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orrash, Kuduth, and Ural ; = \y 1
‘._ had journeyed long to find
F‘*\ the mysterious Shadowmere,

. and the Cliffs of Torment that stoad
. " at the lake's edge.

omewhere in the cliffs they
hoped to find the Orb of
Kevrik the Crusader,

fiercest denizen—and then they had to reach the

Orhb before the agents of the Lords of Dust who
had been trailing them for weeks. . . .

o B ut first, they had to deal with the Shadowmere's ==




CHAPTER OHE

BUILDING AN
BERRON (CHARACTER

he Enerron Compoign Setting pravides all the rules

necessary for creating o character to play in

Eberron. Key rules elements introduced in

that book for new characters include four

new races—changelings, kalashtar, shifters,
and warforged—and one new class. the artificer, as well
as a3 number of feats, prestige clasges, and spells. It also
offers sl.lill.n:lll'l'. 1 I'I'll:l-l:“.i.ﬂs' race, class, feats, and pres
tige class based on o character’s region of origin, so vou
can make a Brelish character feel more Brelish than one
rr“ll'l AI.IIII'HI'I'.

What the Escrron Campaign Setling doesn’t tell you is
how to make your character feel like he or she belongs
inthe warld of Eberron. That's what this section does. Tt
outlines a dozen character archetypes—basic personality
and background packages that can help you make a char-
acter who feels like a coherent part of the setting. Some
of these archetypes are fairly generic: Any setting could
feature outlanders, for example, or restless wanderers,
Oihers are uite hpn{‘.i.r:r 1o Eherron, i|'||'|ur|il1g chroniclers
and inquisitives.,

Mast archetypes work just fine for characters of any
class and race. An outlander, for example, could be a half-
ling barbarian from the Talenta Plains ora half-ore warlock
from the Shadow Marches, Not every combination of race,
class, region of arigin, and archetype will make senze 1o
you, though. Try to find a combination that appeals to you
and work from there,

There is ne game-mechanical beneht to choosing a
character arr]‘irhl,-fu-. Rather, each a I.'I.'I'Il,'!':(f:l'l' consials .-uul:r,-l:r-
of suggestions for developing the background. personality,
and mannerisms of your character.

CHRONICLER

"What u stary! ™
Kolva Danner, gnome bard

When you can sell a story to a publication such as the
Kurrmrb:’rg Cheonicle ar the Sharn ;rlr‘uurilur, rurr1l|r|:1'|||1x thai
happens around yvou starts to look like a story that needs
1o be written. You seek out adventure wherever you can
lind it—bul you sometimes act more like an observer than
a purticipani

Adventuring: You grew up reading abour the Last
War in the pages of the Kerranberg Chrenicle, and thought that
it spunded exciting. You imagined yoursell huddled in a
tent near the front lines, serawling a dispatch thay you
would send back to Korranberg to be read across the Five

Mations. OF course, once you finally got a job writing for a
small locol chranicle, you spent more time talking to farm
ers about their erops than you did doing anything remotely
resembling adventuring. Now you've made it: You travel
with a group of adventurers, write about your experiences,
and sell the stories to any chronicle that buys them. Avleast,
sometimes you sell the stories.

The primary criterion |_11l,- which you JI:II:]E!,' whether
o undertake an adveniure is whether or not you think it
will make a good story. By "good story,” you might mean
one thats dramatie and i-ll:ihr:lg. or you |:|'||:KFII: mMean ane
that will sell. Other factors are less important: Will your
participation make a difference inthe world? Are innocent
lives at stake? Does the adventure itsell pay well? It daesn’t
matter—-as long as it makes a good story.

If nothing else, an adventure could at least pet you close
ko a |ng stary that's atherwise unrelated to the adventure
itself. If someone wants to hire a group of bodyguards foran
airship journey, you might not show any interest at all—unuil
FIJII Er-‘l rmn 1i1ﬂ[ i 'irlll:ll."lr‘il.nl TI"IIFIF oar EIIIII'III.‘- 1IiEJlIFI1liI| W'III.
be onthe same airship, on a mysterious mission, Now that's
a good stary!

P:r.\ﬁha“tr: You ng chraniclers a]:prn.mh their task
with exuberant enthusiasm, excited at the prospect of turn
ing their experiences into pripping tales that will thrill a
new generation of readers. Is that you, or has your attitude
devolved into a bitter cynicism® [s casy to fall into the jaded
view that chronicling is a preuy word for lying. wrying o
make the horrors of war or the terrors of the world sound
exciling. Rt iu-':,-. excitement sells stories, so 1I.r|::||.|']] make the
story us lurid as possible 1o make the sale.

Behavior: Take notes about everything your com-
panions do. You might even be templed 1o hang back au
of combat for a moment or two while you finish seribbling
your notes about the events that led 1o the combat. (Don'y
take thisto the point where your allies hecome angry at yaur
inaction. Finish jotting down notes instead of moving in
between spells or other helpful actions.) Most imperant,
act as though you were a character in an exciting story that
will be told around the world—be dramatie, be I[I'!.':I'I..H.II]II,'_
take risks, and live large.

Language: Words are your livelihood, so talk a lot,
Deseribe your own actions as il you were writing them far a
popular audience. You might refer to yourself in the third
person, either by name or as "your intrepid chronicler”
or “your humble seribe.” Describe the actions of your
companions and your enemies in the same way. When your
companions do something dramatic or memorable, narrate
what happened. even as you continue highting.

HMHAITYHAYHTS Y OyRICT TN



\"ar;arll.‘\.l \"lﬁll reru lll Elr an ;I‘FIII illg \1“|}'[r]]f| I'II.II'IIJIE
to gain experience so you can "write what you know.” You
might write for the chronicles. but with a focus on exposing
corruption or scandal rather than telling thrilling tales.
f_‘}r:..'ull. m 'H!" MII'|1]_I1:,' enjoy hﬂ.ng where Ih1r'|§‘r:.;| re I1.|I}!_w_' n
ing. er being around famous and {mportan people, and
writing for a chronicle is an effective way of accomplishing
1§1|.|t glh.11.

DEVOTEE OF THE HOST
“Sovereigns preserve s,
—Kuduth, half-elf cleric

Even ifyou're nota clere, the deities of the Sovereign Host
arc important 1o you, You were brought up 1o show them
proper reverence, and devation to the ideals they represent
gll:!rir'\. :r'l'l-llr J"IF!'F '-14"!

Adventuring: You have been profoundly influenced
by a particular cycle of myths relating to the Sovereign Host
and the Dark Six—- myl ha that are no |:|:||.g::1'w:|irt1_.- toled, bt
that have inspired countless penerations of heroes to ke
up arms against the forces of evil in the world. These myths
Are I'IJI.IFI"I.'\'FI\' I.ul&!l'll ‘Ilr Rl']il']lili'll. SIIEII. o rlli ll‘lF:{ 'rlll‘ilk IlF
the ariginal and engoing rebellion of the Dark Six against
the rule of the Sovereigns. According to these ancient
[n.lll‘ﬁ. ibisl I'Il.' Wi k l]!‘[llf lJI”ﬁ'iFl]' (£ |:|r Irlg [I'I.I' r}-il l';- Hll ]'IIII'L
into the fold, which will be accomplished by quelling their
rebellious followers.

N.’IIHI-I“}'. reuniting the
Diark Sixwith the rest ol the
pantheon is not likely

CGiaven,
a house rencgade

L hd!’l]}rﬂ any hhme soan, .|.|I1|'|1.’.lu§]| certann .'|i'l'l'l'1..||1_|'l.llif
groups believe inits inevitability. Thus, for mostadventur
ing devotees. quelling the rebellion by slaying monsters,
pnprisoning necromancers, and proselytizing changelings
s litile more than a gl::ll“l |o:1g-rl'1'|'r| _|'|,|-LI!|r1:4'..'|I1r'|r1 For actions
that also make sense in the short term, by making the world
safer for the civilized races of Khorvaire.

Pl'l'.'\l}l'l'ﬂl;!!'! \"uur l!F"{f!'ll!rl LL4] |I1F ] Ill.‘h1 H]IIIII'.‘\ [ h.rll-llgi'l
everyithing you do--at least, you hope it does. When you
enter battle, you try to reflect the sirength of Dol Dorn
i!llil |!|!' I"HIIII.II I.Jr DIII ."kl J'-III.. ‘.r“?l.l. 1"“‘!'1' j?l-'l.}'l'l'.‘h 14] [)1||.||.I| il
Arawai, and Balinor before eating, to Onatar before
using your erafting skills, and 1o Aureon every time you
east a spell. You pratect families and villages in imitation
of Boldrei, snd you guard earavans and merchants for Kol
Korran's sake.

Behavior: Your devotion is your defining charac-
teristic, but it deseribes Lt e about your ]w|".r:||1:|.|.:||;'y. You
are not necessarily a prude, a pacifist, ora philanthropist,
though you might be any of those things. You try to wrap
eve I':_i'ltllllg :«'llll 1t1| ima '|]'| rl:ll]fl llf rF1|§iL|l]\ IIl""II' ilFrI. \"1’“.
probably don't deo it consciously to 1ry to impress others:
rather, you do it because that's how you've learned 1o do
|I|.Jl'|g‘1. "‘1'[[ IIII.E]'|1 I—FFl |1Iil| |"-'I'r?'|1|.1r15 :'...II. rl'l-lkl' NIILJIIIIJ
be dedicated to Onatar, but the prayers you recite out of
habitwhile craflting are only the outward expression of that
intringic helief.

Language: Prayers, caths, and invocations pepper
your speech. Generic Invocations of the Sovereipns serve
many purposes, such as "Sovereigns preserve us!” or simply
"ST_I"J_'I'(_'IHT!""‘“ 1|$f_'|:i Asan l_"!l_‘l'f_""-lr_'ll'l I'_'I!Ihl,l.l'[_'lr'lﬁF 0nr rlu';1,1.|
tion. Curses often use the names of the Dark Six: "Aureon's
Shadow!” ar "Keeper take you!” are commaon ones. Feel
free to improvise short prayers to Dol Dorn for wading into
battle, to Olladra before cating, and 50 on,

Variants: You might be devoted to a particular deity of
the Sovereign Host rather than the entire pantheon. [[you
worship the Silver Flame, laok at the Templar of the Silver
Flame presiige class instead, [fyou follow the Path of Light
or revere the Undying Court, your specific mativations and
aaths will viary, bt your hasic ||1-r~,'|:r:|.1l'it_'!.' could resemble

either this archetype or the Silver Flame templar.

HousE RENEGADE

“[ prefer not te use my famly name, thank pou,”
—(Faven, hall-elf rianger

Sometimes being 8 member of a dragonmarked house
means power. prestige. and influence. Sometimes it means
1|.'\.'|r|g F||'|11[3.-' under the thumb of a r|:|1|.|:rn1|:|r1g relative
until vou can find a way to escape. Congratulations—you've
found a way.

Alil'rnl'l.l l':l'l.gﬂ ‘r’ll\] ||.1||'Fr1|.|ll'l' lli'i'illl\f Itr“ !Il'l[rl' ’LI:III.
the alternative, a tightly controlled life as part of a dragon
marked house. Your family thinks vou should be home,
putting your talents to use in the service of your house.
Y{ulr maot I'Il_"r WTts "f_!ll 'ﬂ'hl'll"' Hl‘ll_‘ can LI'I"_‘I‘ nn l"l\'l"' on :r'l_l'll
and make sure you don't get into any trouble. Your father
wants to find you someone appropriate to marry and keep
your children elose at hand

Fundamentally, vou adventure becouse you know your
family hates it. You might not know yet what you want to do

I||'||'I.|I1 }'rl1ll' lll‘i"—illll‘l‘"tﬂ.l il1g III.i:gII:l.JH‘-l hl‘. 'HIIIII'l!II.IIg :f'l:ll.lll'l‘



doing to kill time until you hgure it our—but you know it
won't invelve the work of your house,

Persanality: Clearly, you've got a rebellious streak.
You don’t necessarily reject all authority, but you certainly
don't like 1o be under anyone’s thumb, You can be sardenic,
eynical, and harsh sometimes, especially when the peaple
around you start sounding like they think they own you, But
you're not bad at heart. ls it so wrong 1o want to shape your
own destiny?

RBehaviar: Fven rh{ulgh ':fl:lll‘\l’r [,ll‘l,‘ll)aijl'r heen dis-
owned, you're used to a life of relative luxury. and your
habits and mannerisms reflect that. You prefer 1o stay in
|||:|I:||.r:r-r:|.."|s..1 I:olrln ol |1.|_-r t'|"|:'|||. COMIMOan i nns, .|'||'u| (5] Feast
inaprivate dining room rather than squeezc in to a spot at
the board to get your share of stew with the peasants. That
said, you have a lol mare respect for the working classes than
most people of your station, and you're not inclined to boss
people around or expect doting service, These people have
aspirations and dreams of their own—you ean’t follow yours
without encouraging them to follow thers,

Language: You were brought up well, and your manner
of speaking reflects that. You have an educated vocabulary
and a solid grasp of correct grammar. You avaid slang and
vulgar language, unless you intend to shock or proveoke.
OF course, house renegades live to shock and provoke,
f--.]u_-i:ul”].- when 1.]'I.l.'}' krnow that others have |:n'r|.'|,|1.1|;'r|w.-d
notions of how they ought 1o behave and want 1o shake up
thase opinions.

Variants: You n1iE|'1.1 he a yOunger child of a nohle
family rother than a dragonmarked house, oreven a former
cising star in a church hierarchy fleeing from the control-
ling influenee of a religious mentor. In addition, your
reasons for fleeing your family might vary: Perhaps you
committed a erime, orachange in power in your house left
:.r:lu ol af ra\rr_:r.

HouUsSE ScioN

“Yes, father, | realize this reflects poorly an our house, | apologize.”
—Ural d'Orien, human sorcerer

Farget the noble families of Galifar—the real power lies in
the hands of the dragonmarked houses. You are 8 member
af one of those houses, and though power comes with any
numhber of responsibilities, you welcome your familial
duties as a reasonable price to pay for the social. politieal,
economic. and magical power to which you are heir.

ﬁdvnnluring: Adveni uring hasto Rt inwith the duties
that come 1o you by virtue of your house membership, With
luck, the two caincide perfectly: You undertake adventures
at the hehest af the head ufrl:lu.r |'||:|u.-\.r o soume other I"‘Ilrl:llhi.—
nent figure (perhops o parent), performing missions that
advance the aims ef the house or simply bring treasuresinto
its eolfers. When you're not o lucky, you still need ta bear
your house's interests in mind—looking for opportunities
to advanece your own house or deal a setback to a compering
one. Any secrets you unearth or treasures you claim can
benefi your howse, and nn}-!hln! that hurts another house
helps yours.

Personality: You were born to power and have come to
view il as your bieth riglﬂ. You can be inIE:crum.-\.-. arrvagant,
and spoiled at times, and at the best of times you are smugly
superior, You can also be calculating, dispassionate, and
even amoral, depending on your alignment—the demands

of your house sometimes do not coincide with the expecia-
tions of traditional merality. You are comfortable in rigid.
well-delined structures af authority, as long as you know
your place in them,

Behavior: You are used to a life of comfort. and take
pains to keep up to that standard while adventuring, per-
haps even 1o the point of using Leomund's secure sheller while
traveling through the jungle so that you can rest comfortably
at night. Depending on who your adventuring companions
are, you rn.ishl see their COMPANY 4% i NECessary evil Far the
work you must do, preferring the company of others while
you are in cities between adventures. You might even spend
the evenings, while your campanions are sharing tales
around the campfire, writing letters 1o your true friends
and dear family members back home.

Language: You were brought up well, and your manner
of speaking refleces it. You have an educated vocabulary
and a solid grasp of correct grammar. Aveid slang. vulgar
language, and even contractions.

Variants: Rather than a member of o dragonmarked
house, you could be part of a noble family, such asene of the
noble houses of Galifar or a prominent family of Aerenal.
Alternatively, you could be part of the rising middle class
inone of Khorvaire'ssplendid metropolises, born to wealth
without any privilege of name or title.

INNOCENT VICTIM

-H'Tlr v anll P Jmlﬂjrnmg T me "
—Lira Racvan, human bard

Bad l|!|:|:|§.-\. E'ISIPEIEII [1F1 :,rnu all the time, bt IJ!lru:u.g]“'l A oI
bination of smazing luck. phenomenal resourcefulness.
and maybe a dath of a greater destiny, you always seem 1o
come thraugh.

Adventuring: Most people adventure because they
choose 1o, for one reason or another. Not you. If you had
a choice 1n the matler, :|I'l.l'bl.l'] be back home ]iViTIE a guaet
life where nothing extraordinary ever hoppens. But ever
since the day when the Emerald Claw agents burst into your
hame looking for you, or you woke up and found yoursell
insstrange forest with a drogon saying you were purt of the
Prophecy, or you manifested psionic or magical powers you
never knew you had—ever since then, this lightning-rail
ride of a life hasbeen moving so quickly that you don’t know
how to jump off and get things back 1o normal.

Maybe there is something special about you. You
could have unusual powers, or play a key role 1n a prophecy
{draconic or otherwise), or maybe a shard of an ancien
artifact is embedded in your flesh. For whatever reason,
other ].mnlrle are far more interested in your life than you
yourselfused to be. You've managed 1o keep one siep shead
af them se far—or maybe you haven't. and "they” are your
adventuring eompanions.

Personality: You are somewhat bewildered about all
the events that have brought you 1o this peint in your life.
You don't understand why people are so interested in you,
and you aflen wish lhr:rtqiljual leave you alone. You'd rather
not go through all these harrowing adventures. but some
greater force in the world seems te have decreed that adven-
in |'|':r'|!' 15 your lat in life, so ].-n'u"re had o I.IELITI.' oul how Lo
make the best of it,

Take care not 1o degenerate into constant whiningand
caomplaining, or your eompanions will quickly tire ol bath it
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and you, You've been thrust into the spotlight against your
will. if you speak softly and try to deflect that attention,
maybe things will quiet down soon. Also, don't assume that
every adventure should be about you and the peoaple who are
after you. Don't ever believe that you are as important as
people seem to think you are.

Behavior: Cling to the illusion af being an ardinary
person yanked unwillingly into a life of adventure for as
long as possible. Practice your crafting, professioen, or
performing skills as if you intend 1o make a living with
them someday. Rely on your adveniuring companions lor
some degree of protection, while locking for ways to con-
tribute materially to any situation without intentionally
meaning to,

Language: You are sofi-spoken and unassuming.
Downplay your own importance and any successes you
accomplish. If you kill a grick with your sword—well, that
sure was lucky, wasn't it? And thase agents of the Chamber,
they couldn't possibly be looking for you.

Variants: You might suffer from amnesia, and your
advent Llri:lg career is an |||lrl:|1.]rl to recover the knnw]r.dgr.-
and abilities vou have lost. If others are interested in you,
it's because of who you were before losing your memory—in
which ease your enemies might hold the secret to uncovering
YOUT Own past

INQUISITIVE
“If you're the ambassador, {"m the Lord of Blades. Now, how about the truth? "

—Creilath Movanek, half-elf master inquisitive

Asaresident of one of Khorvaire's great cities, you've spent
far too much time immersed in its shadows. You've seen it
all, and :'nrlh:irlg lazes you anymaore,

Adventuring: Adventuring, to you, isall about investi
gating crimes and making sure the criminals pet what they're
due. You ]’IT"IIIF murders, find missIng ITI‘.I:IFIII". .‘-ll]l] black-
mailers. and break up smuggling rings. Your investigations
are not necessarily limited 1o such mundane problems: You
might unmask a rakshasa posing asa ity couneilor, find the
possessed ancient mask that foreed the professor to commun
all those grisly murders, or dispel the magic keeping the
house scion’s son in his comatose slumber.

This archetype is best suited for a campaign with a
limited peographical scape. whether it takes place in a
single metropolis (such as Sharn) or hops from city to
city. Decasional adventures rlllghl take you out into the

wilderness, but 1I,r|;1|:|'r|.r most at home in dark -"t”l‘:.'.‘r and
bustling roadways.

Personality: The city's underbelly can be a bleak place,
and that fact has certainly had an elfect on your disposi-
tion, You're so used to corruption and erime that you don't
expect to meet honest people. and you're surprised avacts of
selflessness and sacrifice. "Jaded” daesn’t hegin to describe
how cynical and hitter you can be in your worst moments.
You've been cheated so many times that you always ask for
money up front. You've seen so much hatred and death that
|1u|!]'|.i:|'|g shocks you al |.'|'|.|_'.'E:|4_||nl—|::|r:il lewst that™s the tmage
you project.

Deep inside, there might be a part of you that still mourns
OVET EVETY COF[ISe you Firad '\.-I!l'.il.wlll.'l,l. 1 -'I:”l.'.}'. siall grir\'l-:. for
the lost soul of humanity and its kin, and still helievet there
might be some hope and goodness left in the world. But you
know full well that if anyone sees that tiny part of you, they'll
Exp]t‘ul it=or at least mock it lrl.l-:l'l"i!vl-..-\..‘-l.].-.

Behavior: Cultivate behavior that conveys just how
tough you are. Sharpen your sword or hddle with a dagger
during down time. Never open a door when you can kick it
in. You might be able to talk your way out of tricky situa-
tions, but you should alse be prepared to fight your way ocur:
The kinds of peaple you deal with usually prefer ta fight.

Language: The wiscerack is like an off-hand weapon
for you, In every battle, you can attack with your primary
weapon and get in a verbal barb or two as well. Even when
you're not in combat, your speech reflects your cynicism,

Variants: You might be a freelance investigator or work
for alaw-enforcement erganization. For a slightly different
take on thisa rrh{-r:,-pl_-. you could work in {:.]'_iiun.'lgr, Facus-
ing on inirigue among nations or dragonmarked houses
rather than crime on a local scale,

OUTLANDER

"}‘l,uf (41711 hﬂl"‘ "Jﬂﬂll:}u‘" 1ﬂ‘-ﬂ ”JH‘ N“‘HL:’ =
Corrash, halfling barbarian

Like a wolf cut off from its pack, you are a member of 4
barbarian culture {not necessarily an actual barbarian)
away from your tribe, You wander through the civilized
world bewildered and izolated, locking for companions
you cin rq-l? 0T,
Adventuring: Your poals and appreach to adventur

ing are probably closely linked 1o the reason you left your
homeland and fa r|11'|].-. Yiou rnlghi be ona fuest to hind some

F————-ﬂ

PLAYING AN INQUISITIVE

Ihere’s a line line between playing an archetype and
parodying a stereotype, and the inguisitive might be the
maost prone to crossing that line—if only because the fine
prose of Raymond Chandler (The Big Sleep) has itself been
subjected to so much parody and unllattering imitation.
Pl]l.}'ll].! an {":i'_lr'rrl'!l'l ITII'IIIi.'iI.r'I"F_ s @ IHIII PI'llII]I MII'I'I.IFWI"
imitation can drive the whole world into parody. If you
drink Zil brandy, wait for a call on the speaking stone, and
!ﬂlt ]lhf ”’umphlr}' [’lug.‘lrl ona hilll Iiﬂ}l. I!I'll.'n Ehrrrllll Slaris
to look like a ridiculous parody of the modern world, with

magic simply duplicating all the technological wizardry of
Earth’s 1930s.

You can be hard-bitten and tough as nails and still
fir into the magical/medieval world of Eberron. Think
about the essence of your character—a tough nut who
has seen the warsi the world has 1o offer but refluses 1o
be corrupted by itr—and sirip away the elements that have
become stereotypical. You don't need to rely on old cliches
ol behaviar and la nguage.

b_————d



item or piece of knowledge of significance to your people—a
relic that ean cure the ]r!rlgul- ravaging your clan, a tome that
will reveal the nature of the demon that hunts them, oran
artifacethat explains your people's history or some aspect of
it. Alternatively, you might be secking 1o prove yourself—to
Pxoneraie Fr:llu'-u_'H'u'r nerime, towin the hand af the chief-
tain, or simply to secure your position as an adult in vour
community, Ur you might have been bhanished from your
l'IiIII. {1|-|' il Crime :p'lFII iII"I.IHII?I r]lir covrmrmaf, il'll.it alre E‘rll'l"'l‘l'
unable to return.

You might eventually prow so accustomed 1o life among
more civelized Iu"n}:lq- that yvou don't want 1o return, or
become restless and uneasy among your own people when
you see them again.

r'l"rhu:la.l:l.}-'! Y'.‘JL'II |I||.|‘||.1I.|" Lowar II l'l\'il.ln‘nllll..lll IS !'1ll.ll
defining characteristic. Decide how you view the civilived
society around you as well as your sophisticated allies, and
try to see everylthing arownd you through that lens. Do you
mantein o superior contempt for their soft and weak woys,
or do you find those ways alluring? Do you wander wide-
eyed through the magnificent towers af

Sharn, marveling
at the achievemenis of magic wnd Ir_-rhnu]r_:x:v_ or do you feel
trapped any time vou're foreed to remain indoors?

When you return to lands that are more comfortable
||l|l| t‘“lll.l]lalftiﬁ?l]ll |'1|a|l1§1' ?flllr EIFI‘III\'lI'I-I'Ii'l'alﬂlln'“‘!:r ||Il:l‘
on more of n leadership role, or revert o a role like the one
you have in your homeland, whatever that rele might be.

“r}lav'tnr: ‘I1ll'-‘ IF\J’I-I r1r]r‘l"\.- III.J'ILF SEIME Frrlll! {11 ]Il'ill"
tice the traditions and rituals of their homeland no maner
how far they travel. You might do this simply eut of habit,
EVEN III'\'I.II.I ll‘!lllll'in.'lll" |1|l‘ EJF[IF!I‘M al lll! mres Ilr?c'l.ll.ll' '|M3'|:r|||.1'.
These minor rituals might include hanging charms around
asleeping place, pouring out wine to the cardinal directions
IF":I"II'J' IJII'II.LIIIK. I-ILITIE SOBEVETAT EIII[!:{ |I.'|rr'\.- FI'II-I". '|,i|ll|
foes, or invaking the names of patron spirits or totems ot
frequent intervals,

I.:Insu.‘lgr: F.\-'I‘II I! :r'iﬁ'll are nol f'TI'II'I'I:_i' I'I.II'II!IlII"uIEJIF
speaking Common, you are just as capable as anyone of
expressing complex thoughts and sophisticated ideas in
FOFLE e I JulllgU-lgi'. Hl:-l'-'ﬁr IF'IIIJ‘H‘"E 'L'lF:p'llLll malive |..1||§u.131'
inio ?'Ell:l' \jll"{"l:ll1 S'll"lggli_' rf_'l'l' wr_)r.l:h ',I:\Iﬂl_‘l|l1'|_l:‘5l ns Iil
trying to find the right way to express somerthing complex
or idiomatic that comes naturally to you in your native
longue Avord aecents unless you can F“” one ol lwithout
sounding goofy.

Variants: Warforged as a race are similar to outlanders
imn ll‘l.al.“ I1III1IJI 1 SOCiely Can seem s I'uiflgt' o r1r] illlf'll L] |]1f'l1|,
but they have nothing to compare it to, except perhaps a life
inthe military during the Last War. As analternative, your
!'Iu'll.';.gl'ill.l.ltl:l llllgil‘ IJI' Ilﬁll.'rllll'l ||tll.:|' more exolic: PI'I h:l.‘]}.‘l
you were raised by wolves or a lammasu, or brought up on
different plane of existence.

RESTLESS WANDERER

It's time to streteh my legs, flex my sword arm, and give this quill something
s |E||f'|l'-'lll' ey e I'I'I']I ol

Thunvarch, half-orc bard

.]Ii:ll.": w‘rl"l:! 1% a4 E:lg E:I-li:". “ll:l }'l?“ IIfI\'r' no IJ.'hl]"‘ (1§ '1.'!1'.1'
down until you've scen 1t all. You move from place to place
as freely as the wind—blewing through the bering spots.
lingering for a while in more interesting locations, and

sometjrmes 1i'|l'll.1 r'|H lli1 astorm

Adventuring: Adventures are what happens 1o you
while you travel. 1T Yo seek outl adventure, it's hecause a
place sounds interesting, not beecause there’s anyithing in
particular you want to accomplish there, You are eager 1o
visit new places, try new modes of transportation, see crea-
tures }'1!'“"'-":‘ negver seecn I‘Jq_'rurr'. llnrl tﬂr Il‘il‘d 1O SOme r!‘{'ﬂ‘]
do things you've never done. [fyou can also learn new abili-
ties, acquire more treasure, and otherwise improve yourself
::]ung the winy, that’s even better.

Personality: You've always had trouble sitting still.
Perhaps you grew up in a tiny village where there was
r:ul|1||'|§ ter o, and Frl‘lrnr:l For a taste af the wider world.
Some experience of the world beyond your village might
have sparked your wanderiust: Perhaps a traveling troupe of
actors or musicians came through, or a party of adventur-
ers stayed in the village for a couple of weeks while explor
ing nearby ruins, That experience pave substance to your

dreams of & different life—you might even have followed

EI'I.J_" l;r-!'k['l.l_"rh ol r_1i'rr_1wn_ I-II:I rll'l‘tlrlg 'I\'I:III.I' !:Irl_" U!IWII"qul'Ll]!
in a dramatic way, You still retain some of thay yourhful,
wide-eyved dreaminess and a sense that the world is full of
wu'rul.a*r\.]n:u w:urlng [Ta] I:lr_' I“xIIEHN_‘{E. You are ol necessiar-

ily naive abour life's harsh realities, but you retain o sense

Thunvarch,
a restless wanderer
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af wonder that no amount alhitter experience has yet heen
able to guash.

You might have a particular interest that gives a focus
ta your wandering. Perhaps you are particularly drawn to
spectacular natural wonders such as the Goradra Gap or the
Guardian Trees. Or maybe you're fascinated with ancient
ruing, great monuments. ar exotic cultures.

Behaviar: j:'!t:r'.I on the move. Whenever yau feel that a
dungeon room, asite, n nation, or even a continent has shown
yeu allic has 1o reveal, it's time 1o move on. You can spend all
the time you want searching the rooms ol a dungeon—as long
asthereare interesting things to Aind. Butyoushould be the
first member of your party te call a halt to tedium whenever
it arises and get things moving again.

Language: Your mind wanders even faster than your
bedy, making your speech seem disconneered an times.
Pepper your conversation with wide-eyed ohservations
:Ii'IIJ'U.I I:hr ‘I‘Rht'-, '-I_I'IITITI.'-. ilrll'[ '-mrll‘ I:,r w]'l..ll‘lf\'fr ]'Il.llfc
you're exploring new and comparisons to places you've
been hefore.

Variants: Not all wanderers are motivited |:|1l|r wander-
lust. Instead, you might be on the run—a fugitive hunted
by agents of a widespread organization. such as the Dream-
i:nu Durl, the Aurum, the Chamber, the Locds of Dust,
ora dragonmarked house. If you siay in any one place too
long. they're certain to find you. So you keep moving. you
try to avoid attracting natiee, and you don’t talk much
about your past,

SCHOLAR~-ADVENTURER

"What [ haven't figured oul yet is whether there's any connection belween the
Tablet of Shummarak and the Mlace of Impriconment mentioned in the Ser-
penies Fragments. [fthere rs, that could exphon o lol.”

—Janik Martell. human extreme explorer

Eherron is rich in |1i11nr:|.-. and rrlu;l”:,.- rich in ]_ll:ulrlr who
study history. Not content to sitina library surrounded
by dusty tomes and crumbling potsherds. you do your
research in the lield—wheither in the r:,rl:l.(lpra noruins of
Xen'drik or the ancient tunnels of Dorasharn beneath the
City of Towers.

Advtnturing: For you, ]li!'ilur:p is about di.\tl‘.werilig'
the mysieries of Eberron’s ancient empires by exploring
the ruins of Xen'drik's lost kingdoms and the remnants
of gablin civilization in Khorvaire. You yearn to discaves
mighty artifacts and lost magical seerets, You hunger for
knowledge about the past. and you have never been content
to gain your knowledge from other people or the books
I]H‘-:,' write. You want 0 deink from the souree, and thai
means adveniure,

Personality: You combine a solid grounding in aca-
demic research and established LHI:IW]FI.IE!" with a thirst lor
action and adventure, You have an inguisitive mind and are
always wondering about the reasons why things happen and
possibile connections between apparently unvelated events.
Your callection of schalarly tomes is Like a group of old
friends—you don't necessarily see them every day, butyou're
happy to spend hours in their company whenever you can.
Your name iswell known inacademic cireles: Some urrnur
fellow scholars praise you to the skies, while others dismiss
you as a hack.

Behavior: Take notes on everything. Copy diagrams
and inseriptions into your notebooks. Collect samples of

body parts from unusual monsters—or even entire mon-
sters, if you can transport them. Treat shattered ceramics
and magical relicsas equally interesting, even asyou recog-
nize that magic items are mare valuable and far more useful.
You might be hesitant to use anything or go anywhere uniil
you have properly researched it or you might rush in to do
your research on-site,

Look lar apporiu miltes o use your warious areas of
knowledge. They might not happen very ofien, but that
just makes it all the more memorable when you do glean
same uselul information from your studies ol architecture
and engineering!

Language: Drop the names of scholars both renowned
and obscure into your conversations. Introduce thearies
and observations by citing tangentially relevant research.
When you encounter a monster, try to come up with a useful
reminder about its capabilities to share with yeur compan-
ions, gleaned from the knowledge you've accumulated,

Variants: You need not be obsessed with ancient history
and long-lost secrete—the world has its share of contempo-
rary secretsas well. What caused the Mouw r1||"r|s? What 15 the
truth behind the Blood of Vol? What lies in the interior of
Argonnessen? Who are the mysterious rulers of Riedra?
These ||_l,L|‘-.-\.I:iL1n.-. are out there, wuil:il:lg T you to ea.l:lhu'ﬂ

them and plumb their depths.

STREETWISE SCOUNDREL

“Don't ask how | know this guy, | just knaw this guy who can help us out,
all rr'gllf? i
—R'kash, shifier rogue

MNat every hero is born to privilege in a noble family or a
dragonmarked house. You certainly weren't, thaugh you
might hesitate 1o call yourself a here. The streets are your
home—the gutters, truth be teld—and you know the back
ul]nys and the eriminals of your home ity as well as you
know YOUF Own rear.

Adventuring: If there's a better way than adventur-
ing to earn a iluirE rur[unl,-, Yo haven't Townd i yel. Ti's
a perfect deal: You can make use of the survival skills you
learned prowing up on the streets, you gain some measure of
respectability, and you ncru.ﬂ.h‘mal]r find bags ol gold pieces,
which hold mere money than you can imagine anyone actu-
ally using. (Though you're more than willing to try.)

The driving force in your adventuring life is, whether
you admit it or not, a burning desire to escape the circum-
stances you grew up in. You want to make a life for vourself
that’s better than the poverty and crime that defined your
].-1,|||:I|'|. Yo wani money, ceriatn i}-. but more than thai you
want respect, dignity. a sense of meaning and purpose, and
ashred of hope. You definitely do net want to die, alone
and Mriendless, and be left 1o rot 10 an abandoned sewer
tunnel. In your sdventuring career, that's one risk you
would just as soen notake. You want to live 1o enjoy your
hard-earned wealth.

Personality: You konow the ways of the sireet. You're
acquainted with unsavery characters, you know how to get
certain things done even if they're not quite legal, and you
have mareithana 'Fr.u'aing F'umil.i."lril}- with the xi:tng, .-.'ignulh.
and methods used by criminals. You might not be an outlaw
yourself—at least, not now—but the ecriminal underworld is
yaur warld, for better or worse. You have a sense of ethies
and honor, primarily focused on the idea that you don’t turn



on your friends. But actions that might make a paladin of
the Silver Flame cringe are just the way things get done to
your mind—actions such as paying bribes, fencing valuable
goods, or stealing magic tomes from your enemies. You're
wary of officers of the law, even if}'ou have committed no
crimes. You've had too many bad experiences with the town
watch arresting you or your friends for no good reason other
than your poverty.

Behavior: You're fidgety. You pick things up and put
them back down, fiddle with moving parts, or pace if you
have nothing interesting to hold in your hands. Whenyou're
in a small room, you stay on your feet near the door—you
don't want to be trapped. When your companions are talk-
ing to the city watch, you stay in the back of the group or
out of sight completely. But when they need to find the lost
goblin shrine in the depths of Sharn, you step right up and
lead the way. That's your chance to shine.

Language: You speak the language of the street. Slang
isyour native language, and your grammar is probably poor
by the standards of a noble or otherwise well-educated indi-
vidual. You talk tough to back up your swagger and wisecrack
to deflect any probing questions about your background.
You probably know words and expressions that would make
a sailor blush, and you might forget not to use them in
respectable company—especially when you're very angry.

Variants: Perhaps you were not born poor, but fell
into poverty at a young age. Your parents might have been
disowned by their dragonmarked house, or they staked all
their money on a business venture that failed. Perhaps they
were natives of Cyre who lost everything they had on the
Day of Mourning. In this case, your driving ambition is
not so much a matter of wanting what you could never have
as a child, but of regaining the status that should have been
yours by birthright—the wealth and power you deserve.

WAR~TORN HERO

"After a hundred years of fighting, any idiot could see that the whole war
was pointless.”
—Dania ir'Vran,-human fighter

™,
Khorvaire is largel}' defined by the travails of the Last War,
and that is just as true of its adventurers. You fought on the
front lines of the Last War. You killed a great many enemy
soldiers, and you carry plenty of scars—on your body and
on your soul.

Adventuring: You adventure because you can't think
of anything else to do. You joined the army as soon as you
were old enough and never learned a peacetime trade.
Afteryearsspentinwar, youcan't just go back to your place
of birth and learn to be a blacksmith. Your home might
not even be there anymore. Adventuring seems like the
only option left to you, and it offers the opportunity to
continue using the skills you learned on the battlefield.
In some cases, it might even be a literal continuation of
your wartime activities—such as chasing Valenar raiders
across the Talenta Plains or racing Emerald Claw agents
to Xen'drik ruins.

As a member of an adventuring party, you have a sense
of belonging and companionship. You have a steady source
of wealth, more than enough to live comfortably. You have
some sense of purpose and meaning in your life. You've
made a reasonable approximation of the one thingyou really
want and can never again have: a home where you belong.

R'kash, :

scoundrel

Personality: The war savaged your soul far worse
than it could ever hurt your body, and you remain bitterly
wounded. Your life is a contradiction. Violence sickens you.
You saw soa much death and mutilation in the course of the
war that you had to steel yourself to it; still, you can never
shake the waves of disgust that course through you when
violence is necessary. But you live by violence, and you're
not sure you know how to give it up.

Behavior: You cling to the discipline of military life
because it is comfortable and familiar. You rise early in the
morning and practice weapon or spell routines. You like to
know the chain of command in your advenluring party and
prefer clear orders about standard operating procedure.
Even if some chaotic part of your belief system chafes at
these disciplines, a larger part of you relies on them to give
meaning and structure to every day. Without them, your life
might just fall apart.

Language: Yours is the language of combat. You have a
rich vocabulary to describe the maneuvers of the battlefield
and various aspects of your daily life. You speak of base camps
and rations, of reconnaissance and sabotage. To some extent,
just like your practice of military discipline, using military
terminology helps to keep your life ordered in your mind.

Variants: The warforged as arace are almost by defini-
tion war-torn heroes. However, their emotional response
to the transition from wartime to peace varies widely,
and warforged are less bitter and wounded than war-torn
humanoids. Awarforged has no memory of a life before the
war to idealize and attempt to recreate. Warforged find it
extremely difficult to shake military practices and jargon
that are part ol their earliest formative experiences.

streetwise
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erith, Jocashra, and Efarthien :
Khad been searching the

] Wyrmsperch Mountains for

4 some sign of the legendary hidden

shrine for weeks on end.

o far, no true dragons had
Snuud in their way, but i

the wyverns seemed to be
getting stronger and fiercer. )

ould their quest end with
3 the discovery of the Mithral
Scepter, or would they fall at the

" claws of Argonnessen's dragon defenders?



CHAPTER TWO

A GUIDE
TO EBERRON

he remainder of this book, starting on the fol-
lowing page, is arganized into entries similar
ta those you might find in an encyclopedia,
You'll ind extensive entries on topics ranging
from Adventuring to Xen'drik. Each entry
contains the most important things you need 1o know inan
Eserron campaign: where the dungeons are, who pulls the
strings, what organizations you can join, and what new feats
gou can learn. Tucked among these entries are a few new pres-
tige clusses, rules for playing some nonstandard races, and
new information about some of Eberron's remoter regions.

WHAT Do You KNOow?

Each entry includes a section titled "What Do You Know?"
This information gives you an opportunity to put your
Knowledge skills to use. It notes appropriate skills (with
check DCs) that allow your character ta share the informa-
tion you gain from reading these entries.

[fyou just wani a general idea of how much your charac-
ter knows about the material inan entry, assume your char-
acter takes 10 on all appropriate Knowledge checks. Thus,
any fact with a DC of 10 or lower is considered commeon
knowledge and is accessible ta every character with average
or better Intelligence, regardless of whether the characier
has any ranks in Knowledge skills. [f you have a Knowledge
(religion) modifier of +5, you know every fact associated
with that skill that has a NG of 15 or lower.

ExoTic CLASSES AND RACES

The Eutiron Compaign Setting discusses the role that each character
class presented in the Mlayers Handbook plays in Eberron, and also
addresses prionic elasses. Complete Warriar, Complete Diure, Complete
Arcane, Complete Adventurer, and the Miniatures Handbook all present new
standard classes (as well as a wealth of prestige classes), Since
the rule of thumb is "It exists in D&, then it hasa place in
Eberron,” characiers of all these new elasses exist in Eberron,

Similarly, new races desipned to be played as characters
have appeared in books such as Roees of Stone, Races af Desting,
_ Ruaces af the Wild, Frosthurn, Sandstorm, and Stormorack.

Seattered throughout these entries, you'll find sidebars
detailing the roles that specific new classes and races play in
. Eberron. Sometimes, information on new races appears in
the running text—for example, in the discussion of the races
of Xen'drik on page 154, Occasionally, sidebars discuss the
use af oiher new rules introduced in DED supplements—
such as the Heroes of Battle information in the Red Gauntler
Regiment entry on page 93.

PC ORGANIZATIONS

Several entries in this book deseribe some of the organiza-
tiens of Eberron, from the world-spanning Church of the
Silver Flame to the elite Bevenant Blades. A few of these
organizations are so broad that they would make excellens
frameworks 1o build a campaign around. These work best
if every character in an adventuring party is a member of
the same organization, allowing the goals ol the party to he
shaped by the goals of the organization, These organizations
are the Templars of the Silver Flame, the Morgrave Out-
reach Assoeiation, and the Red Gauntlet Regiment. The
templars can bring the PCs together based on 0 commaon
religious tie, the Red Gauntlets have a military theme. and
the Margrave Qutreach Assaciation focuses on exploration
and adventure in keeping with the traditional emphasis of
the D&D game: dungeon delving. Large-scale organiza-
tions such as these are discussed in more detail in Dungeon
Master's Guide I, but in general, these organizations improve
the sense of cohesion in the player party, immerse the FCs
in the game world, and make the DM's life easier by helping
get adventures rolling.

HOXNHE4Ed OL 3dIND ¥
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ADVENTURING

DUNGEONS OF EBERRON

From million-year-old ruins in the Demon Wasies to the secret magical
chambers just completed beneath the Library of Kerranberg, Eberven is
aworld strewn with dungeons, Countlessancient ruins dot the landscape,
and the Last War ereated a significant number of ruins of much more
recent provenance. At the same time, the widespread use of magic makes
underground spaces—and extradimensional locations—hath relatively
easy Lo construet and rrnnrl:'.’n&.'t]x!:,- safle lor storing pr BCIONA Elll’llﬂ.-\'.. These
sites represent prime locations for adventuring.

Ruins from the Age of Demons are rarely found intact, but some do
FEIMAain, LEPI rEl.‘lli\lE]:..- unda ||1.'|Eel'] h}- the E:nwl.‘:rrul ancient |:||-|ng: al the
fends. In some cases, the preservation of the ruins can be traced to the
influence of a rakshasa rajah imprisoned beneath the ruins, se adventur-
ers exploring such a site are well advised to be wary of releasing a terrible
foe, Ruins of such incredibly ancient date are most commen in the Demon
Wastes, though several existin Q 'barra and Xen'drik as well, such as the
lizardfolk eity of Ka'rhashan in £ barra.

The Age of Giants lelt numerouws ruins sirewn across the landscape of
Xen'drik, causing the word "cyclopean” to be inextrieably associaed with
that continent in popular imagination. (Consult the entry on Xen'drik
]'u-g:iur:ill.g Gn page 152 far more information about those rains. ) The
ancient giants of Xen'drik built outposts in other lands as well, so ruins
from this era can also be found in the Shadow Marches and in parts
1'[5&:'["!1-].

The Age of Monsters might more properly be called the Age of
Dhakaan, and this geblineid empire left the most numerous ancient ruins
across Khorvaire. These ruins are most common in the southwestern
part of Khorvaire, in modern Droaam, Breland, Zilargo, and Darguun.
Heowever, Valenar contains both elf and poblin ruins frem this period,
and belore the Dil':( ni—M:nn'l:ir:g. seholars |Lr:|'rr:|r:|r|.|-d SRS IvVE EXeavil ion
of Dhakaani ruins within Cyre,

Much more recently, the Last War left ruins seattered across the
continent. The Mournland is avast, devastated nation ripee Far rxlllr:-
ration. although the conditions are quite hostile to living adventurers.
The war also left ruins in Breland (particularly in the northeast and
-'IEI.":II'I.E the lTormer C:,.'l an border), between Aundair and Thrane, and
in the Talents Plains. Any number of families would like to recover
heirlooms lost in razed cities, but these areas have become home to
dangerous monsters.

Not every ruin and dungeon in Eberron is connected to one of its
greatancient civilizations or more recent catastrophic events, Abandoned
seitlements such as Desolate (in the Demon Wastes) and Noldrunhold {in
the Mror Holds) are the victims of isolated circumstances. Somewhere in
the Blade Desert, a small shrine lies mostly covered with blowing sand,
the last remains of a civilization now ctherwise completely forgotren. A
castle 1nthe Shadow Marches is a rare reminder of the Brst wave of human
settlement in that region. In the heart of the Eldeen Reaches stands an
ancient tower, not crumbling to ruin despite its evidently very ancient
origin, s butlders unknown and 1ts secreis as yel u r:l:lllunlu'rl.

Finally, the vast expanscs of Khyber, untouched by any mortal
intrusion, provide a fertile ground for exploration and adventure. In
places, the tunnels of Khyher resemble the mundane limestone caves
and other caverns found near the surface. Elsewhere, long tunnels,
strangely smooth and even, extend for miles without branching, perhaps
'nJI.leI:‘I.'] by the ||:If“ul.'r and their minions in ancient eons. Kl'l:,.'hrl' isan
alien environment, hostile 1o surfuce life but full of ancient secrets to
unearth, magical and monetary treasures to acquire, and alien monsters
to overcome.

WHAT DO YOU KNOW?

Knowledge {arcana)

DC 30: It is possible that magic more
powerful than any currently known
flourished in the ancient giant empire
of Xen'drik, learned from the dragons.
The ruins of Xen'drik might provide
clues to this truly epic magic, and the
elves of Aerenal may also hold keys ta
this lost knowledge.

Knowledge (dungeoneering)

DC 10: The Last War left dozens of towns
and cities across Khorvaire lying in
ruins, to say nothing of the Mourn-
land. These ruinsare now inhabited
h?’ MOnstrous creatures.

DC 15: Goblinoid ruins built during
the Dhekaani Empire dot the land-
scape of Khorvaire, particularly in
the southwest. Xen'drik, meanwhile, is
sometimes called the Ruined Land for
the number of glant-built structures
that now lie in ruins there. Both the
Dhakaani and giant ruins are lucra-
tive prospects for adventurers and
archeclogists looking for knowledge,
advernture, and treasure.

DC 20: A handful of ruins from the
Age ol Demons are scatlered around
Khorvaire, particularlyinthe Demeon
Wastes. These areas are typically very
dangeraus.

DC 25: The depths of Khyber are an
alien, subterranean landscape, rang-
ing from natural-seeming caverns to
bizarre, smooth tunnels shaped by no
known force of nature.

Knowledge (histo ry)

DC 10: [fyou are interested in the history
of Xen'drik, ruins lie scattered across
the continent. The ruins on the north-
ern peninsula are the best known,
but few have been fully explored.
Much remains to be learned ahout the
ancient plant civilizations.

Ruins from the gnblinnid empire of
Dhakaan can be found across Khor-
vaire, particularly in the south,

DC 15, Before the start of recorded his-
tory, fiends ruled the world until they
were overthrown by dragons and their
couatl allies. Remnants of thizsincred-
ibly ancient era can still be found in
the Demon Wastes, Q'barra, Xen'drik.
and other remote locations,



Epic-LEVEL ADVENTURES

[he Dungeon Master’s Guide provides basic rules for advancing
characters beyond 200h level, with more details appearing
im the Epic Leoel Hundbook, (All the creatures and templates
mentioned in this section can be found in that book.) Eber-
ron, however, is not an epic world=—at least, not as it stands
mow. !I ?'U!Jrrl‘la'l racters ||rl'¢-'|:| rce Bed ?I'ﬁr !F\'FI, |]'|I.' l'iffnilillgrl
is poing 1o need a few adjustments,

First, it's prabably best to assume that player characters
Wl‘ll] IF-II.'Fl l'flli' Ii"\'l‘1'| Are I'I'IIIII.E |i||" ill.'l"" ]IF!FIIIF Loy accorm=
plish such a fear, at least in recent memory. Certainly the
great heroes of ages past—the mightiest champlons of the
[J]lullaarll Erllll‘ilf. mal Lo rl'l.‘ll’l‘l.']ll. t!'ll' gidl'l‘ |"|'I|:I lllnlgfll'l.
heroes af even earlier eras—reached epic levels. In the
current age, it is possible that no one has ever exceeded 20th
level. which means no member of the common humaneoid
races has ever done so befare.

That fact means, Aamong ol her |!1|11.g\. that the warld
of the eurrent age has little 1o challenge epic-level charae
ters, The dragons of Argonnessen, the Inspired lords of
R.l“'l‘l i, |11|.I| |]|I‘ I’FW IIHEIE}"I' |1|-|t IHJI k m K]l:‘lli"l' are IFIF‘\'||1F!|'
exceptions. 11 the PCs have advanced 1o epic levels witheow
previously facing Vel the lich-queen or the Lord of Blades.
|Ir|.1'5|." I..lllwl‘l'!‘l.l] \11’(:'5 IIIigl'I! .IF{" {"?E !']lil' Ir\'("l. lllfl'll.'-i'l.\'l'.‘h.
Alternatively, Vol might have become a demilich,

It is probably best, however, 1o introduce a new threat
to Eberron to match the epic heroes who have arizen 1o
defend it. Perhaps the work of the ancient Gatckecpers is
Fuu”y undone and Xoria :y:“n farth onte Eberren once
more, as the daelkyr launch a new full=seale invasion. The
darelkyr stotistics ll}:l'i“;;r_'llll,'ll in the Erpnrow ﬂerr\.-l'[.-l.'rgll .‘;rn’.'rls
could be considered to depict a weak example of their kind.
with paragon daelkyr lusing the paragon template fram Epi
Lewel Handbook) actunlly inhabiting Xoriaw. Epic Level Handbook
also presents several aberrations that could accompany the
I.I.dl‘.'”\:.‘l in a new invasion of Eberron, as well as the uvua-
daum and ereatures with the pseudonatural templace

Acsimilar threat could arise from a plane other than
Xoriat. The gquori might discover a way to recpen con-
nections between Dal Qur_n' and Fbrrrun, or Thelanis
might unleash a wild hunt led by the leShay. In Eberron,
ahominations arise from the planes themselves rather than
from deities, and th_.- could come From ol most any ather
plane—anaxims from Dannvi, atropals from Mabar, chi
chimecs fram Lamannia, hecatoncheires from Shavarath,
]I]iu!f"llll‘- Ill'ill'l'l I'.I' I'Ili-il. Tlxl'i'ill“ III'IIITI Rl'ilil, at I'Il! SO6 0. F.\'rl':..‘
plane holds ereatures hostile to life on the Material Plane,
10 the opening of a significant number of portals to any
!JIJI'II‘. l.i:l'u‘ti! Jll'c'ill".nl new Irl'l'd‘hi.l"ﬂrl IILI" lFIF‘ ones lIiuI' .JI'I.JIJE]“
the great civilizations of the past to an end.

Of eourse. a new threat to Eberron need not come from
the planes beyond, Perhaps the egg of a force dragon or a
Ell'lﬁ-l'l'l.d‘li' Iildgiﬁjl |.I'|.-|‘ Wals ||.1ilj 0 .‘"il.l Elllllll'.‘h‘hfll I.IIII IJIS |]|.|‘
.-!\gr r_1|!"|-}:'||1rl_\115':1:_\5:ﬂ last hntched, sLITPIRE 0 flurry of activity
among the dragons. Or a mighty dragon of a mere ordinary
sort might seek divine ascension ladopting the dragon ascen-
dani prestige class Mrom Dreconomecon), Worldwide ithreats
could even arise from far more mundane sources. What if
the mighty wealth of the Aurum, the resources of House
r:ull'lll.l'hl_ nr |i'|f‘ I'IIJII.!IIi"H‘ J’I-'I'II' r.l'l-l'l] Iﬁr nl;ll:l‘h “'a'l'-!l-l.l' Oy nrse
inconstructing an epic polem or colossus® A new outbreak
of hostilities among the nations of Khorvaire, liunching a

.‘ul.'l'liflll! gl'l"il.l War, [ III.I]T! :|].-\.r| II1'II\'IflI' a i.:lll Il1g .I'l-'lﬂlhgl'ilﬂ.llll.

Lo an I'.I.Iil.: l.'.|||'||1.|'|g||.. r.\lmcj.lll'l.- il this war escalated be:..':}l'l.r]
Khorvaire to include Riedra, Aerenal, or Argonnessen.

An epic campaign setin Eberron strays far afeld from
the way the campaign setting has been described previously.
i'll.l.l % J_'r_']'l:l]r:ll:..' l'lff Wil I'| Ill1l‘|'f"§|1r1g 1_I]F|Ir!flh. ]l IITE‘.‘-F!’I"‘JLII
exciting oppertunity for FCs 1o break new ground in epic
territory, and the campaign can take on a majestic scope.
WI']I ’FIF F‘ul'f‘ ll‘r‘llF Wl]l'lfl hilllgll’l‘g .III l'lﬂ hu!]u! nee.

The Epic Artificer

-].II'IP‘ 1"'|F'|l' ari Ii.ll. Br remalns a masier II’.ILFII'I crealion, 5&":1-
ing an increasing craft reserve and plenty of bonus feats 1o
learn the eraft of epic item creation.

Hit Die: di.

5kill Poinis at Each Additional Level: 4 + Int
r|1:_'|4|1!'n7|'

Infusiens; An epic artifhicer s caster level iz :1’.|_'|.|.|'|.|. Lo
his class level. The artificer’s number of infusions per day
does not increase after 200h level

An epic artificer doesn't automatically pain infusion
slots above bth level, though he can select the Improved
.‘;l:lr'H 'i-.:||:|.||'|I\.' lent 1o gain infusion slois above Gth level
(which can be used to hold lower-level infusions or infu
sions whose level has been increased above 6th by the use of
metamagic feats).

Craft Reserve: Anepicartificer’s crafi reserve increases
by 1,000 point per level bevond 20¢h (6,000 point at 2lm
]l.'".r'l. TI.I':IL} Ih«l‘llll'u at Zlnfll.ll I!‘\-l.'l. n.IIIII- L0 '.JII:I.

Artibecer Knnw]fﬂgﬁ- Add the artificer’s class level +
Int modifier to artifcer knrl'nlu'd_i:r checks. as normal,

Bonus Feats: An epicartificer does not automati
cully gain epic ilem creation Feats as bonus feats, He does,
however, gain o bonus feat for every three levels bevond
200h (23 rc

creation feats for which he meets the prerequisites

31!['!. |III|II 80 |.|II.I. |:|II|I.I| II:I' can 1'JLIHJ\I' I'J'I‘H Iem

Fhondred is among
the first heroes of
Jlflfl:l"rlf :;JIJI"& fo

attain cpic levels
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AERENAL

[LAND OF THE DEAD

The cities of Aerenal are older than human civilization. On this island,
the boundaries between life and death have worn thin, and the dead wield
more inlluence than the li\rl.ng. The Aereni elves preserve ther greatest
heroes through magic and devotion. and these deathless elves have pro-
vided protection and guidance for thousands of years.

The civilization of the elves hegan an Xen'dreik. For tens of thousands
of years, the elves were slaves of the mighty giants of that continent. In time
the elves rose up against their masters, but thiswas s war that no ene would
win. At the height of the conllict, a visionary named Aeren loresaw the
coming cataclysm. He gathered a host of elves and convinced them to flee
the coming storm. As dragonfire and terrible magic shattered Xen'drik,
the elf fleet landed on the island that would become their home—but their
prophet did not survive the journey, Aeren was interred within the island,
and the elves named their new home Aerenal, or "Aeren’s Rest,”

Though they had joined together beneath Aeren's banner, the elf
refugees came from many different tribes and had many different beliefs
and traditions. However, I!]'u-:p shared a common reverence for therr ances-
tors and the herocs who had died in the cause of frecdom. Some believed
that continuing 1o perfect the arts of war was the only way te henor these
heroes; these warriors E\'rtltua“':.' settled in the north, f\'IZII.\'ng' into the
culture now known as the Tairnadal. But Aeren had said that arcane
knowledge was the greatest weapon of all, and the majority of the elves pre-
ferred to set aside the sword for the boak. Calling themselves the Aereni,
these elves dedicated themselves to the study of magic and mysticism. In
their reverence for their ancestors, the Acreni were determined to find
away o preserve their heroes through their interest in the art of necro-
mancy. This research followed twao ]jar]n: the negative necromanay of the
line of Vol, which many blame for the spread of vampirism into Khorvaire,
and the positive energy of the Priests of Transition. Ullimately it was the
pasitive i““h that took root in the la r||:|II and the lines united behind the
cult of the deathless. The Undying Court has ruled the land for more
than twenty thousand years, and 1oday the deathless are inextricably linked
(%] Afrrlli!-t]l:if":,’.

Acerenal wears its past like o shroud. Beyond the deathless guardians
and guides that can be found in any major city, Aerenal isa land of monu-
ments and ancient lrui.l.ll.i:ll.g.\. and ita Irenplr -iE:lzl'u:J mare Lime lnl::lll.lhg Ly
the past than the future. The Acreni elves place tradition above all else:
Artists and bards are expected to perfect the technigues of the past rather
than developing new styles. The elves apply themselves 1o their work with
uncanny devotion; an elf bowyer might spend centuries honing his skills,
and make bows the like of which a human bewyer could only dream of, Bue
the elf still follows the traditions of the past, and the bow he makes today
is a replics of one that could be found ina five-thousand-year-old tomb.
Innovation is encouraged solely in the study of magic. since the Aereni
believe that there is no such thing as perfection when it comes 1o magic.
Even here the elves are often blinded by their traditions, which explains
wh}'lhl_- |1'|.i|.g|.|:ul talenis ol the YOURNEEr TACes are quic kl':.l"lrl'lﬂﬂl]'l.! a match
for the Aereni.

Although people from all nations come 1o do business at the part
lFr PT’III.‘\ Tl‘llulFa'II. flﬁl'r'l‘gl'lrl"- are r:l:rrl:.r WF!I'JIII'II' 'HI.‘\EWIIE'IT Fﬂ .I"i.i'l'l'rlull.
Unlike in Riedra, no restrictions on travel are enforced across Acrenal,
and adventurers can travel freely through the land. Still, the elves have
little patience for members af the younger races. Elf wizards and sages are
devoted to their studies, while Aereni artisans are devoted to their erafis,
Even farmers and other laborers pursue their duties with extreme deve-
tion, seeking perfection in all they do. Qutlanders are a distraction—they
are loud, rude, or simply ignorani; their questions are irrelevant; and
they have ne place in the order of Aerenal. Adventurers are allowed 10

WHAT DO YOU KNOW ¢

Knowledge (arcana)
DC 15: The elves of Aerenal are masters of
necromancy, but they despise undead.

Knowledge (geography)

DC 10: Aerenal is the home of the elves.
Qutlanders are rarcly welcome on this
island. and stories say that the dead
walk among the living.

DG 15: Two major elf cultures live on
Aerenal. The Tairnadal are nomadic
warriors, and many have migrated to
the new nation of Valenar. The major-
ity Aereni are devoted to spiritual and
arcane research. The Aereni are ruled
by a pair of monarchs who are advised
and protected by a council of deathless
elves—the Undying Court.

DC 20: The Aereni preserve their
greatest heroes as deathless. Some
living elves disfigure themselves 1o

appear undead.

Knowledge (history)

DC 15: A terrible war drove the elves
from Xen'drik to Aerenal same forty
thousand years ago.

DC 20: Dragons from Argonnessen have
attacked Aerenal many times, but the
power of the Undying Court holds
the dragons at bay.

Knowledge (naturc)
DC 15: The jungles of Aerenal are home

to exotic plants and trees.

Knowledge (nobility and royaley)

DC10: The Mark of Shadow first appeared
in Aerenal, but those carrying the mark
migrated to Khorvaire thousands of
rtli‘s IE’I}.

DL 15: The Undying Court selects the
ruling Sibling Kings from the noble
families of Aerenal.

Knowledge (religion}

DC 10: The Aereni worship the Undying
Court, a council of "undead” elves.
DC 15: The Undying Court are the hon-
ored ancestors of the Aereni, sustained
by positive energy and devotion. They

despise undead,

DG 20: The deathless are resistant to
physical injury, but they are par-
ticularly vulnerable to damage from
weapons forged from targath, a soft
metal found in Argonnessen.



travel unhindered through the land—but they are rarely
made welcome or catered to in any way. Furthermore,
the laws of the land are swift and harsh. Crime is a rare
occurrence among the Aereni, and they have no patience
for those who disrupt the peace. A magistrate typically uses
magic to confirm the facts of a crime, questioning accused
criminals with zone of truth or using divination to explore the
events surrounding the issue. Criminals in Aerenal have
no rights. Exile is a frequent punishment, but execution is
not uncommon; the wise criminal plies his trade in a more

lenient land.

ELF LINES

Non-elves who have heard of the line of Jhaelian assume
that an elf line is similar to a noble family. The truth
is more complicated, and not dissimilar to the way the
dragonmarked houses have developed. Aline is more like
a city-state with blood ties that bind its members together.
Each line is descended from one of the tribes that followed
Aeren from Xen'drik, and each line includes a dozen or
more separate families. Thus, an elf can be part of the line
of Jhaelian while having the family name Dolorenthi.

Each line is ruled by a noble house from which the
line takes its name: Melideth, Jhaelian, Mendyrian, and
Tolaen, to name but a few. Only the members of this noble
house can ascend to the Undying Court. Membership in
anoble house is not a hereditary gift—members of a noble
house are chosen, not born. The current members of the
house select their successors from among the most remark-
able members of their line. The members of a noble house
do not even breed among their house; instead, they breed
with other members of the line, keeping noble blood spread
lhroughoul the community.

As a result, every member of an elf community has
the potential to rise to the nobility, and from there to the
Undying Court. Normally, nobles are chosen based on the
skills they display, and this is why the elves spend centuries
honing their talents. In recent years, younger elves have
sought to prove their worth through exploits in foreign
lands, battling the Order of the Emerald
Claw or seeking the magical secrets
of Xen'drik. As an Aereni

The elves of Aerenal embrace
death as a necessary part
of the spiritual journey

adventurer, you are likely to have chosen this path: Your
heroic deeds could be your ticket to immortality!

THE UNDYING COURT

In a world where the gods remain among the greatest mys-
teries, the elves alone have a pantheon they can touch: the
Undying Court, the assembled council of the greatest minds
of Aerenal. Individually, an undying councilor is a force to
be reckoned with, but he doesn’t have the power of a deity.
However, when the court assembles—bringing together
thousands of the greatest minds in elven history—it is one
of the mightiest forces in Eberron.

The Undying Court can lend power to its priests across
the length of Eberron. butits direct influence is closely tied
to the island of Aerenal. Aerenal contains manifest zones
linked to the plane of Irian, the Eternal Day, and many
believe that this energy is required to sustain the Undying
Court. Thus, the Undying Court has been able to defend
the elves from dragon attack on numerous occasions—but
the court does not have the ability to launch an attack against
Argonnessen itself. Asaresult, the elves are very cautious
about their island and its resources. Therefore, only the
greatest heroes of the land are chosen to become death-
less. The Aereni keep a close eye on the population of their
homeland, because they know it can only support so many
elves—living or deathless.

All elves see life as a passage to death, and not every elf
can achieve deathless immortality. The priests of the Undy-
ing Court guide the elves through life and care for them after
death. Not every elf becomes deathless, but any honored elf
is properly embalmed and carefully interred.

Asacleric of the Undying Court, you might travel beyond

Aerenal for a number of reasons. The priests are the ambas-
sadors of the court itself, and a councilor might send you to
serve as his eyes in the land beyond, or to fulfill a prophecy
only the deathless understand. You might be sent in service
to your line, to recover the remains of a long-lost hero or
relic. Oryou could join the Deathguard (see the next page)
and go forth to battle the forces of evil and death!
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THE DEATHGUARD

“Unending life is for heroes—not for the likes of you, vampire!”
—Marai Jhaelian, hunter of the dead

The priests of the Undying Court believe that all negative
|.|:||1’||:r|1,| are anathema (o ]'Lrl_-—d_-\rl:ﬂ I:I‘t-t;l.u- that da not I:Ir("!'
directly on the living to survive nevertheless corrupt the
world's own life force merely by existing. The Deathguard
is an elite order of priests and warriors sworn o destroy all
undead having o bond 1o Mabar, along with any necroman-
cer who defiles the bodies and souls of the dead.

Memhbers of the Deathguard are the most outgoing of
Aerenal elves, with a great number of Aereni adventurers
arising from the group, They despise followers ol the Bload
of Vol and the Order of the Emerald Claw, They believe that
they are part of a great crusade against the darkness, and
'I!u-:,r take their part in that crusade fu e .-erl.ﬂu.-i.'l:,-.

THE DEATHGUARD IN THE WORLD

“Tour IllJ”'Il'fl'r crusade @il not l.!nj: i, iefiend rfﬂm
Kruel Kavarat, vampire capiain

of the Emerald Claw

The Deathguard 15 0 small religious order claiming some
four hundred members, almost all of them elves of Aer-
enal. A handful of urban elves from Khaorvaire have been
arrlr'|11lr|! as members of the {:r:lrr, et !11:_-:.- must work very
hard 1o prove themselves. The Deathguard’s outlook is
hiercely good and generally lawful.

nrgnniz.‘llilln: The D[‘Htllgu:lrii et s ity head -
quarters in Shae Mordai in Aerenal. lts members police
the wilds of Aerenal, paying particular attention 1o the
manifest zones ted 1o Mabar, which draw necromancers
and undead. [ts members operate outside Aerenal, however,
where undead are more prevalent.

Cial Jhaelian (NG male undying councilor) is the
High Warden of the Deathguard, He fought against House
Vol when that ling was shattéred and continues 1o lead the

Deathguard after his own demise, He haso gentle demeanor,
even in battle: he feels pity for undead, not harred.

Beneath the High Warden are four Wardens, each bear-
irlx nominal r|:-_;I'.r~l'_|11:3.;i'|'|;i:|ir':fI forone ofthe other four inhalbated
continents: Khorvaire, Sarlona. Xen'drik. and Argonnessen,
The Warden of Argonnessen resides in Aerenal, since elves
are noal wcl:rl‘:lrllc 111 I]'u,- L‘l:l'.ilg':'rl'l |1|::|||'H:|."||:'||:!.

The other members of the Deathguard find thar they
are most effective when they disperse themselves as widely
as possible around the world. At the same time, they know
the value of staunch allies in their unending bawles, so they
associate with like-minded adventurers. even non-elves, to
better pursue their order’s goals. They send frequent reports
to the Warden who has authaority aver the continent where
they operate, and they can appeal 1o the Warden for assistance
from other Deathguard members when needed.

Caskal Dulaen (NG male elf cleric & Undying Court)
i5 'P.}'l'.'l n wha ruu.shl Karrnathi undead in the war, &Asan
urban elf, he consiantly strives to prove his worth o the
order over and above his usual duties. Marai Jhaelian (LG
female ell paladin 5/hunter of the dead 3) isa grim warrior
who underwent the ritual disfigurement common in the

Jhaelian line before she joined the Deathguard, making

her appear undead though she is in the prime of life. (The
hunter of the dead prestige class is in Complele Worreror. )

NPC REACTIONS

Members of the na_-nthguurl:!, as the Acrenal elves I:lq_-rhil.ln
maost commonly encountered outside Aerenal, sirive to pres-
ent a positive image of their homeland despite their deliber-
:|Ir_|}l \]'II:_‘II,'IG.IHE appEATance, Fwen s, o !If}' observe customs and
fashions peculiarto Acrenal and often meet with puzzlement
or prejudice when they travel the warld, Most non-elf NPCs
have an initial reaction of indifferent (puzzled and bemused,
but indifferent nonetheless), while elves whe have ne objec-
tion to the Deathguard's mission have a friendly attitude.
Followers of the Blood of Vol rightly see the Deathguard
as hostile to their deepest convictions, Common followers
have an unfriendly initial reaction to Deathguard members,

P—ﬁ

AERENAL ELF FEATS

Aereni Focus

While humans value versatility, the Aereni prefer to hone s
single skill 1o absolute perfection. From childhood you have
studied one particular path, and these decades of devation
result in remarkable skill,

Prerequisite: EIf, region of arigin Aerenal, 15t level anly.

Benefit: Asingle skill of yaur cholee is now a class skill
for you, and you gain a +3 bonus on checks using that skill.

Spl:rll.n].: Arreni Focus eounts as Skill Focus for the
purpose of meeting any requirement or prerequisite.

Aerenal Arcanist
Your family has studiced wizardry for thousands of years.
Youspentyour childhood in arcane libraries, and this early
I.'liLI.I:.'I.I .‘“Il E i."t"l }'llu a 51 eal I:I-Ifﬁl[‘lh ‘Jr kl'l::wll‘dg'.
Prerequisite: EIf, region of origin Aerenal.
Benefit: You get a +2 bonus on Knowledge (arcana)

checks. F\'I.'I":,l time you gain a wizard level aflter Ialing this
feat (including |5t level), you can add one additional spell
to your spellbook.

Aerenal Half-Life

The Priesis of Transition have guided you through sirange
ritunls that left you poised between the world of the living
and the dead.

P'rl_-rrl:!uiahr_: EIlF, region HrﬂrI!'i.H Arrenal,

Benefit: Your skin becomes sallow and pinched,
giving you the appearance of a zombie or lich, Your bond
(5] I.!'I.l' wn:r]l:l rlrt]'l.ﬂ' Ilrilll ]I'I'il"l.llfh :.'IJII wl!}l (R R lﬁrllrnll.

When you cast o necromancy spell. your effective
caster level Is increased by one.

When }lqjuti)r:'u‘lull aclian I'JI."IiI'I.I G an .‘1Ilr:|"|:l].‘|l e Erm
or rebuke undend, it applies to both the turming check and
the subsequent turning damage check.

_—d



while true followers of Vol {including high-ranking members
of the Order of the Emerald Claw) have a hostile reaction.
Undead of any sort have a hostile reaction.

DEAD, DEATHLESS,
AND HALE-LIVING

Fhe Aereni elves care for their dead. They have perfecred
theart 4‘:r|-||:||:|.1.|n1||'|§. and some ol them |r|".||.:1i|1‘(‘ this trade
inthe grent citics of Khorvaire. Asan elf’s body is prepared
for burial, two chronicles of his life sare made. One copy s

buried with his |n’u[}-. and one is krral in |hegrnal libras ¥ of

Shae Mordai: thus, he will never be forgotten, and anyone
who finds his body in a future age will learn of his deeds.
The hodies of the fallen are preserved in catacambs deep
beneath the cities of Aerenal, Alled with the assembled dead
aftens of thousands of years, Grave robbing is considered a
heinous erime in Aerenal, and a repeat offender might be
killed and eremated, with no record made of his deat b

The elves reserve the gift of undying immaorality for
their greatest heroes—sages and artisans as well as warriors
|Irl1| Wlfilrlllu. ."{{Il'-‘ T'I\'I"\ are Ell'll'-igl'lrl.l ko l}IF 1'il|i||'|:lrll|.1‘- il‘l.lrl
death. An clf who shows great promise might be raised from
the dead if he was cut down in his prime. But traditienally,
an ell can anly become deathless after he has Lived three
centuries, The Priests of Transition view life as o journey on
the path to deathlessness; even the worthy must experience
a full life 1o appreciate what comes nesi.

A depthless elf does not nu[umnllru”}l gain mlrml_'ll:nl'u]':
inthe Undying Court, Military heroes usually become undy-
ing soldiers. They continue to defend the nation, and can he
found in the catacombs and all the major cities of Aerenal,
Newly raised undying councilors serve as sages and adminis-
irator -.-—..1|'Ihl:m§i1 the ii\'il}g per form the most vital tasks, so
that they can complete the journey of life and pvoid becomang
dependent on the dead. After a thousand years, a councilor
15 considered for admittance to the court, where he tends the
ascendant councilors and studies with the elders. What hap-
pens next is 8 mystery the uninitiated cannot undersiand;
the ascendant councilors are truly alien beings, thousands
IJ'-:|F|'II'F| rJlrI MIIIJ rl‘l-'l rgr:] er!'l |]|f' l‘rlfr"!?’ r_lf]rj.‘“’r.

The Aereni maintain the distinetive tradition of half
life. Some followers of the Undying Court—especially those
1|:. ||‘II' II.I'II‘ Ilrjl'lill'll-'lrl—l.l.l'll‘ll'l'gil -'III:!'I{'ITIII'-.'II iIII.‘I '|I|I'|'I|Ili|]
trearments that result in flesh that scems 1o be decompos
ing, as if the living elf was a zombie. Non-clves often see
this as a horror, and cannotl imagine a reason lor i, For
the elves, 1t serves two purposes. L gives one a closer bond
to the world of the dead, sirengthening his necromantic
gifts, Furthermore, the Aereni believe that life is the least
'||.'|r| r\F rhl' ])|||!1 f_!F exIsienee 1-":" Kl'u'll'lg llll E1I'IT'|I4'|11 l‘_’{"q‘llll!’
and acknowledping that appearance istransitory and insig-
nificant. an ell prepares for the path he hopes 1o follow and
SOTVEes a% an exa TIIPIF (13} r1|l|'gF_ il I'III.III1I I'II'ITI..

One more stage lies between the living and the deathless:
the spirit idol. The Priests of Transition hold a great respon-
SIIIJII:IIIr -[.i'll."' |J|\]'iF'\'|' |I|Jl}xt‘rrl|d] Can on I.:p \IJIJEJ“T! acertain
number of undying councilors. Sometimes the priests feel
thata fallen elf has not earned a place among the undying, but
that it would be a great loss to let his soul slip away to Dalurch.
In these cases, they use the creote gunt ol spell to bind his spirit
to his corpse. The spell keeps him away from Delurrh and
allows necromancers to call on his wisdom in the future,

Create Spirit Idol
Mecromancy
Level: Cleric 4
(:l!ﬂlpl!n{nl\: V.5 M, XP
Casting Time: | hour
Range: Touch
-rnrg'

] [:II"I EI‘H' !IIlJI'hIFII
Duration: Instantancous
Saving Ihrow: None
HPFI] RI'\;‘\'!IIIIE: N1l

iEhl agema fo coaleice around dhe corfae before vou, meaming in iks eyes o
Light t | d the corfuse befor gleaming in its e Fil

moamerl II.'I'_.I;'J.'I' il _|’u|fr|.

This ritual binds the subject’s soul o his physical remains,
preventing its passage to Dolurch. This is a voluntary effect; the
'|||.b||1"'|'|l"a ‘il'lll'l' |r|11".l]Lr‘w:”lngh-r'l' i‘rlllalll“ ltﬂi'L tiIF]}FCHI ElulgF
171 of the Players Hondbook), or the spell automatically fuils, Onee
bound to the body. the spirit remains in a state of torper.

il.al \?Ii'ﬂli |I'|||I| |II'||I']"|I11"'11 15 cast II.'IPTIII A ‘h]Fl'I'I.' |.1|.l|| 1:1\ acaster
whose alignment mutches the alignment of the spirit in life,
the spirit is woken to consclousness for | minute per caster
ti"'ﬁ'l'] II! ’III' 'Irn'l'l.'Jl .||r|‘r !|I| |.|.|r'|"|.r'|.l. ]II |h:1'| slale, 1l can I|r||1'|'-l' als
surroundings and communicate verbally (in any languages
it knew in life) with the caster of speak with dead. (This effect
occurs instead af the normal effect of speak with dead, ) The spirit
wol's communicaiion is |'|.'!1|1':|.||:..' brief cryptic, or repetitive,
but it does not intentionally give false anywers.

A spirit idol can be restored to life by raiv deod or
'-Irllll.'lr means -E.l'lr' '-'I'_!I'II E1rr'u'r'|.'|“\. 1|-l|tl‘|. !I'l."" l‘:llli[?' |I'||.1r '\.|!|r|l
perfectly, allowing such magic to be cast afier the usual time
limit has expired. IFthe body is destroyed or dismembered,
the '\.P{-”. effect 15 hroken and the saul passes to Dalurrh

.1-L.:|'|:'r||:|-rf.'n:-n'.p-ﬂ'.r'nl. A elay pot flled with Frave dirt and

another filled with pure water.

XP Cost: 100 XP

% i) -

acated bebenth Shlie “I-:al‘ff.li.. the Well ol Memaories

inthedecpestof Aerenal’s caticomba
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THE BLoob ofF Vor.

HEIRS OF VoL
"nr B!ﬂl’]l’f!!ﬂ{l“. !Il{' H]Il?ur.rgﬂf'u Ilrj.f nf‘ HII'I{H" L3 Iﬂj‘f_ furn l?j}l‘r ”Irgrn:.r T
—Mudren Fain, priest of the Blood of Vol

The Blood of Val Maws from the distant privst, when the Firs stirrings of
faith in blood as the source of life, and undeath as a path o divinity, arese
within the elf tribes of ancient Xen'drik. The rudimentary faith developed
|IE|FI|.§ “-'I.'i'l |1|.r' l‘l.\'l"-. I’iﬁ]]l]willg |]|I"|r|. [E5) Ar"'rt‘r!..!l al rII.I F\'Fllt'l.l-lll!' ‘-Il]'l"-'lr!'irlg
to other races. (Rumors persist that a version of the faith is sull practiced
by certain drow societies in Xen'drik.) Three thousand years ago. House
Vol took coniral af the ancient faith due to the powers granted by the Mark
of Death. When House Vol was desiroyed four hundred yenrs laier, the
faith was shattered and faded away with the passage of time.

Ihe [aith appeared again afler the War of the Mark, reaching new
heights as a popular cult among the people of Galifur and culminating
with its adoption as the national religion of Karrnath in 895 YK,

THE BLOOD OF VOL
IN THE WORLD

I-I.1III:IWI'F.‘\| I.:III 11I.|‘ n]li“ll can 1“‘

found throughowt the Five Nations
and the Lhazaar Principalities, with a
\rllilll J?r esenee in Qll?ﬂl iy, \'I“Irll.il Iy
and Droaam. Within the Five
Mations, the cult has its strongest
ties in Karenath, L:I!!.‘\.EJII!" the fact
that the crown renounced it as the
national religion in 964 YK (during
KII'IK_I--I I'lllll.“ |'F|gr1:|. Fll]1|"1“'f‘|"\ N r!1|.
\Lll'l.l'll“‘ r!F'I'iF!I'rI (1§ |1|.I‘ [“nr:lr! cian EIF
found in Breland and Aundair, where
the religion iswolerated. {Persecution of
‘I'Il" {:Ii"'l 1|1:|..IIII'H|.! lll rl"lllg]lflll' 1h1' COrse
of the Last War, when Brelish and Aundpir
jan followers of the Blood were suspected of
collaboration with Karrnath.) Thrane has

Symbol of the
Rlood of Val

the smallest number of fallowers, and most
of them keep a low profile to aveid auracting
the attention of the Church of the Silver Flame.

T those outside the fith, and even 1o most wathin i, the Blood of Vol
doesn'vappearto have an overarching organization as the Church of the Silver
Flame does. The faith has leaders and priests, and a hierarchy of sorts can be
r‘ll‘] rlll. |11'||.|.Jrlg |l‘!1" |.'1Frg:|| i Kd'l'l'lli“bl. EFT‘IIIIJ l]lr Kilrrllilll'll lllFI'I]Fr'-, E'HIW'
ever, each seevand cult cell operates independently—at least on the surface.

Behind the scenes, Vol and her chief lieutenants carefully orchestraze
the activities ol specific cells throughout Khorvaire. Much of the work of
the various cells 15 benign, sinee it benefits Vol 1o have active cells in as
many places as possible. She leaves the more radical and aggressive opera-
tions to the Order of the Emerald Claw, an organization that maintains
an dentity unconnecied to the followers of the Blood

Followers conduct private worship ceremonies in their homes,
making ¢mall afferings of blood on small household altars, never to be
tasteed |:|1I.r any actual undead. Tlurvl.-' do nod repart to any II!ELI'I‘-IIH]I"FHF
and anly rarely have contact with others of the faith, The traditions are
pasied from parentste children, though many children are rejecting the
I.I‘.il.l']li::llgn. in favor of the dactrines of the Sover eign Hast.

The Blood remains powerful within Karrnath, lurking in the shadows.
The Crimson Monastery in Atur continues to operate in the open as the

WHAT DO YOU KHOW?

Knowledge (geography)

DC 15: Karrns practice a religion that
involves worship of the undead, the
Bload of Val.

DC 25: The Crimson Monastery in Atur
is the most imporiant center of wor-
ship for the Blood of Val.

neaon. J"Lxrr at cenler of wo rship devaled
to Vol is rumored to exist somewhere
in the Lhazaar Pricipalities,

Knowledge (religion)

DC 10: The Blood of Vol is a rela-
tively common religion in Karrnath,
though the faith of the Sovereipn Host
remains dominant.

DC 15: At various times in Karrnath's
history, the faith of the Blood of Vol
has waxed and waned in popularity
and acceptance. The present lime is
a waning period.

DG 20: The fundamental belief of the
Blood of Vol is that death must be con=
quered, not endured. The undead are
revered as champlions in the struggle
to conguer death and show mortals the
path 1o godhood.

DO 25: A number of undead take active
ralesin the rites and leadership of the
Blaod of Vol. The greatest center af
worship is the Crimson Monastery, in
the Karrnathi city of Atur.

DC 30: Vol the lich is the active though
hidden leader of the faith.

THE NIGHTCLAW

Knowledge (rt]iginn}

DC 25: The Nightelaw is a relic sacred to
the Blood of Vol, said to be the sev-
ered hand of a lich.

DC 30: The Nighiclow is kept in a shrine
beneath the city of Atur, where it
is regularly visited by priests of the
Blood of Val.

Knowledge {arcana)

DCA0: Some legends claim that greater
powers of the Nightclaw can only be
unlocked by one who is willing to
f:phcr his own ri.x]'i! hand with it.



largest center of worship for the Blood of Vol in the
world. [ts high priest, the undead cleric Malevanor,
isthe nominal leader of all temples and shrines, and
hundreds of priests ultimately report to him.

TENETS OF THE BLOOD

The teachings of the Blood of Vol squarely face the grim
reality of death: All that mortals have to look forward to is
death, followed by an eternity spent in the bleak oblivion
of Delurrh, the Realm of the Dead. Death, therefore, must
be conquered by undeath—the path that leads to eternal
existence and, for some, to divinity.

The only champions that fight against death on behalf
of mortals are the undead. Vampire lords and powerful liches
seck to open the path of godhood to all mortals. Followers
offer their blood in praise of these immortal champions who
battle death on their behalf. In doing so, they adhere to tra-
ditions that originated among the elves of Xen'drik, when
the giants ruled the world.

At the heart of the worship stands the supposedly
symbolic and mythic figure of Vol, Queen of the Undead.
Unlike the gods of the Sovereign Host, Vol plays a direct
role in the advancement of the faith. She walks the land,
hidden in shadows, pulling strings and setting events in
motion to advance her plans.

NPC REACTIONS

The people of Aundair and Breland look upon the Blood
of Vol as a strange and exotic cult and are indifferent to its
followers. Only during extreme periods of stress between
these nations and Karrnath in the Last War were followers
of the Blood seen as suspicious or even dangerous, receiv-
ing a hostile reaction. Individuals from both nations might
harbor either hostile or friendly attitudes, depending on
their past experiences with Karrnath and the Bloeod.

In Thrane, because of the strong presence of the Silver
Flame and the long history of conflict with Karrnath, the
followers of the Blood have long been seen as members of an
outlawed religion. The authorities don't go out of their way
to arrest those who practice the faith, but they can exercise
the option if they choose to. People in Thrane demonstrate
hostile reactions to the Blood of Vol and its followers.

In Karrnath, despite the proclamations of the crown,
the common folk have an indifferent to friendly attitude
toward the Blood of Vol and its followers.

The Nightclaw

Inashrine deep beneath the city of Atur in Karrnath, priests
of the Blood of Vol pay homage to a relic of their faith: the
hand of an ancient lich, called the Nightclaw.

Description: This grisly item seems to be a mummi-
fied hand, severed a little above the wrist. The flesh is dry
and smooth, dead gray in color. The hand has a warm smell
of embalming spices about it, but is cold to the touch. When
its powers are activated, the fingers gesticulate slightly.

Activation: Using either of the spell abilities of the
Nightclaw requires speaking a command word, which is a
standard action.

Effect: Like a hand of glory (see Dungeon Master's Guide page
258), the Nightclaw allows you to benefit from the effects of
aring worn on one of the Nightclaw's fingers, if you wear the
Nightclaw as an amulet around your neck. If you hold it in
one hand, you can use deeper darkness three times per day and

enervation once per t‘Iil)’.

A cleric puts the
Nightclaw to use

Aura/Caster Level: Strong necromancy; CL 20th.

Construction: Not applicable. The Nightclaw is a
unique artifact.

Weight: 2 1b.

Price: n/a.

THE BLOODTOUCHED RITE

When an individual (usually an arcane spellcaster or a
cleric) proves herselfto be of particular worth to the undead
leadership of the Blood of Vol, she is rewarded with par-
ticipation in the Bloodtouched rite. Typically a character
must be at least 3rd level to be so rewarded, though excep-
tions exist.

The ceremony requires a chalice brimming with blood
donated by willing followers of the Blood of Vol. This chal-
ice is the focus of extensive prayers, culminating when the
officiating cleric channels negative energy into it. Once the
chalice is prepared, it is passed around to the participants,
who drink deeply from it.

A character who drinks from this chalice permanently
loses 2 points of Constitution, but gains four benefits:

* Bonus hp equal to Charisma bonus (if any).

* +2 profane bonus on saves against poison, stunning,
disease, death effects, and energy drain.

* +] caster level on all necromancy spells.

* Ifthecharacteris capable of rebuking undead, her effec-
tive cleric level for this ability is increased by 1.

The Constitution loss can't be prevented or reversed by
any means. A creature without a Constitution score gains
no benefit from the Bloodtouched rite.

10yy 1< dH |
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CHANGELINGS

MASTERS OF DISGUISE

Changelings are gray-skinned crestures with fair hair, long limbs. and
indistinct facial features. Theywere originally born out of unions between
humanaids and doppelgangers, but over the years they have evolved into a
humanoid roce distinet from their progenitors,

Like their humanoid ancestors, changelings have distinct, unigue
countenances—recognizable faces—although their faces are much less
detailed than o humanoid’s, Some observers have deseribed changelings
as looking like humans with an extra, pauzy gpray layer of skin covering
their bodies, while others say that they look like humans that haven't been
ru”_\' farmed. Rath l]r_-\rri.r_:rur:u are apt, When in her natural .-\.]1.'|in,-. a
changeling’s nese is apparent but contains no nostrils, and her mouth
is framed by thin, gray lips. A changeling’s eyes are blank pools of milky
white. & r]1.'|.|:|grl:| ng b WLy, Fave haore aod o distinet grur!rr. i conirasi
to full-blooded doppelgangers.

From their doppelganger ancestors. changelings gained the ability
ki .'|]r!':|' !l‘lfi.r I.I.Il'rf'l.‘i.Tl'lf}' are real llrﬂ] n.]'t.'l]ll*f‘l!.lusrrn I'ﬂllnllllr {Irlilkirlg onn
the appearance of any humanoid race, changing their height by as much
a foor in height and their weight by upward of one hundred pounds,
A changeling has precise control over this change, selecting whatever
physical features (eye and hair color, size of nose, birthmarks, and other
distinguishing characteristics) she prefers. Often a changeling createsa
favorvite appearance for each race she frequently mimics, and these guises
might have a commaon trast—hair color, 8 mole, or a birthmark—so that
small similarities persist bewween her various formas,

Although changelings have lived for centuries in virtually all parts of
Khorvaire, aother humanoids remain wary ol them. Tt isa xrr:r_'r;l”:,.- held
beliefthat changelings are sneaky, duplicitous, and untrustworthy, The
truth isthat, aswith any other race, individual changelings can be posad
or evil, hanest or dishonest, virtuous or depraved. While it istrue thata
|'|1al1xr]ing'\ abilities make her well sutted Tor eviminal enterprises such as
fraud, espionage. and assassination, it isa mistake to think that a majority
of individuals engage in these practices.

All changelings adopt one ol three philosophical outlooks regard-
ing their mutable identity. Passers try to avoid the widespread mistrust
of their race by living in a permanent state of disguise, adopting a
particular appearance and wearing it as their "natural state.” They
keep their heads down and stay out of trouble, The changelings known
a5 becomers immerse themselves in many different identities. They
helieve that they are simultaneously whe they are and who they appear
1o he, I'rIJU?i.II.s the 'I_!.il.l'-'ll]l_r! and a |r|]nx'|,|.|t}- ol :nl.l]liE:ltq_- peErsonas. The
changelings called reality seekers believe in an abstract notion of per
fection and prefer to seek it in their natural forms and in the company
IIII ol I'II"r I'I'I-'l Ilgrlil'lgh.

Changelings have a natural gift for learning languages and cul
tural mannerisms. Like any other race, changelings in general simply
want to live their lives in peace, and toward that end they are sensitive
ta the parvienlar mores and beliefs of the community in which they
live, Together with theirshapechanging abilities. these qualities make
them extraordinarily effective diplamats, entertainers, raconteurs,
and negoliators,

Still, more than a few of the most infamous spies and thieves in the
history of the Five Nations have been changelings. Members of this race
hold .'ur:..- Prsitions in mosl organ ized eriminal endeavors, pl::li:ll.llfll' Feton
and bardic tales feature changelings as assassins who enter into a home in
the puise of a friend, then transform into a monstrous form before strik-
ing down their victims. However, eriminal changelings are much mare
likely to be confidence artists or dealers of stolen and froudulent material
than eutright murderers.

WHAT DO YOU KNOW?

Knowledge (local)

DC 10: Changelings are a hybrid of
humanoids and doppelgangers that
are not generally accepted in either
community. They have s limited abil-
ity to shapechange.

A check againast this DO is also sufficient
to learn if a local settlement hosts a
changeling community and whether
any notable recent incidents have
oceurred invalving changelings.

DC 15: Changelings can alter their
physical form to pass as members of
another race or the opposite gender.
They can even masquerade as specific
individuals.

A check against this DO is also sufficient
to learn roughly how many change-
lings live in a local community and
where they can be found.

DC 25: Changelings follow one of
three peneral philosophies. Passers
adopt a single humanoid identity
and stick with it, just trying to get
by in normal society. Becomers live
multiple lives, sometimes simultane-
ously, in different disguises. Reality
seckers prefer their natural form
and the society of their own kind,
philosophically seeking the form of
perfect reality.

Knowledge (religion)

DC 15: More than any ather people of
Khorvaire. changelings are drawn to
the worship of the Traveler, one of the
gods of the Dark Six. The Traveler
is both the least mulevolent and the
most enigmatic of the Dark Six.

DC 20: Changelings often revere the
Traveler, but to say they worship this
mysterious deity is hardly accurate.
They seem to view the Traveler as a
companion on the road of life—and
not always a trustworthy one. However,
they often usge tales of the Traveler's
actions in the world as justification
for their peculiar philosophies.



HOW TO SPOT A CHANGELING

Common folk believe that when a changeling adopts a
disguise, the facade is perfect and nearly impossible to
penetrate. In fact, because people are willing to believe
their eyes without question, clues to a changeling’s
true nature often go overlooked.

Specifie Clothing: A changeling's clothing
and other belongings remain unaltered no matter
what form she takes. If a person observes that an
elfinthe room iswearing the same outfit and gear
asadwarfwho left the room a few minutes earlier,
it may be a clue that both of the individuals are
the same changeling. Of course, it would be wise
to ascertain that the clothing in question is not
some kind of uniform or traditional garb associ-
ated with a particular group or religious order
before making an accusation.

Tricks of the Trade: Although a change-
ling can outwardly mimic a member of just
about any trade or profession, she often will
not have the skills and abilities of even a novice
member of the group. Be wary of people who look
like typical practitioners of their profession but
show no ability for the job—such as a blacksmith
who has trouble heftinga hammer ora cleric who
cannot heal the injured.

Unfamiliarity with "Own Culture”:
Although a changeling can become tall and
willowy with long, tapering ears, she does not
thereby gain any great insight into the attitudes
and opinions of elves. Anyone who has spent
asignificant amount of time among the mem-
bers of a specific race might notice a changeling
in disguise acting strangely, breaking common
taboos, being unfamiliar with racial languages,
and having unusual likes or dislikes.

Trust No One: Most changelings are too clever to
be tripped up by simple clues such as these. The fact is,
anyone you meet could be a changeling—even your clos-
est friend.

Perfect Reflection [Changeling]

You are particularly skilled at mimicking the forms and

mannerisms of others. The better you know a specific A changeling puts on a new face

individual, the more able you are to look and act just like

that person. Some changelings attribute this ability to a Benefit: When using your minor shapechange ability

trace of their doppelganger ancestors’ ability to peer into to disguise yourself, you get a competence bonus on your

the minds of others. Disguise check and on Bluff checks made to impersonate
Prerequisite: Changeling, Cha 15, Wis 13. that person. The bonus is based on how well you know the

person you are imitating. While t hese categories are similar
to the categories that determine a character’s bonus on Spot

M checks to see through a disguise, the amount of the bonus is
not the same.

DOPPELGANGERS AND CHANGELINGS  Fumiliaricy Bluff/Disguise Bonus

Races of Destiny presents a monster class progression that could Recognize on sight +2
allowyou (with your DM's permission) to play a doppelganger Friend or associate +4
as a character. These shapechangers are common in urban Individual is present +6
areas, as suggested by the very existence of the changeling Close friend +8
race. Theyare animportant part of such organizations as the Intimate +10

Tyrants (described in Sharn: City of Towers) and the secretive

Cabinet of Faces.

b_—_‘
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CHURCH OF THE SILVER FLAME

THE GLORY OF LIGHT

The Church of the Silver Flame illuminates a way of life for millions of
people across Khorvaire, represents the force that governs the nation of
Thrane, and i|1.-|.]r:| res bands of crusadees dedicated to anEI'I!:IiHHtIHE evil
from the face of Eberron, If mere membership in the church granis o
comforting degree of faith and security. life as a crusader in its order of

kn i.g]'l.l.\ e rr:}l]..u' guaraniees i career of excitement, virtue, and honor,

TEMPLARS OF THE SILVER FLAME

"As u refiner burns qway oll imprity from the ore, so shall the Silver Flame purify the warld
and ifs inhabitants,”
—Davienne of Sigilstar, halfling exarcist of the Silver Flame

Evil is everywhere, but that only strengthens your resolve to fight againsuit,
Your faith in the Silver Flame drives you to wage unending war against the
F\lll m r1'|l‘ wz]l'lrl. Whl"l'F_'H'I'T 1t I'I'I.I!hr 1'“_' rl'l-u rlr!- even I‘r]‘ llf}
within your adventuring party. your church, or yourself.

JOINING THE TEMPLARS

Jeining the Church of the Silver Flame is a relatively
simple matter. As a prospective member, you meet
WI'I‘I «l I'I'Il‘llli'lrl' |::|FI|1I.' I'!rl's}'—‘“l'lnl"lI.TI'IF.'- EXRLE 30y ORINEs,
sometimes in asmall group with otherworshipers—to

learn the basics of the faith, When this teaching is %
1'r:|fl!lF’:I]l.'.|'L'. you are iratiated into ||1!:||1|J!!|"h|!|:ii:| with a f

simple ritunl, sometimes but not alwoys scheduled

1o colncide with a major hely day of the church, |:
such as the Ascension (1 Sypheros), ™
Joining the knights templar is more diffeult. L e

You must already be a member of the church,
and you must secure a letter of recommenda-

Lo I—:I'i'lfﬂ LT I'I'II.'IITI:.I."JI'I' ITF I'f""l'l: 1"1( !.I'IE l'lll.l:l'l'h I.‘-

three orders—ministers, templars, and friars. The
Ceuncil of Cardinals vetes on which applications 1o
approve. The process can be time-conwuming, even Symbel of the
if it is not especially rigorous, Silver Flame

Entry Requirements: Any pood alignment,

Knowledge (religion) 5 ranks.

Membersofall classes can gain admattance o the arder of knights tem-
plar. though fighters. paladins, and clerics are most common, The order's
primary duty is to meet evil head-on in combat, which practically servesasa
definition for a gﬂl)l:!-ﬂ]jgl:ll‘l:l adventurer. RI::IKI!I'.‘-. barbarians, monks, and
rangers alse combat evil with a clash of arms. Wizards. soreerers. bards,
and drulds similarly use their magic to further the mission of the arder.

Oinee :|(‘|::r||[|.*1[ a5 lrn'l.lrla r, you can expect Lo -.in-nl:! aweekina Ii‘rI!E:I]iII'
monastery, usually in Thrane, receiving yourinitial training. This train
ing assumes that you have at least a basic grounding in the doctrines of the
faith, and instead focuses an pract ical teehn i.|:1|.||‘-.': for J‘:g!ui ng evil creatures

and discerning the influence of such crestures on other people.

TEMPLAR BENEFITS

Knighln 1J:r|:|l:||:.'tr share s common ED.‘II- the eradication of evil from the
world. Since most members of the order are notinterested inself-aggran
dizement, they willingly help their fellow members achieve their common
gl":l-'l].‘-l“1|:ll' Tullest extent P"!T.:LI}I]E. At the same time, lh{"ln' hawe few l"II1I1J.gII.
resources for their own pursuits, and not much o share.

Goods: Upon acceptance into the order, you receive a small wooden
case containing essential supplies for your work. This case holds four flasks

WHAT DO YOU KHOW ¢

Knowledge (geography)

DC 10: Thrane is a theocracy ruled by
the Church of the Silver Flame.

DC 15: The head of both church and
state is the Keeper of the Flame, cur-
rentlyayounggirl named Jaela Daran.
A Council of Cardinals does the work
of government in her name.

Knowledge (religion)

DC 10: The Church of the Silver Flame
reveres a holy fire within the cathedral
in Flamekeep, the capital of Thrane.
The church teaches alife of purityand
struggle against evil in all its forms.

DC 12: The church includes a large
number of paladins and exorcists
devoted to waging war on supernatu-
ral evil.

DC 15: The head of both church and
state is the Keeper of the Flame, cur-
rentlyayounggirl named Jaela Daran.
A Council of Cardinals does the work
of government in her name.

D 18: The church has been responsible
for both great good and great evil
throughout its relatively short history.
It launched a crusade against lycan-
thropes that, by a century ago, had
nearly eliminated all lycanthropes
from Khorvaire. Unfortunately,
many innocents also died as a result
of that inquisition,

Knights Templar

Knowledge (religian]

DC 10: The Church of the Silver Flame
sponsors champions who go into the
world ta fight evil.

DC15;: The Church of the Silver Flame
includes three orders of clergy: min-
isters who tend congregations, friars
whao spread the faith, and templars whao
fight evil in the flesh, These templars
wear distinctive silver tabards.

DC 20: The silver-clad templars are
dedicated to hunting undead and
fiends, aswell as exposing corruption
wherever it is found—even within the
church itself.

DC 30: Cardinal Baerdren ir'Davik is
the current head of the knights tem-
plar. His seneschal Ofejjain of Korth
might have her eye on the cardinal's
position.



of holy water, a silver holy symbel, a small prayer book con-
taining rites and prayers |rl.1lir:|§ 1o exorcism and protection
{no game effect), two sharpencd wooden stakes, and fifieen
arrows—five with silvered heads. five with cold iron heads.
and five with flametouched iron heads. As you use these
'pl.ll'l-i]lll,"‘h., :p'll-ll are rl"||1l1,'|.'-|1]][_' rlll' rr“\.luj_'lnr:lg’ l}lfl’n,

Information: The basic training you receive upon
acceptance into the order of knights templar grantsyou a +2
circumsiance EII!T!II.‘- on KIIIFW!T‘.‘[KF 'r! I‘Ii‘ IT!:IIII".‘\} 0T KI'IIJWI'
edge (religion) checks you make to identily monsters and
learn their capabilities and weaknesses. Other members of
|I||."||I l!rl'ill'l' I""I.II"I"..‘\ ancerealures lﬁ{'.\‘l]ll‘rllﬂllllill I."\l'll, “'Il"l
Knowledge skill modifiers ranging from +10 1o <18,

Status; As a member of the order, you have the privi-
|rgr of :l’ll"nlir:rn:g yourse|asa klliglll :Pmpl.u of the Silver
Flarme. You can properly be add ressed with "Sir” or "Lady”
preceding your given name, and you can wear a silver tabard
identifying you as a member af the order. Thisstatuc carries
the most wvlghl in Thrane, where it Euaranieess the g::lr_'.l:! will
of mest eitizens, Ouiside Thrane, it may provoke differemt
responses, (See NIP'C Reactions, below.)

PLAYING A TEMPLAR

You are not necessarily single-minded, but your faith domi-
nales ?'1'1.[‘ tll'r'-llrl-l]ll?’. "I.’lll.l. slrave FIII.' ATy I.Ill'nll 1FI- 1|-I'|"-I|‘III|.I.
purity appropriate to the purity you would like 1o see in the
world, The sins you strive to aveid include greed, exploiting
lH.]Ir'r I'Il'iljljl‘ riF'I' TIJI.I'I awin gitl'll.. ‘}IF |.1I1|\I' Il‘i. tlll“'l"]' m |II|}'
form, and the corruption of absolute evil, as embodied in
fiends. By cultivating virtue in yourself, you help to tip the
balance between good and evil in the warld, ever so slightly,
in good s favor. Thus, you sirive to be honest, just. moder
ate [n all things but virtue, compassionate, patient. and
faithful. When you fail 1o live up 1o your own ideals, you
I'F'.a'l"'l 111 }'1I1| r"fl i“l_l.l]l IIII not r!fl:f"-\“'l'l!'f P'l_l n I.'-I'I 1|(r_1|.|'|'1r_‘!'|-. {llr
punishment can sometimes become its own evil.

As a knight templar, you are ultimately responsible to
‘lIIF ]1r'.‘||:] I:lf'c'lllll' r1r||l.-|'. {-:a'l rr!ll‘ﬂl T!i.'lf'l'lll ren irlnilvlh S1E% O
the Council of Cardinals and thus helps to steer the policy
of not just your order, but of the entire church and the
real I.J!.I-I-I'II-I ne. cjr']ll‘ |I|l'f‘r‘ III'TII'I'M IIII|!|F I'II‘II'I'I‘I_ ?'rll.ll.'r
allows 1ts members the most frecdom to pursue the causes
they find most pressing, Ministers must tend 1o the faithful,
and friars must concentrate on the l"'xll-flll‘\.ll:lr:l ol the church,
but templars are free to wander as they please—or where the
Flame leads them—to battle evil wherever it rears fts head.
You are part of an elaborate chain of command, but much
|"|I.I||I" farme 1i1|!| {I'I.illn l‘lil‘p l'l[‘ll_" Br no |“'|l}|lr! oan :p'l'_lllr |.1'rl"

Combat: Grant no quarter to fiends or undead, and
hope for none in return. In battle against mere mundane
‘I.IFI“-, 1_.'r:|||. ‘h}‘llw me rl}' 'l'c'.lf‘ll 1k 1% il‘-kFiI |:|r1_.-'r1l.l. a'II'IIJ '.i'lll,l rlllgi'l‘
#sk it ns well, though it is foolish 1o request quarter when
you have no expectation of receiving it. You should always be
\\-i]]lllg (141 'nII'I'IIJ.:II'F :-'1I||I nwn Il.i-l' Lo Sdave rlll" II'-'l"u 1IF|!|!1I‘I"-.
You have o greater dream than living to old age: You hope o
be joined with the Silver Flame in perfect purity after your
death. But the Flame does not wish you to forfeit your life if
:fllll.r SAC II‘I:Il,'[' “-Ii. not win g gr[‘illl,'l""ll?[nr}' Or save ot !1("'\.

Advancement: Even if you are not a cleric or paladin,
you can choose feats and abilities that make you mare effective
alg.'lll'l“' IJ'II.III":IIII I-:If_'ll.llh_ i rll! ‘1!!11||£|T creatures 1Ir mensbrons,
supernatural evil, (Libris Mortis presents a number of feats that
aid your ability 10 fight undead, such as Ghost Scarred, Endur-

Illg I Irl‘. HI'I' I'1FIHI|I“II[. I"\lral "III:ITI" Eil]l"l"l'l il.f“[ l.lrllnlil.ll"llll"ljl.hll'

Flame of Life.) You might also take ranks in Knowledge (reli-
Ejun) and Knowledge (the planes), even ifthose are cross-class
skills for you, to reflect the ongoing training you receive in
techniques to Aight these ereatures,

Asyou advance in levels, you might alse want to consider a
prestige class related to the Church afthe Silver Flame, such as
exorcist of the Silver Flame (from the Encipon Campaign Seifing) or
silver pyromancer (From Five Nations). You might also consider
I'I'1u|ﬂll I'I-I.‘i.\r“ ‘l‘l-l.l are nol '-I:I‘El'iFl.l' Lix 1ilE I.'III.II'I'EI. II'Il:ILI.L!IJ'I.H
hunter of the dead or knight of the Chalice (from Complete
Warrier). divine erusader or pious templar (from Compilete Divine),
shadowbhane |.|:11.i1.||5.il:|.‘:||: or shadowhane stalker {r:'l:uu {.:l.'lrllpr!!i'
Adventurer), or saered purifier (from Librs Modas),

Missions: You don't undertake trivial adventures for
base purposes such as self-envichment. An adventure, for
?'I'_"'l,l._ 15 @ mission: an l_'l]'_l]_lu"lln'll}' ] milll‘ i l!lr'rl:'TFl'lri' mn
the world, to advance the cause of the church or hinder the
progress of evil. or preferably bath. You have been iden-
tified as an agent the chureh van use in the world, so you
might be sent on missions by the church, either with an
explicitly spiritual goal or to advance the agenda of Thrane
al Illllrlg ll‘u' ol hlr‘l' ol noeres lir K]I.IFI"-'-III'F. 131'“!1 Irllli IIIIF.HPII.IJ\
you. however, you go repardless—like a knight-errant, you
seek out any oppertunity te do battle with evil.

ﬁlltll'lllil|ll|-|| l"url.t 1% 1|.'r=|.|| Lrue I—IIF. -I.Ilf UIII.IF-'I.‘I| !JII‘.'-'
sessing devils, rampaging demons—you can slay these foes
without hesitation or qualms. By their mere existence, they
corcupt the world; by eliminating them, you help 1o make
the world a better place,

¢ Silver Flame are ¢
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TEMPLARS IN THE WORLD

"The templars are extrancout in this day and age. They are relics of @ bgone
era, whes good and ewil were coneeived of in simplistee lerms.”
—Archierophant Ythana Morr of Sharn

Fhe Church of the Silver Flame is one of the great powers of
K horvaire. Thanks to s cont ral over one of the Five Matwons
and its significant presence in three others, it has exerted con-
siderable inHuence over the shape of the modern world in the
wake ol the Last War. Characters who serve the chureh as knights
templar are part of n significant and vital world power,

Organization: The basic organization of the church is
described in the ERERRON {:n.rmpurgn Sl.'irurs. The K.EE'[_‘H.'I' of the
Flame is the head of both church and state, and immediately
beneath her sits the Couneil of Cardinals, Thirteen High
Cardinals form this council, consisting of two delegates
chosen from each of the four smaller groups of cardinals
thist govern the four great cities of Thrane (Flamekeep,
Thaliost. Sigilstar. and Aruldusk) and the surrounding
regions. Three more High Cardinals represent the three
orders of the chureh 'L'rl:ll nisters, Triars, and I{-||1|r||||'.-..}. and
the last two are representatives of the archbishops. One of
the most influential High Cardinals is a representative from
]'—]d r‘n¢lu-.l‘.-|.'|. @ gl‘-il.ﬂ-].'l:i "E man I'H'I:I"l":l.'l K.I'ﬂli'l.'.l'l..

The order of knights templar is currently represented
an the council by Cardinal Baerdren ir'Davik (LG male
human paladin 5/exorcist of the Silver Flame 5), who also
holds the rank of Grand Master of the order. Baerdren isan
exemplary templar, utterly dedicated to the mission of the
order and aften chafing at the political and bureaucratic
responsthilities his position on the council demands of him
However. he considers the role a sacrifice worth making.
for he fears that il he were to give up his seat an the council,
it might go to his seneschal and rival, Ofejjain of Korth.
Ofejjaia (LN female human cleric 8 Silver Flame) has other
issues an her personal agenda besides advancing the cause
of the knights templar, and Bacrdren fears she would drive
the order into obsolescence or banishment {f she were placed
im charge. He keeps her at his side as a deputy and advisor,
primarily to keep an eye on her—though he admits she s wise
and has made many good decisions on behalf of the order.

Beneath Cardinal Baerdren, seven commanders govern
the kl'l.lsh:ll.‘i ol the order. These commanders Carry the fol-
lowing titles: Commander of Aundair. Commander of
Breland, Commander of Cyre, Commander of Karrnath,
Commander aof Thrane, Commander of Flll'l‘:igr! Lands,
and Commander of the Seas. The positions were established
before the Last War. so they reflect the divisions within the

Kingdom of Galifer rather than the modern nations of
Khorvaire. The Commander of Karrnath still has juris-
diction over templars in the Mrar Halds, for example. The
||5‘i5[unt5 o t]'l.l:'s.f :'ummrtrl[ll‘rs «an I'I"F r]'l:‘ |l!|i:' l',lr m-'ll"-]'llll.
but no real rank exists beneamh them other than knight
templar, held by the majority of the membership.

En 'Ehl 5 !1-|r||;|'|:|r are Free 1o wander the world in pursut
of the order’s aims. When leaving the jurisdiction of one com
mander and entering that of another, it is a knight's respon-
hl‘lltll}' (3] EIT!'IITLJI'T:" 'I'ﬂi'ﬂ.lrl LL4] l]l.r' Com rllﬂnllfl' -I.'irl I'Ir new areas,
in cuse that commander has a pressing need for a knight to
perform a mission. The commanders try to keep each other
informed ahout where Iu'llgllts are ni:erariug and what Ihl!':r
are doing. but this system works better in some places—and
between some commanders—than others.

The Puritans sect is disproportionately well represented
among the knights templar. These fervent {followers of the
Silver Flame eling to literal interpretations of every word
uttered by the Voice of the Flame and believe in the radieal
sacial and political transformation of the world, remaking
it asa ||1r|:1r'r;.|r'_|- inthe :'Tllrlsl_- of Thrane. TI::I::I'LIE’I! I:'|1.|-].- area
small segment of the overall chureh, they make up somewhere
between a quarter and athird of the knights templar, including

three commanders.

NPC REACTIONS

All citizens of Thrane recognize the distinelive silver tab-
ards of the knights templar, and most have friendly attitudes
toward these highly visible champions of the faith. Ourside
Thrane, recognizing the tabard as a symbaol of the Church
of the Silver Flame requires a DC 10 Knowledge (reli-
gion} check, while a DT 15 check identifies the wearer as
a member of the knights templar. Generally good-hearted
people who are not prejudiced against the Church of the
Silver Flame are initially friendly te knights they recopnize
by means of these eheeks, while individuals who carey such
prejudices (which include shifters and goblingids) are more
aften unfriendly or at best indifferent.

Since the order of knights templar is sworn to exterminate
supernatural evil, including undead and fends, such ereatures
are always hostile when they recognize a knight templar. Lycan
thropes of all types and alignments have a particular hatred
for the Church of the Silver Flame, thanks to the erosade thai
nearly exterminated their kind over s cemury ago. Shiftersare
uncomfortable with the templars of the church for the same
reason. The Ovder af the Emerald CGlaw, tied as it is to the
Blood of Vol and the worship of the undead, is also hostile
to the church and its agents in the world.

_—

Five EpicTs of THE CHURCH

1. Trust in the Silver Flame. The Vaice of the
Silver Flame never lies. It will light your way to glory
and salvation.

2. Heed the words of the Krrprr. The KFI"IIFI ol the
Flame is your emissary. Through the Keeper. the Silver
Flame speaks.

3. F;.g]'ll evil im all its Torms. Mot EVEIYOINE can have
the sirength or conviction of & paladin, but there are many
wayi te fight evil that den’t require one to draw a sword,

We musi also remain vigilant, for the one thing evil does
well is hide in plain sight.

4. Lead a noble life, and encourage others to do
the same. Tl.':lll!:l!ﬂlil:!"\ ahound, but the wisest of us can
recognize and avoid them. If you die with a pure spirit, you
will be forever bound with the Silver Flame.

B. Share the Faith. The Silver Flame can pru |'|E:|.' the
darkest spirit. Share the power of the Flame with those who
have not yet embraced it.

——-_d



TEMPLARS IN THE GAME

Templars of the Silver Flame are quite narrow in their focus,
but the organization is appropriate for good-aligned charac-
ters who can agree on worship of the Silver Flame.
Keeping templar PCs happy in the organization is rela-
tively easy: Simply ensure that they have no shortage of identi-
fiably evil creatures to fight. In no way does this diminish the
moral ambiguity that pervades the world of Eberron. Shades
of gray exist in abundant opportunity in the form of corrupt
church officials (including Seneschal Ofejjaia of Korth),

ONE SQUARE * 5 FEET

unwitting agents of devils, and dominated victims of vam-
pires. But the PCs and their chosen foes are like pinpoints of
bright light and utter darkness in a much larger sea of murky
gray, fighting an unending crusade that can easily become a
tool in someone's play for power within the church.
Encounters: NPC templars lookalot like PCs, and they
are most likely to be encountered as allies. They are devoted
to fighting against evil, and when the PCs are fighting evil, a
templar is always a potential ally. On the other hand, if the
PCs are colluding with evil, whether they are aware of it or
not, an NPC templar can be a powerful and implacable foe.

F——————#

SECTS OF THE SILVER FLAME

Different sects within the church relate to the Silver Flame in
different ways. The Puritans are only the most prominent of
these sects, bringing a literal reading of sacred pronounce-
ments and a rigidly moralistic view of society to their wor-
ship of the Flame.

At the DM's option, different sects of the Silver Flame
can l_[uin access to different domai 15. Some sects T‘night gl‘.‘tn!
access to new domains presented in Complefe Divine (marked with
anasterisk below) or Book of Exalted Deeds (marked with a dagger).
Ifyour campaign uses this option, Puritans can choose from
the domains of Inquisition®, Law, and Purification®.

The Order of the Radiant Flame is a sect that emphasizes

contemplation as a path to spiritual union with the Silver

Flame in this life, as opposed to a physical union with the
Flame after death. The order includes monks among its ranks,
aswell as paladinsand clerics. [tis not adistinct order like the
ministers, friars, and templars, but rather a movement that
includes members from all three orders. Ifyou use the option

of alternate domains, Radiant Flame clerics can choose from

the domains of Glory®*, Good, Mysticism®, and Protection.
The Knights Militant are another sect that spans the
three orders. This group holds extreme standards of purity
and 1'11()1":1“!};‘, and it exhorts its members to heroic acts of
valor and self-sacrifice in the battle against evil. Clerics
(4] I ll‘l:\ sect can ¢ l]‘)(l)!: I.I'(_l m I]‘f' (1()'11:]1'!5 ‘}'I l'- Ilflurilrl(.‘f_'f.

Exorcism, Good, Wratht, and War.

M
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CREATION MYTHS

THE FIRST AGES OF THE WORLD

Siberys danced through the void. setting the stars in their places. Khyber
prowled behind, consuming stars nearly as fast as Siberys placed them,
Eherron Sung, apart Friom the ot hrrh, and life .'il)'rll'l,lll'l‘l in the voud.

Finally Siberys turned to confront Khyber, (o stop the dragon from
devouring the stars. The two fought. tearing at each other in their hatred.
Ar lasit Kh}-hrr arose viclorious as RLIIFI'T'} wits shattered inta a million
fragments. Now thirsty for blood, Khyber wheeled upon Eberron,

Where Khyber lunped, Eberron snaked aside and around, Ne more
blaod was spilled, hut the baitle cantinued on and an. Khyber grew
tired, and Ainally Eberron enfolded and imprisoned Khyber, and the two
dragons ceased their strugples.

And sa the world was born, Ebervon forming its surface and Khyber
the world beneath, Both dragons slumbered after their long battle, and
hardened into earth. The fragments of Siberys's broken body encireled
Eberron. These three became known as the Dragon Abave, the Dragan
Below, and the Dragon Between

The drops of Siberys's blood scatiered upon the earth below, There
they sprouted inte life, becoming the dragons of the earth: red and gold,
wilver and white, blue and hrones, l'il!)l1!"|'-'||'ll,|x:l'l‘l"11. brass and ]jl:lrL.Thr:.-
found that Eberron had formed them a paradise in which to dwell, and
they lived in peace for long ages.

Within the |1r|.]::|r|.-\.|.:||:1i.l1g folds of Fherron, the blood ||f'Kh1l,-hEr Fes-
tered and fermented, wking on its own dark life. Shaped by the dreams
of the slumbering dragon. Khyber's blood became the hiends: rakshasas,
|1i.g'||.| I:.:E-\.. and other monstrosities, S]tlw'l:,-, the Hends made their way
through Eberron’s encireling body, seeping through cracks and holes
in the earth, rising with the molten rock in the eruption of voleanoes,
bubbling up feam the depths of the sea. Gradually, they began to threaten
the peace of the dragons. And so eventually began the first war beiween
the dragons and the Rends.

As Khyber Arat triumphed over Siberys, so did the fiends at firsi
lr||_|_m|'|-|1 ovier ll'lf I'I'l'.llgl:ll'IE Tl'l.l_' dr-‘lﬁﬂn'- rttrf]lll_"d bis t]'lf |.'|,r'|r_; II-‘F ArgiITI
nessen, while the hends divided Khorvaire, Sarlona, and Xen'drik among
themselves. 50 began the Age of Demans.

The Fiends ruled the world Tor millions of yEars. Whenever the
dragons dared venture from Argonnessen, the ficnds sitruck hard, driving
them back to their retreat.

Thlll'lg.“ hl‘xilll (14 I'!'I-'I.I'Igi‘. w!lr‘ll lil{' IEI -Igi'll'l.‘- rl"l] i}u{'ll'ﬁ'rrl‘l! |..I'|.1' PI'II-iF!I'
ecy and found allies. During Eberron’s primordial dance, as life sprong
from the dancing dragons, the couatls were born, adding their wingbeats
ta the dance. Like the l’fl’.lgurn. Illr:,.' had retreated inta hids ng Feom the
fiends that ruled the world. Together, however, the dragons and the
couatls were able at last to launch an assault on the ancient empires of
the fiends.

For thousands upon thousands of years, war raged between the
dragons (and their countl allies) and the fiends of Khyber. The battles
ended at last when the couatls discovered a means to imprison the mighti-
est fiends in the deep earth from which they had emerged, The couatls
paid a high price for this victory; only bonds of pure spirit could hold
the mighty fiends, and the greatest of the couatls sacrificed their physical
farms te trap the fiends within r!1l':lr.$]'!lr1|1l.i|| cols, With the r'uling Nends
imprisoned. the remaining couatls and the dragons were easily able 1o
drive the lesser fends into hiding.

The rlrngunn were so weidkened h':,l Ihri.r]urlg years |1r['|.xh.l|:|1.g thai I|!|1-'!.-
were unable to enjoy the fruits of their victory, Most dragons returned
to Argonnessen to study the Prophecy, leaving Sarlena, Khorvaire, and
Xen'drik wasted and emptiy.

WHAT DO YOU KNOW ¢

Knowledge (the planes)

DC 10: Long before the rise of the glant
civilization, fiends ruled the world,
unopposcd by the dragons who cow-
ered in Argonnessen. These fiends
included rakshasas and night hags,
though these forebears of the modern
fiends were much more powerful than
their descendants,

DC 15: When the dragons at last rose
up against the fiends that ruled the
world, couatls fought beside them.
The resulting war lasted for a million
years, Some say that the planes came
into being as debris thrown off during
this legendary confliet.

DC 20: The most powerful rakshasa
rulers, called rajahs. remain impris-
oned deep within Khyber, held in the
eternal spiritual coils of the greatest
of the countls. Their weaker minions
atill hope 1o see them freed.

Knowledge (religion)

DC 10: A variety of tales describe the
creation of the world, but the most
common myths invelve the three
great dragons: Siberys the Dragon
Above, Khyber the Dragon Below,
and Eberron the Dragon Between.

DC 15: An eons-long war between
dragons and fiends ended when the
couatl allies of the dragons sacrificed
themselves to imprison the fiends
inthe depths of Khyber. Some reli-
gions, including the Church of the
Silver Flame, revere the coustls for
this sacrifice.

DC 20: The tales of the three creating
dragons are not the only myths about
the hirth of the world. Other tales
attribute creation to Aureon, Onatar,
and even the Traveler.

DC 25: The Serpentes Fragments is an
ancient collection af writings con-
taining the beliefs of a number of
serpent cults from Xen'drik, all of
which highly esteem the couatls that
sacrificed themselves to bind the
fiends within Khyber,

DC30: Legends tell of three great arti-
facts the dragons used in their war
against the fiends, and three similar
items used by the fiends. Each set con-
sists of n crown, n scepter, and an orb,

like the regalia of an earthly king.



OTHER TALES OF CREATION

The tale of the three dragons and the Age of Demons is
widely retold and generally accepted as an explanation for
the hirth of the world. Ti s not the url]].- such I:IP!{IH-I’IT!!}I'I-.
however. Several alternative myths exist, even within the
major churches of Khorvaire, with none having a dogmaric
elaim o absolute authority. These tales give the pods of the
Sovereign Host {and the Dark Six) a role in the creation of
the cosmaos.

For example, devotees of the Traveler tell a great many
tales about that mysterious deity creating things—sometimes
the earth itself, more often specific kinds of ereatures or
geographical features. Lakes and canyons around the world
carry names such as "The Traveler’s Footprint” in local
languages, and at least two myths popular among dop-
pelgangers speak of the Traveler creating the world out of
!Jil‘l‘l"l M'rwrngﬂ] Mram another creation—eilher an earlier
one that was ruined or s paralle] one that the Traveler sought
to imitate.

Aureon is sometimes identified as a ereator who
spoke the world into being, embedding all the seerets
of ercation in the language of arcane magic. Followers
of Onatar eredit him with the creation of the world,
recounting how he shaped it in his forge and hammered
it on his anvil.

Mast tales of the gods have little or nothing o do
with creation, however, Tales such as the Devourer’s rape
of Arawai and Aurcon's accidental ereation of the Shadow
explain the birth of various gods (theagony) rather than
the ereation of the universe {v.'.vr_umuxl::uy}. The l!i:Ffrrirlg
depictions of the gods can be traced 1o myths that deseribe
them in different ways, arising in various parts of the world.
These tales include descriptions of each deity as a dragon
that sscended to divinity during the first ages of the world,
but these myths are not widely believed.

SERPENT CUITS OF XEN'DRIK

The ancient legend of the couatls sacrificing themselves 1o
imprison the fiends within the earth is depicted in the earki-
est ruins and in.-:rrip: wons discovered in Xen deik. Tl:n:lugl'l.
the millennia, this tale has formed the foundation of many
religions among the native races of that continent. These
so-called serpent cults took root among the giants, their elf
and drow servitors, other underground races, the goliaths
of the Titan's Teeth mountains, the raptorans. and the
catfolk. (Goliaths are described in Races af Stone, raptorans
and eatfolk in Boces of the Wild. )

Most of these serpent cults espoused high ethical ideals,
often much loftier than those prevailing in the dominant
1:1,|Ill.|:r|.r. TI\I,- tull:.-. I1l|r|;|||.t:|”].- :lrrnlp I:]'u_- I;Ii'l'il'l.ll}l’ uF coniem-
porary gods, claiming that the primordial couatls are the
only truly divine beings. These factors have combined 1o
ensure hat u-.rl}rul cults remain .'.ln:l”.. countercultural
movements with little lasting power or influence,

Aboutthreethousand yearsago. anunknown researcher
compiled a number af writings related 1o the sacrifice of the
couatls and assembled them into a loose collection now
known as the Serpentes Fragments. These fragments are thought
tee represent Lhe beliefs of a variety of serpent cults, widely
scattered geographically and historically, They are alsaan
important source of information about the sites and eivi-
lizations of ancient Xen'drik, making the Serpentes Fragmenis
rrl:rrm.rl}- imporiant to Xen'drik a rl:h::l::lux}-. Cui:llq_-n. and
translations of the fragments are rare because the bulk of
their subject matter is so obscure,

Rome, however, would arguet hat the rrilglhl‘-r‘ll s are ol
obscure in the least. Perhaps he is just being intentionally
provecative, but Provest Dannad Meourain of Morgrave
University recently published a paper arguing that the
Church of the Silver Flame is itself the contemporary form
af a Xen'drik serpent cull.

M

REmMMANTS OF CREATION

Inthe Age of Demons, the dragons rose up against the fiends
1]1||‘ r'|.|.|l'l'] I.'_.I.I'Fr:l'i.'lrl. wu;lll! a4 war I!IIJI ]ﬂﬁ!r:l rﬂl' more It.ﬂll
a million years. Some legends claim that both sides forged
mighty weapons to be wielded by their greatest champions. Ax
same paint in the war, both a fiendish champion and a dragon
champion wore s crown and carried a seepter and an orb tha
embodied the powers af the cosmas, It is not clear which were
forged firsi—the fiendish or the draconic regalia.

These mighty artifacts were first wielded by single
champions, but soon were divided so that three heroes of
each side could carry their power into battle. They have
not been reunited sinee that time, and it is entirely possible
that they no longer exist. Through countless ages of demons,
dragons. and mortals. tales have continually surfaced of great
arlifacts—erowns, orhs, and seeplers. The most recent records
of these items, still hundreds of years old. give them names
connected to the mortals whe wielded and were ultimanely
I.IE.'\.I:I'I'.I}'!’I.I |J1I,- the ancient power liu.-].- tried (o harness,

The draconic Crown of Sandar Thaj is said to lie buried ina
shrine in the midst of the Marsh of Desolation in Xen'drik.
The draconic scepter, called the Silver Bod or the Mithral Seeper,
15 believed to be in Argonnessen, hidden in ashrine in the

Wyrmsperch Mountains on the western coast. Explorers
who survived a journey to the land of dragons reported
that the shrine was buried centuries ago by a massive ava
lanche or voleanic eruption. The draconic orb, called the
Orb af Keorik the Cruseder, is the most recently seen of the three
draconic items, but its last owner (who fancied herself a
spiritual descendant of Kevrik the Crusader) disappeared
in the Demon Wastes.

The hendish erown is called the Crown ofthe Black Fire ar
the Crown of the Frozen Hommer, after a mighty frost giane king
wha wore it into battle against the daelkyr. It is believed 10
still lie in leehammer Palace, a.r.kyhrrg'lhﬂl Noats above lee-
white Island between the Frostfell and the Demon Wastes,
The Scepler of Fell Khudash is the poetic name for the fiendish
scepler, which 15 bhelieved (o lie in a vaull in Xen'drik—
though recent rumors suggest that both the Order of the
Emerald Claw and agents of the ogre mage warlord Tzaryan
Rrac (see page 52) have learned of the sceprer’s location and
are actively seeking it. The fiendish orb, called the Sphere of
Iron Fire. is believed to lie in the depths of Khyber. Legend
says that it sank into the earth when it fell to the ground on

o Xen'drik battlefield,

M
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THE DARK Six

POWERS OF DARKNESS

Six dark deities stand in opposition to the Sovereign Host: the severed
shadow of the god of magic; the evil brother of the nature deities, who raped
hissister; the mad child of that unhely union; the brother of the war deities,
who betrayed hissiblings and was flayed as punishment; the lurking brother
of the god of wealth, hoarding the souls of the dead: and a mysterious shape-
shifter whose motivations and goals are beyond mortal comprehension.

These are the Dark Six—the wretched underbelly of the Sovereign
Host, punished and made pariahs for their crimes. Worshiped by erimi-
nals, villains, outcasts, and monsters, the Dark Six are the enemies of the
Sovereign Host, and thus the enemies of everything that lives.

With the exception of the Traveler (in speaking about the Dark Six,
the Traveler is often an exception). the deities of the Dark Six are evil,
corrupt, monstrous, and hostile—even to their worshipers. In the legends
told of them, they sometimes seem barely sentient, little more than divine
beasts preying on mortal souls. Of course, such stories are told in fearful
whispers by the devout followers of the Sovereign Host. Those who devote
their lives to the Dark Six tell different stories, and paint very different
pictures of the deities they serve.

In much the same way that clerics of the Sovereign Host convinced
different humanoid groups that the war gods they served were simply
aspects of Dol Dorn or Dol Arrah (see The Sovereign Host, page 138),
clerics of the Dark Six interpret the deities revered by the monsters of the
world as aspects of their dark gods. This reinterpretation of monstrous
mythology has had an impact on the beliefs of the monsters themselves,
though sometimes with questionable results. In ages past, troglodytes and
kuo-toa might have warred against each other in the names of their dif-
ferent gods. Now, some voices among those races argue that they are all
servants of the Devourer, and that they should unite against the followers
of the Sovereign Host.

A few monstrous clerics take that philosophy one step farther.
Proclaiming themselves clerics of the Dark Six as if it were one unified
pantheon, they now attempt to unite the followers of all evil deities into
one massive horde to sweep across humanoid lands, leaving death and
devastation in their wake. Clerics of the Dark Six as a pantheon are quite
rare, but they seem to be increasingly common in Droaam.

The following text expands the domains available to cleries of the
Dark Six by including domains from Complete Divine. Domains from
that book are marked with an asterisk (¥).

M

DARGUUN AND THE DARK Six

Centuries after the fall of the Dhakaani Empire, a coalition of tribal
leaders formed a loose confederacy called the Ghaal'dar, bringing the

savage goblinoid tribes together in the worship of a unified pantheon of

sixteen goblinoid gods, When human missionaries appropriated nine of
these gods into their Sovereign Host, many of the Ghaal'dar rejected the
gods who sided with the humans and embraced the Dark Six with fervent
devotion. The gods known as the Shadow and the Mockery are among the
most important of these goblinoid gods. In the last hundred years, more
of the Ghaal'dar have returned to worship of the Sovereign Host, while
some goblinoids have become obsessed with the lost sixteenth god of their
ancient pantheon, whose face and name were stricken from all writing
and art (see "The All-Inclusive Host” on page 139). They call this lost
god the Overthrown.

M

WHAT DO YOU KNOW ¢

Knowledge (geography)

DC 20: Shargon's Teeth are named after
the sahuagin name for the Devourer.

DC 25: The Traveler is described as
the creator, sometimes of the whole
world, but more often of local geo-
graphical features. Particularly in
shifter-populated areas within the
Eldeen Reaches, small lakes and
basins carry names such as "Traveler's
Footprint.”

Knowledge (religion)

DC 10: The Dark Six are malevolent
deities who were cast out from the
pantheon of the Sovereign Host.
They are the patrons of criminals,
outcasts, villains, and monsters.

DC 15: Myths of the Sovereign Host
uniformly portray the gods of the
Dark Six scheming against the Host
at every turn, just as their minions in
the world continue to plot against the
followers of the Host.

DC 18: Most people offer prayers to
appease or ward off the Dark Six,
but only monsters and people with
crazed minds or murderous disposi-
tions actively worship these evil gods.
The one exception is the Traveler,
a sort of trickster deity who is not
actively malevolent.

DC 20: You know details about the
alignment, portfolio, symbol, rep-
resentation, and family relationships
of each deity.

DC 22: Various gods of the Dark Six
are actively worshiped in Droaam
and Darguun. The drow of Xen'drik
worship the Mockery, though they call
him Vulkoor, the Scorpion.

DC 30: As humans expanded across
Khorvaire, they brought the faith of
the Sovereign Host with them. They
absorbed local deities, as well as the
gods of the goblin empire, into their
own beliefs. Gods of their enemies
became identified with the Dark Six.
Scholars of the Sovereign Host still
dismiss or assimilate the religious
beliefs of foreign races and lands by
identifying their gods with the Dark
Six or the Sovereign Host.

DC 35: Monstrous clerics are trying to
unite all the worshipers of the Dark
Six against the servants of the Host.



THE DEVOURER

Neutral Evil

The ravenous deity of storm and
swea, the Devourer represents the
destructive side of nature, Brother
to Arawaiand Balinor, he shares his

\t11||rlg\. ITI{]IJE“I':P: aver II'IF II-'||1|.I'|.|1
world—but if Arawai represents natare
tamed to human will, the Devourer is the
1ljljlli5il1'. When sorms w:!:]ﬂ.ﬂ}ti.ir.-\. al nea, earth-
quakes swallow whole towns, or rivers overflow their banks,
mortals see the Devourer at work. Sailors appease him with
sacrifices thrown overboard when storms approach and at the
stari of long voyages. The sahuagin worship him as Shargon,
whose teeth jut from the sea between Khorvaire and Xen'drik
to snare passing ships. The clerics of the Sovereign Host assa-
crate olher monstrous deities with the Devourer, ineludi ng
the pods of the kuo-toa. troglodytes, and yuan-ti,
Demains: Cold®, Destruction, Evil, Pestilence®,
Water, Weather,

Favorced Weapon: Trident.

THE FURY
Neutral Evil
The divine embadiment of
madness and passion, the
Fury is said 1o be the offspring
of Arawai and her brother,
the Devourer. Mortals see her
I'lnlll‘l m ilrt:, nmstance |Fr llflll‘illilr
bchavior—especially exireme violence in
people or animals. She is revered only by
||1|.|.'||' wi'“.l are il'l'-l'lll.". it |1:i l]‘} |"||.I.‘ wires i i|||1
accept random viclence ns an ordinary part of life. Clerics of
the Sovereign Host identify the pod of the derro as an aspect
al the FI.I.I:'!.'. aswell as the patrons ol several I|rgl-|n-r ate culis
found among drow, mind flayers, and giants.
Domains: Evil, Liberation®, Madness, Passion.
['I.I'I'I.'lrl.'li wﬂaF“rl! RJF[EL

THE KEEPER

MNeutral Evil

The people of Khorvaire recognize death as a
natural part of the cycle of life. The Keeper,
however, embodies the violation of that natural
order. Ratd to be the twin brother ol Kal Kurrun.

he feeds on the souls of the dead and hoards them in
his domain the way that his brother hoards material
wealih, Hle is saod io nspire the |'|r-|:||: edatwons of the
undead, unexplained sccurrences in graveyards,
and plagues and similar afflictions,

_———q

HEXBILADES

Hexblades (described in Complete Warrior) appear randemly
among the various peoples of Eberron, as ifsingled out by a dark
pawer. Rome say that hexblades are the chosen minions of the
Shadow. though hexblades believe the Traveler o be the source
of their power. At with the legend that sorcerers are descended

Froem |||:|.g|1r1'\.. the full truth will ||r||i;:ri1]-,' never be known

——‘

Domains: Death, Deeay, Evil, Pact®,
Favored Weapon: Scythe.

THE MOCKERY
Neutral Evil
The erows and jackals that lurk
around battlehelds 1o feast on
carrion are said to be emissar-
ies of the Mackery, Cowardly,
ireacherous, and murderous,
the broither of Dol Arrah and
Dol Dorn is everything his noble”
siblings are not. The faithful of the
Sovereign Host helieve that the Maock
ery tempts people into acts of betrayal by promising them vic
tary and power, and they do not offer him prayers. The drow
of Xen'drik w::r'\.lur: the Mur_'l:rr:,.' as Vulkoor the S!‘UTIH.II-II.
Scholars of the Host identify monstrous deities of war with
the Mockery, including gods of the giants and traglodytes.

Domains: Destructiion, Domnation®, Evil, Tl'll:lu-r!:.
War.

Favered Weapon: Kama.

THE SHADOW
Chaotic Evil
Often described as the literal shadow of Aureon,
the Shadow is the fgurative dark side of the god of
magic a3 well. Whenever magic seems te take on a
life of its own to plague mortals, peaple paint to the
||1'|-1|.Il_'|'|1r 1Ir |1'|.l,' ql'lqll!l_]w Tll.f Sl‘lill!ll“' %5 1'r\'rl':'r| 11:,'
anyone who uses magic for evil ends. The tradi
tional deities of magic-using and psionic monsters
are |.'|r1ﬂ|'| Iill‘llllﬂl"l] A% ﬂhllrr'.‘- uf |]'|.I' .‘;l‘l.niuw,
particularly if their porifolios include secrecy or
darkness. In addition. monsters in Droaam and
elsewhere revere the Shadow as therr ereator.
Domains: Chaes, Evil, Magic, Mind®,
Shadow.
F-'l\'“rnll w'il.l.'l“rl! Q‘I-lrll‘l'h'-‘trl‘;

THE TRAVELER

Chaotic Neutral

If not actively benevalent, the
Traveler is certainly the least
malevalent of the Dark Six.
With no apparent connection
to the other members of the
Sixarthe Soversign Haost, the
TFIITFII'I' SEERITIS “lq!rllll.':r ||1I1E‘!|I'rl'
dent or even blissfully ignorant of
other deities. A shapeshifter who is
said to walk the earth in a thousand Jl'\.gu'i.-\.l-.'\., the Traveler
is attimes a creator, g giver of knowledge, o divine prankster,
and always an enigma. Peaple ascribe anything they cannet
:I'I"ililli}' underatand to the work of the Traveles, bui unl}- Ilf’lj:l-
pelgangers and lyeanthropes routinely revere the Traveler
Shifiers. lyeanthropes, wanderers. and rogues sometimes ask
the Traveler's blessing on their endeavors. but rarely expect
or receive anything in response, The Traveler is suid to smile
on those who use thelr wits and resourcefulness, and 1o scorn
those who ask for coddling or gifis they have not earned.

Domains: Artifice, CF,E!_‘T!I.:,". Chaos, Creation®, Lib-
eration®. Travel, Trickery.

Favored Weapon: Scimitar,

WIS YHY({] HHL
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THE DEMON WASTES

ANCIENT RUIN

The blasted land of the Demon Wastes is the last bastion of the evil powers
that ruled Khorvaire during the Age of Demeons, and the most dangerous
jl]-"l“:'l' on the continent. Neur:'thrless. auEuEnlurrr.‘-jnul ney here for the
ruins scattered across the desolate landscape, some so old that only their
feundations remain. Though the barren land containg hidden artifacts
aml forgotten magie, few adveniurers return with these treasures, for the
dangers of the Wastes are legion, Fiends still hold sway here—rakshasas
and lesser beings whose reach is long and subtle. Night hags control small
patches of land and remnants of civilization. Humaneid tribes serve the
whims of their demanic masters.

When thed Figons and their couat] allies defeated the Rendsa the end
of the Age of Demons, they imprisoned the godlike leaders of the rakshasas
deep beneath the surface of the world, The Riendish followers of those rak-
shisa l'.'l‘|.'ll1'- Ned o the land that had been I|1|."'Jrr:|'r'|f||.|'|.°'.-. l'fl[ll.lle—thI:!.]r:l'g
inthe Infernal language. called the Demon Wastes on modern maps. Many
af the rajahs lie beneath the Wastes, while some remain trapped elsewhere
in Khorvaire and the continents hl"':,ll')lll:i. Here more than .‘].I'I}'“'I:IE:I'E.,
however, they left their stamp on the surface world. Their presence (as
well as the heavy concentration of their follewers) taints the land and the
living things upon it. The ground is cracked and dry, the life leached away.
Beyond the twisted network of canyons called the Labyrinih, the Demon
Wastes present a blasted plain of blackened sand and veleanie glass,

The imprisened fiends are openly worshiped here. The Carrion Tribes,
a handlul of barbarian human clans descended from a wave af Sarlonan
refugeestrapped in thisland more than fifteen centuries ago, pay homage
to the rakshasa lords trapped beneath the Demon Wastes. Led by half-
Frends and |||::|.-\..4;r.'\.:.i-d wiarriors, each of these elans Erves itk a “rg’i:tnrq- fo
different rajah. and the nature of that patron influences cverything from
customs and traditions to iconography and the clan’s magical abilities. The
Flagn?l!:lr.'l.n-.r.-. clan reveres a Nend-lord of Hilth and E:P.'\'.Iill"rlrr. while the
Deathbringers worship a lord of death and the undead. The Enshrouded
worship a fiend of darkness. and the Carrion Hounds revere rot and eat
carvion like the vultures thm_( hold sacred. Ptl'l!:.li:ln. mosk IJII.I.I.'\.H;!H}'. the
Moon Reavers elan worships the night hags of the Wastes rather than the
entombed lords of the rakshasas.

The Carrion Tribes are diverse in their beliefs and practices, but they
maintain a commaon reverence for the barbarian ideal and the state of rage
They believe that a raging barbarian is briefly possessed by s hendish spirit
that empowers his body and hardens his mind. For this reason, barbarians
hold almeost all positions I::Ir.'llllhll:l'll:r' inthe Carrion Tr:i:l-'.., :lhhﬂllg!‘l the
Moon Reavers also exalt the arr of the rogue—stealthy guerrilla tactics,
assassination, and shadowy terror.

T]'ml.lsh most barbarians in the Demaon Wastes serve the fiends rﬂsrrfr,
& few escape, arc abandoned, or rebel. These individuals might fall in with
the Ghaash'kala (the ghost-guardians who prevent the evil in the Wastes
Trom .'\.f:lrl.'ih'l.l.l!g}. 1] IJI.!‘:.-' rrllxhl _i1:|11| one af the few communities that ma nage
to survive in the Wastes, Some become adventu rers, and i.rlhi‘-.:.- are sakah
(see page 350, they use their gifis to further their own ends,

The Lords of Dust {see page 147) are perhaps the most important
power group in the Demon Wastes. Devoted servants of the imprisoned
fiends, the Lords are distinguished from the Carrion Tribes by being
fiends themselves. While some among the Lords of Dust seek to channel
the imprisoned rajahs’ power to enhance their own. most strive to break
the bonds of the fiend-lords and usher in a new Age of Demaons.

THE RAKSHASA RAJAHS

The Hhends :irllljri.'um.ﬂ! in Kh'llrhrr al the end of the ﬁsr, of Demons were
evil cutsiders with godlike power. Beyond that description, theirtrue nature

WHAT DO YOU KNOW?

Knowledge (geography)

DC 10: The Demon Wastes is a blasted
land where barbarian tribes barttle
each other. Rakshasas and other
fiends eontrol the land.

DC 15: To enter the Demon Wastes by
land, you have ta pass through the
Labyrinth—a convoluted series of
canyons full of barbarians, lurking
monsters, and tunnels to Khyber.

DC 18: The strongest and most unified
group of fiends is the Lords of Dust.
The Carrion Tribes are humanoid
barbarians who follow various fiends.
The Ghassh'kala are fierce ore
warriors who keep the Carrion Tribes
in check by preventing anything from
leaving the Wastes,

DC 20: Nine night hags wield power in
the Wastes. ruling independently.

Knowledge (local)

DC 10: Just a few settlements exist
within the Demon Wastes, and none
are truly civilized.

DC 20: The only worthwhile settlement
in Festering Holt, a hamlet of human-
oids in the northeast.

Knowledge (the planes)

DC 10: Fiends rule the Demon Wastes.

DC 15: Rakshasa rajahs are trapped
beneath the Demon Wastes,

DC20; Some fiendsworkwith cach other,
but most have their own agendas. Some
seek to free their imprianned rljl..’n.u. or
draw power from them.

DC 25: In the north is a chasm called
the Lair of the Keeper, a manifest
zone linked to Dalurrh.

Knowledge (religion)

DC 15: The primitive humans in the
Demon Wastes worship the rakshasas,
night hags, and other fiends.

DG 20: The Ghassh'kala revere Kalok
Shash, also called the binding flame.
Kalok Shash might be identical to the
Silver Flame. Several (Ghaash’kala
clans exist, and they share a common
priesthood.

DC 25: The fiends and barbarian priests
draw power from entities trapped
in Khyber, allowing them access to
spells and other abilities.

DC 30: Some believe that the Keeper
dwells within a chasm in the north.



remaing unclear, Their closest parallel in the D&ED rules
are |I|" ill"'ll“i".'\-llh illl‘i I.!l.':lll.llrl IIJ'irIL‘f‘.\ ll!‘h“iii:l!‘l:i ]i! ﬂl‘.‘lﬂi Uj
Vile Darkness, Few are known by name, but one—now called
Levistus—is famous [or having briefly slipped the bonds of
his imprisenment (see Frostfell Gods and Fiends, page 67).
[1 i'\ Iilr‘u'\.lilii' |i1ﬂ| II:H' I‘lFl'l:Jl'-]l. l.l-l!rllfl |J‘rl!1r FII.HH ufi"‘fll'tl‘.'l |ﬁ‘
acrepure similar to Demogorgon or Juiblex, while the lord
of the Deathbringers might be similar to Orcus. The dark

ness fiend worshiped by the Enshrouded could be Graz'at,
||1|:I |]||‘ il ]:11'1i rlr |l‘l1.. E:ill i !II::IIJJIII.\ {’hflflll‘l]fllr.\
enlled the Lord of Flies) could be Baalzebul -before or afier
his transformation into a sluglike monster. Whether the
rakshasa rajahs actually bear any physical similarity 10
these archfiends, their abilities and characteristies are on

n par with them.

THE SAKAH
Stra nge hiriths are common within the barharian tribes;
newborns may exhibit the sipn of one of the rajahs. Such a
sign might be subtle, but could include horns, sharp teeth
] l'I-IW\, I'F':J I‘:r'r‘h, I'llllsll EI'JI.?' .'rk.lll, 1'”'5']'5 klllll'kli‘\, Elllfl:f'
spikes, leathery wings, or some other sign of the rajahs’
dark influence. Some individuals display these fiendish
features at birth, while others develop them as they mature
physically, emotionally, and spiritually. The Carrion Tribes
believe that these individuals are blessed and call them sakah
{"touched anes”™). They often rise to become influential
1'|.rfll]|-f'l'.‘- f!F']]I’:‘[‘ ITIF’fﬁ

Sakah may also have subtle powers that manifest as they
ape. tuch asa captivating gaze, a talent for sorcery, or a preter-
||.|I||r.|f|:|.' cha rming voice. These abalatoes and the reputation
of all sakah let them rise in rank within the Carrion Tribes.
grant them the serength to survive on their own, ar allow
them to flee the Wastes. The following feats represent a few
of the hendish powers a sakah might possess as a result of her
hendish 1aint. A characier with any of these feats bears some
physical manifestation of it, described in the feat entry.

Since most denizens of the Demon Wastes ore evil, most
sakah are evil—but they do not have to be, The hiends’ sign
steers sakah toward evil alignments, but some resist this temp-
Latinn JI'H[ .r]vr Ilrl'llm!la” ||‘If‘ !rli"lll]h. n' LI"T.‘\ .‘hlfll[ﬁl}' 1gr||.:|rl' |h|1"11'
powers’ origin and use them to further their adventures.

Presented below are three feats designed to simulare

some of the 1.|:|r:|.'|| abilities thar sakal exhibie.

Touch of Captivation
"l.‘.'IJ are 'n.|1|.-||||.. n‘lll[ :||.J|.IJ ’-lr'll.ll.l,all EI.E' -I.II!I\.‘-'E :-I.JIJ LEE l'JfJ'l'-'n.ll!'
people around you. Your eyes hove an unnatural appear
ance. such ns slivted or strangely colored pupils.
Prerequisite: Region ol arigin Demon Wastes,
Benefit: Your tainted OTIgIin grants you the rr11|nw1ng
1|'_'i.'||-;:|ke abilities as a lst-level caster: | 'Llay---.'-'lc.'rm persan,

A sakah hunts in the Demon Wastes

daze, #lr.uf.l:].-;l.'.'|lu-n The save DC for these effects is -l'ltll..tl in

10+ spell level + your Cha modifier,

Touch of Deception

You are sakah, and vour fendish gift allows you 1o alver your
appearance and trick others. When you are not disguised.
you are marked by unusuil hair—flaming red or blue black,
sometimes sireaked with a ||.gh|r|' colar, .

Pi‘rr¢quiuil¢. Region of origin Dlemon Wastes.

Benefit: Your tainted origin grants you the following
-\.E1r'|!I like ahilities as a 1st-level caster: | -r!:nl.' ||I|“;|.-|-.¢ 5(|:I _F-I'n.l-.'
sound, open dlose, The save DC for these effecis is 1'quaj ta 10 4
spell level + your Cha modifier.

Touch of Summoning

Youare sakah, and your hendish gift allows you to summon
fell ereatures to do !.'I:III1"IIII.JI.]II:1E. You have I‘ns!l and shar |,||\.'
angled checkbones, sunken eyes, or o heavy brow ridge

Prerequisite: Region of origin Demon Wastes,

Hfllfnl! .'.l.‘ll.ll.ll tn.llll.ll'rj or Il:-; n 1:1 ants 'FI.JLI lhll" JUJ I.\.I"Ih-'
ing spell-like abilities asa Isi-level caster: 1 /day—acid splash,
mage hand, and summaon monster [ {Rendish creatures only). The
save DC for these effects is equal to 10 + spell level + your

Cha modifier

F—_ﬂ

WARILOCKS

Warlocks (introduced in Complete Arcone) derive their strange
arcane powers fram UNSAVOrY and sometimes evil Torces.
In Eberron, warlocks seem to have close ties to the various
fiends that inhabit the Material Plane, including night hags

and particularly rakshasas. In Fact, some warlocks believe

that they l.l.j:l]'lull. power from the rakshasa Idjd]lh i:llijlj.‘ul.'.ll'led
in the depths of Khyber to manifest their eldritch blost and
other magical abilities. Such individuals sre sought out by
the Lords of Dust to serve as agents. Often these warlocks do
not know the true nature af the masters 1|'|r:,' SEFVE

M
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THE GHAASH'KALA

Thase who attempt ta leave the Demon Wastes, whether
nutives or visitors, inevitably confront the Ghaash'kala.
These fierce barbarians revere Kalok Shash, the binding
flame, the same entity worshiped by the Church of the
Silver Flame. The Ghaash'kala believe that any creature
or object that has passed through the Demon Wastes is
unalterably tainted, and they prevent anything from
leaving the Wastes for fear of that evil spreading to the
restof Eberron. Most Ghanzh'kala are satished with their
rales, but some seek to expand their horizons, becoming
adventurers as a way 1o experience the rest of the world.
However, they must contend with their tribe, which pre-
fers that they remain in the Wastes—for even the most
righteous individuals among the ghost-puardians carry
the fiends' corruption.

The Ghaash"kala are militaristic and .-;l:ri ritual. Their
lives revolve around worship and their martial duties. Four
Ghaash'kala clans exist, and customs vary slightly ameng
them. Each c¢lan has two leaders. The kizcshmit, or chiefl-
tain, leads the clan in its military duties. The sar'malaan,
the high priest who guides the clan's spiritual well-being,
appaints and assists the kizshmit. Though the kizshmit
focuses on martial aspects, she also rules the clan in maost
mundane matters. The sar'malaan steps in when medita-
tion or enlightenment demand it. The kizshmit defers 1o
the sar'malaan.

The Ghaash'kala are a pewerful and noble people. and
of all the inhabitants of the Demon Wastes, they are the mast
likely i interact with outlanders on a peaceful basis. They
are enemies of the fiends, and though they seck 10 prevent
travelers from entering or exiling the Wastes, somé amang
them might be persuaded to aud adventurers, Some clan
members leave the Demon Wastes., despite their elders’
admonitions, to adventure in Khorvaire and beyand. In
exireme circumstances, a Ghaash kala sar'malaan might
look outside the Wastes for nssistance.

Describing the Ghaash kala groups as clans is perhaps
misleading, sinee theyare not necessarily bound by any
familial ties. At the core of each clan is a family of related
orcs, but the clans have only survived this long by welcoming
new members, even auteasts from the Carvion Tribes who
have heard the call of the binding flame. As a result. cach
clan includes a small number of humans, half-ores, and
even members of other races as well as its dominant ores.
Each of the four clans concentrates its efforts on a different
part of the Labyrinth and the surrounding lands. Streng
diplamatic ties and a commaon priesthood help the elans
accomplish their duties.

The Jaasakah ("Deadly”) clan inhabits the eastern
Labyrinth and the lands east of the Labyrinth. The clan is
led by kizshmit Svash Ramaal (NG male half-orc barbarian
&) and sar'malanpn Gan'dal Homm (LG male human cleric
10 Kalek Shash).

The Kastar ("Swift") clan inhabits the western Laby-
rinth and the lands west of the l.u]:rrlrlrh. Tis kiesh ot
is Maalo Sahai (CG female ore fighter 4/rogue 3). and
its sar'malaan is Naakah Shahar (NG female ore cleric 8
Kalok Shash),

The Maruk ("Mighty") clan inhabits the central
Labyrinth. lis kizshmitis Torgaan Shashaarat (LG male erc
fighter 3/paladin 6), and its sar’malaan s Lhare Suusha (LG
female ore eleric @ Kalok Shash).

The Vaanka {("Final”) clan inhabits the northwestern
Labyrinth, where it conneces to the rest of the Wastes, lis
kizshmit is Dalkal Mal fonn (LG female human eleric 3
Kalok Shash/paladin 7}, and its sar'malaan 15 Silvik Raam
(NG male ore eleric |1 Kalok 8hash).

KALOK SHASH

All Ghaash'kala revere Kalok Shash, the binding flame,
and the clans share a common priesthood. Kalok Shash
15 a divine beacon that draws new heroes 1o restare the
Ghaash'kala's ranks and replace the fallen, The Ghaash'kala
welcome these souls.

Those wha follow the hinding flame live their lives
by the sward, Their existence is violent and martial;
their sworn duty, to combat demonie terrars with musele
and blade. By contrast, adherenus of the Silver Flame are
always ready to take up arms in defense of their faith, but
their overall existence is |:|l,-a||:l,-i'||1n]l,-. The Church ol the
Silver Flame focuses on building community. instruet-
ing its lay members about the world's dangers, and pro-
tecting life and goodness. The average follower of the
Silver Flame is a simple farmer or crafier who respects
what the Silver Flame represents, while the average fol-
lower of the binding flame isa leather-armored warrior
wiclding spear and bow against fiendish monsters in a
dismal landscape.

Clerics who revere Kalok Shash can select from
the Exorcism, Good, Protection, and War domains.
The favored weapon of Kalok Shash's priesthood is the

lengsward.

BRAND OF THE BINDING FLAME

To help fend off demanic possession, Ghaash'kala
warriors mark their bodies with the brand of the hind-
ing flame. The brand’s shape depends on the tribe and.
sometimes, the individual malaan (priest) who burns the
symbol onto the guardian's skin, The Maruk clan {(whose
members are the most numerous) uses a simple symbol
of a small flame with three tendrils. The Kastar clan’s
symbol resembles a sunburst with wavy, radiating rays,
while warriors of the Jaasakah clan undergo o lengthy
ritual in which their entire backs are covered with com-
|1]irulrd. SCATS, !'ll.l:l'rl!.l .'|.|'|.||. 1.-:11-'er.-'|nrr|,l tatioos, v:lilnka
warriors use a wide varicty of symbols, largely dependent
on the malaan. By dedicating his mind to the brand that
the malaan has imbued with his faith, a warrior can E“i'“
temporary immunity to possession and other benefits in
his battle against the fiends. The Binding Brand feat,
below, represents this ability.

A player character can obtain this feat in a number of
ways. He might have been a Ghaash'kala clan member who
escaped the Wastes. He might have joined the Ghaash'kala
and accepred their ways, ifonly briefly. Perhaps a malaan has
left the Wastes ta battle the rukshasos elsewhere in Eberron,
and she is willing 10 inseribe the brand on those who swear
the proper oaths.

Binding Brand
You carry the brand of the binding flame, marking youasa
warriar of the Ghaash " kala elans,
Bencfit: You can use the following spell-like abili
ties as a lsi-level caster: |/ day—guidance, protection from ewil.

resisfance.




HORRORS OF THE WASTES

The Ghaash kala believe that all creatures and relics of
the Deman Wastes are tainted by evil—and if you arve using
the Heroes of Horror supplement, that might be literally true,
The Demon Wastes is a tainted region, and a charscter who
enters the Wastes must immediately make a DC 20 Will save
or have his |]r||r.w iI:.I seore inereased |:|:.r 1. This savi ngt hrow
must be repeated afier every 24 hours spent in the Wastes.

Certain regions of the Wastes are more Intensely suf-
fused with the evil of the rakshasa lords i.||1.|'.|n|’ wsoned there,
Characters entering these regions must immedintely make
anather Will save {DC 25 10 30) 1o avold further increas-
ing their depravity scorves. In addition, certain sites in
the Wastes inerease corruption rather than depravity, See
Twinted Locales in Chapter 4 of Herces of Horror for more
infarmation about these sites.

In addition 1o the da ngers of taint, the Demon Wastes
are also dotted with other horrific terrain features. Abyssal
blackgrass grows naturally in the Wastes, blaod rock and
mghl .'h.[lll"lll,'j'l.ll from the earith in the |..'||;|:.r|::i'r|l|1. and eharnel
bogsare commeon near the coasts. These terrain festuresare
described in Chapter 4 of Meroes of Horror,

Mal'l:f' llr“i'll‘ nmew monsiers I]Ehi'rl‘i]ell itl ”rrr.hr". IJIIHFFJFT
are likewise native to the Demon Wastes, Corruption eaters
haunt the Labyrinth, unintentionally helping contain the
taint of evil within the Wastes (a few of the Ghaash'kala actu-
ally believe that corruption eaters are agenis of the binding
flame). Phantasmal slayers are particularly common in the
region surrounding Ashtakala, and are said by some to be
F\?r!nr echoes aof the :rrlprmr_]lwl:! rakshasa lords, Teinted
minions and tainted ravers—the remnants of both Carrion
Iribe barbarians and Ghaash'kala ares who have been lost
to the evil of the Wastex—are all 100 common through-
out the region. The Ghaash'kala
particularly loathe these

manstrasities, while the Carrion Tribes treat them as
rlg’u res !J-r n'l}"-'lf'ﬂl ]:luwa_'r ﬂﬂl" ﬂll]r}tﬂrl!r. I_Jl'l]ll'll"lr scuans
are commonly born to the natives of the Waswes. ore and
human alike.

Characters natiee to the Demon Wastes or who adventare
there extensively might find many of the options in Heroes of
Horror useful. Among the new classes described inthat book,
archivists and dread necromancers are nol Im:'tjcn]arl].-
common in the Wastes, although archivists might be drawn
te the Wastes in the course of their research. The Chureh
of the Silver Flame’s Puritans sect serves as the patron orga-
nization for charseters with the purifier of the Hallowed
Dacirine prestige class, These characters seek 1o contain the
evil threat within the Wastes, striving to forge alliances with
the Ghaash'kala and even committing themselves to remain
forever in the Labyrinth slongside the ores. Corruptavengers
are also common among the Ghaash’kala, though they are
laathed 1|:,.- ithe puri :.--uh.u--.m.-ll tribes.

THE LABYRINTH

The many and varied dangers of the Labyrinth ensure that
few who venture far into it manage to survive, and only a
handful of those survivars ever return to civilization o
report their success. The fragment of map below was discoy
ered in an abandoned backpack in the library st Morgrave
University, along with a grotesque, headless statue—possibly
the item mentioned on the map. The statue is now on dis-
play in the Dezina Museum of Antiquities on the Morgrave
University campus,

SF_'-'CT-'II receng ll'll_'ll:!r'l'll'- ot r1'|l' h’fu"'fllm, l:ll.‘ll"i.‘-*fll. LR
failed robbery attempts. are almost certainly unrelated 1o
the statue’s arrival there.

JH.L
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DOCUMENTS

RULES AND REGULATIONS

Written documents play a significant role in the Five Nations, Because
the Notaries Guild of House Sivis makes it possible to ereate certificates
whose authenticity isvirtually unimpeachable, the pecple of Khorvaire
have come to rely upon contracts, licenses, and other affeial documents
to help commerece and povernment run as quickly and smoothly as pos-
sible. OF the many types of documents that facilitate saciety functions,
the rI:I”r!W!TLE are among those most '||.k::1:,- to be encountered or needed
by adventurers.

Arcane Signet Ring: The dragonmarked houses of Khorvaire use
t hese rrngs l'l'f{'ll.';!h'r]:r' far idents fieation purposes. Thr:p resemble ordi-
nary signet rings, but are set with gemstones like decorntive rings. Inside
alarge central gemstone, an intricate runic pattern—actually an arcane
HH?(*—IFF!’IT”IP‘M Ir-l..-r'i].]" W]IFII woarn EJ:{ ll‘IF Jlfr.'-llfl E‘l'll' Will'llrl li!l‘ ri.ll.g wWas
constructed, These rings are only given to members of a drugonmarked
house or one of its most trusted retainers.

If you are a member of a draganmarked house (particulacly il you
have the Favored in House feat), you can buy an arcane signet ring with
no difficulty from any house enclave at a cost of 150 gp. 1f you are not a
member ol a house, you might be able 1o aequire an arcane signet ring that
identifies you at a cost al 200 EP or more, bt it rl:ql.nrr\."hut'h wqri:ing with
a Jeweler 1o build the ring, then persuading House Sivisto impress its mark
into the stone. Acquiring an arcane signet ring that would identify you as
someane else s extremely difficult, 1F not impossible, As a fiest step, you
would need false identification papers to "prove” your identity to a house
enclave or House Sivis.

“u.\;nrs.'. I..;.l'fn.‘-l".! Fill"h ol I'}' i.ll. Klliﬁr"ill re [dLFM a '-IIE!I‘]}' Il‘l‘r'
ferent attitude toward commerce and industry. Seme povernments. such
asz Breland’s, require all business ewners lo buy a business license of
same sort, with the cost and difficulty of obtaining the license inereas-
ing depending an the value of the business and what danger it might
pose to nearby people and property, Other nations, such as Zilargo.
take a2 mare hande-off attitude and allow most businesses 1o operate
with minimal restrictions and interference. & hosiness licenase consists
of a simple parchment that must be displayed somewhere in the place
of business,

T}'lr:il"u”}-. a lown or r.il}- has a “l'r:ni::g affice that issues business
licenses. Smaller settlements rarely have offices devoted to this netivity,
but magistrates issue licenses in addition to their other duties. lt can take
considerable time 1o process a husiness license, I]‘Ll‘lugh the cost is usually
less than | gp {depending on loeation and the type of business).

ldentification Papers: Most people of the middle and upper
classes, at least in central Khorvaire, carry identification papers with
them at all times, [ssued I‘:]' national governments and notarized I'L].-
House Sivis. these papers present a detailed physical description of a
person (sometimes with an accompanying small portrait), the person’s
nameand residence, and some additional information abouwt the |:|':rn.|;:||1t.ﬁ.
gffilintions (particularly including any connection to a dragonmarked
house, royal or noble family, or a large institution). The papers are usu-
ally kept in a durable container of some kind—a leather folder, metallic
ease, or other decorative holder.

In some areas. individuals must carry identification papers with
them at all times and be prepared to show those papers to officials at a
moment's notice. Thisis particularly true in border areas (especially when
the borders are not quite clear or some dispute persisis about the lines
established in the Treaty of Thraonehold). and also in Throneport itself.
which is governed by an international council af representatives from the
Five Nations.

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 15: The arcone mark spell is widely
used, particularly by House Sivis, to
authenticate important documents.
A special form of arcane mark can be
embedded in a signet ring in sucha
way that it is only visible when a spe-
cific person wears the ring.

Knowledge (local)

DC 10: Most people of the middle and
upper classes carry identification
papers with them atall times. In cer-
tain areas, everyone must carry such
papers and be prepared to show them
to officers of the law when requested.
Anyone crossing national borders
must carry traveling papers.

DO 15: Letters and certificates are
somelimes required Lo operate a busi-
ness (n business license) or even to
plunder the ruins of Xen'drik {a
letter of marque). Properly notarized
documents are essential to establish
ownership of significant pieces of
property {a title deed} and 1o estab-
lish a person's right to act in someone
else's place (a letter of proxy).

DC 20: The right document can get
you money fram the bank (a letter
of credit), a pardon for a crime you
committed (a letter of pardon),
ar even a pardon for a erime you
haven't committed yet (a letter of
dispensation).

A check against this DO is also suffi-
cient to determine where to acquire
a document needed for a particular
Purpnle.

Knowledge (nobility and royaley)

DC 10: House Sivis notarizes official
documents. The house uses the arcane
mark spell to establish the authenticity
of particularly important documents.

DC 15: House Kundarak issues letters
of credit (notarized by House Sivis)
to allow account holders to access
their funds from any Kundarak bank,
These letters can also be used as
payment for services, specifying the
amount the bearer can withdraw.

DC 20: Members of the dragonmarked
houses use special signet rings that
contain arcone marks to establish their
identity and membership in a house.




[dentifcation papers are issued 1!:\.‘ the same facilities
that process business licenses: dedicated licensing offices
in larger sentlements, or local magistrates in smaller ones
afliliated with ar l.'.l;'.ll"l.l.ll":] in conjunction with House
Bivis. Tt is ur:.'l:.- r:u'\.'\.l'h'lr' to ohtain identification papersin
the nations recopnized by the Treaty of Thronehold, and
it becomes increasingly difficult outside the Five Nations.
IT.“I" MJ'I.II I II:IE‘I'--.II’!I ?.I‘il l'gll 1'1"-||;'|.|"_- 1ssue EIII.]FI"I'.‘-., 1F|Jt n.‘EIrI1|
camis elsewhere might have 1o travel some distance 1o And
a magistrate or House Sivis enclave that is willing and able
LEE ||‘|ﬁ-f‘l|1t1|f' MII.I'II ‘Ilrl'lllrll'”!‘-.

Standard identification papers typically cost 2 gp,
while a portrait raises the price 1o 3 gp. Forged papers cost
|||1||.I1||.] .Il:ﬁ [;II

Letter of Credit: House Kundarak, the house that
carries the Mark of Warding, operates banks throughout

I.'.'l'l'ul'-ull F:]I.‘H ‘n'”‘l'l"'. I‘I: L} ]I-II.-“";‘!I' 'Ih-]l\l ild.‘h i.l.lll.ll.‘a i 1[("'"}‘.‘\:”

ina Kundorak hank ean request From the bank a letter aof

eredit, which allows her 1o withdraw funds from a dilferent
branch. For many characters, this system is a convenient
-II.II' rmagive 1 I'alrl'lrﬂl.h \\'Eilzrl‘! il I'IFII'IIJI. mn 1]1" Iliﬁl'rll {}E i'll'l"

cious pems, jewelry, or coins. House Kundarak does non

charge a fee for issuing letters of eredit.

II1I||‘11" Kllllliill'ull 1% |]|I' 1!r1|?’ lll'g:llll'};l‘lllll |]|a|1 ISSUIES
letters of eredit. Creensionally, an employer securesa letter
of credit for an employee—such as an adventurer—who is
!"‘I?l'L'I"iI o incur :ull'gf‘ |I|"I1|'| in |i|l" Cconrse IIII JII.‘\ Wiil'k
for the employer. The letter specifies 0 maximum amount
available to the bearer, and any sum up to that total amount
Cian .I'II' 1|l'|!'ﬂ'|l FI“JIII llil‘ I.H\Il.l"rr‘h IJ‘:III]\ aceounl. 1I“I‘rllﬂ'll t-ll.llil.‘h

are withdrawn, the clerks at the bank update the leiter 1o

refllect the new available balance, notarizing the change 1a
‘}IL" IC[!('T oar |'-'i.l'||f'|g o new If'rff' r

Letters of credit are always notarized with arcane marks,
making them difficult to farge. Even ifa document can be
'\.I.IE!._'E','L'I‘I.I”:,' |'r'|||1_u,'|1|rr'4E_ however, it is I'Irilrl':f i:n]uw\.l'll‘l- o
acquire funds from House Kundarak using o forged letter
af credit, since the house keeps records of every such letter
ol pssaes o I'II.! Illulhl“h |]|l].‘||‘ I'I'l'iﬁl'll‘- Jl\'ili.t:lhlf (£%] ill] s !IJIIL«.‘;.
[faclerk at a bank has any reason to suspect thaa letter of
credit is forged, it can be checked against house records to
'r'l'l'l‘l.':| s -I'ulll‘!l'l'l!il'll:p'.

Letter of Dispensation: Each nation in Khorvaire
has its ewn set of laws and regulations. [n some cases,
E1I.IWI"-'!'I. the leader of the nation ||:||g||I wanito g]'-'l ni Rpe
I'IFll_' |1|r]|\'1“|1|il]'1 lhf‘ |'|1th|, to ot I'_'ll,l'l‘-!fjf“ ':F'If' .I.,l'J( If'l |1'|I"\l‘
instances, the government issues a letter brdiapeiuhli-’.‘rﬂ.
Such letters always closely detail exactly what permissions
the hearer is given Far I'T.IFI1J}IJ,'_ the rl_d,:'r:lj to seize and
destroy property belonping to suspected seditionists, or
the right to kill any monsters found within certain geo-
gl'ill\l‘!ll'lll III'IIEIII]EII'II“-. I ellers I:I‘II IIIMFII'JI.‘HI' 1ORTE Caryreel Iii'
bought. They are issued by a high-ranking povernment
official enly to select and trusted parties. The leter
-Ilwil.:f‘- IJI'-‘I"- |]|.1" '|I‘i1| IIJ. !EI!' I|||.|i1Fr1 a'l.ll.lll.g “I[l"l A prorne
mark, and it spectfies 1o whom the dispensation is granted
(The document is not considered valid without matching
llll‘ll' |!‘1l'i|| 1N I?-III-"P"\.J

Letter of Margue: The concept of letters of margue
originated during the Last War, when the rulers of the
Wars Ilig natinns EI'-III.'I'I.I ﬂ'.]\""ll'l.ll ers EJI'!I J'I'I.IS.‘&J‘I.III [ |'I|[ﬂ‘h
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of Thronehold declared void all letters of marque that
existed at the time, but the idea survives, though in a
rather altered form. The King of Breland now issues
papers granting adventurers permission o explore and
plunder the ruins of Xen'drik. Though such permission
is not technically necessary, wise adventurers secure a
letter before using Sharn as a launching point for expe-
ditions to Xen'drik. Those who try to sell treasures from
Xen'drik on the open morket in Breland must produce »
letrer of marque or face stiff fines—on top of forfeiting
the treasure in question.

When adveniurers are hired to explore Xen'drik as
part of an expedition (such as one sponsored by Mor-
grave University or the Wayfinder Foundation), it is
comman practice for the employer (o secure a letier of
marque for the expedition, so that characters don't need
ta worry about the expense or the frequently consider-
ahle -tii‘l’irnrl}-. Characters wha must secure a letier lor
themselves most likely do so at the Bureau of Antiquities
in Sharn's Highest Towers districe. Filing an application
can lake the blﬂttr 1!3 riola llil}l a.nﬂ involves hoth ANSWETr=
ing extensive questions from the staff at the burcaw and
enduring their long, musing recollections of their own
expeditions to Xen'drik years hefore. A letter of marque
costs 300 gp

It is nov particularly difficult to forge a leter of
marque, and it is certainly possible ta sell goods fram
Xen'drik on the black market or outside Breland to avoid the
need for one. A forged letter of marque can be purchased
for abaur 25 gp.

Leiter of Pru:}r: On oEcasion, i”l‘l.l,'\.'l._ |'|.|.-..1|,|1'|||:'v|_-r or
scheduling conflicts keep a political, military. or indus
trial leader from attending an impertant event. In these
cases, he might want 1o send a representative to speak for
his interests a1 one or more occasions or gatherings. This
person receives a letter of proxy to verify that she does, in
fact, have official sanction to speak for the leader in ques-
tion, Traditionally, a lewer of proxy is drafied by House
Sivis on the issuer’s personal letterhead, notarized with an
arcane mark, and carried inoa leather billfold bear g some
sign associated with the issuer. The leter elearly identifies
the name and physical deseription of the intended bearer, If
there ia any u l:l‘:trlﬂi.l'll:.-. these details are 4'r‘||:'|.!'|'.ar!"l'| 1o that
person's identification pepers for corroboration. Aletter of
proxy cosis 8 gp.

Securing a letter of proxy is usually a simple matter
of contecting House Sivis and arranging the service. The
soris of people who have need of such s decument have ready
access ta the means of acquiring it. Should a person wani
ta aegquire a letter of proxy under false pretenses—having
assassinated or otherwise removed a designated proxy and
wanting to take her place. for éxample—the process is much
more l.'ljl‘lll:ll“:il!l"l]. Professianal !'ursrr'. are loath 1o ven=
ture into the realms of high politics, so they make sure the
reward is commensurate with the risk. charging areund 100
gp for the service.

Pardon: Just as every nation has regulations and stric
tures defining certain acts as criminal, each nation also
has preseribed penalties for breaking s laws. However,
a government might decide to forgive even a lifetime of
eriminal activities when extenusting circumstances can be
proven or when the eriminal performs some other mitigat-
ing act, (This happened more frequently during the Last
War, when a convicted criminal could earn his freedom with

meritorious service on the battlefield.) Such forgiveness
comes in the form of a pardon—a parchment that deseribes
the acts committed, the original sentence imposed, and a
statement of clemency, which is affixed with the seal of the
guvernment and an groene mark, & Flll'dﬂ'rl % |.|1.|.|.'|"}r carried
with or attached 1o the individual's identification papersin
case word of his misdeeds carried more widely than word of
his reprieve.

A written pardon is issucd by the government—usually
by the law enforcement system that is releasing the pardoned
persan, but sometimes by higher authorities (even the king
of a nation, or at least in the rulers name). Forging a pardon
is difficule, but many people would pay well for a clean
forgery that clears their names. The best kind of forged
pardon is one that purports to be issued inone of the Five
WNations, but not where the character lives and operates,
In cases where the erime and supposed pardon took place
some years ago, o pardon from the Queen of Cyre is the
best bet because its authenticity cannot be verified. Any
forged pardon runs the risk of being investigated if an
individual is taken into custody for a new crime. When the
parden is revealed as a forgery (presumably by checking
against the records of the issuing court), two more crimes
are added to the charges against the captive—{lorgery or
possession of o forged document. as well as whatever erime
is supposed 1o have been pardoned. A forged pardon costs
at least 100 gp.

Royal Decree: When the head of a royal family or ruler
of a nation makes an official proclamation. word is spread
by disseminating a royal decree. This is a large, ornately
decorated ]mrr]'l.rrlrn[ dfi]tlliTlglhE announcement in clear,
easy-to-read script. Royal decreesare read in town squares,
reproduced in printed chronicles, and hung on the walls of
government buildings and other places where peaple gather,
Duringthe Last War, royal decrees were issued whenever
adecisive battle was fought, when allegiances shifted, and
when the Throncheld Accords were signed. These days,
royal decrees are used to announce births and deaths in
the royal family, changes in tax policies, or other matters
of state. Al ]'|.qu1|. there is no monetary virlue attached ta
the documents, some people save royal decrees of historic
or personal impertance,

Royal decrees cannet be purchased and are dilhieult 1o
forge for any useful purpose. The issuance of a royal decree
is typically a mauer of such public notice that it would be
hard to present a forged decree as authentic without the
accompanying gossip, rumors, anticipation, and officioos
goingi-on,

Title Deed: Possession might be nine-tenths of the law
in the wilder parts of the warld, but throughout the Five
Nations a deed is required to prove ownership of build-
ings. land, airships. and other property of significant size
and value, Title deeds are not carried by the owner, but
are rather kept under lock and key in s safe locotion. They
are large documents prepared by House Sivis on oversized
sheets af parchment, hear ingﬁa detailed deseription ol both
properiy {particularly idenii Ying marks or measuremenis)
and owner, a history of the properiy’s previous owner-
ship, plus a pair of eroane marks. Title deeds are considered
extremely difficult documents to forge.

Title deeds are issued by national governments—
sometimes through local or regional offices, sometimes by
courier from the national J:.'l.:r:il.'l.l. The cost is 15 g ]llus
any appropriste courier fees.



Twwr“ng P'.1|:|rr-;: ."-'ul:,.'rlr'n- who travels across
n I'.--|'..|| hll:ll.l rs 1% '.|='.|.!'4||f.- 'I'1.‘|._'Jl1‘|_'d Lo Carry !Til.\-'i'l'.rl".{
papers identifying them, their residence, their destina

mon, a '!1-'| L} III"'II reason |.ur ir |I'||'I': I T |I-‘ff'|I.1Ig 'I'\-.IIH"'r'L COT SISt

of o parchment sheet with the appropriate infermation
ind an arcane mork, carried in aleather lolder. House Sivis

!jllll'-l"' Llrien, ]IIHI‘\:I' J-)l.'.llr'll II iII‘-II FI1||.1'|l' I YT .|r'--|.|'r |1II

offer traveling papers that are recognized throughout

central Khorvaire.
howel ol Il.nt'lnu; papers f.'|.']u'|..||.|.-. costs 2 S and can
|u- ':nll-. hn .r'n:l mi h'n. 1% .|1:.4,E [3:'|'|r'|rh. ."r|.|'|.|-.'r-~_ ||:_I|‘!I:!I'l!|!|_-' l‘IllI

ations, and Lvrandar offices located in the poris of major
cities. A forged set costs about 5 gp.

Warrant: In cvilized Khorviare, the ciny -,:||.1-.'||._ mili

tin, constabul ind 6l others eharged with keeping the

peace have the pPower 1a detain those they suspect ol wrang

doing. However, this prower s somewhat diminished if the
wspeet ix n member of a voval family or 0 draponmarked
Nouse, or 18 su !.|I'¢:1"'l1t|‘r wealthy, Thisis CRpE ally a ;.Wul-lrm
for rural officials and II.I'[II.II teed citizens, whose authority
could be guestioned. A warrant is an officinl document
stating that the bearer has the authority to arrest a specibic
individual or impound a specifie item. A warvant ineludes

dentifving details of the person or item 1t covers, the reason

i was fssued, the sipnature of the local lord or magisirare,

iulu-'\l I"|| !'I AT arcand ':'“'J.\- |=-i'l.';.| A Wwak Or I-fl :-I|||'1I '\:'.'u!l.

II-"|||1 rianis are I‘u'u'.]l"ll I:l'- livw enforcement aul horiiies o r'llq

cannot be pur hased

II I‘l‘{ ree s

by Kaitus I'TI and Boranel

BENITH AVA DENITHKI

Benith (N female FRome bard 3.-'1‘1.-_.511{ 1) was once an up
and-coming member of House Sivis working in the Motaries
Guild affices in Sharn, 7T 'Hr:mg'n she was gified ab s r|'!||||.|;.
her true talents seemed 1o lie in l)ult:i!i\.'\. and she navigated
the complicated bureaucracy of House Sivis as deftly as an
acrobat an a tightrope.

Although she is a distant cousin of Lysse Lyrriman
d'Sivis, no member of Benith's family has ever borne a
dragonmark, and that turned out to be an unaverdahle
obstacle in her carcer path. She grew frustrated as positions
of importance and transfers to the main enclave in Zilargo

Werer I'I.II'-.I[I'IIJ‘- given L {¥] Il‘"\:'“'1 ACT i'|r!:.-\.“||-:| ||..|_|rI|||':||1'|i Lo Ilul'li'

l{r.ugurnl:.:rl‘q-nﬂ relatives. i'n'n[u.l”}' she re gned from the
guild and renounced all ties to House Sivis.

Less than a week later, Benith |-'}.ll."1'l.l:'li Denithki and
.'Jll.'\'ulll:"l.ll.l'H a |'|r 1vafe I‘I Enstny 1I[II||"' ||l|l| |IIII;. .|l|'\.lf'l!.||"l"'
of her k r1-w~|---.1._;-:- of Sharn's buresueracy and connections
within the Notaries Guild 1o help clients secure even the
muesl I]Itlll |'|||1 |||'||I|||II1I 1|.li"|]||1|'||5'h iIII.II 1|I.'|'f|'|r"|. ] I:II' vinal
majority of the work done by Denithki and Associntes is
legitimate and complerely legal, However. Benith cccasion-
ally takes commissions to ereate falsified documents, using

her intimate familiarity with House Sivis's practi

materinls to make almost perfect f

reeries.
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DRAGONS

SCALED MASTERS OF ARGONMNESSEN

Before the world, dragons ruled.

Almost every story told about the ereation of Eberron begins with
dragons. The most common legend involves the strupgle between the three
progenitor dragons: Siberys, Eberron, and Khyber (see Creation Myths,
page 0). Even J:unlrn.:t'ing tales of the world's birih ';|:||-||.'|r of d ragons:
the Traveler pulling the world from a dragon's put, Onatar hammering
it out of dragon scales, or Aureon speaking the world inte being in the
Dracone tongue, ]‘Jr:lgnn'_; are crealures of ancient puwer whose roots
scem to extend back to the birth of the world,

Once the world was formed, dragons struggled for dominion over i1,
There may be no written historical records ol this age, bt i he [rg’l*rula are
more than mytholegy: Ruins from the Age of Demons still stand in the
Shadow Marches, in 'barra, in Xen'drik, and (presumably) in Argon-
neEsseEn. .Fhr.'.r Eillll!ﬂ..‘dl]] il"rll lFI'I:fﬁ'il."-'II. .'-isl'l.‘- rlr !]II.' W "Iu‘ll I'Jsed rf]l a
million years between the first dragons and the fends of Khyber, In the
end, thanks 1o the sacrifice of the couatls, the dragons were victorious.
However, instead af claiming rulership of the world as the fiends had
done, the dragons retreated to Argonnessen to contemplote the Propheey,
leaving n vacuum that would be filled by the lesser races—first the giants
of Xen'drik, then the humanoid races in all their diversity.

Dragons are hardly a monolithic foree in the world, though human
oids view them that way, It is easy to speak of "the dragens” and imagine
them living in a unified society in distant Argonnessen—particularly since
rtw ]IIJ ma r1r_]rl|'\.- 1'|.|'|'|'I,"' ever l‘jl"f"n rﬂl II'I'IF"!E LI]'-IE'UI] hllmf]ﬂl]ll nr!ri Tl,'lurf1Ff|.
to tell the tale. The few tales that have reached Khorvaire (includingsome
told by rogue dragons) paint a picture of a much less monolithic saciety,
il -sr:rirl:.- is even Lhe |'tgf1| wirrd 1o describe i

Argonnessen issometimes deseribed as "the dragon nation,” and in some
ways it seems like a nation, When Aerenal went to war against Argonnessen, the
I'Il'i,‘."a fl.l'llgh.l ilgrllrl“‘ v F‘Il"l! rl'llfF llril r-'lg'llll..‘-, rl1lll'|l llkf tl'IF ill'l'l'l':lra'l I11|.rIlJ| rl[ﬂlll
nation might field. There seemed to be chains of command. officers and sol
diers. possibly even conscripts. When agents of the Chamber overstep their
bounds or LEI-‘]EUI'I.'\. Lur rnsur.uu] hide I:|11-:|'r|.-\.1.-|'|.'|'.'\..'|w..|].- in Khorvaire, lhl":,r risk
punishment by something resembling n police force—a cadre of dragon agents
armed with detailed knowledpe and deadly tactical coordination. What is net
fully undersiood is whether that structure and order applies within Argonnes-
sen or only when the dragons must deal with a threst beyond their borders.

Asfar as humanoids are concerned, dragons are simply fearsome crea-
tures af legend, Siill, speculation abounds about dragan saciety. Dragons
seem to Prr':rrr the company ol other llrngnrn ol phllusuiﬂnrul and ethieal
views regardless of color, Each type of metallic and chromatic dragon might
be considered a different species, but individual dragons follow their awn
iIFI'.‘leIiII I'I'Il'll'ill iII'IIJ F‘Flll.'dl I'Ilili'\. Alhll. ilgl‘ il])l“ll'l‘ll“l}' l.'1||.|.'||'. Slajus in
dragon socicty. Dragons are incredibly long-lived—possibly immortal —and
the oldest dragons are treated with the greatest respect. Unlike humanoids,
a JEI'JEIJI'!I.'\. ]l!l:..'!'i.:ir.!] r.‘tl.'lal::li.lilil.-s Improve |||un§ with its mental Facalties as i
ages, making the oldest dragons the strongest, smartest, and most magi
cally powerful oftheir kind. Aleng the same lines. dragons ef the same age
but different species maintain a definite hierarchy based on power: A red
dragon always outranks a white dragon of the same age, for example, The
true dragons (the chromatic and metallic dragons deseribed in the Monster
Manual) share higher status as a group than other types of dragons. Finally.
|:|r:|s'|::|u;ll'|.'|l have made therr homes u1||s|4|r."\.rsnruu-wrr| hold lower staios
than dragons that remain in the draconic homeland,

THE PROPHECY

According 1o those who claim o know the draconic mind, the power that
lifted these creatures from their original primitive state was knowledge—

WHAT DO YOU KNOW?

Knowledge (arcana)

DC 10: Though occasionally dismissed as
creatures of legend, dragons are real
and still exist. There are ten kinds
of “true” dragon—black, blue, brass,
bronze, copper, gold, green, red,
silver. and white—as well as numercus
other varieties that are considered
lesser dragons or dragonkind, Most
dragons live on the distant continent
of Argonnessen and are rarely seen
by humanoids.

DC 15: All true dragons and some
related creatures grow increasingly
large and powerful as they age, the-
oretically without any upper limit,
They are extremely long-lived, and
one that is 500 years old iz consider-
ably more capable than one that is
only a century old.

DC 20: Dragons believe in a mysterious
Prophecy, which they see unfolding in
all sorts of events in the natural world
ag well as amang the "lesser races” of
humanoids. Everything from stellar
alignments to mysterious runes in
maountain caverns to the dragon-
marks carricd by members of Khor-
vaire's great houses plays a partin this
Prophecy, in their view.

DC 30: A few dragons believe that the
fulfillment of the Prophecy is close
at hand, and dragons must actively
participate in bringing it to fruition,
These dragons often come to Khor-
vaire and might even hide themselves
among humanoids for the purpose of
corrying out their plans.

Knowledge (geography)

DC 15: Most of Argonnessen is unex-
plored by humanoids. The northwest
part of the eontinent is the exception.
The island of Seren and the nearby
coast is inhabited by barbarians who
revere the dragons, and they come
to the shore of Argonnessen to pay
homage to their reptilian masters.

DC 20: The northwest coast of Argon-
nessen is called Totem Beach in ref-
erence to the massive, carved dragon
heads that line the shore. The origin
of these seulptures is a mystery—they
seem too advanced for the barbaric
Seren, but it zeems unlikely the
dragons themselves carved them.



specifically, knowledge of the Prophecy. When dragons learned
af the Prophecy, they knew they were destined to become more
than mere animals ol sealed fury and elemental savagery.
They served a greaier purpose in the universe

This knowledge caused them 1o rise up against the fiends
that ruled the world in the altermath of ereation. When the
fiends at last were defleated, this same knowledge led the
dragonsto retreat to Argonnessen, contemplating the Proph-
ecy and ignoring the lesser races that spread aver the world
o Bl the voud left h}- the |r|:|E:||'|:tr:||:1r_-1E Rends. However, 10 was
the Prophecy thar at last drew the dragons out of their self
imposed exile when they saw it begin to unfold on the fesh of
]I“fll-ll'!l]l.’].‘u wl ]'I |I'|F rl sl iI]I!I-Fa'I.ra'I nee Ilrl[rilglll'lll'lull'lh.

What is the Prophecy?® No humanoid knows. It might
be a transcription of the words of the progenitor dragons,
!.!'n:rkl."ll bhefore the hirth of the world and writien tha l'.H.IK]I
all creation. It might be the utterances of Chronepsis, the
dragon god of fate, giving clues to the future to those with
ears o hear. [t might simply be the expression of patterns in
nature that point to the inevitable unfolding of those pat-
terns in the future. Even the dragons de not know for sure.
but each dragon has a theary—a personal understanding of
whai the P:'u])hrr‘v 15 and what its ugn1ﬁr.‘| mee m Lghl b, for
dragonkind and for the world.

Dragons watch for the unfolding of the Prophecy in
1"\"‘1'? l}il'l" lFr ll‘lr‘ '||.|I1II'|'-'|| wlITIIJ. Erlrlrlrllﬁ‘l.’t runes :II'IE:IF-'I.I
in mountain caves and on sheer cliff faces. Stars, moons,
and planets take the shape of dragonmarks in the night sky.
.r.l'll' \wlrl'- r_]l l'illl]l' in !hL‘ JIFI!J". llr I"ﬁ'l'l'}' 1["“5!]'1.‘-![-1 rl! JIIII'II'I
words and signs. Most startlingly. dragonmarks appear on
the flesh of humanolds—ta the great chagrin of those whe
consider such creatures to be the lesser races.

Certain alignments of celestial bodics and planes of
existence reveal marks where they did not previously exist, and
movements of the land —earthyuakes and voleanic eruptions—
uneover runes Hhat have ]nng been hidden. Forthis reason, the
dragons most interested in the unfolding of the future waich
actively, searching the world for newly revealed elements of the
Plllilhﬂ'r:ﬂ'. ()t]ll"l Ilfilgnll.‘-]l;l\'? i:IEE'I'I. Ellrlwl'l [{+] rr"l‘l'r {1§) ‘il.l!‘]'l.
active watchers as kolothok—"carrion birds"because of their
tendency to fly quickly afier any report of natural disaster.

Interpretation of the Prophecy is a contentious pain
illlli'l-ﬂg |'III [i rilgurl“ I.'II;ITIF ill'ii.ﬂr_l-wll'[jg'l' CeErtairn soc i-'II Inl_'l-ljr_)'..

Not every dragon you meet is an agent of the Chamber—
some are just hungry

regarding its discussion, much as humans shy away from
contentious points of religious dectrine. Av present,
there 15 a sharp rill between those dragons who view the
Il'IﬂII.VI."I:.. recent l'rl!l.':l'grnl'l' :lr :Irils‘]lll'l'l-'l |'¥.‘- an II.I.I.:II"liII'I.H:il'.l.
flesh asasign of the impending ful fllment of the Proph-
ecy, and those with a more conservative view, who see this
development s one more stage of a very long journey.
Although the latter group often dismisses the former
az "impetuous youths,” many anclent and respectable
dragons believe the Prophecy is building teward some
kind of climactic event,

Pﬁ

u:d;{uru |IJ].I._'_I.' an important role in Eherron, as I-Igu.u-..-\.
of power and mystery. They appenr throughout history,
teaching magic to the gplans, warring agains the elves,
founding the Gatekeepers amang the ores, and worshiped
asscaled gods in Q2 barra, They watch the unfolding of the
Prophecy and (through the Chamber) sometimes meddle
in humanoid affairs, manipulating history ta fulfill their
awn lllll]l'r\‘il r!l:!ing.

Daesthis mean that all encounterswith dragons in an
Enerrox campaign involve the Prophecy, and are linked 1o
I'JII'-r'I.IrF lr'l'ill'll"u a r1|.! Erill'll] J'I'I.ill'!ll.ll-'l!llll'l‘h-.)

In a word. no.

Sometimes a dragon is just a dragon. Cut off from

their more advanced kin, barbarie d:'ngunn who know

EveEryDAy DrRAGONS?

nothing of the Prophecy spawn, live, and die in the remote
depihs of Khyber, the dismal swamps of the Shadow
Marches. the highest peaks ef the Irenroot Mountains, the
hidden wastes of Xen'drik, and the frigid barrens of the
Frostfell. Young dragons caring nothing for the Prophecy
come to Khorvaire to see what humanoids are like, enjoy
their societies, or taste their flesh. Some come 1o amass
sl'l‘:ll }lrl]ll"th. some [0 IJ" reve rFri. w]er!‘vF!' }'llu !;l.l n |.I'|f
vast world of Eberron, there will be dragons,

S it's all right. Perhaps that scaly horror you've
r'r:ll'.'l.l“r:lli"l'l'll lI:II!=1|I| il-'l'i'f -'|.'|'Ii' secrel lgﬂllli“ or 11![_1.1"!1
interests. [t might not be entangled in s plot encompassing
a million-and-a-half years of history.

It might just be hungry. Good luck with it.
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g
=
=
<
Q
=
b

43




—

4]
=
S
x
(=]

44

THE CHAMBER

Many dragens are not content te sit in Argonnessen and
watch as the Prophecy unfolds in the world around them.
Some, impetuous with youth and rebelling against an
ancient culture that prizes contemplation ever action,
believe that the fulfillment of the draconic Prophecy is close
at hand, and that dragons must act now if they are to receve
whatever glorious transformation it promises. Others. not
subscribing to such extremes, nevertheless believe that the
emergence ol d rngur:m;lrli.‘. on the lesser races -.'igrull.x ]
change that requires closer study (if not direct interven-
tion). These dragons, both the impetuous activists and the
maore restrained observers, together farm the Chamber.

The dragons of the Chamber operate within Khorvaire.
The chromatic dragons’ natural powers of shapechanging allow
them o move rl'er.]:,- amaong the lesser races. Oihers use their
innate sorcerous abilities or magie items o disguise themselves,
while a few retain their natural forms and simply remain well
hidden, using humanoid agents to carry out their plans. What-
ever their form, all members of the Chamber make extensive
use of humanoid agents, for their own numbers are few and
the assistance of agents grants them much greater reach in the
world. With the treasure hoards they have at their disposal, they
typically have little diffieulty recruiting such aid,

The Chamber is a loose-knit cabal at best, a group of
unconnected individuals with similor wdeas and agendas,
Diragons are a fiercely independent lot by nature. and even
thase who share a sense of urgency about the fulfillment of the
Pn'_ll}ilrl::.- do not like 1o work toget her. Thr:p frn_-l_-]:,.- share inlor-
mation and resources (including their agents) among them-
selves, but rarely assist other Chamber members directly.

The m-jgms ol the Chamber almost certas F!]:,' lie= in the
appearance of dragonmarks on the inhabitans of Khorvaire
some thirty-two hundred years ago. Prior to that time, the
Prophecy seemed to be unfolding slowly but regularly in the
natural world, and the dragons were content 1o wateh it anil
collect its revelations at a leisurely pace. With the appearance
of dragonmarks, dragons suddenly saw the Prophecy writ-
ten on a canvas that might anly exist for a matter of decades
before passing from the world forever, The very transience
of the humanoid races gave these dragons a sense of urgency
about the Prophecy that they had never felt befare. The War
of the Mark inereased this urgency, Far duri.ng that E:lrriu:!
some dragonmarked lineages disappeared forever, and the
Chamber feels that pieces of the Prophecy might have van-
ished with them.

Agents of the Chamber have a particular interest in
dragonmarks, and they keep a close eye on the dragonmarked
houses. In addition, they pay attention (o the world’s most
ancient secrets, such as artifacts created during the war
bewween the dragons and the hends at the beginning of history
(see Remnants of Creation, page 31). With rumors circulat-
ing that the Seepleraf Fell Khadush has been discovered, members
of the Chamber are genting involved—some encouraging
the search for the related artifacts, others trying to prevent
them fram ]’lrihg found. ITmembers af the Chamber hecome
involved in other affairs, it is always beeause they believe tha
such events are relevant to the Prophecy.

SEREN

The large island at the nerthwest end ef Argonnessen is Seren,
home of the barbarian tribes that beart the same name. Claim-
ing descent from humans gathered from around the world 10
serve as the puardians of Argonnessen, the Seren barbarians

are a wild and ferce people. Some thirty tribes, cach paying
allegiance 10 a different drapon founder, make their homes
an the island, the two smaller islands nearby, and the jungle
on the const of Argonnessen, The coast itself is ealled Totem
Beach, and it isconsidered neutral pround by the Seren tribes,
which aften war with each other. At Totem Beach they set aside
their differences to give therr worship to the dragons,

Allthe Seren tribes have a similar social structure, The
warlord it the mightiest warrior, but this position is based
T:urr!? Qan '|.l|:1||, and any member of the tribe can |'|1.'|||.r'r|!|-
a weak warlord. The warlord oversees all military actions,
such as patrolling the land, erganizing raids. and training
young soldiers, SI_I'i ritual and domestic matters are oversesn
by s council of dragonspeakers—mysties who use wisdom and
magic to guide the tribe. Dragonspeaker is a lifelong post,
and aut]'l.l'.u'it:lr within the council 15 based on age. Dl!'.'ii:lll.l.'
the warlike nature of the Serens, drogonspeakers hold the
final authority and can overrule the decisions of a warlord,
or even force a warlord to step down,

The tribes deseribed below are p representative sample
of the variety found among the Seren barbarians,

The Bringers af Fire were founded by a chaotic evil red
dragon. One of the largest and most dangerous teibes, the
Bringers have been known to completely exterminate Seren
clans they view as unworthy. The Bringers of Fire paint their
skin red before battle and make use of flaming oil, and they
have volatile temperaments.

The White Wanderers were founded by a neutral white
tlr:lxun. Tt 1% a nomadic tribe that has heen 1_‘!13:'gw| with pro-
tecting a serics of shrines. The Wanderers believe in the power
of knowledge and magic, and they have a high percentage of lit-
eracy and dragonspeakers among them. As such, many explor-
ers find this the safest tribe 1o approach, White Wanderers have
acald, chilly demeanor, and never let their emotions show,

The Stormwalkers were founded by a lawful evil blue
dragan. One of the smallest tribes, it is nonetheless deadly
in combat and therefore highly respeeted. The Stormwalk
ers have developed a monastic tradition that emulates the
natural attacks of the dragon.

The Frosthlades were founded by a lawful good white
dragon. While they ruthlessly defend the land from inter-
lopers, they seek to preserve the weaker tribes from the more
violent elans, such as the “r'l.ngl-r'.. of Fire. The Frosthlade
dragonspeakers have learned the secret of alchemist's frost
and use it as a weapon in battle,

The Totem Guardians are not a tribe, but an allianee
of elite soldiers drawn from many tribes. These warriors
defend Totem Beach and the Great Barrier of Argonnessen,
Typically, a dragonspeaker priest receives a dream-vision
ardering her to send a particular warrior to Tatem Beach
1o join the order, but in a few cases dragons have personally
visited a tribe to call 4 Seren to the guardians,

Seren adventurers (who do exist, although they are
extremely rare} can make use of exotic rules and prestige
classes such as those in Draconomicen.

HEIRS OF THE DRAGONS

Half-dragons are rare in the world of Eberron. Since the
First attempt by the House of Vol 1o reconcile the warring
races of elves and dragons by creating » half-dragon, such
intermingling has been viewed ps an abomination against
all that is noble and pure. Dragons do not breed with non-
dragons by choice, and they go out of their way (o extermi-
nate any half-dragon they encounter,
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That said, half-dragonsand draconic creatures (descen-
dants of half-dragons whose blood has been diluted through
generatiors) do exist. Legends speak of a tribe ofhalf-dragon

orcs spawned by awild bronze dragon in the Shadow Marches,
and of numerous half-dragon aberrations in Khyber pro-
duced by a mad red dragon devoted to a Cult of the Dragon
Below. Confirmed tales from Q)'barra describe half-dragon
lizardfolk and dinosaurs created to guard Haka'torvhak, "the
throne of the holy dragons.” Some tales (dismissed as base-
less specnlation) even claim that the half-dragon, half-elf

lich Erandis d'Vol is creating new half-dragons as part of
herattempt to regenerate her lost bloodline and recover the
Mark of Death.

Sorcerers in Eberron do not claim blood descent from
dragons, but they speak of mystical ties to the three progeni-
tor dragons—Siberys, Eberron, and Khyber. Some sorcerers
cultivate abilities reminiscent of dragons and adopt prestige
classes such as the dragon disciple, but they are simply emu-
lating the dragons they admire, rather than manifesting
latent qualities of hidden dragon bloodlines.

F——ﬁ

SHUGENJAS AND DRAGONS

Introduced in Oriental Adventures and Complete Divine, shugen-
jasare the priests of a relatively new religious movement
that reveres the dragons of Argonnessen. Discounting
the traditional gods of the Sovereign Host, shugenjas
believe that dragons are nearly divine, and that by emu-
lating them, members of other races can approach divin-
ity themselves. Theirs is not the totemic dragon worship
of the Seren barbarians (although some shugenjas live
and work among the Serens, huping to win converts), but
asophisticated set of philesophical teachings and precise
rituals designed to increase one's harmony with those
elements at the heart of the dragons’ power. Though this
Path of the Elemental Masters is still a young movement,

its practitioners divide themselves into eight mystical

orders, each focused on one of the four elements (air,
earth, fire, and water).

In Eberron, each of the eight orders has a kind of
dragon as its emblem and ideal, as shown below.
Shugenja Order Dragon
Order of the All-Seeing Eye Green
Order of the Spring Zephyr Silver
Order of the Impenetrable Crucible Blue
Order of the Perfect Sculpture Copper
Order of the Consuming Flame Red
Order of the Forbidding Wasteland Black
Order of the Gentle Rain Bronze
Order of the Ineffable Mystery Gold

M
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DRAGONMARKS

HEIRS TO POWER

Drugunmurhs are hr_!u fI'I'_I I_'I-:" h!r}udllnl‘s. iln{! IIFE'IJ'IVF 1 m:,'n.lrrln'l,ls wmf!’..
Only balf-elves can carry the Mark of Storm, for example. Either a human
ara half-arc can have the Mark of Finding, but a full erc cannot. One fact
1% cerlaim: r'r}-uu. possess a d |'.'|.g|,|r|:n:||'k. you must have a hlood tie o one
of the families that originally manifested that mark.

However, carrying the bload of a dragonmarked family does not
IIIIIFJI!IBIJ.I'.'I"T make yoou i member of tha r:'u'ru]:f'n]lnlmr ::l'gl:.:r.n.nlrr that
youwill manifest a dragonmark. By the edicis of Korth (see the next page),
a member of a drapenmarked house who marries into one of the noble
Families of Galifar must tever ties 1o his or her house. Furthermore, it is
possible fora member ofa dragonmarked family 1o be siripped of rank and
disinherited by the house itsell, asa result of some crime he has committed
or dishonar he has brought to the house. People banished from a house
are called excoriates, In the past, the house lords would actually cut away
the dragonmark of an excoriate, an act that often resulted in the death
of the victim. Today, excoriation is a symbolic gesture, but an excoriate
cannat hold howse rank aor make use of the house name, and members of
the dragonmarked houses are forbidden to aid or associate with one.

Because of the practice of excoriation, it is possible 1o have dragon-
marked blood in your Ta rrl.lly tree and never know i, :I“l:rwnl.x you Lo spon-
taneously and unexpecicdly manifest a dragonmark. Such unatiached heirs
are known as foundlings. Asageneral rule, the dragonmarked houses gladly
|:|:i||g fonu I"ll“i.l'lE.'\..I:lill'.’li inta the lold, The sins 1|rI|:||.-'E|a:|'P:|'|.I are not visited on
the child, and the interests of the house demands consolidation of dragon-
marks when it can. If you possess a particularly powerful mark, you might
reCeive pressure (o join a houste—and should ¥ hie seen as lI'Lrl.'.-"IIP:II.I:II.K its
reputation or business, the house might seek to climinate you.

Within the house, possession of a dragenmark does not autematically
equate to authority. The Favored in House feat represents influence based
on family conneetions, history, or personal accomplishments. Unless you
possess this feat, how the house treats you depends on what you do for it
N return.

In general, if you are an accepted heir to a house. you can get roam
iII'II! i'l-lll'lrlq Ak @ rl':f' 1'|.II'|,'|'-E I"l'll_'1i.'|'l'r lﬂ]r]lliug11 TU'I.I ml!’ht I'I.a'l\'r_ s} I'Iilt |r| il F‘EW
hours work in exchange for your dinner). Members of the house share
rumaors with you and discuss local news. If you're short on gold, you can
.'Llwu':r.-\. fd work at one of the house !:II.IMI.IIF'!M‘F.'L—IIHHIE‘:I you have 1o earn
vour wage like anyone clse.

For access to the greater services or resources of the house—whether
Arcane will'h\llil]’!'-_ rl'rr 1.Irk1"1'¥ 0 !1'"' Ilgl'llllll'lg rail. 0 rrrr .Il.ril]illg rl'l.lll'l
House Jorasco—you need 1o earn your influence. If you have the Favored
in House feat, you can use this influence to curry faver, Otherwise, the
lords of the house I::I:".’lt!ili.l'n'luu.uwl.I known as barans) :rlig'h[ .'II.'IIII'I’.I-']I:'EI Yo
with propositions of their own. As an adventurer, you are likely to be more
capable than many other members of the house. A baron might want you
ta recover a lost treasure, or Lo evipple a trade rival. In exchange for these
services, you can call in favors from the house (within reason),

While you might become Favored in House, as an adventurer you are
unlikely to hold any significant authority in your house. The dragon-
marked houses are businesses. The barons earn their ascension th'nugh the
ranks with years of dedication and management, and they spend their days
balancing budgets and monitoring house operations. Unless you're willing
Lo sel aside your sword Tor an account i:|1g ]cqlxﬂ', you should be content with
the influence you can gain from serving the house in the field.

POWER AND PROPHECY

Symbaols of power and mystery, dragonmarks manifest on certain members of
select bloodlines, Over the course of the last two thousand years, the families

WHAT DO YOU KHOW?

Knowledge (arcana)

DC 5: Dragonmarks are magical marks
that appear on the skin and grant
powers to their bearers.

DC 10: Dragonmarks are tied to spe-
cific bloodlines. The people bearing
these dragonmarks joined together to
create houses, which use the powers of
the mark for economic gain.

DC 15: You know the names of the thir-
teen dragonmarked houses and the
mark associated with each one. You
can identify the trade symbols and
seals of each house.

anledge {I:.imq'}

DC 15 The War of the Mark was
an attempt to exterminate aber-
rant dragonmarks. In the current
era, aberrant marks are grudgingly
sccepted, but the houses forbid inter-
breeding, and aberrants are still
viewed with suspicion.

DC20;: Accounts of the War of the Mark
imply that in the past people pos-
sessed aberrant marks with far greater
powers than those seen today.

Knowledge (nobility and royalty)

DC 10: You know the names of the thir-
teen dragonmarked houses and the
mark associated with each one. You
can identify the trade symbols and
seals of each house.

DC 15: You are familiar with the busi-
nesses and guilds of each house.

DC 20 You know the names of the lead-
ersand key figures within a particular
house. You are familiar with the cus-
toms and traditions of a house.

Spelleraft

You can recognize o specific dragon-
mark and the power it bestows
through visual examination. If you
are a member of a dragenmarked
house, you can identify the marks of
your house without a check.

Aberrant mark DC 18

Least mark Do 15
Lesser mark DC 20
Greater mark Do 25
Siberys mark DC 30



carrying these marks established themsclves as mercantile
dynasties known as dragonmarked houses. Today, these houses
are avital part of post war Khorvaire. House Sivis maintains
the messige stalions thit allow swifi 1qu-|:|:i5|:nr|.|:.r EoTmiTig -
nication. House Lyrandar and House Orien provide quick,
sale travel by land, air, or sea. House |orasco holds the keys ta
medicine and |1r:||'|:|'|x. hath I:I:I:'IE:iI.".‘II and mundane.
However, dragonmarks are only one aspect of the power
of the houses. Being able to use cure light wounds or perform
whishering wind anee per day is useful, but hardly enough ta
build & monopoly on medicine or communications, Over
the centuries, the houses experimented with dragonshard
focus ilems—magic items that enhance the inherent powers
ofadragonmark, From the speeking sones of House Sivis to the
lghtning rail of House Orien, these items transform the powers
of a dragonmark into the keys te commerce and industry,
“r}l::r:tl this, the houses spent hundreds ::r:p::ur.'h llrrrm'!-
ing their skills and absorbing smaller traders, creating vast
guilds that the people of Kheorvaire now know and trust. An
IIIrtlﬂ.l‘!Fll‘l' doesn't need the Mark af | Ill.‘\.l]i!-‘l]jl}' tado ]'I.In.jﬂ'l.l
{though it might make thae job easicr), but if he hos the sign
of Ghallanda over his door, travelers know that he has been
licensed by the Hostelers Guild and they can expect good-
quality serviee and food. The reputation and influence of the
guilds isalmost as significantas the power of the dragonmarks
themselves. Given the choice, a soldier buys his arms and
armar from a smith sanctioned by the Fabricators Guild.

THE EDICTS OF KORTH

When Galifar T was ||1|.:i|.1'|'ir|.§ hos klngliuln. he called
ogether the leaders of the dragonmarked houses and swore
to provide them with a safe haven and special status. In
Felurn, the houses agrl'm] o a sel af restrictions that i:r!—
vented them from posing a threat to the rule of Galifar or
that of his descendants, while allowing them to continue as
mercantile powers. The so-called edicts of Korth forbid any
member of a dragonmarked house from holding a grant of
land, and place limits on the size of house enclaves and the
armed forces that can be garrisoned at an enclave. Special
provisions are made for House Deneith, which has the right
to assemble military forces for mercenary serviee, The
edicts further specify that no member of the aristocracy of
Galifar can be bound to a member of a dragonmarked house
inmarriage without one ol the two givingup all |'u_-1'|l||!1_- and
rights. Since the houses do not own land, the edicts dictate
asystem of rents to be paid to the crown.

I the wake of the Last War, ihe houses continue to oper-
ate under the edicts of Korth, treating the local ruleras the
crown for purposes of the law. This authority allowed the lead-
ersof the Five Nations to demand that House Cannith :]r.-arrrul,r

the creation forges and cease production of the warforged
However. some of the dragonmarked barons are beginning
to question the edicts. These rebellious leaders say that the
houses are more f:r_:wrl'fl.l] than the Fractured remmnants of
Galifar—and that it is time to reconsider the relationship
between baron and king.

THE TWELVE

The War of the Mark was o defining moment in the history
af the dragonmarked houses. Many af the houses came into
existence as a result of the war, as the families carrying the
pure marks joined topether 1o face the aberrants and discov-
ered the power such an alliance could wield. At the end of
the war, Lord Hadran o "Cannith 1.ugxr5l!r1.| that the howses
formally cement their alliance by ereating a citadel—a center
for research and study of both arcane magic and the potential
of the dragonmarks. Theugh there were anly ten dragon-
marked houses at the time, the architect pnd artificer Alder
d'Cannith convinced the committee to name the institute
the Twelve, hased on his heliel that there were twelve pure
dragonmarks in addition to the shattered Mark of Death,
Alder was a brilliant man whose works had played a eritical
role in the War of the Mark, and the members of the cam-
mittes humored him—though few actually expected a twelfth
mark to appear. (The remaining two marks. Warding and
Finding, weren't "discovered” until after the creation of
the Kingdnm of Ga“.rar.}

Over the centuries, the Twelve has remained one of the
premier centers for magical research in Khorvaire. and only
the Arcane Gun!:'rs.-. can match its resources, The E:Il':i:l'l:"l-'l ry
focus of the Twelve is the study of dragonmarks and dragon-
mark focus items, and the development of new magical items
that can bhenehi hﬁ:‘it‘l}' {d.mtl furina Pl'nr:ll. for the huune:’.}. In
comhbining the skills and powers of the different marks, the
wizards and artificers of the Twelve have crafted remarkable
items. It took the combined skills of Houses Orien, Can-
nith, and Kundarak to create the spacious vaults that allow
Kundarak customers to deposit goods at one bank and
withdraw them across the continent. Airships, the lighining
rail, even the warforged—these things would not exist without
the spirit of cooperation found amoang the Twelve,

Should you rise high in the favor of a dragonmarked
house, you might be able ta call upon the resources of the
Twelve, This institute possesses imlu'r'_.;r.iw_- Arcane wnrk:ihu!}':
and vast libraries, and it draws upon the talenis of some of the
mast gifted artificers and wizards in Khorvaire—all of which
could prove |,|1.|ih.* uselul 1o an adventurer. Alier all, the
Twelve can nlways use someone 1o test new inventions—magic
weapons, dragonshard focus items, or other creations that
aren'l fquite stahle 4-|1|;1||E'|1 for ]ml'rlir s

P—ﬁ

SUBRACES AND DRAGONMARKS

T'he dwarf, elf, gnome, and hallling subraces detailed in
the Momiter Manual, as well as new subraces introduced in
Races of Stone and Races of Desting, are ull considered members
af the dragnnmarhcd races. However, the bloodlines of the
dragonmarked houses only manifest in the most common
subraces. For example, only high elves whe are members of
the House Thuranni ar House Phiarlan bloodlines display

the Mark of Shadow, and only hill dwarves from House
Kundarak display the Mark of Warding. A member of a
variant subrace—any character whose type is humanoid and
whose subtype is human, dwarl, ell, gnome, or hallling—
does qualify for the Aberrant Dragonmark feat, however,
since aberrant dragonmarks occasionally manifest among
these subraces.

_ﬁ
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DRAGONMARK TALENTS

Dr.ilxuumurks have existed for thowsands :)f'rr{.'lr:;. Ohwer the
centaries, the houses have honed their skills, adapting the
power of the dragonmarks 1o aid with specific tasks.

Dragon’s Insight
You can call on the power of your dragonmark 1o enhance
your natural abilities.

Prercquisiie: Least Dragonmark or Siberys
Dragonmark.

Benehit: As a free action. you can expend one of the
riuil'l,- uses of one of your F!Tﬂ“"ﬂmllrk powers to gain a =4
insight bonus on checks using a particular skill fora limited
time. The skill affected by this feat is determined by the
nalure 1Ir"|"l'|.lr Tllllrk!

Detection: Spot

Finding: Search

Hi:ru’“lnﬂ-. Handle Animal

Healing: Heal

Heospitality: Diplomacy

Making: Craft {any)

Passage: Survival

Seribing: Decipher Seript

Sentinel: Sense Mative

Ehilfll.ll'ﬁ" (.Ilﬂt]'lrr !I'Irrlrrlll'l‘lllﬂ

Storm: Balance

Warding: Search

The durstion of the bonus depends on the potency of the
draganmark whose power you expend. The bonus granted
Ir:" I.]'l.lh III.'.I'I Ili“'ﬂ.:"ﬁ ﬂFi]ll'ﬂ'.’i 1o al I.I"J‘-I one 1:]["': h {I'Fgﬂ r:ll'ﬂ.’i.‘- (ri
how long it takes 1o make such a cheek), a5 long as you begin
the check before the duration elapses. For example. if you
have the Least Mark of Shadow, the bonus applies to at least
one Gather Information check begun within | minute of
activating the ability, even though a typical CGather Infor-
mation check takes much longer than | minute.

Mark Duration
Least mark | minute
10 minuies

| hour
24 hours

] esseT lll".rL
Greater mark
Siberys mark

Shield of Deneith

You can channel the power of your Deneith dragenmark 1o
.It‘ FE:ll.I '\LILII'\.-!'“ ii: Ilul1lf|

Prerequisite: Leasi mark of Sentinel or Siberys Mark
of Sentinel.

Benefit: As an immediate action, you can expend ane
l'lnr]H'_le |]ﬂ|l}| uses |Fr :|.'lll,,|.r hl-‘l FL 1.|r SI.'IHI.!'IEI. |lrlE:1||||1J1'L L1
gnin a dodpe bonus to AC. This benefit lasts for a number
of rounds equal 1o your Wisdem bonus (if any) + 1/2 your
charactier level {minimum | round). The value tlt'j.u-ndn 0

the level of the mark charge that you expend.

Mark Dodge Bonus
Least mark +1
Lesser mark +2
Greater mark +3
Rihrr'!n mark -4

Swiftness of Orien
You can draw on the power ol your Mark of l‘a.-.mgf- b Lemi-
porarily enhance your speed or the speed of your moun.

Prerequisite: Least Mark of Passage or Siberys Mark
af Passage.

Benehi: As o swift action, you can expend one of
your daily uses of your Mark of Passage dragonmark 10
gain an enhancement bonus ta any of your speeds for |
round. Alternatively, you can grant this bonus to a erea-
ture you arc currently riding. The creature affected must
have a speed in the form of mavement to be increased (for
l-l:.'l:rnj;ﬂl-. you can't gain o bonus to ng,' .'\.I'I'I'I‘IJ 'irvlrn'u don't
have a fly speed].

The increase to speed depends on the level of the mark

r]1..'|.rg|.° that you r:l:lrrull.

Mark Speed Increase
Least mark +20 fi.
Lesser mark +40 ft
Crreater mark +60 fi.
Siberys mark «90 fi.

ABERRANT DRAGONMARKS

Common superstition helds that aberrant marks are a
taint on the soul—ihat the bearer of one of these marks
will invariably fall ill or go mad, Furthermore, aberram
marks can hold powers more dangerous than the pure
marks—ahilities sueh as frurmrls hands, tharm .F'"""N' rﬁa”mﬁ Touch,
inflict light wounds, and produce flome. Bevween the stories of mad
ness and the clear threat posed by these deadly marks, people
v:irw |]|.E I}Eill'rl"ﬁ llrflhﬁlll"Tlt drﬂgﬂrlll.ﬂlh'-wl‘h amix IJ"I rfﬂ‘
and suspicion.

I'sdilficult to say if there is any foundation 1o these fears.
r.l"l'.lj.lll' with aherrant marks tend toward evil al i:gr“:r‘lrllls.—-]:rul
this could reflect cither the sinister influence of the mark or
the abuse and distrust they suffer as a result of their marks,

F——————ﬂ

Famity NaMes: To b or NoT 1o D' 2

The naming conventions of the dragonmarked houses can be
mystifyingto those outside the houses. The first key to under-
:l.lnll'l.il..ll'l.x 15 ll‘lll‘ ‘1[' drﬂgl'llll'l'l-'l rLriE |1r1'||.|!l."..'1rr l'ii]llFlrl!rit I.Jr
multiple but related families. House Phiarlan consisis of the
Phiarlan, Tialaen, Shel. and Ellerenthi lines. while House
Cannith includes the Vown and Tellic lines.

Typically, members of 0 house use the house name
when dealing with others, saving their family names for

formal occasions—so Elaydren Vown d'Cannith usually
refers to hersell as "Elaydren d'Cannith” when dealing with
Irrl.‘lill.l" llllls«ll{r I.Jrl'lrl' i'l.r]‘ll.‘-r.

Thed' prefix, added afier the War of the Mark, identi-
fies bload families tied 1o recognized dragonmarked houses
and sets thase born of dragonmarked blood apart from the
rest of Khorvaire.

ﬁ—d



Mot all of these marks are dangerous: some grant harmless
powers such as feather foll or jump. Should you cheose 1o play a
character with an aberrant marck, there are no rules forcing
WL by I_Il'l'ilrlll" r!1:1|!

These superstitions are drawn from the past. Accounts
of the War of the Mark make clear that there was a time when
||i|‘f‘| rani ma r'k‘h l'1:l||.E|[ I'Flullllli'l Iliﬁl‘-'f' rs f‘ill' gl saler |]|-| n 1E'|f'
pure marks, Two aberrantlords—Halas Tarkanan and his
consart, a woman known only as the Lady of the Plague—
destroved an entire city with their aberrant marks, and
'r-H'J_' nids say that the death-curse of the 1 ar]:\.‘ af the PEnEur'
still lingers in the depths of Sharn, The stories of madness
might also be drawn from this time=—implying that while the
rﬁl rsl ||i'|F_I rinis I'IlllEli |'l‘lil||.l'|l'1 grr'.lh'r ]FIIWI'I"\, 1’1"‘1!' .||:1|.[1r|r".
took & terrible toll on body and mind.

Mo one knows where the first aberrant marks came
Irom Riilrll' 'u'l?' rII;I' IIIT‘. illlll" |r|:||'1‘n. Are KI!"& IIEIH|1F1'|':"5.
while the aberrant marks reflect the touch of Khyber, In
is a known fact that if two people of different dragonmark

bloadlines have a child, the I.'Ji.[..‘\E:IIIIIg 15 more likely to

manifest an aberrant r_!r:l;_runnnn"u than the pure mark of

either house. Such marks are known as mixed marks. and
as a result of this phenomenon the houses have forbidden
"II'I'FJII'I'IH Ilf'l"o\'l,'i"r'l r=1'ilgl:|r1r!1.|r'|.'r'r‘| IIIII'M Iyl]t SOIMer1mes
gberrant marks manifest randomly, in bloodlines with
no tie 1o any dragonmark house, Recently, aberrant
1'.[.11""- l‘lil"l']’l'l"ll. rLITioy 1"!] 5] gl'-lll' Krl"-ltl' r allll]ltil'!u

than have been seen in centuries, {These abilities

are reflected in the feats presented on this page.)
\.‘I one Flul'u ian I'KIJILI realacnn EIJI Il‘ll‘h S I'KI' in
aberrant power—but some fear that it is a
precursor ta the return of the Children of
Kt'l'\'l?l'l ||.I'|l] |i|l' (4.4 I'II.III! 'I:Ill'v\'l"l.'; ]ul‘|1 SEEran
the War of the Mark.

While aberrant dragonmarks can
be identified using Spelleraft, they can
never be mistaken for pure dragonmarks.
."||.||l"|'1'a'|1'|| lirﬂgl!.'.'l"“i\rli“ come 1n A W'Il[!
range of colors and shapes, and two tha
grant the same power might look entirely
different. Aberrant marks are often sur-
rounded by welts, boils, or otherwise
discolored Flesh.

Aberrant
Dragonmark Gift
tr‘l' ar ||I"'| ramt III |'..:|Ir'l|r'||'l|L % I"uIII'J'In.III'-
potent
Prerequisite: Aberrant Dragon
Mark.
Benchit: You ean use the xl-.a-II like

abillty pranted by your Aberrant Dragon

(RERTR L !:II e Limes I.lr'l |||.I‘r

Aberrant
Dragonmark Mystery

You can use the power |||.:\-1i-1lr' aber
rant mark to enhance vour magical
ahilities.

Prt‘rrlil!'i'-itF: Aberrant |'|1.|_glrn
mark. Concentration b ranks

Benefit: When you cast a
spell, imbue an infusion, manifes

n psionic power (see Expanded Psionics

Handbook}, or use n warlock invocation {see --.--:f.:.-r.- Arcane)
you can sacrihce s daily use af the 151-'“-||L:l:' abitlity L;l':lnfrrl
by your aberrant draganmark as a free action to increase
the caster level af the -.]lr-||_ infuston power, or invogation

by +1.

z‘!'tllt-'rrant Dragunmar]& V:igur
You can channel the energy of your sherrant mark to
enhance your health.
Fr(‘rri.[l.l:'illll'! .'\‘:Jl‘]'l anit ]:II .|'|:|i|:|||.-ll:-.
Benefit: As an immediate action, you can sacrifice a
daily use of the spell like nhll:l} |§|‘||I:'|".¢d by your aberrant
dragonmark to gain temparary hit points equal to your Hit

JJH e 1.;11‘"\1"' 1'|I.| |1I'\llr'|':‘\| IiI'L" Ior a maximum I'II I I!“I-Ilr

Heirs of House Thuranni,
.Ilfldrﬂﬁ-’lin. dlll; Dl.']'ll.'l.l !I
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DRAGONSHARDS

FRAGMENTS OF THE FIRST DRAGONS

Crystalline objects with tremendous magical potential, dragonshards are
one of the mos impurtant natu ral resources found in Eherran. As iron
shapes the technology of warfare. 5o do dragonshards shape the technol-
agy of mapic. Spellcasters and psionic manifesters use Eberron shards
to anerease their powers, The dragonmarked howses find Siberys shards
essential for enhancing and expanding the powers granted by their magi
cal marks, while the great elemental vessels rely on Khyber shards to bind
the elementals that give them their power.

Dragonshards appear as translucent rock ar erystal, with opagque veins
of swirling color embedded within them. These colerful veins move and
pulse as if the shard were a living thing. Most dragonshards ave less than
| inch in diameter, while some are as t:u'gr asa human Hise,

Siberys shards {also called sunstones or starmotes, and sometimes
justdragonshards) are golden crystals that are particularly valuable to the
:Ir.'rgt‘:lr: marked houses, and I11.|-].' are also coveled |::|'!|I the quar ol Riedra.
They fall from the Ring of Siberys that encircles the world, and thus are
found in equaterial regions fram Xen'drik te Sarlona. Most prospectors
of Sil:lﬂ't}'\. shards work in Xen'drik, sinece the L‘ungrrr\. there are at least
less organized than those found in Riedra or Argonnessen. Scions of the
dragonmarked houses can attune Siberys shards 1o their own dragon-
marks, fashioning them into focus items that enhance their spell-like
abalities. The Inspired of Sarlona use them to enhance their psionic abali
ties, actually embedding the shards into their bodies to gain the powers
they contain.

Eherron shards {:1{!:?_11 called bloodstones or bloodshards) are red
or pink, with vivid scarlet veins. They usually appear in geodes buried in
sail (ofien in large clusters), and are found exclusively in Khorvaire and
Aerenal, They have a broad affinity for magic: Spelleasters can attune an
Eberron shard 1o a specific spell to enhance the effect of that spell when
itis cast on the shard. Wizards can also encode their spells in Eberron
shards, using the shards in place of a spellbock. Psionic characters can
use Eberron shards to create power stones, and these shards are ideally
suited for use in the creation of different kinds of magic items that sore,
ahsarb, or enhance spells.

K11}-|:Jrr shards {also called l1|g’111-\.h.1 rds or 1'|.1_'||1|:1||'\.rr:||1|-1,:| are '\.lllr_]h'!"
in color, with veins of midnighe blue or oily black, They appear deep
underground in veleanic regions, usually near magma pools or sulfur
wEenis. Thr:.- are most common in areaswilh extensive Rendish or elemental
activity, such as the Demon Wastes. Khyber shards have a marked affin
ity for the magic of binding. and as such they are particularly useful in
conneciion wil i'l !hr r]r11‘|.rr|l:li i'l‘lllllll'lg lrl'il'lllrll.lfﬁ“llill ]'Iﬂ"l‘ 1EF|'FIIII'IPTI irl
Zilargo. They are also common components of binding diagrams, trap the
soul spells, and similar magic.

Shard Vaolue Range Average Value
Siberys
Small 4dd X 25 gp 250 gp
Large 44 2 200 gp 2,000 gp
Greater 2d4 % 1,000 gp 5,000 gp
Eberron
Small 1d8 gp dgp. Bsp
Greater 4ddd X 10 gp 100 gp
Khyber
Small 4 2 TH Ep 750 Ep
Creater 4d4 X500 pp 5.000 gp

WHAT DO YOU KHOW?®

Knowledge (arcana)

DC 10: There arethree kinds of dragon-
shards, named after the three pro-
genitor dragons: Eberron. Siberys.
and Khyber shards.

DC 15: Siberys dragonshards can
enhance the power of a dragonmark
invarious ways, from applying meta-
magic effects to the spell-like abilities
granted by a dragonshard to granting
entirely new abilities to a dragon-
marked character. Eberron shards
hold magic—whether used as a wizard's
spellbook or as 8 component of a spell
storing item. Khyber shards are used in
the magic of binding: trapping souls
or binding elementals.

DC 20, Siberys dragonshards fall from
the Ring of Siberys and thus are
most common around the world's
equator—particularly in Xen'drik.
Eberron shards are found in the soil
of Eberron and Acrenal. Most Eber-
ron shards on the market come from
the Shadow Marches. Khyber shards
are excavated from deep underground
invelcanic regions. particularly the
Demon Wastes.

Knowledge (geography)

DC20: The Shadow Marches are particu-
larly known for their felds of Eberron
dragonshards. Siberys dragonshards
fall in great showers from the Ring of
Siberys, coming to ground in Xen'drik,
Sarlona, and (presumably) Argonnes-
sen, Khyber shards are found under-
ground in the Demon Wastes and ather
voleanic areas.

Knowledge (nability and royalty)

DC 15: The dragonmarked houses have
keen interest in Siberys shards because
they can enhance the magical abilities
of marked individuals. House Thar-
ashk is deeply involved in prospecting
for all kinds of dragonshards.

Knowledge (psionics)

DC 15: Siberys dragonshards can be
crafted into universal items that can be
implanted into the body of a kalashiar
or Inspired to grant unusual powers.
Eberron shards can be used to create
powerstanes, holding a single psionic
power for later use. Khyber shards have
no known psionic use.



DRAGONSHARD ITEMS

The weapons described here incorporate dragonshards into
II'II"Ir construction |'||'|.|‘ use 1}\?_‘ I.II-J‘1I1I1=FL I'_\I‘ !hc ihafl’l'- [ L8]

generate particular magical effects.

Bloodstone Blade

A bloadibane blade is a + | longswond (or occasionally s different kind

of weapon) containing an Eberron dragonshard attuned 1o
the .-'|'nl|'||r'| terech ‘-:I!‘I.I.. .1”||'|.\-ir:|_g bt -\.|:|vr-|| 1 be delivered by
the blade repeatedly without recharging. and in an empow
ered form.

Dl"il r;Pi ;UI'I: T ]II.‘\ ﬂ“llrl! 15 III.JI !_:!'I.J ||’.1I':II" E.Ill.i"ul ‘||r'1'|.
with powdered red dragonshard corelully inlaid inte intri
cate designs along the blade,

Activation: When you strike a creature with o Mooditone
bode and the creature takes lhlrl]ﬂ“l‘ from the weapon ithe
weapon can deliver the effect of n vampirie touch spell as a free
action if vou desire.

Effect: A bloodstone blade can hold a vamiriric fantich '\.[_1|-||
as if it were o spell storing weapen. Any such apell is automati
cally empowered by the blade, even if the original caster does
nat have the r.|1||1_||.|1.'\.:':|' .":_]lr“ Feat, Aswith a normal 1]1#“ sfor
ing weapon, the pampiric touch effect uses the eripinal caster's
caster level. No more than one such spell can be held by a
hlaadsione blade at any time, and no '\.lwll olherthan ..|lr'_|!|-'r|.'
touch can be stored within the weapon.

Aura/Caster Level: Strong evocation and necro-
mancy: GL 12th.

Construction: Crali M agic Arms and Armor, o i firis
towch, 12th=-level caster, 6,315 gp 480 XP. 12 davs. Creat
ing a bloodstone blade requires first attuning the Eberron
dragonshard to the spell it will hold {see page 265 of the
Engrmon Campaign Setting for details).

Weight: 4 lb.
Price: 12,315 gp

Nightshard Maul

-I-Ih.l\ "" _:_".'I:.';run!l 1% \'Illlllrr1 I-'¢'|‘|1'| K]I}'i]'r lllﬂglﬁrl‘-l‘lulrl!\
mined from areas near where couatl spirits hold the ancient
fiend-lords of Khyber imprisoned in their coils. The
l] I'algii1l‘-1|a|rll‘h ! I.JII.-'Iirl |.r.lslr|.1"rll'\.1||—|l.l|.lli:| ]I-IJ“'."I J.I.I‘ PRAPICES,
making s nightshard moul u dangerous weapon—to hoth the
wielder and his foes.

l}f'ﬂl'l‘ipl;“:l: SE"'\'FIJI. ﬁrl'lll‘L'I' III\-\[-'II‘| |'1?||||.1l]||l'lg
inky black veins of color stud the hitting end of this heavy
greatclub. Bands of dark iron ring the elub, and the handle
is carefully wrapped in midnight-blue leather. When it is
Wl"']rifd in {'l:lrfl1"||||_ Fllfrq\ |_'r||.{'kt1'“| '.Il'll'lll'll'l |i'|f' firil“lir‘-
shards, flashing beth light and dark.

Activation: By clutching the handle of the maul and
ﬂl}f'll"f'"llrﬂllrﬁt Ial '..Iqlnri.l]'r! RCLION 1!1-.1" lll!-l“r ot ]lrl,'li'l_'lLl'
attacks of opportunity). you can use delect thoughts. turn ethe
real, o1 II.'l.'|'|.r'I4-'|:l-F..

All ather powers of a nightshard maul activate auio-
matieally when you swing it at a foe, as the crackling
I'III'IE-.':- |l|||||I'||.i IL& i'll'-l‘l I.Jfal.l.‘u exira Tlulllln.'lﬂl" W] :I;IJ'.I‘I ||||'¢.J
evil opponents,

Effect: In addition 1o its +] enhancement bonua, a
.'III."EIlurII.'rrrI r.'||'||.'lI I'll":ll'- an extra ]t!G F]r_lfl'lis I_'I!I IJﬂTl'l_ﬂ,ltl_" 1o cren
tures that are either pood or evil. and it overcomes damage
reductiaon as iF it were both o good .||||_l:|1.4-;| WEApOn and :: n
evil-nlipned wenpon.

‘ll.jllii" |}|f' I'I'Iul.l.l.l IS Inyour I'Hi‘r‘hl“a‘hlllrl. VOUuCan use |.J|"'I'|'I
.'.II-mlu.lll-\..ﬂ will (DG 13), Onee per r|.|:.-'. you can turn ethereal
for 5 rounds (as ethereal jaunt, except that you can't end the
.]u ration l.il'l.'r'l'hlllJI-!"I\ ), Also once |:|1.'|: tl.-l'r'. you cin ut.r'_fh-_.".
wigrrfili, bt only 1o change your own shape (you cannot target
another ereature with this ability).

1 you are eil her ;._{llml or evil, you tnke a =1 Fn:'n;i:r'\_.
on saving throws while vou ea rrya -"||_g:|||I'\-."H||'|.J maul. T he
WaArring spirits of 1_:|_u,_u,i and evil held within
the !]I.Igllll\]l.ll'r]:\r tuke their toll an
your own soul.

Aura/Caster Level: Moder
ste necromancy and tEARSMULE
tion. CL Teh.

Construction: Craft Magic
Arms and Armor, 26,305 Ep-
2.080 XF, 52 days.

“'Eighl: 10 1k
Price: 52,305 gp.

Those who use

dr.:rs’unh!lﬂ r{] “ﬁp{ln‘

wield the power of the
.rul'l.'r.\. Ilrrrl,'nh"un
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DROAAM

MONSTERS OF CIVILIZATION

Most inhabitants of Droaam would be considered monsters in any other
natien, but in their own land they maintain a semblance of civilization,
and some even become adventurers, The table on the following page sum-
marizes favored elass, Hit Dice, level .'delnlrnl-nl. and .-\.rarli:ll.g elTective
character level (ECL) for the most commen races of Drosam. The Monster
Manual provides more information.

Gnolls live and fight amang all of Droaam’s various power groups.
This neutral stance amid the chaos of factions jockeying for power
makes them semething of a stabilizing influence. They are increasingly
cammon a8 mercenaries and even menial laborers outside Droaam,
thanks 1o the efforts of House Tharashk. Pl_"HFIII‘_‘ rl:g:lrﬂ them with
unease, buttheir widespread presence isbuilding acceptance for them
in the wider world. Roces of the Wild has mare information about playing
grur” characiers,

Goblins live in Droaam primarily as the slaves of ogres, ores. and
other races. Being the weakest race in a society that conceéntrates power
among the strang makes life difficult, and few Droaamite goblins ever
rise to positions of power (including adventuring). Goblins are common
inthe cities of Khervaire, particularly in the west, so the presence of a
Eul}liu LN Qg rOup arely ramses l"':'!'].'ll.‘l.']w!‘i-. A gﬁ].‘:l.l.:ll. who asserts his :'igh'l..\.
and speaks his mind isa different matter, however, and such creatures are
rare indeed.

While nat exactly common. half-ogresappear with same regularity in
Dronsm, where ogres are among the most powerful and respected Hgures
of authority, They are not as sirong a3 their ogre parents, nor as smart
as humane or the more intelligent monsters that run affairs in Droaam,
(T4 ] 'L"-"II' work as (]1|'uf| sellswords or laborers, sametimes lI'i!\'FIiTIE |!:||-1I.-|:||'||:!
Droaam under the auspices of House Tharashk. Roces of Desting has more
infarmation about playing half-ogre characters.

Harpies are one of the most important power groups in Drosam
Harpy flights have inhabited the Byeshk Moumntains since ancient times.
A number of them have recently migrated to the Great Crag to serve the
Daughters of Sora Kell, but six flights remain in the north

Hill giants are the most physically powerful of Droaam's commoen
inhabitants. but their slow minds and chaotic tempers make them potent
faollowers rather than warlards in their own r1ghl. Hill xi;l.nls live in
almost compleie independence in the foothills of the Graywall Moun-
tains. Hill giant player characters are liable to draw stares or screams in
muosi humanowl setilemenis l;wilh the Iun'\.lhlr F!I'FE:II:irJI'I of Stormreeach,
in Xen'drik).

Medusas are perhaps the most monstrous residents of the monster
malion. T'lli'"l_v appear 1n greatest numbers in the ancient l'i.l:r' ol Cazhaak
Draal, underthe rulership of the Queen of Stone. They anre greatly feared,
bath in Dreaam and beyond, A medusa traveling outside Droaam must
hide her true nature or be attacked as a threat to [‘""11] = H:Ifrl‘l.'.

Fiercer and more bestial than ogres, minotaurs do not live in orga-
nized communities in any large numbers. Most minotaurs in Droaam
reside 10 isolated wilderness areas, but individuoals are f:-rqnunll:.- LEET
in the Great Crag und Graywall, delighting the crowds as pit Aghiers.
Minotaurs traveling beyond Droaam have a harder time finting in than
ogres, hut are not usually attacked on sight.

Ogres form the backbone of several power groups in Droaam. Just
smart enough to throw their weight behind powerful warlords such as
Goradan Ashlord or Tzaryan Rrac. ogre enforcers keep hordes of diverse
humanoids and rebellious slaves in line. Ogres are respected in Drosam
and reasonably well acceptred in the world beyond.

Ores live in a few scattered tribes in Droaam, neither as populous as
gul}linuidn NOF a% COmmon as II-'"'-!" arein the Shadow Marches. Most ores

WHAT DO YOU KNOW ?

Knowledge (geagraphy)

DC 10: Once officially a part of
Breland. Drossm is now the nation
of monsters. Its population consists
of gnolls, ares, goblinoids, giants,
and monstrous humanoids.

DC 15: Droaam is governed by three
hags called the Daughters of Sora
Kell, who hold court in a metropolis
called The Great Crag. It is s nation
in only the loosest sense of the ward.
Though the hags petitigned to be
included in the talks leading to the
Treaty of Thronehold, they were
rejected and are not afficially rec-
ognized as & nation. The rulership
of the hags is fragile, with a system of
tribule serving as the anly real gov-
ernment keeping the various clans
and warlords in line.

DC 20: Other powerful groups in
Droaam include the Dark Pack (were-
wolves and worgs that roam the south),
a fire giant named Goradan Ashlord,
a community of medusas led by the
Queen of Stone, and the followers of
an ogre mage named Tzaryan Rrac.

Knowledge (history)

DC10: Numeraus ruins from the ancient
hobgoblin empire of Dhakaan dot
Droaam’s landscape.

Knowledge (local)

DC 15: Laws are loake in Droaam. The
strong get what they want, but the rich
can buy their way. Bribery, slavery. and

arena Eﬂmbﬂt Are COmMMmon.

Knowledge (nature)

DC 10 Giants and monstrous human=
oids, particularly ogres. harpies,
minotaurs. ogres. and trolls, live in
the monster nation of Droaam.

Knowledge (nobility and royaley)
D 15: House Tharashk acts as a broker

for the services of Droaamite mer-
cenaries across Khorvaire. House
Deneith resents this intrusion intoa
field traditionally its own.

Knowledge (religion)

DC 10: Most inhabitants of Droaam
hate the Chureh of the Silver Flame.

RC 15: Priests of the Mockery and the
Shadow are found in communities in
Droaam, along with a few cults dedi-
cated Lo the Dragon Below.



in Droaam live under the rule of the ogre mage warlord
Tzaryan Rrac in the southwest of the nation, and west toward
the Shadow Marches. Ores find widespread acceptance in
the outside world.

Trolls are uncommon in Droaam, mostly living in
small bands in the mountains. Like hill giants, they are
recruited as muscle for more order-minded warlords—a role
they fill admirably well. They are not welcome in humanoid
settlements beyond Droaam’s borders.

Favored Racial Level Starting

Race Class HD Adj. ECL
Goblin Rogue — +0 lst

Orc Barbarian — +0 1st

Half-ogre Barbarian — +2 3rd
Gnoll Ranger 2d8 +1 3rd

Ogre Barbarian 4d8 +2 6th
Minotaur Barbarian 6d8 +2 8th
Harpy None 7d8 +3 10th
Medusa None 6d8 +4 10th
Troll Fighter 6d8 +5 Ith
Hill giant Barbarian 12d8 g 16th

GRAYWALL:
GATEWAY TO DROAAM

The small city of Graywa]] (populalion 65,300) lies near the
border with Breland to the east, and it houses the greatest
population of humansand other common humanoids in all
of Droaam. It is as far as most visitors ever venture into the
monster nation. A mind flayer named Xor'chylic serves as
governor on the hags' behalf, enforcing order with ruth-
less efficiency.

Graywall consists of roughly formed buildings hewn by the
strength of ogres into alien shapes pleasing to Xor'chylie but
disturbing to most visitors. Most of the buildings are scaled
to accommodate large creatures.

The eastern quarter of the city houses humans and
members of the other common races. This area, called
Thajnarr (from an insulting Giant word for humans),
boasts a handful of inns and taverns that provide human-
sized accommodations and serve meals palatable to human
tastes. The city hasa small temple to the Sovereign Host, but
no open worship of the Host exists. Many residents of the
eastern quarter are at least as unsavory as the monsters that
inhabit the rest of the city, but House Tharashk maintainsa
semblance of justice and order there under the leadership of
Lord Khundran d'Torrn, a half-orc dragonmark heir with
the Lesser Mark of Finding.

Merchants from across Droaam come to Graywall to
purchase goods brought in from the rest of Khorvaire.
Would-be mercenaries hoping to find employment also
crowd the marketplaces. In addition to House Tharashk,
House Sivis has a small outpost in Graywall, while House
Orien maintains the trade road that connects the city to
Breland and runs on to the Great Crag. House Deneith
offers protection services to caravans headed for the interior
of the country. Humans traveling beyond Graywall are well
advised to bring such protection.

Xor'chylic maintains order in Graywall with the assis-
tance of a security force consisting of gnolls reinforced
by minotaur, troll, medusa, and harpy officers. The elite
agents of this security force are rightly feared in the city, but
none so much as the mind flayer itself.

F—————_—q

DunNGEONS OF DROAAM

Droaam is a fine place to win a fortune in ancient treasure
or to make your name as the surveyor of Dhakaani ruins.
But you'd best be careful traveling through the land of
monsters—especially if you wear the Silver Flame.

Cazhaak Draal is the most famous ruined hobgoblin
city in Droaam. It's certain that treasures and other items
of historical interest lie within its ancient walls, but a band
of medusas has control of the place, and other petrifying
creatures wander freely there, The Kech Volaar clan of
Darguun also has an interest in the place. Nearby Suthar
Draal is slightly safer.

Everyone pays attention to the big ruined cities, but
few people and only slightly more goblinoids care about
the isolated shrines, temples, palaces, and necropolises
that dot the Droaam countryside. Many of them sit atop
entrances to Khyber's deplhs—or. more accurately,
eruptions from Khyber's depths emerge beneath these
small ruins, through passages opened by the daelkyr
as palhs of attack. Thus, like the ruined cities, these
ancient sites are infested with aberrations, and some

sites are still centers of worship for the Cults of the
Dragon Below.

The Byeshkand Graywall Mountains hold abundant
resources of byeshk, a purple metal widely used in jewelry
as well as for bludgeoning weapons. Such weapons are
particularly effective against daelkyr and some aberra-
tions. The Dhakaani hobgob}ins mined byes]‘lk for use
against the daelkyr, and some of those mines still exist.
Many of them, however, remain inhabited by the descen-
dants of the horrible creatures the daelkyr sentin to shut
the mines down.

Some of the most interesting sites in Droaam are
literally dungeons. Beneath the lairs of Droaam’s surface-
dwellers, extensive prisons, labor camps, and slave pens
extend deep into the earth. Some find themselves in these
dungeons unwi]lingly. some attempt rescue missions there,
and some stumble into these places upon emerging from a
trek into Khyber. Whatever brings you into such a place,
getting out is often even more of a challenge.

_——é
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DWARVES

GoLD FUELS OLD FEUDS

The Mror Holds are home to twelve great dwarf clans. Each clan has its
own stories, customs, and territory (which the dwarves call holds). Many
years have passed since the dwarves fought each other in the mountains,
but their memories are Iong, and the clans neither for‘get nor forgive the
feuds they have with one another. These feuds were once bloody affairs
settled with axe and shield, but in these enlightened times, dwarves use
more sophisticated tactics. They battle over business contracts or games of
skill; they support different athletes and undercut each other's mercantile
enterprises. Some dwarves still turn to blades to settle their disputes, but
the weapons are now wielded in shadow and gleam with poison.

Mroranon is one of the most powerful elans in the holds, and it lends
its founder’s name to the nation as a whole. Its mines produce the best
iron ore in Khorvaire, allowing Mroranon to build strong diplomatic
and mercantile ties with Breland. Mroranon seeks the destruction of the
Jhorash'tar ores, who hide in the Ironroot Mountains. The elan has feuds
with Kolkaran, which uses its mineral wealth to undercut Mroranon's
iron trade; with Soranath, whose founder quarreled with Mror in times
of legend; and with Toldorath and Tordannon, who seek to grant the
Jhorash'tar the full political power of a Mrorian clan.

Doldarun iswealthy, withalarge number of gold and silver mines within
its hold. Doldarun hasalso discovered deposits of mithral and adamantine in
its territory, and it is deeply embroiled in foreign affairs. Doldarun dwarves
are master entrepreneurs, playing their customers against each other and
always finding the right market and highest prices for their goods. Histori-
cally neutral in the dwarven wars, Doldarun has no feuds with individual
clans, but no firm allies either. Doldarun seeks to use itswealth to outmuscle
the other clans and emerge as the de facto ruler of the Mror Holds.

Droranath is a throwback to earlier times. Its warriors are tempera-
mental and train to enhance their natural rage; naturally, the clan boasts a
large number of barbarians. It battles the Jhorash'tar continuously, which
puts it at odds with Toldorath and Tordannon. Droranath has a lesser
concentration of natural resources than most other holds, but it contains
enough to make it a decent power and a worthwhile ally. Droranath mer-
cenaries command high prices throughout Khorvaire.

Kolkarun shifts allegiance constantly. Its history inecludes feuds
with each of the other clans at one point or another, and its allies change

h—ﬁ

DuerGAR AND DREAM DWARVES
Accordingto one legend, the duergar (detailed in Expanded Psionics Handbook)

are the debased remnants of an ancient dwarf kingdom that was destroyed
during the Daelkyr War. Another legend ties them to the vanished Clan Nold-
run, and they do seem to be most common in the depths of Khyber beneath
the southern peaks of the Ironroot Mountains—near both Noldrunhold and
the Goradra Gap. Some say their exposure to the mind-twisting magic of the
daelkyr gave them psionic power similar to that of the mind flayers, while
others blame interference by the quori. The duergar believe themselves to be
the most ancient race of dwarves (certainly not the descendants of a clan that
vanished only four centuries ago), but the truth is impossible to ascertain.

Dream dwarves (described in Races of Stone) are found in the Mror
Holds, blending in with their cousins. They are most commonly seen near
Mirror Lake, but even there they are rare.

Duergar and dream dwarves occasionally possess aberrant dragon-

marks. (See Subraces and Dragonmarks, page 47.)

M

WHAT DO YOU KNOW*?

Knowledge (geography)

DC 10: Once part of Karrnath, the Mror
Holds is now a nation composed of sev-
eral semi-independent dwarf clans.

DC 15: The governing body is the Iron
Council, which rules on matters that
affect all the clans in the Mror Holds.
The clans do not cooperate especially
well; many have longstanding feuds.

DC 20: The Aurum has a strong pres-

ence in the Mror Holds.

Knowledge (history)

DC 15: The dwarves fought each other
for thousands of years before Karrn
subjugated them and forced them to
swear fealty to Galifar. The dwarves
broke from the Five Nations during
the Last War,

DC 25: The dwarves' ancestors came to
the Mror Holds about twelve thou-
sand years ago. The current clans are
the descendants of exiles; nothing
remains of the dwarves' original
homeland in Khyber.

Knowledge (local)

DC 10: The dwarves are renowned bank-
ers and entrepeneurs. They place
great stock in personal appearance.

DC 15: A tribe of orcs called the
Jhorash'tar shares the mountains with
the dwarves. The two races have battled
repeatedly over thousands of years.

DC 20: Mrorian dwarves like to stand out
on the battlefield. They wear enam-
eled armor, name their weapons, and
develop distinctive battle cries.

Knowledge (nobility and royalty)

DC 10: House Kundarak, the dwarven
dragonmarked house, has its head-
quarters—and wields considerable
influence—in the Mror Holds. House
Sivis assists Kundarak in its banking
endeavors.

DC 15: The ruling family of each clan

has the same family name as the clan.

Knowledge (religion)

DC 15: The Sovereign Host is the reli-
gion of choice in the Mror Holds.
Most dwarves revere Kol Karan.

DC 25: An active volcano called the
Fist of Onatar stands in the southern
Mror Holds. The dwarves believe it is

sacred to Onatar.



asrapidly as its enemies. Nevertheless,
Kolkarun dwarves are shrewd entre-
preneurs and charismatic negotiators,
and their wealth allows them to supply
potential allies with gifts. The other
clans view Kolkarun as opportunists,
while Kolkarun dwarves see them-
selves as smart enough to always pick
the winning side. Currem.]y, Kolka-
run has diplomatic ties to Aundair,
Karrnath, Zilargo, the Talenta half-
lings, and the Emerald Claw. It counts
Mroranon and Soldarak among its
allies in the holds, and for the last
couple of decades it has maintained a
growing feud with Doldarun, which
seeks to discredit Kolkarun.

Clan Kundarak has become
House Kundarak. It has no voice on
the [ron Council, the Mror Holds’
ruling body, and claims to be neu-
tral. Despite that claim, Kundarak
has great influence, and the other
clans constantly vie for its favor.

Laranak’s feud with Londurak
is legendary. All dwarves know of the
mutual enmity these two clans possess,
and it was only with reluctance and gifts
from the other clans that the two agreed
to work together to present a unified
frontat Thronehold. Their councilors
disagree with each other out of habit
and ancestral hatred more than reason.
Now, the two clans wage their private
war inwhatever socially acceptable ways
they can, each shiﬂing alliances with
the other clans to outplay the other.

Narathunhold contains mines of
precious gemstones, and Narathun jew-
elersare among the best in the world.
They work with Mroranon to create
ceremonial weapons and with Doldarun
to create fine jewelry. Narathun feuds
with Droranath, which it says reneged
on a business deal long ago, and with
Toldorath and Tordannon, which it
believes robbed it in ancient times.

Noldrun disappeared about four g
hundred years ago. Rumors abound 0
as to the cause, and most consider
its lands haunted and avoid them.
Mroranon, Toldorath, and Tordan-
non (all of which feuded with Nold-
run) were not unhappy to see it go.

Soldorak is wealthy, and it envies House Kundarak's
power and prestige. It attempts to discredit and undercut
the dragonmarked house whenever possible and uses its
wealth as a weapon against the other clans. Its uncompro-
mising business dealings have put itat odds with most other
clans, particularly Mroranon and Doldarun, but it works
with Soranath to find markets for their mutual goods.

Soranath possesses excellent crafters, who work with
other clans to produce finished goods from their raw
materials. As such, they are friend to all, though the other

MROR HOLDS

BY CLAN

7. LONDURAKHOLD

1. MrorRANONHOLD 8. NARATHUNHOLD
2. DoLpAarRunHOLD 9. NOLDRUNHOLD

3. DRORANATHHOLD 10. SOLDORAKHOLD
4. KoLKARUNHOLD 11. SORANATHHOLD
5. KunparakHOLD 12. TOLDORATHHOLD
6. LARANAKHOLD

13. TORDANNONHOLD

clansresent being unable to match Soranath's skill. Sor, the
clan’s founder, quarreled with Mror in ancient times, and
their clans continue the feud today.

Toldorath and Tordannon are longtime allies and
persuasive diplomats. They currently lobby to grant the

Jhorash'tar orces full ¢lan status, a proposition that Mrora-

non finds reprehensible but that the other clans are willing
to consider, Toldorath and Tordannon are the most adept
at using their wealth as weapons, and many members of the
Aurum hail from these clans. They have longstanding feuds
with Droranath and Narathun.
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ELDEEN REACHES

THE WOODS OF THE WEST

Staries abound of the mysteries that lurk in the depths of the Eldeen
Reaches. The Tower i:l'tg Waood s vast and angient, and hu |'||:u|i1:.l hilrr.'l:,.' has
afootheld in that forvress of nature. Fey dance in untouched groves, and
dire animals slumber in the deep woods, But where danpger lurks in this
jur imeval wilderness, much of it is far Mrom natural, Thousands< uf:.-.-.a s
before humans came to Khorvaire, the forees of Xoriat fought the ore
Gatekeepers in the Eldeen Reaches, and the scars of that terrible war suill
remain. For every dryad, there is a dolgrim; for every unicorn, there isa
runchound. These horrible aberrations have no place in nature,

The forests of the Eldeen Reaches hold endless possibilities for exeit-
ing adventure. Planar portals lead to Thelanis, the Faerie Court, and
II‘“TI.!rl:"ﬁr TONES ]I.I'Ih. (4] |]'|I' Tw1||.s|1l Fl'll'l"\r I_Ir I..'|1r|.:| noia a r!r! 1LlF .['-.'Il.il.ii"ﬂk
Night of Mabar as well. Ancient ruins hold ore artifacts lost in the war
against the daelkyr. along with sealed portals leading into the depths of
K!1:;I)I"r !.FKF!I..!:I.I':" EIFII"“\ roam II'IF I‘IE‘I'1F wilil“!‘- “JI'IlIS‘MIIIF WIEI! FF:«'. IIFI'JII
shifters, nomadic centaurs, and other creatures—some helpful, some
hostile, some merely xenophobic.

[jll |]'|r l]l]l!‘l']l-lrlll. (5] I]illull':c' JlilEL :.J.LII |i'||' RI'-‘I‘"'IP‘\ l‘llﬁlllr as WEI.l.-]—!'IE'-F
people fall into two distinet culiures: the farming folk of the castern plains
and the people of the woods,

-Il'ble !’i]] iners ]J'l'i‘ o ‘hF easlern I'l]gi‘ ar[]'l“' .Il'lﬁwl‘l II'IS “‘l’iﬂil. -rllle.ll
ancestors were citizens of Aundair, but their grandparents and grea
grandparents turned against the lords of Aundair during the Last War,
when the princes of Galifar abandoned them. The plains falk live simple
lives, but they are rugged and proud, Most have teken up the belielsof the
druids. and villages have druid advisors. Their placid life was shatered
during the Last War: Family holdings were obliterated, and society turned
ull'\.uh: down as the young !u'r1l1||~ lelt the fuel towns of the Reaches for
the bright lights of the distant cities.

I'he peaple of the woods hid from the eyes of Galifar, and most
E:Il'rrl":l' the solitude ol the TI:I'WI'TI:II.g Wood ta the bustle ol the Five Nations.
Shifters and centaurs sometimes live in their own isolated tribes, but the
forest folk prefer to live in small mixed communities—human, elf, and
whifier I-i'\l'l.llg side 1}:..' siile. Ti:r:f follow the Faith of one of the druid secis,
but only the most exeeprional actually become druids or rangers, joining
the parrels that puard woods and plains alike.

Maore than any other factor, the druid sects of the Eldeen Reaches
define the character of the navion and s people, A community's natare
can be best understood by learning its relationship to these secis,

P—ﬁ

RAcEs oF THE ELDEEN WILD

Centaurs are most common in the western forests near the Twilighe
Demesne, and they maintain good relations with the fey there. They also
ringe 'All.]l"l'\ !]I1'1F1Jg1l‘l‘1lt 1E1[‘ ]‘.i“l“"f"ll R.r-ll. hr'.'\.. Sr'rr' Ellll“u ‘"_'rllhf h‘llrl.ll I.IF| more
information about playing o centaur as a character,

Golimhs are mountain-dwelling nomads who form scattered com-
munities in remote mountain areas, including the Shadowerags in the
I:Illl"l'f1 HFIII'I‘IFM a'll'lll W""Fl'ill rnlrlﬁ'l"‘ n }:I‘TIIJLTIL. II‘.!I'I" llrlg'll'lil!l‘li m
Xen'drik, but most abandoned that continent with the rise of the giant
civilization. Goliath wanderers are occasionally seen across K horvaire and
NI"'II.II.I'I'I.L rrl‘lf‘ll ||.rrF1.‘|r:i|' rousins, !II-I" f'1'| Ilrgil rglll‘h_ !1'-'!' 'irl i.l JHIIJ r"‘gllﬁll‘,
including the Frostfell and the lechorn Mountains in the Eldeen Reaches.
Goliaths and feral garguns are described in Races of Stone,

M

WHAT DO YOU KNOW?

Knowledge (geography)
DC 10: The Eldeen Reaches are a vast

region of forest and plains in north-
west K horvaire. The population of
this area is sparse, and much of the
Towering Wood remaings untouched
by humanity. The soil is fertile, and
the area is a center for agriculiure.

DC 15: The Eldeen Reaches were anly
recognized as e nation at the Treaty of
Thronehold. The woods are still wild
and untamed, cccupied by shifter
tribes and bands of druids. Stories
say that the deep woods are filled
with monsters.

Knowledge (history)

DC 10: The eastern plains of the Eldeen
Reaches were once part of Aundair.
During the Last War. Aundair left the
region to fend for itself. After druids
and rangers from the Towering Wood
helped the farmers fight off bandits
and invading forces, the people of the
region seceded and joined their land
to the Eldeen Reaches.

Knowledge (local)

DC 15: The law in the Reaches is
enforced by the Wardens of the Wood,
whao follow "natural law" as opposed

to the Code of Galifar.

Knowledge (nature)

DC 10: The Eldeen Reaches are the
center of druid activity in Khorvaire.

DC 15: Unusual plants and animals
can be found there. including dark-
wood and reath leaves. However, the
druids and rangers of the land despise
poachers and pillagers.

Knowledge (nobility and royalty)

DC 10: House Vadalis has & strong
presence in the Eldeen Reaches, The
patriarch of House Vadalis conducts
business from the city of Varna.

DC 15: House Vadalis is on good terms
with most of the druid sects, but has
been fighting with the Ashbound
for centuries.

Knowledge (the planes)

DC 15: The Eldeen Reaches include
manifest zones. Zones connected
to Lamannia are aften populated by
dire animals, while the fey flock to
regions toue hed by Thelanis.



THE DRUID SECTS

When human explorers first entered the Eldeen Reaches, a
handful felta call that drew them deep into the Towering Wood.
They were led to the Great Draid Oalian—a mighty greatpine
that spoke with a humanvoice, Theancient tree called upon the
newcomers 1o maintain the balance between wood and world,
and slowly taught the explorers the skills and duties of druids
and TAMEErs. From these o risir‘m'l IE.'I.I:"}I.IHE.'\.. anumhber of sects
soon took form. Despite their differences in belief, Qalion
supports all the druids. since each sect embraces an aspect of
1.l"|¢ nnturnf wqud Tn return, most |1r|.|||,{5 I:'\EEFIE\CI alian as the
ultimate spiritual authority in the region, and they gather at
Greenheart for important conclaves and rituals.

.ﬂtmun! the Eldeen druids, !'l.'|1.-r:'|:|'1.':|'i}l is defined h‘ll'
seniority. although a youth who displays extraordinary talent
receives respect beyond heryears, The youngare expected 1o
follow the dictates of the old; the elders debate major issues
that face their community until a consensus is reached. Asa
rule, rangers and huntersare expected 1o defer to the judg-
ment of the elder drusds, but senior rangers can participate
in the moots of the elders.

The druids revere the power of nature. Druids equate
the natural world with the progenitor dragon Eberron, wha
is seen as the maker of all natural things. They do not wor-
ship Eberran as a god or believe that the Dragon Between
petively watches the world, but they view Eberron as the
source of life and the binder of unnatural things,

NPC REACTIONS

NPCs in the Eldeen Reaches begin with a friendly attitude
toward a recognizable member of any dewid sect except the
Ashbound and the Children of Winter. The drulds and
rangers have a very positive repulation as guardians and pro-
tectors of the Reaches, and they represent the highest ideals
that its people strive to attain, Folk of the Reaches greet the
Ashbound with an indifferent to unfriendly attitude and are
unfriendly toward the Children of Winter.

A few groups mainisin active hostility toward the druid
sects, These include the Cults ef the Dragon Below and the
Blood of Val (alang with the Order of the Emerald Claw),
both of which revere forces that the druid sects abhor.
Members of these organizations have unfriendly starting
attitudes toward any Eldesn druid or ranger,

THE WARDENS OF THE WOOD

"The earth is ilr.'la'rl'J: s are ild flmfrn._
—Faena Graymorn, Warden of the Wood

Tl'le “’J:'dens u:-ﬁ EII' ‘i"lrnml are |:|'||_- Iﬂ[‘REs[ urlhr mudcrn dr‘uid.
sects. Theyare the eyesand ears of the Great Druid Oalian, and
at Oalian's behest they maintain the balance between the wilds
and the civilized warld, The daclkyr left deep sears on the land,
and older harrors date back to the Age of Demons. The Wardens
huntunnatural creatures and strive to destroy Rends, undead,
and aberrations. When it comes to natural dungcrs- dire
animals or other deadly predators—the Wardens keep humans
away From these creatures, allowing each to live in peace.
Warden druids work with the Ftupll_' of the p]a[ns,
teaching them methods of agriculture and animal hus-
bandry that work in harmony with nature. When the plains
folk seceded from Aundair, the Wardens trained thcjr
militias and fought at their sides. In their gratitude, the
folk turned to the study of the druidic mysteries, and this

helped make the land remarkably fertile. Today, Warden
rangers patrol the entivety of the Reaches, fighting bandits,
poachers, and other interlopers.

The primary goal of the Wardens of the Wood is 1o pro-
tect the innocent—whether that means protecting nature from
humanity or vice versa, Some seek 1o educate the people they
encounter, but others use sword ar spell to battle grud and evil,
AllWardens sirive to act with wisdom and compassion, however,
and to aid all of Eberron's children as well as they can.

Wardens of the Wood in the World
“Since Moselin taught us fo recognize ifs lerritory, we hoven't hod any trouble

|n'1!]1 r'Ir dire il:wr.-
thjn Dumik, resident of Cree

The Wardens of the Wood elaim some ten thousand active
members—roughly one in fifty of the Reaches’ eitizens,
Theugh the organization's membership is mostly human,
elves, half-elves, shilters, ores, and members of mere exotic
races are glso represented. Wardens are generally newtral
good and are concerned above all with the well-being of
every natural creature that lives in the Reaches.

Unlikﬂ '|.hﬂ‘ ﬂthc‘r d:l'u.'l.d SECLSE, lhf wﬂrdf"* hn'-'i.‘-"l F[I'.'d
base of operations: Greenheart, 8 1own in the midst of the
Towering Wood. Built around a sacred grove and a manifest
zone linked to Lamannia, Greenheart is the spiritual and
tempaoral heart of the Eldesn Reaches—home to the Great
Diruid Oalian and the loose government of the Reaches.

The membership of the sect includes sedentary druid
advisors who offer their wisdom and minor spellcasting
services to villages throughout the Reaches, as well as more
adventurous druids and rangers whe patrol the woods,
plains, and foothills of the land to maintain peace and
protect the innocent. Some members actively seek out aber-
rations and other unnatural forces to drive them from the
Reaches {or the world). All strive to maintain the balance
between nature and civilization in ways that pramaote health
and well-being at a physical and spiritual level,

Creat Druid Qalian (N awakened greatpine druid 20) is
the unquestioned leader of the Wardens, Brought to sen-
tience o thousand years before humans set foot on Khor-
vaire, Oalian possesses a depth of wisdom and a sensitivity
o all living beings that are difficult for anyone who has not
met the druid to imagine. Oalian rarely moves, and much of
the hands-on work of governing the Wardens is carried out
by Facna Graymorn (NG female half-elf druid 13). Faena
was born with impressive gifis, and she played a eritical role
in the secession of the Reaches from Aundair, Old age has
sapped her strength, but her wisdom remains.

Other notable members of the wardens include Room
(NG male Pers-:ma]it}- Wilrr!;lrxl_'l;l ﬁg'l-.::r 2/druid 4). &
spiritunl soldier searching for his place in the natural world:
Moselin (NG male human druid 7), advisor to the town of
Cree and also an active hunter of aberrotions; and Feralyn
Wolf-tail (NG female gnome ranger 5/Eldeen ranger 1), a
elever pnome who hunts poachers and bandits.

THE ASHBOUND

"Cities will erumble and trees take rool in their sirects once mare, Anything |
can do le hasten that doy'’s coming, swepr [ will do.”
—Tasia, Ashbound Eldeen ranger

For most druids, nature and civilization are forees that must
be kept in balance, For the Ashbound, civilization is the
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enemy: & corrupting foree that must be driven back ar destroyed befare
it deals irreparable damage to the true world. Initiates of the order are
daubed with the ashes of trees destroyed in the name of "progress.” They
swear 16 be bound to the service of Eberron and to fight the unnatural
until the world is restored (o s primal state,

To the Ashbound, many things violate the natural order. with arcane
magicat the top of the list. The Ashbound see such magic as the epitome of
the unnatural, usi ng Tormulas and eituals 1o twist the laws of nature and
create dewdly effects that were never meant to exist, Cities and other physi-
cal manifestations of elvilization are next on the list, alongwith structured
agriculture and the magebreeding ol animals—twisted attempis o reshape
the world. Ashbound have ne more love for cleries than for wizards, and
believe that any nondruidic faith invelves trafficking with otherworldly
tand therefore unnatural) spirits,

The Ashbound are infamous for their use of violence, and they fight
with the fury of the wild. However, moderates among the sect seek to con-
vince others of their misdeeds through discussion instead of destruction,
These Ashbound believe that prople can be shown the error of their ways
and encouraged to slowly change over time, As an Ashbound, you can
travel in the company of a wizard—as long as you warn vour companion
af the dangers of his art and make certain he does not harm innocents,
i!':.-m: seek oul the greatest t}nl'l,*al,s, you sel an rx::rn.]:l]r ta athers Ihruug]l.
your actiens. [ he Ashbound might despise wizards and hate cities, but
undead and aberrations are just as unnatural, and must be dealt with.

.I‘jl"al‘ll‘lil'lll'll] .'-lIIJ I armor, illlt sk are wl]]'lllE Ly use rlll'srl! wf-'l.ll‘llll.ﬂu
Shifters are drawn to the Ashbound cause. believing that they are closer
to nature than most humans.

The Ashbound in the World

“They're extrame fanatics. |'m not unsympathetic to their cause, mind you, but they're not making
myﬁ ey ﬁl_y FESEN rljig to wiolernce !usr‘i their lﬂmrll aiross,”
Feralyn Wolf-Tail, Warden of the Wood

Compared to the Wardens of the Wood, the Achbound ave a tiny sect. claim-
ing no more than seventeen hundred members. Of these, the vast major-
ity are humans and shifters. The overall alignment of the sect is neutral,
though individual members maore often lean toward evil than good.

The Ashbound wander in small bands iIIHTIg the eastern r:!gr al the
Towering Wood. venturing out from the shelter of the forest 1o raid the
settlements along the lakes and across the Aundair border. For all their
hostile repulali.l'.rn. the Ashbound have been instrumental i rl:lll:llls dan-
gerous schemes, particularly in instances when the Order of the Emerald
Claw and othervillainous masterminds have attempted to use the manifest
sone in the ﬂlaamil:g to create horrible eldriteh machines,

The charismatic head of the Ashbound is Gharull (N male shifier
druid 10). A fery and passionate individual, Gharull firmly believes he
speaks with nature’s voice. No small number of druids have joined the sect
I:lrl.n1ar|1:([1|rl:.'||.nr of Gharull’s magnetic presence; he has an uncan ny .'|h|'|1|:].'
to convince anyone who hears him speak of the rightness of his cause,

Other notable members of the Ashbound include Collas (N male
human drewid 4), a moderate wha |L:|'vr-.'||']1r.-\.- the Ashbound message in the
Eastern ]r]:-ii.n-.: Brormelapw (NE male shifier barharian 12), a heree and
ruthlessshifter who is infamous across the Reaches for his deadly sirength;
and Tasia (NE female human ranger 6/Eldeen ranger 5), a cautious and
CUMNMINE ranger who hunts wizards in the cities of Aundair.

THE CHILDREN OF WINTER

“Even now, the fell wind blows from the north, a biting harbinger of the long winter ta come—a

mps_-.rugrru_ﬂn’ngul'. u‘f'rfrlrlrrl_ and |'_|J|':r|'w barth. ™
Forlorn, Child of Winwer

The Children of Winter is the most misunderstood of the dewid secis—
though this makes members no less dangerous. Many outside observers
believe the sect worships death and decay, and that its members hope to

WHAT DO YOU KHOW?
Wardens of the Wood

Knowledge (nature)

DC 10: The Wardens of the Wood is a
large sect of druids and rangers based
in the Eldeen Reaches. The Wardens
maintain the balance between civili=
zation and nature,

DC 15: The Wardens are noble people
whao Imll: the innocent and nted}r.

Ashbound

Knowledge (nature}

DC 10: The Ashbound iz a fanatical
druid sect feared across the Eldeen—
Aundair border. Its members despise
civilization and arcane magic,

DC 15: The Ashbound view themselves
as nature's avengers, They belicve that
nondruid magic. large-scale agricul-
ture, urbanization, and domestication
of animals violate the natural order.

DC20: Although the Ashbound believe
in violence and terror as a tool for
change, they are also implacable ene-
mies of aberrations and undead.

Children of Winter

Knowledge {nature)

DC 10; The Children of Winter is an
apocalyptic druid sect that worships
death and decay.

DC 15: The Children respect death asa
part of the natural cycle. They have an
affinity for vermin and disease.

DC 20: The sect believes that o series of
terrible disasterswill cleanse the world
to make way for a new golden age.

The Gatekeepers

Knowledge (nature)

DC 10: The Gatekeepers isazmall druid
sect found in the Eldeen Reaches and
the Shadow Marches.

DC 15: The Gatekeepers dedicate them-
selves to protecting the world from
aherrations and outsiders. The sect
includes many ores.

DC 20: The original Gatekeepers were
the first druids of Khorvaire, taught
by a dragon. They played a major role
in repelling the daelkyr invasion.

The Greensi ngers

Knowledge {nature)

DC 15: The Greensingers is a druid sect
in the Eldeen Reaches. Its members
are chaotic folk with ties 1o the fey.

DC 20: The Greensingers are aaid to
have a relationship with the lords of
Thelanis.




destroy the world. Little could be farther from the truth.
The Children da nat w::lr.l\.ln]r death, bui :ump'l.].- embrace
it as part of the neatural order. They believe that disease.
storm, and blight all play a vital rele in the eyele of life.
WI'I‘I“:II.K out the weak and infirm. The Children of Winter
say that eivilization has drawn people away from this natural
cycle, allowing the weak o survive, and that natare will not
allow this to continue, For ages, they have been waiting for
agreat cataclysm to scourge the world with plague and catas-
trophe, but despite what athers think, the sect does not see
this event as the end of things. It is simply the dark winter
that paves the way for the new spring. Winter 1s harsh but
necessary, and the strong shall survive and presper.

For mast of their history, the Children of Winter have
heen content to wait forthe end of the curreni age, st udrirlg
the spread of the Gloaming and doing their part to main-
tain the natural order. In the wake of the Day of Mourn-
g, the druwds have come to the conclusion that winter is
finally rising—and that it is the duty of its children o nid
the approaching apocalypse. Now the Children of Winter
ane rflil"llls ok E‘l'ilrll lhlr (‘rll!.l.ll:li.rlg. Ilrl'll‘ill'.lrlg ({4} .'|I'|I'Fi|1|
plogue and despair-—-all for the good of the world.

All members of the sect trust that the long winter will
came, but some believe the time 15 not yeln i.gh. A handful
of these have left the Eldeen Reaches in search of proof that
the elders have misread the sipns—that the Day of Mourning
was the work af human hands, not of the forces of nature.

Due to their close bond with disease, the Children of
Winter have remarkable skill as healers. Though they prefer
ta let plagues run their natural course, members of the sect
can he convineed to use this knowledge to aid others

The Children of Winter in the World

IITII.:]' rerlrace the Jl..FmI'r 4.l_|rmrfu:r.. rllhrr'l % mere Ifmn mosf |:.|_|r|.r-. con sy,
Sometimes we need fo be reminded of the things we would prefer to ignore.”
—The Great Druid Oalian

The Children of Winter counts some eleven hundred mem-
bers across the Eldeen Reaches and beyond, [ts members are
mostly human, and shiflters make up the largest part of the
remainder, The scct tends toward evil alignment, embrae
ing the natural forces that are inimical 1o life and health.

The Children of Winter congregate in the Gloaming in
the southern part of the Towering Wood, but since the Day
of Mourning they have been more active outside that area.
I'hey do not have any fixed meeting places or headquarters,
bt roam in almaost feral bands led }I:r' elders and charismatic
druids or rangers.

I'he sect has no single leader, but its members gravitate

dl'l]u"l’_] 1I1I::I'||l" I‘u-'l'l.fl 1'I.-'I.'||'l' |I1I‘ 5[1'1‘!IE’|]I lIFIJl‘!'.‘-I:JI'I.-'I.IL‘I:‘l'lII g-’l.l |!||-r

followers and the strength of arms to keep their positions.
The Children of Winter helieve anly the strong will survive
the winter 1o come, so they respect those who demonstrate
strength. Foremost among these is Raven (NE female
human druid 9/warlock 3). Asinister figure clearly touched

by darkness, she walks the woods surrounded by vermin and
presages the coming devastation through herviolentactions.
Raven rejects the common association between warlocks and
the fiends of Khyber (see Warlocks, page 35), believing that
her powers come from the power of the Gloaming and the
force that will cleanse the land. Forlorn (N male half-elf
dreaid 117 15 the spiritual counterpart to Raven's aggressive
strength. He is withdrawn. emerging from seclusion only
to proclaim his latest apocalyptic vision.

Other notable Children of Winter inelude Frost {N
female human druid 4), whe intends to prove that the
omens about the imminent coming of the winter have been
musread: .P.rl.xulah {NE male ore ranger G/ Eldeen ranger
2). who is determined to see the winter come; Cainan (NE
male human druid 9), who spends his time in Sharn inves-
I:ig'.!l!'il:lg ]:!En:]ﬂ- of an ancient I.a:l'l,r ol the P]as uey aned Fell
(MNE female shifter druid 7). an alchemist who has a morhid
fascination with disease.

THE GATEKEEPERS
“If nat for the Galekeepera, human, your race would neoer have smelted bronze.”

—Keoruun, ore Gatekeeper

Most of the druid sects evolved from the teachings of Oalian,
but not so for the Gatekeepers. Thousands of years aga, the
black dragon Vvarank came to Khorvaire following the path
of the Propheey. The ores of the western shere had always
had a strong bond te nature, and Vvaraak called upon them
1o serve a5 Eherron's rhnmpiuns. A grim disaster loomed in
the future—a force from the Quter Planes that could destroy
the natural world, Those whe studied under Vvaraak became
the first druwds of K horvaire. For thousends nf:frurxll'u_-}- Fal-
lowed the dragon’s teachings—and then the daelkyr arrived,
lhese lords of madness sought to shatter the werld, and they
twisted the creatures of nature to serve their needs. The war
that followed crippled the hobgoblin empire, but ultimately
the students of Vvaraak prevailed, The gates 1o Xoria were
sealed, and those daelkyr who remained in Khorvaire were
driven down into the depths of Khyber. But the guestion
remained: Was this the cataclysm Vvaraak had predicted—er
simply the prelude 1o something even worse?

Despite their trivmph, the Gatekeepers were devastated
by the war, The ores turned away from the ancient faith,
following the Cults of the Dragan Below. Taday, the sect is
a shadow of s former sel F—rli:|x1 ng to its duties and :Ir_:i.l'l.g

P—q

Wu JEn

Wu jen, described in Complete Arcane, are hermits who com=
mune with nature to power their arcane \]'u-“\.. T]1r1rsp|-"1.
revolve around five elements elosely tied 1o the forces and
substances of nature: earth, fire, metal, water, and wood.
Wu Jenare part icula r|:.' commaon in the Eldeen Reaches,
and they scck out manifest zones 1o Lamannia to perform
their rites and meditations. They do not congregate into

schaals and colleges, but pass their traditions on from
mentor to student. A pumber of conflicting legends
revelve around the first mentor. Some say this mythie
figure was an exiled druid, while some claim it was an
aiakened animal, Still others claim the first wu jen was a
djinni. who omitted air from the wu jen's repertoire for
self-protective purposes.

SHHOVEN HAAdTH
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itshest to maintain the ancient seals, The ores of the Shadow
Marches support the traditions, but only a few fully embrace
the mysteries.

The Gatekeepers seek to defend nature agminst the
unnatural. They particularly abhor aberrations. which rep-
resent nature turned againat itself. The next greatest threat
comes Tram outsiders, which have no E!ll..."l.l:l* in the natural
order of Eberron. The Gatekeepers also battle undead and
similar horrers. However, they have no trouble with magical
beasts, which have nutul"a”:r :lrﬂ:]npr:l within the world; a
Gateheeper will iry 1o prevent a conflict between humans
and displacer beasts, for example.

Gatekeepers are always searching for signs of aberra-
tions, planar instability, or monsters rising from Khyber,
In the past, they have ignored the actions of the human
nations, but after the destruction of Cyre and the crestion
of the Mournland, they fear that this decision might have
been u terrible mistake, Over the last two years, a number
al Gatekeepers have traveled both to the Mournland and 1o
the cities af ithe old E||:|g|{u:|11.ﬁ.. gcrklnx to understand whai
happened—and how o prevent it from happening again,

The Gatekeepers in the World

“They do not bow to my authority—on indeed. to any authority. But their
tradition is one with ours; they are indeed owr brothers and sisters.”
~The Great Drad Oalian

The Gatekeepers are one of the smallest druid sects, claim-
ing less than a thousand members, ranging maostly thraugh
the Shadow Marches with less than a hundred active in the
Eldeen Reaches. Well over half of these are orcs or half-orcs,
with shifliers much less comman than 1Eu-.:.- are in the Eldeen
seets. Interms of influence, however, the Gatebeepers exeeed
even the Wardens of the Waoed, for theiractivities extend well
bheyond the boundaries of the Eldeen forests. Across all of
Khorvaire and indeed the world, they combat the lingering
influence of the daelkyr and those who pay them homage.
The Gatekeepers are strongest among the arc tribes of the
Shadow Marches., G:ltrk:r"wr druids act as '\.lriri.ll:lill amd Lem-
poral leaders of some tribes, while Gatekeeper rangers serve as
guides, scouts, and protectors. Beyond the Shadow Marches, the
qu!rkrn]m raare Dew and wltll‘h]ll'tﬁll. Th:}- seek out Flll'ﬂ]llilﬂur
and unnatural threats wherever these appear, workingalone or

*ﬁ

Rituars of THE ELDEEN DruiDs

Anycharacter can take part in a druidic purification ritual,
though such a rivual ean anly be performed by & druid af it
least Sth level who belongs to the appropriate sect. A dru-
idic purihcation ritusl requires one uninterrupted hour
of meditation by all those participating in the ritual. If
anything interrupts the concentration of any participant,
the ritual is disrupted and no benefis are bestowed.

When the ritual is completed. each participant who meets
the prerequisite must attempt a DC 15 Concentration check
(youcan't tnke 10 on this roll), [fhe succeeds, he guinsthe ben
efitfor the ritual. Thisbenefitlasis for a number of days equal
ta that participant’s character level, unless noted atherwise. IT
he fails the cheek (or doesn’t meet the prerequasite), he goins
no benefit and cannot repest the ritual for 30 days.

Druidic purification rituals have no cost, but druids
refuse to E;IEr‘FH:I'I!'I. this ritual on anyone who does not share
their beliefs. Adruid can’t be compelled (magically or oth-
erwise) to perform a ritual against her will, and any druid
who |:|r|'f1.‘||:r'r'|.1. a ritual on an ullwurlhvlr character loses all
druid spelleasting abilities. along with the ability 1o per
form purification rituals, until she undergoes alonement,

Ritual of Arcane Opposition

You have been inured againstthe effects of areane magic by
a ritual of the Ashbound seet.

Prerequisite: Must not be capable of casting arcane
spells,

Benefit: You gain a+1 bonus on saving throws against
arcane n.]_'u,-”-..

If you voluntarily fail a save ngainst an areane spell.
this benefit ends immediately.

Ritual of Blight's Embrace

You have been warded from the effects of poison and disease
1!}- aritual af the Children of Winter, solidi I':,-ing your hand
with vermin.

Prereguisite: Non-good alignment

Benefit: You gaina +| bonus on saving throws againa
poison and disease.

If you deal domage to o vermin that has not already
dealt damage to you or to one of your allies, this beneht
ends immediately.

Ritual of the Timeless Soul

You have been hlessed hy the faerie lords of Thelanis in a
ritual of the Greensinger sect, and you temporarily slip
from time's grasp.

Prerequisite: Chaotic alignment.

Benefit: You are immune to any harmful effects
of flowing time due to planar travel (such as a journey 1o
Thelanis, the Faerie Court). Time "lost” due to planar
effects never catches up with you. {IFf the duration of this
effect expires while you are still on a plane that experiences
tlowing time, any further time spent on that plane has the
normal effect upon :,.'un.,:l

If you denl damage to & fey that has notalready dealt
damage 1o you or te one of your allies, this benefit ends
i:||1r|:|r|.i:i:ltrE1I.-.

Ritual of the Woodland Bond

You have formed a bond with the growth of the woods
through a ritual of the Wardens of the Wood,

Prerequisite; Non-evil alignmene.

Benelit: You don’t take any penalty on Tumble o
Move Sileni [1- checks made in arens of ||:||.||.r|'Hr|:|wII1. ;ll:q!yl:u
teent such squares as if they were normal terrain rother thun
difficult terrain (see page 87 of the Dungeon Moster's Guide).
'|'|1-.|.'|.-'!|I uluil-:l'gl:'nwlh. ax well as ather forms of dilfficult
terrain, nffeets your movement normally,

If you deal damage to an animal or plant that has not
.‘|.E|1-=°u!.:§.I deali dﬂ.ln'dgl!' o you or o one of vour allies, this
beneht ends immediately.

h————d



in small groups, and have little contact with each other. In
Many wiys, the r:-.lir'l\.l'l-rwr'\. are more of a tradition than an
sciual organization, Onlywhenagreat threat manifestsdo Gote
keepers attempt to forpge alliances with other members of their
weel, ]II:HII.i.IIE’ their resources ta dreive back the incursion.

The majority of the sect’s members earry the title of
hunter. These are barbarians (particularly in the Shadow
Marches), rangers (especially in the Eldeen Reaches), and
members of other martinl elosses who take up arms ij!ﬂi!l\l
the herrors left by the daelkyr. For every three or four hunt
ers, an aspirant (low-level druid) acts as leader. Aspirants
who excel gnin the tile of innate, and the most senior
initiates are called Catekeepers proper.

Saala Torrn (NG fermale half-ore druid 14) is the elder
{:il!FkFPIJPI' II!-'ilI‘ S.II.“‘I.II'I-'-\' rli'lnl l'l'l‘lf“ -1t|lj |]|I‘ I-.Iﬂllllllnll l*adrl
of the seet, She has little direct influence or suthority over
the scattered Gatekeepers, but all respect her wisdom. In
the Eldeen Reaches, Koruun (NG male are druid 11), an
old and withered ore, guides the Gatekeepers.

Other notable Gatekeepers inelude Masgrim

d' Tharashk (N female half-ore druid 7/expert 5/heir of

5'.11|:r1|_r'\. ]'!'. one of the Tharashk triumvirate, who does her
bestto direct resources to the Gaekeepers; Orrash (N male
orc ranger b/Eldeen ranger 4), a master archer and hunter
rllI |'!]||'l'l'.'|!il'|l|'u mn l]ll," RFJI‘.:1I“|- iIII.II KIFI'I'II'IIIlutE IN Irl.ulst' onre

harbarian 7}, a fieree puardian of the Shadow Marches

THE GREENSINGERS

“You say you love me? You love me a5 you love the spring rain—but con you
itlll lowt the tarrent ¥ Can you love the hurricane ¥
- K.‘Ir']'.-'n “vl II.IJ'-III'Ig, (:’I [ L] rls“ I

Inthe Towering Wood stands a region known asthe Pwilight
Demesne—a ]'t!:l(‘r: u!’h-}- |:|'|agir.. whvere di :.--III‘\. watch Meom the
trces and satyrs dance in moonlit groves. Here, the borders
between Eberron and the faerie realm are thin: step into a
‘l]'a-“l.ll“' JIL.] :p“” rrl:gl'll '\iiil |]||||I]ﬁ]| LLF] 1!." 1.1.‘:". '\i‘ll'.

[fthe Twilight Demesne isthe marrisge of Eberron and
Theianis. the Greensingers are the fruit ef this union, The
members of thissect are filled with the vibrant énergy of the
fey. and choos is in theirvery essenee. To Greensingers, life
is a wild dance and a celebration 10 be embraced, but they
A naol I."ILI.”‘"IIII‘« t‘i'Jl‘hlf‘: L (}I'FFP:I.'\.IIIEI‘I"\.- a:"'ﬂl“‘il:f.lu W!]Il.llg
io pull strings 1o make the danee more interesting. Though
some try to spread joy and laughter, the fey can be cruel, and
the i l"'l"']l.iingl‘l'.‘u mirror this e .I.]H'IILitHJ.‘-!H,‘.'\.\.

While some Greensingers learn the raditions of the
sect in Eberron, many have a closer bond to Thelanis. the
Faerie Court. The lords of Thelanis draw courtiers and
entertainers from Eberron, and many Greensingers spend
time in the halls of the Faerie Court before returning to
Eberron to act as ambassadors, servants, and spies for the |'r_'\_|.'

lords. These individuals can serve as guides to Thelanis (and
perhaps other plunes), but they cannot always be trusted;
their motives are as mysterious as the fey themselves,

The Greensingers in the World
“Ah, the Greensingers. Qflen overfooked, but never wisely.”
~The Great Druid Cralian

The Greensingers are unusual in that the sect consists
largely of half-elves (nearly one-half their number), elves,
and humans, with few shifters among them, They are con
centrated in the Twilight Demesne, thriving in the woods
Iir!k‘-l] Iy "[-Il.f']ﬂll:.'u b:l' lill‘ '|1I.'Il:lirl.'.‘\.1 sLOne 'i:pl [ =

The Greensingers have no leader and no fixed com
munities. They may seem flighty and unreliable. but they
cansider themselves unfettered by the rigid ways of thinking
that bind others so nghtly, All members have an equal voice
whenever they pather.

"\ rllll]lg I.1|I' more irl HIIFH[iJ] ||||:| l"’]l"l i‘l.l! {-:-I'F!'H'\.I:Il.gfr.ﬁ
is Silvertongue (CN male elf druid 12). A master of decep
tion and a lover of riddles, he isthe aldest living member of
the sect, his I::Illglll.ill. T e |u||g F'l_:r'sl::lllrﬂ.. K:lrl:p:ll Winad-
song (CN female half-elf druid 7/bard 3) is renowned for
her beautiful voice and her cruel jests. Dorias Brighiblade
{N(; 1r|.a'||.1" ]ldlr'l'll- EJILEF:' 'F-'.I:]rlllll II:I 15 4 hi.“l.ir'\.ﬂ:lll.l' 'irlll:'
vidual held in high favor in the Facrie Court. Thorn Dancer
(CN female shifter ranger 3/ Eldeen ranger 3) is one of the

few shaifters in the sect, a wild and untamed sprral.

F——-——q

SPIRIT SHAMANS

Described in 1.'-I'I'_ﬂl.'| te Divine, Spiril shamansare divine '\.II!‘“-
casters with o close connection to the spirits of the natural
world. In the Eldeen Reaches. 1|-||'1_.' are viewed as closely
related 1o druids, and they belong to the same sects as the

druids and rangers of the Reaches H‘EII!'I.I shamansare most

||1r]:.- 0 J”i" the f'n.llr'kq-rlu'r.\. the f"rlrl-n'\.lr:_urr-.-. or the
Wardens of the Wood.

A spirit shaman can effectively spontaneously cast
surmed naluie s |.'|'_|':. '\.E1F“'\ for the purpose ol meeting Teat and

prestige closs prerequisites.

M
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RYDAY MAGIC
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EVERYDAY MAGIC

A LAND STEEPED IN MAGIC

Magic breathes life into Khorvaire. [t moves the wheels of industry and
serves as an aid to the common folk, o ton]l of the WEIIITI'I.':.'. a wedpnn for
soldiers. and a source of power for adventurers.

Everyone on Eberron knows what magic is and recognizes it on sighu,
Indeed, MagIe 15 part ol the i"l'l'r}l’rlil}' lives of Khorvarre's J':H‘HJIJI‘. T sup-
plies them with transportation. with healing, with light, and for some,
a way to make a living. Eberron is suffused with magic more thoroughly
than mest werlds, with all the attendant ramifications.

Low=level 5pr-|icast=|-.-. are ir!l-.nlifu] in Khorvaire. An individual
sccking a 0-level or 1st-level spell might not have to look hard to Aind it In
some places. competition in spellcasting might allow a buyer te purchase
a spell more cheaply than normal.

The abundance of minor spellcasters also leads 1o o great deal
of experimentation. Magewrights and other casters tinker with their
spells, devising new and vaviant forms for specific uses. Multiple vari-
arts nrprr'l.iuhgr!arfmn have heen rl.r\rnr_'d, u.\u:lH].- more focused than the
basic spell from which they are derived. Chefs use it 1o flaver their
dishes, weavers to coax impossible designs into their cloth, and nobles
(18] ill'l]ll'E.‘rﬁ or S.I."I.I'ul'l.' l.I'IE LETIW I'F. RII.ITI.IIr,- |.I"II. llr Iﬂilgl‘wl"lﬁ]'ll'u “'.Il.il l‘lil'l'f'
developed specialized magecroft spells. granting greater benefits on
specific Craft checks.

TI‘f ’]L"’f}])]l’" “F K.l'lnl"'illl.'l‘ s lllilgll' ith illlill]lfl' FIII m I.II. kllllwll‘.itﬁr
orscholastic discipline—a wondrous and powerful discipline, certainly.
but still one that can be understood and utilized by people making their
way in the world. Budding magewrights, wizards, and artificers attend
schools to hone their natural talents. Artificers in particular understand
the fundamental workings of magic, and the world's best artificers strive
Lo uneover more of s secreis, Tll.r].- trap power inoems, create animated
guardians, and further increase their own abilities,

Minor magic helps cities keep peace on their streets, The everbright
I.d nierns I.]I.al ill.E sl hﬂu]r\'d rl.lh kfl'll !.I'If IIIE]ll al ]Iﬂ:r' |II||'I. ]I!‘]IJ Pfl'h'ﬂl\l
erime. Squads of city guard have members with aceess to prestidigitation or

ghost sound, who use those spells in liew of a whistle 1o alert their comrades.

Such spells allow for a wide range of sounds and tones, and some cities
develop sound codes that allow the watch to instantly understand a given
situation, Artificers create wafch whistles to further utilize this concept.
These magic items resemble normal whistles but have several mouthpieces,
each of which produces a different scund.

Some brave magewrights and lew-level sorcerers, wizards, artifi-
cers, and bards make a living by hiring themselves out to adventurers ta
SErve 4% minor |11.:|g'i|:':|| support. “|m|'|.1_-'!|I remain at the rear aof an adven
turing group, using their spells to light the way, check for traps, sev up
ambushes, and staunch bleeding, so that the adventuring spellcasters can
focus on comhbat magir. These !1|rri|||g§ congregate in areas that draw
adventurers—particularly Sharn, the settlements around the Mourn
land, and Stormreach. They make it part of their business 1o know abow
the dungeons to which adventurers are likely to journey.

Grandma

Sharn is more amazing than I ever thought! The towers are so tall
that éven when you lie on your back you can’t see their tops. Peaple
walk from tower to tower on bridges or take coaches that fly through
the air! Men of metal and wood wander around—warforged from the
Last War—and act like they're real people. Lanterns that never go
ol ElKi:ll the sireets. Rich men and women have clothes that shim-
mer. Grandma. the city is full of magic! Oh. what tales I'l]l have to
tell when I pet back!

WHAT DO YOU KNOW¢?

Knowledge (arcana)

DC 5: Magiec permeates the society of
Khorvaire. Anysettlement has at least
a few minor casters. Artisans study as
magewrights to enhance their skills.

DC 10: Magewrights improve their
prowess with the mogeernft spell. They
produce higher-quality wares in less
time than artisans without access to
the spell. Artificers focus on magic's
fundamental nature and are adept ot
creating and using magic items,

DC 15: Magic enhances transportation
and has produced the lightning rail,
elemental galleons, and airships. It
also allows people to send messages
over long distances.

Knowledge {gengrlph}r}

DC 15: Sharn is the most magically spec-
tacular city in Khorvaire, with mile-
high towers held aloft using magic.

DC 20: The most famous schools af magic
are the Arcane Congress in Aundair
and the Twelve in Karrnath.

Knowledge (nohility and royalty)

DC 10: Dragonmarks enable their bear-
ers to use minor spells. These abilities
explain why the dragonmarked houses
hald such power in Eberron.

DC 15: Several types of dragonmarks
exist, and they vary in power. Dragon-
marks evalve over time, becoming
more powerful and granting new
abilities to their bearers.

Knowledge (the planes)

DC 10: In some places, artificers, mage-
wrights, and other casters use links 1o
the planesto enhance theirspellsand
create works otherwise impossible.

DC 15 An example of thiz phenomenon
is Sharn, whose towers could not rise
to thelr majestic heights if the city was
not linked to Syrania, the Azure Sky.

Knowledge (religion)

DC10: Aureon of the Sovereign Host is
the patron of knowledge and arcane
magic. Spellcasters worship him.
Aureon's evil half, the Shadow, also
commands followers among arcane
spelleasters. Onatar of the Sovereign
Host isthe god of artifice. Those who
create magic items or use magic to
create objects, especially artificers
and magewrights. worship him.




THE MANY FACES
OF THE ARTIFICER

Artificers have many strengths, and perhaps the greatest
11 Ii:l-lrvm'\millly. 1 F:.-uu are Fl.l:;l ngana riaficer, you can
fill any one of numerous roles in an adventuring party,
allowing you a great degree of flexibility and enabling
you ta Fill in the gaps if your party lacks members of
certain classes

You can be a potent melee combatant, particularly
when fighting constructs. Your base attack bonus increases
us I1'|F SUITEe rate as i l'If'l"II.'.'u. il H{I ?'l_lll can F"I rlhrr INCrease
your damage-dealing potential with infusions such as megic
weapen, personal weapen augmentation, and bull s strength. The various
IﬂJ'I.IH.I liill"lu'lEF .'-]FI']'I.‘- II'Iﬂki'. ':||'|.lu maore i‘r]ll‘l'| i'-'l" |]|-'| na I‘IE]'I.‘I"I
against consiructs.

Every party can use a character to draw attacks and soak
up I:L'Ilrl-'lgl‘. and 1n the |iEhl Circumsla nces you can |.||.:|ju.-\.1
thar—for instance, 1f you are o warforged and can cast stone
conttruct on yoursel!, or if you can send in a homunculuswith
the same I}l'ull.'l;l:n]l'l. Uthrrwisr, Fo don't have a lot of hit
points, so make sure the ene my can't hit you Wear armor
and improve it with armor enhancement and magic vestment

When the cleric is down or otherwise busy, you can play
healer Forawhile, using your .mrmdn_lr-r ure moderate wounds, 1T the
party includes warforped or construct allies (like your own
hemunculil, patch them up with repair construct,

T{}'I'II.IT Elall.'l?c' j.‘\ I'Il.liuﬁ'i rlg i I'Ilﬂgllf'l Trlll ran I:.!."u- 11 s fl1ﬂ|'l"—
st least, you can seck out and disable magic traps, which is
one of Lthe rogue’s primary responsibilities. Be sure to put
il El]' 1‘{ l'rll'lk.‘- imlo ﬂl‘ﬂ I'J'II |II|‘J I}I.ME.IIIII" DI"-'I('I‘. Ir:p":ll] winl [0
sneak around like a rogue, Aind, buy, or craflt magic items
that grant you incisbility and sifence.

I'ﬁ?l]ul ]h‘!j!}' ]al‘l’ijrlg A SOrcerer Or wiza I'IEI.} NE\'EI' I"'al t
with you around, the party hasa wizard-in-a-stick. Turn to
magic items 1o replace arcane spelleasters. Wands, staves,
serolls, rods—they're all yours to command.

Artilicers also provide a varicty of miscellancous
magical suppert. They can identify magic items and create
weapons, armor, and other itams for themselves and their
COmMpanmns, With your relain essence ||h:]|.r}-, }'r:ll.:l”]l
never find an item you can't use. Even if you don't
take one of the primary roles noted above, you
can serve as a Uﬂllliltlll‘ IPHI'LII]I rl!mllil‘iln',

healer, trapfinder, and spelleaster.

ARTIFICER MAGIC

Explorers have discovered a number of old
magic items in Xen'drik. Some of these items
!lirll |.||.-|1 Il{'i'llg.‘u '|||F|]I-I| Lo el il.!l:'l'l"\. N l‘!ll‘li
in the ancient past, since the items improve
an artificer’s distinetive abilities. Similarly,
AL llﬁl..f’l:.'\. AreE an ill"El'l’l.VE ||.-|! al l::! :Il"'ﬂ!“fl l'l'l-'lgl:.
iems 1o further capualize on their copabalities,
One of the most useful, the artificer’s monacle,
is described here,

An artificer's
monocle

A TYPICAL MAGIC ITEM SHOP

Artificer's Monocle
An artificer’s manodle allows vou to identify the functions of a
I'Ilnl.g.li' 1fem '|I'|'|'If||}' lF} 1|.:||:|l|.:irlg al 1l 1il rl.ll.l“l‘i |l'|.|h Ilr'l'il'r.
Description: An arfificer’y monscle is o glass lens rimmed
ingold with a fine gold chain avached vo an ear clip. When it
(L1 l.l..'l"‘ll. I!II' II'II.IIII.JI.'I.F II-ILII(‘H glﬁlll n.‘lll‘li a ]'l.ugt' i]lul" P'I"r IFII'I'IL.\
aopen, seanning the item before it
Prerequisite: You must have the artificer knowledge
class feature Lo use an r.lul_lﬁnl.'l'll maonsle.
Activation: !"uutng an a monoele 1s a standard action.
Once vou have it on, the monocle activares whenever
you use your artificer knowledge class feature.
Effeci: While YO WEAT AT Ijrll_lritl'fli menacle,
whenever you successfully use your artih
cer knowledge ability to detect an item’s
1||.|IH|.1'||I aura, }'1I|.I can ﬁlll'rll! I -Ililil!liﬁll-ll
minute studying the item. If you do, you
can identify the powers of that item as il
you had cast |Jrr|1|l|r1. upern il.
Aura/Caster Level: Faoint divination.
CL 5th.

Construction: Cralt Wondrous ltem, wen-
Jlf_'q_ creator musi have the ariilicer L|1|1w|r|:|_g|-
class Feature. 9.500 Ep- 760 XFP, 19 H.'qr!..

Price: 19,000 gp.
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THE FivE NATIONS

HEIRS OF GALIFAR

Although Khorvaire now contains no fewer than fourteen different coun-
tries, principalities, and territories (not to mention the desolate Mourn-
land and the Demon Wastes), the vast central region of the continent is
still referred to as the Five Nations by a great many people. For most of
the last thousand years, this name was not a confusing moniker but the
literal truth. Five nations held sway over the majority of the land—the five
nations that made up the Kingdom of Galifar.

The calendar used throughout Khorvaire countsyears from the date
1 YK (the first Year of the Kingdom). when Galifar I united five dispa-
rate nations into a single kingdom that carried his name. Even as Galifar
ascended the throne of the Kingdom of Galifar, he set his five children
up as the governor-princes of the Five Nations, each of which retained
much of its unique culture and national identity through the life of the
united kingdom. Today, they remain the heart of Khorvaire, carrying
the names of Galifar's children despite conquest, unification, and the
devastating effects of the Last War. The history of the Five Nations is
covered in more detail in the entries on History (page 76) and the Last
War (page 92).

In theory at least, the Five Nations once covered all of Khor-
vaire. In reality, the Demon Wastes, the Shadow Marches, Droaam,
Q_'barra. the Lhazaar Principalities, and Valenar—all the lands that
lie far beyond the central core of Khorvaire—were never solidly under
Galifar's control. Maps of the united Galifar from around 500 YK (see
the facing page) show these lands as parts of the Five Nations, but the
reality is that Cyre never had a strong presence in what is now Valenar,
for example. Some of the frontier areas had scattered settlements (such
as what is now present-day Valenar and the Shadow Marches), while
others were home to monstrous races until relatively recently (ineluding
Q’barra and Droaam).

Aundair lies in the northwestern part of Khorvaire's central core.
Today, it is the most sparsely populated of the remaining four nations,
with much of its land occupied by farms and vineyards. Fairhaven, its
capital and largest city, is less than half the size of Sharn, and Aundair in
general is far less urbanized and industrial than Breland and the other
nations. As a center of learning, it exports books and scholars alongside
its wines, cheeses, and grains.

Breland, the largest surviving nation in population as well asland area,
has a highly industrialized economy, relying on mining and metalwork

k_—q

SAMURAI

Introduced in Complete Warrior, samurai are devotees of a martial tradition
that emphasizes honor and loyalty. In the final decades of the Last War, a
movement grew up—pa rticularly among certain mercenary companies—to
abandon national loyalty and any pretense of allegience to a united Gali-
far. Advocates of the movement devoted themselves instead to individual
members of Galifar’s ancient noble families, whom they consider to be
the only legitimate heirs to the empire. This movement, called the Code
of Honorable Devotion, is said to have its roots in the political philosophy
of the dwarves of the Mror Holds. Followers of the Code, called samurai,
are most common among the displaced remnants of Cyre, and they can
also be found among the military orders of Aundair, Breland, Thrane,
and Karrnath, as well as among the people of Q'barra. Dwarves from the
Mror Holds also devote themselves to the samurai tradition.

M

WHAT DO YOU KNOW ¢

Knowledge (geng'raphy)

DC 10: "The Five Nations” refers to
Aundair, Breland, Cyre, Karrnath,
and Thrane—the five provinces that
became the Kingdom of Galifar.

DC 15: The Last War changed the
boundaries of nations and cre-
ated fourteen distinct territories:
Aundair, Breland, Thrane, Karr-
nath, Zilargo, the Mror Holds, the
Lhazaar Principalities, the Talenta
Plains, Q'barra, Valenar, Darguun,
Droaam, the Eldeen Reaches, and the
Shadow Marches.

Knowledge (history)

DC 10: King Galifar I united the five
human nations that had previously
dominated central Khorvaire, giving
rise to the Kingdom of Galifar in the
year | YK.

DC 15: In theory, the Kingdom of Gal-
ifar encompassed the continent, but
in practice it had little control over
the remotest regions. The Demon
Wastes was never under Galifar's
control, and the regions that now
constitute the Shadow Marches, the
Eldeen Reaches, Darguun, Valenar,
Q'barra, and Lhazaar were only
nominally ruled by the monarchs of
Galifar. The central region is most
prope‘rly known as lhe FiVC Nations.
and it constituted the power base of
the kingdom.

Knowledge (local)

DC 10: Most citizens of Aundair,
Breland, Karrnath, and Thrane look
back on the time of a united Galifar
as something of a golden age, and to
speak of the Five Nations is to evoke a
nostalgia for that time.

Know]edge (nobility and ‘royalty)

DC 10: The royal line of King Galifar I
is the Wynarn family.

DC 15: The current monarchs of Aun-
dair, Breland, and Karrnath are all
members of the Wynarn family, as
are Diani of Thrane and Oargev, the
leader Of Ncw Cyrc.

DC 20: Diani of Thrane and Oargev
of New Cyre are the heirs of the
royal bloodlines of Thrane and
Cyre, respectively.




of various kinds. Despite the urban image it presents—
primarily because of Sharn (Khorvaire's largest city) and
the bustling metropolis of ivs capital, Wroar—Breland covers
large tracts of land that include tilled fields as well as mines,
quarsies, and forests.

Foarrnath rivals Breland in sheer sive, but can hardly
compete in numbers of people. Karrnath suffered under
|||.‘JE|.||.- and famine at the start of the Last War and has
never quite recovered. [t is best known for its militaristie
mindset and extensive use of undead troops. For all that,
i 1d nol a :'L?I!il.":lll. rl{ NECromancers., HPL'iIII.'-F |J'|.r Tralion
is heavily forested, Karrnath's economy is based on s
lumber industry, and i1 alse exports ale, livestock, and
dairy I‘.rrn:]ul.'.t!i.

Thrane, the smallest of the Five Nations in land area,
beasts a pepulation larger than that of Aundair. Thrane
is a theoeracy, no longer ruled by a descendant of Galifar
but controlled by the Chureh of the Silver Flame, Quiside
the great cities of Flamekeep and Thaliost, orchards and
ranches help support the nations stonomy, while textile
rlrul:ll.u;!l:}n and ather ine erafts deive its |r.|r]|u|:1':..'.

Cyre, the fifth nation that carried the name of &
scion of Galifar, no longer exists. The outlying lands that
ance ]FFI.III'IE".'I. (18] C:ﬁ'l'r ]I.il'i'f i]rfl'l l!l'«-'ll!ril. |If||l’]1lg D-'I.I"
guun, Valenar, and the Talenta Plains, while the former
heart of the nation has become the blasted waste called
the Mournland f:'\.r'l.“ page 116). Created ||'l_v i |:|'|.1.g1|".||.
eatastrophe near the end of the Last War, the Mournland
remains hostile 1o all life, The remnants of the Cyran
population live in its old tervitories, as well as in eastern

Breland and Q'harra,

Although anly four nations remain of the original five

{and with some of those partitioned into smaller kingdoms
now), the name still carries a powerful emotional weight.
Few living peaple have any memory of a united Galifar. but
“the Five Mations” evokes in1:|g':"\. al a better time, when the
diverse cultures of Khorvaire lived in harmony and cooper-
ated 1o their mutual benefit. "By the Five Nations!” remains
acommon exclamation of su r!_rrim- or l!1f]i§]til|!llr!. and the
people who once lived under the rule of Galifar's heirs still
consider themselves residents of the Five Nations.

FIVE RULERS

King Galifar | established a royal line that continuesto rule
parts of Khorvaire to the present day. When Galifar united
the Five Mations, he gave each of his five eldest children
regency over one of theose nations, and thirty years later
the nations adopled the names of those rulers as their own,
While the Kingdom of Galifar endured, the rule af sucees
sion was that the five children of the king of Galifar would
serve as the governor-princes of the Five Nations, with the
oldest l..'llnns thethrone ol the unied ki |1gr!r||n when the
monarch stepped aside or passed away, In this way, every
ruler af the united kingdom would learn leadership at the
i!rhu Ilf ones Ililll'lr FI\'E NJ' 110 %,

With the shatiering of the kingdom. cach governor
prince declared himself or herself 1o be a monarch, and
11:1[&}- the monarches of Aundairv, Breland, and Karrnath
are held by specific branches of the Galifar family. Thrane,
now a theocraey, still has a royal family that traces its lineage
to the last monareh of the nation, and the bloodline of Cyre
operates in exile within the horders of Breland.
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FROSTFELL AND EVERICE

NORTH AND SOUTH

The northern continent called the Frostfell sits astride the top of the
world like abrooding storm cloud. The people of Khorvaire, in addition
to using its descriptive proper name, call it Winter’s Home, the Source
of Winds, and the Icy Heart of Winter. Only one expedition has made
landfall on the Frostfell and returned to Khorvaire to tell the tale. The
journeywas led by Lord Boroman ir'Dayne of the Wayfinder Foundation,
who is said to be very interested in mounting a second expedition to the
frozen land he visited long ago.

The Frostfell is a continental landmass, with a variety of terrain
features providing diversity despite the unending cold. The Iceworm
Peaks, a mountain range cloaked in great glaciers, bisects the conti-
nent. Barren plains of everfrost nestle in mountain valleys where snow
rarely falls, while ice sheets cover hundreds of miles on either side of
the mountains. Near the coast, tundra prevails. and in the summer-
time, lichens grow as the ground thaws briefly before plunging back
into frigid winter.

The frost-covered lands closer to Khorvaire are slightly more
accessible, particularly in the summer. The northernmost islands of
the Lhazaar Principalities at the eastern end of Khorvaire are draped in
perpetual winter. Similarly, off the northwest coast of Khorvaire lies Ice-
white Island with its three children—Tlalusk (the southernmost, nearest
the Demon Wastes), Qorrashi, and Icegaunt (the northernmost, between
Icewhite and the Frostfell proper). Mapmakers consider these islands
part of the Frostfell rather than Khorvaire. All are tundra, though more
vegetation grows on Tlalusk and the southern end of Icewhite.

Little is known of the opposite end of the world, but it is believed to be
just as cold as the Frostfell. The lcemaw Sea south of the Xen'drik main-
land is dotted with snow-covered islands and floating icebergs. According
to the reports of those few sailors who have braved the Icemaw, the farther
south one sails, the more the sea begins to solidify into one great sheet
of ice. It is believed that islands are scattered across the southern ocean,
some of them possibly quite large, but they are all swallowed in the sheet
of eternal ice that lies there. This region is known as Everice, or simply
the Frozen Sea.

Magical snow effects—including blood snow, ebony ice, faerie frost,
and razor ice (all deseribed in Frosfbum)-——appear occasionally in the Frost-
fell but seem more common in Everice. Both regions contain manifest
zones linked to Risia, the Plain of Ice.

RACES OF THE FROSTFELL

Frostburn introduces a number of new character races, including arctic
variations on dwarves, elves, gnomes, halflings, and humans (neander-
thals as well as four modern human peoples native to cold lands). Each of
these new races can be found in Eberron's coldest regions.

Humans: The sea raiders of the Lhazaar Principalities are cold
seafarers like those described in Frostburn. They are known to replace their
ships with icerunners during the winter months, particularly in the far-
thest northern reaches of the Bitter Sea.

Tribes of everfrost barbarians live on the Tashana Tundra at the
northern end of Sarlona, on Icewhite Island off the northwest coast of
Khorvaire, and on the islands in Xen'drik's [cemaw Sea. The Sarlonan
tribes are true nomads, trailing herds of caribou on their seasonal migra-
tions. The island-dwellers are seminomadic, building settlements in
different sites as the seasons change.

Mountain folk live in the northern Hoarfrost Mountains, where
they coexist in relative peace with the dwarves of the Mror Holds. They
also live in the mountains of Adar in Sarlona, under the protection of
the kalashtar.

WHAT DO YOU KNOW?

Knowledge (geog'raphy)

DC 10: The northernmost reaches
of the world contain a great snow-
shrouded continent called the
Frostfell.

DC 15: A few groups of humans live on
this barren land, with slightly larger
populations on the outlying frozen
islands and the cold reaches of Khor-
vaire and Sarlona.

DC 17: The southernmost reaches of the
world, no less cold than the north,
hold a great sea choked with ice called
Everice, or the Frozen Sea.

DC 20: The Frostfell includesa variety
of terrain, including a great moun-
tain range (the Iceworm Peaks), ice
sheets, glaciers, and tundra.

Knowledge (history)

DC 20: Some historians claim that the
race of dwarves mig‘rated from the
Frostfell to Khorvaire some twelve
thousand years ago, establishing
strongholds in Khyber before later
moving to the surface in what is now

the Mror Holds.

Knowledge (nature)

DC 15: The tundra areas of the Frostfell
experience some seasonal change,
thawing in the summer, whereas most
of the area is cold year-round.

DC 20: A race of small fey known as
uldras live in the far north, par-
ticularly in the cold mountains of the
Eldeen Reaches and the cold islands

northwest of Khorvaire.

Knowledge (religion)

DC 15: The savage people of the frozen
north give their own names to the
Sovereign Host and the Dark Six.

DC 20: They call Dol Arrah by the name
Aengrist and picture her as a male
warrior. They call Olladra by the name
of Hleid, and her son the Keeper they
call her brother Iborighu.

DC 25: Some residents of the Frostfell
revere an ancient rakshasa who is said
to have been imprisoned in a block of
ice at the end of the Age of Demons.
Now called Levistus, this ancient
fiend supposedly once broke his bonds
and wreaked havoc on the settlements
of the Frostfell before returning to
his icy prison.



Tee Folk dwell in the Frostfell and an Everiee, subsisi-
ing on the fish, seals, and whales they hunt on the frozen
coasts and ice sheets. Many proups of ice folk have no contact
whatsoever with the natives of warmer climes, while a few
clans trade with the peoples of Khorvaire or Sarlona

Dwarves: The race of dwarves is sometimes said 1o
have originated in the Frostfell and migrated to Khorvaire
some twelve thousand years ago. Some dwarves remained
behind in the Frostfell, however. These placier dwarves
are called Teldun Morderthak, "Those Who Stayed,”
sinee rllk"!' continge fo IIII'IJEIIIJ l]lf FI.'IF"F n kFF!_I'- “I'III gl.il'
cial strongholds.

Elves: The glimmering cities of the snow clves seem
now te be all fallen. On the islands of the lcemaw Sea, the
ruins of these ice cities remain, suggesting that some elves
fled 1o the freezing south to escape their giant masters, bu
did net survive 1o the present day. Snow elves may yer exin
in Everice, bul no explorer has returned with evidence
af them

Gnomes: The gnomes of Eberron are most at home in
the tropical elimate of Zilargo. [t is possible that small vil-
];lgq"\. af ice gnomes dwell in remote rr_'sil:uﬂ.urthl- Frostfell,
but they remain unknown to the rest of the world.

Halflings: Small communities of tundra halflings
are known to exist in parts ol the Lhazaar P:I':ir:ll'l'll-ll'il""L.
particularly the region around Skairn in the northern
mainland. These halflings are more clasely related 1o those
al the Talenta Plains in their cultures and attitudes than 1o
the more urban halflings of Khorvaire, and nre known 1o
ride [astieths and white-feathered clawloons,

Nrilldl’ril’lﬂl.\! .IIII.E"l'E PIJ makaive ]1u|r|..|.|:!|'\. I':]rxinl uneas-
ily with the everfrost barbarians of leewhite Island and the
falk of the Frastfell.

Uldras: These small J‘-:,- dwell in cold wilderness
arens, meinly the leechorn Mountains and the smaller
islands near lcewhite [sland. Uldras reject the iden-
|I’II|.1||IIJ‘TI 1il. ]I[FIII |ITIr! I]Fill'lgllll “-'Ilil nllilfll'al |lrll1 ll‘lf‘
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Keeper. They believe these deities have objective reality
and their own histories, which are vitally importiant in

|.|II' II]E‘I I'a'l".I 'HII':II."I':,'.

FrosTFELL GoDs AND FIENDS

Some of the detties deservibed in '...-I‘HHIIH"I: 2 of Frosthurn ave
revered in the frozen regions of Eberron, but people from
the civilized lands of Khorvaire helieve that the "savages”
'||.|EJF Jl.il-rlll. 1||.I|EI |]|" |Ei'||n|ll| '||:l|t|]|:| I'auI'I'F \IIII.II1:- g'l'-"']l l}IFIl
own names Lo ||Il‘ lIT‘I.'Ir'.'u Ili. |||.|‘ ﬂlﬁ"l"l'f"lgll l‘]l!'u'. -I.Ill.l'u
Aengrist is said to be o name for Dol Arrah in a masculine
sipect. Hleid and lborighu are identified as Olladra and the
H!'l‘jl‘l'l “':lll !}1?‘ rllll'llf'l' =%01N |1'|-'|‘|!|1I‘||I1r| |EI‘|||JT||'EJ o &
sibling rr-'..l.nhthI]F

Levistus is notan I--I‘I'I-FIT:iH}J'HI:’ archdevil, but rather
ane I!t" |||1" ﬂlr-l' ||.|L.ﬁ||.|l'n.1 ln.ljnlll.'- lI'l"'!.l'd'l!'.J al 1]|1" l"'ll.li 1Ft-
the Age of Demons. The war between dragons and fiends
raged over the entire surface of Eberron. and Levistus
|:J‘| El'.' IS Thow LII'I“'IJI Was IITIEI"I.‘r\II‘EI! Lll']lrllrl'l II'I.‘f‘ sur !-I‘.I
ol the Frastfell. Levistus is served 1':?- o pa r1u'u[n1'|.:.- aciive

sect of the Lords of Dust. Legend tells that this powerful

Elr"l'l.l.l .|l,'1'¢'|.||.1'|' ll‘l.‘l once Mll'll 1|l\ ]’I'lllll'u_ LI'I 1=l i:- wrf‘-lhlrlg
havoe on the Frostfell before being imprisoned again.
I'hat brief taste of freedom makes him loathe his impris
omment |\II- |!11" mare, .Il'lil. l'l'll.'l"u]l.alﬁ"'u I'I.'I‘- r‘iltll'ﬁ'l‘l"-—'l[
t.F'-'I'-HIM wWas I.'I'T'Fll nnce, ill' can IIF algull'll.. r! Wias IJIIIJI'IL.r
this brief period of freedom that the rajah acquired his
modern name. His original name is lost 1o history—ora
(8 JEIW!'I'\ g LT I!I'!I secrel,

The iccherg city of leerazer, deseribed in Chapier 7
of Frostburn, I3 FOVET ned hv_.- fallowers of Levistus, lus '|.'-1.-|L|4|_'| -
Ll jl:ll IIJIJI"- i rll.llll.l?r' 1|‘|. I-IL'ublﬂ.'ulﬁ lulllll‘l ‘II-I!I ljr"rl.l.‘-. 1”«]'
the city is otherwise as deseribed in the book. Azediel, the
half-hend Matriarch of lcerazer, seeks virelessly o find the
Grown of the Block Fire, a |'|'||gh[_1.' artifact dating fram the great
war between the ||.|".|gn'r|.'\. and the fends, (See Remnanis of

Clrention, page 3], for more information.)

M
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GNOMES

THE HOME OF THE WISE

A beautiful nation lies between the eastern bhorders of Breland and the
western edge of the Scawall Mountains, There, lush forests are inter-
spersed with verdant farmlands. The cities are bright and colerful, and
the citizens always have time to help astranger or lend a friendly ear. This
land 15 Zilargo, the homeland of the gnomes.

Zil gnomes are driven by an unquenchable thirst for knowledge,
fram arcane secrets to the most mundane gossip. As a result, Lilargo
E:Irl_HiI.I[‘E'I many Farmed sAgeEs anved I1|1|]nr.n'|_|]1|rr\.. The I.ihr:lr:.r of Kar-
ranberg is renowned as the greatest repository of general knowledge in
Khorvaire, and the assoctated university atiracts students from across
the continent. While Arcanix and the Twelve might exceed Lilargo when
it eomes o matters af II]:F.'\.IH"'-"tI research, the gnomes have no EI:I'H.-'I.I.‘- (Ei1
the fields of alchemy and clemental binding. The gnomes also have a
leng history of expleration. and s¢a captains rely on the maps of Zil
cartographers. However, this love of knowledge has a dark side. To the
gnomes, any secrel isa weapon, no matter how innocent it might seem.,
Physically weak, the pnomes have always relied on knowledge and cun-
ning to avercome their foes, and the compassionate gnome who staps 1o
listen to your woes 13 hikely doing so in the hope that your secrets might
be of use to him.

Two distinet forces shape Lil society: family loyalty and the Trust.
The bond af blaod i 1!:::':1\1,-[}- important (o a gname, Ina nation where
manipulation and duplicity are considered to be fine arts, gnomes trust
only their blood relatives implicitly (and the betrayal of a close relative is
rongidered a l:'l.l!:f"l'l:l-i.l'l.ml.". crimel, These extended Tamilies stretch across
Zilarge and into the major cities of Khorvaire. As a Zil player characier,
think about your connection to your family. If you are an outcast, what
did you do’? If\l.-l::lu are a Iu}l.‘lE member, youl can expect Lo b :|I|]'||'|.‘r.|.rhr1| I]:.l
other members of your family and drawn into intrigues—though as you
begin to earn favers, you can also call on your family for aid.

THE TRUST

Te the casual observer, a Zil city is a paradise, with virtually no crime,
no violence, and no sign of fear among the inhabitants. The city watch
is farsmaller than one would find in other cities in Khorvaire, but it
is rarely seen taking action. Ruffians and eriminals who make their
presence known are removed from the populace by means both subtle
and effeciive,

Thisunique mode of law and order isthe work of the Trust, a network
of spies and assassins that has operated for more than eight hundred years,
The Trust serves ?.i.l..'l.rg'u, bt even the ru]ing Triumvirate does not know
all its seerews. Agents of the Trust hold the full power of law in Zilargo.,
and their methods are ruthless: A would-be thief might be poisoned ina
tavern even while ||].‘| (i I:!il'lg F I'L‘J}:]l(‘-r}-. The Trust, and in truth the gov-
ernment and populace of Zilargo, decided that the moral coneerns about
such practices are offser by the societal benefir they produce. It can be
difficult—not te mention unwise—te argue the point,

Maost members af the Trust work entively within Zilargo. The orga-
nizetion focuses on maintaining arder within Zil society, and it exeris
little influence or effort beyond Zilargo's borders. However, a branch of
the Trust eonsists of agents called corliganos, or "roving ears,” whao tra-
verse Khorvaire in search of anything that could prove useful to Zilargo.,
Usually, this means gathering information, bur corliganos also acquire
powerful magic items, secure key allies, recruit new agents, and use their
cunning to find a benefit for Zilargo in everything they come across.

Byand large, the Trust seems to be free of the corruption often seen
when power is concentrated in so few hands. To date, no scandals have
rocked the Trust, and no hrrsl:-'u'a]lr atrocilies have been aseritbed te it

WHAT DO YOU KNOW ¢

Knowledge (geography)

DC10: Zilargo isthe peaceful homeland
of the gnomes, who prefer diplomacy
to war. It is a center for philosophy
and the pursuit of knowledge. The
Enomecs arc rr.:luwm::l A5 MINers,
shipwrights, and cartographers.

DC 15: Villages and small towns are
scattered across the land, but three
major cities dominate Zilargo. Zolan-
berg is the heart of the mining trade.
Korranberg is the home of the great
Library of Korranberg. Trolanpaort is
the copital and n center of sea trade.

DC 20: Zilargo is governed by a trium-
virale with one representative from
each of the great cities. It is said that
the Triumvirate has a secret police
force that maintains arder through-
out the land and might have spics
across Khorvaire,

Knowledge (local)

DC 10: Zilargo has a remarkably low
erime rate, despite having no erimi-
nal courts. Criminals and trouble-
makers simply disappear.

DC 15: The Trust is a secret police foree
that maintains order in Zilargo using
spies scattered among the populace.
It has the authority to take any action
necessary (o preserve the peace.

Knowledge {nature)

DC 15: The gem mines of Zilargo are
the greatest source of precious stones
in Khorvaire. However, the monster-
infested Seawall Mountains make
mining perilous.

Knowledge (nobility and royalty)

DC 10: House Sivis has its seat of power
in Korranberg. Due ta the strong Lies
between the houses and the mineral
wealth of the land, Houze Kundarak
also has a strong presence in Zilnrgn.

DC 15: The gnomes have a long tradi-
tion o