branch of the faith, the Ovder of the
Emerald Claw does the will of Vol herself. Agents ofthe
Order operate not on||\' in their home state of Karrnath
b'Ll(. a—ll dCTOSS ]":}'IGI'\-'Hi]'E. \'\‘]'I.ﬁI'E thE}' Cal’l'}‘ oulL l.}'IE Dl'dE]'S
of the Crimson Covenant. Some of the rank and hle
in the Order are unaware of their organization’s ties
to the lich-queen, truly believing themselves to be the
ostracized Kavrnathi loyalists they portray to the outside
world. Those in charge of cells or operations are faithful
Seekers, doing work they believe isessential to furthering
the Blood of Vol, and lhey would gladl_\' die before spill—
ing their secrets.

PRESTIGE CLASSES

The Seekers of Vol are astrange lot in the eyes of most god-
fearing citizens of Khorvaire. Presented here is a Blood
of Vol prestige class that, if commonly known. would add
the term sinister to that notoriety. The entropomancer
(appearing in Complete Divine) is another prestige class
appropriate to this faith.

THIEF OF LIFE

"Blood is life, and for me fo know life everlasting, T must know the blood
H?r'a.rﬂur(.'_\' wi.hrn'n__}'uur veins.”
—Janilya Hornblade the Fearless. disciple of Vol

Every Seeker is fascinated by the twin mysteries of death
and divinity. Not every believer seeks in the same ways,
however. Some engage in exhaustive academic research,
looking to uncover secrets hidden in long-forgotten lore.
Others conduct experiments on both the living and the
dead, huping to discover ¢ means to unite the two, Then
there are those who seek to I‘iI_‘I the secrets of life and death
from the very souls of the living. These few Seekers are
known as thieves of life. Like other Seekers, they long to
understand the interplay between blood. death, and divin-
ity; unlike their compatriots, they seek to harness personal
power from that understanding, to startling and often
gruesome effect. When the prize is immortality. there is
precious little a thief of life will not do to grasp it.

BECOMING A THIEF OF LIFE

Almost all thieves of life begin as common rogues with an
uncommon thirst for knowledge and experience, often
leading them to multiclass. Some of the most accom-
plished thieves of life are rogue/clerics, although more
martial-minded thieves of life might be rogue/barbar-
tans or rogue/rangers. Nearly every ability score is useful
to a thief of life: Strength, Dexterity, and Constitution
are vital to her martial success; Dexterity and Intelli-
gence Lo her skills; Wisdom and Charisma both influence
a thief's standing within her cult, as well as a number of
her skills and abilities.

ENTRY REQUIREMENTS

Skills: Heal 4 ranks, Knowledge (arcana) 4 ranks, Knowl-
edge (religion) 2 ranks.

Special: Any nongeod alignment, humanoid or monstrous
humanoid, must be a member of the Blood of Vol, sneak
attack +2d6.

CLASS FEATURES

As you advance in the thief of life class. you combine
some familiar rogue talents with a host of strange new
abilities. Many of your abilities apply only to living crea-
tures, which limits your capabilities against constructs
and undead, though you are resistant to many special
attacks favored by undead.

Lifesense (Ex): You first learn how to recognize the
ebb and flow of life energy. You can sense the location of
living creatures within 5 feet (as if you had blindsense), and
can also determine the condition of creatures near death
within this range (as if‘yuu were usi‘ng the deathivatch ,-:pe]]).



TABLE 4—1: THE THIEF OF LIFE HIT DIE: D6

Base

Attack Fort Ref Will

Level Bonus Save Save Save Special

Ist +0 +2 +2 +0  Lifesense (5 ft.)

2nd +1 +3 3 +0 Sneak attack +1d6

3rd +2 +3 +3 £] Lifesense (10 ft.)

4:th -3 4 w4 +1 Borrow vigor

5th +3 +4 +4 +] Immunity to fear,
lifesense (15 ft.)

bth -4 +5 +5 +2  Sneak attack +2d6

7th +5 45 +b +2  lmmunity to energy
drain, lifesense
(20 ft.)

8th -6 +6 -G <2 Steal vitality

9th +b +6 +6 +3 Immunityto death
effects, lifesense
(25 ft.)

10th -7 =7 -7 -3 Sneak attack +3d6,

steal immortality

Class Skills (6 + Int modifier per level): Balance, Bluff,
Climb, Concentration, Craft, Decipher Seript, Diplo-
macy, Disable Device, Disguise. Escape Artist. Gather
Information, Heal, Hide, Knowledye (a reana), Knowledge
(religion), Listen, Mave Silently, Open Lock, Profession,
Search, Sense Motive, Sleight of Hand. Spot. Tumble, Use
Magic Device, Use Rope.

Ateach odd-numbered level, the range of this ability
expands by 5 feer,

Sneak Attack (Ex): Beginningat 2nd level. you deal
extra damage when you are flanking an opponent or at
any time when the target would be denied its Dexterity
bonus. This extra damage applies to ranged attacks only
ifthe target is within 30 feet. See the rogue class feature,
PH 50). The amount of extra damage dealt is 1d6 at Ind
level, and it increases by 1d6 for every four thief of life
levels thereafter (a1 6th and 10th).

Borruw Vigor (Su): Once you reach 4th level, you
can keep a portion of the life-force of fallen foes far
yourself. Anytime you reduce a living creature to —1 or
fewer hp with a sneak attack. you gain temporary hit points
equal to the creature’s HD. These hit points last for a
maximum of | hour, and multiple quantities of temporary
hit points gained from this ability do not stack.

If you have an essentia pool, you also gain | tem-
porary essentia point, which you can immediately
invest in any essentia rcct‘placlc {even incarnum feats).
This essentia lasts for | hour; multiple uses of this
ability do not stack. (See Magic of Incarnum for rules on
using essentia,)

Immunity to Fear (Ex): By 5th level, your repeated
exposure to death itself renders you incapable of feeling
the emotion that so terrifies lesser mortals. You gain
immunity to fear effects.

Immunity te E.nergy Drain (Ex): At 7th level, you
gain immunity to energy drain effects.

Steal Vitality (Su): Starting at 8th level. you can
steal the life energy of a dying creature to use as your own.
Whenever you reduce a living creature to =10 or fewer hit
points with a sneak attack, you draw all remaining vital-
ity from its body as the creature’s soul departs. The body

Janilya the Fearless,
a thief of life

shrivelsswiftlytoa
husk. everydrop of
bBlood within drying
up in an instant.
You gain immu-
nity to fatigue,
exhaustion, and
sleep effects for
a number‘ Of
hours equal to the crea-
ture’s HD. Multiple uses
of this abil'nydo not stack
(use only the longer
duration).

Immunity to
Death Effects (Ex):
At 9th level,
immunity to death effects.

Steal Immortality (Su): At 10th level, you can take
advantage of a dying creature 1o (briefly) cheat death
itself. Thisisthe pinnaclr of achievement fora dlscip]e

you gain

of Vol. Whenever you reduce a living creature to —10
or fewer hit points with a sneak attack. in addition to
stealing its life energy (see Steal Vitality, above) you
devour a small portion of its soul. The slain creature’s
HD must equal or exceed your own for this power to
take effect. This has no further ill effect on the slain
creature, but vou become effectively immortal for the
next year: Your body does not age (delaying the onset of
abili[_v score penallies due to age, but not mental abil-
ity score improvements), and you need not eat or sleep
(t!‘-.or_igh rest mu_—__rht still be l'(-(tuirrd to regain spe”.s and
similar abilities).

[fyou have an essentia pool, you also gain temporary
essentia points equal 1o ane-halfl the slain ereature’s
HD, which you can immediately invest in any essentia
receptacle (even incarnum feats). This essentia lasts for 1
hour: multiple uses of this ability do not stack. (See Magic
of lncarnum for rules on using essentia,)

Unlike with the steal vitality feature, any creature
slain by this attack cannot be brought back to life except
by means of a miracle, true resurrection, wish. or similar magic.
Furthermore, you become instantly aware of any creature
slain by you in this way returning to life (though you
don't necessarily knowwhere the resurrection occurs).
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- PLAYING A THIEF OF LIFE

You might or might not be devoted to (or even aware of)
the lich-queen Vol, but'you are undoubtedly commit-
- ted to stealing the secret of life everlasting for yourself.
You have trained and studied for this opportunity, and
you let nothing stand in your way. You might have goals
outside this, and even beyond those of the Blood of Vol,
but enlightened self-interest is the order of the day for
a thief of life. Other people fit into one of two broad
categories: fellows driven to seek immortality or pawns
to further your own pursuit of it.

Combat

Youare a dangerous foe in combat, especially with sur-
prise on your side. Even at low levels, you have a poient
sneak attack, and since many thief of life class features
play off the sneak attack, it is your most effective combat
tool. Your lifesense ability allows you to fight more
effectively in the dark, so maneuvering melees into such
situations can play to your strengths. Regardless of
the lighting conditions, getting yourself into flanking
position is a combat must.

At higher levels, you become increasingly able to
resist harmful effects wielded by your enemies, from fear
and energy drain to sleep and even death effects. At the
culmination of your path, you gain the ability to extend
your life essentially indefinitely—as long as a supply of
helpless prey exists.

Advancement

The thief of life is a demanding career path. It requires
knowledge and skills outside the ordinary for the
common rogue, and some hopefuls lack the patience to
realize their dreams. Thankfully, you do not seek alone.
The largest collection of thieves of life on Eberron forms
a cabal known as the Cult of Life, a subsect of the Blood
of Vol. The euphemistic name deflects fear and suspicion
from the cult’s morally questionable activities. In the
darkened halls of cult gatherings, master thieves of life
train, educate, and test new Seekers.

You can pursue whatever avenues of study work best
for you, but the Cult of Life values breadth of experierce.
A neophyte thief of life with something new or different
to offer receives more favor from cult superiors than less
interesting peers. Once you are able to arrest your own
aging process, you become a mentor to neophyte thieves
and take your place among the elite of the Cult of Life.
Few below this exalted rank are inducted into the true
nature of the Blood of Vol. When your path culminaztes
in the transformation to undead. you enter the true
inner circle of the Cult of Life, answering 1o none bui
Vol herself,

Resources

Asanactive member of the Cult of Life, you can expect
to receive aid from your colleagues—on occasion. As
with a proper thieves’ guild, individual members are
only as valuable as the risk they pose to the group, and
should you get yourselfl into more trouble than you are
worth. the cult has no qualms about cutting you loose.
The largest concentration of cult activity is in the
Aundairian capital of Fairhaven. This outfit is led by
one of the Cult of Life's founding members, a man by

5/monk 3/thief of life 10), formerly of House Medani.
Thieves of life in Fairhaven who follow d'Medani’s
edictsto the letter benefit from his considerable power
and influence.

THIEVES OF [IFE IN THE WORLD

“These thieves are but rumor, to the best of my knowledge. They had
better be. . ..”
—Bedesto the Gauntlet, dwarf paladin of Dol Dorn

Some of Vol’s greatest servitors are thieves of life. Many
have insinuated themselves into positions of power and
authority across Khorvaire, either at her direct request
or by way of their superiors in the Cult of Life or the
Order of the Emerald Claw. Above all, thieves of life
are careful to avoid implicating themselves in their
superiors’ activities—they would sooner take the fall for
something unrelated than relinquish the secret of their
lellowship. As a result, most leave false clues implicating
other figures or groups.

Notables

Because their mandate is secret, few cult members
achieve name recognition (at least not for being thieves of
life). Within the Cult of Life, however, some figures have
reached near-legendary status and serve as inspirations
to those still advancing. In addition to Torven d'Medani,
perhaps the most renowned thief of life ever to exist. the
infamous include Sle’en the Ageless. a changeling prod-
igy raised from birth within the cult; Tzora the Black,
an elf assassin famed for her betrayal of and subsequent
flight from Aerenal; and the half-orc chieftain Janilya
[Hornblade, an outcast who returned to her clan not only
as conqueror, but as the prophet who would eventually
convert the entire clan to the Blood of Vol.

Organization

Maost thieves of life are not aware of the true extent and
goals of their organization. At the lowest level are those
who find their own way onto this path. Such individuals
typically serve neither goals nor interests beyond their
own, and are typically neutral evil in alignment. Those
thieves who are materially involved with active cults of Vol
can be of any alignment (though lawful evil is common
where the cult operates openly). They might or might
not be aware of the religion’s overarching connections,
depending on their value to and involvement with the
Crimson Covenant. The most powerful thieves of life
knowingly serve Vol, the Covenant. and their interests.
This includes almost everyone of 7th level or higher who
isa member of the Cult of Life. Once athief reaches this
level of ability, she is bestowed the added title "dauntless”
and is typically inducted into some truths of the Cult’s
activities by her local superior. On reaching 10th level of
the class, she achieves the exalted rank of "ageless.” For
example, the head of cult affairs in Fairhaven is known
as Torven the Ageless.

NPC Reactions

Many folk are familiar with the Blood of Vol. but few
know of the thieves of life. Specific reactions depend on
the individual cultist, many of whom specialize in dis-
sembling or otherwise putting strangers at ease. An NPC

f‘ who is aware of the cultist’s ties to the Blood of Vol reacts

\ the name of Torven d'Medani (LE male human rogue
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according to the prevailing attitude toward the sect. Wor-
shipers of the Silver Flame, for example, would consider
them part of a misguided and illegal religion, whether
or not they have any specific knowledge about that indi-
vidual cultist. Those who glimpse the thief of life's class
abilities in action are likely to react with extreme fear,
distrust, or both.

THIEF OF LIFE LORE

Characters with ranks in Knowledge (religion) or
bardic knowledge can research thieves of life to learn
more about them. When a character makes a success-
ful skill check or bardic knowledge check. read or
paraphrase the following, including the information
from lower DCs.

DC 10: A particular type of roguish operative com-
bines special powers with a focus on stealth. The name
thief of life is whispered in the dark.

DC 15: Forming a subcult of the Blood of Vol,
thieves of life are both feared and renowned for their
ability to bolster their own health by stealing life energy
from their victims.

DC 20: The most powerful thieves of life can enter
a state of quasi-immortality by consuming the souls of

those they kill.
THIEVES OF LIFE IN THE GAME

Most of the time, player characters will never know they
have encountered a thief of life. Such characters are in
the business of charade—so adept at masquerading as
ordinary rogues that they are usually mistaken for them.
Should a PC suffer the effects of a thief’s steal vitality
ability, however, or in the event that the PCs go up against
athiefofsufficiently advanced level, the differences soon
become apparent. Even so, all but the most learned of
characters will still be at a loss to articulate what it is they
have experienced.

Playing a thief of life is a roleplaying challenge.
They are not necessarily evil, but they are bent on the
pursuit of immortality, and their methods clearly bring
them into conflict with certain character classes. Their
combat effectiveness is undeniable, though. and the class
offers many of the same attractions as does the rogue,
with added benefits at the highest levels. Among parties
of neutral or at least pragmatic characters, they make
interesting PCs. The challenge lies in maintaining moral
neutrality while progressing in the class.

Adaptation

The overall gestalt of the thief of life clearly links the
class to the Blood of Vol in the Eberron setting. but it could
be found in any campaign where rogues or the gods of
death are influential. Adapting the class to other set-
tings requires little more than changing some specific
entry requirements.

Sample Encounter
One thiefoflife makesa terrific villain; a group of them
is quite a challenge. Death is a fundamental principle of

nature. If evil beings find a way sidestep that eventuality—
often by murdering and sacrificing sentient beings—heroic
characters must step in to oppose them.

EL 10:Janilya was unpopularamong the Hornblade
Clan from an early age due to her mixed blood. Fur-
thermore, she refused to condemn her human mother,

who left her in the Hornblades’ care rather‘than risk the -
shame of raising her in a conservative human commu-

nity. Janilya was eventually ostracized from the clan for
her cutspoken views. particularly her contempt for the
gods. Her desire for self-determination soon landed her
in a cult of Vol, which inducted her into its ways. After
amassing substantial money and power, she returned
to her former clan, murdered the chieftain before the
assembled elders, and took control.

Janitya tHE FEARLESS (RAGING) CR 10

Female half-orc rogue 3/barbarian 2/thief of life 5

NE Medium humanoid (orc)

Init +3; Senses darkvision 60 ft., lifesense 15 fi.; Listen
+7, Spot +7

Languages Common, Orc

AC M. 1ouch 11, flat-footed 11: Dodge, Mobility, uncanny
dodge
(+3 Dex, +3 armor, -2 rage)

hp 91 (10 HD)

Immune fear

Resist evasion

Fort +13, Ref +10 (+11 against traps), Will +6

Speed 40 fi. (8 squares); Spring Artack

Melee +1 greatsword of wounding +13/+8 (2d6+8/19-20 plus | Con
against living creatures)

Ranged longbow +10/+5 (1d8/%3)

Base Atk +7: Grp +12

Atk Options borrow vigor, rage I/day (8 rounds), sneak
attack +3d6

Combat Gear potion of cure moderate wounds

Abilities Str 20. Dex 16, Con 21, Int 8. Wis 10, Cha 10

SQ trap sense +1, trapfinding

Feats Dodge, Iron Will, Mobility, Spring Attack

Skills Balance +6, Disable Device +6, Disguise +6, Heal +6,
Hide +9, Jump +11, Knowledge (arcana) +4. Knowledge
(religion) +4, Listen +7, Move Silently +9, Open Lock
+7. Ride +3, Spot +7, Survival +5, Tumble +9

Possessions masterwork studded leather armor, longbow, +]

greatsword of wounding, amulet of health +2, gloves of Dexterity +2

When not raging, Janilya has the following changed
statistics:

AC 16, touch 13, flat-footed 13; Dodge, Mobility. uncanny
dodge

hp 71 (10 HD)

Fort +11, Ref +10 (+1] against traps), Will «4

Melee +1 greatsword of wounding -11/+7 (2d6+5 plus | Con
against living creatures)

Base Atk +7; Grp +10

Abilities Str 14, Dex 16, Con 17, Int 8, Wis 10, Cha 10

Skills Jump +9
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berron is one world that
wears many masks,

Its servants wear those that
suit them best,
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CHAPTER FIVE

DRUID SECTS

hen one thinks of druids, the Eldeen

Reaches immediately come to mind.

Indeed. this wild land supports many

druids of differing sects. But the druidic

traditions of harmony with nature and,

especially in Eberren, defense against corruption are

not confined to the Reaches. Any culture that is close to

nature or to land with extensive undeveloped regions is
likely 1o support druidic traditions.

Druids exist all across Khorvaire, and the other con-
tinents have their share as well (though less is known abaut
them). In addition to the wild defenders most people
think of. there also exist druid sects dedicated to the
destructive aspects of nature. Although their followersare
grim and dangerOLls. such traditions are not usually evil.
Other druids do follow a dark path, incomprehensible to
mast. that honors ancient horrors or alien environmenis,
seeking to change the very face of Eberron.

Certain druids do not distingllish between the
Material Plane and any other. Far from being "alien”
and "outside.” to them all the planes are natural parts of
the whole of existence. Other druids, generally those of
extraplanar origin, are dedicated to the primacy of their
home planes over all others. Agents of these outsider sects
are drawn to manifest zones on Eberron, where they try
to strengthen the planar connection. or even try 1o create
new manif&st Zones.

CoOMMON GROUND

Druidic doctrines are simple and unadorned. Theyeach
have one overriding goal or approach, which can be stated
in few words in each sect’s eniry. Differences are for con-
clave discussion, not scripture parsing or proclamation
from superiors.

Druid sects do not have holy symbols in the way that
cleries understand them: each adopts certain marks or
objects that identify members to one another. These
individual features are described in each entry. Nor do
they use prayer in the way that more formal religions do;
conversely, ritual forms a much greater part of religious
life for the sects' followers.

Most druidic traditions place little emphasis on the
fate of the soul. They are by definition concerned with the
worldly: life itself is sacred. Tacit in most sects is the con-
cept of reincarnation, a belief that life is a finite quantity
that reappearsin the world in 2 new form after the old one
ends. Druids honor the spirits of creatures killed for food
so that lheywill not seek revenge in the next life: they aim

to disperse souls that were responsible for crimes against
nature, to be reborn in scattered. mindless form. Some
sects do have more developed ideas about the afterlife, and
these too are presented in the appropriate sections.

Druid sects in general do not interact with other
tvpes of religions. except those that pose a direct threat.
They believe nonhostile faiths are artificial constructs
irrelevant unless a convert wishes to abandon them and
follow a more natural path. Still, thevarious druid sects
ha\'e El'm FI[IIIT.LIEIIES tUWill'(l one another. T}\(_‘!if‘ i'lTIPTES—
sions are presented in each sect’s description.

Druids do not keep a calendar in the way of more
formal religions. The rhythms of sun and moon, the
change of seasons—these are the natural accompaniment
to life. Each sect observes these moments in their own
way. Frivolous distinetions such as naming festivals and
counting off days are not important to them.

PURIFICATION RITUALS

Eachdruid sect detailed in this chapter includes a sidebar
that describes its purification ritual. Any character can
take part in a druidic purification ritual, although the
ritual itself can only be performed by a druid of at least
5th level who belongs to the appropriate sect. A druidic
purification ritual requires one uninterrupted hour of
mediration by all those participating. If anything inter-
rupts the concentration of any participant, the entire
ritual is disrupted and no bhenefits are bestowed.

When the ritual is completed. each participant
whao meets the listed prerequisite must attempt a DC 15
Concentration check (taking 10 is not possible). If he
succeeds, he gains the listed benefit of the ritual. This
benefit lasts for a number of days equal to that partici-
pant’s level, unless noted otherwise. If he fails the check
(or does not meet the prerequisite), he gains no benefit
and can't repeat the ritual for thirty days.

Druidic pul‘iﬁcation rituals have no cost, but druids
tefuse to perform them on anyone who does not share
their beliefs. A druid cannot be compelled (magically
or atherwise) to perform a druidic purification ritual
against her will, and any druid who performs one of
these rituals on an undeserving character loses all druid
spellcasting abilities, along with the ability to perform
purification rituals, until she undergoes atonement.

A full-fledged initiate of the sect gains a greater
benefit from the puril:u:atiou rituals listed here, lhough
this extra henefit ends im mediatel}' if the recipient is
expelled from the druid sect.
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Additional druidic purification rituals specific to
different traditions can be found on page 60 of Player’s
Guide to Eberron.

WARDENS OF THE WOOD

The largest druid sect in the world, the Wardens learned
their traditions from the awakened greatpine Oalian, who
guarded the deepwoods long before humans ever came to
Khorvaire. This group protects the Reaches by destroy-
ing unnatural creatures (primarily aberrations and out-
siders) and by teaching the inhabitants to respect naure
as thc_\_' harvest its 1)0unl§' and cultivate the land,

SERVANTS OF THE WOOD

Roughly half of the Wardens are human. with the res
made up largely of half-elves and shifters, along with a
smattering of other races. They are kindly intentioned
and do their work out of a sincere desire to achieve per-
fect harmony with the world, in the belief that techno-
logical advancement and the wild can coexist.

Wardens dress in comfortable garments using
leather, skins, and cloth woven from hoth |:|lant and
animal fibers. They have ne pl‘ublem with tailored
items and feel no fmnpulsinn to make their own gcwds:
a Warden ranger might bring the skins from a hunt to a
leatherworker in a village of the Reaches, and while he is
in town, pick up an embroidered cotton shirt and enjoy
a well-cooked meal.

The Wardens often wear green and brown since they
spend so much time in the woodlands. For special cer-
emonies, they adopt brightly colored robes attuned to the
season: yellow {"D]' Spl'iﬂg, bluc {01' SUmimer, ﬂarm: orangf‘
for autumn, and white with silver thread for winter.

Becoming a Warden

Theinfluence of the Wardensisso widespread throughout
the Reaches that most inhabitants incorporate the sect's
prrnu.lpl&k uut_on\uuu:.»ly in their dm to- da',, lives. Most
are not actlve \\UlSh]PEFh bul lll U]dlc gdt I1E] IIIUS [JLE
p}acc Tlg’}lt bESldf v Illdge marl\et,\ :Ind farmer.‘- h(‘;ds. dnci
the Eldeen peoples actively engage their more religious
neighbors. Thus the environment fosters the qualities
most desired for those who wish to serve nature.

Those Reachers who live especially close to the land,
such as farmers and hunters, participate most actively in
the sect’s activities. They attend seasonal ceremonies,
pledge their assistance in times of danger, and make
offerings of food. Most new members of the Wardens
come from these families. During the cycle of spring
ohbhservances, senior druids visit the vi“ages to speak
blessings over the land, while keeping a keen eye out for
any who feel the call to nature’s service.

Theyoung hopefulsare taken to the town of Green-
heart, the spiritual and administrative center of the
Wardens. There they undergo a special ceremony of mass
initiation. After being initiated, the youths scatter to
various locales within the Reaches to begin their train-
ing. Each travels to an area far from his original home,
hoth to broaden experience and to reduce distractions
from family and friends,

Hierarchy

Each community has at least one druid to attend to its
religious needs; these priests form loose circles numbering
ten to twenty members. representingawide area. One or
Lwo mEmbE rs (.‘l‘ each Such (.'if'clf_‘ tr‘a\'e| to (__}l‘een]'learl 'CIT
consultation with the elders, although during important
lestivalsall the druidsare expected to attend. Larger towns
are served by small circles of up to a half-dozen druids.

Individual worshipers and circles are self-sufficient
and rarely deal with the higher administration of the sect.
The hierul‘ch}' of the Wardens is fairly loose. However,
1hey do have a fixed base of operation at Greenheart,
deep in the Towering Woaod.

Great Druid Oalian heads the order spiritually and still
IJE)[U‘\S hlﬁ Immense learnlng on fﬂilﬂ“ﬂl"! L‘luL in }'15 2" eatl
(!I'I‘lq'l.llt) I'lf‘ 15 lnrgel\'sedenl“r\ HE usua”\ dreamf. m I]'IE
l]eep grr_wE I]'Ll'[ ri]\‘\"a)(h .StlTS o \\'ElCOmE V].\“GTS. FEEHE G ﬂ_\ -
morn (NG female half-elf druid 13) handles the day-to- day
management of the sect. She is assisted by a conclave of
elder druids whose number varies according to the shifting
populanon of the town: During high conclaves, thousands
of worshipers converge on Gr c-enheal t, and the templesand
other publie places require extra personnel to handle the
crowds. At other times, six to twelve administrators suffice.

Theyin turn conferwith the leaders of various small cireles

and itinerant members throughout the realm.

Religious Duties
Members of the sect regard their duty in ditferent ways,
depending on where they live and their special talents.
Although the religion is druidic, most of the Wardens
themselves are not druids. Many are commoners or
experts, loiling in the fields and forests alongside their
neighbors and guiding them in honoring nature as they
earn aliving. Othersare lone hunters, often rangers,
who Patl‘GI agninst incursions l:l}' hostile ereatures and
enen‘iiES Dr | }1{‘ natural Ol'd[_‘ r.

Circle l‘cpl'esentatives consult the elders several times
a year, usually between the major rites. They report on the
situation in their districtsand request assistance ifneeded.
Theyalso spend time in meditation on the latest teachings
of Oahan, as n_laved b\r the elders. After spendxng several
daysin Green}warl, 1hey disperse again to their communi-
lies to spread the word. [Ta serious threat faces the Reaches,

F———_q

THE EMBLEM OF THE WARDENS

The greatpine Oalian is the progenitor of all the War-
dens, anfl man}' WEear « ﬁtYlized pln? tree SOm(‘.WherE on
their garb out of respect to the Great Druid. Ores and
half-ores often bear a scar shaped like a tree.

The bracken fern is another token of the Wardens'
role within the world. Its spreading fronds represent
welcome, and its humble status as forest undergrowth
emphasizes humility and harmony.
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the local druids also bring word of the danger and call for
aid from the local population. Extremely grave threats
demand a grand conclave (see below).

Fallen Wardens

Those who join the Wardens of the Wood are already
committed to its ideals, so the concept of [h“ing from its
principles is difficult for Wardens to grasp. When someone
does abandon the seet, it isusually to follow a more narrow
or extreme druidic tradition—particularly the Ashbound.
Such people simply depart the Wardens and begin worship
inthe newsect. Eldeen druids share the same basic tenets,
50 this is usually not sufficient cause for a former Warden
to lose access to her druid class abilities. Even leaving the
Reaches entirely to enter a lesser druidic organization
need not strip a druid of her powers, if she still holds to
the ideals of balance with nature,

Only turning to actively evil worship, such as one of
the Cult of the Dragon Below, brings on the Wardens'
enmity. This qualifies as ceasing 1o revere nature for
the purpose of losing access to druid class abilities, and
such renegades are considered enemies of the natural
order. They are now fair game for rangers and others
who protect the Reaches. These ex-druids can regain
their elass abilities only through the atonement spell and
undergoinginitiation into their new sect; they are never
again welcome among the Wardens.

Quests

Quests are not a requirement of most druid sects. Some
Wardens set themselves difficult tasks, such as clear-
ing an entire district of aberrations, but they do so 1o
challenge themselves and grow stronger. A few take on
the self-imposed burden of bringing the teachings of
Odlzan bE?’Ond [he }]DLI ndaries Df the Rt?ﬂ[:]‘les. FQI' [I'lf_'m.
returning to Greenheartisaspiritual cleansing thatthey
must perform every few years so that they might return
refreshed to their duties.

RITES AND RITUALS
OF THE WARDENS

In addition to the purification ritual of the woodland
bond (Player’s Guide to Eberron 60) and the rites of passage
common toany religion, the Wardens undertake certain
special rites as described below.

Initiation

nitiation into the Wardens takes place in the Great Druid’s
Initiat he Ward takes pl the G Druid
grove, The initiates are brought into the presence of

Oalian, who speaks to each individually for a moment.
then presides over the religious ceremony. Participants
wear robes of deep green; at the height of the ceremony
they throw back the robes to reveal bright red tunies.
This symbolizes the harmony of animal and vegetative
life, as well as the initiate's new awareness of the world.
Each initiate then receives a sprig of young bracken in
token of her new status. As the fernshoot begins tightly
rolled and eventually spreads into a broad frond, so the
young initiate will eventually grow to embrace her role
within nature.

Major Rites

Ceremonies observing each of the seasons are held on
the solstices and the equinoxes. These are daylong obser-
vances, beginning at sunup of the seasonal change and
lasting until the following dawn. All:-ng with songs and
prayers. these days feature great feasts. The participants
eatand drink to satiety, the meal consisting of foodstuffs
appropriate to the season: young shoots, lamb, and early
wines in spring; berries, fish, and corn in summer; nuts,
apples. venison. and squash in fall; ale, root vegetables,
and smoked meats in winter.

The most important ritual of the year is the ceremony
of thanksto Oalian. This takes place during the autumn
feast. and the greatpine imbibes a special draft prepared
from honey and wine brought by all druids participating
in the rite. Each druid speaks words of blessing over the
mixture, adding a pinch of soil from his or her native
region. and then all the celebrants carry the large barrel
to Oalian's grove. They carefully pour it out onto the
ground, some distance from the greatpine's trunk so that
its feeder roots can absorb the liquid. At the same time
they sing songs of thanks and ask the High Druid to help
them with his wisdom in the coming year.

This draft is only mildly alcohoelic, so it doesn't
damage the greatpine's roots, It does make Oalian even
more somnolent. though, for the next few days.

THE WARDENS OF THE WOOD
IN EVERYDAY LIFE

Inhabitants of the Eldeen Reaches live and work side by
side with the Wardens. The sect isso fi i‘m|}' ingrained
within society that it is barely noticed; rather, the absence
of the Wardens would cause concern.

As noted above, most followers of the sect are not
druids, and many are not even active warshipers. They
live their lives according to its principles because thar is
how they have lived for centuries uncounted.

P——ﬂ

Rituar. oF OALIAN'S VOICE

Qalian Speaks to you of'harmm:}' between civilization and
nature, granting you a measure of confidence in dealing
with inhabitants of both realms. This ritual can only be
performed by a druid of the Wardens of the Wood sect.
Prerequisite: Nonevil alignment.
Benefit: Yougaina +1 bonus on Diplomacy. Handle
Animal, and wild empathy checks.

Ifyou deal damage to an animal, or magical beast,
or p}anl. or humanoid native to the Eldeen Reaches that
has not already dealt damage to you or to one of your
allies, this benefit ends immediately.

Special: [fyouarean initiate of the Wardens of the
Wood, you can make wild empat hy checks with magical
beasts as though they were animals.

M
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The Wardens and Government

The druidic administration also serves as the spiritual
capital of the Reaches. but it is no theocracy. Govern-
ment, justlike the sect itself, is loosely organized, with
decisions nsually made at the local level. People generally
do as they wish, but most communities make small offer-
ings in food or goods to the druids at Greenheart. The
town is completely devoted to religious duties and has no
market, so its inhabitants depend on such offerings to
supplement the supplies provided by local hunters and
gatherers. Since the Wardens active ly maintain order
uuhm the Reaches, its inhabitants consider such offer-
ings a small price to pay and make them willingly.

The Wardens and Other Sects

The Wardens are genel‘dll\ easy Uc-lng about other druid
sects, believing that they all serve the same ends bt have
different visions. The-) are relentlessly hostile toward
those who deliberately worship evil. however.

Specific Attitudes

The Ashbound: It is |'!:g1‘elr_able that these servants
of nature are so hostile toward even innocuous activities,
but their hearts are in the right place. When it comes
to defe:1(1i11g the world from unnatural invaders, none
are hercer.

The Children of Winter: ThE\ too mgc;[y expect
the end of all things. True, death is natural and an end
must come, bul IhETE 15 no I'IL'EC]. o ha.-‘,-t('n IIS ild\'ancfA

The Gatekeepers: Noble servants of the wild, rllﬂ}'
taught Oualianitself and thus all druids. How sad that their
numbers have dwindled so far; they are the only thing that
stands between us and another Age of Demans.

The Greensingers: Theyare of nature, more than
any of us. and like nature they are beyond reason. We
honor t ht‘ln I‘O]' \\'hal lhe}' are, IJLH. we CiD nol u ndtl‘sla.nd
what they stand for—if anything.

TEMPLES AND SHRINES
OF THE WARDENS

Because the Wardens do not condemn using nature's
bounty to create technology, they are comfortable with
buildingq furniture, and other trappings of eivilization.

For example, the High Druid’s grove remains unde-
veloped, but Greenheart contains simple buildings of
earth or platforms built in trees. A sacred grove isthe
common location of the sect’s high ohbservances, but lacal
rites mighl be held in barns, \illage halls, even manor
houses. Each regional circle of druids does maintain a
small grove aswell, mainly for seasonal rites by those who
have not traveled to Greenheart.

THE ASHBOUND

T'his sect issmall in number (around 1.700 members) but
compensates in its sheer fanaticism. Not for them the careful
balance between nature and civilization—all that isartificial
orunnatural is dangerous. with arcane magic at the top of
the list. Nature's purity must be defended at all costs.

SERVANTS OF THE ASHBOUND

Most Ashbound are humans orshifters. Thissect attracts
more shiftersthan any other for its devotion to the harsh
laws of nature. They see the Wardens' attempt to bal-
ance nature and "progress” as foolish, and most do not
hesitate to destroy anything they see as unnatural, What
constitutes the unnatural varies from one individual to
the next. but they are united in their opposition to arcane
magic, unnatural beings such as fiends and aberrations,
and the ravages of civilization.

Ashbound in general do not wear armor, even if
II‘N‘.)-' belong to martial classes, scorning it as a civilized
crutch. They might use manufactured weapons, but many
are drawn to unarmed combat styles (especially shifters).
They eschew woven cloth, worked leather, and crafted
jewelry, and they use no dyes to alter the natural colors
ol the hides and furs they wear, They survive entirely by
lulnllng, 'FJ.SJ'[]T'Ig. nlnd gaiherrng: rQI lhE} beflﬂ\-c LLlILl\il'
tion wounds the earth.

While going about their vital tasks. the Ashbound
wear only what they need to survive, unadorned except
for the emblem of their faith. They do take trophies from
1!1Ei[' Carn'paigns. hﬂ\\’EVEI‘, SLICI'! as [hE horns O{dEIT‘lons
orwizards' stafts, which Lhey fashion into ornaments for
use al major ceremonies. The most senior members have
accumulated the most trophies— they have fantastically
ornate headgear. fiUEtkS‘ Elrld [ht’ likf:. rnaclu‘: fTDm dDZPﬂE
of their greatest foes.

Becoming an Ashbound
The best candidate for the Ashbound is someone who has
cxpcrienced firsthand the destructive power of civiliza-
tion. Typically, such a person is not a native of the Eldeen
R(_'iil:hf'.s. Co‘ming ll'lslfﬂd ‘FI'Dm a Cil)' or Piﬂcf_‘ dE\"aﬁta[Ed b\'
fendish incursions, such as the Shadew Marches or the
Deman Wastes., Q_I.lile a few are reFug(-.cs from now-dead
Cyre, forwhom the nightmare of the Mourning never ends,
But some who inhabit the Reaches have experienced assaulis
from their demon-haunted neighbors or by horrors that
leave the Gloaming, and thisis enough to convince them of
the need for eternal vigilance against the unnatural.

The Ashbound do not activel)' seek new members,
|)c!ievi11g that nature must call the pl‘ospective defender.
Potential initiates come of their own accord, out of di sgrust

F——%

THE EMBLEM OF THE ASHBOUND

Initiates smudge their faces with wood ash to represent
the damage civilization has done to nature, and they
sometimes display the skeleton of a fire-ravaged tree,
Most commonly the Ashbound wear a claw or fang
strung on aleather cord (taken from a creature that died

nnlur‘ally or was honorably slain) to emphasize that lhe__\'
are the avenging hand of nature itself. Since many of
its members are shifters, this emblem reinforces their

wild nature.
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with civilized excess or the trauma of fiendish assault, and
seek refuge within the deepest part of the wilds. There
they come upon the local Ashbound, who approach only
after observing them from secrecy. Initiation is simple
and brief: The chief druid of the area anoints the new
member and then assigns him to a patrol group. Initiates
who perform well have a chance to display their prowess
at the next grand conclave, and advance within the sect’s
hierarchy if they are deemed Suilably dedicated.

Hierarchy

The Ashbound exist in scattered groups that patrol cease-
lessly within the Reaches or embark on raids against what
they see as threats to the natural order. They have no central
base or even a high druidic council. Individuals advance in
personal power lhroug'h their Exploiu, and those who are
especially charismatic attract followers. The most influen-
tial become the de facto leaders of the organization, which
Means only that others are more likel}' to listen to them.
During grand conclaves, these competing leaders speak
to the assembled and shape the sect’s overall policies, The
speaker who most sways the crowd assumes the mantle of
leader, a]though thisis b}' no meansa lifetime position. The
next year's conclave might see another catch the sect’s atten-
tion and become the high druid with no further ado.

The current high druid is Gharull (N male shifter
druid 10), whose passion and persona| mag‘netism are
irresistible. He is responsible for attracting many fol-
lowers to the sect, and his voice has prevailed in the last
eight grand conclaves. He sees himself as the voice of
nature, and his outlock is fierce and uncompromising,
The Ashbound sect has become even more radical under
his leadership, with attacks against farmers in the eastern
Reaches, raids on arcane academies in Aundair. even
incursions against Brelish industries. He has the support
of shifterswithin the sectaswell as the Cyran refugees. His
voice does not speak for all, though. Other local leaders
are influential within their distriets, most notably Collas
(N male human druid 4), who takes a more moderate mes-
sage to the eastern plains dwellers. He is a proponent of
atonement ceremonies over the purifying flame. Should
his phi]osoph}' dominate at a future conclave, most of the
sect would moderate their attitudes as well.

Druids make up about ene-quarter of the sect, avery
high proportion compared to most religious organizations,
Thf’ Ashbound count man}* Tangers. E]dcen rangers‘ ;lnd
barbarians among them. all fanatically devoted to the
uncomplicated life. A local Ashbound leader might not
even be a druid. especially in the western Reaches. There,
war parties of rangers and barbarians are the rule. Around
the borders of the Gloaming, on the other hand. the ratio
of druids to others is much higher than elsewhere, in an
effort to keep that region's slow expansion in check. This
often bringsthe Ashbound into conflict with the Children
of Winter. who patrol its houndaries to protect what they
see as sacred ground.

Mast Ashbound spellcasters are druids, owing to the
sect's fierce antipalhy to any sort of magic outside that of
nature, but a feware adepts, Their primitive magie isaccept-
able to the Ashbound. as long as it is used for the correct
purposes. Occasionally a spirit shaman (Camp!are Divine 14)
joins the sect, seeing this as her responsibility to the spirits
of nature. Many Ashbound, however, distrust the "spirits”
she CﬂllS on as forl:.es Oulside the na[urn! !Tlr'der.

Religious Duties

There is but one duty for the faithful: to cleanse the
world of all that is unnatural. Each follower has her own
ideaabout how to accomplish this task, and as long as her
methods do not bring further harm to nature or to others
ofthe Ashbound., sheis free 1o follow her heart. General
directives are sometimes set out at a grand conclave, so
that destroying fiends might be the highest priority in
winter, whereas sabotaging farm equipment might take
priority in spring.

The Ashbound operate in small groups, usually num-
bering halfa dozen and led by a druid of 3rd to 7th level. In
areas rife with magical danger, up to half the group might
be druids. The restare mﬁinly rangers with a barbarian
or two. Each group is expectccf to undertake missions
reg'ularly (the interval depends on the difficulty of the
task) and to report back on progress at conelaves. Merely
destroying the unnatural is not enough. though—it must
be clear that this is the work of the Ashbound. In addition
to taking trophies, the group leaves unmistakable evidence
of its work, usually the outline of a skeletal tree scorched,
gouged. or outlined in a heap of wreckage.

Individual groups hold their own observances. The
completion of a mission demands a commemorative rite
(often concurrent with leaving behind the mark of the
tree). Those groups who are less radical in their outlook
lead townsfolk in periodic rituals of atonement, espe-
cially at planting and harvest.

Fallen Ashbound

Peaple join this severe sect out of absolute conviction that
their cause is just. S0 many bear scars from the devasta-
tion of nature that they can never think differently. Some,
though, advocate a more reasonable approach that advises
and instructs people in how to minimize their "footprint™
on the world. The sect tolerates this to a degree, but the
Ashbound shun those who are overly indulgent toward civ-
ilization. Such a person's followers desert her for another
group, and she is barred from attending conclaves. With
her influence so weakened, she usually chooses to leave.
She retains her druid abilities, for she is still dedicated to
nature: she might become a lone practitioner or seek out
the gentler embrace of the Wardens.

Any Ashbound who practices arcane magic, no
matter what the reason, is immediately expelled from
the sect and loses all druid abilities until she atones. If
the offense was not too severe (for example, consuming
a potion created by awizard or usingan arcane serying
device to seek out threats), she can gain re-admitance as
a new initiate. This also applies to those who engage in
structured divine spelleasting; that is, cleric magic. More
severe infractions, in particular studying arcane magice
by taking levels in a spellcasting class, merit not only
expulsion but also designation as an enemy of nature.
Such a criminal’s life is forfeit, and any Ashbound would
gain prestige from destroying the apostate. Enemieswho
survive usually become the sect's most implacable foes,
even if they do not follow an evil philosophy.

Q_uests

Oumn first being initiated into the Ashbound, each new
member receives his first mission. He isexpected to carry
this out alone and bring back proof of his success to the
local sect leader. These initial assignments are intended
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¢ to challenge, not endanger. A typical mission isto inves-
tigate and report on thl‘eatening activit}-, or sometimes
to destroy a fairly weak creature, such as a twisted vermin
from the Gloaming,

' 14‘90“[7 g . / . The seasonal directive set at a conclave in effect

prescribes a quest for followers of the sect. Each group is
1‘ e kb Boviiter i A f ree to interpret this according to its own beliefs and set
: s fhrie s e mmmr{a&ﬁy o I its own pace, with the most zealous driving themselves to

{ exhaustion in pursuit of its goals.

2 the ot of the seot s fenatival hatred of proane
magic that creates undead abominations, and

they are litle more tolerant of divine spells that ; RITES AND RITUALS

razse the dead. o them, a lhs mensure to OF THE ASHBOUND
sacred and broobs no inferfrence; unnaturally

extending i deprives the wod of s precisus
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Ritual is intensely personal for the Ashbound. Supple-
menting the ritual of arcane opposition (Player’s Guide to

)Sc-bu/; ;’f;a’éegm new L fiom '98"9?9’ bom ac Eberron 60} are the following rites.
P 2.
A lantolizing serap of lore conceming Initiation ‘

the sect explaing thie ufsz_{e.qu);y atfitude. The act of initiation is briefand to the point. By the time
ﬂg@gmé};y 2o o lenend. o A{‘]é druid of' the a prospective initiate contacts the Ashbound, they are
Ayﬁégwm’ who r}a.&a’ hersell Brenbuintor already aware of his character. Had they not approved, he
WMME arvane arte o broaden /f'er/;m would never have made contact. The local leader. or the

pinst the Hhrents ,ms'ed 5? the Cﬁzﬁ/@!! ol highest—rankil‘lg druid if the leader is not ane, requires
%ﬁm‘&: =7 5257&,! by summoning Rendish the candidate to swear an oath on his life and on the life

T @Mm, the Luctod 1 of the ofthe earth. Should he fail in his duty. goes the oath, may

i : i ; he bestruck to ash. The ritual concludes with the smear—
Q ;W, mmﬁief &M ,;j ;&Z;ﬂ/ ém,. mﬁ ing of ash onto the initiate’s face, usually in the shape of
’Zz 4 g&mﬁﬂ&ﬁe_ ; :,f;?:;rm 4 the skeletal tree. He does not wash or remove this mark
L fzf % y ig‘? @Z;’z gztm?; e 2 until he has completed his initiate's quest.

infer. Eul she opuld not ooy hem el

and the wndead things began to terrorize the Minor Rites

surmounding lands as much as, and more than, Individual groups of Ashbound hold their own obser-

the Hendich vermin 66‘2‘1’ were made lo ’%"éf- vances, and most practitioners perform private rituals

She would not isten to the remonstrations of at personally meaningful times. However, completing a
? the other 4{7& drucdls, and become fﬂﬂfmﬂ?ﬁ’é/ mission demandsa commemorative rite (often concurrent

tanaticol f her campaign. (,(é;»mmf}/, She j with leaving behind the mark of the tree). The exact nature
\ a@cfc&d&)wﬂe{‘(mﬁ/zerﬁu{fzﬁf of transfprmaltion : of this ritual is up to the individual Ashbound, but it always

to-a lich 5o that she couldd continue Hhe @été}qy containsan element of mourning for the earth's pain. This

after the end of her natural spa. Thio mightentail a small sacrifice at a sacred grove, oralibation

g0 alarmed the other Ackbound that ﬂggz/ to the spirits of nature, accompanied by a promise to ease

mounted an ottank on her grove, managing | the suffering of the world by whatever means necessary.

to tnterrupt the ritunl before she could become 5 "

the mopnster, then destroying both her and her Ma.] or Rites ) :

Rt onits: Grand conclaves take place at the equinoxes and solstices.

Each group’sleader, and all druids withina group, attend
these ceremonies, which are held in an unspoiled region
within the Towering Wood. The exact location changes

UWithin  Pur months of Breakbuintors
death, the Ieaches saw an wiprecedented
population boom. Animnate and people. alike

with each gathering and is set at the end of the previous

/’mﬁd M{&Q[/{/, and their orfy g uwere season’s conclave. Group representatives report on prog-
/’W“M/ trong m"‘{éﬂ?ﬂ?‘ n wnbinsed ress, display trophies, and discuss policy for the coming
observer "’*{?’5" have efirbuted s to reduced seasons. The winter conclave preseribes the campaign
enirionmental dame e%wmy the destructivn for winter and spring, while the summer conclave deals
Qfﬁgmuf‘f buet the ff\?ﬁf’ﬂmﬁ/fﬂwﬂ'ﬁﬁmw with summer and autumn. Usually a great quest is sef
that contined unnaturel exictonce éddtﬁg@ff&ed for all adherents to follow: Its goal is broad, so that each
the world Mw;:‘atf’z‘y. TThie cemented the member can decide in her own way how to accomplish
sonviction that anly magic other than diuid it. For example, a summer conclave might prescribe the
magi wes & crime against nature, and Lhey “destruction of the seythe,” which could mean sabolaging
depthred to use ae,«g’mfg[g,‘?é’ymg_ \Slf}_w‘-&gég/gx a harvest, destroying farm implements, or even attacking

angther ader can tver soften that attituds. servants of death and undeath.
' THE ASHBOUND IN EVERYDAY LIFE

The farmers, woodcutters, and traders of the Reaches
respect the purity of the Ashbound and try not to draw their
ire. Most members of the sect, although they disapprove
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of such civilized activities, are occupied with more impor-
tant causes. Towns don't have Ashbound circles, but no
part of the Reaches is far from the wild lands from which
they watch. These neighbors undertake periodicrituals of
cleansing to apologize to nature for their necessary damage,
under the direction of the local Ashbound druid.

The Ashbound and Government

The Ashbound sometimes come into conflict with the
pseudogovernment of the Reachesin Greenheart. influ-
enced as it is by the Wardens. The Wardens regard the
Ashbound zealotry with sadness and attempt to dissuade
them from more extreme actions; the Ashbound in turn

scoff at the perceived weakness of the Wardens. Much of

the time, however, the two sects’ gcm]s are aligned. even
if their methods differ.

The local governments of the eastern Eldeen plains
regard the Ashbound as enemies of their people. They
issue warnings and treat the druids as wanted criminals:
even a more moderate adherent of the sect might be
attacked before being allowed to speak.

Aundair considers the Ashbound to be a terrorist
orgnm?_a[ion. The Arcane Congress in particular sponsors
freelance expeditions to take the war to the sect within
the Reaches. Other neighboring governments do not adopt
such an extreme position, but lheyview the sectas dangerous
and react quickl}' Lo incursions against their territory.

The Ashbound and Other Sects

The Ashbound consider most other sects to be soft and
weak, except for the Children of Winter, whom they revile
as lraitors to nature.

Specific Attitudes

The Wardens of the Wood: They are too willing to
accept assaulis upon nature in the name of peaceful coex-
i.sll.'nce. rhE raper‘s Df\lhe \VUI'I.CI “’DUId not hESitﬂtE toraze
their groves if doing so were useful to them, coexistence
or not.

The Children of Winter: They at least understand
lh:ll nature iS har‘sh. B'I.ll lhE}' ‘\'Duld ilI‘li(‘.aSh }‘lorr‘ors on
the land and are thus no better than its avowed enemies.

The Gatekeepers: We honor them as the first druids,
but their foecus is too narrow. They tend those ancient
gates and do not see the present danger.

The Greensingers: Silly and inconsequential. They
claim to honer nature but do nothing in its defense,

TEMPLES AND SHRINES
OF THE ASHBOUND

The Ashbound observe an austere version of druidic wor-
ship. Individual circles establish their own meeting places,
usually isolated groves far from inhabited areas. The grand
conclavesare held in similar gathering spots, large enough
to encompass several hundred members, but these locations
change from one gathering to the next. Thesect has no fixed
center of worship, and in fact its members frown on con-
struction or other alteration of the natural Iandﬁcape.

THE CHILDREN OF WINTER

Death. Disease. Rot. Most see these afflictions as unpleas-
ant at best, evil at worst. The Children of Winter know
thatthey too are part of the natural eycle, things not to be
fEEI'Ed bLll 1o be Eﬂ'lbfﬂct‘d. Tl]e)‘ dQ not \VOI’ShiP dCS[I'U.C—
tion, but Ihey do anticipale a great cleansing to come,
allowing nature to start again on a blank canvas. Not a
few do what |]1c}' can to hasten that great da}'.

Winter is coming. Whether it is imminent, as many
believe. or still far in the future. this certainty 1s shared

by all the Children.
SERVANTS OF WINTER

The majority of the sect’s adherents (totaling around
1.100) are human. with shifters making up almost all
the rest. Those who join the Children of Winter hold to
acrueland unforgiving view of nature, in which only the
strongest deserve to survive. They come from harsh envi-
ronments or have been tested and proven by uncommon
challenges. Nondruid members of the sect often have
milizary backgrounds, and some are refugees from Cyre
‘\'ho ha‘r'e seen lh[‘.‘ r‘is& Gf\\inler Firsthand.

The Children dictate no formal dress, nor do they
enjoin members from the use of arcane magic. Whatever
serves the ultimate goal of bringing onwinter is acceptable
to the sect. It even includes a handful of warlocks, includ-
ingthe influential leader Raven, which observers attribute
to the touch of the Gloaming. The sect also comprises
an abnormally large number of vermin lords (Book of Vile
Darkness 73), who enter dark pacts with the twisted creatures
of the Gloaming to further the coming winter.

Becoming a Child of Winter

Those who choose to become druids of this sect gravitate
on their own to the Gloaming. This dark and savage

_—#

RiTUAL OF AVENGING AsH

You are daubed with ashes, reminders of the earth's
injury, and are filled with the fury of nature's avenger.
This ritual can only be performed b}' a druid of the
Ashbound sect.

Prerequisite; Must not be capable of casting arcane
spells.

Benefit: Choose a creature type or subtype from
the following list: aberrations, constructs, outsiders
(choose one subtype: air, chaotic, earth, evil, fire,
good, lawful, or water), and undead. You gain a +1 bonus

on damage rolls made against creatures of that type
(or subtype).

If you knowingly encounter a creature you have so
designated and do notattempt to destroy it immediately,
this benefit ends.

Special: An initiate of the Ashbound sect can rreat
creatures of the chosen type as favored enemies, just like
the ranger class feature. If you already have the chosen
creature as a favored enemy, the bonus against that enemy
increases by 2.

M
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place is slowly spreading, bringing the cleansing plague
to a corrupted world. and they want to be at the heart of
it. They usually display disturbing signs of this fascina-
tion bEfDIL‘hd.lld which makes them Lll'l\\'t]l ome in their
communities and encourages their migration. However,
the sect isalso spreading out from the Gloaming. prepar-
ing the world, and so it is attracting new members from
other nations. These initiates might never have seen the
Reaches at all, but they recognize the coming winter in
their own lands and feel the call to join.

The new prospectis drawn into the orbit of the most
powerful group in the area (usually the only su rviving
group) and undergoesa harsh initiation to test hisstrength.
[f he survives, he immediately joins the pack and begins
the task of bringing on the winter.

Hierarchy
Even more so than the Ashbound. the Children of Winter
have no formal organization. They exist as independen
packs that rove a chosen piece of territory. Each follows a
strong leader, who generally has some levels in a fighting
class. usually barbarian, in addition to druid abilities.
Some leaders are not druids at all butrare attended by druid
followers. Strength is the sole criterion by which a leader is
ChDSEﬂ. "\'h(" hf_'l' it bE FD'FC& atarmsor CDnViCl il:‘JI‘l O{'L']'larar_‘—
ter. A pack's leader directs it until successfully challenged:
the winner automatically earns the mantle of leadership by
virtue of nature’s uncompromising standard of survival.
Individuals with the greatest reputation become
known th |'Oughczut the sect, so l}lel\' lead the la rgest and
most-feared packs Ward of their exploits travels through-
out the sect, inspiring some to imitate them and others to
warn against their overzealousness. New followers gravi-
tate to the leader whose outlook most fits their own.
There are no grand conclaves, no central pro-
nouncements within the Children of Winter. Each pack
undertakes what its leader sees as its duty and sets its own
rituals. The only criterion is the pack's acceptance; a
leader who loses the ability to convince or coerce follow-
ers quickly loses her position as well.

In the Fullness of Time

Asmentioned above, some Children of Winter believe that
the great cleansing is not imminent, but will come Dnl)-'in
the fullness of time. This patient outlook, cspoused most
publicly by the druid Frost, is distinctly in the minority,
but it does draw adherents. The common people do not
support even these moderate Children, but they fear them
less than the more zealous ones, which helps the moderates
spread into new areas and acquire more initiates. Proso-
nents of this viewpoint hope that, in the fullness of time,
this phiiusuph)’ comes to dominate the entire sect.

P—-ﬁ

THE EMBLEM OF THE CHILDREN

The Children of Winter are not big on ceremony, and
so they rarely employ tokens or signs to identify them-
selves. Many, though, wear bones as part of their garb,
and sometimes the image of a gnawed femur (or an actual
bone) marks a siteof the sect’s activity.

h——d

Religious Duties

All the Children of Winter look forward to the coming
doom. For a long time. they were content to observe the
Gloaming and worship the mysteries of death in this,
their most holy place. Some still do so. For them, main-
taining what is natural is their highest duty. They do not
interfere, even when the natural world is at its most bloody
and cruel, and they ensure that no one else does either.
Each Child would lay down her life for this principle. for
death too is part of the natural order.

Since the Day of Mourning, though, most of the Chil-
dren believe that winter is nigh. Their duty is to assist in
ln'inging it on, which rhcy do b}-‘encuu raging the 5p:‘t:z|d of
the Gloaming and its inhabitants. This typieally involves
n}lrcadingdisease. Iaulscning\\'eﬂa. orint roducingvermln
to destroy erops. On rare occasions, the Children use direct
violence to cleanse a region. The most powerful druids lay
unhallow spells over the newly cleansed areas to speed its expan-
sion. Should an area require immediate purification and no
druid of sufficiently high level is nearby, a delegation travels
to the closest pal:k with a pmrerful leader and exhorts their
assistance. In the view of all Children, purification by any
means is the highest duty that a druid owes to the world.

For those few who still believe that winter is not yei
imminent, the most important task is to show the others
that they are in error. If the Children move rashly, incit-
ing disaster in the name of a catastrophe that was not
natural at all, they will betray everything they stand for.
T'hese druids travel the land. pursuing any clues that could
solve the mystery of the Mournland or prove that it is not
yet the time of Winter. Finding that crucial proof is more
ll:‘lpm tant than .myllung else to them.

Fallen Children

To fall from the Children of Winter is to die. In the severe
mathematics of nature, one being's survival requires
another’s death. Any member who does not display strength
of convietion is quickly overwhelmed—even consumed—by
the others. A pack leader can be challenged at any time,
and if the challenger wins out, he is the word of nature's
law from that point on,

Sometimes a fallen Child is driven from the pack
rather than killed uulrighl. Thisisdone in times of harsh
weather or inan extremely dangerous environment: in this
way, nature is the judge and executioner. The exile has no
equipment, ho means of survival beyond hiswits, and usu-
ally succumbs quickly. The very few who do survive are now
even IDugher and meaner Ehﬂrl thi‘\' were befﬂre. Sui_'h an
exile usually establishes a new pack, sometimes challenging
(and defeating) the leader of the one that expelled him. The
more embittered dedicate themselves body and soul to dark
forces, sometimes even giving themselves over completely
to the evil of the Dragon Below or the Lords of Dust.

Fallen Children retain their druid abilities unless
lh!‘."y ('.O]Tiplclﬂ'l} ab:lndon [he '\\_Inil:‘]‘lﬁ P:”h. N[Erei_\' {Ellllng
inwith evil being.ﬁ is not sufficient, but tuking actions that
threaten the Gloaming instantly revokes a druid’s powers.
A few give up their druid abilities to become blighters
f(.‘r:rrlpl'ele Divine 23), consumed with a need to bring as much
destruction as possible upon the world.

Quests
Besides the initiation quest. which takes the lives of
many prospective Children, members of thissect engage



in destructive missions that seem suicidal and mad to
anyone else.

" Acommon quest is that of the Plaguebird. A Child of
Winter volunteers to be the carrier of some deadly disease,
then travels into a erowded area to spread this "blessing.”
Although Children of Winter have exceptional resistance
to disease, taking on this role isstill very likely to kill the
bearer. They have no fear of such a death, however, since
it 1s in the service of nature's law.

For those who seek to prove the Mournland is not
a natural phenomenen, there is no higher cause than
investigating the devastation and bringing back evidence
Gi a mor[ﬂl han({. Such qlltsters hﬁ\'e not ("’a:‘!."d lill’.‘il‘
search since the Day of Mourning—unless death ended
it prematurely.

RITES AND RITUALS
OF THE CHILDREN OF WINTER

A common theme for all rituals of the Children of Winter
is imminent risk of death, whether bringing it or surviv-
ing it. Along with the ritual of blight's embrace (Player's
Guide to Eberron 60), the sect performs the following.

Initiation
The Children of Winter know that life is tough. and
that only the strong can survive. Someone wishing to
join their faith must prove his strength. The candi-
date undergoes a sort of vision quest, in which he faces
nature armed with nothing more than his wits. He is
stripped of all clothing and gear, and is kept awake for
24 hours amid a revel of drink and dance to ensure
the loss of all spelleasting ability. Then, exhausted and
hungry, the candidate is turned out into the wilderness.
He must cross the Gloaming. passing through each of
its rings. Many prospective initiates never come out the
other side.

Surviving candidates immediately undergo the ritual
of winters heart to mark them as fit to survive,

Minor Rites
The Children of Winter do not engage in much formal
ritual outside of initiation and the gmrul ceremony of
the solstice. Those who cannot attend this great ritual
perform their own observances in the name of winter,
Individual packs might have a specific mode of opera-
tion, such as attacking at midnight or targeting a specific
sort of victim. Following a ritual attack, the pack leader
marks the spot with a token of the Clu|d1'(‘t1—t_\'pn:a”y a
gnawed bone.

Major Rites

The winter solstice marks the most solemn ceremony of
the Children, the Bringing of Winter. As many of the
scattered Children as possible congregate at the edges of
the Gloaming for this observance, which is intended to
strengthen and spread the oncoming doom of the world.
They spend the first week of Zarantyr in macabre chants
and dances to invoke the spirits of dearth. Ritual battles
to the death also take place during this festival: it is the
favored time for challenges to a pack’s leader. The blood
of the loser soaks into the soil of the Gloaming, there to
feed the twisted life it harbors, and the winner leads the
others in a cannibalistic feast on the loser’s carpse.

THE CHILDREN OF WINTER
IN EVERYDAY LIFE

FOT' most inhabilunts ()il lIlE‘ RCECHES. or anywhere 1.}1(5 sect
is active, the Children area dangerous but limited foree
of nature. Like tornadoes, they are immensely destrue-
tive but very few in number: the average inhabitant is not
touched by them. Being prepared is the best defense, so
people aiu.a\ seek information abourt the sect’s activity
11‘ near b\ areas. \l‘\‘lh ()i a g’real plauue Uhud]l\ 1’1&.‘1’1'({‘.
the presence of the Children. whether as observers ar

carriers. And the Children flock like crows to scenes of

destruection visited by nature, perhaps o contribute more
of their own. Should an incursion by a pack seem likely,
the locals usu:n“y Lry to be elsewhere during that time,
Some have established secure shelters in the \'i”ﬂgr.'s. or
beneath their houses where they can hide out until the
threat has passed.

The Children and Government

The gavernments ol civilized nations view the Children
ascrazed killers and terrorists, a view that is not entirely
fair. The unpredictable nature of the sect’s activities and
1ts widely scattered adherents make military responses
infzasible, though. The northeastern Brelish border,
being fairly close to the Gloaming, seesincreased patrols
against both incursions by the Children and by the
Ashbound. Generally, |I10u0h the nations of Khor-
vaire have more pI{'.'a:\Ing matters Lo deal with—t hings
over which militen'y mighi and dip]oma(‘y have some
real influence.

Droaam’s Daughters of Sora Kell are interested in
the implications of the Children's beliefs. No ane knows
the hag covey's ultimate purpose, but the trio might find
something useful in promoting the coming of winter—or
at least using the sect to further its own ends.

F———#

RiTUAL OF WINTER'S HEART

You have become a messenger of the coming doom. You
are more attuned to the negative energy at the heart of
[he (_31011|11l['|g, 11115 1‘1[U.EI can Dnly bE FN‘_'I {L.'I'l l'l'lf‘d h'{ i
druid of the Children of Winter sect.

Prcrequisitc: Nongood align‘menl.

Benefit: Once per day, you can choose to empower
(as the Empower Spell feat) any spell you cast that uses

negative energy (such asinflict light wounds). This does not
alter the spell slot or casting time of the spell.

Ifyou deal damage to a vermin or an undead crea-
ture that has not already dealt damage to you or your
allies, this benefit ends immediately.

Special: It you are an initiate of the Children of
Winter, vou can use | his i|iJi|11y three times per c]ei)' instead.

M
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The Children and Other Sects

The Children have little patience with most other druid
orders, seeing them as hopelessly stuck in the past.

Specific Attitudes

The Wardens of the Wood: Whether nature and civi-
lization can live in harmony is irrelevant to reality. Both
are doomed, and the sooner the Wardens come to realize
this, the more use they can be to the world as it is.

The Ashbound: Such grim determination to hold
back the hands of time. Pathetic.

The Gatekeepers: Their day is past. Perhaps theyeven
stopped the winter that should have come, and doomed the
world to thousands of years of needless suffering,

The Greensingers: They at least understand that all
thmgrq have their }1Ll( eincreation. [wonder how sanguine
thev“ﬂl be when winter comes to their tw lflqhi groves,

TEMPLES AND SHRINES
OF THE CHILDREN

Individual packs da not establish shrines, TI‘ley consider
land they have "puri["led" to be dedicated to (he [orces of
destruction, laying the way for the great rebirth 1o come.
However, the sect as a whale considers the entive Gloaming
to be sacred ground. Numerous packs patrol the borders
of the wood to keep out intruders. The very heart of the
Gloaming, though, is a dark mystery that even the Chil-
dren fearto breach: They are aware of the Nightbringers
and are suspicious of these bt reakaway druids, so some
packs also patrol the inner ring to watch loractivity.

The Nightbringers

Mabar, the Endless Night, isa realm of darknessand neg-
ative energy. Most inhabitants of Eberron see the plane
as imimical to life. and its inhabitants as \-r}m”)' evil. The
Children revere the darkness, seeing it as the necessary
balance to light and life, and see no contradiction in
including Mabar in their worship. And a few, believing
that darkness is the ultimate destiny of the universe, work
to hasten its conquest of the other planes. These maverick
Children call themselves Nightbringers.

Those who follow the ;\!ightbringﬂ r pnlh are drawn
to the dark p]m‘.cs. They are natives of or seek out Mabar
manifest zones, {'.‘.pucifllly the Glonming in the Eldeen
Reaches. These druids prefer to operate at nigh: or
within a Mabar manifest zone. They remain within the
Gloaming as long as possible, preferring to grow closer
to the darkness, rather spreading the coming winter into
the rest of the world,

Nightbringer leaders call themselves Nyctarch,
while the most senior of those who follow take the title
Darksinger.

Nyctarch’s Cave

This Nyctarch is a shadow wildhunt shifter named
Taralok Ebonsong (male shifter druid 9/scout 3/planar
shepherd 4; see page 105) who inhabits a sacred cavern in
the innermost ring of the Gloaming. He slipped through
the boundaries between the planes when Mabar was last
coterminous with Eberron and brought with him new
insight into the Endless Night.

The sacred cave contains a weak spot between
the planes that allows instantaneous travel during
Mabar's eaterminous phase, and greatly improved cast-
ing of summan, planarally, and gate spells even when Mabar is
remaote. T}‘.E Nyctﬂrch'ﬁ Sinlpif qllal‘ters are I‘ig}ll i)ESidE
the Mabar vortex. The cave's location at the heart of the
Mabar manifest zone provides substantial protection,
but shadow beasts and lesser yugoloths also guard this
valuable point.

Taralok makes frequent journeys to the shadow
P]HI'[E, Wl'lel'ﬂ hE communes Wllh Eidﬂr ultralnlhs {J’Vf”ﬂ_di'l'
Manual 11T 204) on matters of strategy. Taralok is aware
of their selfish reasons for cooperating with the Night-
bringers, but believes he can manipulate the yugoloths
II'IIO .th}nmng hIS own go.il& as \\t‘ll

I. Senior Darksinger's Abode. The highest-ranking
of the D(IIkSl'ﬂgEIb also acts as the voice of the ?\scldn‘h.
and dwells nearby to be at hand when needed. The current
senior Darksinger is Belas lvytangle (female shadow
human druid 12; see page 167 of Lordsof Madness), who hasa
shadow dire bearas her animal companion and also works
\\"il}'l th_:‘ Shﬂdﬂ"-r masliﬂ—.‘i \‘\u'}lf_! gual‘& the cave (Se[‘ area '}J
Her home is a simple hut built from gnarled branches of
the night-twisted trees at the heart of the Gloaming‘ just
oulside the cave.

2. Nyctarch's Quarters. For all his power, Taralok
the Nyctarch lives ascetically, his personal living area
little more than a cleared Space on the cave floor. He
often spends time in the form of a shadow mastiff and is
indistinguishable from the ordinary beasts that defend
the cave. A cookfire pitanda nestlike mound of straw and
moss for sleeping are the only signs of habitation. Taralok
is in the cave about 60% of the time; otherwise he is on
Mabar consulting with the yugoloths. During hisabsence,
anycoloth (Monster Manual 111 202) inhabitsthe cave and deals
wnh any matters brought to him by the Darksingers,

3. Gathering Circle., This portion of the cave
floor, d[t'eully in front of the vortex to Mabar, has been

F—_———-ﬂ

Rituat of Niguts ToucH

You are favored h)' the forces of Mabar in a ritual of the
\'ighthringcr cult, and Lemporaril}' gain prolection from
life- dldlnlng effects.
Prerequisite: Initiate of the Nighthringers.
Benefit: You are immune to the :iamage dealt by
exposure to a minor nega[ive—c’mminanl plane. (If the
duration of this effect elapses while you are still on such

a plane, you begin to take damage as normal.) You gain
a +2 bonus on Fortitude saving throws to avoid gaining
a negative level from the effects of a major negative-
daminant plane.

[f you deal damage to a native of Mabar that has not
already dealt damage to you or to one of your allies, this
benefit ends immediately.

M
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smoothed down and marked with charcoal. The circle
itself is an area ol blackened floor about 20 feet across,
iarge tﬂﬂllgh Lo ﬂL‘CDITldea[E the N}'l’_‘[ill'l’_'l'.l iind ]Cl\"E
Darksingers. This is the ancher point for an unhallow spell
that covers most of the cave interior and has a dorkness
effect tied to it,

4. Vortex of Night. The rearmost part of the cave
musl once I'I"i\-'ﬁ.' l'.lef_‘ﬂ da Chﬂnn(‘_‘l L'er\"td b\ anu nrlt_'l‘grnund
stream, now dry. The interior of the channel is no
longervisible; an unearthly darkness fills the area. Eons
agcl dllrillg a CO‘.EI_ITlinU'LLS Philse. a pOI'ti(_:n (){‘ NI E.'l]'JEl'I'
extruded itself into this weak spot between the plane:s.
Four shadow mastiffs guard the vortex, lurking in the
magical darkness to catch intruders unaware. Two others
dTe on \\'ﬂ{fh at |h{.= narrow enirance to Ll"llf cave.

THE GATEKEEPERS

Once the Gatekeepers were the guardians of the world.
Tnug!n iJ_\' the cl:'agcm Vvaraak, they prepared for the
coming disaster: an invasion from the outer p|.'n‘1es,
When the gates to Xoriat opened and the daelkyr flooded
into Eberron, the Gatekeepers were able to end the
incursion—at a terrible cost. Very few are left now (fewer
than a thousand), but they remain vigilam against

future assaults,

SERVANTS OF THE GATEKEEPERS

Well over half the Gatekeepers are orcs or half-orcs.
The orcs of Khorvaire's western shores had always been
close to nature, which is why Vvaraak chose them to learn

druid magic. Many were lost in the Daelkyr War, and
many more turned away from nature in its aftermath.
New members are rare. so the sect takes in members
of any race who share its intense dedication. The sect
enjoys widespread support both in the Reaches and
the Shadow Marches, even if most inhabitants are not
actually members.

Very few Gatekeepers are druids. Most carry the
title of "hunter,” and these consist mainly of barbar-
ians, rangers, scouts, and the like. Theyare ever vigilant
against unnatural horrors. Low-level druids, or aspi-
rants, lead small groups of hunters. Unlike many other
"initiate” does not
denote a new recruit but is reserved for aspirants who

sects, among the Gatekeepers the title

have proved themselves in service. Only the most senior
initiates earn the formal title "gatekeepers.”

Ores join the Gatekeepers largely out of racial
pride. They also fear that the young nationsare leading
the world perilously near to a final catastrophe. The
destruction of Cyre was the warning bell that has sent
the Gatekeepers into the world. They can no longer
afford the luxury of isolation: the next assault mighi
happen anywhere.

Vvaraak and other members of the Chamber estab-
lished several Sil')[’l')’& observatories within the Eldeen
Reaches and the Shadow Marches. and instructed the
first Gatekeepersin their operation. To this day, Gate-
keepers monitor the movements of the heavens, always
on guard for pcri!(m.\ ;\Iignments. They maintain com-
munication with each other lhroug]‘l the observatories’
enhanced divination magic.
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The Gatekeepers proudly display their heritage by
wearing garments of the ancient style. These consist
of deep red tunics, the color of dried blood, trimmed
with deerskin and rabbit fur. They favor the axe, atra-
ditional orc weapon, and light leather armor if they wear
anyatall. Many wear ornate bracelets and toves, a taste of
luxury inherited from their dragon tutor. Gatekeepers
are friendly toward the draconic Chamber, since one
of its members taught their order. From time to time, a
Chamber scholar comes to the Reaches to use the obser-
vatories and to converse with the druid elders.

Becoming a Gatekeeper

Many admire the Gatekeepers” work, but very few are
willing to undertake such a lonely and dangerous exis-
tence. Most new Gatekeepers are inhabitants of the
Shadow Marches or the western Eldeen Reaches, and
often they follow in the footsteps of their ancestors. A
few goblinoids are attracted to the sect, out of a cultish
fascination with ancient Dhakaan (t]‘mugll the orcs con-
sider these members poseurs); several groups of hunters
patrol the Khraal in Darguun.

The Gatekeepers go abour their work quietly and
do not actively seek out new members. They do travel
thruugh or near the ore settlements, |1n}:|ing Lo set a com-
pelli‘ng Examphz for the ynuth. Sac“y, most yout hsarenot
interested in thankless patrols in the wilderness, favor-
ing instead the excitement of adventure and conquest.
Thus, some hunter groups have taken to emphasizingthe
thrill of tracking down and destroying monstrous threats
rather than focusing on a selemn obligation to defend
the world.

A new hunter need do no more than be accepted
into a group. No formal initiation is required. Would-
be aspirants. though. must receive formal recognition
from a druid of at least initiate level. Usually an aspi-
rant brings the candidate forward. Initiation consists
ai'swearing solemn oaths, followed by tattooing, A new
aspil‘ani is assignc‘d Lo guide a hu‘nting group at first;
once she has proven herworth, she begins instruetion
in the use of observatories and maintaining the seals on
the portals to Xoriat.

Hierarchy

Being few in number and widEl}' scattered, the Gate-
keepers have little formal organization. The most senior
druids are usually occupied with studying the heavens,
but when a threat arises, they quickly call the others.
Individual bands of hunters are widely scattered in the
world, many in far-flung reaches such as the Mournland
and even across the seas, which makes contact diffieult.

P——-ﬁ

Tue EMBLEM OF THE GATEKEEPERS

The Ga[ekccpt’l'ﬂ revere their favored status as the Arst
students of druid magic, and they honor Vvaraak as a
prophet. Senior members of the sect, and those favored
due to some heroic action, tattoo a stylized dragon head
on their skin.

The constellation Bahamut sometimes appears on
GEIEL:EEPEI'S. gar]“:. repl‘tsenting lh& pD\\'t’l'b lf:i.prt){E'L‘I.ion.

b———d

Still, the Sihcl‘}'s observatories enhance scrying spells,
greatly aiding communication.

The elder Gatekeeper of the Shadow Marches, Saala
Torrn (NG female half-ore druid 14) is as close to a
leader as the sect has, She does not command others or
sel pniin:y. but those in search of wisdom seek her out. It
is said she carries the last words of Vvaraak to his pupils,
recorded in a mystic erystal passed down through genera-
tions of Gatekeepers in her clan.

Other gatekeepers and initiates serve their regions
as authorities on the sect’s history, preside over initia-
tion ceremonies and major rituals, and help to pool aid
against common dangers. Only a handful of gatekeepers
proper exist, and perhaps three dozen initiates. No more
than two hundred members of the sect are aspirants, gen-
erally not exceeding 3rd level. Most aspirants are druids,
but some are adepts, and the orc culture contributes quite
a few spirit shamans (Complete Divine 14).

A typical hunting group comprises three or four
combatants led by an aspirant. lt's unusual for a member
to exceed 5th level. In more dangerous areas, or where
the hunters are called together against a specific threat,
agroup might number up to a dozen, with two aspirants
and an initiate or even a gmekeeper in command. Such
groups might contain moderately high-level rangers
or barbarians. A hunting group operating out of the
C; reen Sp] re (a Gatcke('p('l' |)(ISUE|1'.I. lDCﬂtﬂd 11'1 |h€ Shﬁdo\\'
Marches) mighr even include a sy‘mbiunt—wearing impure

pl‘ince (Mﬂgic ufEberron 73).

Religious Duties
The Gatekeepers were chat‘gvd longago with the defense of
the world, and they have never shirked this respansibility.
Primary among their duties is tending the planar seals. If
lefr unattended, the im("rplannr stresses would slowly drain
the malgical weaves that hold the hindinga in pluce (not to
mention whatever efforts the daelkyr might be making 1o
undo them). Regular ceremonies are necessary to reinfuse
the seals with power. Only the galtekeepers are advanced
enough in power to conduct the necessary ritual, bur all
participants can contribute mngical energy towa re it.
Most Gatekeepers are concerned with more mun-
dane matters, mainly destroying aberrations and extra-
planar horrors wherever they might lurk. The boldest
join the Maruk Ghaash'kala guardians in the Demeon
Wastes to combat the fiends of Khyber. A few dare the
Mournland; some even explore Xen'drik for clues 1o
the ancient wars againsi the hends and signs of further
calamities to come. Aspirants and initiates keep their
senses open to supernatural disturbances resulting from
p|:mz:l' instability. When such a weak point is detected,
l}u'y send messages to m'il.l'hy hu niter groups to pat rol the
dii ngcrous area. They 50“1(‘Ti1nes communicatc \‘\'l‘ll lhE
Greensingers, whose expertise on planar phenomena is
invaluable to the Gatekeepers work,

Defenders or Chauvinists?

[0 the view of some individuals, Gatekeepers have a pretty
inflated sense of their own importance. True, they helped
tht the claell:yr invasion, and tlley uiiimaleiy sealed the
plﬂnm’ [Jormls. But, as their eritics argue, thcy learned
that magic from dl'agon»-—it was never part of their cul-
ture. The Gatekeepers are far from numerous nowadays,
but still these ores see themselves as the protectors of the



world, and they don't especially welcome nonores into
their ranks. It's easy for skeptics to read more than a little
racial pride into this tradition. Those eritics also claim
that the Gatekeepers don't have much to do now with
the planar seals keeping Xoriat out of alignment. Maybe
they just don’t want o acknowledge that fact, and their
elaborate "sirengthening” rituals are little more than
ps_\'chu]ogical props.

Fallen Gatekeepers

Maintaining the sealed gates to Xoriat imposes severe strain
on the gatekeepers charged with that task. The magical
energies are tremendous, and the taint of that mad plane
still leaks through into the vicinity, A Gatekeeper too long
in contact with a Xoriat gate becomes twisted by its influ-
ence. | he strenglhening rituals take placc ar‘lnualll\'. but
in between someone must stand sentry against unexpected
breaches. To minimize the risk of corruption, the Gate-
L‘L‘cpers rotate (iut)' among their senior druids. Theoreti-
cally. no one should be exposed to the seal for more than
a month at a time. In practice, too few druids of sufficient
power exist to allow such frequent rotation, and sentry
stretches of several months occur all too often. After years
of even intermittent exposure, the strain begins to take its
toll. Should 2 Gatekeeper succumb, he islost irretrievably;
he falls into the madness of Xoriat and hecomes an engine
of destruction. Now enemies of the natural order, such
renegades are desl ]'Q\'Cd a5 soo0n as ])ﬂﬁ&ible-

Fallen Gatekeepers lose their druid powers. Many
become bfighler'ﬁ ((?ump!etu Dizine 23) or turn to the Culs
of the Dragon Below. They bring a d;lngt‘rous experience
to such enemies of the world, and they might be able to
strengthen the Xoriat manifest zones that already exis
within the Shadow Marches and elsewhere.

Quests

Al hough becoming an aspirant or a Iny member of the
sect is a sirnple maltter, advancing to the rank of initiate
requires instruction in deeper mysteries. The Gate-
keepers restrict nond ragons’ access to the observatories,
allowing entry only to those who have passed these higher
rites, T he rite culminates in the new initiate entering an
observatory and becoming attuned to its dragonshards.
This requires staying alone within the nbser\-‘aml’y for
three consecutive dn}'s and nights. obscl‘ving the move-
mentsin the Ring of Siberys. At the end of this period.
the initiate can enter and activate the powers of any such
observatory. Those who have not passed through the
ritual are wholly unable to use the scrying and divination
abilities granted by the observatory (ECS 272-273).

Advancing to the rank of gatekeeper requires a more
demanding test. The candidate must learn the ritual of
replenishment. which keeps the planar gates sealed. and
then conduct the ritual with no assistance from the other
senior druids (who deo, however, observe the proceed-
ings). He must contact other members of the sect on his
own and organize a ceremony to draw on their collected
energy. If he successfully stabilizes the portal, he attains
the rank of gatekeeper; if not, the others move to correct
the problem, and the candidate must wait one year before
]1‘3 £an tl\' ﬂgﬂin.

RITES AND RITUALS
OF THE GATEKEEPERS

This ancient sect takes no action without appropriate
observances, Everything the Gatekeepers do is crucial to
the world's survival, even if it appears inconsequential
to an observer,

Initiation

Joining the sect requires swearing oaths in the name of
Vvaraak to protect and serve the natural order. Those
seeking to become aspirants must vow never to use their
magic to inflict disease, madness, aor poison—not even
against evil |Jeings. The Gnlckcepers must show them-
selves to be of a higher calling.

Minor Rites

At the |){-ginn1ng and the end of each day. a Gutekeeper
takesa moment to reflect on the teachings of Vvaraak and
to give thanks for the bounty of the world. Gatekeepers
commemorate noteworthy life events in the same way,
praising Vvaraak and blessing the earthat times of birth,
death, union, and the completion of important tasks.

Major Rites
.‘\rjnual L‘f_'l'(!nlonil’.s are n(‘.(_'(_’&ibilry to rein I.'L.I.Sf.' l]'lt',‘ SEBIS
with power. Only the gate kccpet‘s are advanced enough
in power to conduct these ritnals, but all participants can
contribute magical energy toward it. This is a daylong
ceremony, led i‘,s_\' the gatekc&per, All participants gi\.‘e up
their entire allotment oihspells for the day, channc‘ling
the divine power through the gatekeeper directly into the
planar seal. A rotal of 200 spell levels” worth of magical
energy renews the seal, barring any deliberate efforts to
weaken it,

There are many seals within the Shadow Marches,
and not r_‘nough Gatekeepere‘ to maintain them all
simultaneously. so groups of portals are assigned to

F——#

RITUAL OF WATCHFUINESS

You become on guard against unnatural attacks against the
world. Yoursenses are exceptionally heightened. This ritual
can only be performed by a druid of the Gatekeeper sect.
Prerequisite: | rank of Knowledge (the piancs\.
Listen, or Spot,
Benefait: You gain a <1 bonus on Knowledge (the
planes). Listen, and Spot checks.

lf you voluntarily cast a spell that creates poison,
disease, or confusion, this benefit ends immediately.

Special: [f you are an initiate of the Gatekeepers,
all divination spells you cast are extended (as the Extend
Spell feat). Thisdoes not alter the spell slot used to pre-
pare or cast them.

M
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given gatekeepers. They form traveling cireles that
move continually between assigned portals to renew
the seals,

THE GATEKEEPERS
IN EVERYDAY LIFE

The Gatekeepers go about their duties quietly and do not
often interact with anyone ocutside the sect. An inhabit-
ant of the Reaches and the Shadow Marches might never
encountera Gatekeeper in alifetime. Communities that
exist near a planar seal are very much aware of the debt
they owe the druids, and these are mast often the source
of new recruits into the sect.

The Gatekeepers and Government
Within the Shadow Marches, individual ore tribes form
local governments: there is no national leadership. The
orcs who adhere to the ancient traditians are s rongly
suppm‘tivv of the Catekeeper:.. and senior druids often
are leaders of their clans. But many orcs, as well as the
goblins who inhabit the land. have turned to the travesty
of religion that is the Dragon Below. The worshipers of
fiends and madness are generally hostile to the Gate-
keepers, who seek to destroy such abominations,

Eldeen's nominal government is strongly tied to the
druidic cultures of the region, especially the Wardens
of the Wood, who acknowledge the Gatekeepers as their
ancient teachers. Relations with the various druid sects
are generally tolerant.

Other governments have no interest in a few hun-
dred ores wandering in the wilderness of savage lands.
Not many who hold power know the truth of their work.,

The Gatekeepers and Other Faiths

The Galekcepers workwell with any aother sect devoted
to protecting the natural world. including' followers
of Balinor,

Specific Attitudes

The Wardens of the Wood: They are our heirs.
Their gentlenessand tolerance, however, blinds them to
the real threat that Xoriat still poses.

The Ashbound: Grim though they are, they are as
faithful to nature as the ancestral champions who turned
away the daelkyr. They can be counted on in a crisis.

The Children of Winter: Has Xoriat tainted these
druids somehow? They are mad to think that encou rag-
ing the end of the world will somehow heal it.

The Greensingers: We honor the faerie and their
kin. But we fear they do not recognize the threat of unre-
stricted planar contact,

TEMPLES AND SHRINES
OF THE GATEKEEPERS

Although the Gatekeepers do not establish fixed arveas
of worship, each of the sealed planar portals within the
Eldeen Reaches and the Shadow Marches is perforee a
sacred place. Groups of druids visit the seals, ensuring
that each is replenished annually. In areas where portals
are more numerous, these groups meet and cooperate
in the replenishment rituals, and discuss what they have
learned in their travels.

THE GREENSINGERS

In the Twilight Demesne, where Eberron and Thelanis
intertwine, the Faerie Court holds sway more than any
mortal organization. This is the realm of the Green-
singers, who embaody the fickleness and the many faces of
nature: both lovely and dangerous at the same rioment.
Beyond any overriding purpose, they simply are. But
should their land be threatened. they come to its defense
with the fury of nature unleashed.

SERVANTS OF THE GREENSINGERS

Nearly all Greensingers are elves or half-elves, with a scat-
tering of humans. They are habitués of Thelanis, if not
natives of that plane, spending more time among the fey
court than in the material world. Although some learn the
sect'sways on Eberron, most go to Thelanisand return as
emissaries and defenders of the fey. Those with elf blood
are most closely attuned to the wild freedom embodied by
the sect, but anyone who chafes at the strictures im}w.-aed
by civilization, or even the limitations of another druid
sect, is a candidate for the Gree_nsingers.

Unlike the other Eldeen sects, most members of the
Greensingersare druids, with rangers making up virtually
all the rest. The sect containsa smaltering c}fspil‘il shamans
aswell. "Lay” membership does not exist: Greensingersare
malgital beings who are all spellcasters of some sort (or at
least hold the potential). Quite a few have some levels in
an arcane spelleasting class, usually sorcerer.

Greensingers dwell only within the Twilight Demesne
and Thelanis, although they might travel ro other realms.
When they send an ambassador to Eberron, the meeting
occurs within the Towering Wood. Communication with
far-off nations is through magical means (facilitated by
(.'}alfkeepers and the Siber)‘s ohservatories) or messages
carried b)' emissaries of those lands. It is stsiblc the
Greensingers would emerge into the world if a sufficiently
great threat demanded it, but so far nolhinghas met that
criterion (whatev(:r it might be).

There is no official costume for the Greensingers;
that would be anathema to their fierce individualism and
\\'ild nature. —rhf"\' p['ESf_‘rl[ thEmSEi\’t‘ﬁ as lhe Spiril Iﬂk(_‘b
them, and migin change their appearance many times,
even in qui{:k succession. Some adopl outlandish gm‘b
D{. i}l‘]‘.ght COlDl‘S an(l 'Lll'\!.ls\.l('ll matEl'ii]IS: some are Ctil({ in
leaves; some wear the richest robes and drape themselves
with jewelry: some are as naked as the twilight sky of
Thelanis. They do not care if they shock the sensibilities
of "mundanes,” for only the great dance matters.

What motivates the Greensingersasa group, letalone
each member, is a mystery to all who are not part of the
sect, Indeed, the sheer chaos of the faction is inimical to

P#

THE EMBLEM OF THE GREENSINGERS

The chaos that embodies the Greensinger sect does not
lend itselfto formaul identification. However, when there
is need to send an emissary to other lands, that mes-
senger wears a brooch in the shape ofa green leaf with a
thirteen-pointed star superimposed upon it, represent-
ing the planes of existence.

h——‘



establishing an overriding philosophy. The Greensingers
do have one shared ideal, however, which they reveal enly
to those who are fit to enter their rarefied circle,

The great purpose of the Greensingers is this: All
the planes of existence are part of nature, and all should
be made manifest. Unlike every other druid sect. they
have no horror of outsiders, considering them to be as
natural as Earthl)‘ creatures. [fa T.hing exisls, the)‘ say, il
was meant to exist. Even such universally reviled mon-
strosities as daelkyr and undead creatures are obviously
intended to be. And existence itselfis the highest author-
ity to the Creensil‘lgers.

Thus, the Greensingers are fascinated by manifest
zones of other planes. and [he." seek the knowledge of cre-
ating new ones near or even within the Twiiighl Demesne.
They also seek more connections between Thelanis and
all the other p|:11‘|es. notjust Ebherron. The}' are moslt
active when another Plane becomes coterminous with
Eberron. trying to anchor a portion of its essence to the
material world even afterits orbit takes it away. Theyalso
study the movements of the outer planes with respect to
one another, and the effects of their being coterminous
with and distant [rom other planes. Few are more expert
on planar matters than the Greensingers.

Becoming a Greensinger

The sect is generally reclusive, with no formal organiza-
tion, and its members never go in search of new recruits,
Those enraptured by the thythms of the great dance of life
eventually make their own way to the Twilight Demesne.
Sooner or later, the walls between the planes grow thin,
and they step into the Faerie Court. They might never
return, content to spend the endless evenings in revelry
while centuries pass on Eberron. Only a very few are
interested in becoming official agents of the fey, and only
a few of those become Greensingers.

Simply being attracted to the Faerie Court is not
sufficient for membership, nor even is spending time
in Thelanis's revels. Not even expressing admiration
tor and devotion to the fey qualifies someone. There
must be an ineffable spark, something of the unearthly,
within a petitioner's psyche. Those who have such a spark
recognize it in others, and they actively encourage such
people 1o visit Thelanis in the hope of bringing them to
the sect. They expose the potential recruits to the concept
ol planar solidarity. showing them Thelanis’s manifest
zones and watching their reactions carefully. Candidates
who accept this wider view of reality are approached for
membership: those who are too narrow-minded remain
as guests of Thelanis but never learn the inner mysteries
of the Greensingers.

Hierarchy

There is none. The Greensingers are fiercely indepen-
dent. and no one voice directs the sect’s policies. Major
decisions are undertaken by the entire group. and every
voice has equal weight, whether that of the rawest initiate
or a respected elder druid.

The sect does not even operate in circles as others do.
Each member does as he wishes, furthering the overall
ambition of the Greensingers in hisown way. Even ifthe
purpose is not l‘cadiiy discernible. his actions are not
questioned. The only exception is behavior that obviously
threatens Thelanis, such as allying with the Puritan sect

of the Silver Flame (who believe that fey are abomina-
tions not far down the scale from fiends). Even then,
the Greensingers are more likely to call an emergency
meeting to question the transgressor's intention than
take immediate. radical action.

A Greensinger undertaking some sort of activity
usually attracts others among the sect who have similar
outlocks. So, for example. a druid who hasbegun to lay
the groundwork for locating a Syrania manifest zone in
the Towering Woods might be assisted by other spellcast-
ers, batharcane and divine. Rangers who see the wisdom
of this act gather to protect those who are engaged in it.

Religious Duties
Contrary to the purpose of the Gatekeepers, the Green-
singers welcome the opening of planar connections
between the worlds. To them, the gates 1o Xoriat and even
Dal Quor were meant to be, and expending effort keep-
ingthem closed is a waste. That is not to say that effort
should be expended on opening them either—if they are
a natural part of the world, they will open regardless of
others’ actions.

Their fascination with discovering and creating

manifest zones seems to be a contradiction to this idea,
butto their way of thinking, it is not a contradiction.

S Greensingers and Slouls

Leaming the true motivation of the Clreen-
singers was difficalt envugh. Divining bheir
alfitudes foward death, souls, and the afterife
has been nearly impossible.

On the one hand. they are oy and
(ey-fouched. One common belit' s that surk
ereatures have no souls, being near-immortal
spicts of nature. Thetr fuseination with ol
the plancs of existence seems to bear this
out. 7321; scem inferssted in them, not s -
destinations for the soul, but simply as other
puarts of the worll,

Bt even ifthat io so, & does not euplain the
many eloes and elvenkbin who ahabit the 7&«1@)}!
Deniesne. (e have seer the mesumection of'
dead elises, 90t would ceem an indlependent soed
of'some bind exists, whether & tavels to Datiurrh
v or eloewhere wpon death, Ferkaps entry into the
f CGreensingers confrs some sort of immortality,
@ Hr an the sowl Prever i de

body 7 0es one, (n effect, join bhe faerte fodk by
taking up the green 7
Those of the Faerie Court do not
! distuss .
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A manifest zone allows the attributes of another plane
to mingle with this one, sharing its distinctive features
without breaking the boundary. The strange and won-
drous are irresistible to Greensingers, and magical loca-
tions attract them most of all.

All forms of existence, even if it is not technically
"life,” are worthwhile to the Greensingers. They espouse
no duty to destroy certain kinds of creatures. On the
other hand, an individual member might embark on a
campaign to eradicate, say. all the dispiac_er beasts inan
area. The reason might be to maintain ecological bal-

DRUID SECTS

ance, to keep the creatures’ presence from interfering
with magical energies needed to form a manifest zone, or
to accomplish some other goal incomprehensible to most.
Unless the group as a whole sees grave danger in such
activities, it does not interfere. Each member performs
his duties to existence as he sees hit.

Fallen Greensingers

The do-what-thou-wilt mentality of the Greensingers
makes expulsion [rom the sect extremely diffieult and
unlikely. Even activities that seem inimical to Lhe sect’s
aims do not result in immediate retaliation. But ifthe
group decides it has been wronged. there is no limit
to the retribution it might take. Nature is cruel, asare

Noning the Flanes

A h the magic of creating news menifst
mﬂ &?m asr a ﬁofe indlvidual
explorers have accumalated b of en ancéent,
mighty ritual perteted by the giants of Xon' ok,
3 :%.d/ studlles suggest that the giants Hound a
way to thin the walle between the wordds, and
that their experiments led to the Cuort invasion.
Cpreensinger stholars are deeply divided on the
mattzr of regpening such investigations. Some b
rgue bhat creating maniest nes & not the vame '
a9 opening portals, and agdlale making the
attempt a2 soon as possible. Othere resiot bhe llea
of rming arifiial connections between the planes,
) pgemfg/ o they should end up threatening the
jwdy)}! Demesne or Thelanis, (Lobe anyyone
else, the Cirensingers can be self-contradivtory
when thelr own sefety to af stoke. )
4 Some Cpreensingers have token i on
: themselies to attempt creativn rtuals. Those
who agree Allow their beaders o isolated reglons,
often in ploves where bhe planar bamers seeht
) albeady thin (such as the Shadow Marches,
the Wowmlard, and Xen'dith). There they

" ‘gpend yeass experimenting with group magec (o
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enraged Greensingers. Mere death is not usually enough
punishment, The offender might be "pinned to the sky”
(trapped on the Astral Plane) or turned into a block of
stone, then left for the elements to erode.

Someone who actively turns against the Greensingers
never does so openly until he can make his escape to alikely
refuge. The Greensingers' talent for planar travel makes
hiding from them a challenge, but serious renegades are
surrounded by strong allies. The most infamous betrayer
of the sect is Anthelnas ir'Phiarlan "the Pure,” who was
converted to the Silver Flame in 820 YK and joined the
Puritan crusade against lycanthropes, even laying waste to
portions of the To\sfering Wood in his }‘.i:*a]otr}'.

Quests

The Greensingers do not set fuests for their members,
The process of selection and initiation is rigorous enough
that further proof of devotion is not necessary. Each
member is cxpec[ed to serve the sect’s interests accordi‘ng
to his own nature. Occasionally the Faerie Court calls
on a senior Greensinger to act as a go-between to one of
the outside worlds. Such requestsare not mandatory, but
I'efusing incurs the displeasure of the fey.

RITES AND RITUALS

s OF THE GREENSINGERS

| Ritual is too formal an activity to capture the wild hearts

ol the Crccnstnger's. Spm:ihc activities appeal to given
followers—at least until smntlhing else takes their fancy—
but no liturgy or prescription ean ever apply to them.

Initiation
Initiation of a new Greensingerisnot a formal process—
nothing within the sect is—but requires that the entire
organization meet at the heart of the Twilight Demesne.
Given theirsmall numbers (m‘lh,r a few hundred) and lim-
ited travels, ('.al”ing such an ilssembl}' 15 relmivel)' simph'.
All of the assembled are free to question the candidate and
satisfy themselves as to her qualifications; this interroga-
tion can be intense and might last for many hours. Finally
the assembly votes. Only on unanimous consent does the
candidate become a Greensinger.

Immediately on joining the sect, the new initiate
undergoes the ritual of the timeless soul (Players Guide to
Eberron 60) to enable her to pass between the planes easily.

Minor Rites

Greensinger rites, such as they are, express personal quirks.
One member might plant reath vines (ECS 92) wherever she
travels; another might sing continually. Such pursuits
can end suddenly, to be replaced by the latest interest,
but while the Greensingc‘.r isintent on them, she pursues
them te the point of obsession.

THE GREENSINGERS
IN EVERYDAY LIFE

The sect is so isolated, and its goals so unfathomable,
that most people are unaware of its existence. If its goal
of planar mingling were better known. the likely result
would be alarm. And should the group succeed in creat-
ing new planar accesses, the world would become aware
of them soon enough.



The Greensingers and Government
Other than the nominal government of the Eldeen
Reaches. which maintains contact with most of the druid
sects, other nations know almost nothing of the Green-
singers and their activities. On rare occasions, the Faerie
Court has need of a messengerto travel to another realm,
but this is more in the nature of a private consultation
than a full diplomatic mission. Human governments
receive the fey emissaries with a mixture of curiosity
I\!ld &lpprEhEﬂSiUn: f\el’enal eI\'ES (Eipfciall}' lhe ances-
tors) relish the intellectual exchange; what the dragons
think, only they and the Greensingers know. Other
governments of Eberron seem to hold little interest for
the Faerie Court, but they do send emissaries to other
pl;in(rs from time to time.

The Greensingers and Other Sects

The Greensingers do not pay attention to much ourtside
the Twilight Demesne. Even cults dedicated to destroying
their way of life mean little to them.

Specific Attitudes

The Wardens of the Wood: They seem harmless and
P[(‘als:lnl enough. M;tn}' have stepped into Thelanisand
found welcome in the court. They are perhaps too fand
of iron. though.

The Ashbound: To them. Thelanis does not belong
to the natural world. How strange. Are notall the planes
of existence of necessity natural?

The Children of Winter: While their effort 1o
enhance Mabar's manifest zone is fascinating, their
obsession with but a single facet of existence makes them
\\"L‘I‘T‘(I End dﬂngEI'DUSA

Thc Gatekeepers: ‘[‘1'1&}' hﬂ\'f ‘i\(.’ PETiEnCE L}r llie
immortal folk, thl:uugh their lives are short. But Iht‘}‘ do
not understand lhc });Ila“l:e O{a].l pl:illc‘t&_

TEMPLES AND SHRINES
OF THE GREENSINGERS

The Twilight Demesne is the eternal meeting place of

the fey and the Grr:l.’nsingers on Eberron. It is as close
to a lemp!e as exists tor the Creensingcr sect, Here, twa
plzmes meet and mingle. their borders uncertain. It is
a model for other planarjoinings. The Greensingcl'r_‘-
spend most of their time here, when they are not explor-
ing other planes and manifest zones. They travel freely
ta Thelanisto tell tales of their adventures there, and 1o
hear wondrous lore in return.

PRESTIGE CILASSES

Some druids are drawn to the animal lord, beastmaster,
or master of many forms prestige classes (see Complste
Adzenturer), Stormlords and void disciplesare also common
and, asmentioned, a number of fallen druids join the ranks
of the blighters (Complete Divine 23). The following prestige

class is particularly fitting for druids of Eberron.

PLANAR SHEPHERD

"There's no place like home. T just have more than one.”
—Findelas, devotee of Kythri

Some druids, especially among the Greensingers or those
whao have dealt E:-:!ensjvely with that sect, reject narrow
interpretations of what constitutes the "natural” world.
Theysee the great dance of the planes as the full expression
ofexistence and are fascinated by these other realms. Such
pel'50n5 iJL‘L’nm(‘ plauar’ [1'“\'le'l'5 End EVEN ildC}JT aI'lDf}lEr
plane asasecond home as they delve ever deeper into these
natural mysteries. Dubbed "planar shepherds” for their
proselytizing on planar tolerance, they work to open the
minds of others to the reality of nature.

BECOMING A PLANAR SHEPHERD

Druids are the usual eandidates for the planar shepherd
class, because the wild shape ability isa requirement. Druid/
ra Itgers are ill.‘_\() commaon. S(J]]le[imes a ]'Jiighlc‘l' ‘.L‘-‘L‘JmPEEff
Dizme 23) enters this class to further his e,\pior;-tti(m of the
planes of death, madness, or destruction. Nearly all can-
didates for the class have interacted with the Greensinger
sect. since the fey friends focus on the interconnection
between planes. but some Nightbringers have discovered
the secrets of the planar shepherd, as well.

ENTRY REQUIREMENTS

Skills: Knowledge (nature) 8 ranks, Knowledge (the planes)
4 ranks,

Feats: Greensinger Initiate® or initiate of Nightbringers
(at DM’s option).

Special: Wild shape class feature.

CLASS FEATURES

Asvouadvance inlevel, you become more and more attuned
ta your chosen plane. until you are indistinguishable
from its natives.

Spellcasting: At each level, you gain new spells per
day and an increase in caster level (and spells known, if

PM

RiTuALl of FickLE TWILIGHT

You become sieuhh} and deceplive, mking on aspects of
the fey of Thelanis. This ritual can only be performed
by a druid of the Greensinger sect.

Prerequisite: Chaotic alignment.

Benefit: You gain a +1 bonus on Bluff and Hide
checks.

If you deal damage to a fey that has not already

dealt damage to you or to one of your allies, this benefit
ends immediately.

Special: f youare an initiate of the Greensingers,
once per day you can choose for any enchantment
(charm) spell you cast to be extended (as if by the Extend
Spell feat), but with no adjustment to the casting time or
spell slot.

M
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applicable) as if you had also gained a level in a divine
spellcasting class to which you belonged before adding
the prestige class level. You do not, however, gain any
other benefit a character of that class would have gained.
Ifyou had more than one divine spellcasting class before
becoming a planar shepherd, you must decide 1o which
class to add each level for the purpose of determining
spells per day, caster level, and spells known.

Animal Companion: Your planar shepherd levels
stack with your druid levels for the purpose of determin-
ing the abilities of your animal companion.

Planar Attunement (Ex): At 1st level, you must choose
asingle plane of existence other than the Material Plane.
suchas Ivian the Eternal Day. Once selected, your planar
shepherd features are forever attuned to this plane. You
cannot choose a plane with an alignment trait opposed
to any component of your own alignment. For example,
a neutral good planar shepherd cannot choose Fernia
(because that plane is mildly evil-aligned).

You and your animal companion ignore any harm-
ful effects derived from your chosen plane’s elemental or
energy traits, as well as any natural environmental affects
associated with the plane. For instance, if you are attuned
to Risia, the Plain of Ice, you are not affected by the plane’s
cold temperatures: on Fernia, you do not take fire damage
for being on a fire-dominant plane. You are also immune
to the entrapping effects of planes such as Dolurrh. Ifyou
choose, you can share this benefit with a number of allies
equal to your class level; these allies must remain within
100 feet of you to gain this benefit.

This immunity does not extend to the plane's physi-
cal traits (including gravity and time). alignment traits,
or magic traits.

Detect Manifest Zone (Sp): Starting at 2nd level,
you can use detect manifest zone (see page 150) at will.

Wild Shape (Su): Your druid levels stack with your
planar shepherd class levels for the purpose of determining
the number of daily uses, the maximum HD and size (but not
creature type). and the duration of your wild shape ability.

At 3rd level, you are able to use wild shape to change
into a magical beast native to your chosen plane, with the
same size restrictions as for animal forms. For example.
ifyou chose the plane of Fernia, you could become a zezir
(Monster Manual III 205). This includes creatures whose
type changes 1o magical beast as the result of applying a
template (such as celestial or fiendish).

When you attain 9th level, you become able to use wild
shape to change into an elemental or outsider native to your
chosen plane, although it costs two of your daily uses of wild
shape to do so. For example, if you chose the plane of Makar,
you could become a barghest. In addition 1o the normal
effects of wild shape, you gain all the elemental or outsider's
extraordinary, supernatural, and spell-like abilities.

Plane Shift (Sp): On reaching 4th level, you can
travel freely between your chosen plane and the Mate-
rial Plane once per day. You can bring up to eight other
creatures with you, provided all link hands with you. This
ability otherwise works like the planeshift spell. You can use
this ability twice pér day at 8th level.

Planar Bubble (Su): Beginning at 5th level, once
per day you can create an area around yourself that emu-
lates the environment of your chosen plane. This area
mimics all traits ofyour chosen plane, including physical
traits, elementaland energy traits, alignmcnl traits, and

magic traits. This area has a 20-foot radius and lasts as
long as you concentrate (up to 2a maximum of 1 hour per
level) plus 1d10 rounds.

At 10th level, you can use this ability three times
per day.

Intensify Manifest Zone (Sp): At 7th level, you can
use intensify manifest zone (see page 151) once per day, using your
divine caster level. You can affect only manifest zones of
your chosen plane.

Planar Self: At 10th level, you are a focus for the ener-
gies of your chosen plane. You become an ouisider native to
your chosen plane and gain damage reduction 10/magic.
Wheneveryouare in a manifest zone ofyour chosen plane,
you gain a +1 bonus to your caster level for all divine spells.

EX~PLANAR SHEPHERDS

Hyou change to an alignment incompatible withyour chosen
plane, you lose access to planar shepherd class abilities. You
can no longer advance in this prestige class until you atone
(PH 201). If you decide to choose a different plane, you
must begin again at Ist level of the prestige ¢lass and do not
benefit from abilities associated with the former plane.

PLAYING A PLANAR SHEPHERD

Your concept of the natural world extends to all the planes
of existence, although you have a special affinity with only
one besides your native plane. Your work centers on the
balance of nature as it relates to these two planes. and you
are an excellent emissary, translator, and negotiator.

Given your attunement to a plane outside your native
one, you spend at least as much time there as on your home
plane. Your outlook perforce mirrors the characteristics
of that realm of existence; if you are affiliated with Mabar,
you have a dark outlook, usually evil-aligned. while if you
are attuned to Kythri, you are a wild creature of mercurial
disposition. As you advance in this class, you become more
and more acclimated to the weird environment of that
otherworld, eventually becominga creature native to it and
imposing part of its nature upon your home plane.

You might attach yourselfto an existing druid sect or
form a subsect devoted to your chosen plane. You have a
natural affinity with extraplanar creatures native to that
plane but are generally unprejudiced toward other planar
inhabitants—other than those whose aims directly oppose
your own, or who threaten the existence of your native or
chosen plane.

Combat

Your ability to use wild shape already makes you more
formidable in combat than most spellcasters, since you
can assume the form of powerful animals. Adding magi-
cal beasts, and eventually elemenials or outsiders, to this
mix allows you to exploit combat abilities not available to
ordinary druids.

At lower levels, you are limited to animal forms in
combat, but you also have good offensive and defensive
spellcasting ability. You can manage fairly well on your
own i necessary, especially when backed up by an animal
companion, but your spellcasting is more effective boost-
ing fellow combatants.

Asyou become able to assume extraplanar forms, you
can bring more powerful melee abilities to the field. You
also can assist your companions in surviving the hostile
environment of your chosen plane.



TABLE 5-1: THE PLANAR SHEPHERD

Base

Attack Fort Ref Will

HIT DIE: D8

Spelleasting
+| level of existing divine spellcasting class

Level Bonus Save Save Save Special

Ist +0 +2 +0 +2  Animal companion, planar
attunement, wild shape

2nd =] +3 +0 +3 Detect manifest zone

3rd <2 +3 +1 +3 Wild shape (magical beast)

4th -3 -4 +1 +4 Plane shift 1/day

5th +3 -4 +1 +4 Planar bubble |/day

bth =4 +5 +2 +5 =

7th +3 +5 +2 +5 Intensify manifest zone

8th +6 +6 2 b Plane shift 2/day

Yth +6 +6 +3 +6

10th <7 +7 =3 +7 Planar bubble 3/day, planar self

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class

Wild shape (elemental or outsider) +I level of__existing" divine spelleasting class

+1 level of existing divine spellcasting class

Class Skills (4 + Int modifier per level): Concentration, Knowledge (arcana). Knowledge (nature}, Knowledge (the

planes), Listen, Spelleraft, Spot, Survival.

At the peak of your career, you can take the form of
mighty elementals or outsiders, and ultimately, become
an outsider yourself.

Advancement

Your holistic view of existence likely comes by way of the
Grccnsingcr‘s. who either took you in as an initiate or
made a deep impression on you. Ifyou joined the Green-
singer sect, you have alreacly undergone its initiation
requirements, which are as onerous asthey are informal.
Most likel)‘ you have also cm‘np]l.‘lcd quests that :‘equi red
travel to different plane:., often Thelanis but others as
well, depending on the task set before you.

Even if youare not part of the Greensingers. youare
going to run across them frequently in the course of your
interplanar travels. It is wise to stay in contact with the
sect. They might offer assistance in times of crisis, and
they welcome new information about all matters planar.
Ifyouare a Greensinger, expect to be assigned ever more
Ch?lllc“gi]'lg missions to diﬁcc}\'ﬁ' r planar tl'utl‘ls.

Nightbringers who follow this path have a different
outloak. They invariably attune themselves to Mabar, the
Endless Night, and seek only to promote and advance the
influence of that planr:. Thuugh not necessarily evil, you
have no particular reason to ally yourself with the Green-
singers. You also can't count on much support from your
fellows, due to the small size of the sect.

Although Knowledge (nature) continues to be impor-
tant to you as a preacher of the natural order, you should
allat p]enty of skill poinls ta Knowledge (the p];lnes)
and Survival. Your extradimensional adventures often
demand finding your way through unfamiliar and physi-
cally dangerous conditions. Depending on your affiliated
plane. consider choosing heritage feats (Planar Handbook
37) to boost your resilience :1gainsl its effects. The Planar
Touchstone and Personal Touchstone feats (Planar Handbook
41) can also be useful, allowing you to hop quickly between
zones of power associated with your chosen plane. Feats
that improve your wild shape abiliky. or give you maore
flexibility in using it, are always valuable.

Resources
Those who rove between the planes are often considered
exceedingly strange, and many are loners. However, the

Greensingers are able to offer some information and
even diplomatic assistance. depending on which plane you
are visiting. Their capricious nature makes it difficult to
anticipate the exact nature of such help, however.

Adventurers who wish to travel the planes can benefit
immensely from your assistance if you offer it. Academics
in particular are always hungry for planar knowledge; if
you contact such a scholar, she can put you in touch with
trusted "associates” in need of experienced guidance, In
return, you have access to the extensive research facilities
that l:mly ]a:‘g&- universities, or organizations such as the
Twelve, can offer.

PLANAR SHEPHERDS
IN THE WORLD

“They're strange, no doubt about that. Most (l_lf':hfm make fﬁfﬂ;}' courl
look humdrum. But_wu'”ﬁnd none betrfr‘j;‘)r r(ru{chmg_wur back when
_you hawe fo retrieve a flame jewel from Fernia or hunt down a rogue fiend
on Shavarath."
—Solemi ir'Tollan, hardened Margrave archeologist

An NPC planar shepherd is easy to introduce into the
campaign. They are very uncommon, and often off-
world, so most people have never encountered such char-
acters. If a party member is friendly with, or a member
of, the Greensingers, the chance of encountering a
planarshepherd increases greatly. The party might meet
onewho issent asan emissary from the fey court, or seek
one out through academic connections to guide them in
a hostile planar environment.

Player character planar shepherds make excellent
adventure opportunities. Asthey travel between the worlds,
whether in search of knowledge or on more pragmatic
business, they offer the chance for exotic experiencesand
perhaps inside information on extraplanar threats.

Organization

The fey court is barely organized, and the Greensingers
only slightly more so. Still, some of the most influential
members of the sect belong to the planar shepherd class.
Their extensive knowledge of specific planes makes them
natural teachers and leaders among the others who wish
to learn more of the planes.

4S dinydad
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Somewithin Thelanisand the Twilight Demesne are
Sllbl.}ii.‘iotls OF t}'.IUSL' \-\'}]U Exl] l})it oo 5t I'O]lg an iI‘lLEr‘eSl‘ il'l
a specific plane. They especially fear the dangerous folk
who have affiliated themselves with the darker planes;
although they recognized that all are part of the natural

order, some planar inhabitanis have declared their intent
to overthrow Eberron. An undeclared conflict pits the
blightcrs and the dark druids against those who see them-
selves as defenders of nature, and the two camps vie for
pofiti('a| contral within the fey court,

The Ié),r also greatly mistrust the academic institutions
that call on the expertise of planarshepherds. They fearthat
overzealous exploration and acquisition on a given plane
can end up tipping the delicate balance among the planes
as a whole. A shepherd who seems too eager for material
things might be called before the highest Greensingers ta
justify his actions; if he cannot satisfy their concerns, they
might forbid further exploration for a preseribed time, or
even send him on a quest into a different plane.

Creation of manifest zones is a sensitive topic.
Although no formal rules exist to govern their locarion
and number (and not many planar shepherds attain the
ability to create them), the Greensingers strongly influ
ence the process. They are especially concerned that no
one plane be overrepresented, and that a given area not
contain too many manifest zones. Someone who wishes to
establish any sort of planar connection isexpected to pres-
ent the proposal 1o the fey court and the senior Green-
singers and obtain their approval
first. Those who ignore the sect’s
concerns find themselves
shunned and unwel-
come within the Twi-
lig}n Demesne. and
the druids sometimes
send c.\pedition.~ tothe
unauthorized zones o
harass inhabitants or
even block access.

Findelas,

NPC Reactions

Unless he isa blighter ora "rogue” (that is, someone who
does not abide by the Green singers wishes), members of
the Greensinger sectand inhabitants of Thelanisand the
Twilig]‘ll Demesne are g‘{.'Il(']'EtI]}' friendly to p|anal' s}wp -
herds. Their attitude becomes helpful if the character's
goals intersect with their own—though finding out what
they truly intend is a challenge in itself. B

Those who consider the other planesto be unnatu
ral have unfriendly attitudes toward the Greensingers
because of their extraplanar ways. Planar shepherds, who
openly advocate interplanar “contamination” and go so
farasto pollute the natural world with their blasphemous
duras, receive their greatest hatred. The Pure Flame
fanatics and the Ashbound sect are the most hostile; most
other druids are generally unfriendly. They do not see
messing with foreign environments as conducive to the
good of nature.

Scholars who specialize in extraplanar subjects are
usually helpful, and they hope to secure the character’s
aid in their research. On the other hand, those who watch
lor ext 'znpla nar threats are at best gud rded toward him.

Most people in the world have never heard of planar
zhepherdf.. Unless he makes his interest known, such a
character can travel freely within the cities of Eberron.

Off-world, planar shepherds are obvious. They
are not native to the p];l ne (at least, not until attaining
the pinnacle of their career) and rarely blend in among
other inhabitants. Some pln nar natives do not

mind travelers, but in hostile environments
(a ny\\-hczr(- in Shavarath, for t‘xumple). it 18
hetter to km-p alow pruﬁ le.

PLANAR SHEPHERD LORE

Characters with ranks in Knowledge (the
planes) or bardic knowledge ean resea rch
[Jl;mar shepherds to learn more about them.
When a character makes a
check or bardic knowlege check. read or para

successful skill

phrase the following, iﬁcluding the informa-
tion from lower DCs.
DC 10: Some druids who associate with the
Greensingers become experts in specific planes.
DC 15: Called planar shepherds, these special-
ists travel off-world frequently.
DC 20: Planar shepherds are naturally protected
against the harmful effects of their chosen planes and
¢an extend this protection to those traveling with them,
It's said that some even become ourtsiders in their efforts
to discover ways to harmonize the planes
Characters with ranks in Knmvlm!gr_‘- (nature) can
learn something of planar shepherds by way of their
knnwlr:dg(-' of the Greensingers. Add 5to the listed check

D

s when using this skill.

PLANAR SHEPHERDS IN THE GAME

A planar shepherd offers a way to use manifest zones to
suit the needs of your campaign or to flesh out an area
of the world that is still mysterious, such as the Mourn-
land or the jungles of Xen'drik. As well, in a world
where manifest zones and plz:nar gates are disturbingly
common, a character class with the abilit yto Saf{’l_\ travel
and explore in these places hecomes very useful.

a planar shepherd



[f you are locking to make your EBERRON campaign
more planes-spanning, and introduce elements of Planar
Handbookinto the game, thisclass (in concert withthe Green-
singers or even the Nightbringers) prm—ides an excellent
opportunity. An N PC planarshepherd can escort the party
on adangerous mission, and a PC druid with planar ambi-
tions can take levels in this class to further that interest. It
is especially attractive to players who enjoy exploration and
discovery; those with a diplomatic bent might also find the
class appealing. since it leads naturally to interaction with
strange and exotic beings. But planar travel hasno shortage
of opportunities for combat against bizarre enemies who
threaten the natural balance.

Adaptation

[fyou do not envision the Greensingers as planar scholars,
or your campaign is not sef in Eberron, you can easily
adapt the planar shepherd to suit your own needs. Drop
the Greensinger Initiate feat and replace it with ini-
tiation into a different organization specializing in the
planes; alternatively, leave any such requirement off and
allow characters to enter through personal interest. If
manifest zones do not exist in your campaign, the 10th-
level ability to create one could instead allow creation of
a planar touchstone (Planar Handbook 153).

Sample Encounter

Findelas started out in the Wardens of the Wood. helping
to balance the needs of civilization and the wild. From
the Gatekeepers he learned of the ancient planar breach
that had nearly destroyed Eberron, and he thirsted 1o
learn more. But the druids did not share his fascina-
tion with planar matters, seeing cutsiders in genera] as
threats to the natural order. [t was only on meeting a
half-elf ranger of the Greensingers that he found a kin-
dred spirit. Having elf blood himself. he had little dif-
ficulty entering the Twilight Demesne and meeting with
others who shared his fascination. Eventually he simply
remained in the fey woods, tacitly left the Wardens, and
became an initiate of the Greensingers. He is interested
in the raw power of creation and therefore became an
expert on the plane of Kythri.

EL 14: The PCs have answered a request from a
researcher at Margrave University to learn more about
the influence of Kythri on Eberron, especially during
tumultuous periods. Findelas has told her of a strangely
stable location within the Churning Chaos, almost like
an eddy in white water, where odd materials coalesce fora
time. This "calm within the storm” never lasts very long,
but another one forms not long afterward. He has been
employed to guide the party safely th rough the unpre-
dictable fury of the plane of chaos.
Finperas, DEVOTEE oF KyTHRI CR 14
Male half-elf druid 6/planar shepherd 8
ON Medium humanoid (elf)

Action Points 3
Init +3; Senses low-light vision; Listen +7, Spot +7
Languages Common, Druidic, Elven, Sylvan
AC 22, touch 15, flai-footed 19
(+3 Dex, +5 armor, +2 shield, +2 deflection)
hp 81 (14 HD)

Immune sleep

Resist +4 against spell-like abilities of fey
Fort-12, Ref+7, Will +17 (+19 against enchantments)

Speed 30 [t (6 squares); woodland stride .

Melee +1 shockspear +12/+7/+2 (1d6+1/%3 plus 1d6 electricity)

Base Atk +10; Grp <10

Special Actions planar bubble 1/day, wild shape 5/day
(14 hours)

Combat Gear wund of cure serious wounds (40 charges)

Druid Spells Prepared (CL 14th; 1d20 +16 to overcome SR):
7th (2/day)—animate plants. cloud-walkersi
6th ('—ka’day)—crumbfei‘ find the path, greater dispel magic, lortoise

shellT
5th (4/day)—animal growth, binding windsf (DC 21), death ward,
greater tigor]

4th (5/{:[213’)—&11:@_\' vortex (2, DC 20)i. flame strike (DC 20),
ice storm, mass camouflaget

3rd (5/day)—call lightning (2, DC 18), duylight, greater magic fang,
protection from energy

2nd [?r"day)-—bnar webl (2. DC 18), bear's endurance (2), cat’s
grace (2), lesser restorafion

Ist (7/day)—fuerie fire (2), goadberry (2), longsirider (2), magic stone

0 (6/day)—ecreate water, detect magic (2). flare (2. DC 16). read magic

Spell-Like Abilities (CL 14th):

2/day—plane shift

1/day—intensify manifest zone

At will—defect manifest zone
Ahilities Str 10, Dex 16, Con 12, Int 8, Wis 22, Cha 13
SQ animal companion, planar attunement (Kythri),

link with companion, share spells. trackless step, wild
empathy +9 (+5 magical beasts)

Feats Greensinger Initiate®, FHeroic Spirit, Natural Spell,
Spell Penetration, Weapon Foeus (spear)

Skills Concentration +8, Diplomacy +4, Gather Information
<4, Handle Animal +8, Heal +8. Knowledge (nature) +11,
Knowledge (the planes) +11, Listen +7. Ride +6. Search
-0, Speak Language (S)’lvan), Spot +7, Survival +17 (+19 on
other planes. +19 in aboveground natural environments)

Possessions combat gear plus +3 leather armor, +1 light wosden
shield, +1 shockspear, brooch of shielding, gloves of Dexterity +2, periapt
of Wisdom +4, ring of protection +2

Wild Shape (Su): 5/day—Tiny to Large animal (no magical
heasts are native to K}'tht‘i). maximum HD 14.

PrAHESTRIDER, FipeLAss Companion (Dire Lion) CR =
N Large animal
Init +2; Senses low-light vision. scent: Listen +7, Spot +7
AC 18, touch 12, flat-footed 15

(—1 size, +3 Dex, +06 natural)
hp 69 (10 HD)
Fort+10, Ref +10, Will +8

Speed 40 fi. (8 squares)

Melee 2 claws +16 (1d6+8) and bite +13 (1d8+4)

Space 10 fi.; Reach 5 fi.

Base Atk +7; Grp +19

Atk Options pounce, rake +13 (1d6+4)

Special Actions improved grab

Abilities Str 26, Dex 16, Con 17, Int 2, Wis 12, Cha 10

SO 3 bonus tricks, evasion

Feats Alertness, Multiattack, Run, Weapon Focus (claw)

Skills Hide +5 (+9 in tall grass or heavy Lmdcrgr‘owth),
Listen +7, Move Silently +6, Spot +7
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n the far corners
of Eberron. ..

eneath the very noses
of its rulers , , ,

myriad lesser cults flourish—
Asome breathtakingly
B heautiful, others nightmares
with no waking,




CHAPTER SIX

THER CULTS

he world of Eberron is filled with distinet
cultures, and within them, even more

distinct subgroups. IFanything can be said

in general about this world, it is that gen-

eralizations are even less reliable here than
usual. A dragon's color tells you nothing of its alignment.
the most horrid- looking ereature might be a champion
of the highest maral principles, and a noble-looking ell
could well be a servant of corruption,

Religion crosses the boundaries of racial identifica-
tion and national borders, Not only the major sects, but
lesser or hidden cults too can be found across Khor-
vaire and embedded in the distant continents. Some are
racially based (but might still attract adherents of other
races); others are focused on a particular location (but
might have mystical connections to other regions).

W ARFORGED
MYSTERIES

Eversince the warforged developed independent thought
and self-awareness, they have quested for the meaning
of existence, t‘spcz:ml]l\- ag it relates to artificially cre-
ated beings such as themselves. A few follow gods of the
maortal pantheons (L‘:‘.peciu”_\' Onatar) or dedicate them-
selves to the Silver Flame; some deluded individualsare
seduced by the Blood of Vel and its promise of eternal
life beyond the limitations of an artificial body. Many
warforged simply do not understand the idea of religion
or of faith in things that cannot be seen or grasped.
Orthers have created their own religious reality: these
include the Lord of Blades, the Becoming God, and
the ReforgecL

TuHE LorRD OF BLADES

Most pecpl& believe that this Fanatical |JI'lL‘IphEI’. of the
warforged is gathering an army in the Mournland.
Stories abound of his zealous attendants and his apoca-
Iyp[ic speeches. promising death to the fleshborn and the
ultimate ascendaney of the warforged. Little is known
about his whereabouts, his movements, and his actual
plans. Some even doubt whether this construct bogey-
man even exists.

There are those who are certain ol his existence.
and drawstrength from it. These fanatics call themselves
Blades, and they view their charismatic leader as more

than justa prophet. To them, he is a divine presence.
Their worship sustains him. and in return, he provides
them with a sense of purpose and inner strength,

The Blades are not a typical faith. for |iw\ place
no special value on spiritual existence, Theywaste no
time on questions about the nature of souls and whether
warforged have them: they have awareness and free will,
which is enough. They see no purpose to imagining spiri-
tual EDElg} [ha[ COMmMmes i'].ﬁn'l a dl.‘i[-lﬂl god: (hE} ['{'.CEI"E
a tangib]e benefit from pro.\'imil}' to their leader and
increase his power by their own obedience,

Such materialism seems to be oxymoronic in a
religion. Yet there can be no doubt that the Blades are
areligious organization: All the ritual, the prayer. and
the spiri[ual sustenance is present. O(lc“}' enough, inthe
view of some outsiders, it appears to be a worship with-
out faith. Still. for those who have met him, their god's
existence is undeniable.

SERVANTS OF THE LORD OF BL.ADES

The cult of the Lord of Blades has a simple but clearly
defined hierarchy. It starts with the Lord of Blades
himself. His followers have memorized his every word,
repeating them over and over, and they see his pro-
nouncements as unassailable fact. When the Lord says.
the Blades know it
to be true. T]‘ley awail cm]y his direction to make the
future real.

But who is the Lord of Blades? History tells of
the warforged Bulwark, an outstanding servant of
King Boranel of Breland. who was thought to have
influenced that man's Lhinklng in the matter of

“We were made to rule Eberron.”

warforged freedom. After the Tr'cm_\' of Thronehold
was signed. Bulwark headed east and was never seen
again. Not lung afterward, stories of the Lord of Blades

F—ﬁ

Tue LorD ofF BLADES

Lawful Evil

The Lord of Blades is a real being rather than
an abstract divine principle, Yet he has his clerics, few
though they be, who draw inspiration from their worship
and can cast divine magic in his name.

Portfolio: Battle, racial pridc, l'ulcrship, vengeance.

Domains: Artifice, Evil, Law, War, Warforgedt.

Favored Weapon: Greatsword.




OTHER CULTS

began to circulate. Many warforged (and others) believe
that the two are one and the same. This is but one o7the
many origin stories told about the Lord of
Blades, however.

Wherever he came from, the
devotion of the Blades to their Lord
is clear. This might simply arise
becausﬂ [Ilﬁi]‘ }_Grd iS 'I'lf.' most
charismatic of hiskind. Alterna-
Live]}'. he could have smnrlhing
extra—some divine authority
or even supernatural ability
that sets him apart from the
rest. Perhaps this power derives
from an ancient artifact, or
EVEN !.I'Dl“ an all—ccﬁnsumlng
obsession with finding such
an item.

The cult's organization
is military, as befits the war-
forged mindset and the religious
war espoused by their leader. The
entire cult is the Legion, with the
Lord of Blades art its head. Below
the Lord himselfare his captains.
Each captain is responsible for a
company of followers, each company containing several
hundred wal‘forged. Below the captains are lieutenants
who direct squads of around fifty followers. The chain
of command is enforeced rigidly, which warforged find
comfol‘ling':ind familiar. Insubordination does not exist
among the Blades—the very concept cannol even occur to

This holy symbol represents
the awesome power of the Lord of Blades
and his proud construct nature.

them, for the orders of their Lord
are absolute.

Religious Duties
The clergy—really more the mili-
tary hierarchy—of the Lord of
Blades has the primary duty of
transmitting their master’'s words
toall members of the Legion. This
takes the form of long harangues,
which followers memorize and
repeat as a mantra. Such rep-
etition is typical of any war-
forged worship, and indeed
of all warforged daily routine.
The captains and lieutenants
also lead their followers in military
exercises, honing tactics and devis-
INg group Maneuvers Lo assure victory

when the holy war finally begins.
Some among the high-ranking
Blades are tasked with evangel ism.
These individuals are dispatched
inall directions from the Mourn-
land to warforged enclaves across
Khorvaire. They have been focus-
ing especially on Karrnath and Thrane, which have large
populations of indentured warforged to whom the prom-
ised freedom of Thronehold never came. Among these
downtrodden folk they find their most zealous converts,
The most passionate of these heralds spend many years
as evangelicals in their adopted lands, to better awaken
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the origin of ‘several cults. Some wartbrged revere Eulwark as the lberator of their people, gicing him the sort of respect
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and lead others to their destiny. They do not tire of their
self-imposed exile from theirlord and god; they know that
when the signal is given, all will gather in the Mournland
to begin the conquest of the flesh-ruled lands.

Quests

The militaristic nature of the Blades does not lend itself
to individual growth, and the personal quest of discovery
has no place within it. The missionary function of high-
ranking clergy is a questing of sorts, but with a purely
practical function,

Being tireless and built of durable marerials, a
warforged can undertake no meaningful test of physical
endurance. However. strength of spirit (though the mate-
rialistic Blades would scoff at such a word) isvalued. War-
forged do experience mental fatigue without sufficient
stimulation, and in such a state cannot function most
efficiently as soldiers. Their ability to conduct repeti-
tive activity nearly endlessly is used by the cult leaders to
candition Blades to betier follow the Lord's orders. Thus,
trials and drills form part of a follower's regimen. These
might entail support tasks, such as hauling materials

back and forth, or tests of individual development, such
as standing watch for a week without relief (and making
regular reports to prove the time was actually spent in
watching). Those who perform the most strongly usually
end up being promoted to the higher ranks.

Good intelligence isvital to any military operation,
and those Blades who demonstrate the keenest powers of
observation and analysis are sent on missions to gather
information about the activities of their fleshly neigh-
bors. Such missions might also scout out suitable areas
for battle or seek contact with potential alliesamong the
unenlightened warforged populace.

RITES AND RITUALS
OF THE LORD OF BLADES

For the Blades, military drill and religious ritual are
indistinguishable. Where the follower of a distant and
unknowable deity might ask for help through ritual
behavior, these materialistic \\'Orshipers automatica“y
receive their Lord's instruction and physical benefit by
obeying orders.

F—_———_—q

Biape CoMMunion RiTUArLs

Only warforged belonging to the Blades can take part
in a Blade Communion ritual. The ritual itself can be
performed only by a Blade cleric of at least 5th level. and
can only occur on the first day of the appropriate month
(see The Calendar, page 114). A Blade Communion ritual
requires one uninterrupted hour of meditation by all
those participating in the ritual, and each participant
must exchange a small portion of his body with another
participant (usually a minor item of decoration). If any-
thing interrupts the concentration of any participant, the
entire ritual is disrupted and no benefits are bestowed.

When the ritual is completed, each participant who
meets the given prerequisite must attempt a DC 15 Con-
centration check (taking 10 is not possible). A participant
who succeeds gains the indicated benefit, which lasts for
a number of days equal to that participant’s level, unless
noted otherwise. If he fails the check (or does not meet
the prerequisite), he gains no henefit and cannot repeat
the ritual until the next year. The benefit ends immedi-
ately if the participant deals damage to a warforged who
has not already dealt damage to that partieipant or to one
of his allies, or if the participant is expelled from the
Blades. Multiple rituals of the same kind do not stack.

Blade Communion rituals have no cost, but Blade
clerics refuse to perform this ritual on anyone who does
noi share their beliefs. A cleric cannot be compelled
(magically or otherwise) to perform a ritual against
his will, and any Blade cleric who pcl‘fm‘ms one on an
undeser\'ing character loses all cleric spellr_‘asting abili-
ties, along with the ability to perform Blade Communion
rituals. until he undergoes atonement.

A Blade Communion can be performed normally
outside the presence of the Lord of Blades. When he does
participate, however, he gains the normal ritual benefit
as well as a measure of divinity from his subjects,

BLapeE CoMMUNION OF HANDLING

You partake of the martial prowess of the Lord of
Blades, increasing your ability to wield weapons and
dEﬂl damage.

Prerequisite: Weapon Focus.

Benefit: You gain a +] bonus on damage rolls with
weapons to which your Weapon Focus applies.

BiLApE COMMUNION OF SCRIBING

You partake of the Lord of Blades' skill with artifice,
enzbling you to benefit from a minor infusion.

Prerequisite: Must not be capable of casting
infusions.

Benefit: Choose one lst-level infusion from the
artificer infusion list. This infusion must be one that
could be imbued upon you (such as repairlight da mage}.
The chosen infusion is stored within your body, and you
can activate it once during the duration of the ritual’s
benefit as a standard action.

BrapeE COMMUNION OF SENTINEL

You partake of the Lord of Blades' observantwatchers, Hilt
and Pommel, improving your ability to detect threats.,
Prerequisite: Wis 11.
Benefit: You gain a +2 benefit on Listen, Search,

and Spot checks.

BrLADE CoMMUNION OF WARDING

You partake of the defensive prowess of the Lord of
Blades, increasing your abilit)’ to withstand damage.
Prerequisite: Damage reduction.
Benefit: Your existing damage reduction increases
by 1. [fyou have damage reduction against more than one
kind of damage. choose which one gains this benefit.

M
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Prayers

Prayersassuch are unknown to the Blades. One does not
beg a eommander-in-chief for suceor or favor, Instead,
they obey the Lord of Blades and his commanders, and
return to him the assertion of warforged superiority,
Ritual statements are not so much prayers as they are
slogans or even battle eries. A typical example is, "We are
the blade; you are the fist.”

Minor Rites

Ritual sharpening of weapons forms the basic religious
ar:[i\-'i[}'ofthe Blades. When not activel}v dri“ing. mohi-
lizing, or preaching and being preached to, these mili-
tant warforged keep their blades bright and finely honed.
Many have affixed armblades or additional weaponry 1o
their bodies, and keeping them in top condition occupies
much of their "downtime.”

Those Blades who are away from their gud on mis-
sionary or intelligence-gathering quests suffer from the
separa[ion. The}' are unable to share in the bll‘ength that
comes from being at his side. and to compensate, they
perform small acts to recreate a portion ol that aura.
These are personal rites, meant to bolster individual
spirit, and take place at the same time each day.

Major Rites

The major ritual activities of the Blades are large-scale
military exercises. Unlike typical armed-forces war
games. though, these are highly formalized. Group
tactics are practiced over and over, until all members
are PET*‘Qrmi]'lg L‘h':“'_'ll)' 1n S}'DE}!: t]‘lc‘n lul‘g‘el‘—gl‘oup
coordination is p&l'I'C(:led in the same way. The overall
effect is more of a great dance than a military action.
An opponent ohserving these exercises would quickly
be able to memorize and predict the movements of the
warforged army—thus, the Blades go to extreme lengths
to ensure secrecy. | hey send out advance agents into the
practice area to exterminate any living beings they find
(other than wal’ihorged, who are {'m'cihly recruited or
taken prisoner),

[n addition, all the Blades engage in the Blade Cam-
munion, a periodic adoration of their spiritual leacer.
This is not some offering of flowery words but a physical
communion in which all receive the Lord of Blades bless-
ing_ and in return confer upon him some of their own
:.L‘reng‘th. thus inc reasing his power.

The Calendar

The Blades mark time according to the first appearance
of the Lard of Blades, punctuated by his most evocative
pronouncements. | hey care little for the calendar of
the fleshborn. instead marking the moons with quo-
tations, which change each year as determined by the
scribes. For example, the rising of Therendor is called
inthe current calendar, "We endure.” The transition
from one cla)r to the next is less importani for people
who need no sleep and conduct no commerece, Each
quarter, however, begins with a Blade Communion.
Once ayear, following the Blade Communion of Serib-
ing, the official recordkeepers transcribe the Lord of
Blades's pronouncements for the year and also name the
next twelve months.

998 YK corresponds to the First Year of Thirteen

Blades. according to the cult’saccounting, Thismight

reler to the number of blades on the body of the Lord of
Blades, to the number of companies working within the
Mournland, or perhaps even to the rising of the moons
(though this last is unlikely).

Galifar Month  Blade Communion

Olarune Sentinel
Dravago Handling
Rhaan Scribing
Vult Warding

THE LORD OF BLADES
IN EVERYDAY LIFE

To follow the Lord of Blades is to do so completely,
Many warforged think about the movement, but few
commit themselves to the rigors of membership. They
might listen to asermon from an evangelical Blade. or
be drawn into a conversation by an agent, but theyare
not true worshipers unless they travel to their leader’s
side. Invoking the name of the Lord of Blades some-
times serves as an imprecation, usually in a sarcastic
and disrespectful way: "Tell it to the Lord of Blades!"”
or " Blades take you["

The life of atrue believer is worship. The drillsand
recitations structure day—lo—dzx)' (or. more an‘ur:ilcl}‘_
moon-to-moon) existence. All is preparation for the
glorious campaign to come,

It's ironicin the eyes of some observers that in cham-
pioning freedom, the movement has as a practical result
cnmp]r:lel)r subsumed individual w&lrfl::rged to its cause,
Aswith all faiths, it is not the dogma or the preaching
thut one should consider most carefully to gain full
understanding—it’s the actions and, in this case, the
interactions of the faithful.

The Lord of Blades and Government

King Boranel of Breland is obsessed with the idea that
his onetime aide Bulwark might now be the Lord of
Blades. He is tormented by the thought that he might
have unleashed such a threat upon Khorvaire. Still, he
'(l.]-‘;o wants ll'lE best i‘[}l' I'I]I.S Dld {:Dlnpanion. H{? \Vl.‘.lIlde'l'S
whether Bulwark (if indeed that is the warforged mes-
siah) would even listen to his former patron—ifhe could
get word to the Mournland stronghold. He compulsively
collects information about the Lord of Blades, and his
intelligence agentsseek out independent investigators to
bring the latest news.

Kztr‘l‘nath and T]'lranl: rE(‘_'I IMOost threﬂtenfd b)
the Lord of Blades' message of freedom, for their
economies rely heavily on indentured warforged labor.
Thus, those nations' leaders have declared the Lord
of Blades to be an enemy of the state. Followers of the
religion are destroyed immediately, whether they are
property of the state or outside agents apprehended in
their evangelism.

The Lord of Blades and Other Faiths

Thrane is |)a1’ticu]a rly intolerant ofreligions otherthan
the worship of the Silver Flame, and its high priests
continually strive to enlighten the warforged. The
Pure Flame sect has declared the Blades creed 1o be
a heresy, and members of the Pure Flame call loudly
for its complete extinction. Some few have taken matters



into their own hands, exploring the Mournland for the
warforged stronghold and dispatching any Blades they
encounter there,

Followers of Dol Arrah admire and respect the
military fervor of the Blades, but they consider those
warforged to be misguided in their reverence for an
earthly being. aswell as in their fanatical belief in racial
superiority. The priests of the faith wish to bring these
“lost” into the fold of their Lady to harness their passion
for more wholesome causes.

Specific Attitudes
For their own part, the Blades have no interest in the
rE]ing!‘.S O‘Fflﬁsh creatures, aﬂd T.h‘_‘}' dﬂ not care \‘\'hiﬂ
followers of those faiths might think of them.

The Godforged: These worthy wanderers hold a

curious and completely unnecessary belief in souls. If

lhu)' are wil]ing to follow orders and work toward our
ultimate triumph, their potential as recruits is great.

The Reforged: |1 is an offense of the highest order to
deny one’s own nature. These fools must either recognize
the truth of warforged destiny or die in ignorance.

The Lord of Blades in the Last War
The Last Warbirthed the Lord of Blades. It was the Treary
of Thronehold that gave warforged the freedom to choose
as they would, including matiers of religion. The war
might even have literally created the Lord of Blades, if
Bulwark and the Lord of Blades are the same.
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TEMPLES AND SHRINES
OF THE LORD OF BLADES

The center of the Blades’ wol‘ship is the hidden strong-
hold of their Lord, somewhere deep within the Mourn-
land. Its location is unknown to any outside the cult, and
even new recruits do not visit this headquaﬂers until
they are well established in the cult's organization. The
scribes and evangelicals, as well as the Lord of Blades's
personal bodyguard, travel to the stronghold frequently
and return with the latest pronouncements, The Blades
arve certain that their leader possesses a creation forge
and that he swells the ranks of his followers with new
warforged, but no one beyond the innercircle has actu-
ally seen the inside of the temple.

Blades Base Camp

Individual companies establish base camps that serve as
training grounds, armories, and religious precincts. A
camp moves at frequent, irregular intervals to thwart
observation and prediction of the company's activities (this
in addition to regular patrols to eliminate intruders).
All Blades camps adhere rigorously to a single plan.
Each is exactly the same in layout—the only differences
being size and orientation. The camp is square in form,
surrounded by a lﬂ~FDOI-11igl1 earthen wall studded with
sharpened stakes and pieces of metal (sometimes dam-
aged weapons). On the outer edge of this rampart is a
5-foot-deep ditch, which encircles the camp. Double-
gated entrances pierce three of the four sides: when the
gatesare open, asimple bridge of planks spans the ditch.
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Each gate has a group of six Blades assigned as guards,
usually Ist-level warriors with a 2nd- or 3rd-level war-
rior supervising. A fourth group of six Blades patrols the
outside of the camp at all times.

Because warforged do not eat or sleep, many of the
typical structures of a militar)‘ camp are absent, such as
barracks and food storehouses. The Blades use the extra
space for mililary lraining.

S 38 Captain's Offices. This square building isat the
exact center of the camp, its three doors aligned with
the camp's gates. One 3rd-level warforged fighter stands
guard outside each door. Most of the building is one large
room, from which the captain supervises camp opera-
tions, and where he meets with lieutenants, dispenses
punishment, and assigns missions to scouts, The symbaol
of the Lord of Blades is prominent. not only on the cap-
tain himsel[ but on the small shrine built into the north-
west corner of the building. Thisshrine contains a small
reproduction of the bladed fist, surrounded by gleaming
\\‘Eaponr}' (thal \\'Il_'l(ll‘_‘d IJ\ [hﬁ Capiﬁil] in iJﬂ1liE)A

Thf nort }'I.(‘EISI corner Df[hE bull(‘]lng cornt Eli'l'lS a 10Cked
storercom that holds magic items and other top-security
materials. The cnptﬂin's authoru)' is requi red lor access;
this is reinforced by the special lock, which has
a shaped space that matches a specific
component of the mpmin's bod},'. It
does not open without admiuing
the correct shape (Open Lock DC
33 withour proper component).

A door set into the north
wall connects with the camp’s
al‘mDry.

2. Armory. The compa-
ny's weaponry is stored here.

At any given time, a dozen
or so Blades are in the build-
ing, tending to the equipment.
Usable items seized [rom enemies
are also stored here.

3. Workshop. This building is
for crafting and repairing weapons. Minor
repairs to damaged warforged can also be
performed here. It is supervised by a war-
forged artificer (3rd to 5th level is

and the soldier must still be capable of fighting. The
separated piece is displayed on a platform in the midst of
the square, labeled with the offender’s name, rank, and
squad. An offender who redeems himself in service o
the Lord of Blades ean win back the severed piece, which
the t:(Jmpat‘ly's artificer reattaches in the workshop.

6. Prison Blocks. These blocks contain tiny cells
barely large enough for an accupant to turn around.
The anguish of separation from the rest of the Legion,
and by extension from the Lord of Blades himself, makes
such punishmentdreadful indeed. Only the most severe
crimes (such as outright mutiny or questioning dogma)
merit imprisonment, and even then the pel'iod of incar-
ceration rarvely exceeds one week.

7. Shelter. Although warforged have no need of sleep
or food, they are uncomfortable in inclement weather.
Eﬂ('. h OFlheSt‘ lDr.lg Shed.‘ has rooIn for I:“.GIETIS Of“‘:ll'{bl'g{‘d
to stand out of the worst of the elements.

THE BECOMING GOD

Rumors persist of a warforged battalion that deserted its
Karrnathi masters and entered the Mournland. C.‘:l[ing
themselves the Godforged, theyare unified by
a beliefthat warforged have souls—and
that these souls were bestowed upon
them by a construct god. How the
Godforged conceive of such a
deity is unknown to those out-
side the cult—whether the I'}lliio—
sophical ideal of "construect” can
exist without a created l)crd_\- s
a matter for the scholars—but
they are not content to wor-
ship a distant concept. The
Godfurged are dedicated 1o the
greal task of bui}c’ning a hr:ltl)' Lo
let their god walk the world as a
comrade. The construction of this
vessel—the Becoming God—is the
project of lifetimes.
Over time, the Godforged movement
has gained more adherents. Warforged seek
definite goalsin life, and they fear

tvpical) who also creates oilsofrepeir - This holy symbal depicts the new awareness ultimate destruction as much as

damage for the company's use. Five
lower-level Blade warriors assist;
typically at least one has some artificer training.

4. Parade Grounds. Much of the company’s time is
spent drilling, and with no need for barracks, there is
space for many warforged to practice at the same time,
Drilling takes place around the clock, each squad prac-
ticing for 12 hours each rlaf". A r.)pic;ll company contains
five squads. so while three are dr’illing. the other two
are p&rforming asso:'ted [BSkSA slanl’ling gllﬂl‘d. and
S0 fl:lrth.

5. Punishment Square. When a Blade commitsan
infraction, the company captain immediately makes an
example of the miscreant. Discipline is harsh amongthe
Blades, and even minor infractions merit severe punish-
ment. A typical penalty for disobedience (whetherinten-
tional or not) is the removal of a small portion of the
offender’s body. such asa finger or a piece of ornamental
plating: the intent is to humiliate rather than to maim,

of the construct soul and its creater.

any living being. For some, belief
ina thing greater than themselves
addresses bath issues, but in typical warforged fashion,
they require something tangible. Hearing the stories,
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Tue Becoming Gob

Neutral
Although the Becoming God does not yet have a
body, he exists as a real being to those who believe, and
they can draw on their faith to create miracles.
Portfolio: Life, discovery, growth, seli-sufhiciency.
Domains: Artifice, Meditation®. Slrr.rﬂgl}l,
W;lrf'm'gudT.
Favored Weapon: Slam/gauntlet (including
battlefist).
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ihese curious individuals gradually make theirway to the
heart of the Mournland in search of truth. There, they
find one another and form small groups, called "assem-
blages,” devoted to learning more of the Becoming God.
Within each group, the warforged with the strongest per-
sonality naturally assumes a leadership role and begins
to direct the activity of the assemblage.

Religious and philosophical arguments have raged
over the question of whether warforged have souls. They
cannot become undead, but they can be resurrected. Is
the ability to be aware and to reason sufficient evidence
for a soul? For the Godforged, there is no question.

Consciousness is what separates them from mere
machines and their mindless precursors, and if other
conscious beings have souls, the warforged do. as well.
They have no difficulty conceiving of a soul that is
separate from the body: The Becoming God is surely
the most powerful construct soul, and the source of
their own. However, the Godforged also believe thata
soul is built into a body. and that it increases as a life
advances. (Hence, placing their god into its own bady
will let it grow even more powerful.) This belief is
reflected in a propensity to add pieces to themselves,
whether as magic components (Races of Eberron 175) or
simply as ornament.

1f the Godforged believe in an afterlife, they do not
subscribe to the idea of Dolurrh as the soul’s destina-
tion. The warforged soul is bound within the bedy, and
without one, it exists as mere potential. Most Godforged
hold that unbound souls form part of the Becoming God
until they once again find bodies, or become part of his
physical entity.

Some religious scholars have noted what they
consider an odd parallel between the Becoming God's
devoted and the Church of the Silver Flame. Both believe
that souls departed from their fleshly confines join their
god. Although the Chureh of the Silver Flame views the
journey as a one-way trip and the Godforged see more
interaction, it would be interesting to these same scholars
to know if any Godforged or Flame scholar has inves-
tigated other similarities between the two presumably
separate gods.

SERVANTS OF THE BECOMING GOD

The primary task for a Godforged assemblage is to
discern the nature of the Becoming God, and to con-
tribute to its embodiment. In this. each leader has its
own conviction, and the others, built to serve, follow
without question. The leader chooses its own title,
which is usually a variant on or synonym for "Archi-
tect” or "Builder,” recognizing its role in the progress
of construction. A larpe group might contain one or
two subordinate leaders (often called "Planners”) who
direct the activities of the assemblage according to the
Architect’s vision.

Religious Duties

Ahaove all. the leaders of Godforged assemblages guide
their followers in understanding their god and in actively
creating its earthly container. Repetition is natural to
warforged life and instruction, so the life of a cult beats
to the rhythm of the leader’s chant, much like a march-
ing cadence. This liturgy tells of the Becoming God

and the origins of warforged souls, of the tuture that

szmrrﬁryed Cultiste

The C)aa%rgea’ movement is of lving
construots, for living constructs. A teus highly
deliutled ﬂmwm{ér_qu bemps are froomated by
the cult, becomung loy &Zg:m ofa sort, even
though the Codbryed do nothing to encourage
Nméﬂﬂf{’ ..’f‘émh

'7??4139- of these devotees began as scholars
studlying the movement trom a psychological
or .mc{a{’ogr‘c.g[ perspective, who became
obeessed with their subject and lost acadenic
detnchment, 7:‘;3;/ trail behind the fm@faf
column of the questers, infent on ohserving
everything, and send back raving dispatohes
telled with the language ol revelation. Some,
wivre tascinated than the others by the iea of
2.growing, buetlt-in voul, even try by emulate the
worshipers. %ey might eubmit to constract
ym:r‘?r, 1or example. or even by to rebuild their
own boties. Thee desperate optior wsually
backiires, resulting i @ crazed half-golem,
on pboménation that i «;’mﬁ»@[z/ deetroyea”—
ofter by the Godbsiged themselves. A fou
renegade mastermakers tnd @ home—if not

fcgp@a&—aﬂﬁm the C; o(ﬁrfed.

Slome who are not driven mad or
destroyed by (heir passion become strange
underground preachere. They haunt the mest
wrelohed stums to spread the word of o new e
in an unbreckable body. Suck o life can only
be granted by the Becoming Clod onte i to
niantlost on earth, Moot lioteners mock their
insane message, but any message of hope might
ndd tertile ground amony the poverty-uracked
and. afe.-:’pafale.

A m[am‘e[q new heresy dubbed the
‘Onvamate Lol of Blades” was bom fom
the tevered sermons of these mnwﬂ/'&ryed
cultiste. Aceording to their ramblings, bhe
warforged messiah began existence as atlesh-
wid-blood éemy whe redadf fics 60{2?{—@:1’ Jite
soul—with mechanical perts. To warforged
deyoted to sither the Lord of Blades or
the Q&a’jﬁfyga’, the idea io ridiculoas: The
constrot fem s the most ‘pezﬁaf. o most
mortals, &is ghastly. TThe proponente of suck
@ bizaree ideq rarely speak of i openly for
long; their voicee are Soon sienved . . . one
il BT wmﬂfz&n
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isto come, and of the dut}' 0[0\'(‘1’\-’ followerto its g0(|
The group literally marches in beat,
of the Mournland for materials and relics suited to the

secouring the ruins

great project.

,‘-\ssemblage Architects are 1'f_‘>p0nsi1)|e lor collecting
and recording the knowledge of the group. They note
the place from which god-pieces come, and the nature of
each. When a member shares an insight with the group,
this enters the records as well. Landmarks, encounters
with other groups. and significant events all go into the
plan (as the record is called). Architects continually
update the plan, especially during periods of inactivity,
r]I'JfJ kt_‘l."p Lhe l'eCDl'f.i ulll’lln a SFL‘('IEKI container I‘llslﬁ'ﬂfd to
(or incorporated into) their own body. Older records are
never destroyed but are maintained asan archive to check
against the current plan. Mundane ink and paper usually
suffice, but the more fanatical Architects might go so far
as to engrave their plans on sheets of thin metal.

uests
The Godforged's existence is to quest. They search for
the Firstforge, the damaged Cyran creation forge, which
some claim is operated by the Lord of Blades. Theyalso
quest for materials that \-\11[ some day help realize the
body of the Becoming Ged.

The Godforged see the Lord of Blades not as a divine
bmmr in himself but as a true prophet of the Becoming
God. If he indeed controls the Firstforge, he is the only
one :Jf their kind 1o build bodies that hOId living souls:
Moreover, asoul attached by this prophet cannaot help but

Priests of the Becoming God
carry a double burden:
the souls of their followers

and the bady of their god

have a firmer bond to its body. Many argue that to find the
Lord of Blades is to find the way to the Becoming God,
Still, none know how to locate the wa rforged Lord. nor
he LI:Le)-' although he would welcome such followers.

The (Ju:liurged movement is not evangelical: Each
member hears the call within itself and seeks the truth.

RITES AND RITUALS
OF THE BECOMING GOD

Warforged ave practical folk; ben\q’ reverent does not
require acts of empty ritual. The Godforged know that
their god awaits its body, and theyare u.;nhder‘;t in their
role in bringing about the ultimate merger. Thus, their
rituals have a purpose and an outcome.

Prayers

The Godforged do not ask for their deity’s intercession.
Atterall, it has already granted them souls. Rather, they
believe they owe the same ta theirgod. Their prayerstake
I.[ viow Lo OPE“ your t‘\’&s Ehi‘ll you
may look on your ereation.” Sometimes a prayer is an
offer of thanks, especially at times when the warforged
"What you bestowed on

the form of promises:

believes he has added to the soul:’
me | have now augmented. thanks be to your vision.”

Minor Rites

The first ritual any Godforged undertakes is that of rec-
ognizing that it has a soul, which leads it to the Becoming
God. The triggering event could be almost



anything: an emotional response to an artistic creation
or a beautiful landscape, the death of a comrade and
thoughts of afterlife. an intellectual challenge posed
to it directly. and so forth. Whatever the form, this
event leads the warforged to consider for the-first time
something bigger and more enduring than its own body.
Different warforged respond in varying ways. Some enter
an extended period of "shutdown,” in which they appear
inactive but are in fact engaged in intense thought with
no physical activity. Others add a ritual activity to each
other action they take, such as a repeated phrase ("in the
name of the Becoming”) or a flourish after a combat move
or more mundane activity.

One uniquely Godforged rite that is followed by all
members of an assembly is to engrave, stamp, attach, or
otherwise permanently affix the Mark of the Becoming
to their bodies. The warforged are aware of the dragon-
marks that set apart certain members of the humanaid
races, and some have heard of the draconic Prophecy
that they embody. The Godforged know that they fulfill
a destiny, so marking themselves in the same way seems
ton\pietﬂl'\ IDEICai -\n ﬂﬁsemblﬁge s '\rchlter_‘l_ Choo‘.&e“; ihe
precise form of the mark, but all such marks share the
central feature of an opening construct eye.

Major Rites

The cult of the Becoming God does not hold festivals in
the usual sense, but the heart of the rc}igion is its ongo-
ing ritual. It is the duty of each Godforged to bring a
piece of the god's body to add to its construction. A typi-
cal group travels for several hoursa day, then its members
search the rubble, laking shifts to avoid mental fatigul!.
-’\ \\'nrf‘orged WI'.[D l'laﬁ Cxca'\'ated i Sui[ﬂble I:Dmpunf_‘nt
presents it to the assemblage’s leader for examination
and approval. If the Architect finds it good, that fol-
lower carries the piece of its god. attached hirmly to its
own body, for the remainder of its existence ar until it
finds the Firstforge, whichever comes first. Should a
Godforged fall while on the quest, its piece of the sacred
body is taken up by the Architect (along with those of all
the others lost along the way). Some of the older leaders
carry so much material that they have a bizarre, over-
mechanized appearance.

Those not actively searching engage in contempla-
tion of their god, often absent-mindedly fashioning
doll-like objects as Ihey do so. Adventurers returning
from the Mournland have brought back specimens of this
warforged art, which has a ready market among collec-
tars in Breland. The elders of certain churches have also
acquired some af these figurines and are studying their

P—#

MARK Of THE BECOMING

Most dragons pay no attention at all to this tiny cult,
but some in the Chamber have noticed the new mark.
Although the Mark of the Becoming is created, rather
than appearing spontaneously, observers wonder il it
might still reveal something new of the Prophecy. As the
dragons themselves can testify, it is difficult to discount
even seemingly irrelevant events when it comes to inter-
preting the Prophecy.

M

meaning with some concern; the Scions of the Forge (see
Hierocrats, page 27) are especially interested in them,
for obvious reasons.

Because there are so many small assemblages, each
following its own interpretation of the divine quest, it
would be impossible for the cult to maintain uniform
worship without the exchange of information. When
the Godforged first began to wander in the wastes,
they formed assemblages from random meetings, and
they encountered other such groups by happenstance.
Whenever groups met, they would discuss the great task
and their own activities in its burtherance. T}ley then
separated, each incorporating portions of the other's
ritual into its own. As more assemblages formed and
came into contact, the awareness of a larger movement
spread, and one of the more perceptive Architects rec-
ognized thevalue ﬂfregulal‘ upclates onthe search. Each
time its assemblage encountered another, that leader
proposed a Great Assemblage to be held at a landmark
within the Mournland. Even tually the idea of an annual
gathering spread through the assemblages, and it is now
atradition. At a Great Assemblage, the Architect of each
group presents its assemblage’s plan so that all members
can synchronize the record. ltems of note might become
central missions for the assemblages in the coming year,
such as gathering more material from a particular ruin
orobserving a magical phenomenon in more detail.

The Calendar

The Great Assemblage meets on the first day of the
month of Eyre (associated, appropriately, with the Mark
of Making) and remains in convocation until all matters
of importance have been discussed, usnally about a week.
Tke location changes from year to year; the gathering
place for the next Assemblage is decided at the close of
the current one.

The Godforged do not mark the passage of years
with the Galifar calendar. Instead, they record the years
spent in search of the Firstforge and the full awakening
of the god. Sentient warforged have existed since 963
YK, and they gained recognition as free folk thirty-one
years later. The concept of a4 construct god predates the
emancipation of the warforged, but the great task itself
began only then. Thus, the 998 YK corresponds to the
second year Before the Becoming, or 2 BB. [fand when
the god is embodied, the reckoning will shift to After
the Becoming.

THE BECOMING GOD
IN EVERYDAY LIFE

Unlike many of Eberron's religions. the cult of the
Becoming God consumes a worshiper entirely. Dis-
covering the soul is & lifc—changing event, and it is not
undertaken casually,

Most who learn of the Becoming God can no longer
continue in their former existence. They depart to join
the assemblages working to bring their god into physical
existence. A very small number of awakened warforged,
however, are still exploring the ramifications of this
event. | hey have not yet broken with mundane life but
contemplate the decision in the long hours while the
fleshmade sleep. Such individuals are prone to slow and
careful examination of issues, and they make the most
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convineing Avchitects when they finally join or create
their own assemblage. Those who remain undecided
serve as conduits of the faith to others, as they discuss the
idea and solicit opinions. Thus, word of the cult spreads
in a population, despite the isolation of its committed
members. One well-known venue for discussion of the
Becoming God is The Red Hammer Inn, in the under-

city of Sharn (Sharn: Gity of Towers 100).

The Becoming God and Government
The leaders of House Cannith have heard about the
Becoming God from their contacts in The Red Hammer,
among other places. but do not take them seriously. This
is generally the attitude of most in power. Baron Merrix
d’Cannith, who maintains secret experiments (and a
surviving ereation forge) in the undercity of Sharn, is
very interested in the future of "his children,” however.
He believes the faith can lead them to a new, brighter
future—and he is working on the idea of building and
improving souls in his latest warforged designs. Still,
Merrix's influence does not extend to the rest of the
family’s holdings. and he keeps his interests secret.

The Becoming God and Other Faiths

The cult's existence is little more than a rumor 1o most.
Those who hear the stories generally scoff at the idea of
a construct god—the phrase is an oxymoron to them,
However, the clergy of Onatar (especially the Scions of
the Forgc) have taken a special interest in the Becoming
God. sceking out whatever information l]'n_’)' can find.
They examine the worshipers’ doll sculptures, trying to
infer the form of the divine body, and wonder il their god
could have made another on his holy forge. Some see the
possibi]ity as exciting, proofthat Onatar is more power-
ful than the rest. Others fear that if one god can forge
another, there isno limit to iJulemial deities—and chal-
lengers to the authority of the established pantheon.

Specific Attitudes

Warforged attitudes toward other faiths are generally non-
existent. At best, they might hold some bemused curiosity
about such things. However, the Godforged have strong
opinions about other warforged cults and mysteries.

The Lord of Blades: To worship this beingasa deity
is terl‘ibly misguidccl, |)m'dering on dangul‘ous, The
Lord of Blades is the conduit to the god but is not a god
himself. Blind devotion to him only detracts from the
great task of building the Becoming God's body. Such
delusions must be corrected.

The Reforged: “"h)' should we seek to c]mngE our
bodies to weak flesh? We were created in the image of our
god, and il is our duty to create for him the most perfect
body. It is blasphemous to think that the body he gave us
is not sufficient.

The Becoming God in the Last War

During the Last War, warforged were the property of the
nations for which they fought. Whatever their personal
beliefs, they were made to serve in battle. Na doubt some
began to conceive of their own god tiuring this time, and
their own servitude likely intensified the need to ensure
the god had a free body of its own. But the cult itself did
not-exist until after the Tr eaty of Thronehold gave war-
forged the freedom to pursue such goals,

TEMPLES AND SHRINES
OF THE BECOMING GOD

The Godforged do not erect temples. Rather, the central
tenet of the cult is that the created body isitselfashrine.
The most sacred edifice possible is the god'shody-to-be.
[n the meantime, each wandering assemblage, excavat-
ing and toting its contributions to the task. is in effect a
mobile shrine.

THE REFORGED

The Reforged movement is more of a philosophy
than a religion, It does not posit a w:lrrl:lrged gl::d, but
it does share with the Becomtng God a belief in the
living soul. Rather than building or improving on that
soul, though, they prefer to embrace the living part of
their nature.

The Reforged eschew mechanical enhancement.
[nsteud. the}' Sw‘_’.!’.k Lo IJEl:Dme as n'!\.l(.'h Ilkﬁ r}.a[ural beings
as possible, experiencing all of life more intensely than
many born to flesh. Pious humanoids—or those simply
gi\'t:n to prejudic‘e—l'esent the Rcforged. seeing them as
foolish peseurs who have no business pretending to be

"real people.”

THE FOUR MAXIMS

The Reforged honor Hatchet as the first of their kind.
This philosopher formulated simple rules for living
that the Reforged continue to follow and preach. He
taught others in his philosophy, and they in turn qprt’dd
the word. Hatchet himself no lcmgt‘l‘ lives: a tr‘agll_ mis-
understanding resulted in his killing a human in self-
defense, and a human mob then tore him apart. Thus,
the truth of hislife has hecome obscured by hagiography
alter the fact. Hatchet has taken on semidivine status
among the more fervent Reforged, asan inspired prophet
01 EVEeD an agen? of a god.

Hatchet set forth a few simple precepts by which the
Refarged live,

1. I choose, therefore [ live.

2. The purpose of life is living.

3. All living beings haye the right to choose.
4. Some choices demand punishment.

All Reforged take the Second Maxim deeply to heart,

honoring Hatchet by living as intensely as possible.

MAJOR RITES

The big oceasion in the life of a Reforged is the "birth-
day,"” the moment of entering the movement, and
the annual commemorations of it that follow. A new
Reforged adopts a male or female personality if it did
not already have one, and obtains colorful clothing
appropriate to the chosen gender and surrounding
society, Some go so far as to celebrate at a tavern or res-
taurant, ordering a meal and at least going through the
motions of consumption. This celebration is attended
by other Reforged and sometimes fleshly friends and
companions, if they are welcoming and open-minded
about the warforged's new existence. Annual celebra-
tions then become much like human birthday parties,
although as the Reforged diseards more and more of its



construct nature, additional commemorations might
form part of the festivities.

HAVENS OF THE REFORGED

A typical Reforged enclave is a haven of sensation,
made for warforged exploring their living nature bt
filled with the best of the fleshly world. It is decorated
in bright colors and flled with life of all kinds: lush
flowers visited by myriad butterflies, singing birds in
cages, jewel-like lizards basking on the walls, aswell as
domesticated household animals such as dogs. cats. rab-
bits, even snakes and turtles. Comfortable furniture
with surfaces of various textures—rough, sharp,
luxurious—abounds, all to provide a greater
range of sensation. An enclave is also hilled
with works of art and literature, accompa-
nied by music (provided by hired bards or
even more advanced Reforged).
f\lthough w:—lrfﬂrged have no need
of food and drink, and indeed lack
the sensory organs to enjoy them, the
Reforged indulge in such pleasures
nonetheless. Enclaves are stocked with
a wide variety of foadstuffs, wines,
teas, and the like. Some Reforged go
so far as to purchase or craft magic
items to gain an artificial sense of
smell or taste, but most simply prac-
tice the unfamiliar motions of eating
and drinking so as to fitin more com-
fortably at human gatherings, which so
aften involve such activities.

An enclave also includes a quiet
space, often a garden or library. to
allow uninterrupted meditation on the
nature of life. The best location for an
enclave is a former inn: if no such build-
ing is available for purchase, Reforged
instead gather in rented facilities
once a \"Eﬁk or mUnlh. {Ahhough
some humﬂns I'Ef'l.l.ﬁ'c to dﬁal '\\_i[h
warforged, most innkeepers are
persuaded easily enough by coin.)

Quori FAITHS

When the guori completed their conquest of Sarlona
eleven hundred years ago. they cemented their hold on
the continent by setting themselves up as quasidivine
beings. In the guise of the Inspived, they wield absolute
control over lowland Sarlona and are turning their cov-
etous attention to Khorvaire. For now, they primal'ily
use intrigue and diplomacy to advance their aims, having
established a treaty with the embattled frontier nation
of Q'barra.

Opposing the beautiful and cruel invaders are the
kalashtar, a group formed from the merger of humans
and renegade quori, who strive to atone for their ter-
rible error in exposing Eberron. The most devoted of
the kalashtar are the Yannahilath of the Path of Light, a
spiritual movement that focuses on a universal principle
of positivity rather than a specific deity or pantheon.

Somewhere in between are the Dreamwalkers. This
small, hidden sect believes that the Quor Tarai, thedream

This symbaol, representing a seed
from which the soul will be reborn.,
also recalls the enormous monoliths

that dot the landscape of Riedra.

that shapes Dal Quor, is not evil but incomprehensible.
Dreamwalkers seek to understand the Quor Tarai per-
fectly so as to enlighten both the Inspired and the Tan-
nahilath and thus unite their people.

THE INSPIRED

When the quori first came to Sarlona, they used infil-
tration. psionic manipu[ation. and cunning politics to
throw the continent into bloody chaos. Then, present-
ing themselves as divinely inspired saviors, they came
to the "rescue” and now maintain absolute
control over Riedra. As psioniecally modi-
fied humans tinged with fiendish blood
and possessing elflike beauty. the lnspired
are a breed apart from normal Sarlonan
humans. They act as and are treated as
such. Although few in number. the
Inspired are nobles within Riedran
society, and those of highest rank rule
as divine monarchs.
Over the course of centuries. the
quori created a religion as a means
of controlling the common citizens
of Riedra. Known as the Path of
Inspiration, this faith is based
around the concept of reincarna-
tion and spiritual evolution. By
living lives of devotion and service,
the faithful hope to improve their
lot in the next life. After passing
through cycles asbeast and human, a
Riedran hopes to eventually become
one of the il-altas. the "great spirits”
that guide others toward perfection.
The Inspired are believed to be vessels
of these il-altas. Thus, the Riedrans know
that their leaders are possessed by spiri-
tual entities, but they believe that
this possession isa great honorand
treat the Inspired with the rever-
ence other religions offer their
gods. And so the quori maintain
their power.

SERVANTS OF THE INSPIRED

The ordinary citizenry of Riedra follow the instructions
of their overlords with great devotion. These near-gods
walkamong them. smiling on the faithful and dispensing
terrible punishment to their enemies.

Certain favored worshipers are promoted by the
Inspired to lead the others. This is a great honor. It
is believed that a human priest who serves faithfully
can be reborn as one of the Chosen (empty vessels
not yet possessed by a quori spirit) in his next life.
No priest has power that even approaches that of the
lowest-ranking quori noble, but the position does have
itsrewards. The clergy receive a touch of the divine bless-
ing. Each carries a special seed-shaped erystal, engraved
with the Inspired’s sigil. marking his status and storing
a portion of divine energy.

Riedrans dress in black, white, or brown clothing.
They highlight this garb by weaving designs along the

hems, using this embroidery as a form of meditation.
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Complex designs are reserved for the Inspired. The
colors blue and red appear only on the robes of the
Inspired, which the faithful cover with labyrinthine pat-
terns of color.

Becoming a Priest

The Inspired keep ecareful wateh on their subjects
through the Riedran internal police force, the Thousand
Eyes. These elite watchers not only move swiftly to elimi-
nate potential threats, but they also take note of com-
munity leaders who can be exploited to strengthen their
hold on society. Whether a respected elder who teaches
submission to the Inspired or a sergeantwho inspires her
soldiers to bravery in the name of the Riedran overlords,
loyal and devoted persons make excellent candidates for
the priesthood.

The Inspired tightly control any source of power that
could threaten their rule, especially magical ability. Arcan-
ists are eliminated whenever they are discovered—Riedrans
believe that arcane magic is derived from fiendish
sources, pointing to the Adarans as examples. Only the
most loyal priests are trusted with the ability to wield
divine magic. The Inspired are not gods and cannot
control a priest’s ability to perform magic, but if the
devotion of a spellcasting priest ever comes into ques-
tion, that priest is swiftly eliminated, Most Riedran
priests are experts trained to offer spiritual guidance
and inspiration to the people. Actual spellcasters are
valuable tools. often assigned to serve in the military or
the Thousand Eyes.

Innate psionic abi]ily isalso discouraged in Riecra's
human populace, although it is not so dire a threat as
magic. [he Inspired cull those who demonstrate sub-
stantial power, often killing them but sometimes holding
them for breeding experiments to improve their blood-
lines, possibly even elevating them to the ranks of the
Chosen. A priest, though, could be left with a wild talent
or a natural aptitude for psionics, which could actually
help in guiding the congregation.

Hierarchy

The prir:slhoed hasjusl one rank—priest. riests report
to the lower-ranking nobles who serve their Inspired
overlord and receive instructions through these sub-
ordinates. A priest might go a lifetime without ever
entering the presence of the one that he serves, although

I)

the hope of being so honored drives him to serve ever
more faithfully.

Priests might assign the most devoted members of
their congregations to act as assistants. These tfortunate
people are likely to be chosen as priests, since being

M

PATH OF INSPIRATION
Lawful Neulral

Those who follow the Path of Inspivation draw
sl_rengtll from their devotion to Riedra and its peaple,
as well as their beliefin the cycle of spiritual evelution.

Portfolio: Civilization, discipline. duty.

Domains: Community, Law, Meditation.

Favored Weapon: Flail.
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selected to assist a priest is tantamount to a recommen-
dation. Beyond such minor administrative decisions,
priests have no authority other than the respect con-
ferred by their office.

Asthevessels of higher spirits, all the Inspired stand
above the priests, and any Inspired can issue directives 1o
a priest. Inspired must answer to the Dreaming Dark and
rarely act against the interests of their people. However,
[nspired lords oceasionally pursue personal schemes to
prove their abilities to those above them.

Fallen Priests

Fallen priests of the Path of Inspiration do not exist,
Those who do not obey their masters die, without excep-
tion. Nor is it likely someone can maintain a pretense
of devotion while secretly adva ncing a personal agenda,
for the Inspired telepathically monitor their servantsto
ensure S'Lll:h [hTEﬂlS Nnever En'l(”]'g(h

Quests

The pl'ieslhood servesavital role in the adminisiration
of Riedra. Priests are responsib}e for indoctrinat-
ing the common folk and constantly reinforcing the
people’s respect for the Inspired and fear of the outside
world. Inspired often dispatc]‘n priesis to areas believed
to harbor dissidents, to quell potential uprisings and
to assist the Thousand Eyes. Rare and trusted priests
with spelleasting ability are often called into military
service, and Ihcly might be sent to take part in the
siege of Adar or an attack on a dromite city-hive. The
lnspired have dil'ﬁtulty mastering divine magic. and
Ihcy could send one of their treasured clerics on any
number of special missions requiring divine power.
However, should the cleric ever come to believe that his
magic makes him L'qual arsuperior to the lnspirecl. he

quickly disappears.

RITES AND RITUALS
OF THE INSPIRED

The Inspired cement their hold over the populace
through pseudo-religious ceremonies that not only
reinforce their role, but also have the more valuable
function of focusing psychic energy. Most of these rituals
involve the monoliths that the quori are erecting all over
Riedra. These monoliths are known as the hanbalani altas.
the "sanctuaries of the soul”; they are said to provide a
resting place for spirits awaiting reincarnation. although
the truth is far more sinister.

Prayers

For a Riedran, work is prayer. Through hisunrelenting
tail, the Riedran peasant believes that he is honoring
the Inspired and furthering his spiritual evelution.
Such devotion is reinforced by the subtle influence of
the monoliths. These thoughts feed the psychic energy
ol the quori, who in turn use the monolith network to
encourage the citizens' religious submission with tele-
palh ic suggestions, But Riedrans do invoke the names
of the Inspired when in distress, believing that doing so
attracts benevolent attention to the problem. Riedrans
also Dccasic}nally wm‘ship at their local monolith, hu]]ing
for success or aid as any worshiper might.



Minor Rites

The priests oversee (\'pical ceremonies that cement the
community, such as namings, weddings. funeral services,
and the like. Ihm or their assistants fulfill the role of
minor iunu-urmnes completing paperwork and main-
taining central records.

The Inspired mandate monthly celebrations of
thanks, which are conducted by the local priest, to further
reinforce the population’s subservience. Citizens sing
hymns oi_pl'ai.w and sometimes make specm] requests for
divine assistance, The rite 1.1.\Lm|ly lasts about an hour,
after which the celebrants share a simple meal.

Major Rites

Once per year, on the anniversary of the unification of

Riedra by the [nspired, all of Riedra observes the Feasi
of the Founding, The celebrations oecur within each
imtless—comp!{'\ that controls a group of villages, and
the noble of the region convenes them. At dawn, the
village priests lead processions to the central complex
and usually to the monolith within. Once the throngs
have assembled, a lr:ngt!w ceremony offers praise to the
Inspired for their vision and thanks for
shepherding of the people. Individual

- their generous
Iworshipers might
step forward, overcome with rc‘llgmu: fervor, and oiie
testaments to personal experiences of the love of the
Il!.‘rl]llf_‘d. :'Lll:h as a S]CL L]'ll]({ \\-’hf} 1ECOV(1|"'d ora ia|1~
ing crop that Ruddenly began to thrive afler the peasant
invoked names of the Inspired. Proceedings might lasi
several hours.

While the ceremony goes on, the monolith glows
and humsin a low tone,
capturing and

reinforcing

the powerful psychic energy of the fervent worshipers.
During these times, high-ranking Inspired convene
within the monolith and draw strength from the psy-
chic radiation. Sometimes the region’s overlord shows
himself atopa tower, shining like a star with manifested
psicmiu: energy and spm\king in thunderous tones about
[he greatl i‘ulure io come. Su{_h a d]s])la‘ usua“}' cCauses
the worshipers ta become even more emotional, setting
up mutual psychic feedback.

The Calendar

E.\;cepl for |115pired. quori do not use the Galifar calen-
dar. Instead, they mark time according to the cycles of
the Quor Tarai—the Dream of the Age—which is currently
a nightmare centered around il-Lashtavar, the Dreaming
Dark. The heart of Dal Quor sends out powerful psionic
emanations at regular intervals, which the quori can

feel intensely. Each period of "wakefulness” lasts three
terrestrial days: in the flowing time of Dal Quor, this
translates to touunlv one mUnLh This is followed by a
long "sleep” cycle of two terrestrial weeks (or about four
months in Dal Quor). During a "waking” cyele, quori
experience tumultuous visions of il-Lashiguar, becoming
highly agitated and hypersensitive to sensual and psy-
chic stimuli. Whether the possessing quori is "asleep” or
"awake” according to the rhythms of Dal Quor, however,
the Inspired vessel follows a human's normal 24-hour
sleep eycle.

For the benefit of human followers, priests lead cel-
ehrations of thanks at the time of each month when that
month’s moon is full. (The Riedran calendar is lunar
and named similarly to Galifar's—humans from Sarlona
originally con-

ceived both.)

to the Inspired ‘bﬁrt alto serves a darker purpose—
charging thesmonoliths with psionic energy
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The Feast of the Founding takes place at daybreak on
the day of Therendor's new phase in the month of Ther-
endor. This also corresponds to a period of especially
intense wakefulness within the Quor Terai, so that the
psionic energy manifested in this ritual resonates even
more strongly with the [nspired.

THE INSPIRED IN EVERYDAY LIFE

Thetypical followers of the Path of Inspiration are humans
and Chosen. Farmers, tradespersons, and merchants—
these people are convinced that the [nspirved, through
the spirits that installed them, hold a great vision for the
rebirth of the world. Failing to obey the requirements of
that vision endangers the spiritual health of everyone.
Thus, worshipers follow orders without hesitation and
are highly intolerant of any whoe gquestion authority or
speculate on the nature of these near-divine beings. Rie-
drans are willing to die in the service of their overlords
and fight to the death in battle.

The Inspired and Government

Within Riedra, of course, the Inspired are the govern-
ment. | he fewin Riedra who do not obey these nobles
have long since died, left the land, or hidden themselves
o l:arr\,’ on lIIEll' Tesi“ancr ar PYEFE'[']‘CE[ 'pl'l'll_'l iCC‘S

The Inspired have begun to send ambassadors to
[hE ‘natlnnh Of I\hor\«'dnc‘ \ll]‘lough CGnqu(“'}i I"'- tl‘lEIr
true goal. this diplomalu exercise lets them gathf:l
information on the resources of their targets, At the
same time, agents of the Dreaming Dark have infiltrzred
everyrank of society in Khorvaire'slarger cities, nudg-
ing public opinion here, supporting or eliminating key
figures there.

Riedran emissaries receive a warm welcome from
most governments, although only one nation has entered
into a treaty with the Inspired—Q barra’s King Sebastes
eagerly accepted their offers of assistance in pacifyinghis
frontier land. In general, other rulers hearken to these
exotic foreigners. whose beautiful appearance and reas-
suring words are difficult to resist, and whose resources
have proven most useful as the nations recover from the
Last War. Still, Khorvaire's leaders are not in the thrall
of the emissaries’ religinus fervor and tt'lepalhir: con-
ditioning. Sarlona represents a great unknown that the
governments of Khorvaire wish to learn more about
before committing to diplomatic relations. Dreaming
Dark agents are attempting to apply appropriate con-
ditioning where it does the most good, but this might
take as many centuries as the ultimate conquest of

Riedra did. Quori have the patience of immortal spirits,
They can wait,

The lnspil'rﬂd are wary of other powerful. super-
natural forces. Dragons remember the quori invasion
that shattered the realm of giants, as well as the dragon
magic that exiled Dal Quor. Lards of Riedra know
that their psionic powers are vulnerable to draconic
sorcery. So concerned are the Inspired that they might
be w 1]11ng to eliminate this threat by any means. How-
ever, the Inspired also know of and fear the great rajahs
that sleep under Sarlona, and they would never trust
any force allied with such beings. In fact. the Inspired
could be a foree for "good" against organizations
such as the Lords of Dust and the Cults of the Dragon
Below. Inspired might employ or aid heroes who oppose
dragons or fiends.

The Inspired and Other Faiths

Those who worship dragons as living gods are especially
hostile toward the Inspired. because they see the Inspired
as relative newcomers who presume to challenge the obvi-
aus divinity of the dragons. and because the Inspired are
L'T'!L‘IT!iES D'E mag’l(‘. I”IG\\'E\'ET, most su(.‘h WGI'Sh'ipE!‘S (SCl'en
barbariansand Q' barran lizardfolk) live in a state of sav-
agery, knowing little of the outside world and the threat
ol the Inspired. Some of the wiser dragons, mostly those
ol the Chamber, are gradually revealing this danger to
1 ht‘ El I‘ilgl::rl—wnrsh ipt:rh i

The Lords of Dust thai know the true nature of the
[l‘lspircd Vic\\’ il'l(‘ I)'Ll]JPE[S thhﬁ qllﬂl'] ds even maore fCJ(li—
ish than mortals who truckwith fiends, for the rajahs truly
are near-divine beings (some rakshasas see themselves
simifariy), not just parasites occupying human bodies,
Rakshasas envy and hate the quori and the Inspired for
being able, to some degree, to accomplish what they have
not. A knowledgeable rakshasa might arouse heroes 10
action againsl the Riedran overlords,

TEMPLES AND SHRINES
OF THE INSPIRED

The monoliths that dot the Riedran landscape are
tools of Inspired control over their empire, but to the
worshipful population, they are sacred monuments
that hold the spirits of the dead until they move on to a
new existence or are reborn. Many but not all of these
monoliths stand near or within the Inspired fortresses.
In addition to the annual Feast of the Founding, held
at the feet of the local hanbalani, worshipers sometimes

M

Quori ReLiGious BELIEF

Although they would not describe it as such, the rev-
erence the quori hold for the darkness within the Dal
Quor has typical features of a religion. The quari have
faith in reincarnation, they acknowledge intelligence
and power greater than theirs, and they hope that acts
of service can influence the Dreaming Dark. Indeed,
the Devourer of Dreams is seen as the prophet of il-
Lashtavar—one who can help lesser quori communicate

directly with the Dreaming Dark. The quori use the
Inspired to transform Eberron, bringing it into
closer alignment with Dal Quor and fulfilling the
llﬂstiny of the Dark. If an Inspi:'r.-d becomes a cleric,
she gives her devotion to il-Lashtavar, not the Path of
Inspiration. The Dark is lawful evil, and its domains
are Law, Evil, and Shadow. Its favored weapon is the

mind blade.
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travel to a nearby monolith ta offer special prayers and
wishes for success. The Inspired tacitly encourage such
activities, since even the minute amount of psychie
energy from an individual's worship becomes signifi-
cant when multip]icd,

The monoliths serve an even darker purpose—they
are anchors for Dal Quor and can eventually align
Eberron completely with the Region of Dreams. The
convergence might be irreversible. It is also possible,
however, that the quori’s meddling could have unfore-
Secn CDnSequenccS.

Inspired Complex

A typical fortress-complex of the Inspired serves asa gath-
ering point for the Feast of the Founding. It includes a
menolith, where minor religious observances sometimes
take place. Riedran citizens perform much of the guard
duty and mundane wark. Theyare extremely loyal to their
Inspired masters and follow orders without question.

This complex is on the eastern shore of the lnrge lake in
the center of Sarlona. Rugged hills and steep cliffs that
serve as natural defenses enclose it. A psim\ica“\_r rein-
forced high stone wall encloses the areas bordering the
lake. A water-filled ditch, dug from the lakeshore, helps
defend the eastern side of the complex.

1. Main Gate. This is usually open so that worship-
ers and local villagers can enter the complex to offer
prayers at or take shelter near the monolith.

2. Tower. A guard tower keeps watch over the
appreach road. The walls facing outward are pierced by

!

loopholes for ranged attacks (often psionic). A conven-
tional ballista rests on the rooftop.

3. Quori Monolith. Within 600 feet of this struc-
iure, psionic powers are enhanced as if under the effect
of the Empower Psionics feat. This still requires a user
io sp&nd 2 extra power points and expend her psionie
fDC‘LlS. _"\l ilS center iS a g}uwxng Cl')'slal CUIU]Tln T.hﬂt acts
as a 17-point cognizance crystal (Expanded Psionics
Handbook 167). See Explorer’s Handbook 132 for informa-
tion on quori momnoliths.

4. Support Buildings. This group of structures
contains essential supplies. The stables (4a) can hold
a dozen mounts, mostly for use by Riedran scouts whe
patrol the region. An armory (4b) is for storage and
soldiers’ weaponry. Adjacent to this is the workshop and
forge. for crafting and repairing weapons and armor. as
well as shoeing mounts. Because of the Inspired prohibi-
tion against magic, no artificers work here, only smiths,
leatherworkers, and the like.

5.High Lord’s Manor. The quori high lord (female
Inspired telepath 10) inhabits this well-fortified and
sumptuously appointed residence. During the Feast of
the Founding, she stands on the roof to present herself
in her full glol‘y to the assembled crowd. The |Jui|c|i11g
connects to the great hall.

6. Great Hall. This great chamber hosts feasts for
thearea’s nobility and visiting Inspired. These events are
not opento the Riedran popu}almn. not even the priests.
During the Feast of the Fou‘nd:ng. Inspired giiillt‘l' here
to bask in the heightened psychic energy,
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7. Lesser Nobles’ Residences. The lower-ranking
nohbles of the region have quarters here, Many have manors
in the countryside as well, They stay in these quarters
only when summoned by the high lord or during festi-
vals. A guard tower in the northwest corner overlooks the
coastline and is surmounted by a ballista.

8. Workshops. These buildings, reserved for the use
of Inspired, support psionic research and the creation of
psionic items. A side room alse serves as a place of quiet
meditation on the Dreaming Dark. especially during its
wakeful eycles.

The Inspired in the Last War

For centuries, Riedra had no contact with Khorvaire. But
the outbreak of the Last War brought the Inspired to its
shores, hoth as traders and as secret operatives. Even as
Inspired merchants began to sell exotic foodstuffs and
open up relations with the warring nations, the quori
laid their plans of conquest, sending Dreaming Dark
agents across Khorvaire. These operatives studied their
prey carefullyand began to exertinfluence, both psioni-
cally and lhrough selective assassination and manipu-
lation. Meanwhile, the beautiful Inspired emissaries
charmed their way into courts and assemblies. They
swayed leaders and populations toward attitudes that
would lead to more bloodshed, in the hope that a conti-
nent shattered by conflict would be easy to overwhelm.
Khorvaire suffered terrible upheavals and could have
quickly fallen, but the Day of Mourning was a catastro-
phe unexpected even by the quori. Suddenly, the warwas
over, the .-;quabbling nations horrified into negotiating a
treaty. Now that Kharvaire has [ragmented into a dozen
young states, the Inspired are pursuing opportunities in
those that seem most malleable.

THE PATH OF LIGHT

The quori Taratai was the foremost among rebel-

lious thinkers who believed that the Quor Tarai was “é

not the proper state of being. The Dream of
the Age has been reborn three times and,
according to scholars, will continue
to pass awiy and rise again. Each
rebirth destroys the living quori
and gives rise to an enti:‘e]y new
generation. Taratai found that
these rebirths swung between two
poles. The current incarnation
of the Quor Tarai contains a heart
of darkness, but the next should
be light, She became the speaker
for those who rejected the Dream-
ing Dark, and she urged them to work
toward that blessed transformation. But
the servants of the Dark had no desire to
see an end of their world and set about elimi-
nating all the rebels. forcing the
kalashtar into exile.

Every one of Taratai's hosts has
perished, although the ultimate
fate of her spirit is unknown. The

kalashtar mourn her as one dead, but most followers of

the Path of Light believe that she is still bound somehow
to the Dream and can help 1o effect its rebirth. Believers

The brilliant crystal represents
the purity of il-Yannah and
its reflection in all beings

have cantinued to practice and to spread her teachings.
Only through cultivating the Great Light, il-Yannah, can
the adherents to the Path save the world from an eternity
of nightmare and evil. Devotion to this principle even
inspires divine m agic in some.

SERVANTS OF THE LIGHT

In Khorvaire, those who follow il-Yannah are almost
entirely kalashtar, although a few other beings are also
drawn to the idea of a universal force of positive energy
and purity of spirit. In Adar, most people show at least
some respect to the Path of Light.

The kalashtar race was born of the quest for the Light,
and they remain devoted to the principle with every fiber
of their being. Many of the followers of il-Yannah are
known as lightbringers (yannahsur), and these persons
spend much of their time meditating and taking small
bul positive actions to reinforce the Light. Others
not only meditate, but alse train within the fortress-
monasteries of Adar for the ongoing battle with the
Inspired, or actively seek out agents of the Dreaming
Dark in Khorvaire. These are the shadow watchers
(sheshantol). Thase with the strongest personalities and
the finest talents often become leaders in the quest for the
Light. They become priests known asdmnnnhifuth—]ight—
speakers. Some of these priests are cleries, but most are
psions of advanced ability.

Allkalashtar seem unnaturally beautiful. They radiate
a sense Ofgra(‘(" a“d LﬂIm paTt](‘ulal“lV [h(‘: llgh[brlngcr‘s

who reflect the Light within. Path of Light priests are as
far beyond the other faithful as ordinary kalashtar are
beyond humans, fuirly glowing with their dedication and
})uwerf‘ul psionic abilities.

;\inn} devotees to the Path of L. ighl carry a small
quartz erystal, usually on a fine chain about lhe neck.
Among psions, this often doubles as a psierystal. The

priests bear distinctive. swooping headbands
studded with crystals, which are often power
erystals made from Siberys shards, and might
have other crystalline adornments on their
clothing. These visible tokens of the
Light are openly dispiayed only among
kalashtar or within a protec[ed aArea
suchasAdar, Followerswho mingle
with nonbelievers take great care

to blend in, even asthey promote
the Light. lest they be noticed and
taken by the agents of the Dream-

ing Dark.

Becoming a Priest
To lead othersalong the Path of Light
requires more han great devotion or
force of personality. Such a leader
must be able to change reality. Not quite
as daunting as it sounds, "changing real-
ity" can mean something as simple
as performing good works that
transform a neighborhood. Most
priests of the Light, though, take
office upon attaining expertise in
discipline of psionic or martial training (in game terms,
reaching 5th or higher level). The rare cleric who draws
ingpiration from (-Yannah usually becomes a priesi.



In Khorvaire, a potential priest is usually a kalashtar,
but extraordinary individuals of other races might be so
honored. Humans are often priests of the Path of Lightin
Adar, and even dromites and other races of Sarlona have
joined the Path. Such a person must be nominated by an
unrelated believer in the Path of Light and must then be
seconded by an active priest—even among enlightened
folk, a few promote personal agendas over the common
good. A council of elder priests (as manyasare available)
then interviews the candidate and conducts a thorough
psionic examination, with the candidate’s permission.
Afterward, they confer telepathically on the candidate’s
merits, then announce the acceptance or rejection of
the nominee.

The responsibi]ilies of a ]ightspeakel‘ are few but
burdensome. She must lead the fight against darkness,
whatever form it takes. The militant shadow watchersare
Ll.:\illﬂlllv expert psychlc warriors, atavists (Races of Eberron
133). or fists of Zuoken (Expﬂnded Psionics Handbook 144),
who lead strike teams against selected agents of the quori.
Other priests, particularly those who are lightbringers,
are teachers and masters of mental discip]ine who teach
the deep meditations that they believe strengthen il-Yannah
and work toward the coming new age. A lightspeaker runs
a special risk because her role makes her visible, and
therefore a prime target for Inspired attacks.

Hierarchy

.T‘hl'.‘ most PD\\'CT'F'L'I.]. lightspc‘akers ﬂ]] d“‘ElI \\'ilhln _—\dﬂr.
protected by natural fortifications, capricious storms,
and well-defended monasteries. There they lead the war
against darkness through regular meditation. They focus
their energiestogether on establishing a zone of peace and
harmony right at the heart of Riedra. As this "bubble” of
the Light grows, it saps the current Quor Tarai of strength
and begins to transform it for the next incarnation. The
lightbringers believe this is the most direct, effective
attackagainst their enemies. It has the additional benefit
of counteracling the monoliths’ tiglnening of the con-
nection to Dal Quor.

Because they spend most of their time in such
meditation, the high priests do not often communi-
cate with others. When they do. it is only on matters of
critical importance, Thcy telepalhica“y contact those
they need to speak with, if possible. or they contact
those who pass the word to other followers or to the
intended receiver.

F—-ﬁ

I(~YANNAH
(Tue Path of LigHT)

Lawful Neutral

Those who follow the Path of Light gain divine
inspiration from its principles, revering the positive
force thq' call iI-Yanngh.

Portfolio: Light, compassion, discipline, psionics,
righteous action.

Domains: Balancel, Law, Meditation®, Mentalismi,
Protection.

Favored Weapon: Unarmed strike.

_—‘

Beyond the borders of Adar, individual priests carry
on the secret war in whatever way seems best to them. No
dogma or strict religious offices exist. Each priest has
the same duties that all followers of the Light aseribe

to—bringing in the Light.

Fallen Priests
Should a lightspeaker somehow turn away from the Light,
that person becomes an object of both pity and fear
among the followers of the Path. Madness is surely the
cause of such folly. When it happens, every other priest
knows within moments of its discovery. Such a personisa
threat, because the tainted one can influence the positive
consciousness created by meditations on i-Yannah. A fallen
priest is immediately cut off from all mental contact asa
preventive measure—shadow watchers and lightspeakers
are charged with seekingoutand eliminating the danger.
Elimination often requires killing a fallen lightspeaker,
but the shadow watchers avoid this if possible. Light-
speakers would rather notlose a soul if it can be redeemed,
so they first attempt to capture the renegade and mend
any wrong thinking.

A fallen lightspeaker who manages to evade discov-
ery and capture can cause tremendous damage. Such a
one might become a priest of another faith. Or. worse,
she might continue to act as an underground priest of
the Light while contaminating the spirits of ignorant
followers. A soul that has gone over completely to the
darkness reinforces the Dreaming Dark and might
expose other practitioners of the Path to danger. Sucha
one must be destroyed.

Quests

Every moment of a lightspeaker’s life is a quest for the
purification of the Dream of the Age. But some seck
out new knowledge that can further this ultimate goal.
The path of the atavist, begun by Soserath the seer, has
led 1o great advances in regaining and strengthening
the band between kalashtar and quori. His research
dealt with linding a way to fully incarnate quori spirits
devoted to the Light. Thus, some devotees of the Path

ofLight take levels in the atavist prestige class (Races n[

Eberron 133).

Avery few clerics of il-Yannah sometimes embark on
adifferent but related quest—discovering a divine con-
nection between the gods and the Great Light. Many
note the parallels between their faith and that of the
Silver Flame. Some of these priests make pilgrimages to
Flamekeep. and if they are allowed to do so, they mecli-
tate in the presence of the Silver Flame in the hope of
further revelation.

Practical quests require defeating the agents of the
Inspired and the Dreaming Dark. Some lightspeakers
are brave warriors who strike rlirectly against Riedran
hc-idings or agents of the Dark in Khorvaire. Many such
lightspeakers are bright lights indeed. bu rning out much
too quickly.

RITES AND RITUALS
OF THE PATH OF LIGHT

The Path of Light is at once intensely personal and
selflessly altruistic, This seeming coniradiction van-
ishes through understanding its purpose. Survival
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demands that the lightspeakers keep their devotion
hidden, for enemies arve everywhere—and those enemies
can sometimes sense the light within. Yet spreading
the Light demands that the priests do good werks,
understand their neighbors, and encourage more such
behavior. The lightspeakers are

very humble in this duty,
and this is not only
hecause heing noticed

can mean death,

Prayers

Lightspeakers do not
utier Spokt‘ll }'Il'a}'ers
to il-Tannah, For one
thing, most do not
helieveitto be an

entity that can
ANSWET TeqUEests.
More practi-
cally, open
practice of the
faith exposes
them to detec-
tion. However,
they spend
\-il'lua[[y all
their free time

in contempla-

tion of the Light,
ﬂnd undct‘l.’lk&

each action with
it in mind. In a
way, everythinga
]ightspeakerdoes
is a prayer.
Those who
find divine
inspiration in
the Light don't
ask for inter-
vention (for they
know that the
ngh[ is within),
but they do give
thanks. They do

so silently, as a

conscious moment

of thought, and
sometimes share
a brief prayer with
another follower
during mental contact,
They also offer prayers for
the safety of Taratai's soul, wher-
ever it exists, in the hope that it

into the Light.

Minor Rites

Each of the sixty-six quori whose spirits still survive
in the kalashtar hasa five-day period of remembrance
in its honar, Four of these are set aside for contempla-
tion of the ancestor—a member of that lineage spends

more time than usual meditating, and the meditation is
deeper. Some lightspeakers remain awake lhroughoul
this time and spend the extra hours in discussion with
others of their lineage. The apex day of this period is
a formal Day of Remembrance observance (see Major

Rites, below).

With so few members

in a I}'picell kalashtar
enclave, not many lines
iare 1'eprr:5enled.A Nery
large population might
have ten different quori
ATICESTOTS. '|'hus. []!!:
community’s light-
speakers commemo-
rate EBC]] along \\'1[11
the actual descen-
dﬁﬂli. l‘(_'gélrdless C}f‘
their lincage.
Many adher-
ents also practice a
minor ritual. sheshan
talarash desyannal,
which translates
loosely as "the path
of shadows.” This
martial arts exer-
cise can prepare
a warrior for
battle or focus
the thoughlﬁ
for inten-
sive medita-
tion. Many
common folk
in Adar know
bits of the
palh of shad-
ows or perform
it in a stylizcc[
‘\'3.\'. but L"IC.\'
do practice it.

Major

Rites
All lightspeakers
of a given quori
line observe the
apex Dayof Remem-
brance for that spirit
in communal gather-
ings. Celebrants ritually
purify their bodies and their
residences with water and by
burning sweet herbs. This makes

The Void of Taratai commemorates
might one day find its way back the loss of the Path’s founder and reminds normal to psionic communication.

their minds mors receptive than

the followers of the Path that they walk
in the Light because of her

Some celebrations use physical foci
to amplify the mental state. such
as a roomful of lit candles or the
gentle tinkling of a fountain or chimes. Those with the
necessary abilities, such as remote viewing, can even par-
Licipate from a distance. Airh(augh low-key, the apex Dil}'
of Remembrance is the most public display of the Path



of Light. Community members share thoughtsongs and
story circles. remembering their ancestorsand promis-
ing to honor them with specific devotional acts. The
lightspeakers of the enclave lead the thoughtsongs if they
have such ability, or they lend psychic strength to the
performance if they do not.

Apex observances go on for 24 hours. When they
conclude, the participants are fatigued both physi-
cally and mentally. After breaking the fast withalight
meal. they spend most of the next day in deep, dream-
less sleep.

The most salemn observance forall dreamers is the
five-day period originally designated in remembrance
of Taratai, With the utter destruction of her line, this is
instead a time of mourning called the Void of Taratai.
Lightspeakers gather the community, much as they do
for an apex day, but they do so for the entire Void. In
this dark time. the priests of il-Tannah lend their spiritual
energy to the entire community. Their devotion to the
Light sustains all, as they manifest sustenance, share pain,
and similar soo[hing powers for those in need, often
using metaconcert. As the participants remember Taratai,
the lightspeakers remind them that they walk within the
Light and that even the spirit of Taratai could be reborn
in the new era to come.

The Calendar

In the private lives of all kalashtar and lightspeakers,
wherever they live, a year consists of sixty-seven periods
of five days each. Each ancestor quori has five of its own
Days of Remembrance, with the Void of Taratai coming
last in the sequence. This calendar was established just
after the exodus, when the fugitive quori fled into Adar,
and it did not take into account the regular celestial
events of Eberron.

.‘\“‘]Ullg [he PEDPIE (JI‘ Z\dﬂ[' ﬂ'ﬂd Khor\.’alre, {l'!('
kalashtar use the usual calendar. They still practice Days
of Remembrance, but these days shift in the year to keep
time with a cycle that doesn’t contain 335 days. Only
the Void of Taratai observances are regular in Adar and
Khorvaire, set when the last of Taratai’s line disappeared
from Adar—at the end of Zarantyr and the beginning of
Olarune. The other Days of Remembrance are abserved
privately as they occur. except when they overlap the
Void. Any such period is interrupted by those five days,
restarting after they end.

THE PATH OF LIGHT
IN EVERYDAY LIFE

Every kalashtar is troubled I)}‘ a conflict within her very
nature. On the one hand, her soul is descended from a
quori spirit—an alien child of Dal Quor. even lhoug}‘l it
isa rebel against the Dark. lts thoughts intrude upon her
consciousness, and theirstrangeness can send her human
mind over the edge into madness. The Path of Light is
the most common way to achieve balance between these
disparate souls and build the inner calm so important to
survival in the secret war. More than that, itisa common
bond among kalashtar, one through which they can sense
each other and work together toward the greater good.
The most sensitive among them walk the Path to become
more aware of the shadows. to call out a warning hefore
their enemies can grow oo strong.

The Path of Light and Government

Kalashtar do not usually speak to other races abour their
ancient, secret war. Theycan even be arrogant, belisving
thatsuch "lesser” people can't understand the enormity
of their struggle. The practical needs of survival dictate
silence as well.

The arcane authorities in Aundair and Karrnath
distrust the kalashtar and their alien mental powers. If
they knew the truth. they would fear the Inspired more.
Kalashtar and the lightspeakers prefer to conduct their
war in their own way, but they value informed allies.
Occasionally, this means the lightspeakers or shadow
watchers provide information to other forces for good.
Such information is reliable and discreet, and it can
rarely be traced to its source.

A fewlightspeakers and shadow watchers have estab-
lished a small cutpost in the Demon Wastes. near the
watch posts of the Maruk Ghaash'kala. They come 1o
learn about Kalok Shash, the binding flame, and its possiblf
connection to the Silver Flame, Their interest goes
be\l;ond the mr_'rely academic. and l|ley use divine magic
to assist the barbarian warriors in their st ruggles against
the fends of the wastes.

The Path of Light and Other Faiths
Asmentioned earlier, the Silver Flame and the Kalok Shash
fascinate some scholarly lightspeakers. Clerices of those
religions have differing attirudes to this idea. rang-
ing from outright hostility among the Pure Flame to
calculating appraisal by Ghaash'kala, who welcome any
available weapon against the fiends. Other devotees of the
Path of Light find this fascination strange and believe it
distracts from the true struggle.

The lightspeakers don't have much interest in other
faiths. However. they recognize the value of religion asa
Way to strenglhen a com muni[)’, and lhey often partici-
pate in holidays or festivals to blend in better. Thr:y do
learn about the p;mlheons and other cults, of course, just
as they study anything else about their adopted society.

Followers of the Path of Light are horrified by the
travesty of religion that the Inspired have established
in Riedra. They fear that, beyond the enslavement of
innocent souls, this sysiem st t'cngthcns the power af
il-Lashtavar. Priests of the Path of Inspiration are often
strategic targets for Adaran shadow watchers.

TEMPLES AND SHRINES
OF THE LIGHT

In Khorvaire, followers of the Path of Light do not build
temples. The only shrines to the Light are those within
the minds of its followers. Personal quarters double as
meditation chambers but do not disp]a}' any obvious
religious function.

Fortified monasteries in Adar are home to powerful
lightspeakers. These sanctuaries of the Light allow them
to devote all their energies to meditation and purifica-
tion of the Dream of the Age. The people of Adar also
build shrines within their villages. Reaching Adar is
nearly impnssih]e‘ fora po“'erfu] psionic barrier (the
Shroud; see page 139 of Explorer’s Handbook) and forbidding
mountains defend that land. The fortresses of Adar do
have means to allow teleporration into a fortress, but this
method is secret and rarely used.
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Orders and Monasteries

Most followers of the Light fall into one of two catego-
ries. depending on their attitude toward the secret wat.
Lightbringers comprise the majority, and they believe in
strengtheningil-Tannah through active mental exercise.
Shadow watchersarea militant minority who are con-
vinced that simply waiting for the turning of the age is
not enough. They take the fight directly to the Inspired
wherever they can.

Within Adar's fortresses, elite monks train for
war against the darkness. Many of these monks develop
psionic or magical ability to complement their physical
training, A large number of them take
levels in the fist of Zuoken prestige class
(E_ipum.ffd Psionics Handbook 144), which
they name fist of the Light. Adaris
home to other forms of martial
mysticism as well.

VARIANT SECTS

A small number of kalashtar
are neither evil nor insane,
but they don't follow the Path
of Light. Some call themselves
dreamwalkers, professing that
the il-Lashtavor is not a force of evil.
It is incomprehensible to nonquori,
and its alien narure is deeply disturhing
to them, but its purpose is not active malice.
The dreamwalkers study the Dreaming Dark
in the hope of making it more understandable to

all. In this way, kalashtar can once again take their
place within Dal QUOI' as true quori spirits, and the
warring halves of their people can
be reunited.

Kalashtar do not dream, for
dreams would take them to Dal
Quor, a place still hostile to them.
But the dreamwalkers retrace the
steps of the exodus. when Taratai led the rebel quori
1hr0ugh mortal dreams, to find a way Lo skirt the
Edges of the Dreaming Dark without being consumed
by it. They also hope to find the lost spirit of Taratai,
which lhl:‘y believe remains lr;lpped somewhere in the
dreaming. Sometimes a dreamwalker loses her way
and becomes isolated, so others also seek their lost
colleagues. Those who can be rescued from Dal Quor
might have valuable informaticn to impart concerning

its nature,

THE PATH OF LIGHT
IN THE LAST WAR

Kalashtar wheo live among the |)c-0ple of Khorvaire were
affected by and participated in the Last War along with
their neighbors. The Path of Light played no active
role in the war, but its followers paid especially careful
attention to the machinations of the Inspired during
that time.

The usual symbol of the Dragon Below
is a mockery of a dragonmark,
a dark and twisted shape that echoes
the madness of the cultists.

THE CULTS OF
THE DRAGON BELOW

Western Khorvaire was twisted long ago into a dark,
dangerous land by the invasion of the daelkyr. The con-
querors from Xoriat laid waste to cities and corrupted the
inhabitants into foul abominations that still wander the
deep places of the world. Using magic taught to them by
the dragon Vvaraak, the Gatekeepers finally sealed the
planar portal and drove the daelkyr into the depths of
Khyber, But the Dhakaani Empire had been shattered
by the war, and the ores and goblinoids degenerated into
scattered clans.
The Shadow Marches are still scarred
'0}' that war, and remnants of the horrors it
unleashed yet lurk there. Rough]}' half the
ore inhabitants still follow a simple, rustic
lifestyle and continue to observe the
druidictraditions of the Gamkeupera.
Most of the athers practice strange
worship collectively known as the
Cllllﬁ Of IhE Dl‘itgon BEIO\‘V. DCSPI[E‘
the all-inclusive name, these cults
have nothing in common bcyund
devotion to the da rkl}' insane forces
within R]’l)’l‘mr. They do not com-
municate with one another, and
indeed they might have completely
OPPDSI‘.E airms.,

From this origin, the cults
spread across Khorvaireand beyond.
Any community that gives reverence

to dark forces, particularly those

purported to be buried deep in the

earth, could be deemed to support

a cult of the Dragon Below. Aside

from their dark heart, Dargon

Below worshipers are as varied as
the forms of evil.

SERVANTS OF THE DRAGON BELOW

The cults” followers might be wild-eyed maniacs or dis-
turhingly serene. Some give themselves over completely
to evil, violence, and terror, while others cannot see the
insanity behind their beliefs, convinced that they serve a
greater good. Most have been so psychically scarred that
u.-nly insanity makes any sense—it is even l:omfornng.

Every cult priest has her own interpretation of
worship and her own ideas of how to demonstrate faith.
One might demand that every follower remove a finger.
Another might insist that the road to paradise is paved
with cannibalistic feasts. Another mightcall on \».'Ol‘ship—
ers Lo give up all material wealth, or conversely to acquire
as much as possible.

Among the savage peoples (mostly ores and some
half-ores), madness is seen as a path to power. For them,
barbarian rage is the purest expression of the warrior
spirit, and insanity is the quickest way to achieve it. Not
many use divine magic, and those who do are uncivilized
casters such as adepts and favored souls. The more civi-
lized clans incorporate myriad human and orc beliefs,
each with its own idea of how to bond with the Dl‘agon
Below. Though they might war with each other over their



interpretations, all respect the power of aberrations,
which they treat as the high priests of Khyber, These
clans are more likely to use cleric magic. but they always
choase the Madness domain.

These cultists are to be pitied more than hated.
Unfortunately, their insane devotion makes them dan-
gerously unpredictable. and their ideas of worship can be
inimical to life.

Becoming a Priest

A new cult can arise at any time. All it takes is a charis-
matic personality who can persuade othersto listen to her
ideas. An aura of madness surrounds such people, and
they readily attract disturbed or damaged followers.

As well, a powerful aberration might found a
cult to accomplish some purpose. Those with mind-
control abilities, such as aboleths, mind flayers, and
lesser daelkyr, are the most likely candidates. Their
followers need not understand why they obey—they
simply must. They might revere the horror directly, or
they might be under its control from a distance. enrap-
Ill['el:ll I:l‘p_ a n:}rn'ial—seen‘ling pTiES[ WI"O paSSES on the true
master’s directives.

Some cultists believe the only true priests of the
Dragon Below are aberrations. If a humanoid leader
arises, she must prove her worth b}' hecnming ph}'si{:all}'
mansirous in some way. The usual method is 1)y ;:cquiring
an aberration graft or a symbiont (ECS298).

Hierarchy

With such a variety of unrelated cults, there can be
no organized priestly hierarchy. Instead, each group
has its own organization. That might include detailed
ranks, a ruling conelave, pure anarchy, but most often
features a dictatorial leader with the power 1o enforce
hr_‘r‘ E"Er}' \\'l‘llln.

Fallen Priests

Cults of the Dragon Below rise and fall unpredictably.
Just as a charismatic preacher might suddenly appear
from the wilderness and gat]wr followers to her, another
might be torn apart at the very hands of those she con-
verted. A priest can fall from grace in a moment—all it
takes is for followers to question her motives or actions.
This does not usually happen as a result of commands
that go too far; true believers are capable of justifying
the most terrible acts. But if a human priest acts out of

F—-—-——q

Culrs of THE DrRAGON BELOW

Neutral Evil

The various Cults of the Dragon Below have little
in common, but their clerics and adepts find crazed
inspiration from their worship.

Portfolio: Glory, insanity, conquest, darkness,
aberrations.

Domains: Corruption (Book of Vile Darkness 80),
Caverni, Darknessi, Dragon Below®*, Earth, Evil,
Greedi, Madness®, Pact}, Pain (Book of Vile Darkness 81),
Pestilencel, Summoneri.

Favored Weapon: Heavy pick.
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character, or shows hesitation, followers might see weak-
ness of conviction. In such a case, someone else might
arise to claim he is the true voice of Khyber and chal-
lenge the leader. This usually isa fight ta the death, but
aresourceful priest sometimes escapes, nursing agrudge
and plmling her \'engE.Ful return. More ofien than not,
such a fallen priest seeks out a pc:cwerful aberration,
which is happy to accept her service for the opportunity
to extend its own power.

uests
Madness is the one defining trait of the Cults of the
Dragon Below. Whatever a leader's purpose might be,
many set bizarre goals for their followers and even for
themselves. Sometimes these quests have an internal
logic, even if it makes no sense to an observer. For
example, one cult collects the eyes of everyone who

hasseen a particular sacred object orsite, in the belief

that no one but themselves have the right to behold it,
and that the eyes contain power from the sight. The

eyes might be eaten or be stored in a central item of

wm'ship. In other cases, quesisare more like psychulic
compulsions, such as painting every other brick in a
building green.

An aberration usually sets up a cult for a specific
purpose, such as the attempt to create a Xoriat manifest
zone. In these cases, the cultists pursue activities that
contribute to this ultimate goal. even though the tasks
seem nonsensical. An individual might be sent to gather
body parts, or measure every doorway in the district.

The mad leaders of individual cults ave always pur-
suing greater knowledge of or closeness to Khyber or
Xoriat. They drive themselves relentlessly in their chosen
quests, so that if they were not entirely mad when they
began, any remaining sanity is soon abandoned. The
insane nature of these quests guarantees tha they can
never he completed.

RITES AND RITUALS
OF THE DRAGOHN BELOW

With such a variety of cults, religious activity can
comprise anything imaginable, and plenty of things
beyond imagination.

Prayers

Psychotic affliction is common among followers of the
Dragon Below, and this can manifest in habits of speech,
Aworshiper who is convineced that the name of his god is
sacred could speak it all the time (lngomania) or reluse
tosaya given word or phrase, substituting a more zccept-
able term instead. Nonsensical chants, speaking in
tongues, and constant muttering can all take the place
of traditional prayer. A worshiper who is reasonably
sane, though. offers up prayers to his god just as anyone
else does.

Minor Rites

Ritual bonds a group, whether its purpose is religious or
otherwise. The priest of a given cult typically prescribes
certain ritual behavior to demonstrate loyalty and rein-
force obedience. Its exact form, of course, varies from
one cult to the next.
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OTHER CULTS

Major Rites

As with minor rituals, each cult’s leader prescribes and
sets any major rites. Some cults observe no great fes-
tivals, especially if their work requires secrecy. Those
led by megamaniacal priests might go in lor big, showy
rituals complete with all the clichéd trimmings: drums,
robes and hoods, smoking torches, obsidian knives, and
so on.

CULTS OF THE DRAGON BE[L.OW
IN EVERYDAY LIFE

The exact number of cults is unknown and constantly
changing. so any given community can contain wor-
shipers. even of multiple competing cults. Despite the
insanity that underlies any such faith, a follower need
not appear mad. Some cultists are still in control of their
faculties to some extent and can disguise their impulses
so as to "pass” in everyday society. Some are not even
crazy themselves—at least, not yet—but believe fervently
in the illogical premises of their culi. These are the most
dangerous cultists. capable of persuading others to their
way of thinking and difficult to discover.

Cults of the Dragon Below

and Government

No one cult is a real threat to the stability of Khorvaire,
but their sheer number and their obscurity make them
collectively dangerous. An influential political figure
might secretly serve an abomination from Khyber,
and could be doing so in the certainty that it is forthe
greater good. Even move frightening is the possibility
that untainted leaders are being influenced by agendas
peddled from the shadows and presented by trusted advi-
sors as reasonable policy.

Certainly, the nations bordering the Shadow
Marches are concerned about the influence of the
cults. The Eldeen druids are always on the watch for
renewed activity by the minions of madness. In Dar-
guun. the Lhesh Haruuc fears that other chieftains
hoping to consolidate power when he dies might turn
to the Dragon Below. The scattered power bases of
Droaam could easily tip in favor of one who allies with
the dark powers.

For the most part, the "civilized” nations of Khor-
vaire underestimate the danger posed by these cults.
The Shadow Marches are along way off. and few people
care much about the well-being of a monstrous king-
dom or a scarcely populated wilderness. The most
forward-thinking rulers, such as Aurala of Aundair,
Boranel of Breland, and especially Kaius of Karrnath,
are watchful for corruption in their courts, but most
of the young nations are too caught up in recover-
ing from the Last War to see the hidden danger from
within. It is fortunate that the cults work at cross-
purposes so often.

Cults of the Dragon Below
and Other Faiths

Each cult has its own set of beliefs, and its followers see
even other cultists of the Dragon Below as wrong-headed
or worse. Random groups that spring up under influen-
tial humanoids usually do not interact with other faiths
atall. The more insidious danger comes from those cults

with abomination leaders. These intelligent creatures
sometimes infiltrate a legitimate religion with their cult-
ists to take advantage of its influence.

It is relatively easy to insert a devotee of the Dragon
Below into the followers of a dark god dedicated to primal
impulses, such as the Devourer, the Fury, or the Mock-
ery. Average people, wha might offer a prayer to avert ill
fortune from the god, are not likely to notice a changein
the church’s leadership, and the interests of true believ-
ers coincide—at least for a time.

Corrupting worshipers of a "good” religion such as
thai of the Shining Host is harder, but can reap much
greater rewards. Such faiths usually have close connec-
tions with the rulership of a city, province, or nation,
and open the door to greater influence by the cult.

TEMPLES AND SHRINES
OF THE DRAGON BEL.OW

The cultists skulk in hidden places, whether isolated
hummocks within the Shadow Marches, basements of
noble manors, or abandoned warehouses on decay-
ing waterfronts. Their temples {ill these secret lairs,
usually cobbled 1ogether from materials at hand,
although a wealthy patron or priest can afford expen-
sive furnishings.

All aspects of the Cults of the Dragon Below can
be better understood by reference to the particulars
of one cult. To that end. the Mourning Circle is dis-
cussed in detail.

The Mourning Circle

Erlomel d'Tharashk (male daelkyr half-blood telepath
12; see page 37 of Magic of Eberron) was born with a dread-
ful physical deformity and displayed signs of mental
instability in youth. Rejected by his family and unable
to hold a position within the House, his behavior grew
more and more erratic until he left the Shadow Marches
for Sharn. There he has been living in the undercity for
some time.

Using the benefits of his own lesser Mark of Find-
ing, the libraries of Margrave University. and human
agents who came under his control, he studied the
history of the city, hoping to lind clues that would
lead to ancient sources of power. He learned all he
could about the Closed Circle of wizardry. which had
been destroyed for its blasphemous study in 641 YK,
and became convinced the wizards had still had a base
in Sharn. He eventually located a ruined complex in
the slum district of Khyber's Gate, so buried beneath
the rubble of later generations that its existence was
completely hidden.

All the arcane laboratories had been smashed—the
Pure Flame crusaders had burned every foul tome
they could find. then cleansed the spot with a hallow
spell. But in their zeal, they had overlooked a trove
of research notes, stored in an extraplanar vault. The
wizards were long dead, but Erlomel used his psionic
detection abilities to glimpse the past and discern the
secret of opening the vault. At present. he is absorbing
as much of their forbidden knowledge as he can. To
that end, he founded the Mourning Circle so that he
would have a steady supply of experimental subjects and
willing soldiers.



Erlomel styles himsell both high priest and incarna-
tion of the Dragon Below, having honded with a shadow
sibling (Magic of Eberron 156) as a result of his tainted
ant‘csl;‘y. His word is law. but most often that "word™ isa
psionic command. He has also been attempting to create
breed leeches (Magic of Eberron 154) to transform his female
cultists into the mathers of daelkyr halfbloods, but the
research notes are garbled. slowing his progress.

A handful of favored servants (in reality, thralls)
act as Mourning Cirele underpriests. These followers
have been "blessed” with symbionts by their high priest.
There are currently four, each of whom is responsible
for directing specific cult activities: Bronwen Sor'ilah
(female human sorcerer 7) selects subjects for experi-
mentation and sports a spellwurm; Antonin d'Tharashk
(male human rogue 3/spymaster 3;
i:,'urr',p."“ Adpenturer)

SE€E Pilg(’.
manages iuu_"l|igence—g.‘|:hering.
assisted by his tongueworm; Ghaarsh't (male half-orc
barbarian ‘)Ilighter 3) isin chal'ge of recruitment and
FIHCLPIHN:‘ and wearsa (']d'\\-ll'llg Udurl[lt'l. a ﬂ.d SE\'EI'in
vil Orandor (male human cleric 6), who maintains the
temple proper and conducts rituals,
tentacle whip.

benefits from a

_\'1051 IJ{. Erlomel's FOlID“'I:_‘T'S are 5}13[[&1'{:‘(1 re fugees
from Cyre. 1o whom the crazed worship of the Dragon
Below pro\':dcs some comfort in lives gone mad. They
believe that a new future awaits within the underworld
and do not question the strange tasks set them by their
master. T his human flotsam drifts unnoticed in the
slums of Sharn's undercity, the eyes and ears of Erlomel
and his recrui[ing agents.

76 of

The Mourning Circle observes two major holidays,
both anniversaries: that of the Closed Cirele's destrue-
tion and that of its rediscovery by Erlomel. The date of
destruction is marked with songs of lamentation. Cult-
ists carry lit candles to the temple and stand in a circle,
then c\lmgulsh the lights to represent the loss of the
wizards' knowledge. Flagellation is featured. In contrast,
the ceremony of redlacover} is a joyous, even hedonistic
festival. On this day, worthy followers receive grafts and
symbioms, and new members are welcomed into the cult,
The high priest himself leads songs of pl'aise and hope
for the glol‘ious future.

1. Temple. Erlomel has converted the original
library of the Closed Circle into a makeshift temple to his
own glory. The process isstill underway: heaps of rubble
h'd\'f ‘De{.‘n ShD\rEd to lhl:‘ Edgfs thh(’. circular‘ room, "‘\'Eiit‘
ing for lowly temple servants to haul them away. Erlomel
has them remove the trash in small quantities and a
irreguh}r intervals so as not to draw undue attention
to his lair.

The walls of this room were once painted with
frescoes depicting servants of the Shadow summoning
terrible creatures and calling down doom upon their
enemies. | he Pure Flame defaced the walls before burn-
ing the circle’s books, so only fragments of the original
art I'Em;lj.['l. ‘h? \‘-'hl-"lt‘ blnckenud b)’srﬂﬂkf’, Tl‘ié‘ m(_l:iﬂif
floor is similarly damaged: Erlomel hopes to replace the
lost tiles with a new image of himself.

Asthe wreckage is cleared away, the high priest has
been collecting statuary to line the walls. These are
horrible images. tentacled and alien beings from the




ol
=
5
O
-
o
=
=
(@

134

realm of nightmare, which the worshipers see as divine
and beautiful.

Erlomel hasadded a fountain and pool to the center
of the room, which he hopes to make a gateway to Xoriat
one day. In the meantime, it anchors a manifest zone
in its early stages. He dispelled the hallow spell that the
Pure Flame laid on the place and has replaced it with
a permanent Mordenkainen's private sanctum (cast by a domi-
nated wizard),

The temple is in use fairly frequently; the rest of the
time, Erlomel is in the workshop (area 3) or poring over
his precious texts (area 6).

2. Cells. These simply furnished raoms accom-
modate the temple's worshipers. Each can hold four
people.

3. Workshop. This rubble-strewn chamber was
once the arcane workshop of the wizards' circle, Erlomel
has adapted it for creating aberration grafts. The long
workbenches are covered with vessels and tubs l:(mtaiuing
a variety of unpleasant substances, such as thick, nasty-
colored liquid or preserved samples of still-living flesh.
A massive tub occupies one corner of the room, in which
unidentifiable flukelike creatures swim (his attempts at
brood leeches).

4. Storage. The wizards' circle had used thisreom
to store mundane equipment, foad supp]ir_‘ﬁ. and the
like. (They did not equip the huildingwith a kiteken,
I)Eing disinclined to take time for conking. but instead
purchased prepared foods or sent servants out for meals.)
The Purified. leaving nothing to chance. torched this
place as well. The scorched remnants have largely been
cleared out, and the room now stores the lem])|e’s mun-
dane materials. Erlomel is working on converting the
room to a kitchen: a fireplace is under construction

5. Extradimensional Vault. Accessible only
through a masterfully hidden secret door (Search DC
26) is this pocket dimension that the former owners
used to store their most precious items. They kept their
research scrolls here, as well as valuable componentsand
magic items crafted in their lab, Erlomel discovered it
and plundered its contents. It now holds his personal
wealth and the most valued research notes.

6. The Stacks. Erlomel cleaned out the wizards'
records and stored them in one of these former sleeping
cells. The other he devoted 1o his own substantial col-
lection. The books and scrolls are piled in heaps on the
bare floor; Erlomel has never taken the time (o organize
them properly, and he does not trust his underlings
enough to have shelves built. (He will get around to it one
of these days.) He spends much of his time in these two
rooms absorbing the information. Another project ishis
compiled memoirs, which he sees as hecoming the eult’s
holy seripture m'(:muully. Erlomel devotes at least one
hour each night to rc&:or‘ding his contemplations. Toan
outside reader. these seem the ravings of a megalomaniac
with a shaky grasp of reality, but Erlomel regards them
as the distillation of great truth that he has been favored
to discern.

Cults of the Dragon Below

in the Last War

The mad ambitions of those who adore Kyber and Xoriat
continue regardless of thepolitical elimate in the outside

world. Exceptwhere the battles of the Last War physically

intruded on their activities, the cultists were largely
unaware of this upheaval. The mare cunning leaders
recognized opportunities to seize ravaged territory or
recruit the traumatized inhabitants of a war zone. Some
of them headed to Cyre, where they were destroyed or
worse on the Day of Mourning. A few individuals, insane
even by the loose standards of such cults, made their way
to the Mournland because it had become a twisted land.
The disorder and ruin left by the war across Khorvaire
have offered many opportunities for new cults to flourish
and for older ones to expand.

SEREN DRAGON CULTS

The thirty or so tribes of barbarians who inhabit Seren
Island, northwest of Argonnessen proper, are ferocious
raidersand lanatic worshipers of the dragons. Each tribe
hasa dragon "founder,” an individual that it reveres as
its foremost god, and its own set of rituals relating to
that founder. The dragon: as a whole form the tribes’
|‘n‘|n[]1e0n, and it is the fervent hope oi'cvcry Seren wor-
shiper to join with his gods—whether through rebirth
as adragon, or the blessing of dragonblood. Each tribe
]'Iil!i ltS own idf_‘ﬂs Ebﬂul ]'IO\'\' Lo hr_‘lnﬂr (}lc‘ dragﬁns‘ ﬂnd
the Seren war continually among themselves over reli-
gious dogma.

SERVANTS OF THE DRAGONS

Every Seren inhabitant follows the dragon gods, but
very few are deemed worlh)‘ 10 speak to and for the g()ds
themselves. These honored men and women are the
dragonspeakers, who are the highest civil authority in
each tribe.

As civic leaders, dl‘agonspeakers are responsrbh-
for every aspect of tribal life other than the business of
warfare, the province of the chieftain. They aversee life
events, make pronouncements on life, hear petitions
for justice, pass judgment, and enforce sentences. They
prophesy for the tribe, and preseribe rituals to appease
an angry patron when hard times befall their people.
Thcy have absolute power of life and death. even over a
chieftain found to displease the gods.

Many senior dragonspeakers are clerics or favored
souls (Cumpl‘em Divine 6). Dragonspeaker clerics prefer
to choose the Dragon domain (8pell Compendium 273).
Lower-ranked speakers are also spellcasters but usu-
ally adepts.

Dragonspeakers adopt elaborate costumes to make
them appear as draconic as possible. They affect horned
headdresses, brightly painted dragon masks, and robes
embroidered with scaly patterns. A shed scale shard or

P——-ﬁ

THE SYMBOLS OF
THE DRAGON CuIlTs

Dragon head statues rear up on Totem Beach, their or‘igin
unknown. They are now used as sites of worship by the
r_]r.'lgon Cll]ti.‘;l.ﬁ. SETET}. barhai'ians soﬂ‘l{‘lin}es l:a]']'l\' ar
wear the symbol of a dragon’s head, typically the founder
of the wearer's tribe.
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claw from a dragon is immensely prized, forming the
centerpiece of the possessor’s regalia. Apprentice dragon-
speakers wear simple garb, but they accumulate more
draconic ornamentation as they advance in seniority.

Becoming a Priest

Becoming a dragonspeaker takes a lifetime. The long
journey begins in adolescence, when all Seren youths
receive their tribal markings and become recognized
as adults. The senior dragonspeaker of a tribe oversees
these ceremonies and performs the ritual cutting that
marks the passage to adulthood. For most, this is the
culmination of the process. But a very few display some-
thing unusual during the ritual, such as blood forming
a sacred pattern. This individual is seen as chosen by the
tribe's founder, and he is taken immediately to the huts of
the dragonspeakers. He has no choice in the matter—the
gods have spoken.

Once identified. the dragonspeaker-to-be leaves
behind his family, friends, and all ties to his former
life. He is sequestered in the dragonspeaker compound
and begins lengthy training in the lore of the tribe’s
founder and the mysteries of the dragon totems. This
involves memorizing thousands of years of tradition
in the form of epic chants, with frequent testing and
harsh punishment for inadequate mastery. The initiate
also undergoes instruction in traditional magic, usually
training as an adept. Only afier becoming an apprentice
can a dragonspeaker learn cleric spellcasting: many do
not progress further.

Training as a dragonspeaker takes around fifteen
years, broken into three stages of five years apiece.
Each stage is marked by rigorous testing, followed by a
speaker quest. Quests are challenging but not intended
to endanger the initiate’s life (unlike those of dragon
god worshipers). Each demonstrates that he has mastered
physical and spiritual discipline appropriate to that stage
of training.

After passing all three stages, the new apprentice
receives the first piece of his religious garment: a
wooden mask carved into a dragon’s head and painted
to resemble his tribe's patron. This usually occurs at
around thirty years of age. He is assigned to a senior
dragonspeaker, whom he serves for a number of years as
a low-level functionary. His duties include maintaining
the tribe’s totems, attending to the physical needs of his
mentor, carrying messages, and the like. All the while,
he observes the dragonspeaker to learn the practical
side of the knowledge he spent so many years absorbing.
The time of apprenticeship varies with each mentor,
who decides when the young dragonspeaker is ready to
advance in responsibility. A typical period is three or
four years.

Once the mentor releases him from apprenticeship,
the initiate becomes a junior dragonspeaker. He receives
an inscribed badge crafted from a dragonscale shard,
and is authorized to conduct minor rites and to perform
mundane administrative tasks for the tribe. He partici-
pates in all religious services and attends councils of the
other dragonspeakers, joining in the discussions but not
casting votes. During this period, the junior dragon-
speaker travels extensively between Seren, the outlying
islands, and Totem Beach. He oversees the maintenance
of the giant sculptures and deals with visitors to the

shore. As time passes, he gains additional résponsibili- -

ties. Finally he must make another visit to the interior -

of Argonnessen to receive the blessing of his dragon -

patron. This blessing takes the form of a personal item

bestowed by the dragon, such asashed claw réf spine. On.-
his return, he isacknowledged as d senior dragonspeaker

and incorporates the dragon’s gift into his costume.
Only these exalted individuals can deal directly with
the gods.

Hierarchy

Each tribe has just one or two senior dragonspeakers.
along with a handful of initiates at various stages
of training. Tribes with more dragonspeakers than
others see themselves as especially favored by the gods,
and since their speakers are proportionally more
influential in the councils, this favor translates into
practical benefits.

The council of dragonspeakers consists of the senior
members of each tribe, numbering perhaps fifty in all.
Each senior speaker has a vote in religious and political
decisions. The junior dragonspeakers also attend these
councils but do not vote. The dragonspeakers still in
training have no official rank within the religious hier-
archy but are still superior to lay members of the tribe
simply by virtue of being chosen.

One senior dragonspeaker is elected by the council
to be the Dragon's Voice, the supreme religious leader of
the Seren cults. The Voice wears a special mask, a minor
artifact carved from the bone of an ancient wyrm and
overlaid with gold and precious gems. He never appears
without it.

The Council meets in a special enclosure on the
small island to the northeast of Seren. Also on thisisland
is the compound where initiates reccive their training. It
is off-limits to all others, on penalty of death.

Below the dragonspeakers and their initiates, but
higher in status than the common folk, are the Totem
Guardians. These are barbarian soldiers drawn from
all the tribes, called to protect Totem Beach and keep
intruders away from Argonnessen’s interior. Dragon-
speakers usually select new guardians as a result of
visions, but occasionally a dragon itself sends the call.
Totem Guardians cut their hair short and apply lime
to make it stand up in spikes, resembling the crest of a
dragon. Often they dye their hair in brilliant colors to
match those of their dragon patrons.

Fallen Priests

An initiate who does not receive the dragon's assent on
his final quest, or an apprentice who does not earn his
patron’s blessing, is clearly unworthy of the gods. Such
failures almost always take their own lives in shame, if the
dragon does not destroy them first. Those who survive
can never return to their people; no one would acknowl-
edge their existence or feed or house them. They become
half-mad hermits who haunt the wild lands of Argon-
nessen, lurking just outside the notice of the dragons
they still long to serve, and tormenting themselves with
the hope that one day they will be found worthy. The
dragons, of course, do not care about or even notice this
human refuse—unless a hermit entersalair. That usually
means swift death. Sometimes a Chamber dragon comes
across one of these pathetic creaturesand makes him into
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a special emissary to Khorvaire's nations, mostly for its
own amusement.
No record exists of a senior d ragonspeaker wha

lurncrl away {}'DH] the F?t'ii}‘l. HO\',":"\!:‘!'. I'h& l:‘}'Jil‘.‘u dre .F'I_l”

of stories of chieftains who lost their positions and
their lives when they abandoned the dragons and their
chosen emissaries. A myth of the world's end describes
the Final Voice, her alding the consumption of existence
[‘J}' its draconic lords. Some dl‘ug::rnq[mﬂkers fear this
prophesiesa great bi:tra\'r'r who will l;r'iug the t[l'é!g()h 5
wrath upon their })c-oplo others believe it means arec-
reation of existence, and rebirth in the perfect farms

of dr agons.

Quests

Dra_gﬁn»peaker initiates must pass three quests to prove
their fitness for office, as mentioned above. The lirst
quest takes plan- as the initiate reaches young aduli-
for humans), after five

hood (around age eighteen.

years of instruction. The initiate must enter the jungles
of Arponnessen, which form a miles-thick bou n(lal'_\'
['here he

between the Great Barrier and Totem Beach.

searches for a shard of dragonscale. This fragment is
crafted into the badge the initiate earns on becomingan

apprentice. If he is unsuccessful in locating a Iragment,

he must repeat the entire five-vear stage. The threat of

such humiliation keeps the initiate sea rching until he
collapses from hunger, thirst, and exhaustion, [ he
does not return after three days, the dragonspeakers

dispatch search parties from the initiate’s tribe to bring
him back,

The second-stage quest is more challenging. The
initiate travels to a point along the Great Barrier neara
dragon’slairand camps there, out of the way and hopefully
out of the dragon’s sight, For one week he must remain
there and observe the dragon's activities. Usually the
chosen lair belongs to the tribe’s patron (or a descendant
if the original dragon has died). He prepares a detailed
report on his return and must defend his observations
and conclusions before a panel of senior dragonspeakers,
much like a scholarly thesis. Sometimes a quester does
inadver Ir*nL}', draw Lhe attention of the d[.wcm who mrg]ul
become irate at the intrusion, If he survives the flras{ov'l 5

illl_\. Th!' dl.]('_‘{.l initiate isim I!'chldlt’]\ L'k}..l'?“(_’ I !:f_‘rm the

order but usually becomes a Totem Guardian,

On completing all three stages of instruction, the
initiate travels once again, this time to cross the Great
Barrier and visit the lair of his tribe's patron. He must
make contact with the dragon and ask to become a priest
aof its cult. The initiate carries tokens idenlii'\'lug him
as a priest in training, and the dragon receives him with
varying degrees of 111t‘1uillnua By putting the "fear of
gud into Lhe puny human, the dragon ensures his faith-
ful service—another butfer between itself and the outside
world. It then magnanimously dismisses the petitioner
after first bestowing its arcane mark upon him. This proves
to the speakers that he has been accepted, and he becames

an appl entice.

The final quest on the path to becoming a dragonspeaker
is seeking out the blessing of the tribe's draconic patron




One last quest is required before a junior dragon-
speaker can assume the title of senior. He must go again
to his patron and ask the dragon’s blessing. He brings a
valuable offering for the patron's hoard (worth at least
5,000 gp) and wears all the tokens of office he has earned
to date. The dragon's symbol is tatiooed onto or cut into
his face. If the dragon accepts the offering. it con fers a
gift of its own. usually an intact small scale or a broken-
off spine, This becomes part of the dragonspeaker’s
religious costume,

A dragonspeaker receives various quests from the
Council throughout his career. Sometimes he also expe-
riences a dream vision of his patron, requesting him to
undertake some task for the dragons.

RITES AND RITUALS
OF THE DRAGON CULTS

The Seren worshipers’ lives are defined by supersti-
tion and ritual. Even the most minor undertaking is
accompanied by a wish for the dragons’ blessings. [f
something goes wrong. a Seren assumes he has angered
his tribe's patron somehow and undertakes some form
of atonement,

Prayers

The Seren tribes treat the dragon.-. asa panlhenn: They
offer prayers to their founding dragons in matters of
personal importance. and to the dragons in general for
matters relating to community. A prayer to the founder
addresses the dragon as a kind of high chief.

Seren prayers use the Draconic tongue, though a
debased form of it. They consist of ritual expressions
taught by the tribal founders and passed down over thou-
sands of years, and now so garbled that a dragon would
I:lﬂVE difﬁclllt)« undEl‘stunding [h(‘“]. An Oi.l-rcpeatecl
invocation is "Vormoninaku.” which seems to have
derived from the Draconic vorel ominak ocuir ("watch over
us, incarnation of beaul}'"). A Seren frequently utters
this formula to ward off ill fortune, much asa supersti-
tious person might knock on wood.

Minor Rites

Each tribal village has a totem of its founding dragon,
carved from wood and 1’1[‘}‘1[}' pai‘nled, in the dralgon—
speakers’ compound. Lesser rituals usually take place at
the totem. As founder and patron of the tribe, the dragon
(in the form of its totem) oversees the typical life-passage
ceremonies, such as nnming. cclmin_g of age, marriage.
and death.

Fishers and hunters sometimes make a brief offering
at the totem to ensure good luck before they embarkonan
expedit_ion. Such minor invocations involve promising
the patron a portion of the harvest on the worshiper's safe
return. | he dragonspeakers understand that dragons
rarely take any action for its own sake. instead expecting
some sort of payment. They believe the patron listens to
them through the totem, but they also understand that
dragons are capricious and might not respond.

Major Rites

The most impartant Seren observances take place on
Totem Beach. at the foot of the monoliths that stand
along it. The rising of the constellation sacred to the

patron’s god is the occasion for a nightlong celebration
in the dragon's honor. Traditionally, this is the time a
dragonspeaker-in-training receives quests or embarks
on the journeys that might advance him along his spiri-
tual path,

The Serenare cruel. violent people: their reputation
for bloodthirstiness is not much exaggerated. Should
they capture intruders on Totem Beach or within their
own lands, those unfortunates become living sacrifices 1o
the draconic patron, The victims are slaughtered on the
beach and their blood is poured over the mighty statues.
If the dragon founder is evil, or has a taste for human
flesh, the dragonspeakers bring the slaughtered intrud-
ersto its lair asan offering.

The Calendar

The primitive Seren tribes live close to nature and have
no knowledge of or use for the Galifar calendar. They do
mark the rising of the moons, however, since these are tied
to the pall‘ons‘ festivals, and the L‘hanging of seasons are
lmPQT[HTlf as \N'ﬁll. The)" a}.so Pa\ ﬂtle‘ﬂtion 1] |_hﬁ dragon
constellations, again for the purpose of ritual, and refer
to & patron’s favored day by the moon that rises in that
time. Generally speaking. though. there is no liturgical
calendar, and the Seren mark secular life simply by the
phase of the dominant moon and the season.

THE DRAGON CULTS
IN EVERYDAY LIFE

The influence of a dragon patron is everywhere within
thelife of a tribe. Totems and marks representing the
tribe’s founder decorate buildings and clothing, and
the dragon's priests are alwa}'s visible in their impressive
regalia. Tribe members believe they are granted life, and
allowed to continue living, solely at the discretion of the
founding dl‘agonA They ferve nlh' hclpe that upon death,
their spirits might be reborn into dragons rather than
drift in Dolurrh.

The Dragon Cults and Government

Each Seren tribe honors its own founder, and its high
priests are also the tribe’s leaders. Tribes often come 10
blows over the honor due each one'’s founders. Thus., reli-
gion and politics are inextricable among the barbarians,

The primacy of one tribe perforce causes the worship of

a given dragon to become ascendant.

The Seren have no interest in Khorvaire (those
who even know of the continent) and no influence on
the politics of its nations. Individuals on Khorvaire who
seek the knowledge of dragons might persuade a ruler to
finance an expedition to Argonnessen, but beyond that
the rulers have no designs on the dragon isle, Seren raid-
ersdo come into conflict with the Lhazaar Principalities
when the pirates descend on the isles to loot and take
captives, but such raids are rare.

The Dragon Cults and Other Faiths

Theisolation of the Seren tribes means they have aslittle
involvement with other religions as they do other gov-
ernments. They know much of the dragon gods. though,
and some offer prayers to one or more of the draconic
pantheon in addition to honoring their tribe’s patron.
A few Seren follow druidic or shamanistic practices,
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but these exist in harmony with the dragon cults. The
dragons are seen as the source of life, and the powers of
nature and spirits are simply another side of their great

gift to the world.
The Dragon Cults in the Last War

The Seren had no more interestin the struggles of the Five
Nations during their long war than they have now. They
did notice that the internal strife of the continent made
raiding more successful, since military forces were turned
inward rather than guarding against external assault.

Since the destruction of Cyre, some dragons of
the Chamber have decided that the young nations bear
watching, Occasionally a tribal patron who belongs to
the Chamber charges a dragonspeaker with pathering
information about activity in Khorvaire.

TEMPLES AND SHRINES
OF THE DRAGON CULTS

As mentioned, each tribe has a totem of its patron in the
dragonspeakers' compound. Religiouslife and cerema-
nies generally center around this representation. The
Seren believe that the patron or its spirit (if deceased)
sees through the eyes of the totems and keeps watch over
his charges.

The Council meets in a special enclosure on the
small island to the northeast of Seren. Within the
enclosure is the compound where initiates receive their
training. This area contains simple huts for shelter, fire
pits for cooking food and for warmth, and aspecial rotem
statue sacred to all the tribal patrons. Totem Guardians
protect the area and sometimes hunt to supplement faad
iupplies for the compound. The area is off-limits to all
athers, on penalty of death.

The monoliths on Totem Beach contain the .spiritua]
essence of the dragon patrons, according to Seren belief.
The barbarians defend the statues as though they were the
gods themselves, and they make offerings and sacrifice
victims at the monoliths' feet.

Orders and Monasteries

The wild nature of the Seren is not conducive to the
sort of discipline required for monastic training. How-
ever, the Stormwalker (ribe has developed a martial
style that mimies dragon attacks, and they have formed
a loose organization of combatants who specialize in
these Lechnique:‘.. Stormwalkers are the most feared of
the Totem Guardians.

VARIANT SECTS

Some non—Serens revere the dragons as nearly divine, and
believe that emulating the dragons can lead worshipers

to a divine state. They reject the traditional gods of the
Sovereign Host and instead have formed the Path of the
Elemental Masters, eight orders of shugenjas (Complete
Divine 10) dedicated 1o the elements as expressed by the
various dragon types (Player's Guide to Eberron 45). This is
a young movement, and some of its most zealous prac-
titioners have traveled to Seren in the hope of winning
converts (not many have survived the trip).

THE UNDYING COURT

On the isle of Aerenal, the line between life and death
is blurred, and the ||\'ing converse with the dead. They
offer their prayers to no distant god, but rather to their
ancestors. Most of these ancestors are long deceased,
but their spirits watch over the elves of tcu‘f;l)'. ar:ting as
guardians to their family lines. Some of the dead have
not departed, though, and walk Aerenal still. This com-
bination of spirits and the animate dead is the Undying
Court: counselors, protectors, soldiers, and gods to
the elves of the island. This religion islike no other in
Eberron, misunderstood and feared by many, vet it has
praduced a population more universally faithful than
most "civilized” cultures.

The Aereni faith is not rigidly codified or gquanti-
tied as are many other religions, but if their primary
doctrine were to be summed up, it might read some-
thing like this: Existence is a spiritual journey requiring far longer
than asingle lifetime. Only the Undying can ever truly learn what great
waenders lie af its end.

Thus, theelves of Aerenal do not fear death. They
welcome it as simply a new stage of the spiritual jour-
]'JE‘I{. TO |]'If‘_' A_EI‘EI'IE. no gl‘eatf?r }1Un0r EXiST.S [han to bl:
uccepted for the Rites of Transition, to become undy-
ing and to remain on Aerenal to continue the journey
and to watch over their descendents. In living, they try
to prove their worthiness for this great honor. Some
adopt mannerisms to mimic the dead. even painting
and mutilating their bodies to appear so. Others lead
lives of great spirituality, honoring the Undying Court
and serving their fellow elves to the best of their abili-
ties. But the fullest devotion to the Undying Court is
devotion to one's family, for the Court is composed
of one's ancestors. Aereni families are insular, keep—
ing to themselves where possible, marrying within
the line and focusing their worship and devotion on
the ancestors and undying of their own blood. Thus,
worship of the Undying Court changes—sometimes
dramatically—from region to region and family to
family across the isle.

The Aereni treat the un(lying in their midst as
revered counselors and holy figures. Although the
l.LrId}Jiilg counselors are not the secular rulers of the

F————ﬁ

Tue SymBol. of THE UNDYING COURT

The Undying Court has no official symbel. Each Aereni
family symbolizes the Court as they choose, often with a
family crest of some sort. The Aereni death mask, which
is widely helieved to be a symbol ofthe Court, was actually

developed by outsiders who needed some easy means of
representing thisstrange faith. It has become a recogniz-
able symbal of the Court in other lands, but the Aereni
themselves do not use it.
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nation—that power is reserved for the Sibling Kings—

their advice is heeded by even the most powerful of

elves. They are mouthpieces of the divine, and they pos-
sess the wisdom of many generations. Even the undying
of families other than one's own are revered, although
not to the same degree: showing disrespect to the undy-
ing isasin, and such an offender never receives the Rite
of Transition.

While the Aereni honor and love the undying, they
despise the undead. The Undying Court is empowered
by positive energy, and its members do not feed off the
living to survive. True undead are a corruption of this
order, aviolation of all laws of nature and spirit, and are
to be destroyed. An Aereni who becomes undead is the
worst of all abominations, a b|ight on the world and the
Undying Court.

Souls and the Afterlife

The Aereni claim no knowledge as to the origin of
souls. According to their helief, souls travel on their
journey before birth, as well as after death: the physical
realm is simply one stage of that journey. They believe,
as well, that elves who do not become undying remain
in Eberron as spirits, watching over their descendants.
/\lthough these souls cannot continue their own 5piri-
tual journey—only the undying do that after death—they
can at least observe and aid others in doing sa. Only the
truly unworthy join the other racesin Dolurrh, the final
destination for all souls that have given up or failed on
theirjourney.

SERVANTS OF THE
UNDYING COURT

Priests of the Undying Court—or soungraloi, as they are
known in the Aereni dialect—are elves who have dedi-
cated their lives to assisting others in their spiritual
journey rather than pursuing their own, While a great
many soungraloi are found worthy to receive the Rite of
Transition, their primary focus is on guiding other
Aereni in their lives and worship. A soungral serves the
Undying Court directly, as the spiritual leader of a com-
munity, as an advisor to Tulers on matters of faith, or as
the religious leader of a f:xmily.

Sourlgrﬂfufdress primarily inwhite. During rites, they
paint their faces like skulls or wear death-masks; some
soungraloi do so even when they are not performing ritu-
als. While some Aereni emulate the undying, hoping to
appear more worlh)'. snungru.for' dosoto identif}' themselves
as priests, and to make it clear that they speak for, and
serve, the ancestors.

Becoming a Priest

Worshipers who wish to become soungraloi need merely
request that their own soungral begin to train them. Ifa
would-be student has participated in the faith and its
rites, and has shown sufficient reverence for the ances-
tors, the soungral might take her in as an acolyte (ersvitour).
These acolytes train for decades, and a soungral might
have several erwitouri studying and serving under her at
a fime.

' TThe Aerent and the Divine
¢ aeommon misperception that the Aleren fave no concept of the divine, that their ancestor worship omits the potential

Bor rue gods. %&935’3&'%&9‘ end the

largeot hurdle to truly understanding the foith. TThe Aerent db beliove in

divinity: the assemblod spitual maght of the Undying Coart itself: A grven ancestor or untlying counselor might possess
miénotﬁe but relatiely ltte power. The Court as a whote, however, shapes the world of the Aerens, grants gpelle

I ﬁm
L dwindy, and thas offerng prayers direcdly to this

? édepﬁ?, and essentzolly forme te oun }M’.' TThe Aerent believe that no mortal ém-xy can tndy comprehend
god or any other is meaningless. They pray instead to their ancestors as:

. emiosaries antd servante of the 66:&5/9:9 Cowrt. knowing that these individuals can present their worde and deeds to the

L God-Cowt’ as awhoke.
i belevethata

mortal minde can only inteqret as Eberron, Khyber, and

Abuw Aerenc maintoin that some form of divinity existed even before the rmation of the C(nd/ag Court. 7&1/

_ previous raee of beings had, as & whole, reached the end of their spintual jowmey, even as bhe elves and
 of Aerenal seek to dy. These Mg’* ascerded to become e

ods that would ereate the next world—a power that fecble

therys. They believe, oo, that when the elves of Aerenal

Anally reach the end of their own spiritual joumey, they will shape the world to come,
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Hierarchy

The soungralol do not have a striet hierarchy of ranks.
Rather; the length of time a given priest has served the
undying corresponds to her authority. A soungral who has
served for seventy years holds sway aver one who has served
for sixty-eight, but must yield to one who has served for
eighty-one. A younger soungral might be of higher class
level, and might even be more respected in the commu-
nity, but only length of service counts.

Only one soungral out of a hundred is chosen to
become a mordral, or a Priest of Transition. The mordralol
are responsible for performing the Rite of Transition, in
which [hey transform an Aereniinto one of the u ncl)'ing.
The mordraloi also travel Aerenal, sf‘eking out and sludying
those who might be worthy of the transfarmation. While
the members of the Undying Court ultimately decide a
candidate's worthiness, the meordrolal make recommen-
dations. In fact, they are the only living beings whose
counsel the undying consider. The mordraloi do not lead
ceremonies or serve in most other priestly capacities, so
their interests rarely overlap with those of the soungralor.
Should they do so. however, the mordraloi’s wishes take
precedence—l he only sttuation in which age and exXperi-
ence do not decide authority.

Duties of the Clergy

The .mmrgru{m conduct re]igiuub rites, advise the
Aereni on matters of faith and service to the undy-
ing. and protect Aerenal from supernatural threats,
Marriage on Aerenal is not a religious affair but an
agreement between two elves who love one another. A
soungral would bless a marriage if asked to do so, but
the bond itself has no spiritual significance. Births
and deaths. however. are marked with somber reli-
gious ritual, since each represents the beginningofa
newstage of the spiritual journey. These rites include
dozens or even hundreds ofparlicipﬂn(s. drawn from
the child's or deceased's familv, and led by at least one
soungral. The rite must take place within three months
of the event, and a birth or death that goes unmarked
by the proper ritual is considered unlucky. An elf who
has not received the proper rite cannot hecome an
und\'ing. no matter how worthy she otherwise might
have been.

RITES AND RITUALS
OF THE UNDYING COURT

Aereniworshipers express their reverence for the Undying
(Clourt in a number of ways (Player's Guide to Eberran 21).

Prayers

Aereni prayers are simple utterances, little more thanthe
name of an ancestor (often preceded or followed by an
honorific), and then a request or expression of thanks.
For instance, "Revered Vellaye, honored grnntl father.
grant me the patience to deal with these outlanders!”
Aereni never pray to the Undying Court as a whole,
believing true divinity is beyond mortal understand-
ing. Rather; a worshiper offers a prayer to a specific
ancestor—usually one with relevant interests, such a
great-great-grandmother soldier on the eve of battle—or
to direct ancestors as a whole. These ancestors acl as
spiritual emissaries, carrying the prayer to the Undying

Court or, if their own powers are up to the task, dealing
with the matter themselves.

Minor Rites

The Aereni hold rituals regularly, to celebrate
births or deaths, to request aid in an endeavor or
intervention in their followers' lives (such as during
times r.lrplague. war, or famine), and simpl_\' to henor
the Court. Every family marks the deathday of each
of its members who have gone before. and they hold
a rite at sundown to commemorate that anniversary.
Depending on the size of the family, this can resultin
daily observances.

Aereni rituals seem alike. Worshipers light flames,
draw sacred symbaols on the ground in wine or blood,
and engage in somber, dirgelike chants and prayers.
Rites usually involve slow, steady dances with steps deter-
mined in advance by the leadi ng soungral, based on what
movements most p!ease and honor the undying being
invoked. While the Aereni worship the Undying Court
A5 A “'_l'l.olc. most S'LN..'I! I'ilualﬁ namea ff“- SI)CCiﬁC ances-
Lors to carry their words and I'M_'liticns to the Court.
R.ites ]aﬂ! El.l'ly\\"here ‘IrUm 1 f‘EW m |I nutes to .‘i('Vt"l'ill hDUrS.
depending on importance. Funerals, for example, can
last an entire day.

Major Rites

The greatest vitual of the Aereniis the Rite of Tran-
sition, or the levan mordr-ger. This rite can take place only
in the City of the Dead, a region particularly suited to
thisactivity due to streams of positive energy emanations
[vom the plane of [rian, The rite can be performed on
the living or the dead, so long as the corpse is no older
than three months.

The levan moardr-ver l‘equires the participation of mul-
tiple mordraloi. Tradition demands that at least one of the
undying stand as witness, and the closest relatives of
the subject are present as well to herald his passage. The
priests bathe the subject in oils and embalming fluids
(which inelude, among many other substances, distilled
merdrei'in), lay him upon a bier, and draw holy symbols on
hisbody in the willingly given blood ef witnesses. Finally,
the mordralor cast a sequence of spells over the subject,
including either creafe deathless or create greater deathless, as
well as spells of blessing and other mystical utterances
that do not appear to be part uf;\ny known sp&ll. This
48-hour rite, empowered and modified by the ambient
forces of the City of the Dead, anchors the resulting
deathless to the energies of Irian. Deathless created
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Tue UNDYING COURT

Neutral Good

The various Aerenal families all have their own ways
of venerating their ancestors. but clerics have access to
the same pool of domains.

Portfolio: Glory, history, patience, revelation,
obedience.

Domains: Deathless®, Fatel, Good, Planningi,
Protection.

Favored Weapon: Scimitar.
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elsewhere can never become ascendant councilors (ECS
276), no matter how old they grow, The Aereni claim that
the rite functions only on elves, but since it has never
been attempted on anyone else, the truth of this state-
ment remains in question.

The Calendar

The Aereni calendar is a strange affair, practically
unreadable to anyone not raised with it. [t measures
time in repeating cycles. For instance, while the calendar
acknowledges the concept of "days,” they are not con-
sidered important measurements of time in their own
right. Rather, theyare the component partsto overlap-
ping cycles called tuernai (singular tuern), which consist of
three days each and are the primary unit of measurement
on the Aereni calendar. A similar overlapping cycle ol
twenty-one tuernui equals a luenir, roughly three months
on the Galifar calendar. This process continues, with
luenirai ow'e:'].‘ipping Lo evenluu“}' form the Aéreni year,
y:‘:al's f(.‘ll'ming L"\"CIES i:a“.ed F'l“.‘h']ﬂ[. a]:ld rul‘l'nur Furrning
nuerlnirai (roughly analogous to a decade). Only then does
the calendar restart. Specific holidays vary by family and
the deathdays of ancestors.

THE UNDYING COURT
IN EVERYDAY LIFE

Religion and daily life in Aerenal are inseparable. The
Aereni believe that the spirits of their ancestors watch
l]‘l(_‘m CDHSt{l[l[Iy‘ and thei]' u!‘i(])’ing ancesLors }itEl‘ﬂll}"
walk among them. To pleaso their ancestors, and to
continue their own spiritua! advancement, the Aereni
seek to be the best at everythi ng Ihc‘}' do. Artisanstakean
incredibly long time, sometimes spending days or weeks
crafting asingle item, to ensure the highe.‘;l quality. Law-
1‘(1nkers ST.ud_y' itrl(l dCIJEEE P(Jlll:}' Ill‘O]Ti E"’CI'}" |)1_!ss1ble ang].e‘
The Aereni are not utterly humorless, but they frown
on frivelityas a distraction from duty. They frequently
perform small rites, orat least utter prayers, throughout
Iht‘ f.iii.\'. NEE}I")' :Ill structures are der_‘orated \v\'ilh thﬂ hO]\
symbols of important ancestors,

Many Aereni serve one or more of their ancestors
directly, by running errands or helping them keep up
with current events. in exchange for access to their age-
old wisdom. Sometimes the undying even participate in
religious rites; afterall. they revere ancestors still older
than themselves.

The Undying Court and Government
In the City of the Dead, or the other major commu-
nities with an undying population. the faith takes

on an even greater immediacy. Although the undy-
ing are not officially in charge. their advice carries
enormous weight. Aereni feel obligated to follow or
at least consider the words of their deceased relatives,
and those who dwell heside them are even more devout
in their practices.

The Undying Court and Other Faiths

With one exception, worshipers of the Undying Court
lump all other faiths into the same category: fool-
ish misunderstanding of the nature of divinity. The
Sovereign Host or the Silver Flame is nothing but a
menral construct, a flawed and uhimaleh' furile attempt
by mortal minds to comprehend the vastness of the
divine. No true divine power can or would hear the
prayers al living beings. A clerie’s spcllcasting ubilily s
a testament to the power of belief. nothing more. Only
by comprehending the spiritual journey of the soul,
ﬂlld recljgnizing the d(‘i\d as Ihe On]} true COﬂduiI to
thedivine, cana person shake his misperceptions and
truly worship.

Smaller sects such as Radiant Cults and followers
of the Lords of Dust are actually nearer the truth: they
worship lesser beings with a link to the divine, rather
than trying to contact the divine itself. Still, rhe\; lack
real understanding. They worship these beings in their
own right, rather than as a conduit. and they fail to
acknowlcdge the power and impm‘tance of their own
dead. Thus, Ihe}'are no less deluded than those who try
to worship "gods.”

The Aereni know the ultimate truth behind the
Blood of Vol and loaihe that creed with a passion not
often seen in this somber, restrained people. The notion
that undeath is a path 1o immortality, and something to
be ai-piri-d to, fills the Aereni with doep revulsion, and

no small amount of shame at this hideous perversion of

their own heliefs.

The Undying Court in the Last War
Officially, the elves of Aerenal had little to do with
the Last War, given their separation from Khorvaire.
However, the island did send observers to keep an eye
on thlngb and ensure the war did not sprc‘.ad b:.—}'an(i the
continent's shores. Several of them witnessed the war's
greatest battles. and on rare occasions—when they felt
they could do so without being identified—taok sides.
Thss occurred most often in bal[les involyi ing Karrnath 13
the Aereni elves took offense at the existence of that
nation’s undead armies and did what they could to aid
its ememies.

P———#

LeaVEs oF DEATH

During rites, Aereni priests and practitioners mighi
consume the mordrei'in, or "leaves of death” (see page
153). These are the leaves of the mordril, a tree that grows
only on Aerenal, and only in grave dirt. The leavesare
dcadl‘- when eaten raw, but with the proper application
ofherbal and alchemical lechnlques lhey become D]‘ll:,

v

mildly poisonous and enhance the consumer’s ability
to focus. Worshipers hold this trancelike state to be a
bridge between the living and the dead—and, thanks te
improper treatment or low resistance, some practitioners
don't return from the journey.

M
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UNLIVING GARDENS oF TAERNAS REUL
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2 Ruined shvine

2. The Eoatprintiof Shadow

3, Thelake

4. Thedeepisuins

TEMPLES AND SHRINES
OF THE UNDYING COURT

Temples to the Undying Court—or souvrouh, plural and
singular—are stone structures, normally consisting of
two to five rooms on a single level. Some of the largest
have multiple floors, often in the form of a step pyramid,
These are used for particularly massive ceremonies. or
to hold multiple rites at once. The interior of a sousrouh
has perfectly smooth walls and floors, allowing prac-
titioners to add whatever symbols are appropriate for
their ancestors.

Forthose without access to a sousrouh, or the means to
build one, a paterouh will suffice. This is simply an empty
lot, surrounded in religious symbols and consecrated
for use as a shrine. The ground must be earth, stone, or
wood; living vegetation is unacceptable.

M

THE SPIRITS OF THE PAST

Neutral

The priests of the Valenar can call on their revered
ancestors for divinely inspired magic.

Portfolio: Glory, battle, bravery, honor.

Domains: Destruction, EIff, Protection, Revered
Ancestorf, War.

Favored Weapon: Double scimitar.
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Both a souvrouh and a patarouh must be built areund a
“death's tree,” or mordri-ellin. This can either be a living
merdril, or any other type of tree that was planted in grave
dirt and is now dead. The tree represents the temple's tie
to both life and death. In some of the larger souzrouh, the
tree is completely within the structure.

The Unliving Gardens

of Taernas Reul

Off Aerenal proper stands a small island, unmarked
on any map. Covered in thick jungle and surrounded
by a barrier of reefs, it is inhospitable and all but
unapproachable. Only a few elves know the way, and
only the rarest of explorers finds the path by accident.
Those who do might wish they had not, for this is the
isle of Taernas Reul, a narurally oceurring focal point
of necromantic energies nearly as potent as the City of
the Dead itself. Taernas Reul isa haven for undying who
need time away from their living charges, a place where
they seek solitude and the opportunity to cantemplate
their own existence.

The entire isle is covered in thick jungle and
undergrowth. Oddly enough. enormous gardens of
bright flowers grow in seemingly random spots across
the isle, tended by the undying as a means of medita-
tion. No animals chitter in the shadows, no birds sing
from the branches. Nothing living dwells on this isle.
The trees, the vines, even the many beautiful flowers
that bloom in spring are dead—yet they continue to
grow, even to thrive. Some are merely disturbing; some
release foul odors; some can kill with 2 touch. While



not innately hostile, the undying frown on those who
intrude on their solitude, and feel no remorse iftheisle
itself slays intruders.

Natural pathways are the only easy way to cross the
island. Stepping off the path means pushing through
underbrush that can harm with the merest touch. Thick
jungle oceupies most of the island, jutting unusually
far north in this area. Attempts to travel through it
require a slow pace and sharp blades. When cut, some
of the trees ooze a dark sap that looks and smells very
much like coagulating blood. To the south, the ground
becomes uneven. The range of hills that begins here
continues on for miles. eventually disappearing inta
the heavy jungles.

Only the portion of the isle near the northeast coast
is shown on the map, as this is the easiest area on which
to land a ship.

1. Ruined Shrine. This large siructure was once
an Aereni step pyramid devoted to the Undying Court.
Since no living elves come to this island, it has fallen
inta disrepair. On occasion, the undyiug use itasa p]ace
of meditation.

2. The Footprint of Shadow. While most of the
|J]ant life of the isle is somehow ”und‘ving." the planls
irl []-li.‘) ares are tru].}' dead. TTECS Stand IJil re and grﬂss
is brown. The undying do not set foot here, foritisa
place of negative energy and it causes them great harm,
Anyone who dies here rises as a wight within 1 day, but
takes damage as Lhcugh ina mi]dly posilivc-dominanl
region when outside the so-called footprint.

3. The Lake. This small, unnamed lake empties
east toward the sea. Living creatures who drink from
it, or from the rivers that flow from it, feel a burning
in their very soul and die a bit inside (1 Constitution
damage, no save). Immersion is hideously painful, but
not truly harmflul if the subject can avoid swallowing
the water.

4. The Deep Ruins, Barely a few standing stones
and an open foundation, these ruins predate the coming
ol the elves. Even the undying themselves cannot say who
constructed it.

VARIANT SECTS

Worship of the Undying Court consists of nothing but
“variantsects.” Each Aereni family reveres its own ances-
tors above all others. Each family ultimately prays to the
Courtasawhole, but its "pantheon” of spirits and undy-
ing is unique. Each hasits own religious symbols, its own

prayers and ceremonial dances, sometimes even its own
requirements for joining the undying.

A few branches of the faith do exist that differ in far
more fundamental ways, The Aereni treat most of these
sectswith respect, although they see them as misguided,
but ane inspires vehement hostility.

Death-Eaters: This is the closest thing the Aereni
have to a heresy. These zealots believe that if they con-
sume a deceased elf before the funeral rites. they can
absorb his soul and gain power and knowledge he might
otherwise gain. Members of the Death-Eaterskeep their
allegiance secret. for other Aereni—horrified at the
implications—imprison or even kill them on sight,

Dynastians: This is not a proper sect but a term
that deseribes individuals who share a similar belief,
Dynastians maintain that the Undying Court is not a
unified body at all. Rather, the ancestors of any given
lineage—both spiritual and undying—in fact make
up their own "deity.” These gods cooperate with one
another for the preservation of Aerenal, but one must
ultimately dominate the others. Unsurprisingly, an
individual Dynastian believes her own familial divinity
must pre\'ail. Thus, while they are not overﬂ)' hostile,
each oceasionally sabotages the efforts of other families
in the hope of advancing her own dynasty’s position.

Tairnadal: These warrior elves from Aerenal’s
northern steppes worship their ancestors, as do the
rest of the Aereni. They do not, hawever, seek to
become undying. They believe that the path to ascen-
sion lies in emulating the deeds of great elves long
dead, and that successfully doing so is the culmination

of the soul's journey. A growing number heold that elf

souls do not travel to any final destination but are
instead reincarnated over and over. Only by perfectly
emulating a past ancestor can a Tairnadal become
consciously aware of these past lives, thus gaining the
knowledge and wisdom of generations and ascending
toa higher existence,

Valenar Ancestor Worship: Although the elves of
Valenar severed themselves from Aerenal millennia ago,
those warrior folk still retain mueh of their relatives'
religious heliefs. Rather than venerating the undying
ancestors of Shae Cairdal, they worship patron ances-
torsand seek to emulate them through brave deeds as the
Tairnadal do. The Valenar priestsare called the Keepers
of the Past and can be cleries or bards. A Valenar bard
following this religion can treat spirii steed as a 4th-level
bard SPEII.
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he priestess screamed
a terrible salutation,

and it was answered.
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them down;




CHAPTER SEVEN

THE TRAPPINGS
OF FAITH

he varied expressions of taith across
Eberron include special areas of focus,
dedicated magic, and holy items to assist
practitioners.

NEW FEATS

The religious sometimes adopt specialized techniques
and focuses related to their faith, New feats that repre-
sent these techniques are described helow,

DIVINE FEATS

All divine feats are open to clerics, paladins of 3rd or
higher level. or prestige classes that grant the ability to
turn or rebuke undead. They allow vou to expend one
ar more turn ar rebuke attempts to channel positive
or negative energy inio powerful abilities. Activating a
divine feat is a supernatural ability and therefore does
not provoke an attack of opportunity unless the feat
description specifies otherwise. See page 77 of Complete
Divine for a full discussion of divine feats.

FEAT DESCRIPTIONS

The prerequisites and benefits of the feats deseribed here
are summarized in Table 7-1, on the following page.

ACTION HEALING

You can spend an action point to enhance your healing
power.

Prerequisite: Ability to lay on hands.

Benefit: You can Spend 1 action point when using
your lay on hands ability to adjust it in one af the follow-
ing manners (choose when used):

Empoier: You can heal 3 points of damage for every 2
points ofla}' on hands spent.

Quicken: You can use your lay on hands ability as a
swift action.

Reach: You can use your lay on hands ability to affect
any ally within 30 feer.

You can't enhance your lay on hands ahility in more
than one way per use, but you can enhance it differently
in consecutive uses. For instance, in one round you could
quicken it, and in the next round empower it.

ANCESTRAL WHISPERS [DIVINE]

Through intense focus and divine energies, you can hear
the advice of past ancestors.

Prerequisite: Ability to turn undead, worshiper of
the Undying Court.

Benefit: Spend a turn undead attemptasa standard
action, and select a single skill. For a number of rounds
equal to | + your Charismabonus (if any), you gaina +4
sacred bonus on checks using that skill, thanks to the
whispered advice of your deceased ancestors. You are
treated as being trained in thatskill, even if you have no
ranks. You can also take 10 on that skill even when rushed
or threatened.

Special: You eannot make untrained checks using
skills that require training if you have no ranks in them.
You cannot take 10 when rushed or threatened.

CEREMONIAL EMPOWERMENT

Your divine might increases on your patron's holy days.

Prerequisite: Cleric level 1st, worshipc‘l‘ of the Sov-
ereign Host or one of its deities.

Benefit: On any day devoted to your god, you gain
a +1 sacred bonus to your caster level when easting cleric
spells. This occurs once every sixteen days.

Normal: Clerics of the Host gain this bonus enly on
haly days that accur in their patron’s favored season, as
indicated on the Sovereign Host liturgical calendar (see
pag& 21}

Special: The rules regarding mechanical benefits
based on dates of the liturgical calendar are optional, and
l‘equii‘e a degl'ee of extra bnokkeepiug on the part of the
DM. Make certain your DM is using these rules hefore
selecting this feat.

CONSTRUCT GRAFTER
[ITEM CREATION]

You can apply construct grafts to other living ereatures
or to yourself.

Prerequisite: Craft (armorsmithing, blacksmith-
ing, or sculpting) 10 ranks.

Beneﬁt: -\.—OU can create construct gra‘f‘ts and appi}'
them to other living creatures or to yourself (see page
156). Creating a graft takes one day for each 1,000 gpin
its price. To create a graft, you must spend 1/25 of the
graft's price in XF and use up raw materials costing half
of this price.

DIVINE ALACRITY [DIVINE]

You channel divine energies into your own hody, increas-
ing your speed.
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TABLE 7-1: NEWFEATS

General Feats Prerequisites Benefit

Spend | action point to hoost your lay on hands in one
of three ways

Clerie level Ist, worshiper of the +] sacred bonus to caster level on your god's holy days

Action Healing Ability to lay on hands
Ceremonial Empowerment
Sovereign Host or one of its deities
Rage ability, access to
the Madness* domain
Ability to cast 2nd-level

Frantic Rage Gain bonus to Dexterity instead of Strength

Heroic Devotian Gain | temporary action point in place of highest-level
spell slot

Channeled celestial uses its Int, Wis, and Cha scores
and can share thoughts with host

Add Hide and Move Silently as ¢lass skills, add spells

divine spells
Lucid Channeling Good alignment, Int 13,
Wis 13, Cha 13

Nongood alignment, ability to

Nightbringer Initiate
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spontancously cast summon to spell list
natures ally, nongood alignment

Unquenchable Flame of Life —

Unyielding Bond of Soul —

Worldly Focus

Wrest Possession

+2 bonus on saves against undead attacks

+2 bonus on saves against evil outsider attacks
Worshiper of the Sovereign Host Cast divine spells without a divine focus
Nongood alignment, Cha 15 You can attempt to take control of a fiend that fails

1]!1‘(3{.‘ [JOSS(’.SSiOH it l’EITI.]}l.‘- ilg{lil]s[ you

Benefit
Spend turn attempt to gain a bonus on a skill check

Divine Feats
Ancestral Whispers

Prerequisites

Ability to turn/rebuke undead,
worshiper of the Undying Court
Ability to turn/rebuke undead,
access ta the Travel domain
Ability to turn/rebuke undead,
access to Magic or Spellf domain with divine energy

Proficiency in deity’s favored Spend turn/rebuke attempt to make weapon holy
weapon, base attack bonus 4G, or unholy for one attack

Divine Alacrity Spend turn/rebuke attempt to gain =30 feet to speed
for | round

Divine Countermagic Spend turn/rebuke attempt to counter others’ spells

Divine Warrior

ability to turn/rebuke undead

146

Domain Spontaneity

Heroic Channeling

Sacred Resilience
ability to turn undead

Ability to lay on hands,
ability to turn undead.

Touch of Silver

worshiper of the Silver Flame

Item Creation Feat
Construct Grafter

Prerequisites
Craft (armorsmithing,

Ability to turn/rebuke undead
Ability to turn/rebuke undead

Ungquenchable Flame of Life
or Unyielding Bond of Soul,

Spend turn/rebuke attempt to spontaneocusly cast
adomain spell

Spend | action point instead of a turn/rebuke artempt
to use divine feat

Spend turn attempt to help ally resist undead

or evil putsider attacks

Lay on hands damages evil outsiders and Iycanthropes

a8 [I'lOUgh tl'le‘\_c' WETE u I'Id(.’?.ld

Benefit

Create CONSIruct gra fts

blacksmithing, or sculpting) 10 ranks

Prerequisite: Ability to turn or rebuke undead,
access to the Travel domain.

Benefit: Spend 4 turn or rebuke undead attempt as
a swift action 1o guil‘l a +30-foot enhancement bonus to
your land speed for | round.

DIVINE COUNTERMAGIC [DIVINE]

You channel divine energies to counter spells.

Prerequisite: :\IJilit}-‘ to turn or rebuke undead,
aceess ta Magic or Spell} domain.

Benefit: You can counter someone else's spell by
expending aturn or rebuke attempt. rather than custing a
:‘pEU. You must spend one turn or rebuke attempt, plus one
additional turn or rebuke attempt per level of the spell being
countered. In all other respects, including usinga ready
action and identifying the spell with Spelleraft, this ahility
functions the same as a standard counterspell attempt.

N{)l‘mal: TO countera SI]&I I N you IMNst use [{L‘Pfr J'T]Ug]f.
or the specific spell being cast,

DIVINE WARRIOR [DIVINE]

Through divine power. you wield your deity's favored
weapon to devastating effect.

Prerequisite: Proficiency in deity’s favored weapon,
base attack bonus +6, ability to turn or rebuke undead

Benefit: Spend a turn or rebuke undead attempt
as a swift action to temporarily grant your held weapon
(which must be your deity's favored weapon) either the
holy or untholy property. This effect applics onlytothe next
attack you make with the weapon; if you do not attack
before the start of your next turn the effect fades.

If you normally turn undead. this feat granus
your weapon the holy special ability (DMG 225). Ifyou
normally rebuke undead, this feat instead grants your



weapon the unholy special ability (DMG 226). This effect
overrides any alignment or similar property that the

weapon has.

DOMAIN SPONTANEITY [DIVINE]

You are so familiar with one of your domains thatyou
can convert other prepared spells into spells from
that domain.

Prerequisite: Ability to turn or rebuke undead.

Benefit: Each time you take this feat, choose a
domain that you have access to. You can now convert
prepared divine spells into any spell from that domain.
You expend a spell of equal or higher level, as well as
expending one of your daily turn or rebuke undead
attempts. This works just as good clerics spontaneously
cast prepared spells as cure spells.

Special: You can take this feat multiple times. Each
time you take this feat. it applies to a new domain.

FRANTIC RAGE

Your divine madness allows you to channel your fury into
frenetic agi]ily rather than might.

Prerequisite: Rage ability, access to the Madness
domain (ECS 107).

Benefit: When you use your rage ability, you can
increase your Dex[er‘it)- instead of your Slrenglh.
Your Dexterity improves by the same amount that your
Strength would normally improve, Once you have made
this choice, you cannaot alter it until this rage has ended
and you invoke a new one,

HEROIC CHANNELING [DIVINE]

You can call on your personal strength of will to channel
po:-ili\'c or negative energy into divine feats.

Prerequisite: _‘\bilil)' to turn or rebuke undead.

Benefit: Instead of spending 2 turn or rebuke
attempt to use a divine feat, you can spend 1 action point.
You can spcnd action points in thiswav even if‘\_'uu do not
have any turn or rebuke altempts left.

You cannot spend more than 1 action point atatime
in this way (or use action points more than once in a
round). However, vou can combine this action point with
additional turn or rebuke attempts to use divine feats that
require multiple turn attempts. Thus, you can activate a
divine feat by using 1 action point and one or more turn
or rebuke attempts.

Normal: You cannot use divine feats if you have no
turn or rebuke attempts left.

HEROIC DEVOTION

Your devotion to your faith allows you to manipulate fate
at the expense of some spelleasting ability.

Prerequisite: Ability to cast 2nd-level divine
spel]_-a.

Benefit: When preparing or readying your spells
for the day. you can sacrifice one spell slot of the highest-
level divine spell you can cast to gain | temporary action
point. You cannot gain more than 1 action point per day
in this way. If you don't use this action point before you
next prepare or ready spells, it disappears.

LUCID CHANNELING

When you invite a celestial into your body: you epen your
mind completely to the divine spirit.

Prerequisite: Good alignment. Int 13, Wis 13,
Cha 13.

Benefit: When channeling a celestial (ECS 102),
youallow it complete access. The celestial uses its own
Intelligence, Wisdom, and Charisma scores, justasa
possessing demon dees. Both you and the channeled
celestial have full access to the other’s thoughts. as the
detect thoughts spell. except that each can automatically
read the other's surface thoughts. Each can draw on
the other's memories, but only if given permission to
da so.

The channeled celestial and the host can share
spells and effects just as a spelleaster and familiar do
(PH 33).

Normal: Your mental ability scores became 5
points lower than those of the celestial unless they
are already equal to or higher than those scores. You
and the celestial do not have complete access to each
other’s thoughts.

NIGHTBRINGER INITIATE

You have been trained in the ways of the Nightbringers,
a new offshoot of the Children of Winter.

Prerequisite: Nongood alignmcnl. abilit}' to spon-
taneously cast summon nature’sally.

Benefit: Add Hide and Move Silently to your list of
druid class skills.

In addition, you can cast the following spells as if
they were on the druid spell list at the indicated level.

Ist Level: inflict light wounds

2nd Level: darkness

grd Lf\"ct: d(’fPFJ' dﬂrknesl

4th Level: enervation

5th Level: summon monster V (can only be used to
summon a shadow mastiff)

6th Level: planarally (can only be used to call a native
of Mabar)

7th Level: controf undead

8th Level: create greater undead (can -:m|}r he used to
create shadows)

9th Level: gate (can only be used to open a gate to
Mabar)

SACRED RESILIENCE [DIVINE]

You can channel divine energies to protect your allies
from harm.

Prerequisite: Unquenchable Flame of Life or
Unyielding Bond of Soul, ability to turn undead.

Benefit: If an ally within 60 feet would be
required to make a save against hit point damage dealt
by an extraordinary or supernatural ability from a
creature type for which you have the appropriate pre-
requisite feat (undead or evil outsider). you can spend
a turn undead attempt as an immediate action. This
grants your ally the same bonus on the save as the feat
would grant you.

You must decide to invoke Sacred Resilience before
your ally rolls the saving throw.

Special: If you have both Unquenchable Flame of
Life and Unyielding Bond of Soul, you can apply Sacred
Resilience to resist attacks from both creature types. You
need not take this feat a second time.
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TOUCH OF SILVER [DIVINE]

Your devotion to the Silver Flame allows you to burn the
Church's foes with holy energies.

Prerequisite: Ability to lay on hands, ability towurn
undead, worshiper of the Silver Flame.

Benefit: Spend a turn attempt as a swift action. For
1 round, your lay on hands ability damages lycanthropes
and evil Oursid(‘rsju.sl as if they were undead.

Normal: Only creatures vulnerable to positive
t'nt'l'gl\'. Sllch as I.lﬂdl‘_‘lld.. are (lutl‘l.':gcd b} ]Et}" on ]I'('lllfhi,

UNQUENCHABLE FLAME OF LIFE

You are hardened to the attacks of the undead.
Benefit: You gain a +2 bonus on saves against
the extraordinary or supernatu ral abilities ol undead
creatures.
Special: If you have selected undead as your favored
enemy, your bonus on saving throws is instead equal to
your favored enemy bonus against undead.

UNYIELDING BOND OF SOUL

You are hardened to the attacks of the beings of other
worlds.
Benefit: You gain a +2 bonus on saves against the
extraordinary or supernatural abilities of outsiders.
Special: [f you have selected outsider as your favored
enemy, your bonus on saving throws is instead equal to

your favored enemy bonus against outsiders.

WORLDLY FOCUS

Your belief in the omnipresence of the gods is so strong,
vou can channel vour spells through the environment

rather than a holy symbol.

Prerequisite: Worshiper of the Sovereign Host.

Benefit: You can cast cleric spells withour the need
of a divine focus.

Normal: .-\ian}-‘ cleric spells require a divine focus
LO CASt.

WREST POSSESSION

It you resist control bya possessing fiend, you can attempt
to seize control of its abilities.

Prerequisite: Nongood alignment, Cha 15.

Benefit: You can communicate telepathically with
any fiend possessing you (ECS 100), though vou can't
access its thoughts.

If you resist three consecutive attempts by a pos-
sessing fiend to control your body, you can make an
attempt to seize control of its abilities instead. Make a
5|mcial level check (1d20 + vour character level + vour
Cha modiher) againsta DC of 10 + the fiend’s HD + the
fiend’s Cha modifier. If you succeed on this check, the
fiend loses access to your senses. Furthermore, if your
level equals or exceeds the fiend's HD, you also gain
control over all the fiend's extraordinary, supernatural,
and spcll-likc abilities that don't dt—pmul on 1ts ‘P}l}'.‘iit‘(il
form. You can activate those powers on your turn as if
they were your own.

This effect lasts for a number of rounds equal to your
Charisma bonus, When this control |a|‘)scs. you cannot
attempt to assert control again unless vou again resist
three consecutive control attempts by that fiend.

Normal: If you resist a fiend’s possession attempt
three times in succession, it cannot take control of you

j‘t)]' ‘2‘1’ l'lO'll:I‘.‘i lJLH. 15 GE.]'IETWi.‘iL‘ llI]ElF{‘t‘L‘tt‘.d.

Touch of Silver allows
this paladin of the Silver
Flame to turn divine
energies against his
religion's greatest foes




CLERIC QUICK-REFERENCE

The table in thissection provides a reference for players creating clerics for the EBERRON campaign setting: The deities,
cults. and pantheons of the setting are organized alphabuuall\ within each alignment. Deities from the Sovereign
Host are underlined, and deities from the Dark Six are italicized.

TABLE 7-2: DEITIES OF EBERRON

[ = e e N R e

Deity, Cult, or Pantheon
Boldre:

Dol Arrah

Silver Flame, The

Arawai
Olladra
Onatar

Sovereign Host (pamheon)
Undying Court. The
Dol Dorn

Aureon
Path of Light. The

Balinor
Becoming God, The
Kol Korran

Spirits of the Past, The
Traveler, The

Blood of Vol. The
Lord of Blades, The

Dark Six (pantheun)
“(i'ﬁur:‘l', fhr

Dragon Below, Cults of

Fury. The
Keeper, The
Mockery, The

Shadow, The

Align.

LG
LG
LG

NG
NG
NG
NG
NG

CG

LN
LN

2 2

LE
LE

NE
NE

Favored
Weapon
Spear
Halberd
Longbow

Morningstar
Sickle
Warhammer
Longsword
Scimitar

Longsword

Quarterstaff
Unarmed strike

Battleaxe
Slam/gauntler
Heayy mace

Double scimitar
Seimitar
Dagger
Greatsword

Kama
Trident

Heavy pick
Rapier
Scythe

Kama

Quarterstaft

I Domain described in Book of Vile Darkness.

SPELLS

The unique nature of religion in Eberron has given rise 2

LO new k:nds DIFITI.']g’IC.

CLERIC DOMAINS

Revered Ancestor Domain
Deity: Spirits of the Past.

Exorcism, Good, Inquisition], Law, Protection, Purification}
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Domains 8
Community®, Familyl, Good. Law, Protection e}
Gloryi. Good, Law. Sun, War e
m
=5
-
b e

Creationi, Good. Life®, Plant, Weather*

Feast*, Good, Healing, Luck. Pridef

Avtifice®, Creation], Fire, Good, Metalf, Warforgedt
Choaose two [rom any underlined deities

Deathless®, Fatel. Good, Planning], Protection

Chaos, Competitioni, Good, Liberation], Strength, War

Forcei, Knowledge: Law, Magic, Mindi, Oraclei, Spelli
Balancel, Law, Meditation®, Mentalismi, Protection

Air, Animal, Celerityl, Earth, Retributioni
Artifice. Meditation®, Strength, Warforged?
Charm®*, Commerce®, Pact], Tradef, Travel, Wealtht
Destruction, EIff, Protection, Revered Ancestorf, War
Artifice®, Celerityl, Chaos, Charm3, Creationi, Liberation},
Travel, Trickery

Death, Deathbound$, Evil, Law, Necromancer*
Artifice, Evil, Law, War, Warforged?

Choose two from any italicized deities
Coldi. Destruction, Evil, Pestilencef.
Weather®

Corruption', Gaverni, Darkness}, Dragon Below*, Earth,
Evil. Greedf, Madness®, Pacti, Pain'. Pestilencei. Summoneri
Evil, Liberation], Hatred}, Madness®. Passion®, Wrathi
Death. Decay*, Evil. Greedf. Hungeri. Pacti

Trickery. War

Oceani. Water,

Destruction, Dominationi, Evil, llusioni,

Chaos, Darkness, Evil, Magie, MindZ, Shadow®

Revered Ancestor Domain Spells

I Magic Weapon: Weapon gains +1 bonus.

Aid: +] on attack rolls and saves against fear, 1d8

temporary hp +1/level (max +10).

3 Heroism: Gives +2 on attack rolls, saves, skill
checks.

4 Spirit Steed®*: Channels an ancient spirit into
your steed. increasing its speed and granting other
benefits.

Granted Power: You gain Exotic Weapon Profi- 5 Glimpse of Eternity?: Target takes 1d6 nonlethal
ciency (Valenar double scimitar) as a bonus feat. If you damage/level and is confus=d.
already possess that feat, you gain Weapon Focus (Valenar 6 Heroism, Greater: Gives +4 bonus on attack rolls,

double scimitar) instead.

saves, sk111 checks; immunity to fear; temporary hp.
Vision"*: As legend fore. but quicker and more

strenuous.
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8 Earthquake: Intense tremor shakes 5-ft./level radius.
(Valenar call this spell thundering hooves.)

9 Hero's Blade®: Channel the spirit of agreat herointo
a melee weapon.

Warforged Domain
Deities: The Becoming God. Lord of Blades, Onatar.
Granted Power: Rebuke, command, or bolster
construct creatures as an evil cleric rebukes undead. Use
these abilities a total number of times per day equal to
3 + your Cha modifier. This granted power is a super-
natural ability.

Warforged Domain Spells

1 RepairLight Damage®: Repairs 1d8 + 1/level damage
(max +5) t0 a construct.

2 ConstructEssence, Lesser?: Grantsalivingconstruct
qualities of the construct type.

3 Stone Construct*: Construct gains DR 10/
adamantine.

4 Repair Critical Damage®*: Repairs 1d8 + 1/level
damage (max +20) for a construct.

5 Construct Energy Ward, Greater*: Construct gains
immunity to speciﬁed energy type.

6 Iron Construct®: Construct gains DR 15/adamantine
and takes half damage from acid and fire.

7 Construct Essence, Mass Lesser]: Grants many
living constructs qualities of the construct type.

8 Total Repair®*: Repairs 10/level damage to a
construct.

9 Summon Warforged Championf: Summonsa mighty
warforged titan.

CONSTRUCT ESSENCE, LESSER

Transmutation

Level: Artificer 2. sorcerer/wizard 2. Warforged 2
Components: V,

Casting Time: 1 standard action

Range: Touch

Target: Living construct touched

Duration: | minute/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

As you lay your hand on the living construct standing before you, its form
becomes more durable and unyielding.

When this spell is cast upon a living construct, it takes
on more of the qualities of a true construct. The living
construct gains the moderate fortification armor special
quality. negating critical hits and sneak attacks 75% of the
time. As well, the living construct gains low-light vision
and immunity to nonlethal damage and stunning.

If this spell is cast on a creature under the effect of
lesser humanoid essence (Races of Eberron 187), both spells zre
dispelled and have no effect. It has no effect if cast on a
creature under the effect of humanoid essence or greater
humanoid essence.

CONSTRUCT ESSENCE,
MASS LESSER

Transmutation

Level: Artificer 6, sorcerer/wizard 6, Warforged 7

Range: Close (25 ft. + 5 fi./2 levels)
Target: One living construct/level, no two of which can
be more than 30 fi. apart

You spread your arms, and about you, your warforged comrades become
more durable und unyielding.

As lesser construct essence. except as noted above.

DETECT MANIFEST ZONE

Divination

Level: Adept I, cleric 1, paladin 1. sorcerer/wizard |
Components: V, S, DF

Casting Time: | action

Range: 120 f1.

Area: 120-ft.-radius emanation, centered on you
Duration: Concentration, up to 10 min./level (D)
Saving Throw: None

Spell Resistance: No

You look aboul you, your eyes unblinking. As you focus, the landscape
around you glows with an unearthly aura.

You can sense the presence of manifest zones. areas in
which the energies and traits of another plane leak over
into the world of Eberron., The amount of information
revealed depends on how long you study a particular area
or subject.

Ist Round: Presence or absence of a manifest zone.
(In some cases, manifest zones are obvious to the naked
eye. In such instances, you gain no new information
on the first round.) If the zone is in range but not in
yourline of sight, you discern its direction but not its
exact location.

2nd Round: Age of the manifest zone. You gain a very
general sense of how long it has existed, as indicated on
the following table. Ifthe zone is going to fade within the
next 24 hours, you learn that, too. Otherwise, you gain
no sense of how long it will last.

3rd Round: The plane to which the manifest zone is
connected. If the zone is small, and fits entirely within
the area ol your spell, you learn its exact borders and
dimensions. If the zone is larger than that, you do not
know the precise location or dimensions of the zone
outside your spell area.

The spell can penetrate barriers, but a thin sheet of
lead, 1 inch of common metal, 1 foot of stone, or 3 feet
of wood or dirt blocks it.

MANIFEST ZONE AGE CATEGORIES

Category Age

Nascent Less than | day

New 1 10 30 days

Young 31 days to | year

Mature 1 to 10 years

0Old 11 10 100 years

Ancient More than 100 years
EMBRACE OF ENDLESS DAY
Conjuration

Level: Cleric 4, paladin 3
Components: V, S, DF

Casting Time: | minute



Range: Touch

Target: Creature touched

Duration: 1 minute/level or until expended
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

In a burst of holy light, you gift your companion with the faintest spark of
the divine. His eyes glow dimly with sacred power.

You imbue the target with positive energy which he can
then release, in controlled amounts or all at once. You
bestow 3 "points” of positive energy per caster level
{maximum 30).

The target can expend this energy to heal with a
touch. or harm creatures vulnerable to positive energy,
as a paladin’s lay on hands ability. Each "point” of positive
energy removes or deals | point of damage.

The target also gains a +] sacred bonus on saves
against necromantic and death effects until all the
bestowed energy has been expended.

GLIMPSE OF ETERNITY

Enchantment (Compulsion) [L‘Iind-Affecting]
Level: Bard 3, sorcerer/wizard 5, Revered Ancestor 5
Components: V, 5, M

Casting Time: | standard action

Range: Close (25 f1. + 5 ft./2 levels)

Target: One creature

Duration: 1 round/3 levels

Saving Throw: Will partial: see text

Spell Resistance: Yes

Your target’s eyes gleam with a sudden wave of insight . . . but then his face
twists into a rictus of agony and confusion.

You call upon the ancestral memory and experience of
the long-lived elves, visiting all the burden of that knowl-
edge on asingle creature. The target of the spell takes 1d6
points of nonlethal damage per caster level (maximum
15d6) and is confused for the duration of the spell unless it
makes a successful Will save. A successful save results in
half damage and negates the confusion.

Elves and similarly long-lived creatures are affected
normally by this spell. No creature can experience mil-
lennia of knowledge in such ashort time withour feeling
its weight.

Material Component: A pinch of dust from an hourglass.

INTENSIEY MANIFEST ZONE
Conjuration (Creation)

Level: Cleric 7, druid 7

Components: V, 8, F, XP

Casting Time: 8 hours

Range: Close (25 ft. + 5 ft./2 levels)
Area: 40-ft.-radius/level emanation
Duration: Permanent

Saving Throw: None

Spell Resistance: Yes

You reach forth into the essence of the manifested plane, pulling more of
its power into the area.

You enhance the effects of a manifest zone of a specified
plane.

The effects of the manifest zone increase by one
“step.” Since each zone is different, thiscan have various
effects. Azone thatexists in rings (such as the Gloaming
in the Eldeen Reaches) has stronger effects as one moves
inward; this spell increases the effect of a ring to that
of the next inmost. The innermost ring of such a zone
instead takes on one trait of the associated plane that
it does not already have; in the case of the Gloaming H
again, the spell confers the mildly negative-dominant
traiton that ring. A zone that hasa uniform effect over H

HHL

its area takes on one planar trait (of your choice) in the
same way.

You cannot further enhance a manifest zone (or
a ring within a zone) with additional intensify manifest
zone spells.

An intensify manifest zone effect cannot be dispelled,
but it can be removed with a limited wish, miracle, planar bubble
(Planar Handbook 102), or wish spell.

Focus: A gem, piece of precious metal, or concentrated
essence of the plane associated with the manifest zone,
worth at least 500 gp.

XP Cost: 500 XP.

SUMMON WARFORGED CHAMPION
Conjuration (Summoning) [Lawfull

Level: Warforged 9

Components: V, §, DF

Casting Time: | full round

Range: Close (25 ft. + 5 ft./2 levels)

Effect: One summoned creature

Duration: | round/level (D)

Saving Throw: None

Spell Resistance: No

HLIVA 40 SONIddV L

Touching the holy symbol emblazoned on your chest. you call upon the
pouer of your warforged god. An enormous armored figure shimmers
into view.

This spell is similar to summon monster IX, except that it can
only summon a single (advanced) warforged titan.

The warforged titan is advanced to 24 HD (172 hp);
its other statistics improve as follows: BAB +18; Grp
+35; Atk Axe +23 melee (2d8+9/%3) or maul +25 melee
(2d8+9/%3); SV Fort +8, Ref +7, Will +8; Jump +44. It
gains the following feats: Great Cleave, Greater Power-
ful Charge (bringing its extra charge damage to +4d6),
Improved Damage Reduction (twice; increasing its DR
to 12/adamantine).

Inaddition. aslong as the warforged titan summoned
bythisspell iswithin 15 feet of you, is active, and is under
your control, it unconsciously protects you from atcacks.

It grants you a +5 shield bonus to your AC.

WEAPON OF THE DEITY

Transmutation

Level: Blackguard 3, cleric 3, paladin 3
Components: V, DF

Casting Time: | standard action

Range: Touch

Target: Weapon touched

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless. object)
Spell Resistance: Yes (harmless, object)
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Tou utter a brief prayer, and your weapon transforms inte un awesome
expression of your god's power.

You must be holding your deity’s favored weapon to
cast this spell. You can use the weapon as if you had
proficiency with it even if you normally do not. The
weapon gains a +] enhancement bonus on attack rolls
and damage rolls and an additional special ability (see
the list below). A double weapon gainsthis enhancement
bonus and special ability for only one of its two ends, as
chosen by you.

When you reach caster level 9th. the enhancement
bonus of the weapon increases to +2. At [2th level, the
bonus risesto <3, at 15th level it is =4, and at 18th level it
bECDmES +5,

The list below includes deities descvibed in this
book, along with the five alignment components. If a
cleric warshiping a different deity casts this spell, the
DM should assign an appropriate weapon specml ability
of the same power level as those given here.

Arawai: +1 thundering marningstar

Aureon: +1 shell-storing quarterstaff

Balinor: +] earthbound® batitleaxe

The Becoming God: +1 defending spiked gauntlet or batifefist
The Blood of Vol: +] keen dogger

Cults of the Dragon Below: +! vcrous heavy pick
Boldrei: +] defending spear

The Dark Six: +1 keen kama

The Devourer: +| waterborn® trident

Dol Arrah: <1 merciful halberd

Dol Dorn: +1 mighty cleaving longsaord

The FLll')'L +1 wicious rapier

The Keeper: +1 frostscythe

Kol Korran: +1 defending heacy mace

The Lord of Blades: +1 shock greatsiord

The Mockery: +1 keen kuma

Olladra: +1 fucky” sickle

Onatar: +! flaming warhanmer

The Path of Light: +1 flaming gauntle! (unarmed strike}
The Shadow: +1 spell storing quarterstaf]

The Sovereign Host: +! defending longsword
The Silver Flame: +! seching longhaw

The Spirits of the Past: +1 keen double scimitar
The Traveler: =1 lucky” scimitar

The Undying Court: +I undead bane scrmitar
Chaos: +1 shock battleare

Evil: +1 mighty cleaving hght flail

Good: +[ frost warhammer

Law: «1 flaming longsword

Neutral: I defending heavy mace
K

1 Corrosive: The weapon deals an extra 1d6 points of acid
damage on a successful hit (Dun_gcnn Master’s Guide [ 256).

2 Lucky: Once per day thewielder can reroll a failed attack
roll asa free action: it uses the same modifersas the missed

roll ( Expanded Psiomcs Handbook 165).

PsioNIC POWERS

The quori and the kalashtar especially bend psionics
toward their divine missions, but anyone with psychic
ability can learn these new powers.

ANCHOR PLANE

\'Iclacremi\'it}- (Creation)

Level: Psion/wilder 8

Display: Material and visual

Manifesting Time: 8 hours

Range: See text

Area: 5-foot radius; see text

Effect: A manifest zone attuned to the plane of your
ChDiCE. ('.lf“ll.‘!lh{‘_'d on an ill'l[_'hﬂl‘ l)Oinl‘. see text

Duration: Instantaneous

Saving Throw: None

Power Resistance: No

Power Points: 15, XP

You focus on the psiome anchor in a week-long ritual, attuning yourself
and the area to planar energies. With a brief glow of sparkling motes, a
manifest zone is born.

You create a manifest zone of a specified plane, anchored
to a specific point prepared for this purpose (such as
a quori monolith). The anchor point must include a
Siberys dragonshard, ora piece of material or essence
from the anchored plane, of at least 1,000 gp value.

This power works only while on the Material Plane,
and you must remain within 30 feet of the anchor site
during the entire manifestation time. Manifestation of
this power creates a local weakness in the planar bound-
ary that precipitates the creation of a 5-foot-radius mani-
fest zone. The Hedglingzcme expandsin radius at the rate
of b feet per day to a maximum radius of 150 feer. Addi-
tional manifestations of this power don't stack (though
multiple adjacent or overlapping areas can be created).

The new mﬂ.l'lifes[ Fong hHS one P}ﬂﬂi]r [rail_ O{ _\'OU I
choice from the plane to which itis connected. The mani-
fest zone can be enhanced using infensaf_\'mun[]l’.if:,om:‘ OF fistanic
rmensgﬁ' nmnffé.s‘i Zone.

XP Cost: 750 XP.

INTENSIFY MANIFEST
ZONE, PSIONIC

MeLaLcrealivily (Creation)

Level: Psion/wilder 7

Display: A uditory

Manifesting Time: | day

Range: Close (25 ft. + 5 {1./2 levels)
Area: 40-t.-radius/level emanation
Duration: Permanent

Saving Throw: None

Power Resistance: Yes

Power Points: 13, XP

This power duplicates the effeet of the intensify manifest zone
spell (see page 151), except as noted here.

Unlike the spell. this power does not require a
physical focus. Instead, you expend a portion of your own
psionic energy to anchor the effect.

XP Cost; 500 XP.



THOUGHTSOOTHE

Telepathy [Mind-Affecting]

Level: Psion/wilder 3

Display: Mental

Manifesting Time: | round

Range: Close (25 ft. = 5 ft./2 levels)

Targets: Yourself and any number of creatures within
range

Duration: 10 min./level ar until triggered

Saving Throw: None (harmless)

Power Resistance: Yes (harmless)

Power Points: 5

You reach out through a telepathic link, sending waves of compassion and
warmth to ease troubled minds.

You forge a minor telepathic link with other beings within
range, broadeasting soothing thoughts to counteract
negative emotions. You can include or exclude from this
broadcast any creature you can see, aswell as any creature
that you know or know of.

Creatures affected by this power gain a +4 morale
bonus against fear effects.

At any time during the power's duration. you can
choose to trigger its secondary effect. This immediately
ends the power's duration, but also instantly removes any
fear effects currently affecting the power's targers. Iralso
removes the canfused and fascinated conditions from any
of the power's targets.

The kalashtar use this as part of their meditative
rituals during the Void of Taratai to bolster each other's
emotional and psychic strength.

RELIGIOUS EQUIPMENT

Priests often use .-,peciai substances and items in per‘ﬁjrm—
ing rites sacred to their gods, or to mark their faith.

BREATH OF THE DEVOURER

Followers of the Devourer use this combination of

S-"IIIS Zl.nd CI’}'S{EL“iZEd ELL'idE f‘DI’ ceremonia] PUEPDSQS
{or for survival in desperate straits). An ounece of this
substance added to a gallon of fresh water transforms
it into seawater (orvice versa). Many ceremonies to the
Devourer require participants to drink e awater, and
some sailors carry some breath of the Devourer for
emergency use,
Price 5 gp/ounce.

EUPHORIC SACRAMENT

Worshipers of the Fury revere passions so strong thal
they are indistinguishable from madness. To attain such
astate. some of their ceremonies involve a potent drink
called the euphoric sacrament, This liquid is metallic
gold and hasa dizzyingaroma. [t isa combination of pure
alcohol and certain ht‘:rba] and alchemical additives.

Anyone who consumes a vial of euphoric sacrament
(an ounce of liquid) must succeed on a DC 13 Fortitude
save aor became confused for 2d4 rounds. While confused by
the euphoric sacrament. the character gains a +2 morale
bonus on attack and weapon damage rolls, but takes a -2
penalty to AC. During ceremonies, many worshipers of
the Fury dcliherate}y fail this save.

Price 100 gp/ounce.

FLAYSKIN

Flayskin is ereated by tanningleather through a lengthy
alchemical process. (The leather is sometimes human
skin, though this is not required.) When this special
leather is worn against the skin, the substances within it
slowly numb the wearer's flesh: The wearer still feels pain
butcan withstand more than normal. Followers of the
Mockery sometimes use flayskin during rituals invelving
self-mutilation, allowing them to extend those rituals
much ]ongel' than normal.

Any living creature wearing flayskin gains DR
2/lethal (that is, they gain damage reduction 2 against
nonlethal damage only). A given application of flayskin
functions for only 24 hours: after that time, the alchemi-
cal substances leave it brittle and useless. A suit of flayskin
fitsany character of its size category (Medium flayskin fits
any Medium character, for instance, but won't fita Small
or Large character). Adjust the price for smaller or larger
creatures as if flayskin were armor.

Price 100 g£p-

GLEAMING ICON OF
THE SOVEREIGN HOST

This is the Octogram, constructed of solid gold with
sapphire—linted enamel. N[anl\' consider such icons an
extravagance, but rich Ic‘mples of the Sovereign Host
covet them as status symbals.

Not only doesagleaming icon count asa holy symbol,
but any consecrate spell cast by a cleric of the Sovereign
Host (or any of the deities of that pant heoan) upon anarea
thatincludesa gleaming icon is treated as being cast at +1
Casler lE\'l‘l-

Price 250 gp: weighi 5 1b.

MORDREI'IN

Created by the Aereni elves for use in religious rites,
mordrei'in (or "leaves of death") is made of the crushed
leaves of the rare mordrif tree. combined with other sacred
herbs and powders. When eaten raw. the leaves are a
deadly poison (Fortitude DC 14, 1d6 Con/1d6 Con).

Mordrei'in. however, enhances the imbiber's ability
to focus and is substantially less toxic (Fortitude DC 10, 1
Con/] Con). Anyone who consumes mordrei’in (whether
or not the save succeeds) gail’ls a +2 alchemical bonus on
Concentration and Spot checks for [0 minutes.

Price 25 gp (available only on Aerenal).

SIIVERBURN

Silverburn is a fine powder created by exposing pure
silver to a mixture of alchemical substancesand acids.
The process breaks down the silver, leaving a powder
that causes a mundane Hlame to burn a deep silver in hue,
Even the smoke takes on a silver sheen. The Church of
the Silver Flame usés silverburn far all manner of cer-
emonial purposes. They have even developed variants
that produce different hues, by mixing other minerals
inwith the silver.

Silverburn has no effect on a flame’s brightness.
though it has one side effect. Any creature with damage
reduction overcome by silver weapons finds the luminous
flames slightly uncomfartable, takinga—1 penalty on
melee attacks while within the bright illumination cre-
ated by such a fire.
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An ounce of silverburn ‘affects a fire the size of 4
torch or lantern (or can be included in a candle during
its creation); a pound is necessary to affect a bonfire or
similar fire source. A single dose lasts for 30 minutes (or
in the case of a candle, for its entire lifespan). Any light
source that doesn’t actually include combustion (such as
continual flame) is unaffected by silverburn,

Price 5 gp/ounce.

MAGIC ITEMS

Divine spellcasters and champions of the faith have access
to powerful magic items.

BLACK EFFIGY

This small object generates mystic waves that impede the
functioning of other magics.

Description: This is a small onyx statuette of a shad-
owy draconic figure, roughly the size of a loaf of bread.
It seems to absorb light, rather than reflect it. Only its
eyes. a piercing gold, show any color at all.

The effigy feels strange to the touch. It is abnormally
smooth, and seems as though it should be slippery or dif-
ficult to hold on to. yet it is not.

Prerequisite: Due to its method of activation, few
individuals who are not worshipers of the Shadow use
the effigy. However, they are technically capable of
doing so.

Activation: You must recite a prayer to the Shadow
while holding the icon in both hands. The effect lasts for
one hour, and the effigy need not remain in your pos-
session once you activate it. By holding it and repeating
a second prayer, you can deactivate the effigy (this counts
as one of its daily uses). Alternatively. you can simply wait
out the duration.

Effect: Three times per day, the effigy makes spell-
casting within a 100-foot radius more difficult. Crea-
tures within the area can still cast spells as normal, but
take a —5 penalty on any Concentration checks to do so.
Any items that expend charges or daily uses cost twice the
normal amount in this area; single-use items, and items
that function only once per day, fail to work ac all.

Aura/Caster Level: Faint abjuration. CL. 5th.

Construction: Craft Wondrous Item, dispel magic,
creator must be a worshiper of the Shadow, 2,500 gp, 200
XP. 5 days.

Weight: 3 1b.

Price: 5,000 gp.

DOMAIN ICON

The domain icon grants you the ability to "swap out” your
own spells for spells of one specific domain.

Description: This appears to be a normal holy
symbol, albeit made of solid silver. It seems unusually
bright, as though recently polished.

The icon is comfortably cool to the touch, almost
soothing. When in use. it grows brighter still, as though
shining with its own internal light.

Prerequisite: Each domainicon is attuned to a specific
god, aswell as a specific domain of that god. Ifyou do not

- worship that god, you cannot use the item.

Activation: To activate the icon, you merely hold it

while casting a prepared divine spell. If you do so, and if

you wish the domain icon to function, it does so.

Effect: Three times per day, the icon allows you to
substitute a domain spell of equal or lower level for the
spell you are actually casting. For instance, if you have
a domainicon attuned to the Fire domain, you could cast
any 2nd-level divine spell, and substitute either burning
hands or produce flame. These spells function in all ways
as though you had cast them (caster level, save DC, and
the like).

Aura/Caster Level: Moderate evocation. CL 7th.

Construction: Craft Wondrous Item, imbue with spell
ability, creator must have access to the domain to which the
icon is attuned, creator must worship the deity to which
the icon is attuned, 5,000 gp, 400 XP, 10 days.

Weight: 1 1b.

Price: 10,000 gp.

MASK OF THE UNDYING

You experience the existence of the deathless for a brief
time.

Description: This appears to be a bronze death
mask, clearly Aereni in style.

When worn, the mask reshapes itself to match the
weaver’s features, with an expression of profound peace.
The eyes turn a deep black when the mask’s powers are
active, as though they were tunnels to a faraway place.

Prerequisite: This item functions properly only on
elves. Others can activate it but enjoy only one benefit.

Activation: The mask is activated by speaking the
phrase “Show me the path ahead” in Elven. It can be
deactivated by being removed, by waiting out the dura-
tion, or with the phrase "l have seen, and | understand”
in Elven. The mask functions three times per day for 10
rounds per use.

Effect: An elf wearer temporarily gains some of the
features of the deathless type: darkvision 60 feet (this
does not stack with existing darkvision); immunity to
poison, sleep effects, paralysis, stunning, disease, death
effects, and mind-affecting spells and abilities (charms,
compulsions. phantasms, patterns, and morale effects);
not subject to extra damage from critical hits, nonlethal
damage, or ability drain; immunity to damage to physi-
cal ability scores; immunity 10 fatigue and exhaustion
elfects; subject to energy drain; harmed by negative
energy and healed by positive energy; immunity to any
effect that requires a Fortitude save, except for energy
drain attacks (unless the effect also works on objects or is
harmless).

The wearer can be turned (but not destroyed) by
an evil cleric, and rebuked or bolstered (but not com~-
manded) by a good cleric. Deathless have the opposite
reaction from undead to spells such as consecraie, hallow,
desecrate, and unhallow, as well as 10 holy water. Spells such as
control undead and halt undead do not work against the wearer.
but spells such as control deathless and halt deathless do. While
the mask is active, the wearer can't be affected by raise dead
or reincarnaie spells or abilities.

The wearer doesn’t gain any other features of the
deathless type. Hit points, skills, base attack bonus, and
saves do not change. Unlike a true deathless, the wearer
retains his Constitution score.

A person who is not an elf, and who activates this
item, gains darkvision out to 60 feet. but no other
abilities.

Aura/Caster Level: Moderate necromancy. CL 1lth.



Construction: Craft Wondrous ltem, createdeathless®,
creator must have access to the Deathless domain, 11,000
gp. 8380 XP, 22 days.

Weight: 2 1b.

Price: 22,000 gp.

VESTMENT OF FLESH

This horrific garment grants your flesh unnatural
resilience.

Description: Thisvest (or, in a few rare cases, shirt)
is an odd tan color. It appears supple yet strong, like
thin leather.

When held against the {lesh, the vestment feels dis-
turbingly warm, as though it were the skin of astill-living
creature. When worn, it darkens slightly, as if blood were
again flowing through it.

Prerequisite: The vestment of flesh must be made from
the skin of the individual for whom it is being created.
and functions only for that creature. During the item's
creation. the intended owner takes | point of Constitu-
tion damage each day.

Activation: The vestment automatically activates each
day at midnight, so long as it is worn, and remains active
until the temporary hit points it grants are exhausted.

Effect: The vestment grants you 10 temporary hit
points each time it activates; multiple activations of the
vestment do not stack. As long as you have at least | tem-
porary hit point from the vest remaining, you also gain
DR 3/magic.

Aura/Caster Level: Faint necromancy. CL 5th.

Construction: Craft Wondrous Item, false life, 4,500
gp. 360 XP, 9 days.

Weight: 5 Ib.

Price: 9,000 gp.

DRAGONSHARD HOLY SYMBOLS

Dragonshards can be incorporated into cleric holy sym-
bols to grant power over various sorts of creatures.

Eberron Shard Holy Symbol

Eberron dragonshards. due to their connection with the
world, can be incorporated into a cleric’s holy symbol to
grant power over denizens of other planes.

Description: An Eberron shard holy symbol looks like the
mundane version of the symbol, except that it is crafted
of precious metals and has an Eberron dragonshard set
into its center. Each holy symbol is attuned to one of the
thirteen outer planes at the time of creation. A rune that
identifies that plane (see illustration, ECS 93) appears on
the symbol.

When a cleric uses the holy symbol’s ability, the shard
within glows a deep crimson.

Activation: You activate the item’s ability as part
of a turning attempt, presenting the holy symbol force-
fully. Each use of the item counts as one of your daily
turn/rebuke attempts. If you have more than one kind
of turn/rebuke attempt, you choose which one you use
each time you activate the item.

You can spend | action point to use this item one
additional time in a day.

Effect: You rebuke (but not command or bolster)
creatures native to the plane to which the item is attuned
asan evil cleric rebukes undead. For lists of sample crea-
tures native to each plane, see ECS 94—100.

Aura/Caster Level: Moderate abjuration. CL 7th.

Construction: Craft Wondrous Item, dismissol, 4,500
gp. 360 XP, 9 days.

Weight: 1 lb.

Price: 9,000 gp.

Khy ber Shard Holy Symbol

In addulon to theirvarious uses for binding and control-
ling, Khyber dragonshards can be incorporated into a
cleric’s holy symbol to grant power over elementals.

Description: A Khyber shard holy symbol looks like the
mundane version of the symbol, except that it is crafted
of precious metalsand has a Khyber dragonshard set into
its center. Each holy symbol is attuned to one of the four
elements at the time of creation. The shard’s setting has
a specific shape for each element.

Element Setting Shape Opposing Element
Air Circle Earlhr

Earth Lozenge (diamond)  Air

Fire Triangle Water

Water Teardrop Fire

When a cleric uses the holy symbol’s ability. the shard
within glows a deep blue.

Activation: You activate the item’s ability as part
of aturning attempt, presenting the holy symbol force-
fully. Each use of the item counts as one of your daily
turn/rebuke attempts. If you have more than one kind of
turn/rebuke attempt, you choose which one you use each
time you activate the item.

You can spend | action point to use this item one
additional time in a day.

Effect: You turn or destroy creatures of the item’s
opposing element as a good cleric turns undead. or
yourebuke, command. or bolster creatures of the inset
element as an evil cleric rebukes undead.

Aura/Caster Level: Moderate abjuration. CL 7th.

Construction: Craft Wondrous ltem, dismissal, 3,500
gp: 280 XP, 7 days.

Weight: 1 1b.

Price: 7,000 gp.

Siberys Shard Holy Symbol

Inaddition to their ability to enhance spell-like abilities
and psionics, Siberys dragonshards can be incorpo-
rated into a cleric’s holy symbol to grant power over
the dragonmarked.

Description: A Siberys shard holy symbol looks like the
mundane version of the symbol, except that it is crafted
of precious metals and has a Siberys dragonshard set
into its center. Each holy symbol is attuned to one of the
twelve dragonmarks at the time of creation. A reproduc-
tion of the lesser version of the dragonmark appears on
the symbol.

When a cleric uses the holy symbol’s ability, the
shard within glows a brilliant orange-yellow, like molten
gold.

Activation: You activate the item's ability as part of a
turning attempt, presenting the holy symbol forcefully.
You can use this ability a total number of times per day
equal to your cleric level + your Cha modifier.

You can spend 1 action point to use this item one
additional time in a'day.
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Effect: You rebuke (but not command or belster)
creatures bearing the dragonmark to which the holy
symbol is attuned, as an evil cleric rebukes undead. .

Aura/Caster Level: Strong abjuration. CL 13th.

Construction: Craft Wondrous ltem, repulsion, 1,500
gp. 120 XP, 3 days.

Weight: | Ib.

Price: 3,000 gp.

CONSTRUCT GRAFTS

Most living creatures are quite happy with their own
bodies, but a few disturbed (or, as they see it, daring)
individuals are faseinated with the idea of blending living
flesh with artificial body parts. In so doing, they hope
to prolong life. increase soldiers’ and lahorers’ strength
and endurance, and otherwise benefit society, Unfor-
tunately, the result too often is a horror rejected by the
living and driven to madness by its disparate pieces.

Construct grafters often have some magical aptitude,
especially in the artificer class, and might already be
experts in creating golems and other consiructs. House
Cannith, unsurprisingly, produces a disproportionate
number of such experimenters, but they can come from
any race and culture. Construct grafters might be non-
warforged beings who are ohsessed with the Becoming
God (see page 116) and believe they can enhance their
own souls by enhancing their bodies with construci parts.
Or they might be hereties who are trying to hring the
fleshbound into communion with the Bccomlng Gad.
Some are just crazed.

Grafts invalve taking a portion of an existing crea-
ture (or, in the case of construct grafts, an artificial
body part) and transplanting it into or onto the body
of another living ereature. Grafting is essentially an
alternative method of item ereation, and its benefitsare
man}_'. BC‘-']]‘E‘[‘_" gﬂin Ehl’. I‘}L‘n(‘f:ll_\ Df‘rﬂagif i-lf_‘ITl..‘i \Vi[hl}ur
actually wearing a magie item, and many gl‘-‘l“& are dif-
ficult to spot under casual observation, a“(:wing their
bearer an unseen advantage when other potent items
are unavailable.

Construct g’rafts can be created and applied onl_y
by someone with the Construct Grafter feat (see page
145). While the creation and application of a graft issim-
ilarin theory to the principles involved in the creation of
wondrous items, grafts involve the magical manipulation
of biological processes and structures. The grafter must
have an excellent knowledge of anatomy and be able 10
integrate artificial body parts with flesh.

An individual can have a total of only five grafts
grown on his body, and all grafts must be of the same
kind. A single body can only support so many augmenta-
tions before it is overwhelmed with competing hiomagi-
cal signalh that result in death or (more often) madneass.
No porlicm of the body (head, skin, flesh, |L‘gs. and arms)
can have more than one grafi. Furthermore, two differ-
ent kinds of grafis (such as construct grafts and undead
grafts) cannot be applied to the same character, Rumors
of individuals who have attempted to bypuss these hio-
logical limits abound, but such monstrosities—for that
is what such creatures become—rarely live long,

Using a graft requires a sacrifice from the host.
Construct grafts take a toll on a ereature’s body. In most
cases, a grafl simply applies a permanent reduction to the

character’s hit point toral (this reduction is not damage
and cannot be healed). Other grafts might cause s perma-
nent reduction in an ability score or a permanent penalty
on certain checks or saves. A creature with a graft cannot
get rid of the penalties or other costs of a graft unless
the graftis removed. The specific penalties of a graftare
detailed under each graft's Graft Sacrifice entry.

All grafts come from a donor creature, or are
grown from tissues taken from one or more creatures.
Each graft has a Graft Donor entry that describes where
the graft originates. If taken from a denor creature, the
gt';ni‘t materials must be no more than seven days old when
creation of the graft begins. I

Graftsare difficult to remove. Grafis have no sta-
tistics of their own and cannot be artacked or damaged
separately from the creature to which they are grafted. A
character with the Construct Grafter feat can remove a
construct graft safely from a living creature; this requires
8 hours of work in a quiet setting (similar to ereating a
g‘l‘nl't). A graft safely removed can be applied to another
character, though this must take place within 24 hours
of it being removed and deals 4db points of Constitution
damage to the character receiving the used graft.

Without the proper feat, a graft can be removed only
il the body part to which it is gralted is removed (a grisly
task to be sure); even then, the grafl is irreparably inter-
twined with the flesh and cannot be reused. Likewise. a
gl’:tllt on a creature that dies is killed at the same time,
and cannot be harvested and reused—this means that an
NPC's graft probably cannot be recovered as treasure.

A graftis notamagicitem. [t does not radiate magic
once completed (although a graft might require the cast-
ing UI‘SPEC.{FIC EPK"]I& as p'd.rt D'Ft}'l[‘ CLJTIS[!'LICTiOn p!'l‘.’l.‘f.'!t,\).
and it does not take up abody slotlike a magic item would.
A grﬂi'l can't be 5uppressed with dLiP(I'mug!c. nor is it affected
IJ)' an unfimagfrﬁrfd or similar effect.

Mu]tiple constract grafis bestow a cumulative
benehit upon their host. A character with at least two
construct gl‘afts gains damage reduction X/adamantine,
where X equals the number of construct grafis he has
minus one (DR |/adamantine for two construct gra f1s,
DR 2/adamantine for three, and so on). This d'dl"l'liig(‘
reduction stacks with similar DR gained from other
sources (such as the Adamantine Body feat),

In addition, the character's natural atracks evercome
damage reduction as if they were adamantine weapons.

Final!)‘. the implanration of muhipie construct
grafts increases the character's ability to resist some
Phyﬁi{_‘al Effc(“s‘ \ CIla]'aCtET \‘\]lh at I{_‘HS[ two construct
g]'ﬂi‘lh gains a b()nus on savesto T'ES'jﬁ' t‘nergy d]’"din. d(.'(‘!f]'l
effects, and necromancy effects equal 1o the number of
construet grafts he has.

CREATING A CONSTRUCT GRAFT

The creation of a construct graft must be in a quiet and
comfortable setting and requires a supply of materi-
als, in(‘]udingt}w donated body part. The cost for the
materials is subsumed in the cost for creating the grafi.
Creating a gralt otherwise works exactly like erafting
a wondrous item, ir\cluclirlg the cost to create, time
1'0(‘{uired. preparation of spells required. and expe ndi-
ture of components, focuses, or XP required by the spells
(exc‘ept as noted helow). If a g‘r‘afl incurs extra costs in
material components or XP, as noted in its description,



these costs are in addition to those derived from the
grah's base price.

Unlike creating normal magic items. construct gr arafts
need not be crafted during consecutive days. Acr eator can
spend a day here and there tending an assimilating graft,
but it is not functional until the total time necessary to
complete the graft has been spent. In addition, a character
cannot spend more than a week between the days that
he works on an incomplete graft. Doing so means the
incomplete graft is rejected, and the crafter loses a por-
tion of the gp involved in the graft's creation equal to the
amount of time spent working on it. However, the crafter
does not lose any XP until the graft is completed.

A grafier must devote 8 hours on days during which
he works on the graft. Failure to do so means the day's
work is wasted, and no gp er XP costs are incurred.

The recipient of the construct graft does not incur
any of the pe‘n;l}lies involved with acquiringa graft until
it is attached in the second phase of the procedure. A
graft is ereated apart from its intended host antil it is
completed, much like any magic item, It is then attached
inan 8-hour procedure, during which time bath graﬂcr
and recipient must be present. Once a graft is fully
constructed, it requires care from the creator until 1t is
attached. A compieted graft outside a host body requires
| hour of care each day or is no longer usable,

CONSTRUCT GRAFTS
Construct Graft Price
Adamantine Skin 11,000 gp
Heart of Steel 9.000 gp
Heavy Legs 6,000 gp
Mighty Arms 1,000 gp
Wakeful Mind 14,000 gp

ADAMANTINE SKIN

Your skin is hardened with adamantine composite plat-
ing similar to that of a warforged. Asa result, your vul-
nerable areas are now protected.

Graft Location: Skin.

Description: Metal plating coversyour bady. Tt shines
dully and allows some of your skin to show through.

Adamantine skin makes your body bulky, but does
not hinder yvour movements.

Activation: Adamantine skin is always active once
the graft is installed. The graft requires no action on
your part to activate or deactivate.

Effect: You gain a +5 armor bonus to AC. This does
not stack with any other effect that provides an armor
bonus ta AC (such as hracersofarmor), but'it can be enhanced
as if it were a suit of armor.

Adamantine skin also provides DR 2/adamantine
and gives you light fortification (25% chance to negate
the extra damage from a critical hit or sneak attack).

Adamantine skin counts as medium armor for the
purpose of determining movement and other effects. You
have a +3 maximum Dexterity modifier 1o AC, a—3 armor
check penalty, and an arcane spell failure chance of 25%.

You cannot wear armor or robes if you have ada-
mantine skin.

Construction: Construet Grafterf, 5,500 gp, 440
XP, 11 days.

Graft Donor: Adamantine plating from a warforged.

Graft Sacrifice: 4 hp.

Price: 11,000 gp.

HEART OF STEEL

Some warforged internal ” mgana are grafted into you,
giving you some of the construct’s indomitability.

Graft Location: Flesh.

Description: Although there is no obvious physical
change to your appearance, you seem more fit and have
an attitude of confidence.

Activation: Heart of steel is always active once the
graft is installed. It requires no action on your part to
activate or deactivate.

Effect: You gain immunity to disease, paralysis,
and poison,

A side effect of this graft is that you are less affected
by healing magic. Any spell from the healing subschool
or supernatural abllnv that cures hit point or ability

damage, including ]1Ed|1ng potions, provides only ha]I‘

its ‘nDr‘md| effect to you (as if you were a “ariorged}. You
still are not a construct, so vou do not henefit from repair
damage spells and similar effects.
Construction: Construet Graltert, neutralize poison,
remoze disease, rcmo;:e_pm‘uf\'su. 4.500 gp, 360 XP, 9 days.
Graft Donor: A piece extracted from the internal
anatomy of a warforged.

%ﬂ

ConsTRUCT GRAFTS AS TREASURE

Construct grafts enhance a character's abilities in much
the same way that magic equipment does, but they are
not as readily available. Because they affect a character's
abilities like equipment does, they have an equivalent
gold piece value.

When adding a construct graft to an NPC, the DM
should count the graft’s gp equivalent as part of the total
value of the NPC's equipment. After all, the powers
granted by the graft factor into the NPC's Challenge
Rating just like magic items do. However, an NPC's
grafts are almost certainly not going to be claimed as
treasure, and so the monetary reward for defeating

such an NPC is artificially lowered. If you anticipate
this being a problem, consider adding treasure to the
NPC's hoard by an amount somewhere between 50% and
100% of the graft's gp cost to make up for the loss. For
example, if the PCs defeat an NPC witha wakeful eye graft,
consider adding somewhere between 5,000 and 10,000 gp
of treasure to the NPC's hoard (such as jewelry, gems, or
coins—not in additional equipment that might be used
by the NPC). The lower end of this range describes the
value they would get for selling an equivalent magic item,
while the upper end is how much an equivalent magic
item would cost them to buy.
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A mighty arm bestows a powerful

slam attack on the grafted creature

Graft Sacrifice: 2 hp, half benefit from h&aling
magic.

Price: 9.000 gp.

HEAVY LEGS

Your legs have been replaced with

construct limbs, givin
you greater endurance.

Graft Location: Legs.

Deseription: Heavy ]errr- are typically built of wood
and metal, sheathed in armor plating, like: those of ¢
warforged. They are much larger and hu”«lm—loolﬂng
than your original legs.

Hu.,-!\.)« ll_gb can bE fitted with \\ul:'i'rn'gvd components
that attach to the foot or lcg.

Activation: Heavy |c_g5 are always active once the
ft is installed. The graft requires no action on your

part to activate or deactivate.
Effect: Your
are exhausted,
The bulk of these Ic';: hi
swimming, resulting in a —2 penalty on Swiimcheels:

no p:'am]iu:\' forbeing i‘:uil__{ur:d. lfyou

e

u are instead treated as being fatigued.

nders you slightly when

Construction: Consiruct Grafterf, bear’s endurance,

3.000 gp, 240 XP, 6 days,

Graft Donor: Leg.s from a golem or wartorged, or

constructed mechanical legs.

Graft Sacrifice: 2 hp. —2 penalty on Swim checks.
Price: 6,000 gp.

MIGHTY ARMS

Your arms are built of artificial materiz

, allowing you
to use them to make slam attacks, i

Graft Location: Arms.

Description: Mighty arms are built of wood and
metal, and sheathed in armor plating, like those of a
warforged. They are much larger and bulkier-looking
l]ldn your or IU]I].ll aTrmes.

\hghl\ arms can be fitted with warforeed components,
such as battlefists, that attach to the hand or arm.

aft in combat

Activation: Using this construct gr
requires an attack action, or is part of the full attack
action il you are also making weapon attacks.

Effect: You gain a natural weapon slam attack that

deals damage asa construct of your size (1d4 for a Medium

creature), You can make a slam attack while wielding a

weapon in the other hand, in which case it is treated as a
secondary attack (=5 penalty on attack roll),

hull's strer

Construction: Construct Grafier 500

gp. 40 XP, | day.

Graft Donor: A pair of arms from a warftorged, or

constructed mechanical arms.
Graft Sacrifice: 2 hp_
Price: 1,000 gp.

WAKEFUL MIND

Part of the artificial nervous system of a warforged has
been grafied onto your own. As a result, you gain the
wakelulness of a construet.

Graft Location: Head.

Description: Wakeful mind isn't visible once it's
been implanted, but outside a body it resemhles a smooth
gem, usually yellow or green, with a dim glow at its center,
Cablelike tendrils extend from the gem to fuse with
your body.

Activation: Wakeful mind is always active once the

graft 1s installed. It requires no action on your part to
:i(ll\.i[! or deactivate.

Effect: You gain immunity to .t.l::r_-[l and stunning
ellects.

[n addition, you no longer need to sleep. If sleep
is normally rr:quned for you to regain spells or other
.H]'J(‘.L].-I.l abilities, you must still rest for the same per iad
of time as you would normally sleep.

As aside effect, the wakeful mind interferes slightly

2 penalty

with your normal mental faculties. You take a—
on Kl]t’:\\'](‘(l_{)‘:" l.'il'i'{_'l"\)-

Construction: Construct Grafter?
7,000 gp, 560 XP, 14 days.

Graft Donor: A small portion of the brain of a

warforged.
Graft Sacrifice: 2 hp, —2 penalty on Knowledge
checks.

Price: 14,000 gp.
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