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he darkness of the Karthoon Tor
ruins exploded in a harsh, purple

light. A beholder! Arlok registered

the danger emerging from the shadows
even as he dodged, signaled Moonhunter
to attack, and fired an arrow directly at
the monster’s unblinking eye.

aristi, caught flat-footed,
writhed in the terrible ray,

feeling her limbs grow stiff

and unresponsive. . . .




INTRODUCTION

top what you're doing, put down this book,
and go exploring!
Why are you still reading? Don’t you
want to see the cyclopean ruins of ancient
Xen'drik? The power—and terror—that
awaits you at the Seals of Aaldrash? The gold-encrusted
treasure hoards at Haka’torvhak?

Have you no soul for adventure? Are you dead
inside?

I, Thunvarch, have been a bard and storyteller
ever since I was awee half-orc in the Shadow Marches.
I've performed epics everywhere a kind ear will listen—
from a quiet tavern to a princely hall. And I can tell
you one thing about my audiences. No matter who they
are, from prince to potentate to pauper, they share one
thing in common.

They’re weary of war sagas.

All Khorvaire has had a century of war, and
nothing earns me the cold shoulder—and often the
thrown tomato—faster than yet another retelling of
“The Valiant and the Vigilant” or “Charge of the Red
Gauntlets.” Frankly, my heart’s not in it anymore.
There’s no point in getting people all riled up to
march into Cyre or whatever. There isn’t any Cyre left
to march into, in any case.

The other night, I stood in front of a crowd that
was hostile to what I thought was a tuneful rendition
of “The Red Sunrise March.” This was a crowd pre-
disposed to get ugly, unless there’s some local custom
about bringing your extra axe handle to a performance
with you. It was the noon matinee, so the lit torches
were suspicious, too. So Iimprovised. I started making
up a story about a gnome, a shifter, and a human who
were exploring Xen’drik. Cannibalistic albino giants
captured them. They escaped into a crumbling pyra-
mid full of fiendish traps and rooms full of gold. They
fought black-robed sorcerers with fiery eyes.

Allasudden, Iwasn’t seeing axe handles anymore.
I was seeing open mouths. Every bard knows this:
When their mouths are hanging open, you've got ‘em.
I escaped that benighted town with my skin intact and
more than a little coin for my trouble.

People say I have no scruples, but that’s not true. I
have exactly one scruple, and I broke it that day: When

you're telling a story, don’t make stuff up. If you were to
go out and explore something, though, I wouldn’t have
to make stuff up. I could tell a story about you! I'd tell
stories of your bravery, skill, and wit from Regalport to
Zarash’ak. I'd describe how you laugh at danger, how
you scoff at peril, and how you’d tell bawdy jokes about
Death itself if you got the chance. So put this book
down! Explore something, so I can write an epicin your
honor! (And ifyou can, bring a gnome along with you.
No offense, but the kids in the audience like gnomes.)

I’'m not alone. Across the Five Nations, hundreds
of bards, minstrels, and storytellers are relying on
you for their meat and drink—and they aren’t all
as fleet of foot and quick of wit as Thunvarch. Some
have small, adorable children to feed, and others have
grumpy yet amusing grandparents to support. If you
explore something, you'll support not only yourself
but dozens of entertainers in the process. Please, won’t
you do it for the minstrels?

Against my wishes, you're apparently still reading
this book rather than buying maps and rope. Which
reminds me—take it from Thunvarch: Maps never show
the good stuff, and the answer to “Do we have enough
rope?” is always “No!” So you can skimp a little on the
maps, but spend your savings on rope.

Lookat it this way: You are living in the dawn of an
Explorer’s Age. For the first time in a century, aborder is
something you cross, not something you fight over. The
world has more than enough battle-tested heroes. Walk
through the streets of Wroat or Rekkenmark, and you'll
see what I mean. They're practically littered with monu-
ments to war heroes. Do you think your grandchildren
will be impressed that you've got a sword-wielding statue
over your tomb? The only remembrances those statues
attract are from pigeons.

If you're an explorer, on the other hand, you get to
name stuff after yourself. Not just little stuff, either:
mountains, rivers, islands, lost cities, you name it. Name
a mountain after yourself, and that’s immortality, my
friend. And if you're wooing a fair maiden, “I named
the tallest waterfall in Xen’'drik after you” sure beats
“I picked you some flowers.”

(Incidentally, if you're stuck for a name at some

point, I'd point out “Mt. Thunvarch” rolls right off
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INTRODUCTION

the tongue. Don’t reply now; just keep it in the back of
your mind.)

But Iseeyou're still here! Arrgh! Ifyou're still read-
ing this, then apparently fame isn’t enough of a draw
for you. How about fortune? The giants of Xen’drik
have magic treasures unfathomable to the most wizened
sages, and I think we can all agree that gold is meant
to glitter as you spend it in Sharn’s finest drinking-
houses, not tarnish in the dark. I've heard that Sarlona
has clams that divulge black pearls as big as a human
head—or a halfling’s head, at any rate.

Don’t you want to roll that black pearl onto a
House Kundarak desk and say, “Appraise this!” Can’t
you already taste that fine Aundairian wine, or feel the
fine balance on your new, custom-ensorcelled magic
sword? Admit it—the explorer’s trade is the only way
you’re going to get it, even in an elf’s lifetime.

But right now the pearlisstill in the clam, the wine
is still in the cellar, and the sword is just another iron
ingot. Do you know why? Because you're reading this
book, not checking airship schedules and lightning
rail maps! Why do you torture me so? Are you some-
how immune to my silvery words and golden turns of
phrase? Stop reading! Explore!

I’'ll make a final appeal, then—one that aims at the
chinkinyour armor: your pride. Ifyou're still reading
this, I'm forced to conclude that my words have been
wasted. The very notion of braving the Straits of Shar-
gon probably fills you with dread. I'll bet that merely
seeing an airship overhead makes you queasy. Is that
blade at your side strictly ceremonial? It doesn’t look
like it’s seen much action lately.

Aha! That’s more like it! But hurry—I'm not going
to pen an epic about the second person to visit the
ancient fortress of the giants. Good luck—and don’t
forget to bring rope!

Adventure awaits!

—Thunvarch

STATISTICS BLOCKS
IN THIS BOOK

We want this book to be as useful to DMs as possible,
so we've adopted our new statistics block format for use
here. The new format is divided into four main sec-
tions separated by horizontal lines. Each section serves
aspecific purpose; youwill need to reference different
sections at different times during an encounter.

Identification and Encounter
The top section identifies the creature and gives the
information you need at the start of an encounter.
Name: Thisword or phrase identifies the creature.
Sometimes a number is given with the name to indicate
how many creatures appear in the encounter.
CR: This value is the Challenge Rating of an

individual creature of this kind.

Race, Class, and Level: This information is pro-
vided only for characters with class levels.

Alignment: The one- or two-letter abbreviation
that appears here denotes the creature’s alignment.

Size and Type: The creature’s size category and
its type (and subtype or subtypes, if applicable) are
given here.

Action Points: Thisvalue indicates the creature’s
action points, and is not present for most NPCs and
monsters.

Init: This value is the creature’s modifier on ini-
tiative checks.

Senses: The Senses entry indicates whether the
creature has darkvision, low-light vision, scent, or some
other sensory special quality, along with the creature’s
modifiers on Listen and Spot checks (even if the
creature has no ranks in those skills).

Aura: This indicates special abilities that take
effect any time another creature comes within a cer-
tain distance, such as a devil’s fear aura.

Languages: This entry gives the languages the
creature speaks or understands, as well as any special
abilities relating to communication (such as telepathy
or tongues).

Defensive Information
This section provides the information you need when
characters are attacking the creature.

AQC: This entry gives the creature’s Armor Class
against most regular attacks, followed by its AC
against touch attacks and its AC when flat-footed. If
the creature has feats or other abilities that modify its
Armor Class under specific circumstances (such as
the Mobility feat), they are noted here as well as in the
Feats entry.

hp: This entry consists of the creature’s full
normal hit point total (usually average rolls on each
Hit Die), followed by the creature’s Hit Dice in paren-
theses. If the creature has fast healing, regeneration,
damage reduction (DR), or some other ability that
affects the amount of damage it takes or the rate at
which it regains hit points, that information also
appears here.

Immune: Any immunities the creature has are
indicated here. This includes immunity to specific
types of energy as well as specific immunities (such as
immunity to poison or to sleep effects).

Resist and SR: If the creature has resistance to
certain kinds of attacks, that information is given
here. Altered saving throw bonuses for specific cir-
cumstances appear on thisline. The creature’s spell
resistance, if any, appears after the other resistances
on the same line.

Fort, Ref, Will: This entry gives the creature’s
saving throw modifiers.

Weakness: This entry details any weaknesses or
vulnerabilities the creature has, such as light sensitivity
or vulnerability to a type of energy.



Offensive Information

Refer to this section when it’s the creature’s turn to act
in combat. All a creature’s combat options are detailed
here, even those that are not strictly offensive.

Speed: This entry begins with the creature’s base
land speed in feet and in squares on the battle grid,
followed by speeds for other modes of movement,
if applicable.

Melee/Ranged: Typically, these entries give all
the physical attacks the creature can make when taking
a full attack action. The first attack described is the
creature’s preferred form of attack, usually a melee
attack of some sort but possibly (asin the example below)
aranged attack. If the creature can make only a single
attack (for instance, when it is taking an attack action),
use the first indicated attack bonus. Occasionally, a
creature has separate options indicated for single attacks
and for full attacks. For example, a halfling ranger
with the Manyshot and Rapid Shot feats might have the

following entries:

Ranged +1 longbow +8 (2d6+2/%3) with Manyshot or

Ranged +1I longbow +10/+10/+5 (1d6+1/%3) with Rapid
Shot or

Melee mwk longsword +8/+3 (1d6/19-20)

Each set of attack routines is prefaced by a boldface word
indicating whether the attacks are melee or ranged.
Next comes the weapon used for the attack, the modified
attack bonus, the amount of damage the attack deals,
and information about critical hits. If the weapon has
the “default” critical hit characteristics (threat on a 20
and X2 damage), this portion of the entry is omitted.

Space and Reach: This entry defines how large a
square the creature takes up on the battle grid, as well
as how far a creature’s natural reach extends and any
reach weapons it might use.

Base Atk: The Base Atk entry gives the creature’s
base attack bonus without any modifiers.

Grp: This entry gives the creature’s grapple bonus
(base attack + size modifier + Str bonus).

Atk Options: Special abilities that the creature
can employ to modify its normal attacks appear here.
Such abilities might include feats such as Power Attack
or Combat Expertise, or special abilities such as smite
evil or trip.

Special Actions: This entry gives any special
attacks that the creature can use on its turn in place of
making attacks.

Combat Gear: Possessions that the creature can
choose to employ on its turn as an action appear here.
Such items might include scrolls, potions, wands, staffs,
rods, or wondrous items.

Spells Known or Spells Prepared: This entry
appears for spellcasters. It is listed as “spells known”
for sorcerers and members of other classes who do
not prepare spells, and “spells prepared” for wizards,
clerics and others who do prepare them in advance.

It begins with the creature’s caster level for spells. If
its rolls to overcome spell resistance are based on a
number other than its caster level (because the crea-
ture has the Spell Penetration feat, for example), its
total modifier is given as well. Spells known are listed
from highest level to 0 level, and each includes an
attack bonus and a saving throw DC, if appropriate.
If the character casts some spells at a different caster
level than others, that information is also specified
here.

A cleric’s statistics block also includes the name
of his deity Gf applicable) and the domains to which
he has access. Each domain spell he has prepared is
marked with a superscript D. The granted powers of
his domains might appear as combat options or resis-
tances or not at all, if they only modify information
presented elsewhere.

Power Points/Day and Powers Known: This entry
gives the number of power points per day to which a
psionic character has access, as well as any psionic powers
known. It begins with the creature’s manifester level.
Powers known are listed from highest level to lowest, and
each power includes an attack bonus and a saving throw
DC, if appropriate. If the character uses some powers
at a different caster level than others, that information
is also specified with the affected powers.

Spell-Like Abilities: Any spell-like abilities the
creature possesses appear here. The entry begins with
the creature’s caster level for these abilities. As with
spells, this entry includes attack bonuses and saving
throw DCs where appropriate.

Other Information
Most of the information presented in this section is not
relevant during a combat encounter with the creature.

Abilities: The creature’s ability scores appear here
in the customary order (Str, Dex, Con, Int, Wis, Cha).

SQ: Any special qualities not presented earlier in
the statistics block appear here.

Feats: This entry lists all the feats the creature
possesses, including those that appear elsewhere in
the statistics block.

Skills: This entry shows all the skill modifiers for
skills in which the creature has ranks. Modifiers are also
provided for skills to which racial modifiers, bonuses
from synergy, or other modifiers apply, whether or not
the creature has ranks in those skills.

Possessions: This entry lists the items the crea-
ture is wearing or carrying. The expression “combat
gear” appears first when applicable to remind you of
other possessions referenced above.

Spellbook: This entry gives the spells in the crea-
ture’s spellbook, if it has one. The notation “spells
prepared plus” indicates that the spells the creature has
prepared are part of this list, but are not reiterated here.

The final portion of the statistics block consists
of paragraphs explaining special abilities noted in the

various entries above as necessary.
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aptain’s Log, 15 Therendor,
998 YK: There’s never an

easy day for the captain of a

House Lyrandar airship.

he sky pirates were bad
enough, thinking to take
my vessel. Then the storm

hit, and it took all our skill to
keep Quiet Wind sailing.

ow we're off course and
off schedule, and the
elemental is acting up, but

what does it matter? I love to fly!




CHAPTER ONE

TRAVEL

he first question that needs to be answered

in any expedition is simply, “Why do we

need to go somewhere in the first place?”

After all, travel can be as expensive as it

is dangerous, while sitting in your cot-

tage enjoying a fine roast turkey is much less likely to

be either. On the other hand, an Eberron campaign

does not tell stories of culinary satisfaction—it recounts

exciting adventures with action, suspense, and intrigue.

Unless you have hired the most interesting and infa-

mous chef ever, you're probably going to need to get up

and about before encountering any of these situations.

Any trip will have a specific purpose behind it.

It is all well and good to declare yourself an explorer,

but some reason to explore this area over here, and not

that area over there (at least not until later) is neces-

sary to determine where you go and why. The means

of choosing your destination will also play a large role

in how your trip unfolds. While an endless number of

reasons exist to leave home and explore the world, most

can be put into one of four broad categories: explora-
tion, prospecting, transport, and assault.

EXPLORATION

No one knows what’s out there, so it’s high time someone found out.

Your goal is simply to acquire knowledge, most often in
the form of maps, though any cultural information you
gather about the indigenous inhabitants of your destina-
tion can prove highly valuable as well. Often, such trips
are chartered by parties interested enough in learning
about the region to hand you large sums of gold for the
privilege of getting them there and back alive. The main
advantage of exploration is having no time limit—you
are free to take as long as you wish to map each area. You
also won’t generally need to haul back a massive bounty of
looted goods, which makes the return trip much safer.
The lost continent of Xen'drikis the best choice for
this sort of trip, since it is larger than Khorvaire but has
had only a fraction of its lands mapped in modern times.
Argonnessen and the Demon Wastes are also mostly unex-
plored, but the dangers in those lands often outweigh the
interest scholars have in mapping them. The Wayfinder

Foundation and the Library of Korranberg are most
likely to fund voyages of exploration, though the faculty
at Morgrave University hasbeen attempting to organize

more academic expeditions as well.

PROSPECTING

If there’s something valuable out there, let’s bring back as much of it
as possible.

Whatever the resource you're hunting for, a theoretically
unending supply of it exists somewhere on Eberron.
There’s usually no specific time frame for completing a
prospecting journey, though a general sense ofurgency
might prevail. Whoever islooking to purchase your found
goods would probably prefer that you return sooner than
later, but would also prefer you to return loaded down
rather than empty-handed. Depending on the resource
sought, thiskind of trip might involve an extended stay in
a previously unexplored region once a deposit is discov-
ered. As well, your trip home might be as dangerous as
the original expedition, since pirates often seek to seize
ships returning to civilized lands with valuable cargo.

Xen'drik is a prime choice for prospecting for
Siberys dragonshards, and a journey deep underground
in search of Khyber dragonshards can be as lucrative as
it dangerous. Almost every power group on Eberron
seeks dragonshards for some purpose, so it is generally
easy to find a patron for such a mission (with the Find-
ers Guild of House Tharashk devoted exclusively to this
task). Unfortunately, the high demand for dragonshards
also means a high probability of competing prospec-
tors, some of whom might sabotage your expedition.
Soarwood is another valuable commodity that can
be difficult to find, and the shipyards of Zilargo pay
handsomely for the buoyant wood from which they
fashion airships and elemental galleons.

TRANSPORT
Here’s something that needs to be someplace else; take it there.

Sometimesyou need to travel not to an unknown destina-
tion, but to awell known one through uncertain territory.

JAAVY YL
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Your job is not only to move your cargo but also to protect
it from bandits or any other party interested in intercept-
ing it. The nature of the cargo will determine the danger
level—simple trade goods are unlikely to attract attention
from anything more deadly than a band of thieves, but if
you're escorting avaluable artifact or a crown prince, you
should plan for trouble. Time is almost always a factor in
a transport mission; whatever you carry, chances are it
needs to get to its destination quickly.

House Orien’s Transportation Guild is always
hiring adventurers for transport missions, escorting
caravans to and from almost every settlement on Khor-
vaire. If the “cargo” is a person, then the Defenders
Guild of House Deneith is a more likely employer. All
supplies headed for the city of Stormreach on Xen’drik
also need to be closely guarded, lest pirates or sahuagin
raiders lay claim to them.

ASSAULT

There’s a threat to our way of life over there. Let’s eliminate it.

On this sort of mission, you are expected to locate hostile
forces and deal with them using whatever methods are
appropriate. The incentive here is the end result, with the
journey secondary to the act of subjugating the threat at
hand. Asaresult, speed is often the foremost concern of an
assault expedition (though remaining undetected is often
as crucial). Obviously, such trips are inherently danger-
ous, though they can be impressively lucrative as well.
The governments of Khorvaire are always look-
ing for clandestine agents to carry out secret missions
in enemy territory. While the Last War is technically
over, its many surviving nations still do not trust one
another, and spying is rampant. For more pure-hearted
adventurers, the Church of the Silver Flame actively
organizes expeditions to root out evil creatures and
vanquish them (even those far from Thrane itself).

TRAVEL OR TELEPORT?

At its essence, exploration is travel, and travel is the act
of moving from one point to another and encounter-
ing all the obstacles and opportunities for treasure
along the way. Teleportation, however, can easily make
travel obsolete. Every experienced Dungeon Master
knows that when the player characters get free access to
the teleport spell (or can somehow afford to hire it, most
commonly from a representative of House Orien with
the Greater Mark of Passage), carefully planned sets
of encounters can be completely bypassed. With much
of Eberron’s unique flavor arising from its elemental-
powered vehicles and the multicontinental nature of
adventures, special care should be taken to consider the
impact of teleport and related spells in the campaign.
Here are ten ways for the DM to ensure that the
teleport spell does not allow player characters to bypass

an adventure.

Mysterious Destinations: If the player characters
don’t know exactly where they are going, teleport is of
little use to them. Plan the adventure as a journey to
a broad region, after which the characters will need
to search the area for their exact destination, possibly
seeking local clues to uncover their final goal.

Even if the player characters know exactly where
they want to go, it is virtually impossible to successfully
use teleport if no one has ever been there before. Com-
bining teleport with scrying will not help so long as there
are no creatures at the destination that are known by
(or have a connection to) the party.

Distance: Teleport has a range of 100 miles per
caster level, and the continent of Khorvaire alone is
some 5,000 miles across. Until the PCs get access to
greater teleport, the vast distances involved may thwart
their efforts to travel instantaneously.

Baggage Limits: Until 13th level, when a wizard is
first able to cast teleport object, teleportation is singularly
unsuited to moving heavy cargo. Since all objects must
be carried by one of the target creatures, the amount of
goods that can be moved by teleport is limited to what can
be lifted. If the adventure requires the retrieval of an
object too heavy or bulky for any creature to carry, tele-
port is no longer viable. Likewise, if more creatures and
their baggage need to reach the destination than a single
teleport can move, players run the risk that a mishap
on one casting might split the party up by miles.

Journey as Adventure: If the purpose of an
adventure is to guard something as it travels, then tele-
portation becomes moot. The player characters must
stay with the object or person, whatever its route and
preferred mode of transport. Players who ask why their
charge is not simply using teleport can be reminded
that individual creatures might fear the teleportation
process, might have too much baggage or too large an
entourage for such spells to work, might not trust the
Couriers Guild for some reason, and so forth.

The Time Factor: Every 5th-level spell slot
devoted to teleport is one less hold monster or wall force pre-
pared for battle, and even a high-level conjurer is lucky
to be able to prepare more than a half-dozen teleport
spells per day. By relying on teleportation exclusively,
the PCs will quickly lose the ability to make many
shorter trips in the same day unless they are willing to
sacrifice their arcane spellcaster’s combat potential.
An adventure that calls for visiting several nearby
islands in succession, for example, would quickly
deplete the party’s supply of spells.

Delayed Arrival: It is entirely possible that
someone involved in the initiation of the mission
deliberately wants to delay its completion, and there-
fore insists that the player characters choose a more
conventional means of travel. They might have sinister
motives (such as attempting to sabotage the expedi-
tion), or might simply fear that someone else in the
party is working against them, playing for time to

deduce who it might be.



The Thrill of the Chase: An adventure might
involve chasing a foe to an unknown goal. Without
knowledge of that foe’s destination, player char-
acters cannot bypass the process of tracking him.
While a known enemy can theoretically be scried
upon and intercepted with teleport, many high-level
foes will take steps to prevent such divination.
Alternatively, it might be that the whole point of
tracking the foe is to allow the PCs to determine

the exact route to a secret base of operations.

Maintaining Appearances: The PCs need to pose
as something they are not—wealthy merchants being
whisked around by airship, poor farmers scraping
together enough copper to ride steerage on the lightning
rail, or what have you. Either way, they must attempt to
deceive someone they think is watching into believing
that they have reasons to travel as they do—reasons that
are more important than speed or efficiency.

ENVIRONMENTAL ENCOUNTERS

Part of the excitement of traveling to exotic locations
is the thrill of characters overcoming the natural
obstacles in their path. An environmental encoun-
ter pits the PCs against the forces of nature rather
than hostile creatures, and can really liven up the
travel experience.

Physical Access: The PCs’ destination is
blocked by a mountain, a ravine, alandslide, quick-
sand, or what have you. The goal is to get across
safely. Encounters such as this often promote good
problem-solving skills, because they can’t simply
be hacked through with a greatsword. While these

encounters can be used frequently at low levels, at a

certain point they become obsolete as PCs gain the
ability to teleport or fly.

Weather: Inclement weather springs up, trapping
the PCsin an inhospitable storm zone. Such encounters
might be potentially deadly (a tornado or hurricane,
for instance) or merely inconvenient. Don’t forget
that in places such as the Mournland, the opportunity
exists for new magical weather effects that are utterly
unpredictable—and extraordinarily deadly.

Unstable Ground: The path that the PCs are
taking is not entirely stable, and gives out on them at
a crucial point. This could create a ravine encounter
where there wasn’t one before.
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No-Teleport Zones: There are areas of Eberron
that might be legitimately sealed by their inhabitants
against unwanted teleportation. While covering every
dungeon or town with a permanent dimensional lock is
fairly heavy-handed, any group with both a reason to
fear teleportation’s use against them and the means to
block it would inevitably do so. The Shroud generated
by the monasteries of Adar is a perfect example (see
page 139); the Inspired would almost certainly use
psionic teleport to send massed armies of Riedran soldiers
to the monasteries’ doorstep if the Shroud ever fell.

No Return Trip: Chances are that only one
member of an adventuring party can cast teleport. If that
member is killed, it can be a long walk home.

How 1O TRAVEL

Eberron has many different methods to get between
the proverbial points A and B. Airships, sea vessels
(elemental or otherwise), teleport spells, the lightning
rail, and even the humble riding horse are all available
to serve a character’s travel needs. The trick, then, isto
choose the mode of travel that is best for those needs,
enabling PCs to get to their destinations as quickly as
required and at a price they can afford.

Speed Is of the Essence: House Orien’s Transpor-
tation Guild can teleport you to your destination for a
steep price if a swift arrival is the top priority. One must
first seek out a guildhouse, which might be difficult if
your current location is not a major city. Purchasing
teleportation through the Mark of Passage also usu-
ally does not allow for the return trip, meaning you
might be left to your own devices after your business
is complete. Still, if you are willing to deal with these
inconveniences, there is no faster method of travel.

If teleportation is not an option, any vehicle that

binds an elemental is capable of traveling at very fast
speeds. While the lightning rail is often the most
accessible, it travels only to predetermined destina-
tions and keeps a tight schedule. Even if you can reach
your destination by rail, you might waste time stopping
at each station along the way. Elemental galleons can
travel quickly over water, but if your final goal is not on
the coast, you might be required to finish the journey
on foot. A chartered airship can travel directly to both
coastal and inland destinations and can keep virtually
any schedule you desire, so long as you can find one
and meet the pilot’s price.

An Unknown Destination: Frequently, you will
find yourself with a clear objective but an uncertain
destination. You might know that your goal is “some-
where along the northeast shore of Xen'drik,” or “in
the mountains, within a week’s travel of Baran’s Keep,”
but with only vague information, a teleport spell is likely
wasted. An airship can be used to scout an area easily
from the sky, allowing you to search in relative comfort
and out of easy reach of most foes. Unfortunately, if the
place you are looking for is well hidden (as many lairs
and strongholds tend to be), you might never find it
by searching from so far away. In such cases, mounted
travel allows you to cover an area fairly quickly while still
being able to discern hidden details in the landscape.

Moving Cargo: Needing to bring along a large
amount of cargo definitely changes the possibilities for
travel. The lightning rail is a superior choice as long as
your destination is anywhere near one of its stations.
Whether you are paying standard cargo rates or charter-
ing a private cart so you can keep a personal eye on your
goods, the rail offers a variety of options for moving
heavy or unwieldy objects quickly. If your cargo is bound
for overseas, the speed and capacity of an elemental gal-
leon is difficult to beat (or, if price isa concern, consider

WAYEINDER FOUNDATION TRAVEL Tip
How 10 NoT BE REMEMBERED BY OTHER PASSENGERS

We have all had those moments when it was most appro-
priate to depart a region without further notice by the
locals, whether from financial agreements gone awry
or an inappropriate evening spent with a farmer’s son
or daughter. If you find yourself in such a position,
your best course of action is to leave with all haste and
a minimum of remembrances, keeping the following
points in mind.

Don’t panic. People tend to remember strong
emotions; if anyone witnesses you distraught or wor-
ried, they are far more likely to recall you later. If you
can, appear bored or mildly impatient to better blend
in with other passengers.

Avoid bright colors. Wearing gray, brown, tan,
and other neutral tones lessens the impression you

make in your fellow travelers’ minds. Keep any weap-
ons or armor in your pack, rather than displaying
them openly.

Do not be a warforged, goblinoid, or shifter. We
hate to be so dreadfully blunt, but these races still inspire
discomfort (if not outright fear) in many commoners,
and such feelings are always remembered. If possible,
members of these races should disguise themselves as
another race before boarding public transportation.

Hide in plain sight. Don’t skulk off to an isolated
corner. Sit with your fellow passengers, taking notice
of them and smiling at what they say. You would be
surprised how quickly normal interaction, however
pleasant, is forgotten, while abnormal behavior is
remembered far longer.



an ordinary sailing ship enhanced by a House Lyrandar
pilot). Airships are generally too pricey, and often aren’t
suited to carrying particularly heavy or bulky commodi-
ties owing to the limited space of their cargo holds. Of
course, never overlook the value of traveling with the
simple Orien caravan. While not particularly speedy,
caravans are cheap and can reach any destination in
Khorvaire—even the smallest hamlet.

RemainingAnonymous: On awhole, flying into
a remote village in an elemental-powered airship is
a bad way to keep your arrival a secret. In fact, any
elemental vessel is likely to cause a stir in most areas of
Eberron, except perhaps Sharn. Far better to slip into
town unnoticed with the masses that ride the lightning
rail each day. Riding in on your trusty mount will also
elicit few comments (as long as your mount is not a
fastieth or a Valenar riding horse, both of which will
usually cause heads to turn).

Often the best way to sneak into a town is in the
company of an Orien caravan. You can get to small
centers the lightning rail doesn’t service, and even the
most paranoid villagers will accept your presence if
they take you for just another humble merchant bound
for market with his wares.

Style Matters: On the other hand, there might
be times when you want all eyes on you, and slogging
along muddy roads with a bunch of rice merchants just
doesn’t have the same panache as flying. If comfort
and prestige are important to you (or to your current
mission), then nothing can match a finely appointed
airship. While you can always charter an airship that
has been stripped down for speed or utility, the most
extravagant vessels available in Khorvaire are those
fitted to serve only a handful of passengers. With
stately bedrooms and elegant dining service, a luxury
airship is the finest means of travel available.

If you must travel along the ground, you can always
purchase a private lightning rail cart. Decorated to your
personal tastes and outfitted as required, the cart can
be linked up to the next outgoing coach on relatively
short notice. When you arrive at your final destina-
tion, simply request that the cart be unlinked. Yes,
this personal treatment is expensive and sometimes
delays travel for other passengers, but these concerns
are trivial compared to your comfort.

Maximum Flexibility: The life of an adventurer
is rarely predictable. Often, you need a single mode of
transportation that can be made to serve many differ-
ent roles over an extended period of time, especially
if such transportation requires a major investment.
If you can afford one, it is hard to argue with owning
your own airship. Capable of reaching destinations
over land or sea, an airship can avoid earthbound
hostilities while traveling in speed and comfort. The
only dilemma is how to routinely dock and get on or
off such a wondrous craft.

For the more budget-minded, mounted travel is
far more flexible than almost any more advanced mode.

While a stormship (see page 38), elemental galleon, or
private lightning rail cart might seem appealing, each
is limited in where it can go. Horses (or more exotic
mounts) move swiftly and can traverse most terrain.
They can be replaced easily should trouble strike.

Hostile Territory: Getting past secure borders or
sharp-eyed lookouts with a heavily armed adventuring
party can be a trying task. While an airship can fly you
over most garrisons, the elemental ring of the airship
is hard for most sentries or snipers to miss, especially
at night. If the enemy is prepared, they may have
used permanent abjurations to seal off sensitive
areas from teleportation. At the very least, they will
have blocked scrying to deny your teleport attempts the
accuracy they need.

In most cases, movement on foot is still the most
time-tested and successful method of infiltration and
deployment behind enemy lines. With luck and stealth
(including greater invisibility and silence spells whenever
possible), a party on foot often has the best chance to
slip deep within a foe’s territory, complete an objec-
tive, and get back to friendly lands unobserved.

Engage in Battle: More than just a means of
transport, some vehicles are designed to function as
weapons as well. Airships can provide a mobile plat-
form for archers and offensive spellcasters, all the
while staying out of range of enemy infantry. They can
also be the only means of engaging enemy flyers should
any attack. Most airships, however, were not designed
for combat, with the gnomes of Zilargo assuming that
vehicles as costly as they were fragile would never be
risked on the front lines. (They were mostly correct;
very few airships saw combat firsthand during the clos-
ing days of the Last War.)

For naval battles, a stormship is a force to be reck-
oned with. Because a stormship’s hull is little different
from that of an ordinary sailing ship, it can be outfit-
ted for combat much more easily than an airship can.
Further, the ability of the pilot to use a stormship’s
bound air elemental to call lightning provides potent
offensive capabilities against air and sea targets. (See
page 38 for more information on the stormship.)

If a stormship is not an option, the Lhazaar sea
galleon is generally acknowledged as the sturdiest
sailing ship for naval combat.

Price Matters: If you are saving up for that next
precious magic item, splurging on an airship might
not be an option. Riding the lightning rail in steer-
age class is just about the cheapest method of travel
ifyou only need to get somewhere once. Of course, if
you start riding it every day (or upgrade to standard
fares), you'll find yourself burning through a fair bit
of gold in a hurry. By sea, travel on ordinary wind-
powered vessels is more common and less expensive
than passage on an elemental-powered wind galleon
or the like.

For cheap, everyday travel, a horse is still the best
investment. Horses carry a moderately high initial

JHAVAL

15



TRAVEL

16

expnse, but they can be used for years and can take you
almost anywhere on Khorvaire. Plus, horses breed and
reproduce—a feat no lightning rail or airship has been
able to match.

Dead Broke: As your luck changes, you might
find yourself without even a pair of copper pieces to
rub together. No chartered ships for you, since you
likely can’t afford even the lightning rail without some
trickery. If you absolutely need to get somewhere (pre—
sumably to find work), significantly fewer options are
available to you.

If, for sake of argument, you are not willing to ille-
gally “liberate” a mount from its current owner, you can
always try being a stowaway on a ship (elemental—powered
or otherwise). This is not actually legal either, but if the
shipisona sufﬁciently long journey, you might manage
to stay hidden long enough to make it impractical
for the crew to throw you off. Just try to pick a ship
whose captain has a trace of compassion, lest he or she
toss you overboard the moment you are discovered
(regardless of your chances of survival).

You might also work your way toward your goal if
you are so inclined. Some ships might grant passage to
those willing to swab decks or perform other menial
tasks. House Orien caravans often look to hire merce-
nary guards, particularly when transporting valuables.
Simply find a caravan headed to the town nearest your
destination, and you can enjoy free wagon travel—as
long as you don’t mind being expected to fend off
bandits and monsters in exchange for the ride.

TRAVEL AND THE
DRAGONMARKED HOUSES

The business of travel is a lucrative endeavor. People
and objects need to be moved from place to place
quickly, and several organizations compete for a piece
of an adventurer’s travel budget. The most prominent
of these are the dragonmarked houses, which have
access to special forms of magical transportation.

House Lyrandar
If it moves by wind or water, House Lyrandar is likely
be invested in it on some level. The Windwrights Guild
of the house is the largest sea-and-air shipping business
on Eberron. The Mark of Storm that house heirs bear
allows them to control elemental vessels such as airships
and wind galleons, giving them an enormous advantage
in speed and efficiency. Their multinational status fur-
ther aids them, allowing them to use house personnel
to service their ships or load cargo at most port cities.
Their prices tend to be steep, but merchants are happy
to pay for House Lyrandar’s unparalleled reliability.
The Windwrights Guild maintains docks and
other facilities in most settlements along the coast of
Khorvaire, aswell as in Stormreach on Xen’drik. Only
the Lhazaar Principalities lack a significant Lyrandar
presence, owing to their strong reliance onlocal fleets
for shipping. In some smaller ports, Lyrandar controls

all the piers available, so that even unaffiliated vessels
must pay the house a hefty fee to dock.

House Lyrandar also operates airship towers in a
fewlarge towns and cities. These serve as both docking
facilities and guildhouses, with many house members
living directly in their compounds.

While passenger fares are sold on most Lyrandar
ships, the financial base of the house is built entirely on
freight shipping. The best way to move large amounts
of cargo from city to city is still by ship, after all, and
Lyrandar provides the fastest ships in all Eberron.

Only the relatively new airship fleet focuses on
passenger travel (owing to the low cargo capacity of
most airships). Now that the Last War is over, house
elders are also exploring a new revenue stream with
these ships—luxury travel. Most of the current gen-
eration of nobility and royalty have spent their entire
lives confined to their homelands because of war, and
it is only recently that the wealthy and privileged have
been able to travel abroad again. Many of the younger
nobles are happy to pay Lyrandar’s almost ludicrous
airship fees for the chance to visit lands about which
they have only read. Airship fares might still comprise
only a small portion of Lyrandar’s total income, but
the house is optimistic that airship travel will soon
become the standard for luxury transportation.

Adventurers are most likely to first come into
contact with those House Lyrandar officials who deal
with the chartering of vessels. These bureaucrats are
held to the standards and prices established by their
superiors, which can make dealing with them some-
what frustrating for anyone looking to haggle.

Lyrandar officials always require identification
papers from potential passengers. They prefer not to
carry illegal goods or wanted fugitives on house ships,
and identities are always confirmed if there is enough
time. They are specially trained to uncover forged
papers, much to the dismay of those who would prefer
to travel incognito. Rarely, a travel official will become
corrupt, accepting bribes to allow undesirables aboard
Lyrandar ships, but house elders deal harshly with
such cases when they are discovered.

Once a traveler’s identification papers are deter-
mined to be in order and the guild’s fee paid, the
official issues traveling papers Gf they are required)

for a 2 sp fee.

TypicAL LYRANDAR TRAVEL OFFICIAL CR1
Half-elf expert 1/magewright 1

LN Medium humanoid (elf)

Init +0; Senses low-light vision, Listen +6, Spot +6
Languages Common, Dwarven, Elven, Gnome

AC 10, touch 10, flat-footed 10
hp 8 (2HD)
Immune sleep

Fort +0, Ref +0, Will +5 (+7 against enchantments)

Speed 30 ft. (6 squares)
Melee mwk dagger +0 (1d4-1/19-20)




Base Atk +0; Grp —1

Magewright Spells Known (CL 1st):
1st (l/day)—comprehend languages
0 (3/day)—detect magic

Abilities Str 8, Dex 11, Con 10, Int 14, Wis 13, Cha 11

SQ spell mastery

Feats Negotiator

Skills Bluff +4, Concentration +2, Diplomacy +6,
Forgery +6, Listen +6, Knowledge (geography)
+6, Profession (bookkeeper) +5, Sense Motive +7,
Spellcraft +4, Spot +6

Possessions masterwork dagger, wand of arcane mark,
House Lyrandar signet brooch, courtier’s outfit,

50 gp, identification papers

House Orien

House Orien is the best bet when characters or their
goods need to travel across land. The overland mail
routes and caravans of the Couriers Guild connect
most of Khorvaire, and the lightning rail (operating
under the jurisdiction of the Transportation Guild) is
the fastest land-based transport available. In absolute
emergencies, you can even purchase the service of the
Greater Mark of Passage, which allows its bearer to
teleport you and your companions to virtually any-
where on Eberron.

House Orien is often better known for its speed
than its reliability, with teleports sometimes going off
target and the lightning rail breaking down from time
to time. Still, when working properly, both services
move faster than the swiftest airship, giving House
Orien a reputation for making deliveries under seem-
ingly impossible deadlines.

While House Orien maintains two separate guilds
(as do many of the dragonmarked houses) the Trans-
portation and Couriers Guilds cooperate to such a great
degree that it is often difficult to tell where one ends and
the other begins. The Couriers Guild primarily deals
with cargo—letters, packages, crates, and so on—while
the Transportation Guild deals primarily with passen-
gers. However, the Transportation Guild also carries
cargo on its lightning rail, while the Couriers Guild
often sells passenger fares on its mail coaches. In the
end, the leadership of each guild feels that it is impor-
tant to retain a degree of flexibility in their operations,
ensuring that each client (whether passenger, sender,
or recipient) comes away satisfied.

The Couriers Guild has an office in almost every
village in the Five Kingdoms, though many are only
open on certain days of the month. Goods can be
shipped from these offices to almost anywhere Orien
services (and, for an extra fee, some places it doesn’t).
Depending on the coach schedules (posted behind
each counter), it might be several days before a package
is collected, but once it is received the Couriers Guild
works hard to bring the mail to its destination quickly.
Cities such as Sharn and Passage have mail collections
twice a day from multiple offices, so farmers from

outlying villages sometimes find it faster to bring
their goods to the major centers themselves—even if
that means traveling in the opposite direction from a
package’s final destination.

The Couriers Guild also maintains far less public
operations for the wealthy and powerful. Secret cou-
riers, tasked with delivering only a single package,
can be hired to deliver confidential communiques,
even across hostile territory. Such couriers are highly
trained in infiltration, and often served as spies or
saboteurs during the Last War before seeking civilian
employment. Many of the heirs of the Lesser Mark
of Passage use their dimension door ability to excel at
this sort of work, safely bypassing sentries on the way
to delivering the missives under their care. Orien’s
elders are very selective to whom these services are
offered; one can’t simply show up at a Couriers Guild
office and request a secret courier. Typically, house
agents contact individuals they think might be inter-
ested (and able to pay), letting them know that such
services are available should they be needed.

TypicAL ORIEN SECRET COURIER CR 4
Human ranger 3/rogue 1

N Medium humanoid

Init +2; Senses Listen +10, Spot +10

Languages Common

AC 14, touch 12, flat-footed 12
hp 24 (4 HD)
Fort +4, Ref +7, Will +2

Speed 30 ft. (6 squares)

Melee mwk short sword +5 (1d6/19—20) or

Melee mwk short sword +3/+3 (1d6/19—20)

Base Atk +3; Grp +3

Atk Options favored enemy humans +2, sneak attack
+1d6

Combat Gear potion of cure moderate wounds, potion of
invisibility

Abilities Str 11, Dex 14, Con 12, Int 10, Wis 12,
Cha 10

SQ trapfinding, wild empathy +3 (-1 magical beasts)

Feats Alertness, Endurance®, Stealthy, Track®, Two-
Weapon FightingB, Weapon Focus (short sword)

Skills Bluff +3, Forgery +4, Hide +16, Knowledge
(geography) +6, Listen +10, Move Silently +11, Ride
+5, Spot +10, Survival +8 (+10 for getting lost or

avoiding hazards)

Possessions combat gear plus masterwork leather
armor, 2 masterwork short swords, cloak of elvenkind,
House Orien signet brooch, explorer’s outfit, 200
gp, identification papers, traveling papers

House Orien’s Transportation Guild is best known for
its oversight of the lightning rail, which connects many
of the cities of Khorvaire. Orien’s normal caravan
routes and the trade roads that support them actually
have more impact on the lives of the common citizen,

bringing goods in and out of small villages throughout
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the land. The Orien caravans are, in many ways, the
lifeblood of the Five Kingdoms, allowing virtually
every inhabitant of Khorvaire access to the same goods,
services, and foodstuffs no matter where they reside.

The Transportation Guild also sells teleportation
services through the Greater Mark of Passage. How-
ever, locating and securing a deal with a dragonmark
heir can be difficult on short notice. A sharply limited
number of heirs have manifested the greater mark,
and many of them have exclusive contracts with other
powerful organizations. Those who are not under
contract tend to congregate in the largest cities, since
hardly anyone living in the outlying territories can
afford their exorbitant fees.

Ifyou do track down such an heir and negotiate
a deal, it is important to remember that the teleport
ability of the dragonmark can only be used once per
day, so don’t count on necessarily being able to leave
in a hurry. With a few days’ notice, however, House
Orien can all but guarantee an heir’s services to a
paying customer.

TRANSPORT PRICES

Once you have chosen the method of travel best for your
needs, you'll need to figure out how to pay for it. While
independent captains might have a variety of means of
determining fair prices, one of the strengths of the
dragonmarked houses is their standardized pricing,
regardless of who you are and when you book passage.
Table 1-1: Transport Prices summarizes the
standard fares, chartered rates, purchase prices, and
speeds for various form of travel across Eberron.
Fare: Fare travel is generally the least expensive
means of getting where you are going, but only if it

TABLE 1-1: TRANSPORT PRICES

is available. With this option, you book a seat on a
vehicle already headed to your destination, rather
than contract a service to bring you where you want to
go. You can only choose from a list of predetermined
destinations, but because those destinations are typi-
cally among Khorvaire’s most popular, the owners of
these services are able to keep prices low.

Cargo Rate: This rate indicates the cost to ship
goods over preexisting routes. If you need to ship to
a location not normally serviced by a particular mode
of transport, you will likely need to charter the entire
vessel instead. Cargo rates do not include any handling
of the cargo beyond loading and unloading it; if you are
not traveling with your goods, you will need to arrange
for someone to meet the shipment at the other end.

Chartered: By chartering a transport, you pay for
its entire operation for one or more days, including
the crew and pilot’s time. Chartering allows travelers
to reach destinations not normally serviced by trade
routes, and can even be cheaper if you need to move
enough people and goods to offset the cost. Once
the charter fee is paid, you are free to bring as many
passengers or as much cargo as the vessel can carry.
Chartered travel is measured by the day, rather than the
mile, because prices include any downtime required
while the vessel waits for clients to accomplish specific
objectives en route.

Destinations that require a difficult journey
through particularly dangerous territory might double
or triple the listed prices, depending on the captain’s
tolerance for risk.

Own: This is the price to own the given mode
of transport. It does not include the cost of any crew
needed to operate it.

Mount/Vehicle Fare Cargo Rate Chartered Own Speed'’ Per Day'
Airship 1 gp/mi. 1 sp/mi./100 lb. 1,000 gp/day 92,000 gp 20 mph 480 mi.
Caravan, Orien 1 sp/mi. 1 cp/mi./200 Ib. n/a n/a 2 mph 16 mi.
Coach, Orien 1 sp/mi. 1 cp/mi./100 lb. 20 gp/day 200 gp 5 mph 40 mi.
Horse, magebred
Heavy n/a n/a n/a 400 gp 5 mph (6 mph) 40 mi. (48 mi.)
Light n/a n/a n/a 150 gp 6 mph (7 mph) 48 mi. (56 mi.)
Warhorse, heavy n/a n/a n/a 800 gp 5 mph (6 mph) 40 mi. (48 mi.)
Warhorse, light n/a n/a n/a 300 gp 6 mph (7 mph) 48 mi. (56 mi.)
Horse, Valenar riding n/a n/a n/a 500 gp 8 mph 64 mi.
Lightning rail passenger cart
Standard 2 sp/mi. 5 cp/mi./100 1b. 1,000 gp/day 12,000+ gp 30 mph 720 mi.
First class 5 sp/mi.
Steerage 3 cp/mi.
Lightning rail crew cart n/a n/a 750 gp/day 58,000 gp 30 mph 720 mi.
Sailing ship 3 cp/mi. 1 cp/mi./100 lb. 100 gp/day 10,000 gp 2 mph 48 mi.
Sailing ship, Lyrandar 5 sp/mi. 3 sp/mi./100 1b. 300 gp/day 18,000 gp 6 mph 144 mi.
Sailing ship, soarwood 5 cp/mi. 2 cp/mi./100 1b. 200 gp/day 40,000 gp 4 mph 96 mi.
Stormship n/a n/a n/a 76,000 gp 8 mph 192 mi.
Wind galleon 3 sp/mi. 1 sp/mi./100 Ib. 750 gp/day 64,000 gp 20 mph 480 mi.

1 Numbers in parentheses are for magebred horses with the swift breed special quality.



Speed: The rate of travel of the vessel or mount,
in miles per hour.

Per Day: The overland movement rate when traveling
by this means. Mounts and conveyances pulled by crea-
tures are assumed to travel only 8 hours per day. A forced
march might allow for additional hours of travel, but fare
passengers on Orien coaches and caravans will generally
not have the right to request a forced march of mounts
or crew. For ships and elemental-powered vessels, the
value given is the distance covered in 24 hours.

Modes of Transport

Each of the many modes of transport available on Eber-
ron has specific advantages and drawbacks depending
on your needs, and most have a number of service
options to choose from.

Airship: Fare travel is available from House Lyran-
dar only to certain locations bearing docking towers.
Getting anywhere else by airship requires chartering
the entire ship and its crew. For an additional fee of
200 gp per day, clients chartering directly from House
Lyrandar can request an expert pilot to fly the ship Gf
one is available). Some airships are in private hands,
but privateer pilots and crews are harder to come by and
might not be as reliable or trustworthy as those of House
Lyrandar.

Purchasing your own airship means dealing directly
with the gnomes of Zilargo, since House Lyrandar never
sells any of the ships of its fleet. Since airships are a
relatively new development on Eberron, it is almost
impossible to find one available for private resale, and
orders for new airships typically take more than three
months to fill. The given price does not include a wheel of
wind and water, but those are rarely needed on independent
ships since they only aid a dragonmark heir.

Caravan, Orien: A slow-moving train of more
than a dozen coaches, wagons, and beasts of burden,
a House Orien caravan provides security rather than
speed. Moving cargo in large shipments lowers the cost
of protecting that cargo. Passengers are only allowed
to buy fares if no more cargo is left to be loaded, but
the rate is cheap.

Coach, Orien: While most Orien coaches are
chartered for their destination, the coaches that regu-
larly carry the mail have a predetermined route. You
can purchase a fare along one of these routes at the
given price.

The price for purchasing a coach does not include
the cost of the four horses that pull it.

Horse, Magebred: Horses and other standard
mounts are readily available across Eberron (see
Mounts and Related Gear, page 131 of the Player’s Hand-
book), but horses are also available as magebred animals
(see page 295 of the EBERRON Campaign Setting).

Horse, Valenar Riding: The fastest horses in
Khorvaire, Valenar riding horses are bred by the elves
of Valenar. See page 289 of the EBERRON Campaign Setting
for details.

Lightning Rail Passenger Cart: The lightning
rail runs along lines of conductor stones built between
certain set destinations. The rail cannot go anywhere
else; a cart taken off the line simply falls to the ground,
inert. House Orien runs a regular schedule, depart-
ing from most stations once per day and from major
stations more frequently. Almost all passengers on the
lightning rail are fare passengers, paying a set amount
for their trip. Three classes of travel are available,
depending on your budget.

By booking standard passage on the lightning rail,
you are entitled to aseat in any standard passenger cart.
Seating is not assigned, and can be switched en route
should the spirit move you. Modest meals are provided
in the galley cart and fancier fare is available for addi-
tional cost. At night, you are assigned a bunk in one
of the sleeper carts. While not terribly comfortable,
traveling standard class is generally a good way to relax
while getting to your destination. Each day of standard
fare travel counts as one day of full bed rest for the pur-
pose of natural healing (assuming no stressful activity
takes place to interrupt your relaxation).

First-class lightning rail passengers enjoy the most
luxurious ground travel available, and are treated
to plush couches in their passenger carts and feather
beds in their sleeper carts. The most exquisite foods
and wines are available upon request, as are a selection
of books to read and a healer from House Jorasco to
provide long-term care. Security in first-class carts is
tight, and unticketed passengers are simply not permit-
ted to ruin the atmosphere of luxury with their pres-
ence. Each day of first-class fare travel counts as one
day of full bed rest for the purpose of natural healing
(assuming no stressful activity takes place to interrupt
your relaxation). With the aid of the resident healer, you
can regain 4 hp per character level per day riding the
lightning rail first-class.

The less fortunate (or those simply looking to save
a few coins) can travel steerage class. A steerage cart has
bench seating for as many passengers as can cram into
it—up to two hundred per cart. They do not have access
to either sleeper bunks or meal service; passengers are
expected to sleep in their seats and bring their own
rations. Still, the price is difficult to beat.

House Orien also maintains a number of light-
ning rail carts available to be chartered. These unused
carts are stored at major stations across the Five
Nations, and can be linked up to the next lightning
rail coach on only a few hours’ notice. The carts are
fairly configurable and can carry passengers, cargo,
or a mix of both. Meal service is not provided to
chartered carts as part of the charter fee, but can be
purchased separately.

While standard carts are designed to carry either
passengers or cargo (but not both), a privately owned
cart can be configured however the owner wishes. Most
are built so that one-third of the cart carries cargo,
while the rest of the cart is maintained with passen-
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TABLE 1-2: POINT-TO-POINT LIGHTNING RAIL DISTANCES

Western Line Distance from Time from

Sharn Sharn
Breland Stations
Sharn — —
Wroat 212 miles 7 hr.
Hatheril 947 miles 1 day 7.5 hr.
Sword Keep 1,131 miles 1 day 13.75 hr.
Starilaskur 1,219 miles 1 day 16.5 hr.
Sterngate 1,615 miles 2 days 6 hr.
Vathirond 1,534 miles 2 days 3 hr.
Thrane Stations
Aruldusk 1,876 miles 2 days 14.5 hr.
Sigilstar 2,040 miles 2 days 20 hr.
Flamekeep 2,510 miles 3 days 11.75 hr.
Thaliost 2,874 miles 3 days 23.75 hr.
Aundair Stations
Marketplace 1,462 miles 2 days 0.75 hr.
Passage 1,793 miles 2 days 11.75 hr.
Fairhaven 2,254 miles 3 days 3.25 hr.
Zilargo Stations
Zolanberg 1,875 miles 2 days 14.5 hr.
Korranberg 2,146 miles 2 days 23.5 hr.

Mournland Stations
Eston* 2,164 miles
Metrol* 2,244 miles

3 days 0.25 hr.
3 days 2.75 hr.

gers in mind. The given price for owning a lightning
rail cart is for a standard cart (see page 18). Different
layouts are possible, but might increase the price.

Lightning Rail Crew Cart: A lightning rail crew
cart houses the coach’s crew and the primary elemental
chamber that powers the coach. Crew carts are usu-
ally only chartered when a destination is not one often
serviced by House Orien. Customers chartering a crew
cart also get one additional cart (passenger, cargo, or
custom) for the given fee; chartering additional carts
costs extra.

Purchasing your own lightning rail crew cart is
very expensive, but it can be done. The lines of conduc-
tor stones needed to run the crew cart are maintained by
House Orien and you must obtain their permission
before your cart can make use of them. Keeping your
cart stored at an Orien facility also requires a rental fee.
The crew cart does not include a set of lightning reins, which
must be purchased separately if needed. Most people
find it far more convenient (and less expensive) to leave
the crew carts to House Orien and simply purchase a
private cart (see above). However, for certain lightning
rail destinations—including the Mournland—owning
your own crew cart is the only option.

Sailing Ship: This is the standard traditional

sailing ship, run without benefit of elementals or

Distance from Time from

Previous Stop Previous Stop

212 miles (Sharn) 7 hr.

735 miles (Wroat) 1 day 0.5 hr.
184 miles (Hatheril) 6.25 hr.
1,007 miles (Wroat) 1 day 9.5 hr.
396 miles (Starilaskur) 13.25 hr.
315 miles (Starilaskur) 10.5 hr.

342 miles (Vathirond) 11.5 hr.

164 miles (Aruldusk) 5.5 hr.

470 miles (Sigilstar) 15.75 hr.
620 miles (Fairhaven) 20.75 hr.
331 miles (Sword Keep) 11 hr.

322 miles (Marketplace) 10.75 hr.
461 miles (Passage) 15.5 hr.

260 miles (Sterngate) 8.75 hr.

271 miles (Zolanberg) 9 hr.

630 miles (Vathirond) 21 hr.

710 miles (Vathirond) 23.75 hr.

dragonmark heirs. While House Lyrandar domi-
nates the shipping of valuable commodities, enough
independent ships still sail to suit those looking for a
discount—or to transport something too dangerous or
illegal for Lyrandar to touch. In order to remain com-
petitive with House Lyrandar, standard sailing ships
are forced to charge half what they might otherwise
charge for fare passengers.

Sailing Ship, Lyrandar: The rates given are for
traveling on a standard sailing vessel outfitted with a
wheel of wind and water and piloted by a House Lyrandar
dragonmark heir. House Lyrandar never sells Lyrandar
sailing ships as such. The price on Table 1-1 is the cost
of a normal sailing ship plus the cost of a wheel of wind and
water, but it is up to the hopeful buyer to obtain a wheel
(and find a dragonmark heir who can properly use it).

Sailing Ship, Searwood: A soarwood sailing ship
is of normal design but incorporates soarwood into its
overall construction. Though still not in the same class
as a Lyrandar-helmed vessel, it is lighter and faster
than a normal ship of its type.

Stormship: Almost all stormships are owned by
the national navies and are rarely available for private
use. Since the only reason to specifically require a
stormship would be the expectation of battle, should
a private owner decide to accept charters, the price



Karrnath Line Distance from Time from

Korth Korth
Karrnath Stations
Korth — —
Rekkenmark 128 miles 4.25 hr.
Atur 274 miles 9.25 hr.
Vedykar 522 miles 17.5 hr.
Fort Zombie 778 miles 1 day 2 hr.

Mournland Stations
Metrol* 1,196 miles
Eston* 1,976 miles

1 day 15.75 hr.
2 days 18 hr.

Eastern Line Distance from Time from

Krona Peak Krona Peak
Mror Holds Station
Krona Peak — —
Karrnath Stations
Irontown 267 miles 9 hr.
Vulyar 776 miles 1 day 2 hr.
Talenta Plains Station
Gatherhold 1,290 miles 1 day 19 hr.
Mournland Station
Metrol* 2,084 miles 2 days 21.5 hr.

Distance from

Previous Stop

128 miles (Korth)
274 miles (Korth)
248 miles (Atur)
256 miles (Vedykar)

418 miles (Fort Zombie)
780 miles (Metrol)

Distance from

Previous Stop

Time from

Previous Stop

4.25 hr.
9.25 hr.
8.25 hr.
8.5 hr.

14 hr.
1 day 2 hr.

Time from

Previous Stop

267 miles (Krona Peak) 9 hr.
509 miles (Irontown) 17 hr.
514 miles (Vulyar) 17 hr.

794 miles (Gatherhold) 1 day 2.5 hr.

*House Orien no longer provides lightning rail service to these stations.

would be based entirely on circumstances and the level
of danger involved. Purchasing an existing stormship
is difficult, but less so than convincing the workshops
of Zilargo to produce what is (to them) an obsolete
design.

Wind Galleon: Standard fare on a passenger wind
galleon is only available between established destina-
tions and includes a shared cabin and simple meals
for the duration of the journey. Cargo space is sold by
weight, but only if shipping to select trading ports. Get-
ting goods or passengers to or from any other location
requires that the whole galleon be chartered.

If chartering a wind galleon from House Lyrandar,
you can request an expert pilot (Profession (sailor) +15

or higher) for an additional fee of 100 gp per day.

Lightning Rail Travel

The lightning rail is a magical marvel that connects
many of the major cities of Khorvaire, allowing fast
and reliable travel between established stops. Many
lightning rail lines were severed during the Last
War—some accidentally, some intentionally.

Today, House Orien operates three unconnected
lightning rail lines—the Western Line, which connects
Breland, Aundair, Thrane, and Zilargo; the Eastern
Line, which connects the Mror Holds, Karrnath, and
the Talenta Plains; and the Karrnath Line, which

connects the major cities of that land. All three lines
are theoretically still connected to one another at Metrol,
former capital of Cyre, but House Orien has not sent
a lightning rail through the ruined city since the
Day of Mourning. The Karrnath Line was also once
connected to the Western Line through Thaliost in
Thrane, until the Karrns deliberately destroyed the
bridge at Rekkenmark. Most of Karrnath is thus cut off
from the rest of Khorvaire, at least as far as the many
who rely on lightning rail travel are concerned.

Lightning rail fares are measured by distance, with
the mileage between each station carefully measured
by the Couriers Guild. Table 1-2: Point-to-Point
Lightning Rail Distances gives the major stops along
each line by nation, giving the distance from the line’s
point of origin and the previous stop (in parentheses).
It also gives the expected travel time between stops, not
taking into account any delays at stations while cargo
isloaded or unloaded, carts are rearranged, or repairs
are made.

The table does not show every single lightning rail
station on Khorvaire; hundreds of smaller stations are
scattered across the Five Kingdoms, each built to be
accessible to several nearby villages. Most such villages
do not get regular service from House Orien, though,
seeing only a few chartered lightning rail coaches each

season to bring cargo in or out.
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ENCOUNTERS
WHILE TRAVELING

The journey is often as important as the destination
when characters go forth in search of adventure. Any
journey will be defined mostly by what encounters take
place, so interesting and memorable obstacles are the

order of the day.

Combat Encounters
With so many exotic locations filled with unknown
horrors, it is not surprising that many of the obstacles
a party might face during an Eberron voyage will result
in combat. Here are some of the most common types of
encounters that can occur while on the road.

Monster Attack: One or more unintelligent
monsters attack the travelers. The monsters have no
relation to the PCs’ current mission, and are probably
searching for food (or, less likely, treasure). This is
perhaps the type of encounter most commonly imag-
ined when discussing traveling.

Monster attacks are least likely to occur when
traveling by lightning rail, since most monsters in

TABLE 1-3: MYSTERIOUS TRAVELERS

d% Traveler Description

01-02 A female human merchant of obvious means seems to
be deliberately calling attention to her presence, loudly
giving her name and mentioning the time of day.

03—04 A pair of male shifters drink heavily and spoil for
a fight.

05—06 A male-personality warforged quietly reads a book
titled The Machine Manifesto.

07—-08 A male half-elfsits down, says, "Beware the wolf—
he howls at midnight,” and leaves without further
comment.

09-10 Afemale gnome watches the other passengers carefully,
writing down observations in a tiny orange book.

11-12 A Brelish veteran with one arm verbally assaults any
and all warforged, blaming them for his injury.

13-14 A well-dressed man sits awkwardly next to the wall,
apparently trying to avoid touching or being touched
by anyone else.

15-16 A cloaked figure movessilently along, pausing slightly
when it catches sight of the PCs.

17-18 A young acolyte of the Silver Flame loudly preaches
his faith in an attempt to convert an essentially
captive audience.

19-20 A down-on-his-luckbard plays the harp with mediocre
skill, asking for donations from other passengers.

21-22 A deaf man and his wife hold a conversation with
their hands, but suddenly stop when they notice they
are being watched.

23—24  Afrail, thin man has a small strongbox shackled to his
wrist. Two heavily armed half-orc bodyguards stand
beside him.

a region that contains a regularly used conductor stone
line have long since learned to stay away from it. Such
encounters are most likely to occur when traveling
by mount (with the mounts possibly responsible for
attracting hungry monsters in the first place).

Bandit Attack: A group of intelligent creatures
attacks the travelers, attempting to gain wealth, slaves,
or other commodities. The bandits do not know the
PCs personally, but simply attack anyone who travels
through their territory. Their tactics will be organized
and will make use of the local terrain, since they wait
for prey to come to them. If the bandits encounter
significant resistance, they retreat and wait for easier
targets to wander along.

Bandits rarely attack airships, since they travel so far
out of reach and the effort in seizing one usually out-
weighs the value of their scant cargo. Caravans are usually
the most profitable targets, containing large quantities
of goods with sometimes minimal protection.

Hijacking: A hijackingissimilar to a bandit attack,
except that the target is not the cargo but the vehicle that
carries it. The hijackers are looking to seize control of
the vehicle, most often to keep it for themselves or divert
it to a new destination. Hijacking teams are more likely

d% Traveler Description

25—26  Threehobgoblin mercenaries from House Deneith dis-
cuss plans among themselves in their native tongue.

27-28 Aharried female dwarf tries to keep her two children
corralled, but the oldest one keeps sneaking away.

29-30  Abored changeling practices duplicating the faces
of the other passengers. Not all are amused.

31-32 A female shifter prowls up and down the aisle, look-
ing angry at the world.

33—-34  Awarforged bard uses his own body as a percussion
instrument to entertain the passengers.

35-36 A dogwith no apparent owner wanders around.

37-38 Two Karrnathi soldiers seem extremely nervous and
speak to no one.

39—40 A male halfling leads a tiny pet dinosaur on a leash,
tugging at it whenever it stops to examine something.

41-42 A half-orcsits with a small potted plant, whispering
to it in Orec.

43—44 A well-dressed female dwarf wearing eight copper
rings paces restlessly.

45—46  Asilver dragon in human form observes the inter-
actions of passengers, paying close attention to any
dragonmarked PCs.

47—48 A House Cannith tinker examines the structure of
the vehicle closely, looking concerned and asking
questions about possible escape procedures.

49-50 A halfling from House Ghallanda offers food and
drink to all passengers—except, oddly, any elves or
half-elves.

51-52 A young female half-elf in adventurer’s garb weeps
openly.



to specifically target a vessel they desire, so their interest
in the occupants is often minimal.

Airships are the prime target for this kind of attack,
because their enormous value and utility more than make
up for the difficulty of accessing and seizing them. Wagon
caravans can sometimes be a target for hijackers, but
travelers on horseback rarely have to worry about having
their mounts stolen out from under them on the road.

Interception: One or more creatures attack the
travelers along their current route, possibly to thwart
their overall objective. These combatants are specifi-
cally targeting the PCs (or someone else traveling with
them) and likely care little about the cargo or the crew. If
driven off, they are more likely than bandits or hijackers
to return after resting or acquiring reinforcements.

Because an interception encounter is focused on
the PCs, it is equally likely to occur regardless of the
form of transport employed.

Pursuit: Hostile forces trail the player characters
but do not engage immediately in combat. They might
be tracking the PCs’ movements or simply waiting for
the right opportunity to strike. Pursuit differs from
most other combat encounters in that once the PCs
become aware of it, they have a chance to choose the

d% Traveler Description

53—54  An elf “entertainer” from House Phiarlan is seen
whispering conspiratorially with a member of the
vehicle’s crew.

55—-56 A male kalashtar is trying too hard to pass himself
off as human, conspicuously dropping human slang
into his speech.

57-58 A female human—actually an Inspired agent of the
Dreaming Dark—watches all that transpires with her
one good eye.

59—60 A somewhat disheveled human magewright tries to
bargain his meager magical skills for food or spare
coinage.

61-62 Awarforged leaning heavily on awooden staff carries on
a conversation with the docent attached to his chest.

63—64 A human pickpocket cases the other passengers,
looking for his next victim.

65—66 A human from Aundair obsessively checks and
rechecks his traveling papers.

67—68 An artificer tinkers with her latest invention, leaving
tiny cogs and bits of reagent scattered around her.

69-70 An attractive male half-elf makes advances toward
any and all female passengers.

71-72 An apprentice wizard draws arcane symbols on the
window, glaring at anyone who disturbs him.

73-74 A male dwarfwith abandaged wound checks it repeat-
edly, occasionally pouring ale on it and wincing.

75-76 A young red-haired female human in a tight dress
tries to get male passengers to buy her drinks.

77-78 An Aerenal elfssits silently, trying to ignore the stares

his appearance generates among other passengers.

time, place, and circumstances of the battle (from
immediate attack to careful ambush).

Pursuit is usually impossible while traveling by light-
ning rail unless enemies board the same train as the PCs
and attempt to stay hidden. Seagoing vessels are fairly easy
to pursue because the wide-open expanses of the ocean
allow a pursuer to follow from a great distance without
arousing suspicion. Likewise, a party traveling on foot
or horseback through dense forest or wilderness terrain
might be followed closely without being aware of it.

Mysterious Traveler Encounters
In any crowd, including those aboard a ship or light-
ning rail cart, some people stand out. You might ignore
them, intent on simply going your separate ways when
the vessel docks, or you might make first contact with
something as mundane as an exchange of names.
Table 1-3: Mysterious Travelers sketches out a
number of passengers that the PCs might encounter
while traveling by lightning rail, airship, wind gal—
leon, caravan, or coach. Each might lead to a whole new
adventure, or might be little more than a momentary
diversion. Discovering who these travelers are (and the
stories behind them) is up to you.

d% Traveler Description

79—80 A disheveled old man loudly proclaims that dragons
told him the end of the world is nigh.

81-82 A young human girl is apparently traveling with no
parent or guardian.

83—84  Alone goblin holds his traveling papers out to any-
one passing by, clearly nervous that he will be asked
to leave.

85—-86 Four kalashtar monks meditate with incense and
quiet chants.

87—-88 A cloaked follower of the Blood of Vol is transporting
a severed human head in a large glass jar.

89-90 A rogue tries to swindle his fellow passengers with
marked cards.

91-92 A House Tharashk inquisitive examines the floor of
the vessel very carefully, offering no explanation.

93-94  Agroup of otherwise unremarkable farmers carry a
strange device bearing Draconic runes.

95-96 A cleric of the Sovereign Host seems annoyed, and
is outright rude to several passengers who ask him
for blessings.

97-98 An older human male reads the Korranberg Chronicle,
loudly proclaiming his disbelief and outrage at
every story.

99 Roll again—the mysterious travelers are actually one
or more changelings appearing to be whatever the
second roll indicates.

100 Roll twice more—the two travelers indicated are
about to come to avery obvious conflict of some kind

(verbal or physical, depending on their natures).
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arjest, a thunder guide, had
gotten Provost Collus and

his student to the sahuagin
outpost in Shargon’s Teeth, just
as he was hired to do.

chief wasn’t in the mood to

lt wasn’t his fault that the
negotiate or that the student

had inadvertently insulted him
by smiling and showing her teeth.
If he survived this, he was going
to ask for bonus pay. . . .




CHAPTER TWO

TOOLS OF
THE TRADE

eople of the Five Nations ride, sail, and even

fly from city to city in an age of unparalleled

freedom of movement. Whether catch-

ing the lightning rail across Khorvaire or

chartering an airship to explore the ruins
of Xen’drik, adventurers have a number of exotic options
for reaching their destinations quickly and safely.

ELEMENTAL VESSELS

The practice of binding elementals to vehicles as a
means of providing fast and relatively safe transport is
quickly spreading across all Khorvaire. Most elemental
vessels are owned and operated by the Windwrights
Guild of House Lyrandar, but the gnomes of Zilargo
will build ships for anyone who can pay their exorbitant
fees. Asthe Last War fades into memory, more and more
elemental vessels are seeing use, bringing the citizens
of Eberron closer together—for better or worse.

CONSTRUCTING AN

ELEMENTAL VESSEL
With the help of House Cannith, the gnome artificers

and wizards of Zilargo have mastered the art of build-
ing elemental vessels—a clandestine process requiring
detailed engineering, arcane skill, and rare materi-
als from around the world. Building a new ship can
occupy a single workshop for months as magic energy
is painstakingly laid into the vessel’s hull. Such work is
a complicated process requiring the labor of many; it is
not a task that can be undertaken by a lone wizard, no
matter how much gold he or she has to spend.

The gnomes guard their construction secrets care-
fully, both from strangers and from competing Zilargo
workshops. While the gnomes’ knack for uncovering
secrets has led to some standardization of certain
designs, each workshop has a different specialty.

Before any elemental can be bound, a Khyber
dragonshard of the largest size and finest quality is
required. Elemental vessel production grinds to a
halt without a steady supply of such dragonshards,
and workshops with an order to fill will pay a hand-
some fee to adventurers willing to retrieve them from
the world below. If a customer is capable of providing

his own dragonshard, the cost of building a custom
elemental vessel drops by 10%.

Airships and wind galleons require a second
rare substance: soarwood. The buoyant timber can
only be found on the island of Aerenal, and the elves
carefully limit how much they harvest yearly. Airship
production has been greatly limited as a result, and
most workshops cannot keep up with orders for the
newvehicles due to the supply limitations. Anyone able
to uncover a new supply of soarwood for the gnomes
would be substantially rewarded; even convincing the
Aerenal elves to part with more than their predeter-
mined quota would be worth a great deal.

CONTROLLING A
BOUND ELEMENTAL

The telepathic control granted to a Lyrandar pilot
by his dragonmark allows him to command a bound
elemental without difficulty, but that does not mean
that everyone bearing the Mark of Storm is capable
of flying an airship with the same level of expertise.
Most dragonmark heirs will be able to move a ship
from port to port well enough, but a skilled pilot truly
understands his ship’s powers and limitations, and can
execute amazing maneuvers through carefully worded
commands. The role of the ship’s crew should not be
discounted, though, for not even the best pilot can
control an airship, a wind galleon, or a lightning rail
coach single-handedly.

Guiding an elemental vessel through any com-
plex maneuver requires a Profession (sailor) check
on the part of the pilot at the helm, just as sailing a
regular ship does. Because the elemental has control
over the ship’s propulsion, however, being able to
effectively communicate with it can greatly improve a
pilot’s ability to steer. Anyone in control of a vessel’s
bound elemental (through adragonmark or any other
method) can add his Charisma bonus on any Profes-
sion (sailor) checks made to control the vessel. If the
elemental is completely uncontrolled, any attempt to
steer the vessel takes a —20 penalty, making it almost
impossible to seize control of an elemental vessel with-
out the elemental’s cooperation.

Controlling an elemental without benefit of a
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dragonmark is trying, at best. At the most basic level,
a character can stand at the helm and simply attempt
to order the elemental to obey her. Unless the plea
is sufficiently sincere or intimidating, though, the
elemental is likely to ignore the order, forcing the use
of one of the following techniques.

The following rules apply to the use of each of the
spells and abilities described below.

- To establish line of effect with a bound elemen-
tal, you must be touching the dragonshard to which
the elemental is bound.

+ To communicate with an elemental that you have
affected, you must be touching the dragonshard. On
an elemental vessel, you can also communicate with
the elemental by touching the vessel’s helm.

- The effects discussed below apply only to elemen-
tal vessels. Elementals can be bound into other types of
items (such as armor or weapons), but only elemental
vessels operate through the will of the bound elemental.
In other items, the elemental is simply present but is not
exerting its will on the item or its bearer, so charming
or dominating an elemental bound into an item has no
effect as long as the elemental remains bound.

Charm Monster: With a duration measured in
days, a charm monster spell can be very effective for con-
trolling an elemental in the absence of a skilled pilot.
This magical control can be attempted as long as the
caster is touching the Khyber dragonshard to which
the elemental is bound. Commands can be given while
touching either the dragonshard or the vessel’s helm.
The elemental receives a Will save as normal.

An elemental under the influence of charm monster
does not follow the caster’s orders unquestioningly,
but instead follows the behaviors outlined in the spell’s
description (see page 209 of the Player’s Handbook). As
noted in the spell description, you must be able to
communicate with the elemental in some manner in
order to influence its actions.

Dominate Monster: As charm monster, except that
the spell allows complete control of the elemental
as outlined in the spell’s description (see page 224
of the Player’s Handbook). A character who successfully
casts dominate monster can even attempt to wrest control
from someone using the helm proper, making an
opposed Charisma check against the pilot as a stan-
dard action. Success means that the elemental obeys
the caster’s command rather than the pilot’s. The pilot
can attempt to regain control with his own opposed
Charisma check (also a standard action), though he
must remain at the helm to do so.

Routine commands and piloting of an elemen-
tal vessel do not allow the elemental to make a new
saving throw (see page 224 of the Player’s Handbook),
but extremely risky maneuvers or prolonged combat
certainly could.

Elemental Command: A cleric with access to the
Air, Earth, Fire, or Water domain can command an
elemental of the same type, including one bound to a
ship. By touching the dragonshard and expending one
of her daily uses of the appropriate elemental command
ability, a character can temporarily take control of the
bound elemental as if she bore a dragonmark of the
appropriate type. The elemental remains under the
character’s command for 1 minute or until she breaks
contact with the dragonshard (whichever comes first),
after which she must expend another use of her ele-

mental command ability in order to regain control.

SUPPRESSING A
BOUND ELEMENTAL

Though controlled to some degree, the roaring fire
of an airship powered by a bound fire elemental can
prove dangerous as any conflagration; so long as an air-
ship remains aloft, its fire must burn. When docking
airships and other elemental-powered vessels, pilots
have learned to suppress a bound elemental, sending it

WAVYFINDER FOUNDATION TRAVEL Tip
How 1o SpeEAK TO A BounD ELEMENTAL

Iam certain that the thought has crossed all our minds

while riding on an airship: What if the fine heir of

Lyrandar piloting this vessel were to choke on a fish-

bone at dinner and die on the spot? Could any of us

seize control of this ship and safely guide it to town?

Rest assured that such thoughts will trouble you no

longer if you keep the following steps in mind.

* Approach the helm, usually located to the rear of
the ship’s top deck. Look for the elegantly carved
wooden wheel.

e Address the elemental in a firm, resolute voice.
Make it know that you will be giving it orders now,
and it will do as you command. It is important
that you set the tone for your relationship with the

creature as early as possible, and that tone must be
one of superiority.

* Above all else, avoid bargaining or making deals
with the elemental. Do not promise it freedom or
rest or any such luxury; merely command it to do
as you wish.

*  With luck, the elemental will already be following
your orders. If not, try again, but be more indig-
nant, demanding to know how it dares defy you.
Try to work up a good righteous anger.

* If all else fails, allow someone else to try. People
with good speaking voices, such as actors or sing-
ers, have been known to have a knack for project-
ing the appropriate sense of command.



backinto the Khyber dragonshard that binds it. A sup-
pressed elemental cannot power the ship, but is also no
longer in a position to inadvertently break moorings or
injure dockworkers loading or unloading cargo.

Suppressing a bound elemental almost always
requires a telepathic command from a dragonmark heir
using a wheel of wind and water or similar control device.
Anyone attempting to control the elemental through
force of personality alone finds it very difficult, for while
most elementals have long since come to terms with their
bound status, they loathe being forced within the con-
fines of the shard. Assuch, they resist the order with all
their might, granting them a +4 circumstance bonus on
opposed Charisma checks to resist the suppression.

Releasing a suppressed elemental and restoring it to
active use requires only a simple command—one that the
elemental is always ready to obey, regardless of the means
of control normally required. It takes 1 full round for an
elemental to restore itself once the command is given.

Once a bound elemental is suppressed, a pilot
cannot direct it to power or steer a vessel, and cannot
communicate with it except to release it from sup-
pression. Whether the vessel can move at all depends
on its design. Some ships rely on the elemental for all
propulsion, while others combine elemental power
with more traditional methods (see the Suppression
entry for each vehicle type for details).

There are a few means of forcibly suppressing a
bound elemental, often used as a last-ditch attempt to
keep an uncontrolled elemental from crashing a vessel.

Banishment/Dismissal: A successful banishment
spell suppresses a bound elemental for 2d6 minutes.
While suppressed, the elemental cannot be restored to
normal operating status, but it restores itself automat-
ically at the end of that time. A successful dismissal has
the same effect, but only for 2d6 rounds. You do not
need to be at the helm in order to use either spell.

Elemental Turning/Rebuking: Elemental turn-
ing abilities similar to those possessed by some wind-
wright captains (see page 70) or clerics with access to
the Air, Earth, Fire, or Water domain can often stop
an uncontrolled elemental from doing great harm.
A character can attempt to turn or rebuke a bound
elemental if he is within 60 feet of any part of the ship to
which itisbound, even if another person is controlling
the ship with it at the time. If the attempt is successful,
the elemental is immediately suppressed for 10 rounds
or until released by command as normal.

Most elementals bound to ships are Huge elemen-
tals with 16 HD. You cannot destroy abound elemental
by turning it.

FREEING A BOUND ELEMENTAL

One of the great strengths of the binding process is
that it is very difficult to release a bound elemental
by accident. The Khyber dragonshard used for the
ritual is well protected, so that even if an elemental
vessel is heavily damaged or destroyed, its elemental

binding typically remains in place. However, a few
methods are available should one actively desire to
release a bound elemental.

Breakingthe Dragonshard: Shattering the Khyber
dragonshard that binds it can free an elemental, but it is
a difficult task. On the elemental vessels used by House
Lyrandar, the shard is sealed in a protective box, often
guarded with glyphs of warding or other magic traps, and
in turn protected within a special housing chamber.
The shard itselfis around 6 inches in diameter and 12
inches long, has 90 hit points, and is enhanced with a
hardening spell cast by the gnomes who built the ship that
gives it hardness 16. Wary ship owners often invest in
additional protections as well.

Freedom: A freedom spell immediately shatters the
dragonshard and sends the elemental back to its home
plane. So long as the loss of its elemental doesn’t cause
it to crash, the ship is otherwise unaffected, and a
new shard with another elemental bound to it can be
reinstalled at any time.

Mordenkainen’s Disjunction: It would be a disas-
ter for a spell of this magnitude to be unleashed aboard
an elemental-powered vessel. Not only will ship and
helm be disjoined, permanently ruining their ability
to function, but the elemental will be instantly freed

(and probably very angry).
THE ELEMENTAL AND THE VESSEL

Zilargo’s gnome artificers and the mages of House
Cannith imbue every elemental vessel with an invisible,
arcane matrix. This magic essence winds its way from
the specially constructed containment chamber at the
core of the ship to the binding struts, then through
the rest of the vessel’s hull. When the Khyber dragon-
shard holding the bound elemental is placed within the
containment chamber, the arcane matrix comes alive.
The unsuppressed elemental emerges from the shard,
flowing along the matrix like blood through the arter-
ies and veins of a living creature.

The first stage in the matrix is the binding struts
that force the elemental into a ring shape and give
every elemental vessel its distinctive appearance. From
there, the elemental continues to flow through the
ship’s hull, appearing as jagged, snaking lines of living
energy that pulse and shift.

These living conduits of elemental energy take on
an appearance according to the type of elemental bound
into the vessel. A fire elemental, for example, sends
tendrils of flame along the hull of its ship, while flowing
veins of rock and crystal indicate the presence of an earth
elemental bound to aland cart. When an elemental is
suppressed, its essence flows back into the containment
chamber and the matrix disappears from view.

VESSELS IN THE GAME

The Stormwrack supplement has details for ship-to-
ship combat, naval chases, and ways to customize your
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ship. If you only take to the high seas once in a while,
though, the summary below should suffice.

Each of the vessels presented in this chapter includes
ashort statistics block (compatible with the more detailed
rules in Stormwrack) describing the vessel. A ship’s sta-
tistics block includes the following entries.

Size: The size of the vehicle, using the same size
categories as creatures do.

Seaworthiness/Airworthiness: The ship’s overall
sturdiness. This modifier is applied to any Profession
(sailor) checks the captain or master makes in order
to avoid foundering, sinking, and hazards that large,
well built vessels avoid more easily than small and frail
ones.

Shiphandling: The ship’s agility and nimbleness.
This modifier is applied to Profession (sailor) checks
the captain or master makes in order to avoid colli-
sions, come about, sail close to the wind, and other
situations that small, swift vessels avoid more easily
than large and clumsy ones.

Speed: The ship’s speed and its nautical maneu-
verability rating. Sailing vessels have a base speed,
which is then modified by the wind strength. For
example, a ship with a speed of “wind 15 feet” has a
speed of 15 feet if the wind speed modifieris 1, 30 feet
if the modifier is 2, or 45 feet if the modifier is 3.

A sailing ship steering within 45 to 90 degrees of
the wind is reduced to half speed. Finally, a sailing

ship cannot sail directly into the wind; its speed is

TABLE 2-1: MANEUVERABILITY

Good Average Poor
Max. speed change 20 ft. 10 ft. 5 ft.
Reverse* 10 ft. 5 ft. 5 ft.
Turn 45°/30 ft.  45°/60 ft. 45°/120 ft.
Turn in place* 180° 90° 45°
Maximum turn 90° 45° 45°

*Normally available only to oared or elementally propelled

vessels.

Maximum Speed Change: The maximum amount by which a vessel
can change its speed (either speeding up or slowing down) in a
single round. Avessel cannot exceed its maximum speed given
the current wind strength and direction.

Reverse: Only oared vessels can go in reverse. A vessel cannot
go backward unless its speed was 0 in the preceding round, and
a vessel moving in reverse must first come to a dead stop for
1 round before moving forward again. A sailing ship cannot
reverse direction but must turn around.

Turn: How much a vessel can turn after covering the stated
distance.

Turn in Place: A vessel must begin the round with a speed of 0
to turn in place. A sailing ship can turn in place only when its
speed is 0 and its bow is pointing into the wind (the ship raises
enough sail to catch the wind and assume a new direction that
will permit it to sail in the following round).

Maximum Turn: How much a vessel can turn in any one space.

reduced to 0 if it tries to do so (although a ship can
tack in alternating directions, of course).

A sailing ship with its nose pointing into the wind
isn’t stuck there forever. The helmsman can “turn in
place” 45 degrees in 1 full round in order to fill the
sails with wind and begin making way again. A ship
with oars is not reliant on the wind, of course, and
can travel at its given speed in whatever direction the
helmsman chooses. Ships with both sails and oars can
choose which type of movement to use at a given time,
taking a full round to change propulsion modes.

Maneuverability: Ships (whether airships or sea
vessels) also have maneuverability ratings that func-
tion like those in the rules for aerial movement, but
the turn speeds are slower.

Overall AG: The AC of the ship as a whole. Ships
of Huge size or larger rarely use this figure, since an
attacker targets a single hull section at a time when
attacking a Huge or larger ship.

Rigging Sections: The number of rigging sec-
tions the ship possesses. Generally, each rigging sec-
tion is equal to one mast.

Rigging hp: The number of hit points and the
hardness of each rigging section.

Ram: The damage dealt by the vehicle per 10 feet
of speed it currently possesses if it rams another object.
For example, a ship with a base ram damage of 3d6
deals 3d6 damage if moving at a speed of 10 feet, 6d6 at
a speed of 20 feet, 9d6 at a speed of 30 feet, and so on.

Hull Sections: The number of hull sections the
ship possesses, and how many must be destroyed before
the ship sinks or crashes.

Watch: How many crew members are typically on
duty at a given time. If a vessel falls below the minimum
number of sailors on watch, its shiphandling modifier is
reduced by 4. If the vessel falls below half the minimum
number of crew members needed on watch, its shiphan-
dling bonus is reduced by 8, and it can no longer change
speed. If the ship changes heading, its speed is reduced
by 10 feet per heading change—without sailors to adjust
the sails and rigging (or other controls), the ship is no
longer sailing or flying efficiently.

Complement: The total number of crew members
aboard at a given time.

ATTACKING A SHIP

A ship is composed of a number of hull sections and
a number of rigging sections. When you attack a
ship, you attack a section at a time. A ship section is
an inanimate object. Its AC is usually very low, but it
has hardness; it is also protected by the fact that many
weapons and forms of attack deal partial damage
to objects.

When you use a targeted spell or weapon to attack
aship, you target a particular section using the section
AC. If you hit, you hit the section you were aiming at.
The ship’s section AC is higher than its overall AC, but

you have the advantage of concentrating your damage



on a section at a time, which will hole the enemy vessel
more swiftly.

Attack Form Damage
Melee weapon, piercing half
Melee weapon, other full
Ranged weapon, Small or Medium none
Ranged weapon, Large half
Siege engine, ballista half
Siege engine, other full
Acid half
Cold quarter
Electricity half
Fire half
Force full
Sonic full

THE AIRSHIP

The most advanced form of elemental-powered vehicle
in existence, the airship is the pride of House Lyran-
dar and a symbol of the magical advances that many
hope will become commonplace in the aftermath of
the Last War. Still rare due to the limited supply of
soarwood needed for their hulls, airships are one of

the newest developments to emerge from the Cannith
and Zilargo workshops.

Appearance: The standard airship (at least as
far as standards have developed for this relatively new
creation) looks similar to an oceangoing ship, but is
replete with control fins and rudders rather than sails.
A Huge elemental is bound into a ring around the
hull, suspended on four struts jutting outward. Many
airships were built for the very wealthy and have been
outfitted with the finest amenities, with many decora-
tive flourishes included in their construction.

Operation: Airships can move in all three
dimensions, with or without the aid of the wind.
Unlike most flying creatures, they do not rely on wings
for lift thanks to their soarwood hulls. They are able
to fly equally well on their sides or even upside down
(notwithstanding the risks that such maneuvers pres-
ent to passengers and crew).

Airships cannot actually land; the ring of the
elemental prevents the bottom of the hull from getting
closer than 10 feet to the ground. Docking towers are
generally used to load or unload passengers in major
cities, while rope ladders allow passengers to disem-
bark in smaller centers or open terrain. Loading or

WAVFINDER FOUNDATION TRAVEL Tip
How To SUrVIVE A CRASHING AIRSHIP

When a water vessel begins to sink, it is almost always
a good idea to evacuate as soon as possible. Even if it
simply means throwing yourself into the sea, there
is always the chance of swimming to shore or being
rescued. The elemental airships that have increased in
popularity in the last few years, however, do not offer
the same option. Indeed, it is highly recommended
that you NOT throw yourself overboard, lest you and
the ground have an unfortunate meeting some dis-
tance below. Instead, consider the following.

Ifyou don’t have access to feather fall or some other
similar helpful magic, your first task after crossing
the gangplank is to identify all the dragonmarked
Lyrandar crew members on board. One might possi-
bly possess an aberrant dragonmark feather fall ability.
Buy this crew member many beverages in the recep-
tion lounge.

Look for life rings. These soarwood rings are placed
strategically along the main deck of better airships,
allowing you and three of your fellows to float safely
to the ground.

If you can find no life rings and cannot fly under
your own power, then we suggest attempting to reverse
the crashing of your ship. Remember that airships are
naturally buoyant, so that most crashes result from
the bound elemental driving the ship into the ground
(by accident or, more rarely, from spite). If a rogue

elemental can be suppressed or an uncontrolled ele-
mental commanded in some manner, the ship should
remain afloat.

In rare instances, signiﬁcant damage to an air-
ship’s soarwood hull can negate its floating properties.
If this is the case, we suggest finding the most struc-
turally protected area aboard the ship and barricading
yourself there. It is possible that the ship might collide
with the ground at an angle, leaving much of the hull
intact. Whatever you do, do NOT wait until the ship
has almost crashed into the ground and then leap off.
You will strike the ground at the same velocity as the
vessel, and will almost certainly be slain.

Without a magical means of surviving the crash,
your best hope is to right the ship. In the wheelhouse
located at the stern, pull back on the yoke as far as you
can. If the wheel is unresponsive, apply a mending spell
to the support structures for the elemental ring sur-
rounding the ship.

As a last-ditch effort, suspend yourself in the
netting used to secure cargo in the airship’s hold. The
elastic nature of the netting may provide some cushion
to the crash—enough, perhaps, to at least preserve an
identifiable corpse.

Along with these other methods, we might
humbly also suggest a prayer to whatever church you
find most comforting in your time of need.
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unloading any cargo too large to be carried requires a
docking tower.

An average airship can reach a speed of 20 miles
per hour through clear skies, but can carry only 30
tons of cargo, making it ill suited to run regular trade
routes. Airships are most often employed by wealthy
travelers with a taste for luxury and a need to move
quickly. Airships have also found favor with explorers,
who praise the vessels’ versatility and speed.

Suppression: While the elemental bound to the
airship is crucial for propulsion, the vessel’s soarwood
hull provides its lighter-than-air buoyancy. With the
elemental suppressed, the ship remains aloft but can
only move 1 mile per hour. The pilot always suppresses
the elemental before docking.

History: Airships were a dream long before they
became a reality, with House Lyrandar and House
Orien trying for years to develop faster, more efficient
means of moving cargo and people from place to place.
When the means of elemental binding was first discov-
ered by the gnome artificers of Zilargo in 805 YK, the
stage was set. From House Cannith came plans for the
first elemental vessels, crafted by a Zilargo workshop
affiliated with the house. Between the Mark of Making
and the binding techniques of the gnomes, the dream
of elemental-powered transportation became a real-
ity in 811 YK. Under commission from the Kingdom
of Galifar, the lightning rail connected the cities
of Flamekeep and Fairhaven (a line later destroyed
during the Last War).

Even after the breakthrough of the lightning rail, the
first airship took nearly two centuries to build. Rather
than require an elemental to lift a vessel into flight, soar-
wood from Aerenal would allow an airship to float above
the ground of its own accord. Using a bound elemental
only to propel it, an airship might thus approach even the
lightning rail’s speed. Gnome magic and House Cannith
artisanship were needed to strengthen the soarwood’s
natural properties, though, and work on the project
dragged on far longer than expected.

Finally, in 988 YK, a crew of gnomes and House
Cannith crafters successfully flew a prototype airship
from Trolanport to Korranberg and back again. In
990 YK, a fleet of three elemental airships flying the
banners of House Lyrandar began to make regular
trips across the continent, and the age of air travel
truly began.

Thanks to additional funding from House
Lyrandar and House Orien, as well as from a number
of the nations caught up in the Last War, a handful
of experimental military air vessels appeared in the
waning years of that century-long conflict. None
proved viable as weapons, though, mostly due to the
sheer expense of building them. Even today, that
expense (aswell as the unique skill required to control
them) continues to make airshipsa relatively exclusive
method of transport.

House Lyrandar currently has the largest and

best-equipped airship fleet—not surprising, consider-
ing the powers bestowed upon its members by the Mark
of Storm. The house regularly runs airships between
the major cities of Khorvaire, and is willing to charter
airships to select customers when vessels are available.
Several nations (most notably Breland and Zilargo) and
afew other dragonmarked houses use airships for official
business, and a number of privateers try to compete by
offering no-questions-asked service that House Lyran-
dar can’t (or won't) compete with. In most cases, though,
buying passage on one of Lyrandar’s regularly scheduled
runs, or chartering a House Lyrandar ship and crew for
a specific destination, is the easier, cheaper option.

Airship: Colossal vehicle; Airworthiness +6; Shiph-
andling —4; Speed Fly 100 ft. (poor), Overall AC -3;
Hull sections 1,000 (crash 250 sections); Section hp
60 (hardness 5); Section AC 3; Ram 12d6; SA fire
ring; SQ resistance to fire 10, hover; Space 90 ft. by
300 ft.; Height 50 ft. (fire ring has 110-ft. diameter);
Watch 20; Complement 150; Cargo 30 tons; Cost
92,000 gp.

Hover: Despite its maneuverability rating, an air-
ship can hover and has no minimum speed required to
maintain air travel. It cannot turn in place, however.

Ring: An airship can use either a fire or an air
elemental. A burning fire elemental bound into a
ring deals 3d8 points of fire damage to any creature
or object passing it touches. When an air elemental is
used, the damage is bludgeoning.

Aura: Strong conjuration, CL 15th.

Construction: Bind Elemental, greater planar binding,
46,000 gp, 3,680 XP, 92 days.

Price: 92,000 gp.

Sample Airship: The Beginner’s Luck
Willing to fly anywhere for the right price, the Beginner’s
Luck is an independent airship owned and operated by
Captain Morris Blacksilver (CN male human rogue
3/fighter 3), a Brelish ex-soldier who served aboard
a similar ship during the closing days of the Last
War. Thanks to an extremely lucky hand of cards, the
veteran found himself one day the proud owner of a
slightly used airship that he could neither fly (because
he was not dragonmarked) nor sell (because no one
else could afford it). Using what little cash he had,
Blacksilver contracted the services of an inexperi-
enced pilot named Cyria (GG female half-elf expert
4/dragonmark heir 1), who had only recently mani-
fested the Lesser Mark of Storm. Morris then began
hiring his ship (which he dubbed the Beginner’s Luck as a
tribute to his winning hand) to adventurers needing
transport to dangerous parts of Khorvaire.

Though he has been in the transport business not
quite ayear, Blacksilver is enjoying himself immensely
and turning a nice profit. He looks forward to seeing
new places, and gladly takes jobs that send him to
exotic locales. He secretly hopes that the Beginner’s Luck



will someday be chartered to fly to Xen’drik, since he
has heard many tales about the trackless jungles there
and the riches they hold.

The Beginner’s Luck is fairly typical of an average-
sized elemental airship, and could represent any such
vessel with only minor modifications. It has two levels
below deck and a raised forecastle and sterncastle. The
hull of the airship is 6 inches thick and almost entirely
constructed of soarwood, giving it hardness 5 and 60
hit points. Of course, since airships do not flood, a
breach of the hull is mostly just an inconvenience.

1. Forecastle: A massive ballista, the sole armament
of the Beginner’s Luck, is installed on this raised portion of
the deck. A movable platform allows the weapon to tilt
forward and down, giving it a forward field of fire of 30
degrees above or below the level of the deck. Captain
Blacksilver has only ordered the ballista fired on two
occasions, both involving a hungry roc.

2. Supply Hold: Critical supplies necessary for
operating the ship are kept here: spare planks of soar-
wood, replacement fins, bolts for the ship’s ballista,
and the like.

3. Galley: The ship’s cook, a halfling named
Jhall (N male halfling expert 2), runs the ship’s galley
beneath the forecastle. Heat from the bound fire
elemental is redirected to the stove here, giving him
excellent flames over which to cook. The adjacent mess
hall has a simple wooden table with niches to keep
plates and cups from sliding as the ship moves. It can
seat ten at a time—more than adequate capacity with
the crew eating in three shifts.

4. Pantry: Blacksilver is a man who loves food and
keeps the pantry well stocked. With the door carefully
bolted (Open Lock DC 30), the pantry is accessible
only by Jhall and the captain.

5. Main Deck: This open deck is where the crew
controls the fins that finesse the airship’s flight path.
While the elemental can handle simple point-to-
point transport, it cannot compensate for inclement
weather, and the crew is needed when attempting to fly
in any sort of adverse conditions. The ramparts of this

section are lined with wooden life rings (see sidebar), in
case the order to abandon ship is given.

6. Binding Struts: These four structures hold
the bound fire elemental into its familiar ring shape.
The elemental itselfis held 10 feet from the struts, well
away from the wooden hull. The crew of the Beginner’s
Luck don’t seem scared of the elemental, sometimes
tossing leaves or other debris into the fire ring to watch
it incinerate.

The Khyber dragonshard that binds the elemental
to the ship resides in a secret housing chamber (6A)
at the base of the upper strut (Search DC 25 to find).
The magic imbued in the struts allows the elemental
to travel along them and back into the dragonshard
when suppressed. The housing chamber is sealed with
an arcane lock (CL 12th).

7. Helm: This area on the sterncastle is the focal
point for the magic energies laced into the ship’s con-
struction. Itis from here that one can attempt to com-
municate with the fire elemental bound to the ship.
Carved from dark wood and polished to a lustrous
sheen, a wheel of wind and water stands here, allowing Cyria
to control the fire elemental through her dragonmark
(see page 263 of the EBERRON Campaign Setting).

8. Pilot’s Quarters: Located just below the helm,
Cyria's quarters contain a simple bunk and her personal
effects. A short ladder leads directly to the helm, since
Cyria must give the elemental explicit instructions on
where and how to fly while she sleeps. Should the elemen-
tal ever become confused when on its own, she can reach
the helm quickly in order to regain control.

9. Captain’s Quarters: Occupying a two-level
tower above the sterncastle, Morris Blacksilver’s quar-
ters are the largest and best furnished on the ship (nat-
urally). The lower level contains a dining table, desk,
and his many maps and charts of the lands of Eberron.
The oddest object in the room is the upended head of
a particularly nasty warforged warrior that Blacksilver
defeated in the Last War; he now uses it as a spittoon.
A short ladder leads to the upper level, which contains
his bunk and personal effects. A hardened glass window

New Maacic Item: Lire RING

Life rings slow the fall up to four people, allowing them
to safely exit an airship in an emergency.
Description: A liferingis a simple wooden hoop about
3 feetin diameter and 4 inches thick. Four equally spaced
handholds are formed where the wood flattens slightly.
A piece of thin twine crosses the middle of the ring.
Activation: In order to activate a life ring, you
must cut the twine crossing the hoop. Just 1 point of
piercing or slashing damage does the trick. Once cut,
the ring becomes active for 8 rounds, after which it

becomes nonmagical.

Effect: Aliferingbestows a feather fall effect on up to
four creatures grasping it. Creatures do not need to be
touching the ring when it is activated. Often, a crew
member with a dagger will cut the twine on each of the
ship’s life rings, passing them out in turn to passengers
wishing to escape.

Aura: Minor transmutation, CL 4th.

Construction: Craft Wondrous Item, Extend
Spell, feather fall, 200 gp, 16 XP, 1 day.

Weight: 5 1b.

Price: 400 gp.
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here looks out over the helm and the rest of the ship,
allowing the captain to observe the crew at all times.

10. Crew Quarters (Male): This large room
houses the ship’s sixteen male crew members (nine
humans, three half-elves, one half-orc, three halflings,
all expert 1). Hammocks are strung from the ceiling
above, and locked boxes on the deck hold personal
items. A simple card table graces the center of the room,
where the sailors nightly attempt to replicate their
captain’s legendary luck.

11. Crew Quarters (Female): The Beginner’s Luck
currently has nine female crew members (eight human,
one half-elf, all expert 1). This room is identical to
the male crew quarters.

12. Passenger Cabins: These are the rooms Black-
silver uses to house whoever is chartering his ship at the
moment. The first three cabins each hold four bunks
fitted with comfortable down mattresses and cotton
sheets. Awooden chest at the foot of each bunk can be
used to store equipment during the journey (though
passengers are expected to have their own locks).

The fourth cabin holds comfortable chairs in which
elf guests might trance or warforged passengers might
pass the time. A table folds into the wall and can be low-
ered should passengers need the cabin as a meeting room.
(Airships appointed for luxury travel usually convert
these rooms into one or two larger cabins, furnishing
them with the finest goods money can buy.)

13. Cargo Hold: The bottom of the Beginner’s Luck is
essentially a large empty space where what little cargo
an airship can carry is stored. Alarge hatch in the hull
allows heavy goods to be brought directly into the hold
by crane or magical means. All boxes, barrels, and crates
are securely lashed to the hull before flight to prevent
shifting in the event of a complex aerial maneuver.

14. Stable: Captain Blacksilver learned early on
that adventurers often have horses or other animals
that must accompany them. If needed, this part of the
cargo hold can be used as short-term quarters for up
to three Large creatures. The captain reminds passen-
gers that he is not in the business of animal husbandry,
however, and travelers are expected to look after their
beasts themselves (including supplying their feed and
water for the voyage).

15. Observation Dome: Rather than a crow’s
nest, the Beginner’s Luck has a dome of hardened glass set in
the bottom of its hull. Since an airship is usually above
its intended destination, the ship’slookout can sit here
to get an unobstructed view of the ground below. The
lookout also keeps watch for attacks from the ground,
and a speaking tube can carry his voice directly to the

helm if danger appears.
THE ELEMENTAL LAND CART

The elemental land cart, a Huge covered wagon with a
forward bench and four wheels, holds a sizable amount
of cargo or up to eight passengers. The cart’s bound
elemental resides in a Khyber dragonshard housed

in a compartment at the front of the wagon. The best
elemental for powering aland cart is an earth elemen-
tal, which manifests itself as veins of stone and crystal
flowing along the vehicle’s arcane matrix.

Aslongasaland cart touches the ground, the bound
earth elemental can propel the vehicle at a speed of 15
miles per hour. Neither rough ground (such as moun-
tainous terrain) or natural obstacles (stones or rocky
rubble, low rockwalls or ditches, and so on) hinder aland
cart, with the earth elemental driving the vehicle across
such terrain as though it were traveling across smooth,
level ground. When the elemental moves the land cart,
the cart’s wheels partially merge with the earth as it trav-
els, sharing the elemental’s natural earth glide ability.
For the purposes of terrain and overland movement,
the elemental land cart is treated as always traveling on
a highway (see page 164 of the Player’s Handbook).

Most of the few elemental land carts in existence
belong to nobles of one of the dragonmarked houses
(usually Orien, Cannith, or Kundarak). These
vehicles are usually designed so that the elemental
must respond to the appropriate dragonmark and a
command word. Otherwise, a driver must attempt to
persuade the elemental to obey commands in the same
manner as any other bound elemental.

THE LIGHTNING RAIL

The wondrous lightning rail system once connected
the far reaches of the Kingdom of Galifar, prior to
the ravages of the Last War. Now the system is divided,
split into eastern and western runs. Much discussion
takes place about reestablishing the conductor-stone
paths severed across Scions Sound and the Mourn-
land, but no agreements or commitments to do so have
yet been reached.

Appearance: A lightning rail coach consists of
a train of connected special-purpose carts that float
about 5 feet above the ground. Conductor stones are laid
out in aline and interact with similar stones set in the
underside of each cart, using the power of the light-
ning rail’s bound elemental to form a conduit along
which the coach can travel. The resulting conduit
produces the visible effect of arcing lightning between
the two sets of stones, giving the coach its name.

Though some people use the word “coach” to refer
to only the first cart of the entire train, the lead cart
is more properly called the crew cart. It contains the
elemental housing chamber, crew stations, and helm.
When the bound air elemental’s Khyber dragonshard is
placed within the housing chamber and unsuppressed,
a ring of lightning forms over the cart. The conductor
stones hold the coach aloft, and wind generated by the air
elemental provides the thrust that hurls the coach along
the conduit at speeds averaging 30 miles per hour.

The usual configuration for a coach making return
trips between destinations is to have a crew cart at both
ends, with a variety of passenger and cargo carts in
between. The rear crew cart is functionally identical
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to the front crew cart except that its bound elemental
is suppressed. On a return trip, the rear crew cart
becomes the lead cart (to avoid the difficulty of having
to turn the coach completely around).

Other carts in the coach vary widely in configura-
tion depending on purpose and the degree of luxury
assigned to them. Most range in size from 60 to 100
feet long, with some having solid sides and roofs and
others covered only with canvas.

Operation: Abound air elemental provides the
power that activates the conductor stones and propels the
lightning rail coach along the resulting conduit. The
crew cart contains the helm as well as workstations
for the crew of ten that operates the coach. These
operators include the pilot, repair crew, cargo offa-
cers, and chief stewards who interact with the passen-
gers. The crew cart also holds up to 50 tons of cargo,
usually reserved for emergency supplies and materials
to repair carts and replace conductor stones en route.

The coach pilot, usually a House Orien dragonmark
heir, stands at the helm located high atop the crew cart,
beneath the elemental binding ring. Using lightning reins,
the pilot controls the elemental and communicates with
it throughout the trip, watching the path ahead through
broad windows that circle the helm platform.

The placement of conductor stone lines limits where a
lightning rail coach can travel, but the pilot must still
make operational decisions as the coach zooms from
one city to the next. The pilot decides when to increase
or decrease speed based on the conditions around the
coach. When conductor stone lines split, as they do at vari-
ous hub sites along the way, the correct route must be
selected. The crew employs directional vanes to help
turn the coach as it travels.

The bound Huge air elemental can move a train of
up to ten carts without obvious strain, and most coaches
are configured accordingly. While some coaches run with
either all passenger or all cargo carts, a more typical con-
figuration features two crew carts (front and back), two
cargo carts, four passenger carts, and two lounge carts.
These can be changed out as necessary on any given run.
The chief stewards oversee a number of lesser stewards
charged with seeing to the needs of the passengers.

When a coach pulls into a lightning rail station,
loading ramps or stairs provide access to the doors
situated at either end of each cart. Crew and pas-
sengers can walk from one cart to the next through
these doors, though a DC 5 Balance check is required
when the coach is in motion to keep from falling. Most
carts include an installed handrail that provides a +4
circumstance bonus on the Balance checks, but there
have been mishaps over the years. Many carts also have
laddersleading to the roof (DC 0 Climb check, DC 10
Climb check when the coach is in motion).

The lightning that arcs between the conductor stones
when the conduit is formed deals 3d8 points of elec-
tricity damage to creatures within the field when a

lightning rail coach passes (Reflex DC 15 half), and

an additional 1d8 points of damage for every round
the creature remains in the field.

Suppression: The air elemental bound to a light-
ning rail crew cart provides the propulsive force that
moves the coach, but it is the elemental’s interaction with
the magic of the conductor stones that allows it to travel so
swiftly. When the air elemental is suppressed, the conduit
collapses but the conductor stones continue to provide lift.
In this state, a coach can be pushed or pulled manually,
provided enough force can be applied to it.

History: The lightning rail began as a commis-
sion from the king of Galifar to create an easy means to
move people throughout the kingdom. Houses Orien
and Cannith cooperated on this task, with Cannith
devising the creation of the conductor stonesand the means
to produce them in mass quantities.

Orien’s ability to capitalize on Cannith’s invention
took longer to work out, and over a number of years,
house designers tested various forms of carts, including
those with wind sails like a ship. In the end, though,
none managed to propel the train along the lines of
conductor stones with the required force or reliability.

An Orien courier to Zilargo stumbled on a solu-
tion when she saw a gnome windmill that had been
crafted with a Small bound air elemental perpetu-
ally turning it. The gnomes had only recently begun
experimenting with the binding of elementals, and
the windmill was something of a novelty. The courier
reported what she had seen to her superiors, and soon
a delegation from House Orien had descended on
Zilargo to open discussions on what would become the
process of creating the first lightning rail cart.

When the project was finally completed, House
Cannith began laying lines of conductor stones throughout
Khorvaire while Orien began running the lightning
rail coaches that the gnomes of Zilargo had crafted.
For fifty years, the lightning rail connected every
corner of Galifar, but the Last War destroyed several
key connections, particularly in Cyre, leaving the
system severed into three unconnected lines.

House Orien hopes to restore the unity of the
system by laying new rows of conductor stones around the
Mournland, but so far little work has been done to
that end. Without a patron such as Galifar to foot the
bill, House Orien simply can’t afford the project on its
own. For the present, at least, the lightning rail seems
destined to remain sundered.

Custom Carts

House Orien sells and leases these carts to anyone look-
ing for more flexibility in their travel arrangements.
The cartis divided between living area and cargo space,
allowing passengers to keep watch over their own goods.
The living space contains six bunks, a large table, and
a pair of reading desks. The entire cart can be locked
against intrusion with any locks the passengers wish to
provide, and House Orien crew members do not disturb
the occupants of a custom cart.



Battles aboard a Lightning Rail

When an encounter occurs aboard a moving lightning
rail coach, the easiest way to handle it at the gaming table
isto treat the coach as stationary, moving terrain as nec-
essary. Usually, however, the specifics of the landscape
won’t matter directly, though the slope of the terrain
does affect how the lightning rail moves.

Everyone has seen movie action sequences involv-
ing trains, and players will likely be eager to employ
some similar tricks.

Climbing onto the Roof: Hatches and ladders
are located at the forward end of each cart. Openinga
roof hatch is a move action. With a DC 0 Climb check,
it takes 40 feet of movement to get up aladder; aDC5
Climb check gets you up the ladder with only 20 feet of
movement. Unless a character is unusually burdened,
failure simply means no progress on the climb, not
an actual fall. Keep track of which hatches are open,
since they won’t need to be opened again before other
characters can ascend or descend.

Detach Carts: Pulling the pin that connects one
cart to the next takes 3 full-round actions. The first 2
rounds are spent disconnecting heavy chains between
the two carts (an automatic success, but time-consum-
ing). On the third round, a DC 20 Strength check
is needed to pull the pin between the two carts. The
part of the lightning rail coach no longer connected
to the crew cart decelerates by 10 feet per round until
it comes to a stop.

Fall or Jump Off: Treat this as a normal fall,
except that it deals 2d6 points of damage due to the
coach’s horizontal velocity. As with any other fall, you
can reduce the damage by 1d6 points if you jump down
intentionally and succeed on a DC 15 Jump check. You
can also reduce the damage by 1d6 points if you suc-
ceed on a DC 15 Tumble check. A person who jumps
intentionally from a lightning rail cart and succeeds
on both checks takes no damage.

Push Someone Off: A normal bull rush attack is
generally sufficient to push someone off the roof of
a cart. Attempting to do so from the outer walkways
along the carts is somewhat harder, with the rail giving
the defender a +2 bonus on the opposed Strength
check. With difficulty, you can even push someone
off the train from the inside, but the window gives the
defender a +5 bonus on the opposed Strength check
and the railing beyond provides an additional +2.
Lightning cart windows are either glass (for passenger
carts with wooden walls and roofs) or just empty spaces
(for cargo carts with canvas roofs or steerage-class
passenger carts). A character pushed through a glass
window takes 1d4 points of damage in addition to any
damage for falling from the cart.

Grab at a Railing: If you're falling off a light-
ning rail for whatever reason, a DC 20 Climb check
lets you grab onto a guardrail or similar protrusion.
A move action and a DC 10 Climb check is sufficient
to pull yourself back onto the lightning rail coach,

but you're hanging by your fingertips until you do.

Get Back onto the Moving Lightning Rail: As
long as the entire coach is of sufficient length, it is
possible to fallf the front cart of the lightning rail,
get back to your feet, then grab onto a rear cart. You
must take a move action and move at least 20 feet in
the same direction as the lightning rail before trying
to climb back on. A DC 15 Climb check and another
move action gets you back on one of the cart’s outer
walkways. At the back of the coach, the rear crew cart
has a low platform that requires only a DC 5 Climb
check to negotiate.

Moving the Lightning Rail

Even treating the lightning rail coach as stationary, the
terrain it moves across can have a wide variety of effects
on combat in and around the coach.

The lightning rail moves twice in each round,
once at initiative count 10 and once at initiative count
0. Because you're moving the terrain, not the coach,
move anyone not on the coach straight toward the back
of the train at those initiative counts. These “moves”
happen simultaneously and don’t provoke attacks of
opportunity—they’re just an abstraction to simulate
the vehicle’s movement.

How far the lightning rail coach moves at each
initiative count depends on the surrounding terrain
and how straight its path of conductor stones is.

Terrain Conditions

Lightning Rail Movement

Flat straightaway 125 ft.
Uphill straightaway 100 ft.
Downhill straightaway 150 ft.
Uphill or downhill curve 100 ft.
Tunnel 125 ft.
Bridge 125 ft.

Tunnel: Once per round at initiative count 0, any
nonprone character on a cart’s roof takes 15d6 points
of damage and is knocked off when he slams into the
rock wall above the tunnel.

Bridge: The conductorstones are set on a rail narrower
than the carts themselves, so only flying characters
can be next to a moving lightning rail cart when it is

on a bridge.

Sample Lightning Rail:

The Five Nations Express

Departing daily from Sharn through Aundair and
Thrane, the Five Nations Express is House Orien’s
premier lightning rail route, allowing travelers to
cover much of the continent in comfort. Despite its
name, the route has not truly reached Karrnath or the
remains of Cyre since the end of the Last War (though
Karrnath at least can still be reached by way of con-
necting routes). The Five Nations Express bypasses
all but a handful of Khorvaire’s largest cities, stop-
ping only at Sharn and Wroat in Breland, Passage and
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Fairhaven in Aundair, and Thaliost in Thrane. House
Orien strives to keep the Express on a tight schedule,
which means that the coach rarely pulls more than a
single cargo cart.

All the cart types used by the Five Nations Express
are also commonly found on other lightning rail
routes, though often in different ratios. Trains bound
for small villages often pull more cargo carts and no
first-class carts, for example.

1. Helm Chamber: From here, a dragonmark
heir can grasp the lightning reins and control the speed of
the lightning rail coach. To either side of the helm,
crew members control the vanes that keep the coach
cruising along its path even through sharp turns.
On the Five Nations Express, the helm chamber is
restricted to House Orien personnel only.

2. Crew Chamber: This compartment contains
the living quarters for the ten crew members of the
lightning rail coach, including the dragonmark heir
needed to command the air elemental. Owing to
limited space in the crew cart, each cabin is somewhat
sparse. None of the crew lives permanently on any
given coach, however, and the four-day trip to Thali-
ost does not require a great deal of comfort.

3. Crew Cargo: This small hold carries repair
supplies for the lightning rail, as well as any baggage
carried by the crew. The Five Nations Express usually
carries eight replacement conductor stones as well, in case
any are damaged or missing from the path.

4. First-Class Cart: A first-class cart is nothing
if not elegant. Divided equally among three small
groups of passengers, the cart boasts amenities on
a par with the finest inns. Travelers relax on plush
couches by day and in feather beds located across the
aisle at night. Waiters serve meals to each compart-
ment individually, and can provide books or other
entertainment upon request.

Each first-class compartment can hold four pas-
sengers, but since passengers are not required to
share compartments with travelers not in their group,
a first-class cart might have considerably fewer at
any given time, with a minimum of two (Orien will
exchange a first-class cart for a cart of another type if
it is not at least two-thirds occupied). The Five Nations
Express carries two first-class carts.

5. Galley Cart: This cart provides food service
for the entire coach. Half the cart is given over to an
impressive kitchen with a staff of six chefs, while the
remaining space contains living quarters for the dining
crew and alarge pantry. Because the same kitchen serves
both the standard and first-class passengers, the Five
Nations Express employs some of the finest ingredients
and culinary artisans available on Khorvaire.

6. Dining Cart: With six long wooden tables and
matching benches, the dining cart can seat all seventy-
two passengers riding in a standard cart. Seating is
scarce during favored meal times, however, and the
ﬁve—person dining cart crew tries to encourage pas-

sengers to eat as quickly as possible in order to make
room for others to be served.

7. Standard Passenger Cart: Most adventurers
prefer to ride standard class for its mixture of con-
venience and affordability. Standard passenger carts
are divided into three compartments, each with four
subsections and a center aisle. Comfortable cushioned
benches line each subsection, each seating up to six
passengers for a maximum seating capacity of seventy-
two travelers.

The Five Nations Express pulls two standard
passenger carts.

8. Sleeper Cart: Even at the tremendous speeds
attainable by the lightning rail, a trip from Sharn to
Fairhaven takes over three days. A sleeper cart is built
to provide enough bunks for all the passengers in a
standard passenger cart, so a coach carries one sleeper
cart for every passenger cart. The cart is divided into
eighteen closed compartments, each with four bunks.
It also contains two washrooms, one each for male and
female passengers.

The Five Nations Express carries two sleeper carts.

9. Steerage Cart: This cart is filled with simple
wooden benches and nothing else. Those paying steer-
age fare (see page 18) ride here, and such carts are often
packed with up to two hundred travelers. Steerage pas-
sengers must sleep where they sit, often spreading out
bedrolls on the floor if space permits. The steerage cart
usually retains the distinctive odor of its throngs of
passengers long after they have disembarked.

House Orien contracts three armed guards
(human fighter 1) from House Deneith’s Defenders
Guild to watch over each steerage cart on the Five
Nations Express. Even with such protection, pick-
pockets run rampant on the crowded carts, and bouts
of violence erupt from time to time. Travelers riding
the Five Nations Express on steerage fare are advised
to keep one eye open at all times.

The Five Nations Express pulls two steerage carts,
which are usually filled to capacity when the coach
leaves Sharn.

10. Cargo Cart: A cargo cart is a large, empty
cart used to haul bulky objects. While carts on other
trains might be filled with harvested crops or ore, the
cargo cart on the Five Nations Express is used only
for excess baggage brought by standard or first-class
passengers as well as time-sensitive courier deliveries.
Unlike passenger carts, cargo carts do not have aisles
through them. Instead, a narrow walkway allows the
crew to get around the cart as needed. Each cargo cart
can be securely locked (Open Lock DC 25). Six more
members of the Defenders Guild guard the cargo cart
on the Five Nations Express.

Lightning Rail Control

Without a trained pilot controlling it from the helm of
a lightning rail crew cart, an unsuppressed elemental
is left to decide for itself what it does. Its three evenly
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weighted choices are to accelerate, decelerate, or stop
(each a 2-in-6 chance).

An accelerating coach does not derail, but simply
increases its speed until it hits the maximum speed
given above. Its speeds are increased by 10 feet per
move, and on downhill speeds are by 20 feet per move.
Characters within a cart take bludgeoning damage
each time the coach rounds a turn at an accelerated
speed, due to collision with internal fixtures, other
passengers, and luggage.

Percent of Maximum Speed Damage
25% 1d6
50% 2d6
75% 3d6
100% 4d6

If an unsuppressed elemental decides to decelerate, the
coach slows down 10 feet per move on flat terrain or 5
feet per move for downhill speeds. Passengers take no
damage, but the train might face an increased chance
of encountering wild animals or bandits if it main-
tains its slow pace for a long enough period.

An unsuppressed elemental who decides to stop
immediately halts the coach where it stands, dealing
4d6 points of damage to characters inside a cart as they
are thrown about the interior. Characters riding in a
cart with a canvas top or sides (rather than solid walls)
have a 50% chance of being thrown from the cart and
taking 8d6 points of damage from the impact.

Regaining Control of a Coach: A character who
gets to the helm can attempt to bring a lightning rail
coach under control by successfully commanding the
elemental (see page 25). Once someone is in control of
the elemental, the lightning rail can be stopped safely
at the end of the following round.

Derailment: Short of collision, prying up and
removing the conductor stones from more than 100 feet

of the lightning rail line is the only way to cause a
lightning rail cart to derail. Conductor stones removed
from shorter stretches of the lightning rail’s path cut
a coach’s speed in half, but don’t affect its control.

Should a coach derail due to conductor stone damage,
derailment starts at front of the train and moves back.
Each round, the next two carts closest to the front of
the line tumble from the conductor stones, flipping end
over end and breaking apart. Derailment is inevitable
once it begins, though alert characters at the end of the
train will likely have a few rounds before the derail-
ment reaches them.

Characters inside a cart that derails take 8d6 points
of damage. Characters on the outside of a cart (usu-
ally on the roof or outer walkways) take 12d6 points of
damage. The carts themselves land 1d4 X 10 feet from
the row of conductor stones that marks the lightning rail’s
path. Roll d% to determine whether a cart lands on
its side (01=50), upside down (51-75), or right side up
(76—100).

THE STORMSHIP

Massive seagoing ships of great size and power, storm-
ships provided some of the most destructive naval
power of the Last War, sacrificing speed for tremen-
dous utility in battle. Since the close of the war, many
stormships have been relegated to coastal patrols or
pirate interception duties.

Appearance: A stormship looks mostly like any
otherlarge sailing ship, with three stately masts and all
the associated rigging. On its aft deck, however, a mas-
sive ring of lightning glows and crackles constantly.
Through this ring, a fierce wind blows into the ship’s
sails, propelling it forward. The sky above a stormship
is always dark and cloudy, and it brings foul weather
with it wherever it goes.

Operation: A stormship is sailed like a standard
sailing ship, with a bound air elemental providing

WAYEINDER FOUNDATION UNFURLS NEW MAPpP PERILOUS

Exclusive to the Piton by Giff Rapelje
Fairhaven, 23 Barrakas

At aWayﬁnder Conclave meeting this evening, famed
explorer and living legend Boroman ir’'Dayne pulled
the dragonhide off the Foundation’s new Map Peril-
ous, which indicates the relative dangers to be encoun-
tered in every region across Khorvaire and beyond.

“I have great hope that this map will contribute
to the further exploration of the remotest corners of
our world,” Lord Boroman said.

The most surprising revelation is the respect
shown for the strength of the Lhesh Haruuc in Dar-
guun. No longer a vivid red “blood fall” on the map,

the hobgoblin kingdom is instead a warm shade of
amber, the color reserved for territories that present
significant (but not life—threatening) danger. The
Wayfinder Foundation believes that the Red Emperor
has forced his unruly subjects to bow to his order.

“The market in Rhukaan Draal is filled with savage
cries, roasting spits of meat, and the feral sweat of the
goblinoids. It is a place of raw, primal energy—but it
is not necessarily deadly,” noted Wayfinder Conclave
trustee Dorein Rauthevvit.

The move leaves the Demon Wastes, Droaam, and
the Mournland as the only “blood falls” left on the
continent. This continues the trend seen since the Last
War as the crimson stain slowly lifts from Khorvaire.



stronger winds than normal. While it cannot match the
speed of a wind galleon, a stormship can easily outpace
most normal sailing ships, managing 8 miles per hour.
Due to the constant inclement weather surrounding
it, the ship requires a crew of thirty-two sailors just to
stay operational. Its enormous size allows it to carry
200 tons of cargo, though most merchants prefer not
to entrust their precious goods to a stormship’s hold.

The stormship’s true value lies in its ability to har-
ness the power of its elemental for offensive destruc-
tion. Like a wind galleon, it is piloted by a wheel of wind
and water, but a stormship’s design grants a pilot bearing
the Mark of Storm additional abilities. While gripping
the wheel, a character with the Lesser Mark of Storm
can expend one daily use of the spell-like abilities
associated with the mark to instead use call lightning as
a spell-like ability. Because of the presence of the
bound air elemental, all lightning bolts called deal
3d10 points of damage (rather than 3d6). In addition,
a pilot bearing the Greater Mark of Storm can expend
one daily use of that mark to use either call lightning storm
or chain lightning as a spell-like ability.

Allthese effects originate from the bound elemen-
tal on the aft deck, not the dragonmarked character,
but caster level and saving throw DCs are determined
as normal for the type of dragonmark used. The call
lightning or call lightning storm effects end prematurely if the
dragonmarked character releases the wheel, but there
is no limit to the number of characters who can gain
access to the ship’s lightning powers in a given day.

A stormship has the side effect of forming thun-
derstorms wherever it sails. Dark clouds, heavy rain,
and random lightning strikes crop up within a 1-
mile radius of any stormship with an unsuppressed
elemental, lingering for 4d12 hours after the ship has
gone. This effect makes sailing alongside a stormship
a risky business. It is what prompted House Lyrandar
to stop using stormships as escort vessels. Stormships
are designed to withstand more abuse at the hands of
foul weather than most sailing ships, but a number
have been lost as a result of storms they created.

Suppression: A stormship can sail perfectly well
without its air elemental, but it slows down to the speed
of aregular sailing ship and becomes reliant on prevail-
ing wind conditions. If the elemental is suppressed, any
spell-like abilities granted to the ship’s pilot are lost,
and the continual storm surrounding the ship abates
over the course of 4d6 hours. When a stormship needs
to be brought directly to port, the pilot suppresses the
elemental while the ship is still several miles offshore.
The crew then sails her in on regular wind power.

History: House Cannith and the artificer guilds
of Zilargo have longed shared a mutually beneficial but
extremely tense working relationship. House Cannith
helped the gnomes advance their elemental binding
techniques by leaps and bounds, with the gnomes agree-
ing to share this advanced magic with the House Can-
nith crafters in turn. Neither side has ever been totally

open when it comes to sharing house or guild secrets,
though. As a result, House Cannith has never been
privy to the actual techniques for binding elementals to
items, and the gnomes have never been granted access
to Cannith’s most powerful crafting techniques.

These gaps in knowledge have led to some terrible
mishaps over the years, but also to a number of acci-
dental advancements. It was one of these accidents that
led to the eventual creation of the stormship. During
early experiments aimed at using bound elementals
to power moving vessels, binding rings used to hold
air elementals were found to affect the elemental’s
abilities in unexpected ways. One particular binding
technique created localized storm winds so fierce that
they ripped the prototype vessel to shreds. The storm
raged for days around the workshop, with the binding
design subsequently reexamined and rebuilt.

A gnome artificer and a House Cannith crafter
saw a different potential in the failed attempt, though.
They took the early design and reworked it, together
creating a binding method that funneled the destruc-
tive power of the storm instead of simply unleashing it.
The first stormship was completed within ayear, and a
small number were sold to Breland and House Lyran-
dar. Breland turned the vessels into coastal protectors,
while House Lyrandar used the martial ships to protect
other vessels in its fleet.

Today, stormships are used primarily for defense,
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though many sailors believe that the vessels bring bad
luck and hope a stormship never gets too close to their
own craft. A few nations are known to keep small fleets
of stormships in hidden ports—insurance in case the
Treaty of Thronehold collapses and war once again
spreads across Khorvaire.

Stormship: Colossal vehicle; Seaworthiness +1;
Shiphandling +2; Speed 40 ft. (nautical average),
Overall AC —3; Hull sections 45 (sink 12 sections);
Section hp 60 (hardness 5); Section AC 3; Rigging
Sections 2; Rigging hp 80 (hardness 0), AC 1; Ram
12d6; Mounts 6 light, 2 heavy, ram; SA lightning ring;
SQ resistance to electricity 10; Space 100 ft. by 30 ft.;
Height 15 ft. (draft 10 ft.); Watch 8; Complement 40;
Cargo 200 tons; Cost 76,000 gp.

Armaments: 6 light ballistae, 2 heavy ballistae.

Elemental Ring: Touching the crackling ring of
lightning or moving through it deals 3d8 points of
electricity damage.

Aura: Strong conjuration, CL 15th.

Construction: Bind Elemental, greater planar binding,
38,000 gp, 3,040 XP, 76 days.

Price: 76,000 gp.

THE UNDERSEA SHIP

Shortly after the first elemental airships went into ser-
vice, House Cannith and its associates in Zilargo began
work on the development of a new kind of elemental
vessel. Built for clandestine travel and espionage-
related activities, the undersea ship employs a bound
water elemental to glide beneath the waves. With the
new design, House Cannith believed it had created
a vessel that every nation caught up in the Last War
would want. The Last War ended before the first three
vessels were completed, however, and no additional
undersea ships have yet been put into production.

Appearance: An undersea ship bears a superficial
resemblance to an elemental airship that has somehow
inadvertentlylanded in the water. The craft is strangely
thin and elongated, though, with every compartment
sealed within the hull. In addition, the binding ring
roils with violently spinning water instead of the airy
or fiery torus that usually fills an airship’s ring.

Inside, a narrow bridge located at the front of the
ship features the helm from which the water elemental
can be commanded. In addition to the water elemental
that powers the craft, a Small air elemental is bound
to the ship as well, providing fresh air for the crew as
the ship travels beneath the waves.

Operation: The magical interaction of the bound
elemental and the ship moves the vessel by displacing the
water around it. A undersea ship can reach a top speed
of 15 miles per hour when traveling beneath the surface
of the water, or 10 miles per hour when riding on top
of the waves. Through experimentation, the Zilargo
artificers have determined that the best cruising depth
for the vessel is 200 feet, given the temperature of the

water and the preferences of the elemental.

Everbright lanterns located in recessed compartments
along the outer hull provide illumination when their
seals are opened. These devices provide bright light to
arange of 60 feet from the ship, with shadowy illumi-
nation to 120 feet.

A unique feature of the undersea ship is the observa-
tion blister. From this protruding compartment, a magic
window can be opened showing any exterior quadrant
of the ship—forward, rear, sides, top, or bottom.

Suppression: When its water elemental is sup-
pressed, an undersea ship loses the power needed to
propel itself. If beneath the surface, it will begin to
rise at a rate of 5 feet per round.

History: Few people outside House Cannith know
that undersea ships exist, and only a handful within
the house have been made aware of this relatively new
creation. House Cannith believed that it would make
a fortune selling these vessels to the various agencies
charged with espionage and intelligence throughout
Khorvaire, but the end of the Last War made such expen-
ditures unnecessary in these days of supposed peace.
One agency, the Dark Cabinet of Karrnath, purchased
and took possession of an undersea ship. The remain-
ing two, originally earmarked for Breland and Aundair,
remained in House Cannith’s hands (speciﬁcally, in the
hands of the faction of the house loyal to Baron Merrix).
The dragonmarked house has since had occasion to use
them for intelligence-gathering of its own.

THE WIND GALLEON

House Lyrandar operates an extensive fleet of cargo
and passenger water vessels powered by air elementals.
Common in all coastal cities on Khorvaire, wind gal-
leons are built for speed and carrying capacity rather
than battle.

Appearance: The hull of a wind galleon is similar
to that of any traditional wind-powered vessel, but it has
only a rudimentary mast and sails. On the aft deck, a
large tower holds a massive ring of moving air that trails
the boat, propelling it forward. An air elemental bound
into the ring is the source of the galleon’s propulsion.
Most ships bind a Huge elemental, but smaller craft
using Large elementals have been built as well. At least
one massive cruiser has been constructed, binding two
separate Huge elementals on either side of the ship.

The hull of a wind galleon does not fully rest in
the water (some designs barely touch it, in fact), being
supported instead by two long, finlike structures that
sit on the surface. These structures are part of how the
wind galleon is able to achieve its great speeds; the drag
of the water against the fins is considerably less than it
is against the hull of a standard ship.

Operation: Wind galleons are fast and relatively
agile for their size, able to make turns or come to a com-
plete stop quickly. They are preferred for any situation
where price and speed must both be given priority. The
wind galleon is the shipping vessel of choice for perish-



able goods, with a speed unmatched by any vessel with
comparable cargo capacity. Almost all wind galleons
are used for business, but most are owned by House
Lyrandar, not the merchants or individual captains who
make use of them, guaranteeing asteady flow of profits
continuing to flow into the house.

A wind galleon’s hull is crafted partially from
lighter-than-air soarwood—not enough to lift it fully
from the water, but enough to lower the ship’s weight
and allow it to skim the surface. A wind galleon has
sails, though they are not strictly necessary for forward
movement. Instead, they are used to help steer the
ship, allowing it to make sharp turns and control its
direction of travel more precisely. Awind galleon with
sails furled has a tendency to skid along the surface of
the water, fishtailing as it goes and lowering its top
speed to 10 miles per hour.

The wind galleon design is fast, but vulnerable
to damage. The ship is prone to capsizing if buffeted
too strongly. Because of this, wind galleons have never
been built for war, and they generally seek to outrun
any threat that presents itself.

Suppression: Without an air elemental to power a
galleon, it can take only limited advantage of natural
wind propulsion. The ship moves at half the speed of
a normal ship under the same conditions, because of
its small sails.

History: The wind galleon is the most common of

the elemental galleons, emerging from the combined
efforts of House Cannith researchers and the gnomes of
Zilargo as they sought to create faster modes of bound-
elemental travel. After a number of initial disasters
(one of whichled to the development of the stormship),
the first wind galleon left the dry docks of Trolanport
in 865 YK. Its goal was to reach Sharn in record time,
but the ship’s gnome pilot had trouble controlling the
bound air elemental. House Cannith once again turned
to House Lyrandar for assistance; with the help of the
Mark of Storm, the wind galleon proved to be a worthy
entry in elemental vessel design.

House Lyrandar commissioned an entire fleet of
the ships, taking possession of a number of wave galle-
ons as well (these employ water elementals instead of air
elementals, but are otherwise identical in function).
With these ships, House Lyrandar quickly increased its
dominance over sea travel and shipping. To this day,
most elemental galleons in service fly the Lyrandar
flag, though a handful of privateers struggle to earn a
living with independently owned ships.

Wind Galleon: Colossal vehicle; Seaworthiness +4;
Shiphandling +3; Speed 100 ft. (perfect); Overall AC
—3; Hull sections 80 (sink 20 sections); Section hp 60
(hardness 5), Section AC 3; Ram 6d6; Space 90 ft. by
30 ft.; Height 30 ft. (draft 0 ft.); Watch 7; Complement
30; Cargo 150 tons; Cost 64,000 gp.
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Aura: Strong conjuration, CL 15th.

Construction: Bind Elemental, greater planar binding,
32,000 gp, 2,560 XP, 64 days.

Price: 64,000 gp.

OTHER VEHICLES

Though bound-elemental vessels are among Eberron’s
most impressive accomplishments, such vehicles are
relatively recent and expensive developments. The
majority of the people, who can’t afford (or don’t trust)
the elemental-powered vessels, use traditional means
of travel. Sailing ships, horse-drawn carriages, and
ordinary mounts are still far more common than the
advanced magical transports seen in some parts.

Lhazaar Sea Galleon

The ships sailed by the pilots of the Lhazaar Princi-
palities need to be both fast and well protected. Even
the most humble of shipping vessels must maintain
vigilance against pirate attacks from a rival sea baron,
and many ships must be ready to fly the pirate flag
themselves if their liege calls for it. As a result, the
Lhazaar build ships that are ready for anything and
renowned for their staying power in naval combat.
Elemental wind galleons might move faster, but most
would be crushed should they be outmaneuvered by a
Lhazaar ship.

Appearance: Lhazaar galleons are not that different
in design from normal galleons, but tend to be well built
and sturdy, with thicker hulls to better survive the harsh
storms of Khorvaire’s eastern shores. All galleons are
heavily armed, with ballistae and catapults prominently
displayed. Oars allow the crew to row a boat in calm
seas or move faster during naval combat. Perhaps the
most important feature of a Lhazaar galleon, however,
is the flag flying above the main mast. This indicates to
which of the Principalities the ship owes allegiance—or
whether it sails the black flag of the pirate.

Operation: With so great a chance of being
raided, Lhazaar galleons are designed to be sailed by
only a skeleton crew. Extra crew can then operate the
ship’s weapons or fight off boarders. Most are also
equipped with long-term endurance in mind, and
can sail for months before needing to resupply. Their
self-sufficiency makes them effective as pirate vessels
when the need arises, since active pirates need to be
careful about which ports they can trust.

Lhazaar Sea Galleon: Colossal vehicle; Seaworthiness
+1; Shiphandling —1; Speed wind X 10 ft. (average);
Overall AC —3; Hull sections 100 (sink 25 sections);
Section hp 70 (hardness 5); Section AC 3; Rigging
Sections 2; Rigging 100 hp (hardness 0); AC 1; Ram
14d6; Mounts 8 light, ram; Space 110 ft. by 30 ft.;
Height 15 ft. (draft 15 ft.); Watch 10; Complement 80;
Cargo 200 tons; Cost 17,000 gp.

Armaments: 6 light ballistae, 2 light catapults.

Price: 17,000 gp.

Lyrandar Sailing Ship

The mages of House Lyrandar sometimes install their
fantastic wheelofwind and water on ordinary sailing ships,
allowing a dragonmark heir to propel the ship at faster
than normal speeds. These ships provide Lyrandar
with a cheaper means of transporting cargo swiftly.

Appearance: Lyrandar sailing ships are visually
indistinguishable from other sailing ships, except for
the gusty winds that surround them even in otherwise
calm seas.

Operation: A Lyrandar sailing ship requires a
full crew to operate its sails and rudder. Without the
crew to steer the ship, the Lyrandar heir is simply
providing propulsion without direction. Operation of
a wheel of wind and water requires very little actual sailing
knowledge on the part of the pilot, and dragonmark
heirs who have only recently manifested the Lesser
Mark of Storm often helm these ships.

If sailing through dangerous waters, House
Lyrandar is usually more willing to send one of these
dragonmark-enhanced ships than a rarer (and much
more costly) wind galleon. A clever haggler might even
procure a discount from the house by agreeing to take
a Lyrandar sailing ship as a charter, rather than the
wind galleon he claims to have actually wanted.

Lyrandar Sailing Ship: Colossal vehicle; Seawor-
thiness —1; Shiphandling +1; Speed 60 ft. (average),
Overall AC —3; Hull section 32 (sink 8 sections); Sec-
tion hp 50 (hardness 5); Section AC 3; Rigging Sec-
tions 2; Rigging 80 hp (hardness 0); AC 1; Ram 12d6;
Space 80 ft. by 20 ft.; Height 10 ft. (draft 10 ft.); Watch
5; Complement 30; Cargo 150 tons; Cost 18,000 gp.
Price: 18,000 gp (includes wheel of wind and water).

Orien Coach

Carrying passengers and mail to even the smallest
hamlets, the coaches run by House Orien are vital to
day-to-day life in the Five Nations.

Appearance: A House Orien coach is a covered
wagon with separate front and rear compartments. Each
compartment contains a pair of cushioned benches that
seats three Medium creatures, for a total capacity of
twelve passengers. The driver sits atop the front of the
coach, usually with several crates of mail or other cargo.
A second crew member (often a bodyguard) can sit next
to the driver. Four strong horses pull the coach.

Operation: Horses exclusively procured from
House Vadalis are used to pull the coaches of House
Orien. While most coaches use mundane steeds, espe-
cially important charters sometimes warrant the use
of magebred horses.

All the scheduled stops for existing Orien coach
routes are along Orien trade roads. The Couriers Guild
discourages sending coaches to unknown destinations,
preferring to have them simply run long-established
routes. In many towns and villages, mail delivery by
Orien coach is a near daily occurrence.



Orien coaches are also used as part of larger cara-
vans, providing passenger seating for merchants and
traders shipping goods overland. Such coaches never
use magebred horses, however, because speed is not an
issue for them.

Sample Orien Caravan
House Orien regularly organizes horse-drawn coaches,
carts, and wagons into large caravans for overland
travel. The main purpose behind a caravan is not speed
(the coaches and carts would generally travel faster on
their own) but defense. By banding a large number
of vehicles together, each becomes less vulnerable to
attack by bandits or monsters. The sample caravan
presented here is representative of the Orien caravans
that can be found traveling virtually anywhere within
the Five Nations.

Lead Riders: Two armed riders (human fighter
2) travel about 100 feet ahead of the caravan, scouting

for danger and ambush. Should they spot bandits or a
hostile monster, they give a loud signal.

Coaches: There are four Orien coaches (described
above) in this caravan. Most of the house officials who
organized the caravan ride in the first coach, includ-
ing a house heir bearing the Least Mark of Passage with
the mount spell-like ability. Should any of the caravan
coaches lose a horse to monsters, the heir uses mount to
summon a replacement until the next settlement can
be reached. The other three coaches carry merchants
and paying passengers. Packages too large to be carried
on regular mail routes might also be lashed to the roofs
of these coaches, and each is driven by a House Orien
driver (human expert 2) with a companion bodyguard
(human fighter 2).

Wagons and Carts: The cargo being moved by the
caravan is carried in eight wagons and five carts, each
provided and maintained by the individual merchant.
Each vehicle is pulled by whatever horses or mules the

WAYEINDER FOUNDATION TRAVEL Tip
How 1o SUurRVIVE SLAVERY IN DARGUUN

When Korranberg Chronicle reporter Kole Naerrin went
undercover as a warforged indentured servant in
Thrane, his bondage was limited in duration and
tempered by that nation’s generally well meaning Gf
rigid) code of justice. Make no mistake, though: if
you fall into bondage in Darguun, your experience
will be nothinglike Naerrin’s demeaning but relatively
painless work-a-day servant’s life.

As a slave in Darguun, you will be whipped,
starved, and kenneled with beasts. If you are lucky
enough to survive, your bruises and the stink of goblin
will be set so deep in your flesh that you may never feel
yourself again. The first rule of slavery in Darguun is
thus: avoid it at all costs. Some calamities cannot be
helped, however, and for those unfortunates fallen to
chains under the shadow of the Red House, the Way-
finder Foundation offers these survival tips.

Follow orders. Slaves are cheap in Darguun,
and the bugbear overseers think nothing of slitting
a recalcitrant slave’s throat to save gruel at mealtime.
Be especially obedient immediately after capture in a
large group, for the overseers will be looking for a head
to pike as an example to others.

Knowyour captors. The Rhukaan Taash, the Kech
Shaarat, and the Kech Volaar value power, revolution,
and knowledge respectively. Appeasing your masters
is easier if you know their predilections. Beware the
Kalkor Marguul; to praise the Lhesh Haruuc in their
company is to invite a halberd in your skull.

Improvise. You will need weapons to escape, but
not even the dimmest goblin runt deep into his rotgut
allows a slave to arm itself. The “shusk,” a bugbear

canine tooth lashed to a stick, makes an effective
dagger, and is readily constructed from the remains
of bugbears beheaded for disloyalty. One tale that
reached Conclave ears described a monk of the Orla-
un monastery near Wyr who fashioned a spiked chain
from bugbear teeth, rat sinew, and his ankle shackles.
The Foundation highly recommends learning basic
weaponcrafting and escape skills (useful for wriggling
free from bondage) before journeying to Darguun.

Keep your head up. A slave without hope is a slave
who will never be free. A slave with his head down is
a slave who will never see the key left carelessly on the
wagon yoke. A gnome chimney sweep escaped a life
chained inside the flue of a Wyvernskull tavern when
he saw an ignorant goblin toss an unread scroll of tele-
port onto the cold embers. Be ready for any opportunity
to escape.

If you are a former Darguun slave, contact the
nearest House Sivis message station at our expense.
The Piton wants your story! Earn gold and support your
fellow Wayfinders!

[Piton Ed. note—The Wayfinder Foundation’s newly
unveiled Map Perilous shades Darguun as an amber
travel zone. This makes the advice in this article all
the more relevant as hordes of amateur explorers,
treasure hunters, and foolhardy travelers are bound
to see the amber shading as an open invitation to
visit the Lhesh Haruuc for high tea. Please circulate
this article liberally among your acquaintances in
the traveling community—the life you save could be
a friend’s.]
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trader in question is willing to spare. The cargo can
vary widely, though perishable foodstuffs are usually
shipped by lightning rail or sea vessel and are thus
rarely seen in a caravan, except when magically cooled
wagons are employed.

House Orien does not inspect or make promises
regarding the contents of the carts in its caravans, so
it is relatively easy to smuggle illegal materials across
national borders in a caravan wagon. Likewise, Orien
does not provide additional security for each cart,
so many merchants hire adventurers to specifically
defend their goods.

Flanking Riders: A group of four armed riders
(human fighter 1 or ranger 1) travel alongside the
coaches, wagons, and carts on both sides. They keep
themselves spread evenly along the length of the cara-
van, looking for dangers at the road’s edge.

Trailing Riders: Traveling about 150 feet behind,
four armed riders (human fighter 1) keep an eye on
things from afar. Should the caravan be attacked, they
rush to help defend it.

INTERNATIONAL TRAVEL

From the crashing waters of Scions Sound to the
heath beyond Fort Bones, through the bolt-holes of
the Black Caps, and across the ghoul-haunted Crying
Fields, House Deneith is charged by ancient decree
with securing international borders. While many
would quail before the task of defending thousands
upon thousands of desolate miles of frontier, House
Deneith has developed many strategies over the
centuries to do just that.

BORDER GUARD SQUADS

To be sure, Baron Breven d’Deneith relies upon
monsters, peat bogs, rockslides and the whims of
the weather to foil many border jumpers, but he also
employs specialized watchers—the border guards—who
are adept at using both magic and mundane means to
patrol their jurisdiction. Most patrols include both
falconers, whose birds spot outlaws from miles away,
and scouts, whose dogs and wolves track fugitives
through even the thickest forest. In elite border guard
squads, mages and rangers cast prying eyes and commune
with nature to hunt their quarry.

When atravelerisin the wilderness within 20 miles
of anational border, he must make a Survival check each
day to remain undetected by the border guards. The DG
of the Survival check is determined by the strength of
the border guard squad currently in the area, as shown
on Table 2—2: Border Guard Squads. Border guards
(and their companions, when applicable) always take
10 on their Spot and Forgery checks. A +8 competence
bonus that border guards have to detect falsified House
Sivis traveling papers is included in the Forgery check
DCs, as is the bonus for members of a squad using the
aid another action.

TABLE 2-2: BORDER GUARD SQUADS

d10 Squad Survival Hide Forgery
DC! DC? DC?

1-2 1 mounted guard* 15 24 17
with trained hawk

3—4 1 Karrnathilongstrider 19 24 19

guard with 6 human
commoner skeletons and

1 Karrnathi skeleton

5—6 1 longstrider guard 21 26 19
with a collared wolverine
7-8 2longstrider guards 25 30 19

with 2 gnoll mercenaries
from Droaam
9 2 mounted guaurds4 19 26 Impossible

with a scrying shard and a unless the zone

wand of zone of truth of truth is
dispelled (they
question all
travelers)
10 I longstrider guard 19 28 21

with a livewood shield

housing an Aerenal dryad
1 Survival checks are requred to avoid runninginto the guards
in the wilderness.
2 Hide checks are to avoid running into the guards in town.
3 Forgery checks are to fool the guards with forged papers.
4 As the sentinel marshal, page 233 of the EBERRON Campaign
Setting, but with Handle Animal +5 and Heal +3.

LonGsTRIDER BorRDER GUARD (SHieTED) CR 5

Shifter ranger 4/wizard 1

LN Medium humanoid (shapechanger)

Init +4; Senses low-light vision, scent, Listen +6,
Spot +7

Languages Common, Sylvan, empathic link

AC 19, touch 14, flat-footed 15
hp 48 (5 HD)
Fort +6, Ref +8, Will +4

Speed 30 ft. (6 squares)
Melee silvered short sword +4 (1d6/19—20) or
Ranged +1 longbow +9 (1d8+1/%3) or
Ranged +1 longbow +7/+7 (1d8+1/%3) with Rapid Shot
Base Atk +4; Grp +4
Atk Options favored enemy humans +2, Precise Shot,
Point Blank Shot, Rapid Shot
Ranger Spells Prepared (CL 1st):
Lst—longstrider
Wizard Spells Prepared (CL 1st):
Ist—ray of enfeeblement (+8 ranged touch, DC 12), sleep
(DC 12)
0—daze (DC 11), detect poison, ghost sound (DC 11)

Abilities Str 10, Dex 18, Con 16, Int 13, Wis 12,
Cha 8

SQ animal companion, familiar, link with companion,
share spells, shifting (wildhunt) 1/day (5 rounds),
wild empathy +3 (-1 magical beasts)

Feats Alertness® (if familiar within 5 ft.), Endurance®,




Point Blank Shot, Precise Shot, Rapid Shot?,
Track®

Skills Balance +6, Climb +9, Hide +8, Jump +6,
Knowledge (geography) +4, Knowledge (nature)
+6, Listen +6, Move Silently +6, Ride +4, Spellcraft
+4, Spot +7, Survival +8, Swim +3

Possessions +1 chainshirt, +1 longbow, silvered short sword,
blank ash pulp temporary traveling papers, seal of
House Deneith, manacles, 18 gp, 9 sp

When not shifted, the longstrider border guard loses
the scent ability and has the following changed
statistics:

hp reduced by 5

Abilities Con 14

WorLr ANIMAL COMPANION CR ~
N Medium animal
Init +2; Senses low-light vision, scent, Listen +3,

Spot +3

AC 14, touch 12, flat-footed 12
hp 13 (2 HD)
Fort +5, Ref +5, Will +1

Speed 50 ft. (10 squares)

Melee bite +3 (1d6+1)

Base Atk +1; Grp +2

Atk Options trip (must hit with bite attack, MM 283)

Abilities Str 13, Dex 15, Con 15, Int 2, Wis 12,
Cha 6

SQ 1 bonus trick, link, share spells

Feats Track?®, Weapon Focus (bite)

Skills Hide +2, Listen +3, Move Silently +3, Spot +3,
Survival +1 (+5 when tracking by scent)

HAwk FAMILIAR CR ~
N Tiny animal

Init +3; Senses low-light vision, Listen +7, Spot +16
Languages empathic link

AC 17, touch 15, flat-footed 14
hp 21 (5 HD)
Resist improved evasion

Fort +4, Ref +7, Will +5

Speed 10 ft. (2 squares), fly 60 ft. 12 squares) (average)
Melee talon +5 (1d4—2)

Space 2-1/2 ft.; Reach 0 ft.

Base Atk +4; Grp —6

Abilities Str 6, Dex 17, Con 10, Int 2, Wis 14, Cha 6

SQ share spells

Feats Alertness, Weapon Finesse®

Skills Balance +5, Climb +7, Hide +7, Jump +4, Listen
+7, Move Silently +5, Spot +16, Survival +9

TRAVELING PAPERS

At road and lightning rail crossings, border towns,

ports, and airship docking towers, House Deneith’s
scrutiny is even more intense. Here, rather than fal-
cons and dogs, Baron Breven’s chief security tool is a
set of documents known as traveling papers.

To cross a border legally, a traveler must present

traveling papers to the border guards on duty. The
Notaries Guild of House Sivis issues traveling papers
that are valid for four years. A gnome notary scribes
the paperswith iron gall ink on 3-inch-square vellum,
heavy and slick. The papers identify all travelers,
list their residence, destination or destinations, and
reason for travel. House Sivis charges 25 gp to prepare
the papers, and many travelers buy a densewood flip-
case to protect their documents (5 gp).

If a traveler stopped by a border guard does not
have his papers, he can purchase temporary traveling
papers from any House Orien, House Lyrandar, or
House Deneith agent (including the arresting border
guard himself). These papers expire after only one
journey. Temporary traveling papers are scribed on
cheap ash pulp, yet they cost 100 gp. The houses find
that most customers are willing to pay this exorbitant
price rather than forgo their journey.

Unprepared tourists and explorers should note
that temporary traveling papers are only sold to pur-
chasers with a character witness present. The dragon-
marked houses recognize three types of witness for this
purpose—a fellow traveler with current House Sivis
papers, a letter of marque sealed by a noble, or nota-
rized identification papers indicating membership in

the Wayfinder Foundation.

Forged Papers

Inevitably, certain travelers are wanted by the author-
ities in one nation or another, whether for assassina-
tion, looting, or favoring the queen’s fairer cousin.
If such a traveler attempts to cross a border under
his own name (whether into or out of the area in
which he is wanted), he is detained by the border
guards provided they succeed ona DC 10 Spot check.
Blacklisted travelers often resort to obtaining forged
papers and traveling under assumed names, since
House Sivis refuses to issue traveling papers for
fugitives. Because of the difficulty of forging House
Sivis notarized documents, a border guard gains a
+8 competence bonus on the Forgery check made to
detect them (already included in the Forgery check
DCs in Table 2—2).

A character who succeeds on a DC 25 Gather
Information check in one of Khorvaire’s other large
centers can seek to hire a professional forger like one
of the following.

Harlen Taliquay (male human expertb; Forgery
+15) specializes in House Sivis documents. Harlen
charges 150 gp per page, but he guarantees his work.
Anyone caught while traveling with one of Harlen’s
papers is reimbursed 50 gp per month spent in chains
(to a maximum of 600 gp for one year).

Blacksnout Grubchok (female half-orc rogue
2; Forgery +5) spends her days slurping venison
stew at her favorite tavern, the Oiled Spleen. She is
cheap (25 gp per page) but does not provide Harlen’s

guarantee.
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Sassiir’Lain (female human aristocrat 5; Forg-
ery +6) is a young noble slumming for entertain-
ment. She looks at forgery as a game, stealing her
friends’ traveling papers and replacing their names
with those of her customers. She works for free if a
male PC has a Charisma of 14 or higher; otherwise
she charges 50 gp per page. If her family ever discov-
ers her activities, they will send assassins to silence
all her clients.

Characters with ranks in Forgery can prepare their
own forged documents, but no matter who prepares
them, the DM should roll the Forgery check in secret
and note the result for that particular set of traveling
papers. That way, the character won’t know whether
the check result beats the indicated DC on Table 2—2
until the papers are actually checked.

ADVENTURE IDEAS

—In 792 YK, the Silver Flame knight Jacques
d’Morrun, desperate to save his village of Nathyrr,
donned the Pelt of Thirteen Claws and tore into the ettercaps
and phase spiders swarming out of the Harrowcrowns.
Afterward, he burned the evil garment and entered a
monastery. His atonements were only partially received
by the Silver Flame, though, for his line has been peri-
odically cursed with lycanthropy ever since. The latest
victim is young Emily d’Morrun. The new werewolf
begs adventurers to smuggle her out of Thrane, across
Aundair, and into the Eldeen Reaches.

—Marshal Brougham Spurrath of the border
guards recently confiscated a shipment of glamer-
weave gowns belonging to the Cabinet of Faces crime
syndicate (see page 140 of Races ofEberron). Unknown to
the Marshal, sewn into the lining of one of the robes
are six eternal wands of vampiric touch. Posing as an impover-
ished seamstress persecuted for rejecting the repeated
advances of Marshal Spurrath, the changeling rogue
Benita pleads with adventurers to recover the gowns
for her and her sickly father Morvyl (a changeling
priest of the Mockery).

EXPLORER MARKS

Kole Naerrin, the famed Korranberg Chronicle reporter
who was the sole survivor of the ill-fated Sarnap Expe-
dition to the Byeshk Mountains, credits explorer marks
with saving his life. Startled awake by the hysterical
snarling of the enraged gnoll war pack that proved to
be the expedition’s doom, Naerrin was quickly shown
by a gnoll barbarian why his weapon should ever be the
quill rather than the sword. Bleeding and left for dead,
Naerrin was able to retrace his path to civilization only
by following the explorer marks dutifully blazed by the
expedition’s Wayfinders.

Naerrin’s story is not unique. Many Wayfinders,
extreme explorers, soldiers of fortune, and seekers
after the draconic Prophecy rely upon explorer marks
to guide them through the wilderness. More than just
a professional courtesy that unites the sometimes frac-
tious and competitive brotherhood of explorers, the
marks are a lifeline in uncertain terrain. They can
flag a hidden water hole, point out the warmest cart
in a lightning rail train, or announce the presence of
friendly or hostile natives.

Explorer marks have their roots in a symbolic
code developed by Oalian, the Great Druid of the
Eldeen Reaches. As his Wardens of the Wood sect
grew, its forest villages began to include nondruids
(many of them children) who frequently became lost
in the Reaches. Oalian taught the Wardens to mark
trails with rock cairns, bent saplings, and symbols
stained on bark with berry juice. Over time, the
marks employed by the Wardens of the Wood came
to enjoy widespread use, and the original symbol set
was expanded. Today, every villager in the Reaches
learns to read these signs.

Instead of squeezing berries,
most explorers carry
a stick of



chalk or a lump of charcoal with which to make their
marks. A typical explorer mark persists for three days
outdoors or two weeks indoors before rain and wind
erode it beyond recognition (Varying environmental
conditions may drastically increase or decrease this
period of time). The Track feat is not required to
observe and follow explorer marks; a DC 10 Spot check
suffices. If not rushed or pressured, a character can
take 10 on this check. All sufficiently knowledgeable
adventurers (those with 5 or more ranks in Survival)
can understand a large number of marks. Beyond that,
specialized groups have developed secret marks known
only to members.

The accompanying illustration details the most
important explorer marks and their meanings.
Any mark can be understood with a DC 20 Survival
check. (A) indicates a mark that all adventurers with
5 or more ranks in Survival automatically under-
stand. (W) indicates a mark that a Warden of the
Wood druid or ranger automatically understands,
while (F) indicates a mark that a Wayfinder auto-
matically understands.

ORGANIZATIONS

For those who are driven to explore the length and
breadth of Eberron, many eventually find themselves
congregating with other like-minded individuals,
pooling resources to achieve expeditions that would
be impossible on their own. The thirst for knowledge
or wealth can lead to dangerous places, and it’s rare
indeed that one is better off traveling without a com-
pany of stalwart companions (and the requisite funds)
to get someplace and back again.

In that spirit of exploration and potential acqui-
sition, more permanent organizations have formed
throughout Khorvaire to support explorers in their
quests. The most prestigious and well funded of these
are the Wayfinder Foundation and the Twelve, both of
which have a reputation for promoting the discovery
and preservation of the world’s treasures.

THE WAYFINDER FOUNDATION
Whether displaying stuffed owlbears in its Fairhaven

trophy room, running a hostel in Stormreach, or
sponsoring jungle expeditionsin steaming Xen’drik,
the Wayfinder Foundation promotes the hunger for
exploration that drives Eberron. Part philanthropic
trust and part professional networking service,
the Foundation was organized and endowed by the
halfling Boroman ir’Dayne—a renowned explorer
in his own right until an expedition to Xen'drik left
him with a mysterious wasting curse. Lord Boroman
seeks to encourage exploration and make a legacy
for himself, but his support of the Foundation also
has a more personal motive—his dream of the day
when a Wayfinder explorer stumbles from the rain

forests of deep Xen'drik clutching an ivory flask,

filled with some elixir that might save the lord’s
slowly ebbing life.

The Wayfinder Foundation can appear in the
game in a number of ways. Adventurers often turn to
it for sponsorship, and its Conclave of trustees can
underwrite the characters’ forays into terra incognita
by providing gold for equipment, travel expenses,
and healing. The DM can also use the Foundation to
challenge the characters, with rival Wayfinders racing
against the PCs as they attempt to uncover a storm
giant tomb in Xen'drik or retrieve the same ancient
schema from its long-lost hiding place.

Conversely, the Foundation can serve as a kind
of Khorvairian cavalry, dispatching Wayfinders to
rescue PC explorers who have gotten in over their
heads. For those who make it back under their own
power, the Foundation is an excellent market for
obscure art objects and rare beasts brought back from

far-off lands.

By Invitation Only

The Foundation can play an active role in the cam-

paign even for characters who are not members, but

when they learn of the Foundation’s benefits, many
players will want their characters to join. In the end,
the quest to earn membership can be an exciting
adventure in and of itself.

To become a Wayﬁnder, a character must receive

a personal invitation from one of the Foundation’s

trustees. Unless a trustee has blacklisted a character

out of personal or professional animosity, the Foun-
dation Conclave extends an invitation to any invited
character who meets one of the following criteria.

* The character has adventured in at least two lands
beyond Khorvaire (Xen'drik, Sarlona, Frostfell,
Aerenal, or Argonnessen).

* The character has personally recovered foreign
objects exceeding 10,000 gp in value and sold them
through the Foundation’s biannual Relics and
Antiquities Auction.

¢ The character is an extreme explorer of 2nd level
or higher.

* The character has escorted a true giant of Xen’drik
or a dragon of Argonnessen to the Conclave head-
quarters in Fairhaven (as a peaceful guest in an
exchange of knowledge).

* The character contracts to accompany a Wayfinder
Expedition and has at least 9 ranks in two or more
of these skills: Survival, Craft (cartography), and
Knowledge (nature).

* The character successfully bribes trustee Imre Lev-
alle (see below).

* The characteris personally recommended by Queen
Aurala of Aundair, King Boranel of Breland, or
Lord Boroman ir’'Dayne.

The Foundation sometimes extends invitations for
other remarkable achievements of exploration as the

DM sees fit.
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Membership Rewards

Members of the Wayfinder Foundation enjoy the fol-

lowing benefits:

* Access to Wayfinder Foundation lounges, bunk-
rooms and travel lodges at lightning rail stations
and airship docking towers (see Chapter Three:
Points of Origin).

* Subscription to the Wayfinder Foundation’s quar-
terly newsletter, the Rope and Piton, published by the
Korranberg Chronicle. A character who reads the Piton
picks up explorer tips and survival techniques, and
for each issue that a character reads, he can apply a
+1 insight bonus on a single Knowledge (geography)
or Survival check.

* Asasponsor, the Foundation advances 300 gp per
level of the adventuring Wayfinder in return for a
one-fifth share of treasure on select expeditions.
The Foundation also reserves the right to place the
words “Wayfinder Foundation explorer” in front
of any use of the adventurer’s name in coverage by
the Korranberg Chronicle or other journals. Sponsor-
ship is available for forays into the Demon Wastes,
Q’barra, the Shadow Marches, and any continent
other than Khorvaire.

* Automatic success when bidding for a place in a
Wayfinder Expedition (see below).

* The opportunity to sell big-game carcasses to the
taxidermists responsible for the trophy room in
the Foundation headquarters at Fairhaven. Taxi-
dermists will purchase the body of any magical
beast, aberration, or plant creature recovered
from the Demon Wastes, the Shadow Marches,
Q’barra, or any continent beyond Khorvaire,
paying 500 gp per Hit Die (to a maximum of
10,000 gp). To keep their collection varied and to
support as many Wayfinders as possible, the taxi-
dermists buy only one trophy per year from any
Foundation member.

* Insurance in the event an expedition goes bad.
Every adventure sponsored by the Wayfinder Foun-
dation registers a return date with the Conclave in

Fairhaven, and the Conclave dispatches a Wayfinder

WAVYEINDERS BAZAAR

Selling 4 live fever lizards, 2 male, fresh from Q’barra.
Start your own breeding stock. 250 gp. Contact Giff
Rapelje at the Fairhaven Conclave headquarters;
reference this ad.
P

Gnome man-at-arms, skilled with rapier, Wynarn
University-trained tenor, eager to slay his first athach.
Seeking to join a Foundation-sponsored company
plunging straight to the heart of Xen’drik! Contact
Giff Rapelje at the Fairhaven Conclave headquarters;

reference this ad.

rescue team (see page 52) to investigate should a
mission fail to return in time. If the rescue team
determines that an expedition has been irrevocably
lost, the trustees send 100 gp and a lily bouquet
topped with a kieros leaf to each party member’s
next of kin.

EXPEDITIONS

In addition to sponsoring numerous smaller mis-
sions, the Wayfinder Foundation organizes two major
expeditions per year. The spring expedition always
sails for Xen’drik, casting off from Sharn on the first
of Dravago to take advantage of the cooler winter
months in the southern jungles. The destination of
the autumn expedition varies, with Conclave trustees
currently considering proposals for a skiff flotilla into
the Shadow Marches, a jungle dig east of Adderport
in Q’barra, a dinosaur-mounted expedition into the
Blade Desert south of Zephyr Keep, and an airship
drop into Seren.

These expeditions are grand affairs, and a month
or more can pass while porters, thunder guides (see
page 64), field scholars, Wayfinders, translators,
engineers, adventurers, House Jorasco healers, and
safari-going nobles assemble. Cities and towns vie
for the privilege (and economic boon) of hosting
a Wayfinder Expedition launch. Expeditions are
typically named after their chief benefactor or high-
est-ranking noble, (“The ir’Dayne Expedition,” for
example).

The Korranberg Chronicle covers these expeditions in
great detail over many weeks, especially if a celebrated
noble is accompanying the mission. When the royal
twins Wrel and Wrey of Aundair took a break from
their studies in Arcanix to accompany an expedition
into the Dragonreach, they wound up squabbling pub-
licly over the son of a Lhazaar prince who happened to
be serving as first mate. The Chronicle sent four report-
ers to cover the ensuing uproar.

Always soliciting funds, the Foundation sells
shares in its grand expeditions for 1,000 gp each.
Anyone can buy shares, but the Foundation’s excel-
lent reputation has created high demand. Availability
is limited, and each player character can buy only one
share per expedition (two shares for PC Wayﬁnders).
The results of an expedition (excluding one on which
the PCs are members, of course) are determined by
rolling on the table in the Quick Resolution: Expedi-
tion Results sidebar. An Expedition returns after an
average of three months, at which time the dividends,
if any, are paid to shareholders.

FOUNDATION TRUSTEES

Five trustees administrate the Wayfinder Founda-
tion and make up the Foundation Conclave. Lord
ir’Dayne also claims a seat in the Conclave, and (ifhe
wishes) exercises ultimate executive control, includ-
ing veto power and the right to determine expedition



destinations. In reality, though, his wasting curse
prevents him from taking an active role in all but the
most important matters. Full board meetings occur
monthly at Foundation headquarters in Fairhaven.

The headquarters is a four-story building two
blocks north of the magnificent lightning rail station
along Wrogar Street. Rail passengers with a layover
often walk to the Foundation Museum, which occu-
pies the first two floors of the headquarters. There,
they can view dioramas recreating the exploits of
the Foundation’s greatest explorers, hear ghost sound
reproductions of the shrieks and bellows of a Xen’drik
jungle at night, and examine the stuffed figures of
owlbears, displacer beasts, behirs, and more. A course
of Xen’drik jungle branches and vines allows visitors
to test their skills at brachiation.

Above the museum, the trustees maintain individ-
ual offices on the third floor. The fourth floor contains
a grand meeting hall and lecture chamber.

The current Conclave trustees are described
below.

Shensari Damilek (LG female human aristocrat
1/expert 4; Appraise +8, Bluff +7, Sense Motive +9)
oversees the Foundation’s Relics and Antiquities Auc-
tions. In her late thirties, she dresses in black wool
robes and wears thick spectacles. Never married, she
is passionate about her work but beginning to suspect

that life is more than account ledgers and inkpots. In
fact, she secretly entertains the notion of accompa-
nying the next Wayfinder Expedition. The Damilek
family (one of the wealthiest in Sharn) is very pro-
tective of its bookish daughter, though. Her family’s
opposition has helped to hold her back.

If a player character is not a Wayfinder but wishes
to attend a Relics and Antiquities Auction, he must
succeed on a Bluff check opposed by Shensari’s Sense
Motive check. (No actual bluffing is involved; this
check is a measure of the character’s persuasiveness
rather than an attempt to mislead Shensari.) The DM
should feel free to stock the auctions with a wide selec-
tion of occult oddities and wondrous items.

In addition to bidding at auction, PCs might
wish to offer their own recovered treasures for sale.
Shensari takes rare art pieces, archeological arti-
facts, and ancient texts recovered from the Blade
Desert, the Demon Wastes, Q’barra, the Shadow
Marches, or any continent other than Khorvaire on
consignment. She pays full price, knowing that her
skilled auctioneers will draw bids high enough for
the Foundation to show a profit. This can provide an
excellent means for adventurers to convert valuable
objects into liquid cash. Steady suppliers can even
win full Wayfinder membership (see By Invitation
Only, page 47).
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Vikan Buristal (NG male human ranger 4/
extreme explorer 3) handles logistics for the Foun-
dation’s major expeditions. Over 6-1/2 feet tall, he
is blond with a full beard that conceals hideous stirge
scars. His skin is tanned and leathery from a lifetime
in the sun. For half an hour before the museum
opens each morning, Vikan exercises in the jungle
room, swinging from vine to vine and doing pull-ups
on branches.

Vikan idolizes Lord Boroman. He constantly
retells the story of how, on Lord Boroman’s last adven-

ture, the mighty halfling rescued Vikan after he passed
out and fell headfirst into a stirge nest. Whenever
the diminutive halfling finds the strength to walk
the halls of the Conclave headquarters, his towering
comrade accompanies him. Vikan doesn’t trust Imre
(see below), but he has no evidence of wrongdoing to
back up his feelings.

Dorein Rauthevvit (LN female human expert 4;
Bluff +9, Diplomacy +7) sells shares in the Foundation’s
expeditions. With the aid of a House Sivis speaking

station that she keeps on retainer in her office, Dorein

Quick ResoruTtion: ExXpepiTion REsuLrs

A character can pay 1,000 gp per share of a Wayfinder
Expedition, then twelve weeks of game time later, roll
d% to determine what his investment returns to him.
If a character is a Foundation member who purchased
two shares, double the base gold received, but not any
secondary gold or nonmonetary effects. For example,

d% Expedition Log
01-15 All hands return safely; the expedition

discovers an ancient shrine to Boldrei.

16—-30 Tempests, hostile natives, and Valenar war
bands force the expedition to turn back early.
31-36 The expedition uncovers a lost temple in
Xen'drik, but Imre Levalle embezzles the profits.
37 A freak collision with a lightning rail kills the
expedition leaders before they can leave
civilized lands.
38-39 A bulette mauls and eats a noble on safari
with the expedition; Wayﬁnders digup a

docent cache.

40-55 Successful University of Wynarn expedition;
16 new plant species identified and classified.

56—78 Successful cartography mission through
Shargon’s Teeth and along the Xen’drik coast;
malenti liaisons point out oyster beds.

79-80 Fate unknown—the outcome of the expedition
is classified by the Royal Eyes of Aundair.

81-90 A determined expedition fights off athachs
to be the first to reach the headwaters of
the Pasik river in Xen’drik.

91-95 In the Byeshk Mountains, orc Wayfinders
map a new pass.

96—98 The Dhakaani chieftain’s headdress celebrated
in the Kech Volaar lament “Sun Tears”
surfaces in a Shadow Marches ruin.

99-100 A couatl guides the expedition commander
to a sealed arcane repository dating to

the Age of Demons.

a character with two shares in an expedition that rolls
a 38 for resolution receives 2,400 gp as profit for his
shares, but still gains only 400 gp and the enmity of
one noble house if he grants the interview.

Note that it is very possible to lose gold as an expe-

dition investor.

Foundation Returns

1,600 gp, but a barbarian witch curses the shrine’s
defilers. Anyone who spends the gold must make a DC
16 Will save or take a —6 penalty to Charisma (as bestow
curse, CL 7th) caused by an irresistible urge to eat flies.
400 gp.

600 gp.

House Orien compensates all shareholders with two

lightning rail tickets (round trip) to any destination.

1,200 gp plus 400 gp if the shareholder grants the
Korranberg Chronicle an interview for a story titled “Fin of
Doom: The Inside Story.” Granting the interview
earns the enmity of one noble house.

1,100 gp plus 10 dragonseye acorns.

1,400 gp plus 6 pearls (12d12 gp each).

1,800 gp and a potion of endure elements.

2,200 gp, and a monument listing the names of all
expedition members and shareholders is placed

at the headwaters.

2,300 gp and a +2 circumstance bonus on Diplomacy
checks involving Gatekeepers.

2,700 gp plus 1 week’s service from a Kech Volaar
honor guard (three 4th-level hobgoblin fighters,

two 2nd-level bugbear barbarians).

1,500 gp plus a minor wondrous item (see Table 7-27,
page 247 of the Dungeon Master’s Guide).



maintains a network of salespeople throughout the Five
Nations. She is a thin woman in her early thirties with
a habit of interrupting people.

Dorein is convinced that her sales expertise is the
main reason for the Wayfinder Foundation’s success,
and she plots with Imre to seize control of the Foun-
dation once Lord Boroman finally succumbs to his
wasting curse. If a character negotiates with Dorein
and succeeds on a DC 20 Charisma check, she agrees
to sell 1d4 extra shares in one expedition. Under no
circumstances will she do this more than once per year
for any single character.

Giff Rapelje (N male gnome bard 4) edits the
Wayfinder Foundation’s newsletter, the Rope and Piton.
Giff is unusually taciturn for a bard and a gnome,
and vendors and potential donors attending board
meetings or visiting the Conclave often come away
with the impression that he has little interest in the
Foundation’s real business. Nothing could be fur-
ther from the truth, though, since Giff delights in
tales of mystery and danger. He avidly supports the
Foundation’s purpose and, with the possible exception
of Lord Boroman himself, is the most willing to take
risks and extend the Foundation’s resources in the
name of exploration.

For the past year, Giff has been trying to convince
the other trustees to finance an expedition of three
elemental galleons to the Dark Sea, around the Cape
of Hearts at the southern tip of Argonnessen. Adven-
turers returning from an overseas expedition can sell
their story to Giff with a successful DC 20 Perform
(storytelling) check. Giff pays 150 gp per story.

Imre Levalle (LE male dwarf rogue 6; detailed
below) is the Wayfinder Foundation’s Curator of
Acquisitions, a position that charges him with inter-
preting, indexing, archiving, and disseminating all
the knowledge gained by the Foundation’s members
and expeditions. Imre is also a Gold Concordian of
the Aurum, a group whose public support of the study
of history has helped him to win the curator’s office.

In reality, Imre seeks to exploit the Wayfinder
Foundation for the Aurum’s benefit. He siphons funds
from the Foundation’s Kundarak accounts, passes
ancient maps to his superiors while replacing them
with clever forgeries in the Foundation archives, and
engages in all manner of subterfuge in an attempt to
prevent any legitimate business house from challeng-
ing the Aurum’s power.

Imre’s current scheme is twofold. Even as he con-
spires with Dorein to control the Conclave after Lord
Boroman ir’'Dayne’s passing, he plans to ensure that
Boroman dies sooner rather than later—prepared to
poison him if the wasting curse doesn’t do the job. In
the meantime, he augments his income by illicitly sell-
ing Wayfinder Foundation memberships to any who
can afford it. The asking price is 10,000 gp, though
Imre can be bargained down to half of that.

IMRre LEVALLE, CORRUPT TRUSTEE CR 6
Male dwarf rogue 6

LE Medium humanoid

Init +3; Senses darkvision 60 ft., Listen +3, Spot +3
Languages Common, Dwarven, Gnome, Goblin

AC 17, touch 14, flat-footed 14; +4 AC against giants,
uncanny dodge

hp 42 (6 HD)

Resist +2 on saves against spells and spell-like effects,

evasion, stability (+4 against bull rush and trip)
Fort +5 (+7 against poison), Ref +8, Will +4

Speed 20 ft. (4 squares)

Melee mwk rapier +8 (1d6+1/18—=20) or
Ranged dart +7 (1d4)

Base Atk +4; Grp +5

Atk Options sneak attack +3d6

Abilities Str 12, Dex 17, Con 16, Int 14, Wis 10, Cha 8

SQ stonecunning, trap sense +2, trapfinding

Feats Iron Will, Skill Focus (Forgery), Weapon
Finesse

Skills Appraise +9 (+11 for stone or metal items), Bluff
+5, Decipher Script +9, Diplomacy +2, Disguise +3,
Forgery +14, Knowledge (arcana) +4, Knowledge

(architecture and engineering) +8, Knowledge
(history) +8, Knowledge (local) +5, Listen +3,
Open Lock +9, Profession (curator) +2, Sleight of
Hand +9, Spot +3

Possessions +1 leather armor, masterwork rapier, 3 darts,
+1 ring of protection, 8 gold rings of the Gold Concord
10 gp each), key-belt with dozens of keys to differ-

ent storage vaults

Lord Boroman ir’Dayne (NG male halfling
rogue 6/extreme explorer 4) weakens each day.
The wasting curse he contracted on his last foray to
Xen'drik ravages his body but leaves his mind intact.
Still fierce and proud, Boroman walks the four
blocks from his Shard Street home to the Conclave
headquarters alone, leaning heavily on his cane but
refusing Vikan’s aid. Once inside the headquarters,
the human man fawns over Boroman as the halfling
limps up and down the corridors, smiling at trustees
and employees alike as he inspires them with his tales
of adventure. When he demonstrates how he fought
chuuls in the Shadow Marches and sniped feral drow
in Xen’'drik, he swings his cane wildly, banging it
against desks and walls.

Boroman’s wasting curse remains as mysterious
now as on the day he contracted it. Two separate expe-
ditionsto the exact Xen'drik site where he was afflicted
have been personally authorized by Boroman. They
returned with ancient stone tablets, water samples,
and transcriptions of wall glyphs. One expedition
even hauled seven one-ton limestone blocks through
the jungle, all covered with cyclopean writings dating
to the Age of Giants. The writings contained no
useful information when translated by the Curator

4AVYL FHL 40 STOOL

51



TOOLS OF THE TRADE

52

of Acquisitions, however, and have since been stored
deep in the Conclave’s underground vaults. (Vikan
suspects that Imre might have intentionally mistrans-
lated one of these limestone blocks, but currently has
no means of determining whether they truly contain

information relating to Boroman’s curse.)

WAYFINDER RESCUE TEAM

When a sponsored mission fails to report by its return
date, the Conclave dispatches a rescue team to find it
(or what's left of it). One of the Wayfinder Foundation’s
most accomplished rescue teams is composed of Arek
Islecarn, his wife Mina, their blink dog companion
Brusk, and Arek’s eagle companion.

AREK ISLECARN, EXPLORER CR S
Male half-elf ranger 4/extreme explorer 1

NG Medium humanoid (elf)

Action Points 7

Init +3; Senses low-light vision, Listen +7, Spot +7
Languages Common, Elven

AC 18, touch 13, flat-footed 14

hp 38 (5 HD)

Immune sleep

Fort +6, Ref +9, Will +1 (+3 against enchantments)

Speed 30 ft. (6 squares)

Melee mwk longsword +7 (1d8+2/19-20) or

Ranged +1 composite longbow +8 (1d8+2/%3) or

Ranged +I composite longbow +6/+6 (1d8+2/%3) with
Rapid Shot

Base Atk +4; Grp +6

Atk Options favored enemy humans +2

Combat Gear vial of oil, vial of holy water

Abilities Str 14, Dex 17, Con 14, Int 10, Wis 11, Cha 11

SQ animal companion, link with companion, trap
sense +1, share spells, wild empathy +4 (magical
beasts +0)

Feats Action Boost, Endurance®, Heroic Spirit, Rapid
Shot®?, Track®

Skills Climb +5, Handle Animal +4, Hide +8, Jump
+4, Knowledge (dungeoneering) +4, Listen +7,
Move Silently +8, Ride +4, Spot +7, Survival +8

Possessions combat gear plus +1 chain shirt, masterwork

longsword, +1 composite longbow (+1 Str bonus) with
20 arrows, 100 ft. rope, 2 torches, collapsible 10-ft.
pole, tinderbox, sunrod, 4 smokesticks, bedroll, 3
days’ rations, falconer’s glove, pouch of eagle food

EAGLE ANIMAL COMPANION CR ~
N Small animal
Init +2; Senses low-light vision, Listen +4, Spot +16

AC 14, touch 13, flat-footed 12
hp 5 (1 HD)
Fort +3, Ref +4, Will +2

Speed 10 ft. (2 squares), fly 80 ft. (16 squares) (average)
Melee talons +3/+3 (1d4/1d4) and

bite —2 (1d4)
Base Atk +0; Grp —4

Abilities Str 10, Dex 15, Con 12, Int 2, Wis 14, Cha 6
SQ 1 bonus trick, link
Feats Alertness, Weapon Finesse®

Skills Listen +4, Spot +16

MiNA IsLECARN, EXPLORER CR 14
Female half-elf rogue 4

NG Medium humanoid (elf)

Init +4; Senses low-light vision, Listen +7, Spot +7
Languages Common, Elven, Sylvan

AC 18, touch 14, flat-footed 14; uncanny dodge
hp 25 (4 HD)

Immune sleep

Resist evasion

Fort +3, Ref +8, Will +1 (+3 against enchantments)

Speed 30 ft. (6 squares)
Melee mwk rapier +8 (1d6/18—20) or
Melee mwk rapier +6 (1d6/18—20) and
mwk short sword +6 (1d6/19—20) or
Ranged +1 longbow +8 (1d8+1/x3)
Base Atk +3; Grp +3
Atk Options sneak attack +2d6
Combat Gear 6 caltrops, 3 tanglefoot bags, 2 flasks

alchemist’s fire, 2 vials oil

Abilities Str 10, Dex 18, Con 14, Int 13, Wis 10, Cha 12

SQ trap sense +1, trapfinding

Feats Two-Weapon Fighting, Weapon Finesse

Skills Climb +7, Decipher Script +5, Hide +11, Jump
+7, Listen +7, Knowledge (history) +3, Knowledge
(local) +5, Move Silently +11, Spot +7, Tumble +6,
Use Rope +11

Possessions combat gear plus +1 studded leather, +1 long-

bow with 20 arrows, masterwork rapier, masterwork
short sword, lantern, 100 ft. rope, locket with
portrait of Arek and Mina

Brusk, Brink Do CR 2

LG Medium magical beast

Init +3; Senses darkvision 60 ft., low-light vision,
scent, Listen +5, Spot +5

Languages Blink Dog

AC 16, touch 13, flat-footed 13; blink (as the spell)
hp 26 (4 HD)
Fort +4, Ref +7, Will +4

Speed 40 ft. (8 squares), dimension door

Melee bite +4 (1d6)

Base Atk +4; Grp +4

Abilities Str 10, Dex 17, Con 10, Int 10, Wis 13, Cha 11
Feats Iron Will, Run, Track®

Skills Hide +3, Listen +5, Sense Motive +3, Spot +5,

Survival +4

With Brusk and Arek tracking, Dart spotting, and
Mina running point in the shadows, this team is
capable of quickly and stealthily following the trail of
nearly any missing Wayfinder mission. They attempt
to avoid combat, but when forced to fight, will stay at



range and attack with their bows. If the opportunity
presents itself, Mina attempts to flank with Brusk. The
four are fiercely devoted to one another, and refuse to
split up under any circumstances.

ADVENTURE IDEAS

—Using his wild shape ability, an Ashbound druid
with a vendetta against the Wayfinder Foundation poses
as a polar bear in the Foundation Museum’s “Lord
ir'Dayne in Frostfell” diorama. At night, he slips out of
his polar bear shape and kills anyone he finds lurking
in the headquarters after hours. The Foundation is in
a panic, and hires the PCs to discover how its guards
are being slaughtered each night.

—Imre Levalle offers the PCs an authentic trea-
sure map leading to the Ruby Mosaic of Sora Kell.
Assuming the PCs return successfully from the mis-
sion, he pays them an agreed-upon price for the ruby,
then promptly substitutes a forgery for the Wayfinder
Foundation’s collection while he passes on the real gem
to the Aurum. When the forgery is discovered, Imre
points his finger at the PCs.

—Rumors of an albino swordtooth titan are
circulating on the eastern Talenta Plains. Retired
Wayfinder Elden Pharresne straps on his haversack
and scabbard once more, intent on capturing the beast
alive. He wants a seasoned band of adventurers to assist
him and his daughter Pharra in their plan to bring the
white dinosaur back to Sharn and feature it in an act
at the nightclub he now runs.

—The Hainsleigh Expedition failed to return from
Xen'drik last year. Though the Wayfinder Foundation
claims to have sent a rescue team and found no trace
of the expedition, the Korranberg Chronicle is not satisfied.
The PCs are hired to cut into the jungle and uncover
the true story of Harik Hainsleigh and his quest to find
the Temple of Eight-Armed Dreams.

THE TWELVE'S
ACQUISITIONS DIRECTORATE

“It pains me deeply to think of such treasures moldering in a grave some-
where. I find it—how should I say it >—insufficiently lucrative.”
—Koleb d’Tharashk,

senior director, acquisitions

The Twelve, an arcane institution run by the dragon-
marked houses, seeks magic treasures to study in its
laboratories across Eberron—and it'll do nearly any-
thing to get those treasures first.

Joining the Acquisitions Directorate

All members of the Acquisitions Directorate are
members of dragonmarked houses—although in some
cases the genealogical connection is tenuous. What the
Twelve ultimately cares about is loyalty to the Houses.
It runs background checks and conducts magical
investigations to make sure that new members don’t
have strong allegiances to nations, secret societies, or

other organizations that might come into conflict with
the Twelve. Each new member must also be vouched
for by a senior member of a dragonmarked house. The
quality of the recruit reflects on that senior member;
no one wants to sponsor an initiate who turns out to
be incompetent, obnoxious, or a traitor.

The directorate is willing to train young members
who show promise, so neither great skill nor power are
needed right away. As long as prospective members
display great ambition, loyalty to the dragonmarked
houses, and a fascination with the magic of ancient
civilizations, the Twelve will accept them into the
Acquisitions Directorate.

Entry Requirements: Member of a dragon-
marked house, ability to cast 1st-level spells or 2 ranks
in Knowledge (arcana), Knowledge (dungeoneering),
or Knowledge (geography).

Most members of the Twelve have at least a modi-
cum of arcane spellcasting ability, and many are aca-
demic researchers who rarely leave their libraries and
laboratories. In the acquisitions directorate, however,
it’s a different story.

The Twelve will go anywhere and do anything to
get its hands on artifacts and other powerful magic,
so they need agents who are combat experts capable
of facing everything from angry natives to undead
tomb guardians to Things That Should Not Be. The
acquisitions directorate wants agents (such as bards
and rogues) at home in cities across Khorvaire, as
well as those good at reaching remote tombs and other
stores of antiquities (barbarians, druids, and rangers).
The acquisitions directorate has great appeal to wiz-
ards and sorcerers as well; they benefit the most from
the Twelve’s research, and they’re most likely to seek
ascension to leadership positions within the Twelve.

When you join the acquisitions directorate, you
receive a few months’ training in the basics of what the
Twelve looks for when it’s seeking arcane treasures. A
group of recruits are generally given a relatively simple
part of alarger mission, and more experienced mem-
bers of the directorate keep an eye on you and your
comrades. Only as you complete more missions suc-
cessfully will you learn more about the inner workings
of the Twelve, and by extension the political struggles
among the dragonmarked houses.

Acquisitions Directorate Benefits
Independent explorers and those affiliated with the
Wayfinder Foundation tend to be more individually
capable and tenacious, but explorers associated with
the Acquisitions Directorate have a key advantage: the
resources of the twelve dragonmarked houses.
Economics: Wayfinders and independent explor-
ers generally can keep or sell whatever they find on
their journeys, but the Acquisitions Directorate has
a right of first refusal on anything its members find
during their explorations. In most cases, only a few
items from a treasure hoard will interest the Direc-

4AVYL FHL 40 STOOL

53



TOOLS OF THE TRADE

54

torate’s scholars. If an expedition from the Directorate
has the specific goal of “retrieve the Lost Scrolls of
Saarik from the Q’Barran ziggurat,” then most of the
other treasures from the ziggurat are yours to keep.
You're expected to let researchers from the Twelve
examine whatever you bring back, and they can keep
what they like.

The flip side to losing treasure is that the Twelve
will buy art objects, magic items, and other goods you
acquire while exploring for 65% of their market value,
rather than the standard 50%. The Twelve then trans-
fers those items to the dragonmarked houses, which
use or sell them in turn.

The directorate provides other economic benefits
as well. Members of the Acquisitions Directorate get
free passage on the various conveyances of House
Orien and House Lyrandar when they're undertaking
a mission on behalf of the Twelve. Even when they're
doing “independent research,” they pay only 50% of
the usual fare.

Gear: The Acquisitions Directorate provides
expeditions into remote areas with a vast array of mun-
dane logistical help, such as draft animals, porters,
guides, and manual laborers for excavations. A wagon
train of explorers from the directorate is well stocked
with the basic tools of the explorer: rope, pitons, food,
map parchment, and so on. Characters are responsible
for unusual gear such as bags of holding, chimes of opening,
and griffon mounts.

Services: Where the Acquisitions Directorate
really shinesis in the services it provides for its explor-
ers. If your mission is important enough, you’ll have
some of the Twelve’s most powerful arcanists available
to help you with transport, divination, or other spell-
casting needs. If you need armed guards to help you get
through the Shadow Marches, House Deneith might
supply mercenaries to guard your caravan. Through
the Twelve, you're connected to each of the dragon-
marked houses, and receiving anything from financial
advice to a cavalry rescue is a matter of demonstrating
to the relevant dragonmarked house that your expedi-
tion is a priority.

The Twelve doesn’t rule the dragonmarked houses,
of course, and interhouse rivalries sometimes make it
hard for Acquisitions Directorate explorers to get the
help they need. Getting services based on your status
with the directorate isn’t automatic—but it’s a lot easier
than it would be for an independent explorer.

Information: Through the Twelve, you have
access to some of Khorvaire’s finest arcane research-
ers. When you contact one of the Twelve’s citadels, you
can get access to a network of sages with Knowledge
(arcana) +15 and Knowledge (any other category)
+10. It takes two days to set up an appointment, and
the sages will require research time for particularly
complex queries. You can also get language translation
with a one-day turnaround. Wizards working for the
acquisitions directorate can get free access to one spell

a week, paying only the cost for a scribe to transfer it
to a personal spellbook.

Access: Only members of the Twelve get beyond
the foyer of the Twelve’s citadels, which combine
the salient features of libraries, laboratories, noble
manors, and fortresses. Not all citadels are open to
members of the Acquisitions Directorate; there are
some locations that are used for particularly dangerous
research and are therefore off-limits, but the publi-
cally known citadels are always open to members of the
Acquisitions Directorate.

Status: Joining the Acquisitions Directorate is a
good way to achieve a measure of notoriety within the
Twelve, but it isn’t a traditional path to political or
arcane power. Because members of the Acquisitions
Directorate are away from the citadels most of the
time, they aren’t privy to many of the political machi-
nations that set the leadership course for the Twelve. In
addition, explorers are bringing items back for others
to study, rather than doing the fundamental research
themselves. Among the Twelve, it’s more prestigious
to translate the Lost Scrolls of Saarik than it is to find
them in the first place.

Playing an Acquisitions

Directorate Member

You are results-oriented and the product of a politi-
cally turbulent part of society. Accordingly, you take
an “ends justify the means” attitude toward many of
your expeditions. Accomplishing the expedition’s goal
is what matters, aslong asyou don’t complicate matters
for yourself, your house, or the Twelve in the process.
If you have to leave a trail of orc bodies behind you as
you reach a tomb in the Shadow Marches, so be it. As
long as they aren’t members of House Tharashk, no
one important will care.

You have a degree of loyalty to the Acquisitions
Directorate and the Twelve as a whole, but you aren’t
above playing power games with some individual mem-
bers. Aslongasit’s done subtly, there’s nothing wrong
with sabotaging the expedition of a rival explorer or
embarrassing your superior, then taking her place.

Combat: Members of the Acquisitions Direc-
torate avoid combat whenever possible—not because
they’re afraid, but because a prolonged combat rarely
brings one closer to the goal of the expedition. You can
be ruthless when you're eliminating a rival explorer or
trying to frighten the natives. Throughout a battle,
though, you're weighing the costs and benefits of con-
tinuing to fight.

Even if a fight is inevitable, you rarely take it per-
sonally, and you might try to cut a deal with your foes
even as you attack them. Many a directorate member
has struck a partnership over a crossed blade—and
some of those partnerships last long enough to come
to fruition rather than ending in a backstab or other
recrimination.

Because the Twelve has the resources of the



dragonmarked houses to fall back on, you'll often
fight from behind rows of low-level minions. Your
rank-and-file allies are expendable, but they damage
your enemies through attrition and give you time to
observe your enemies in action and prepare the perfect
response to their likely tactics.

Advancement: Rising through the ranks of the
Acquisitions Directorate requires a combination of
competence at exploration and political acumen to
keep rival power-seekers at bay. As you bring back
treasures for the Twelve to study, you'll get more
important assignments, a bigger say in expedition
planning, and more resources at your disposal.

Eventually, however, you'll reach a point beyond
which advancement is rare. Many explorers don'’t care
about acquiring political power within the Twelve;
they're too busy planning ever more ambitious expedi-
tions. The acquisitions members who harbor political
ambitions eventually transfer to one of the Twelve’s
other directorates, due to the difficulties of rising in
the organization when you're halfway across the world
most of the time. Other members of the director-
ate leave the Twelve entirely, if they have a chance to
advance their standing in the dragonmarked house to
which they belong.

Missions: Working in the Twelve’s Acquisi-
tions Directorate is a life of constant travel between
the Twelve’s citadels and the most remote places in
Eberron. You're always planning an expedition,
undertaking an expedition, or bringing your magic
treasures back to the Twelve for study. The Acquisi-
tions Directorate is scouring every tomb, ruin, and
lost city its members can find, looking for the magi-
cal secrets of bygone ages. One month you might be
trekking through the mountains of the Mror Holds
in search of a haunted monastery that appears only
when the moon is full. Next month, you're off to
Xen'drik and tense negotiations with a drow tribe

that has found an ancient giant burial ground.

Responsibilities: The Twelve is a patient, wealthy
organization, so it doesn’t mind if you take periodic
breaks from directorate-sponsored expeditions to
tend to your own affairs. Particularly if high-ranking
members of your dragonmarked house request your
services, the Twelve is willing to put you on “detached
duty” for several months at a time.

The Twelve does frown on independent explora-
tions, however—unless you find something particu-
larly powerful and bring it back to the Twelve. (If you
get results for the Twelve, you aren’t being rebellious,
you're showing initiative.)

The Acquisitions Directorate claims the right of
first refusal even if it didn’t sanction your expedition.
Most explorers find that the directorate keeps them
busy with enough interesting expeditions that they
aren’t tempted to undertake freelance exploration.
If you do go off on your own adventures, consider
how you can conceal your activities from your masters
among the Twelve. It is not uncommon for agents of
the Twelve to show up at an inconvenient time and start
rooting through the treasure you've accumulated.

The Acquisitions Directorate

in the World
“We were this close to translating the inscription on the giant mosaic.
Then the Twelve showed up with a bunch of soldiers and collapsed the
wall to reveal a thousand urns with magical sigils floating above them.
They held us at spearpoint while they loaded all the urns onto one of
House Lyrandar’s elemental galleons. Bastards.”

—Arin Faleart, Wayfinder Foundation explorer

The Acquisitions Directorate works well as a rival for
PC explorers—or as a potential employer for PCs of a
more mercenary bent. Because it has the backing of
the dragonmarked houses, it also has resources that
other adventurerslack. Its members’ pragmatic ambi-

WAVFINDER FOUNDATION TRAVEL Tip
How To SUrRVIVE A SACRIFICIAL RITUAL

The sahuagin of Shargon’s Teeth, the Dragon Cult
orcs of the Shadow Marches, the Carrion Tribes of
the Demon Wastes, the Seren barbarians, and even the
drow and debased giants of Xen’drik—all these practice
living sacrifice. As a service to its readers, the Rope and
Piton provides the following advice to those who find
themselves trussed to the stake.

Feign conversion. Take a cue from the thunder
guides and always know the language spoken in the
area you are exploring. If captured, call out in this
language as if visited by a holy spirit and shout the

praises of whatever deity is relevant.

Generate distraction. If you are a mage with the
ability to cast spells by word alone, conjure a monster
in the middle of the congregation. If your animal
companion escaped and is lurking at the amphithe-
ater’s perimeter, order it to howl. While the savages
are focused elsewhere, make your escape.

Demonstrate unpalatability. Most sacrifice
rituals demand a strong, pure victim. If you manifest
signs of disease, madness, or any other trait that is
anathema to the savages’ culture, you mi