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In the darkest night of Mabar, they enter its walls. Five is their number,

and their arrival completes the circle in the Hall of Stars . ..

IN THE wake ofa long and terrible war, a world
struggles to find its destiny. Will it descend once
more into brutal conflict and end in spectacular
annihilation, or will the world emerge at last into a
new era of peace and prosperity?

At this moment, a handful of heroes—the player
characters of your campaign—might hold the fate of
the world in their hands.

This is a world whose destiny is hidden in the mys-

terious prophecies of dragons, tempered by powerful
magic, and forged in bloody warfare.

TEN IMPORTANT FACTS

What makes the world of Eberron unique? Here are
ten key pieces of information about the world to bear
in mind.

1.If it exists in the D&D® world, then it has a place in
Eberron. Eberron is all about using the core elements
of the D&D world in new ways and interesting com-
binations, with some unique elements thrown in.
It’s still a D&D setting, so anything that appears in

another D&D book—from the classes and races in the

Player’s Handbook to the monsters that will appear in

Monster Manual 5—should fit right in to your EBERRON

campaign.

2. Tone and attitude. Eberron takes all the cinematic

action and swashbuckling adventure of traditional

D&D games and adds in a strong dose of mystery and

scheming. In this campaign, stories don’t always end
well, and there isn’t always a right answer to every
problem. The Last War turned old allies into bitter
enemies and destroyed an entire nation, leaving ter-
rible scars behind. Crime and corruption lurk in the
largest cities. The characters’ allies might become
their enemies in the blink of an eye, and well-known
agents of evil might provide assistance when it’s
least expected. Hidden dragons shape the course of
history. Sinister fiends influence the dreams of the
unwary. An army of horrors lingers just beyond the
edge of reality, struggling to break through. Nothing
is exactly what it seems.

3. A world of magic. The setting supposes a world
that developed not through the advancement of sci-
| ence, but by the mastery of magic. Magic allows for
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conveniences and services undreamed of in traditional
medieval fantasy. Bound elemental creatures power
elemental airships, rail transport, and high-speed
ocean vessels. A working class of minor mages uses
ritual magic to provide energy and other necessities

in towns and cities. Advances in magic item creation
have led to everything from self-propelled farming
implements to sentient, free-willed constructs.

4. A world of adventure. From the steaming jungles
of Aerenal to the colossal ruins of Xen'drik, from
the towering keeps of Sharn to the blasted hills and
valleys of the Demon Wastes, Eberron is a world of
action and adventure. Adventures can and should
draw heroes from one exotic location to another
across nations, continents, and the entire world. The
quest for the Mirror of the Seventh Moon might take
the heroes from a hidden desert shrine to a ruined
castle in the Shadow Marches and finally to a dun-
geon below the Library of Korranberg. Through the
use of magical transportation, heroes can reach a
wider range of environments during an adventure,
and thus deal with a diverse assortment of monsters
and challenges.

5. The Last War has ended—sort of. The Last War,
which plunged the continent of Khorvaire into civil
war more than a century ago, ended with the signing
of the Treaty of Thronehold and the establishment of
twelve recognized nations occupying what was once
the kingdom of Galifar. At least overtly, the peace has
held for just over a year as the campaign begins. The
conflicts, the anger, and the bitter pain of the long
war remain, however, and the new nations seek every
advantage as they prepare for the next war that they
believe will inevitably eventually break out on the
continent.

6. The Draconic Prophecy. The dragons, long-lived
and patient in all things, seek meaning in the pat-
terns found in the world and the heavens. These
patterns play out in the Prophecy, a record of things
to come that has been emerging since the creation of
the world. The Draconic Prophecy is as complex and
unfathomable as the dragons themselves. It hints at
events of doom and dread as often as it helps push
the world toward exalted events. It seems to point
toward transformation rather than destruction, but



to most people, the Prophecy remains as alien as the
dragons themselves.

7. The Five Nations. The human-dominated civiliza-
tions on the continent of Khorvaire trace a lineage to
the ancient kingdom of Galifar, which was made up
of five distinct regions, or nations. These were Aun-
dair, Breland, Cyre, Karrnath, and Thrane. Four of
these nations survive to the present day as indepen-
dent countries; Cyre was destroyed before the start of
the campaign. The devastated territory it once occu-
pied is now known as the Mournland. A common
oath or exclamation among the people of Khorvaire
is “By the Five Nations,” or some version thereof. The
Five Nations refers to the ancient kingdom of Galifar
and evokes a legendary time of peace and prosperity.

8. A world of intrigue. The war is over, and the
nations of Khorvaire now try to build a new age of
peace and prosperity. Ancient threats linger, however,
and the world desperately needs heroes to take up the
cause. Nations compete on many levels—economic
might, political influence, territory, magical power—
each looking to maintain or improve its current status
by any means short of all-out war. Espionage and sab-
otage services create big business in certain circles.
The dragonmarked houses, temples both pure and
corrupt, crime lords, monster gangs, psionic spies,
arcane universities, royal orders of knights and wiz-
ards, secret societies, sinister masterminds, dragons,
and a multitude of organizations and factions jockey
for position in the afterglow of the Last War. Eberron
teems with conflict and intrigue.

LOOT THIS BOOK!

The information in these pages can enhance and enrich
your campaign even if you don’t use Eberron as the setting
for your game. All of the concepts and details in this book
can work just as well in a setting of your own creation, or
a setting you assemble from pieces drawn from this and
other published worlds. Feel free to pick and choose,
using the parts of Eberron that you find most interesting
or most compatible with your own campaign. If you want
a pact of gnoll mercenaries to stand in contrast to the
savage, demon-worshiping gnolls that are more common
in the world, or a kingdom of ancestor-worshiping elves,
or seven eladrin cities transposed into the world from the
Feywild, or a wasteland blasted by some magical catastro-
phe and inhabited by constructs and living spells—you’ll
find all these and plenty more ideas to enliven your cam-
paign in these pages, dozens of ways to make your game
a little less ordinary.

In other words, as the header says, loot this book! Treat
it as a treasure trove of inspiration and resources whose
sole purpose is to make your campaign better. Whether
you adopt the world of Eberron in every detail or just
choose the elements that most appeal to you, it’s your
game. Have fun with it!

9. Dragonmark dynasties. The great dragonmarked
families are the barons of industry and commerce
throughout Khorvaire and beyond. Their influence
transcends political boundaries, and they remained
mostly neutral during the Last War. The heads of
each house, not technically citizens of any nation,
live in splendor within their enclaves and empori-
ums located throughout Khorvaire. These dynastic
houses of commerce derive their power from the
dragonmarks—unique, hereditary arcane sigils—that
manifest on certain individuals within the family,
granting them limited but very useful magical
abilities associated with the trade guilds the family
controls. Dragonmarks are said to be the Prophecy
written on mortal flesh—a supposition that incenses
the dragons.

10. Dragonshards. Ancient legends and creation
myths describe Eberron as a world in three parts:
the ring above, the subterranean realm below, and
the land between. Each of these world sections is
tied to a great dragon of legend—Siberys, Khyber,
and Eberron, respectively. Each section of the world
produces dragonshards, stones and crystals imbued
with arcane power. With the aid of dragonshards,
dragonmarks become more powerful, elementals are
controlled and harnessed, and magic items of all sorts
are crafted and shaped. These shards, however, are
rare and difficult to come by, making them expensive
and often the goals of great quests and adventures.

WHAT ELsE Do You NEeD?

You'll need a copy of the D&D Player’s Handbook®
(PH), Dungeon Master’s Guide® (DMG), and Monster
Manual® (MM). You and your players should also
refer to the EBerroN Player’s Guide, which provides
new races, the artificer class, an abundance of feats,
rules for dragonmarks, and other material useful

for creating and running characters in the world of
Eberron. Of course, you can also draw from any other
D&D core rulebooks and supplements to enrich

your world.

If you have EBErrON books from the previous
edition of the game (published between 2004 and
2007), you'll still find much of the material in those
books useful for your campaign. The rules elements
in Five Nations (2004) or Dragons of Eberron (2007)
are designed for 3rd Edition D&D, but the wealth
of information about the world contained in these
and other Eberron books can be a valuable addition
to your gaming library. However, if you run across
places where earlier books contradict this book or the
EBERrRrON Player’s Guide, these more recent books take
precedence.

INTRODUCTION



CHAPTER 1

L) ADVENTURES

WHAT MAKES an adventure or a campaign
set in the world of Eberron different from other
DunGEoNs & DRAGONS game experiences?

How different it is depends largely on you. You
can use Eberron as the backdrop for a traditional
DuncEeons & Dracons game if you like. Everything
that exists in D&D fits just fine in Eberron, and the
world can enrich your game with its own distinctive
monsters, magic, races, nations, and cultures. Any
adventure you create or purchase should work for
characters in Eberron.

What the EBERRON setting offers is an opportunity
to enhance your game with a different flavor from
the traditional high fantasy of most D&D campaigns.
It features a blend of swashbuckling, over-the-top
action and dark urban mystery. In the aftermath of
the terrible Last War, cabals and conspiracies fight
in the shadows to gain power and influence. In this
environment, even a simple dungeon crawl—the most
basic and traditional of D&D experiences—becomes
the center of a web of intrigue and betrayal.

This chapter explores the various elements of plot,
background, flavor, and magical technology you can
use to imbue your EBERRON campaign with the rich
atmosphere appropriate to the setting.

4 The World of Eberron: These pages briefly
describe and illustrate the realms that make up
the world and their place in the cosmos.

4+ Campaign Themes and Global Threats: These
sections outline the major themes of the Eberron
setting and how you might use them to build and
shape your campaign, then introduce two global
organizations that might play a part in your game.

4+ History: An overview of the world’s history and its
impact on campaigns in the present.

4+ Everyday Magic: A discussion of the various
kinds of magical technology that shape adven-
ture in Eberron.

4 Travel: Getting from place to place—by light-
ning rail, elemental airship, or Orien coach.

4 Wondrous Locations: Places of magic, both
naturally occurring and artificially constructed.

CHIPPY
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THe WoRLD oF EBERRON

Spinning through the endless void is a magnificent
world, a sphere of great beauty and sinister darkness.
Girdled by a golden band of sparkling dust and orna-
mented by twelve moons, the brilliant orb is infused
with great magic, peopled by a vast array of creatures,
and teeming with life. The world is divided into three
parts, one for each of the progenitor dragons whose
bodies form the universe.

SIBERYS:
THE DRAGON ABOVE

The Dragon Above encompasses the heavens and
all they contain. Flashes of color, streaks of light, and
strange blossoms in the dark of night excite the imagi-
nation of the world’s inhabitants. Crossing the dome of
the world is the Ring of Siberys, a wide swath of golden
dust stretching from one horizon to the next. During
the day, the Ring is faint; at night, it is a brilliant belt of
scintillating specks weaving through the heavens.
Twelve moons hang like jewels in the night sky,
some huge, others small and distant, and a few mere
pinpricks of light, scarcely able to be seen with the
naked eye. Each moon moves through its phases,
waxing and waning in its own time. Farther out lie
the stars, silent guardians of the greatest mysteries.
Dragons and mortals alike gather these distant lights
into constellations, making of them gods, omens, and
portents of events to come. Finally, beyond even the
stars, lie the farthest reaches of the Dragon Above:
the endless expanse of the Astral Sea (see page 261).

KHYBER:

THE DRAGON BrLOW

Khyber, the Dragon Below, embodies the Underdark,
an endless labyrinth spreading below the world.
Narrow passages worm through earth and stone,
opening onto echoing chambers and bottomless pits.
In the silence lie sunken cities, reclaimed by the
earth and undisturbed for millennia. In the depths,
seas of molten rock crash against melting walls, spew-
ing poisonous gas and deadly eruptions. But although
Khyber is dangerous and unforgiving, it too has life.
The depths are home to strange beings—undead
thralls sacrificed to unspeakable entities, hordes
of monstrous beasts hungry for flesh. Nightmares
are given form here, remnants from times and wars
long past. Still, for those who brave its depths, great
rewards await.

Certain caverns in Khyber contain pathways into
the ultimate depths of the Dragon Below, the infinite
. vastness of the Elemental Chaos (see page 263).

CHAPTER 1 | Adventures

EBERRON:
THE DRAGON BETWEEN

Poised between the splendor of the Dragon Above
and the horrors of the Dragon Below is Eberron, the
Dragon Between. Eberron is a land of contrasts—
incomparable beauty is matched by hideous evil.

Churning seas divide the continents, broken only
by minor archipelagos and isolated rocks that stab up
from the frothing waves. Five major continents rise
from the seas of Eberron.

Khorvaire has assumed the mantle of the world’s
center and the heart of civilization. It is a crucible
in which all peoples and races mix and mingle.
Human kingdoms stand shoulder to shoulder with
those of elves, gnomes, and dwarves. Monstrous
lands thrive in the shadows of the civilized lands,
while new communities of changelings, eladrin, and
dragonborn search for homelands in this diverse
and burgeoning land.

This book assumes that Khorvaire is the primary
setting for your campaign. Although player charac-
ters might venture to other continents and might even
hail from distant lands, it's assumed that they call
Khorvaire home.

The humans of Khorvaire came from Sarlona,

a continent far to the east. Now, thousands of years
after the human migrations from these lands, Sarlona
has become a mysterious realm of strange magic.

South of Khorvaire is Xen'drik. As old as Sar-
lona, this untamed land has been mostly reclaimed
by the wilderness. Rising from the jungles are the
ruins of the once-mighty empire of the giants. Drow,
sahuagin, and even more vicious creatures prowl
these lands, while prospectors and adventurers scour
the wilds for the precious dragonshards found here.

At the top of the world stretches the desolate waste
of the Frostfell-frozen fields of haunted ice and
jagged, unforgiving mountains. Far to the south is the
Everice, a frozen region as mysterious as Xen'drik.

Argonnessen is the land of dragons. This continent
remains a mystery to mortals. Those who venture to
its shores rarely return; those who do come back are
never the same, gibbering about savage barbarians,
mighty dragons, and wonders to unhinge the mind.

Finally, the world has echo planes, reflections of
the Dragon Between: the Feywild, the Shadowfell,
and the dream plane of Dal Quor (see page 263).

Much of Eberron is terra incognita—more king-
doms and empires have been forgotten than are
remembered. What treasures lie buried in the wil-
derness? What civilizations thrive in the shadows?
What wonders linger undisturbed?

LEE MOYER
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CAMPAIGN THEMES

This book is full of resources you can use to make
your EBERRON campaign come alive, infusing it with
the gritty, action-packed, and mysterious tone that
sets the world of Eberron apart from other D&D
worlds. It includes a tremendous variety of events

and elements you can add to your game, but you don't
have to use them all-indeed, you shouldn’t even

try. Instead, focus on one or two major themes and
develop them in depth.

Do you want your player characters drawn into
the conflicts between nations and the rivalries of the
dragonmarked houses? Will they devote their time to
exploring the ancient ruins of Xen'drik’s mysterious
civilizations? Or would you rather have them solving
mysteries on the streets and bridges of Sharn, the
City of Towers? These decisions are yours to make as
you take the information provided in this book and
create a campaign that is truly your own.

This section is your guide to the major stories and
themes of the EBERRON setting and how to weave
them into a compelling campaign. Whether you want
a campaign focusing on the repercussions of the ter-
rible Last War or one that focuses on unraveling the
twining mysteries of the Draconic Prophecy, these
campaign themes will help you make a campaign
that feels different than a typical D&D campaign—
one that feels like an Eberron game.

The themes discussed in this section are:

4 The Last War: Khorvaire has just emerged from
a century of warfare that transformed the social
and political landscape of the continent. You can
incorporate this war in your campaign in many
different ways, from historical or time-travel
adventures to a campaign focusing on the “shadow
war” of intrigue or the repercussions of the terrible
Mourning that brought the war to a close.

4 The Draconic Prophecy: The dragons of Eberron
study a comprehensive prophecy they see written
in signs across the world—and on the skin of cer-
tain people in Khorvaire. The Prophecy can be a
key part of any campaign, especially as characters
grow into their epic destinies, and the dragons and
demons who seek to influence its fulfillment can
be important patrons or antagonists in your game.

4 The Dragonmarked: Thirteen dragonmarked
houses—mercantile families marked with signs
of the Prophecy that enhance their magical
capabilities—dominate the economic landscape of
Khorvaire. The part they play in your campaign is
up to you and your players, especially if any of the
characters in your campaign are dragonmarked.

| 4+ Urban Intrigue: Eberron boasts a number of
large cities where criminals, spies, and agents of
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greater powers work in the shadows. If you want

a campaign focusing on mystery, intrigue, and
politics, inspired by classic film noir with a fantasy
twist, Eberron’s cities are the place to do it.

4 Dungeon Delving: Classic D&D adventures,
in which characters delve into ancient ruins in
search of lost treasures, can take on a whole new
dimension when you frame them in the context of
the political scheming of Eberron. The player char-
acters might find themselves in competition with
other organizations seeking the same treasures as
they are, and discover that possession isn’t always
nine-tenths of the law.

THE LAST WAR

From thick forests and vast plains across Khorvaire,
fortresses rise up toward the sky, their parapets
bristling with weapons. In the middle of wastelands
blasted by magic and quenched in blood, the ruins
of castles, camps, and entire cities protrude from the
earth. In the halls of power, every promise masks a
deception, every treaty disguises an ulterior motive,
and every shadow hides a potential assassin.

It is impossible to overstate the impact of the Last
War on the lives of every inhabitant of Khorvaire.
Wiar raged across the continent for a hundred years,
turning each nation against virtually every other in
a shifting series of alliances. Four years ago, a ter-
rible cataclysm known as the Mourning left a huge
swath of central Khorvaire utterly annihilated, every
living thing exterminated and the ground scoured to
ash. In the four years since the Day of Mourning, the
nations have only just begun to rebuild. Royalty and
commoners alike pray that the century-long conflict
wasn’t merely the precursor of a greater horror.

THE LINGERING SHADOW

Less than two years have passed since the signing
of the Treaty of Thronehold. All living residents of
Khorvaire were molded by their experiences during
the war. Even those who never experienced direct
combat were shaped by the actions they undertook in
support, or in defiance, of the raging war.

Across Khorvaire, trust is as rare as a soldier
without scars. Citizens of border towns see Cyran
refugees and turn away, afraid that these displaced
wanderers bring with them the doom of their dead
nation. When they see adventurers, warforged,
and goblin or dragonborn mercenaries walking the
streets, they remember afresh the horrors of war.
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When people hear rumors of incursion at their bor-
ders, they believe the worst, certain that the war has
finally erupted again, the fragile peace broken at last.
National leaders hide in their palaces, feeding
their own fears with secondhand reports and whis-
pered intelligence, building up their military forces,
sabotaging and spying on the nations with which they
are supposedly at peace. Forges continue to churn
out weapons, and both standing armies and roving
mercenaries remain ready to use them. Every day,
another war edges ever nearer, for the people have
forgotten how to work toward anything else.

LAsT WAR CAMPAIGNS

Any EBERRON campaign should at least touch on the
theme of the Last War and its impact on the lives of
the player characters in the past, if not the present.
When you start your campaign, discuss with your
players what their characters did during the war, and
when you create major nonplayer characters for your
game, consider the same question. Did they fight? If
so, on what side, and what were their duties? Were
they soldiers or spies, couriers or saboteurs? If they
avoided direct action, how did they manage it? What
were they doing, and where? These details make for
richer character backgrounds, and they also help you
steer campaign events to come. They influence not
only the mindsets of the player characters, but also

the attitudes of others toward them. Best of all, they
provide you with an abundance of adventure seeds.

The Last War made Eberron what it is. Every |
character, every community, and every nation is
still recovering from the war, still suffering, and still -
rebuilding. Many monsters of the wild are legacies of
the war—either living weapons or otherworldly beasts
drawn by the constant bloodshed. What were once
safe routes between communities are now broken
and dangerous; what were thriving fortresses and
temples are now monster-haunted ruins.

Some military units still lurk at the edge of civili-
zation, unaware or refusing to acknowledge that the
war is over. They raid and ambush real or imagined
foes. These activities threaten to ignite wider border
skirmishes. Communities that once stood on major
trade routes are now isolated, while others find
themselves bereft of income now that the demand
for weapons is diminished. All of these settlements
require brave souls to risk the wilderness and return
with news and supplies. Numerous wonders and pow-
erful weapons of war have been lost, and only a rare
few individuals have the wherewithal to hunt them
down.

If you want to make the Last War a more sig-
nificant theme in your campaign, you might make
extensive use of flashbacks, scale the timeline of
your campaign back a few years, and run a historical
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game set during the Last War—or even incorporate
elements of time travel into your game. Whichever
approach you use to put characters in the action of
the war, you might pit them against Emerald Claw
saboteurs (page 86), soldiers or agents of any nation
of Khorvaire, spies or assassins from House Phiarlan
(page 226) or House Thuranni (page 232), or any of a
variety of other foes. You might want to make signifi-
cant use of warforged (MM 261) or Karrnathi undead
(page 85) as opponents or perhaps allies or subordi-
nates of the player characters.

FLASHBACKS

Using flashbacks, you can run both a wartime cam-
paign and a modern campaign. The simplest option
is to begin the campaign with a single flashback

to the war, as the short adventure presented in the
Appendix does. Let the characters play through the
flashback, including the gathering of the party, and
then—after a few encounters or an adventure or two—
jump ahead to the current time.

It can also be fun to insert multiple flashbacks
throughout the campaign. These flashbacks need
not even involve the same group of characters. Per-
haps the party in the modern era is on a quest that
involves regular research into events during the war.
You might allow the group to play through the events
in question with a different set of characters, rather
than simply telling them what they learn. The players
can play through both plot lines, each influencing the
direction of the other as the older group makes deci-
sions that the modern one must deal with.

Of course, alternating between entirely different
characters might seem too involved for your taste.
The players could instead create the same group of
characters at two different times and levels, and play
the flashbacks as their characters’ own memories of
events that occurred years in the past.

HisToRICAL
A campaign set during the Last War, rather than after
it, offers a wide variety of options. You can set the
characters down in the middle of a major historical
battle, allowing them to experience the carnage first-
hand. You could just as easily cast them as spies and
saboteurs, working to infiltrate the borders of a rival
nation or the inner levels of an enemy stronghold.
Perhaps the characters are trying to discover what a
general’s plans are, or they’re working to free prison-
ers of war, or they’re attempting to destroy a creation
forge, an eldritch machine, or a lightning rail route.
The characters might be state-employed adventur-
ers, seeking to discover and retrieve ancient lore or
powerful magic items or rituals before the enemy
does. They might be guards, accompanying an
ambassador or military leader through hostile terri-
| tory, or standing sentinel on a hidden pass through
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their nation’s borders. You could even set a campaign
during the Last War that doesn’t directly involve the
war. The characters could be smugglers, for instance,
making every effort to avoid the notice of soldiers on
all sides.

TIME TRAVEL

A powerful artifact, a lost ritual, or a wondrous loca-
tion might open a doorway in time. You'll need to
decide in advance to what extent the characters can
change history. Are such efforts doomed to failure, or
can they alter the face of Eberron today? All manner
of plot lines open up as the characters attempt either
to fix the historical damage someone else has caused,
or to rewrite Eberron’s history for a more favorable (to
them, at least) result.

You can even use a time-travel campaign to
explain certain mysterious elements of Eberron’s past.
If the characters learn that their actions tipped the
balance of a battle during the Last War, or prevented
the quori from taking advantage of the war, or even
somehow caused the Day of Mourning, the result
would be a memorable campaign indeed.

THE MOURNING

Just four years ago, a terrible cataclysm ripped across
central Khorvaire, destroying the nation of Cyre. Mil-
lions of people died as beautiful Cyre was ravaged
and transformed into the Mournland. Hundreds of
thousands were driven from their homeland. This
cataclysm was a clear symbol of the cost of the war—
the utter annihilation of the nation that had once
been the heart of Galifar. It brought the fighting

of the Last War to an abrupt halt as the remaining
nations tried to determine what had happened ...
and whether it might happen again. Though it would
be two more years before the Treaty of Thronehold
brought the war to a formal conclusion, the Mourning
is marked and remembered as the beginning of the
Last War’s end.

The Mourning had a widespread and profound
impact on the people of Khorvaire. Although the
Cyrans were most directly affected by the loss of their
home, all of Khorvaire has witnessed the obliteration
of a nation and been changed by it. Some observers
believe that the Mourning was caused by a weapon,
and they fear the consequences of such a tool being
recovered and used again. The druid purists of the
Ashbound (see page 135) say that the Mourning is
proof of the danger of tampering with unnatural
forces, while the doomsayers of the Children of
Winter cult (page 136) welcome it as the first sign of
a coming cataclysm.

The Mourning can serve as the foundation for
many adventures. Player characters might venture
into the Mournland to recover treasures lost at the
end of the war, seek to unravel the cause of the



disaster, or work to prevent it from happening again.
They might form a “trading company” to rival Ikar’s
Salvage (page 95) or swear to hunt down those loot-
ers and return the goods they have stolen to Cyran
descendants or a museum dedicated to the glory of
Cyre. Or they might find themselves in opposition to
the Lord of Blades (page 99), who plans to conquer
Khorvaire with an army of fanatical warforged. They
might discover the questionable activities of House
Vadalis in Cyre before the Mourning and come into
conflict with Empress Donata and the other mage-
bred humans (page 96) who still live within the
Mournland.

Even when an adventure doesn’t directly involve
the Mourning, consider the broader impact of such
a cataclysmic event. Cynicism and amorality have
spread in the wake of the Mourning, carried on a
wave of lingering dread. The fear remains potent that
tomorrow the dead-gray mist that forms the borders
of the Mournland could sweep through another land.
The influx of Cyran refugees into the surrounding
nations has brought poverty and unemployment,
exacerbated by the bitter feelings many soldiers have
for their former enemies. Cyran nobles driven from
their homes might be desperate to reclaim their lost
wealth, whether by sponsoring trips to the Mournland
or turning to crime in the world beyond. The Mourn-
ing is a palpable force in Eberron, and it could have an
influence on any adventure.

THE SHADOW WAR

The Mourning and the subsequent Treaty of Throne-
hold brought a cessation of direct hostilities, but no
nation or people can claim to have won the war. The
Treaty of Thronehold was based on mutual fear; it
settled few of the issues that drove the century of
conflict. For instance, the former Aundairian city of
Thaliost remains in the hands of Thrane. The White
Arch Bridge, spanning Scions Sound between Rek-
kenmark in Karrnath and Thaliost in Thrane, is still
broken. Bitter Cyran refugees live in Brelish ghettos.
Across Khorvaire, many citizens still believe in their
nation’s right to the throne of Galifar.

Despite the end of open warfare, few people truly
believe that peace will last. Each nation is strength-
ening its military machinery—not to the same extent
as during the war, but clearly with an eye toward
the possibility of resuming a war footing as soon
as possible. Each nation, at least in part, relies on
mercenaries to fill holes in its military’s ranks, and
on explorers to acquire lost weapons and powerful
magic. In today’s Eberron, an enterprising party can
make a good living delivering such discoveries to the
highest-bidding nation.

The central nations—Aundair, Breland, Karrnath,
and Thrane—are roughly at parity in the arms race,
each with its own particular strengths. Aundair

currently has the greatest arcane mastery, measured
in trained wizards and enchanted items. Breland’s
intelligence services (such as the Dark Lanterns,
pages 78-79) are second to none, and the nation is
more self-sufficient than the others in terms of grains
and other staple goods. Karrnath’s military remains
the dominant force in total personnel (including
undead forces), while Thrane maintains an advantage
in both divine magic and long-distance archery.

In light of the Mourning, however, each nation
knows that the next war won't be won with mundane
weapons or even the magical power that it brings to
the field. If the Mourning was caused by a weapon
of war, then whoever holds that weapon could poten-
tially control Khorvaire. On the other hand, if it can
be conclusively proven that the Mourning is no longer
a threat, conventional war could easily begin anew.
With that prospect in mind, every nation is develop-
ing new weapons and war magic.

Rulers and generals also seek out the power of
the past in the form of ancient magic. All of Khor-
vaire’s nations and no small number of wealthy and
powerful individuals regularly hire teams of bold
adventurers to go to Xen'drik and other remote
locations in search of ancient artifacts. Meanwhile,
armies continue training, spies and saboteurs keep
working behind enemy lines, and crafters go on
churning out arms and armor.

Perhaps as important as armaments and magic,
though, is information. The rulers of the nations work
strenuously to ensure that they know what the other
nations are doing and what threats they’ll face when
the next war erupts. Intelligence, even questionable
intelligence, is more valuable than gold, and nations
regularly pay more than they can realistically afford
to acquire it.

Although the majority of a nation’s spies are con-
cerned exclusively with acquiring information, some
undercover agents take a more active role. Sabo-
tage of military installations or arcane laboratories,
political assassinations, and agitation through the
spreading of rumors, vandalism, or the destruction of
goods and supplies—all of these are potent weapons
in the shadow war.

A party of adventurers could easily be drawn into
this silent war, either as knowing agents of their home-
land or as unwitting dupes whose actions can’t be
traced to the crown. Alternatively, independent adven-
turers could stumble into the shadow war—whether
they are competing with a group of soldiers in a race
for a powerful artifact (as in Raiders of the Lost Ark), or
they stumble into a web of murder and intrigue that
can ultimately be traced back to foreign spies.

Significant players in a campaign focused on the
shadow war might include the Royal Eyes of Aundair
(page 70), the King’s Citadel of Breland (page 77), the
Order of the Emerald Claw (page 86), the Trust of
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Zilargo (page 170), House Phiarlan (page 226), and
House Thuranni (page 232).

THE NEWBORN NATIONS

Before the Last War, Khorvaire was united under
the Kingdom of Galifar, which was actually a

close alliance of the Five Nations that predated the
kingdom—nations whose modern descendants are
Aundair, Breland, Cyre, Karrnath, and Thrane. The
Last War severed that thousand-year-old alliance,
sending the Five Nations into a hundred years of
conflict. But by the time the Last War was over and
the ink dried on the Treaty of Thronehold, the map
of Khorvaire had completely changed. Cyre is gone.
Even before the Mourning, Cyre had lost considerable
swaths of its territory to the elves of Valenar and the
goblins of Darguun. The people of western Aundair
seceded to form the Eldeen Reaches. The dwarves of
the Mror Holds broke away from Karrnath. Idealists
and opportunists from the Five Nations fled the war
and founded the nation of Q’barra far to the east. In
the west, the Daughters of Sora Kell hewed a nation
from a land of monsters—for all that Droaam remains
unrecognized by the Treaty of Thronehold, it is a
force to be reckoned with.

Khorvaire has entered a new age—a time of tur-
moil and change. Even with the war settled (for now),
many of the nations of Khorvaire are only decades
old. The continent is rife with contested lands. The
displaced Cyrans want a new homeland to replace
the Mournland, and many of them think that Dar-
guun and Valenar rightfully belong to them. Aundair
wants to reclaim Thaliost and the Eldeen Reaches,
and Breland has enemies in both Droaam and Dar-
guun. Thrane wants the return of'its western lands
from Aundair.

The surviving four nations of central Khorvaire
have found an uneasy equilibrium, but the relatively
new nations of Khorvaire are a totally unpredictable
factor throwing the balance of power into chaos.
They might be allies of the Five Nations, or pawns in
the intricate machinations of the shadow war. But
the thought that keeps the generals and spy masters
of the Five Nations from sleeping soundly at night is
that these new nations might be an independent force
to be reckoned with, capable of sweeping plans that
extend far beyond their borders. What if the future of
Khorvaire lies in the hands not of one of the descen-
dants of Galifar’s kings, but of the Mror dwarves, the
Valenar elves, the druids of the Eldeen Reaches, or—
Sovereigns forbid it—the hags that rule Droaam?

Monstrous raiders from Droaam threaten
Breland’s western border. Are they just monsters
seeking pillage and plunder? Are they part of a plan
concocted by the Daughters of Sora Kell who rule
Droaam? Or are they mercenaries employed by
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Aundair or Thrane to distract Breland from a greater
threat to the north?

The newborn nations of Khorvaire are, for the
most part, less densely populated than the central
Five Nations, and many of them are littered with the
ancient ruins of civilizations that preceded the rise
of Galifar. In addition to a campaign focusing on the
political impact of these new nations, you can use
these regions for a campaign that focuses on delv-
ing into those ruins, prospecting for dragonshards,
hunting monsters and bandits, and the range of other
activities that are common in every D&D campaign.
Each nation has its own local threats that can add
life and unique flavor to adventures there, from the
Jhorash’tar orcs of the Mror Holds (page 148) to the
Chaos Fleet of the Lhazaar Principalities (page 141).

THE NExT WAR

It's coming. Few admit it, except in whispers or
behind locked doors, but everyone expects it.

The next great conflagration might be ignited by
the tiniest spark, and it could be anything. Hatreds
and old grievances sometimes drive soldiers into
border skirmishes. Spies and saboteurs get caught,
and each time their guilt is proven and their con-
nection with another nation is established, relations
between those nations grow more tense. Loud voices
cry out for justice for wrongs committed during
the years of war. Each nation sees its rivals growing
strong, and considers acting before someone else
throws the first punch.

Fear ended the Last War—fear of loss, as each
nation crept ever closer to complete collapse, and fear
of the unknown, as Cyre vanished beneath the dead-
gray mist of the Mourning. With each passing day,
the militaries of the surviving nations rebuild, gath-
ering their strength. The Mourning was four years
ago. Its horror has diminished with the passing of
years, and there’s no sign that such a cataclysm might
happen again. New grudges build on old bitterness,
and ambitious rulers and generals carefully examine
every sign of an enemy’s weakness, anything that
might spell opportunity for a new conquest.

The next war will no doubt start small-not with
massed armies, but with one skirmish that grows too
large, one incursion or assassination too many. One
nation will retaliate for the actions of another. A third
will view that retaliation as the start of something
greater and act preemptively. At first, it might look
just like yet another surge in violence similar to the
others that punctuate the years of the shadow war.

Except this one won’t diminish. Assassination fol-
lowing sabotage, invasion following skirmish—the
cycle will continue and expand. Finally, armies will
march across Khorvaire once more. This time, even
the deaths of nations might not be enough to rein
them in.



DRACONIC PROPHECY

The dragons of Argonnessen scrutinize the world for
signs and portents. They study the sky above, the pits
and caverns below, and the land between, watching
for hidden significance. The dragons, long-lived and
patient, seek meaning in the patterns they discover.
These patterns play out in the Draconic Prophecy,
arecord of events past, present, and future that has
been emerging since the creation of the world.

Passages of the Prophecy appear throughout the
world—above, below, and between. Signs are revealed
in the changing shape of the Ring of Siberys. Dragons
spend a great deal of time and effort charting the
movement of the moons and stars, studying the pat-
terns of the Dragon Above, and interpreting omens.
Symbols appear on the sides of mountains, on the
walls of caves, or in the deepest recesses of Khyber,
although some of these signs can be read only when
the moons and stars are in certain alignments or
in the proximity of certain dragonshards. Around
3,000 years ago (recently, by draconic reckoning),

a new canvas for the Prophecy appeared: The races
of Khorvaire began to manifest dragonmarks. The
appearance of dragonmarks on these “lesser” races
has led to much debate among the dragons.

The destiny of the world, some would claim, is
spelled out in the Draconic Prophecy. On some level,
this assertion is true, but most people who are aware
of the Prophecy take an overly simplistic view of'it.
The truth of the Prophecy is far more complex, rich
with possibility, and fraught with danger.

There are those who make a casual hobby of col-
lecting snippets of the Prophecy. The small pieces
and fragmentary verses that are readily available
give a misleading view of the Prophecy’s nature and
purpose. Such verses are among the most well-known
parts of the Prophecy, and they suggest that history
unfolds according to a script, preordained and unal-
terable. Particularly in the wake of the Mourning,

a popular view of the Prophecy is that it charts the
pathway to the end of the world. Those who hold

this view find their lives instilled with a sense of
urgency, their existence overshadowed by impending
catastrophe.

Others among the mortal races of Khorvaire study
the Prophecy more intently and have a better sense of
its scope. Upon learning that pieces of the Prophecy
were fulfilled before humans or elves ever walked the
earth, and that others can’t possibly be fulfilled for
another thousand years, these scholars tend to lose
any sense of immediacy. The world will not end this
year, or the next, or during any human life span. Still,
the Prophecy adds enormous weight to individual
events on a smaller scale. The Mourning might not
herald the destruction of Eberron, but the event is

invested with the weight of the Prophecy and is a por-
tentous moment in history.

Dragons, demons, the Undying Court, and others
able to study the Prophecy for multiple human
lifetimes gain a deeper understanding of its proper
context. The destiny contained in the Prophecy is
not a foreordained sequence of events, but an infin-
ity of possibilities, an intricate network of conditions
and dependencies. The language of the Prophecy
expresses cause and effect, declaring the conse-
quences of certain events, not the probability of any
given event. Its verbs are slippery, allowing multiple
interpretations. Although some people use their lim-
ited understanding of the Prophecy to justify their
actions or their inaction, the more sophisticated come
to understand the Prophecy as a context for action.
Its field of possibilities gives a reason to act, to watch
for opportunities, and to seize those opportunities as
they come. For those who take the right action at the
right time, the Prophecy can be used as a road map
and the consequences it describes can be brought
to pass. For those who take a different action or the
same action at a different time, the same verse of the
Prophecy might be fulfilled in a different way, with
different consequences.

The fluidity of the Prophecy, as it is correctly
understood, is what makes it possible for groups such
as the Chamber and the Lords of Dust (on behalf of
their demonic overlords) to contend in order to influ-
ence its interpretation and fulfillment. It is also, not
coincidentally, what makes the Prophecy useful in
a D&D campaign, where the characters remain in
control of their destinies at least to some extent. The
Prophecy can lead them into adventures and outline
the consequences of their actions, but it cannot dic-
tate their actions—or the results of their die rolls.

Even among dragons, few make any claim to have
truly mastered even the smallest aspect of the Proph-
ecy. To these enlightened minds, a greater wisdom
exists among the layers upon layers of meaning in the
words of the Prophecy. They see the Prophecy as the
language of creation, the words that called the world
into being—the tongue in which all things were first
named. Those verses continue to speak the world
through its course. These dragons seek not to fulfill
what has been predicted, but to continue the course
of creation that was established at the beginning of
time. Through their contact with the Prophecy they
become creators in their own right—alongside all the
beings in the history of the world, mortal and divine,
who have heard and understood and spoken that
mystic language.

THE PROPHECY
IN YOUR CAMPAIGN

In your Eberron campaign, the Prophecy is com-
pletely under your control. Use it to give context to
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the characters and their adventures as they progress
through your campaign.

Epic Destinies: The Draconic Prophecy is one
way to establish special destinies for the player
characters in your campaign. A character’s link to
the Prophecy might be apparent early in his or her
adventuring career, perhaps reflected in a dragon-
mark. The significance becomes more pronounced
by the time the character selects an epic destiny. In
Eberron, no epic hero is exempt from the unfolding
verses of the Prophecy.

Even before characters reach epic levels, you can
use the Prophecy to emphasize that they are special—
they are meant to accomplish certain tasks that
no one else in the world can do, at least not at this
particular moment in history. Don’t shy away from
crafting verses of the Prophecy that point directly
to the player characters, even if they do so obliquely.
Such mention helps even low-level adventurers stand
out in the world.

Campaign Arc: Just as the Prophecy can estab-
lish the characters as figures of legend in Eberron, it
can also put their deeds in a greater context. You can
use verses of the Prophecy to foreshadow the most
important villains of your campaign and to hint at
the means by which they might be destroyed. You
can use the Prophecy to describe a terrible, world-
shaking event that the characters must try to prevent.
If your campaign is driven more by the actions of the
characters than by villainous or disastrous threats,
the Prophecy in your game can focus on the accom-
plishments and destinies of the heroes.

Your campaign arc and the characters’ epic des-
tinies can intersect when you introduce verses of the
Prophecy that describe the heroes’ confrontation with
a mighty villain or their actions relevant to a cataclys-
mic event. The characters might already have a sense
of their own place in the Prophecy, and gradually
learn about the enormous threat posed by the villain
of your campaign. When they find the verses that
describe how they must fight and overcome the vil-
lain, the Prophecy gets personal.

Manipulating the Prophecy: You might create a
campaign in which the major events revolve around
the interpretation of the Prophecy’s verses. A cam-
paign might center on the terrible shadow war, far
more terrible than the cold war among the Five
Nations that lingers in the wake of the Last War.

This war has endured for tens of thousands of years—
the conflict between the strongest demons and the
mighty dragons of Argonnessen. This conflict occurs
on the battlefield of the Draconic Prophecy. At vari-
ous moments in history, the dragons of the Chamber
(page 26) have shaped the course of the Prophecy. At
the present time, however, the Lords of Dust—and in
particular, the fiendish overlord known as the Shadow
| in the Flame (page 29)—have pushed the Prophecy
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down a dark path by manipulating critical moments
over the last half-dozen centuries.

In this age, dark powers are rising to ascendancy.
Greed and corruption have tainted even the noblest
institutions. People turn to violence who might once
have embraced peace. These tendencies seem per-
fectly natural to those involved—but those who study
the greater picture can see the malevolent influence
of the Lords of Dust at work.

Such a campaign emphasizes that evil is thriving
in the current age. People find it all too easy to give
into their darker impulses, to hate instead of love. Far
too few heroes challenge all too many scoundrels;
fortune favors the villain. On the other hand, the
player characters in the campaign are touched by the
Prophecy. They have the potential to be the greatest
heroes of this age, ultimately shifting the path of the
future.

Aside from the Chamber and the Lords of Dust,
the undead elves of the Undying Court (page 257)
steer fulfillment of the Prophecy for their own pur-
poses, and the Order of the Emerald Claw (page 86)
pursues an agenda related to Lady Vol (page 249) and
her interest in the Prophecy, even if the leaders and
soldiers of the order are completely oblivious to that
fact. The dragonmarked houses (see Chapter 6) share
some interest in the Prophecy because it is written on
the skin of their dragonmarked members. Your cam-
paign could feature the characters being continually
caught up in struggles with one or more of these orga-
nizations, or serving as agents (knowing or unwitting)
of one of them.

FORMS OF THE PROPHECY

Typically, adventurers encounter the Prophecy in one
of three ways.

Signs and Portents: A convergence of moons and
planes, a cavern revealed by an earthquake, three
dragonmarked heirs slain by fire—these events are
some of the ways in which the Prophecy is made
manifest. Taken alone, none of these manifestations
have meaning. It’s like glancing at tea leaves or seeing
two crows on a dead oak tree—without proper train-
ing, such an omen cannot be interpreted. Worse, the
Draconic Prophecy is far more complex than wet
leaves or black birds. In the examples given above,
all three events could be linked. Moon, cave, and
death are all pieces of the puzzle, but knowledge of
past events might be just as crucial to interpreting
them. Dragons take decades to construe the simplest
signs of the Prophecy, and centuries to comprehend
extended passages. Even among the long-lived drag-
ons, few have the patience and intelligence required
to become true prophets. Thus, adventurers rarely
find a piece of the Prophecy that they can interpret
on their own; instead, they need to find someone who
can help them understand its meaning.



Prophecy Marks: The Draconic Prophecy is writ-
ten across the world, in symbols scrawled across the
landscape, written by no mortal hand. These signs are
known as Prophecy Marks. The smallest, mere inches
across, might be found eroded into a stone at the base
of a hill, formed by the patterns of a cave’s stalactites,
or wound through the veins in the leaves of a tree.
Others grow so large that they are visible only from
above the clouds, written in the shapes of mountain
ranges or the patterns of desert sands. Even the con-
figuration of country roads and city streets in some
Eberron locations form Prophecy Marks, without any
deliberate effort on the part of their builders.

Interpreting a Prophecy Mark isn’t a simple matter
of deciphering Iokharic script or reading written
words. It requires time spent contemplating the twist-
ing lines of the mark with a clear mind, and these
marks often reward multiple attempts to plumb their
meaning with increasingly deep understanding.
Depending on the size of the mark, five minutes of
quiet study can convey the gist of a mark’s meaning,
but a large or complex mark might require hours or
even days of contemplation. For example, the Proph-
ecy Mark that appears in the introductory adventure
in the Appendix (page 264) is a small manifesta-
tion on exposed earth, requiring only five minutes
for a character to understand its meaning. At the
other extreme, the Sky Caves of Thieren Kor—said to
appear above the land of desolation in the dark of the
great moon—consist of twisting tunnels whose walls
bear words in their striated walls, while the tunnels
themselves form the shapes of additional words.
With a few hours’ study, a character might gain some
important knowledge of the Prophecy from the Sky
Caves, but one could walk those twisting tunnels for
weeks or even years and not fathom all the nuances of
meaning conveyed by the juxtaposition of words and
symbols.

Translations: A sigil on a cavern wall doesn’t
provide much insight into the Prophecy. The per-
sonal notes of a dragon scholar who has spent
centuries collecting pieces of the Prophecy, though,
are another matter. The challenge for humans is
that dragons typically use Eberron dragonshards
to record their collected knowledge, and a shard
cut for a dragon’s use is the size of a small boul-
der. Some dragons prefer to carve their thoughts
in stone; many lairs have a chamber where words
are inscribed on the walls, and adventurers could
find insights about the Prophecy written in such a
place. Although few mortal nondragons have truly
mastered any aspect of the Draconic Prophecy, a
number of sages have studied it and collected the
writings of dragon prophets. The precise form of
these writings varies based on the author. A transla-
tion of the Prophecy could take the form of poetry, a
formal treatise, or a few cryptic words.

Prophets: The simplest way to read meaning into
the Prophecy is to know someone who can interpret
its signs. In addition to dragon prophets, a deathless
elf or a disguised rakshasa could offer insight into a
path of the Prophecy. A scholar might piece together
a translation—imperfect, but something to work with.
A lunatic exposed to a huge Prophecy Mark might
dream nightly of snippets of the Prophecy he can't
hope to understand, or a dragonmarked player char-
acter could have a sudden and vivid prophetic dream.
It’s often up to the characters in these cases to figure
out what to make of the Prophecy they learn, but that
can be part of the adventure’s fun.
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THE DRAGONMARKED

Even if you don’t want to make the Prophecy a central
feature of your campaign, the dragonmarked houses
can play a very important part in a campaign that
focuses on political intrigue as these houses struggle
for power and influence in a world where the central
authority that held them in check for a thousand
years no longer exists.

The appearance of dragonmarks among the races
of Khorvaire was almost certainly the single most
significant event in the history of those races. A drag-
onmark is something like an intricate birthmark,
forming a pattern of raised bluish lines similar to the
appearance of Prophecy Marks on the earth. There
are twelve recognized dragonmarks, each one associ-
ated with a specific bloodline that appears in a single
humanoid race. One of those bloodlines, the elven
line that carries the Mark of Shadow, split during the
Last War into two competing dragonmarked houses.
Dragonmarks that appear outside these bloodlines
are called aberrant marks, whether they’re recog-
nized marks appearing on people not connected
to the mark’s normal bloodline, or unusual marks
beyond the recognized twelve.

As the names of the marks suggest, each one
is connected to certain kinds of magical power. A
halfling who has the Mark of Healing is a superior
healer: As a player character, she might use cleric or
bard healing powers more effectively than other char-
acters of her class do, or as an NPC she might have
access to unique healing powers. Obviously, there
are other healers in the world, but House Jorasco (the
house that carries that mark) has a virtual monopoly
on the business of healing in Khorvaire.

The twelve recognized dragonmarks and their
associated houses are summarized on the following
table and described in more detail in Chapter 6.
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DRAGONMARKS AND HOUSES

Dragonmark Race House(s)
Mark of Detection Half-elf House Medani
Mark of Finding Human or half-orc House Tharashk

Mark of Handling Human House Vadalis
Mark of Healing Halfling House Jorasco
Mark of Hospitality Halfling House Ghallanda
Mark of Making Human House Cannith
Mark of Passage Human House Orien
Mark of Scribing Gnome House Sivis
Mark of Sentinel Human House Deneith
Mark of Shadow Elf House Phiarlan and

House Thuranni
Mark of Storm Half-elf House Lyrandar
Mark of Warding Dwarf House Kundarak

The influence of the dragonmarked houses has
grown over the last few years. When he forged his
kingdom, Galifar I recognized the merchant princes
as potential threats, even though at the time they
lacked the power to challenge his rule. He issued the
Korth Edicts to limit their power, preventing them
from owning land, holding noble titles, or massing
armies to challenge his own forces. Over the centu-
ries, a united Galifar was strong enough to enforce
these limitations. That authority changed with the
Last War. The war vastly increased the demand for
the goods and services of the houses, from the war
machines of House Cannith to the healers of House
Jorasco. Wartime profits swelled the coffers of the
dragonmarked dynasties, and the struggle fueled new
innovation—warforged, elemental airships, and other
dragonmarked house developments have become
cogs in daily life in the Five Nations.

In the wake of the war, many nations still want to
contain the power of the dragonmarked houses. The
clearest example of this attitude is the provision of
the Treaty of Thronehold that called for the destruc-
tion of the creation forges that House Cannith used
to create the warforged. At the time the treaty was
signed, House Cannith was divided, reeling from the
loss of'its baron and its Cyran holdings in the Mourn-
ing. Now, realizing that weakness and concession led
to Cannith’s losses, the houses refuse to be so easily
cowed, and no united Galifar remains to rein them
in. The houses are not bound by national borders.
With the threat of renewed war looming on the hori-
zon, the possibility of losing the services of a house is
one that few nations can afford. Indeed, some lead-
ers are working to build close ties with the houses.
Aundair granted Stormhold to House Lyrandar in a
clear violation of the Korth Edicts, and that house’s
activities in Valenar also overstep the law. House
Deneith’s military forces at its headquarters in Korth
(a city in Karrnath) have grown beyond even the
more generous provisions granted to it in the edicts,
| but Karrnath has yet to challenge this state of affairs.
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All this creates a situation rife with intrigue and
ready for adventure, as player characters—especially
those who bear dragonmarks themselves—negotiate
the ever-changing alliances and plots among the
houses and the nations. Dragonmarked characters
are sure to be a part of their house’s complex agendas,
whether they know it or not. Either the party’s artifi-
cer who bears the Mark of Making is a willing agent
of one of the branches of House Cannith, or the three
factions of the house are trying to bring him under
their control—or perhaps use him to discredit another
branch.

Aside from the individual intrigues of each
dragonmarked house, you might also consider the
growing influence of the houses as a whole. A century
ago, the balance of power clearly lay in the hands of

DRAGONMARKED PCS

A player character who has a dragonmark falls into one
of four different categories, as outlined in the EBERRON
Player’s Guide:

4 The character might be a member of the dragon-

marked house and its bloodline. The character’s race
must match the bloodline of the house exactly—a half-
elf who has the Mark of Shadow (an elf mark) can’t be
part of the bloodline. Such a character has the most
in common with NPC dragonmarked characters, and
seems normal to members of the house. It’s up to you
and the player of the character to determine the extent
of the character’s ties to the house.
The character might be an offshoot of the bloodline,
sharing a race with other members of the house but
not having any direct family ties to the house. Such
a character is rare and something of an anomaly, but
the NPC leaders of the house would be likely to try to
bring the character into the fold—and under control.

4 The character might be a member of a race uncon-
nected to the dragonmarked houses, even a race such as
warforged or kalashtar (races that don’t normally mani-
fest dragonmarks). Such a mark has nothing to do with
bloodline and everything to do with the touch of the
Prophecy. These characters are extremely rare—it’s not
recommended that you create NPCs who fall into this
category unless the story of your campaign demands
it. The houses might not be sure what to do with a
character like this—the character is probably the first
such case they’ve ever seen, so there’s no precedent to
fall back on. Some people would probably try to recruit
the character into the house, while others would argue
for the character’s extermination to keep the house’s
bloodline—and its economic monopoly—secure.

4 The character might have an aberrant dragonmark
that’s different from the twelve recognized marks,
regardless of the character’s race. The houses view
aberrant marks and those who carry them as disturb-
ing and somewhat frightening, thanks to the legacy of
the War of the Mark (see page 209).



the monarchy. Today, the divided leaders of Khor-
vaire’s many nations squabble and work intrigues,
weakening their influence over their economies.
Meanwhile, the reach of the merchant houses grows
stronger with each day. There are many who whisper
that if the nations of Khorvaire are ever to be united
again, it will not be a descendant of Galifar who sits
on the throne, but a dragonmarked heir of one of the
houses.

URBAN INTRIGUE

The nations of Khorvaire boast a handful of teem-
ing metropolitan areas to rival the greatest cities

of most D&D worlds. From the soaring, magically
buttressed towers of Sharn to the gleaming city of
Flamekeep, built around the grand cathedral of the
Silver Flame, each of these cities holds wonders and
dangers enough to fuel a campaign’s worth of adven-
tures. Although characters might at times delve into
the sewers or crypts beneath these cities on missions
that seem much like traditional dungeon adventures,
Eberron’s urban centers offer a wholly different kind
of adventure experience, springing from the setting’s
roots in the noir tradition of film and literature (see
“Fantasy Noir,” below).

A campaign focused on urban intrigue might fea-
ture player characters working as a team of private
inquisitives, solving mysteries and tracking down
criminals in the streets of Sharn or some other city.
They might hunt a changeling assassin one week and
track down the burglars who infiltrated an ostensibly
impregnable Kundarak vault the next. Theyre bound
to make enemies of local crime lords, who will send
brutish thugs to teach them a lesson for their med-
dling. They might also get involved in the schemes of
more significant criminal elements, from the Aurum
(see page 24) to the mysterious agents of the Dream-
ing Dark (page 191)—infiltrators and masterminds
from distant Riedra. They could track down sinister
Cults of the Dragon Below (page 251) or hidden
shrines to the evil gods of the Dark Six (page 244), or
discover devils masquerading as deities and gather-
ing worshipers in secret temples.

Rather than working as private inquisitives, the
characters might be associated with the local officers
of the law. Their interactions with their superiors can
add some spice and drama to the campaign, espe-
cially when their unorthodox techniques get them
in trouble—or when local officials in command of
the characters turn out to be in league with the vil-
lains. The characters might also get caught up in plots
and schemes among different factions within the
government, as members of the city council use the
characters to gain prestige and power or to discredit
their rivals on the council. What happens when the

characters discover that the council member who has
served as a kind and generous patron is also a vam-
pire high priest of the Blood of Vol (see page 248)?

A theme of urban intrigue also works well in com-
bination with almost any other campaign theme. If
the characters are embroiled in the intrigue among
the dragonmarked houses, they might spend most
of their adventuring time in the cities that house the
greatest enclaves and headquarters of the houses.
They might at first believe that they’re investigating
common criminals or a gang war, and only slowly
stumble on the realization that the criminal mas-
terminds they're fighting are actually the barons of
warring dragonmarked houses, or factions within
those houses. Similarly, international plots and
espionage are often focused in great cities and might
masquerade as purely local criminal activity. A cam-
paign built around the Draconic Prophecy might also
sweep the characters up in urban mysteries as they
deal with agents of the Chamber or the Lords of Dust.
Even if most of your campaign is focused on dungeon
exploration, you can spice it up with interludes of
urban intrigue when the characters return, treasure-
laden, from their expedition to Xen'drik and find that
their kindly university patron is actually working for
the Order of the Emerald Claw.

FANTASY NOIR

The EBERRON campaign setting is sometimes
described as “fantasy noir,” and an urban intrigue
campaign highlights those noir elements. But what
exactly does that mean?

The answer lies not in the details but in the
broader view. The tone and attitude of Eberron make
it unique—a combination of traditional medieval
fantasy, pulp action, and dark adventure. The world
unquestionably contains utter evil; pure good exists,
but it can be tough to find. Primarily, an EBERRON
campaign is about shades of gray—everything and
everyone has more than one motivation and tends to
obscure true goals with both attitude and action.

Things Are Seldom What They Seem: You
can't judge individuals by their appearance. Heroes
and villains come in all shapes and sizes, all classes
and races. A villain might help the heroes if'it suits
her purpose, and an ally might betray his friends if
given the right motivation. Everyone you meet has a
personal agenda, and until you understand what that
is, you can't say with any certainty where that person
fits in the greater scheme of things.

Surprises, deceptions, and misdirection are the
norm. This atmosphere makes it even more unex-
pected when the heroes discover creatures that have
pure motives or ancient sites dedicated to a single,
good purpose.

Sympathetic Villains: All heroes are measured
by the opponents they face and eventually defeat.
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In an EBERRON campaign, though, those villains
often reveal as much about the heroic characters as
about themselves. A good noir villain is sympathetic
because he or she is very much like the heroes, and
shows what they might well become if something
were to push them to an extreme.

The classic example of this kind of villain is the
crusading paladin who so zealously pursues evil lurk-
ing behind every corner that he grows blind to the
evil in himself—the evil that drives him to persecute
innocents. The Church of the Silver Flame (page
245) seems prone to that sort of extremism, but the
church is not alone in harboring such fanatics. A
better mirror for many player characters would be
another group of adventurers—greedy, money-hungry
treasure-seekers who don’t care whom they work for,
as long as they get paid. The player characters might
actually cooperate with a group like that on one
adventure, when their employers happen to share a
common goal. When the characters find themselves
at odds with their former allies, however, they quickly
discover that these opponents have no qualms about
resorting to the dirtiest tricks in order to get ahead.
Will the characters abandon any principles they
might hold to keep up with their rivals? Or will they
lose the battle but win the moral war, keeping their
principles intact?

Unhappy Endings: In a noir setting, victory is
rarely complete. This does not mean that the heroes
cannot overcome their foes or reach their goals. How-
ever, it does mean that it is perfectly fitting to work
unexpected twists and details into the resolution of
an adventure.

Avillain, once defeated, might be revealed to have
a truly noble motivation, such as protecting a family
member or stealing money to pay for a child’s treat-
ment by a House Jorasco healer. Or the miscreant’s
defeat could pave the way for a new, more terrible vil-
lain to come to power. The characters’ actions might
also have unforeseen consequences for their NPC
allies, ranging from a change in social position to
threats to life and limb.

Gaining a desired item or boon might come at
an unexpected price. Perhaps the heroes must give
up another prized possession to secure the one they
desire. Or it might be that while the heroes were out
achieving this goal, a rival was stealing something
even more precious from them back at home. Every
success has its cost, and every goal reached reveals
itself as merely a step on a longer path.
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DUNGEON DELVING

Naturally, if a good, old-fashioned dungeon adven-
ture is still your favorite kind of D&D game, Eberron
has plenty to offer your campaign. The world’s his-
tory has left it littered with ruins that hold treasures
beyond imagining for the brave adventurers willing
to risk life and limb to find them. Just as important,
the world is full of individuals and organizations that
have a strong interest in acquiring those treasures
for themselves. In Eberron, any booty the characters
acquire might be something that plenty of other
people want, making even treasure-hunting an activ-
ity fraught with intrigue and betrayal.

WHERE 10 DELVE

Forgotten sites are scattered all over Eberron. They
range widely in size, shape, age, and content. See
“History,” beginning on page 32, for more informa-
tion about the historical eras discussed here.

Demon CITADELS
The oldest dungeons on Khorvaire are ruins from the
Age of Demons—fallen citadels of the rakshasas and
the demons, of their fiendish overlords, or perhaps
of the dragons who fought them at the dawn of time.
Those strongholds that still stand are charged with
fearsome magic that allows them to resist the passage
of time. These places could be prisons, where demons
are held in bondage by potent wards, waiting for fool-
ish adventurers to break the seals. They might also
be vaults holding relics of formidable power, guarded
by deadly traps and undying sentinels. Fiendish
strongholds are likely to be found at the edges of
civilization, in places such as the Demon Wastes and
Q’barra, but a subterranean ruin could lie hidden
anywhere in Khorvaire. These citadels are among the
most dangerous dungeons an adventurer could find,
an appropriate challenge for heroes in the epic tier.
Haka'torvhak in Q’barra (see page 151) is one
example of a fiendish citadel still guarded by a
dragon sentinel.

GIANT RuUINs
Throughout the mysterious continent of Xen’drik,
remnants of the great giant civilization endure.
Some buildings have stood for millennia; others are
only cornerstones and broken columns. A few are
complexes of tremendous passageways, extensive
dungeons stretching for miles beneath the surface.
Giant dungeons are likely to hold items and
secrets similar to those found in other ruins—arti-
facts, books of lore and arcane teachings, and items
not seen or used in thousands of years. The ancient
giants favored extensive ornamentation on even the



most mundane utensils, using a rich language of
artistic symbology to communicate an item’s origin or
ownership. They prized gems greatly, using them as
currency and adorning all valuable items with at least
one precious stone. The giants’ empire was rich in
magic, so magic items are common in their treasur-
ies. Modern explorers have been shocked to discover
warforged components among the treasures of the
giants, suggesting that House Cannith created the
warforged based on a design from the ancient giants.

Whether above ground or below, getting to and
removing the treasures of the giants is especially
tricky given that the sites were built for creatures
standing between 10 and 20 feet tall. The dungeons
of Xen'drik are likely to be occupied by drow and
associated creatures. (See page 196 for more informa-
tion about the drow of Xen’drik.) On the other hand,
the bustling city of Stormreach (page 194) is built
among the ruins of a giant settlement at the northern
tip of Xen'drik.

WONDERS OF DHAKAAN

The Age of Monsters saw the height of goblin civiliza-
tion on Khorvaire, and remnants of its structures can
be found across the continent. Palaces, temples, and
strongholds were built for races that, then and now,
prefer the cool dark of the earth to the bright light of
the sun. Those ruins that lie close to civilized areas
have already been explored, but many more remain
hidden deep in the wilds or in savage realms such as
Droaam, unexplored and not yet plundered.

Dhakaani culture was focused on war, and the
empire’s smiths produced fine weapons and armor,
including some powerful magic items. The art found
in the empire’s ruins is either intentionally austere
or baroque in its detail, with a particular wealth of
calligraphic ornamentation inscribed on jewelry and
magic items.

The Dhakaani Empire fell after a long war against
the aberrant monstrosities called daelkyr (page
204), invaders from the Far Realm of madness. Aber-
rant monsters of all types are commonly found in
and around ruins from the empire, including the
descendants of goblins corrupted by the daelkyr’s
flesh-warping techniques—dolgrims, dolgaunts, and
dolgarrs (see pages 203-204).

The city of Sharn in Breland (see Chapter 2) is
built atop goblin ruins from the Dhakaani Empire,
and occasional expeditions still delve into the depths
beneath the city’s Cogs in search of more treasures
for the museums of Morgrave University or the antiq-
uities dealers of the Seventh Tower district.

DRAGONBORN SETTLEMENTS

Few details are known about the dragonborn civili-
zation that flourished on Khorvaire during the Age
of Monsters. Even modern dragonborn have little

concept of the lives their ancestors led. Explorers
regularly search the jungles of Q’barra for the ruined,
overgrown remains of dragonborn settlements.

Because so little is known about the ancient
empire of the dragonborn, the relics and treasures
from a dragonborn site are particularly valuable to
scholars and universities—and to the black marke-
teers who trade in such things. The mere rumor of
the discovery of a dragonborn site can draw scholars
from four different universities and treasure-seekers
from across Khorvaire like flies to carrion, resulting
in a sometimes deadly race to be the first to claim
whatever treasures the site might hold.

EXCAVATING THE ORCs

Although the orcs’ civilization was never as success-
ful as that of the goblins, orc culture also flourished
during the Age of Monsters. Being nomads, the orcs
did not build many cities. Their aboveground struc-
tures were built of wood and other easily gathered
materials that have not survived the centuries. Orcs
did, however, have a tradition of building under-
ground chambers to store and protect items that
were too large or bulky for a tribe to carry wherever
it went.

Since orc tribes have inhabited practically all of
Khorvaire at various times in the past, any land might
hide an underground storage complex. These cham-
bers are not laid out in an artful or even utilitarian
manner, but consist of several interconnected rooms.
The builders often entombed recently deceased war-
riors in the structures to protect them from robbers.

EcHoEs oF THE FIVE NATIONS
Before the Galifar unification, the original countries
that became the Five Nations explored, settled, and
civilized large portions of the continent. In doing

so, explorers built castles, forts, outposts, and towers
from the Sea of Rage to the Barren Sea.

Many of these structures became the foundations
of today’s towns and cities—but not all. Some sites
were razed during wars. Others were abandoned
due to politics or unfortunate geographic placement.
Still others disappeared without a trace—mysteries
that haunt history books and scholarly discussions.
After so many years, all that is left of such places are
the strongest towers and the sturdiest underground
structures.

Naturally, the Last War left a number of settle-
ments across Khorvaire razed and abandoned,
particularly but not exclusively in the Mournland, the
desolate remains of the nation of Cyre. The Mourn-
land holds many secrets—hundreds of thousands
of people disappeared, along with dozens of cities,
towns, and hamlets. Few structures remain intact
above ground, but scavengers—including the soldiers
of the Lord of Blades (page 99) and the agents of
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Ikar’s Salvage (page 95)—are working to scour those
ruins of any valuables they can. The ruined city of
Shadukar, in Thrane (page 105), is an example of the
price of war beyond the Mournland.

DRAGONSHARD DEPOSITS

House Lyrandar and House Orien can'’t operate the
vessels that make transportation across Khorvaire so
efficient—the lightning rail, airships, and elemental
galleons (see pages 43-44)—without Khyber dragon-
shards. Prospecting for dragonshards is a specialty of
House Tharashk—a dangerous business, well suited to
the tough and hardy humans, half-orcs, and orcs that
make up the house. However, there’s always room

for independent prospectors to make good money
digging up dragonshards and selling them to the

DRAGONSHARDS

Three kinds of dragonshards, named according to their
origin, play an important role in the magical economy
of Khorvaire—and in the Draconic Prophecy. All dragon-
shards appear as translucent rock or crystal with swirling
veins of color suspended inside. The veins are reminiscent
of dragonmarks, and their pulsating makes the stones
look almost alive.

Siberys dragonshards fall from the Ring of Siberys that
forms a broken path across the night sky. A swirl of puls-
ing golden veins glows in a Siberys shard’s core, causing
them to be referred to as sunstones or starmotes. Siberys
shards are most often found in equatorial regions, includ-
ing Xen’'drik and Aerenal.

Eberron dragonshards are buried in the shallow soil
of the world, and usually appear encased inside stone
geodes. The swirls inside an Eberron shard are blood
red, which is why these shards are commonly known as
bloodstones. Eberron shards appear only in Khorvaire and
Aerenal, and they’re particularly common in the Shadow
Marches.

Khyber dragonshards are found growing on cavern
walls deep in the earth, usually near regions of molten
rock. Veins of midnight blue to oily black coil in their
centers, and they’re commonly called nightshards or
demonstones. Khyber shards are found across Eberron, but
they’re most prevalent in areas that see signficant demon
or elemental activity, such as the Demon Wastes.

Dragonshards are essential components for creating
certain kinds of magic items and devices. Vessels that rely
on elementals, including the galleons and airships used
by House Lyrandar as well as House Orien’s lightning
rail, use Khyber shards to bind the elementals. Items that
focus or enhance the power of dragonmarks incorporate
Siberys shards. Eberron shards have an affinity for magic
that makes them useful in crafting many different kinds of
items, and some wizards even use them as spellbooks.

The Eserron Player’s Guide includes rules for dragon-
| shard augments that enhance magic weapons.
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houses, and House Tharashk itself has been known
to hire adventurers to assist in a particularly difficult
excavation.

Khyber dragonshards typically appear on cavern
walls deep beneath the surface of the earth, particu-
larly in volcanic regions and areas rich in demonic or
elemental influence. In other words, they’re found in
the kind of deadly places where adventurers thrive.
Characters looking for shards might find themselves
competing with agents of House Tharashk (if the
characters aren’t working for the house), fighting
demons, contending with other denizens of Khyber
(such as aberrant monsters or other dungeon dwell-
ers), or even coming into conflict with Cults of the
Dragon Below (see page 251) that use Khyber shards
as the focus of their worship.

Prospecting for Siberys or Eberron shards can
make for exciting adventures as well, but it’s less
likely to involve dungeon delving. For a change of
pace, though, characters might seek to retrieve a
particularly large Siberys shard when it falls outside
the City of the Dead in Aerenal, as foretold in the
Prophecy.

PATRONS AND RIVALS

It’s one thing for a group of characters to delve into
an ancient goblin ruin and bring up treasure they
can use and spend freely. It’s quite another thing
when they’re racing a team of Emerald Claw agents
to retrieve a particular treasure, and they emerge
victorious only to find that the local constable has
declared all treasure finds in the area to be the
property of the Brelish government. If the characters
try to conceal their finds, they end up dealing with
the King’s Dark Lanterns as well as the Order of the
Emerald Claw, as they seek to hold on to the treasure
that’s rightfully theirs!

A significant part of what makes dungeon delv-
ing particularly exciting in Eberron is the number
of organizations that can serve as patrons for such
expeditions—or as rivals to the characters, seeking
the same treasures. Many of these organizations
are related to other campaign themes. For example,
national intelligence services seek out ancient arti-
facts in order to bolster their kingdom’s power in the
event of the next great war (see “The Shadow War,”
page 13). An agent of the Chamber might send char-
acters delving into a dungeon to find a record of the
Draconic Prophecy, or an item that’s supposed to play
a significant role in the unfolding Prophecy—an item
that the Lords of Dust also want to get their hands on.

Organizations detailed elsewhere in this book that
can serve as excellent patrons or rivals for characters
in a dungeon delving campaign include the Aurum
(page 24), the Chamber (page 26), the Lords of Dust
(page 28), the Royal Eyes of Aundair (page 70), the
King’s Citadel (page 77), the Order of the Emerald



Claw (page 86), the Library of Korranberg (page
169), and the dragonmarked houses, especially the
Twelve (see Chapter 6). In addition, the following
organizations are focused on missions of exploration
and archeology.

The Wayfinder Foundation: Founded by
renowned explorer Lord Boroman ir'Dayne, the
Wayfinder Foundation is a guild for like-minded
adventurers. Using the fortune that irDayne amassed
during his long career, the foundation sponsors
dangerous expeditions to exotic locales and gives its
members a place to display their trophies and tell
their tales. It makes a perfect patron for player char-
acters who have secured a reputation for themselves.

Morgrave University: “A beacon of knowledge
shining from the tallest towers of the city, illuminat-
ing the forgotten secrets of the past.” That’s how Lord
Lareth ir'Morgrave envisioned his university when it
opened its doors in Sharn over 250 years ago. From
its earliest days, however, the university has been
plagued by suspicions and accusations that it’s more
of a front for unscrupulous treasure-hunters than a
serious institution of academic study. Although the
vast majority of the university’s faculty and students
are serious scholars, enough items disappear from the
university’s holdings, only to reappear on the black
market, to keep the accusations alive.

HORRORS OF KHYBER

Nine thousand years ago, the daelkyr—horrible
creatures from the Realm of Madness called Xoriat
(Eberron’s Far Realm)—burst through the barrier
between the worlds and spread across Khorvaire.
The resulting war brought about the downfall of the
Dhakaani Empire before the druids known as the
Gatekeepers sealed their portals and imprisoned
them within Khyber’s depths.

Gatekeeper seals grow weak at times, and the
energies of Xoriat spill through into the world. Aber-
rant monsters thrive around such breaches, and
nature grows corrupted—an effect that the druids of
the Eldeen Reaches call the Depravation. Madness
spreads like a disease as Xoriat’s influence grows
stronger, and Cults of the Dragon Below (page 251)
take root among the local population.

A campaign focusing on dungeon exploration
might incorporate this theme of madness and corrup-
tion as the characters discover areas where Xoriat’s
influence is leaking through ancient Gatekeeper
seals. The Gatekeepers themselves might act as
patrons to the adventurers, or a player character who
uses the primal power source could be a member of
the Gatekeepers or another druid sect intent on con-
taining the Depravation.

il

GLOBAL THREATS

Significant threats that player characters might face
in the course of their adventures in Eberron appear
throughout this book, generally associated with spe-
cific regions. Extensive information about the Order
of the Emerald Claw, for example, appears in the
Karrnath section of Chapter 3, because Karrnath

is the order’s homeland and primary base of opera-
tions. That doesn’t mean that characters will never
encounter Emerald Claw agents outside of Karrnath,
simply that the Order is most strongly connected to
Karrnath of all the nations of Eberron.

The following pages detail three threats that are
more or less global by nature and thus impossible to
pin down to specific geographical regions. Roughly
corresponding to the three tiers of play, these threats
are:

4 The Aurum: A secret society of wealthy crimi-
nal masterminds seeking to take over Khorvaire.
(Heroic tier)

4 The Chamber: A group of young dragons intent
on studying and manipulating the Draconic
Prophecy. (Paragon tier)

4 The Lords of Dust: The ancient demons of Eber-
ron, striving to free the imprisoned Overlords of
the Age of Demons and restore the world to their
control. (Epic tier)

Threats in this section and throughout the book

include lore, information about the organization of

the group, statistics for representative members, and,
often, sample encounter groups.

LORE 1IN THIS BOOK

Lore information throughout this book sometimes
includes entries headed “Common Knowledge” or “Secret
Knowledge.”

Common knowledge is information that player charac-
ters just know, without any need to make a check using
the relevant skill. Everyone knows that Aundair is ruled
by Queen Aurala—at least everyone who's spent any time
in Khorvaire. You can require characters to make checks
to learn common knowledge if they’re outsiders—perhaps
kalashtar or Seren immigrants newly arrived in Khorvaire.
Even in these cases, use a DC of 5 or 10.

Secret knowledge is the opposite: It’s information that
characters have no chance of just knowing, no matter
how accomplished they are in a relevant skill. The fact
that King Kaius of Karnnath is a vampire is a secret—a
character isn’t going to stumble across that information
in a history book or know it with a natural 20 on a Reli-
gion check. Secret information is best learned through
adventuring—which is a good reason to encourage your
players to keep their noses out of this book.
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THE AURUM

Great treasures wait for an enterprising adventurer
to brave traps, hazards, and monsters to pluck the
prize from history. Many institutions fund such expe-
ditions, but few outdo the Aurum: Its members are
willing to pay nearly any price to regain lost relics.

In fact, the Aurum’s preoccupation with historical
artifacts is a front for a large and powerful criminal
operation whose members are committed to toppling
the governments of the Five Nations and capturing the
reins of power. Their interest in archeology comes not
from idealism but from unabashed greed and ambi-
tion, traits that Aurum Concordians have in spades.

LORE OF THE AURUM

History DC 15: The Aurum started as a mer-
cantile coalition interested in the Mror Holds. The
Aurum blossomed in the Ironroot Mountains, but
did not experience its ascent to power until Galifar
collapsed into bloody civil war. In the instability that
followed, the Aurum seized the opportunity to recruit
likeminded individuals to join its ranks and expand
the network across the continent.

Streetwise DC 15: Although Aurum Concord-
ians purport to be reclaiming the relics of history
for posterity, they rarely donate these treasures to
museums. The relics vanish into Aurum vaults,
never to be seen again.

Streetwise DC 20: One doesn't have to strain to
hear whispers of a shadow council, secret agendas,
and arcane practices within the Aurum. People who
look too closely have a tendency to vanish.

ORGANIZATION

The Aurum makes no effort to conceal its pres-
ence from the public. By remaining in the open, the
Aurum deflects attention from its true agenda.

Leaders: Leadership comes from wealth, contacts,
and power—traits that all members have in some
quantity. The greatest of them attain leadership posi-
tions in the Concords. Multiple regional councils give
the Aurum a decentralized appearance, but behind
this facade operates a shadow cabinet that has com-
plete oversight of the group. This ultimate council
is called the Platinum Concord, and each member
covets a place in it.

The premier member within the Platinum Con-
cord is the chancellor, a position currently held by
Antus ir’Soldorak, an aging dwarf who has a repu-
tation for ruthlessness. Under Chancellor Antus’s
leadership, the Aurum subtly works to manipulate
political developments in the Five Nations, plac-
ing loyal servants in powerful positions to serve the
. Aurum’s ends.
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Headquarters: The Aurum maintains public
offices in every capital of the Five Nations, and in
most other large cities as well. These structures are
plain and windowless, with only the Aurum’s sigil—
a golden coin surrounded by a matching chain—to
mark the building’s purpose. To the public eye these
are private clubs where Concordians enjoy member-
ship’s benefits.

Rising from the side of Krona Peak in the Mror
Holds is the Golden Vault, the Aurum’s headquarters
and the site where the organization was first founded.
Unlike the Aurum’s other strongholds, the Golden
Vault is ostentatious—a sprawling structure spacious
enough to accommodate hundreds of members and
luxurious enough to satisfy their every need. Gardens
filled with priceless statuary, a museum with trea-
sures from nearly every age, and libraries containing
the collected works of the greatest thinkers make it a
veritable palace of culture and refinement. For these
reasons, the Vault has countless traps, sentries, and
magical wards—the best security money can buy.

Hierarchy: Members find placement in one of
four Concords, according to their personal holdings
and political power. The least and largest group,

Aurum Concordian Level 7 Elite Controller (Leader)

XP 600
Senses Perception +6; low-light vision

Medium natural humanoid, dwarf

Initiative +3

HP 158; Bloodied 79

AC 23; Fortitude 20, Reflex 21, Will 22

Saving Throws +2, +7 against poison effects

Speed 5

Action Points 1

® Warhammer (standard; at-will) ¢ Weapon
+12 vs. AC; 1d10 + 5 damage.

4 Dazing Hammerstrike (standard; requires a warhammer;
at-will) ¢ Weapon
+12 vs. AG; 1d10 + 5 damage, and the target is dazed until the
end of the Aurum Concordian’s next turn.

% Silver-Tongued Devil (minor 1/round; at-will) 4 Charm
Ranged 5; +10 vs. Will; the target is dominated until the end of
the Aurum Concordian’s next turn. The Concordian can have
only one target dominated at a time.

¢ Superior Tactics (minor 1/round; at-will)

Close burst 5; targets one ally; the Concordian slides the target
1 square.

Price of Loyalty (immediate interrupt, when the Concordian is
targeted with a melee attack; at-will)

The Aurum Concordian can change the triggering attack’s
target to an adjacent ally, or to an enemy dominated by its silver-
tongued devil power.

Stand Your Ground
When an effect pulls, pushes, or slides an Aurum Concordian,
the Concordian moves 1 square less than the effect specifies.
Also, a Concordian can make a saving throw to avoid being
knocked prone.

Alignment Evil Languages Common, Dwarven
Skills Bluff +13, Diplomacy +13, History +11, Insight +11
Str 12 (+4) Dex 11 (+3) Wis 17 (+6)
Con 15 (+5) Int 16 (+6) Cha 20 (+8)

Equipment chainmail, bejeweled warhammer, eight silver rings
(1 gp each)
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though its members are still drawn from society’s
elite, is the Copper Concord, an assembly of minor
guildmasters, influential bureaucrats, and wealthy
crime lords. The Silver Concord stands above the
Copper Concord and includes middle-tier members
such as merchant princes, famed personages, and
low-ranking members of dragonmarked houses. The
Gold Concord and the Platinum Concord above

it are for members such as scions of noble houses,
leaders in dragonmarked houses, and crime lords
whose reach extends throughout the continent. The
Concords are porous—a member can climb higher (or
fall lower), though only the most aggressive members
ever achieve places in the Platinum Concord.

Members: New members come from the ranks
of the privileged and powerful, drawn mostly from
those who have shown strong business acumen,
tenacity, and a willingness to do whatever they must
to increase their personal power. The Aurum accepts
only those who advance its influence.

Upon becoming a member, a new Concordian is
allowed to show allegiance by wearing eight rings,
one on each finger, of a metal corresponding to his
or her Concord. Each ring is worth approximately
ten coins of the metal from which it is forged. The
rings allow members to identify each other and to
assess rank.

AURUM CONCORDIANS

An Aurum Concordian embodies greed and corrup-
tion. Each one is a powerful individual commanding
a large network of minions and servants. Each has
far-reaching business interests and a considerable
fortune with which to command respect and fear
from his or her lessers. A Concordian sees others as
resources to be used and discarded when no longer
useful. A Concordian might be a character’s sponsor,
mentor, and ally one day, and his or her bitter enemy
the next. Although service to a Concordian is risky, it
is often worthwhile since the pay is always good.

AURUM CONCORDIAN LORE
Streetwise DC 15: A Concordian is a member
of the Aurum, a fraternity of wealthy elites. Most are
aficionados of history and culture, and they employ
adventurers to track down lost relics and artifacts.

AURUM CONCORDIAN TACTICS
Concordians see to their own protection first, posi-
tioning their servants between themselves and their
enemies using superior tactics. These master manipu-
lators delight in the glibness of silver-tongued devil and
in the willing pawn it provides.

ENCOUNTER GROUPS

Concordians are never without extensive secu-

rity. They enjoy the support of several soldiers and
brutes to keep potential enemies busy while they
direct actions—both allied and enemy—or make
their escape. Given their great wealth, Concordians
employ a wide range of servants, from dim but pow-
erful enforcers to subtle spies, assassins, and other
specialists valued for their distinctive talents.

Level 7 Encounter (XP 1,550)

4 1 Aurum Concordian (level 7 elite controller)
4+ 4 hobgoblin soldiers (level 3 soldier, MM 139)
4 2 human berserkers (level 4 brute, MM 163)
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THE CHAMBER

The dragons of the Chamber—the youngest major
faction of Argonnessen’s dragons—secretly observe
and influence the actions of the younger races in pur-
suit of specific outcomes indicated by the Draconic
Prophecy. The factions of Argonnessen allow the
Chamber to operate without interference, as long as
its members remain undetected.

The Chamber’s members rarely act openly. They
use humanoid agents or disguise themselves. Some
members simply observe the workings of govern-
ments or the slow discovery of new magic. Others
seek the renewal of hostilities between rival powers,
the destruction or recovery of ancient artifacts, or the
promotion or assassination of individuals who play
roles in the Prophecy.

The Chamber is not an organized body. Its mem-
bers are united only by their belief that the dragons of
Argonnessen must influence the course of the Proph-
ecy, lest other beings do so. Each Chamber dragon
wants to influence the Prophecy, but not all seek the
same ends. Although many members hope for specific
outcomes that benefit dragonkind, Argonnessen, or
Eberron as a whole, others believe that they have dis-
covered paths of great value to themselves. In recent
years, Chamber dragons have even worked at cross-
purposes, seeking to steer Eberron toward different
fates. As the dragons of the Chamber infiltrate the
lesser races more thoroughly, shaping their destinies
ever more completely, it becomes less clear whether
the dragons’ motives can be trusted.

LORE OF THE CHAMBER

The dragons of Argonnessen have a vested interest in
keeping the Chamber secret, and those who threaten
to reveal its existence are dealt with swiftly and
harshly. Even so, a character could learn the following.

History or Streetwise DC 25: Occasional
rumors and whispers hint at the existence of a con-
spiracy called the Chamber. Spread across multiple
governments and societies, the Chamber seeks to
influence the destiny of Eberron.

History or Streetwise DC 30: Some ranking
members of the Chamber might be dragon worshipers.

USING THE CHAMBER

The Chamber makes an excellent secret patron for
the player characters. Chamber agents might hire
them to retrieve a treasure, gather intelligence, or
escort an important individual through great danger.

A dragon of the Chamber can also serve as a foil or
villain. The characters might struggle to avert a war
that someone is deliberately instigating, or investigate
. the murder of a prominent aristocrat, only to find

that their enemy is far more potent and well con-
nected than they anticipated.

VELN, CHAMBER SPY

An Aundair-born doppelganger, Veln has long been
fascinated by magic and the arcane. As a spy work-
ing for competing wizards and artificers, he found
himself appearing again and again before the same
patron. Having finally proven his worth, Veln began
to learn more of his true master—a Chamber dragon
observing and influencing the development of arcane
magic among the “lesser races.”

Veln Level 13 Lurker

Medium natural humanoid (shapechanger) XP 800

Initiative +16 Senses Perception +14; low-light vision

HP 102; Bloodied 51

AC 27; Fortitude 24, Reflex 27, Will 25

Speed 6

(® Short Sword (standard; at-will) ¢ Weapon
+18 vs. AC; 2d6 + 6 damage.

) Shuriken (standard; at-will) ¢ Weapon
Range 5/10; +18 vs. AC; 2d6 + 7 damage.

< Diverting Barrage (standard; requires a shuriken; recharge i)
4 Weapon
Close blast 4; targets enemies; +16 vs. Reflex; 2d6 + 6 damage,
and the target takes a -5 penalty to Perception checks until the
end of Veln’s next turn. Effect: Veln is invisible to the target until
the end of his next turn.

Hit and Run (standard; requires a short sword or shuriken;
recharge [:}] (=) [:{]) ¢ Weapon
Veln shifts 2 squares, makes a basic melee or basic ranged
attack, then shifts 2 squares.

Change Shape (minor 1/round; at-will) ¢ Polymorph
Veln alters his physical form to take on the appearance of any
Medium humanoid, including a unique individual (see MM 280).

Stealthy at Speed
When making Stealth checks, Veln takes no penalty when
moving his normal speed, and a -5 penalty when running.

Combat Advantage
Veln deals 2d8 extra damage against any creature granting
combat advantage to him, and the target is slowed until the end
of Veln’s next turn.

Alignment Unaligned Languages Common, Draconic

Skills Bluff +15, Diplomacy +15, Stealth +17

Str 13 (+7) Dex 22 (+12) Wis 16 (+9)

Con 18 (+10) Int 13 (+7) Cha 19 (+10)

Equipment leather armor, short sword, 20 shuriken

VELN's TACTICS

Veln'’s objective is to function as a spy or agent provo-
cateur; he avoids combat. His goal in battle is to escape
with whatever intelligence he has gathered, rather
than fight to victory.

YLLOSAVAX,
CHAMBER OBSERVER

An adult silver dragon of arcane skill, Yllosavax is inter-
ested in those paths of the Prophecy whose branches
fork at various arcane discoveries among the lesser
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races. Initially content to observe, she has begun to
nudge wizards and researchers in specific directions.
Although she believes that she pursues the best inter-
ests of Eberron, she is increasingly tempted to push
events in directions most beneficial to her own ambi-
tions. To date, she has managed to reconcile these two
conflicting goals—or at least, she believes that she has.

Yllosavax Level 19 Solo Brute
Large natural magical beast (dragon) XP 12,000

Initiative +12 Senses Perception +17; darkvision

HP 732; Bloodied 366; see also bloodied breath

AC 31; Fortitude 32, Reflex 31, Will 28

Resist 20 cold, 10 radiant

Saving Throws +5

Speed 8, fly 8 (hover), overland flight 12

Action Points 2

@ Bite (standard; at-will)
Reach 2; +22 vs. AC; 4d6 + 7 damage.

® Claw (standard; at-will)
Reach 2; +22 vs. AC; 2d6 + 7 damage.

¢ Dragon Onslaught (standard; at-will)
Yllosavax makes a claw attack against each enemy within reach.
She also attacks one creature with a bite.

¢ Breath Weapon (standard; recharge ) 1)) ¢ Cold
Close blast 5; +18 vs. Reflex; 2d8 + 7 cold damage, and the target
gains vulnerable 5 to all damage (save ends). Miss: Half damage.

<% Bloodied Breath (free, when first bloodied; encounter)
Breath weapon recharges, and Yllosavax uses it.

¢ Mesmerizing Reflections (standard; at-will) ¢ Charm
Close burst 3; targets enemies; +20 vs. Will; the target makes a
basic attack with a +2 bonus to the attack roll and the damage
roll against a creature of Yllosavax’s choice.

% Silver Backlash (immediate reaction, when Yllosavax is hit by a
melee attack while bloodied; at-will) 4 Radiant
Close blast 3; area of blast must include the triggering creature;
+18 vs. Reflex; 1d6 + 5 radiant damage.

Door of Fog (move; encounter) 4 Teleportation, Zone
Close burst 3; the burst creates a zone of heavily obscured
squares that lasts until the end of the encounter. Effect:
Yllosavax teleports 20 squares and does not need line of sight
to her destination.

Threatening Reach
Yllosavax can make opportunity attacks against all enemies
within her reach (2 squares).

Change Shape (minor; encounter) 4 Polymorph
Yllosavax alters her physical form to take on the appearance of
a young, white-haired female eladrin (see MM 280).

Alignment Unaligned Languages Common, Draconic

Skills Arcana +20, Insight +17, Religion +20

Str 25 (+16) Dex 16 (+12) Wis 17 (+12)

Con 23 (+15) Int 22 (+15) Cha 17 (+12)

YLLOSAVAX's TACTICS

Yllosavax prefers to avoid conflict—her purpose is to
observe and subtly influence. If combat is inevitable,
she dives into the fray. She has no reason to conserve
her action points, so she uses them early in combat
to minimize her risk. Her magic is effective at caus-
ing her enemies to fight each other, and if she must
escape, she uses door of fog to get out of sight and
then flies to safety.
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THE LORDS OF 'DUST

Many cabals and conspiracies scheme in the shad-
ows of Eberron, but one force stands above them
all-the remnants of a power that ruled the world
before humanity existed. Their fortresses and cities
have been swept away by the passage of time, and
the greatest of them have been bound in the farthest
depths of Khyber. Still, some remain, and they have
devoted their immortal lives to the pursuit of ven-
geance. The Prophecy is their battleground—nations
and cults are simply pawns in this greatest of games.
These villains are the Lords of Dust, the ancient
demons of Eberron.

LLORE OF THE

LORDS OF DusTt

History DC 20: The Age of Demons is the first
era in Eberron’s history. Khyber spawned a host of
fiends that dominated the world for hundreds of
thousands of years. Eventually, the mightiest demons
were bound in the depths of Khyber. Most of their
fiendish followers were also bound, but some scat-
tered to the Demon Wastes, the caverns of Khyber,
and other dark places.

History DC 30: Chief among the fiends who
escaped imprisonment were the rakshasas; they had
close ties to Eberron and could not easily be pushed
into Khyber. These and other demons drawn from
Khyber serve the interests of their fearsome over-
lords, and are known as the Lords of Dust.

Information about a specific Lord of Dust is usu-
ally obtained through an Arcana check.

The lore of the Church of the Silver Flame (see
page 245) also relates to the Lords of Dust, since the
faith was born from a battle against one of the fiend-
ish overlords.

ORGANIZATION

The Lords of Dust have been operating in the shad-
ows for hundreds of thousands of years, with agents
in every nation. When asked why the Lords of Dust
haven’t conquered the world, a rakshasa might claim
that they already have. Even so, the fiends have little
interest in ruling mortals, whom they consider to
be little more than insects. For one of the Lords of
Dust, ruling Breland has the same appeal that lord-
ing over a pigsty has for a human. The Lords of Dust
rarely have reason to flex their muscle. Even when
they do, they will not sacrifice all, or even a majority,
of their deep cover agents for a single scheme.
Leaders: The true powers behind the Lords of
Dust are the thirty overlords of the Age of Demons.
| Every agent of the organization owes fealty to one
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of these fiends, although some mortals don't realize
the power they truly serve.

Headquarters: When the Lords of Dust meet,
they gather at the ancient city of Ashtakala in the
Demon Wastes. Otherwise, each lord has a host of
safe houses scattered across Eberron—sanctuaries
from which it can direct the work of subordinates.

Hierarchy: Although the overlords are the true
powers behind the schemes of the Lords of Dust,
most are trapped in mystic bonds. Each overlord has
an exarch that serves as its eyes and voice, directing
its followers. Each exarch can perform the Consult
Oracle ritual to speak with its overlord and can move
between its strongholds using magic similar to the
Linked Portal ritual.

Each cell is controlled by a fiendish agent (typically
a rakshasa) known as a Fang of Khyber. Each Fang
oversees a network of mortal pawns. Thanks to their
shapeshifting powers, rakshasas can temporarily
assume the role of any Fang or pawn. So the bandit
leader who is human one day could be a rakshasa the
next—as long as the change in form serves the needs
of the exarch and its dark master.

The Lords of Dust are not a monolithic organiza-
tion. Rather, they are an alliance of cabals, with each
member serving its personal overlord. The Bleak
Congress (see page 119) seeks to prevent acciden-
tal conflict between the lords, but their goals don’t
always intersect. A few exarchs have even turned
against their overlords, seeking to claim the power of
the demon princes for their own.

Members: The fiendish members of the Lords of
Dust trace their allegiance back to the dawn of time.
For most, their loyalty is ingrained into their con-
sciousness. Even though rakshasas and demons can
be killed, they eventually reincarnate with most of
their memories and personality intact. As such, most
of the Lords of Dust have personal memories of the
glorious days of the Age of Demons and wish to see
their overlords returned to power.

The mortal pawns of the Lords of Dust serve for
any number of reasons. Some have no idea of the true
nature of the beings that they serve; they simply value
the gold or the ancient lore promised by the demons.
Others have served the Lords of Dust for genera-
tions, having been raised to worship an overlord as a
deity. The rakshasas are master deceivers and have
been planting seeds across the world since the Age
of Demons; they have loyal pawns in places people
would never expect.

USING THE LORDS OF DusTt

The Lords of Dust can serve two roles. First, they are
an easy way to bring fiends into a game. Any time
you need a demon cult, the Lords of Dust are an
option. They can also be associated with barbarians
or savage gnolls from the Demon Wastes. If'it suits
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your purpose, their actions can appear to be quite
simple. A horde of gnolls led by a demon lays siege to
a village. A rakshasa assumes the place of a military
commander and starts a border war. A demon shows
a Cannith artificer how to create an eldritch machine
that has unforeseen and devastating effects.

In developing such a story, you don’t have to think
long-term—perhaps you just want to have demons
cause chaos. Still, every action the Lords of Dust take
is part of a complex plan, one seeking to manipulate
the Prophecy to create the circumstances required to
free an overlord. As such, an exarch might set up an
attack upon a village knowing that the PCs will show
up and defeat his minions. Far from being angry at
the PCs, he is pleased—the party’s victory is the first
step in a chain of events that will ultimately result in
the release of his master. You don’t have to know all

the details at the start. As time unfolds, see if you can
find a way to link past encounters with the Lords of
Dust into a more complex story.

If you intend to use the Lords of Dust, start by
choosing your exarch and overlord. Make sure to
select a few of your NPCs to be pawns of Ashtakala.
They are the tools an exarch uses to manipulate the
PCs. It might take months or years for their true
allegiance to be revealed, and a rakshasa could trade
places with any of them at any time.

THE SHADOW IN THE FLAME

Most of the overlords of the Age of Demons are truly
bound, unable to affect the world in any meaningful
way. A few have frayed their bonds, however, and have
found ways to influence Eberron even while bound.
In the modern age, Tiamat is stirring in the Pit of
Five Sorrows, rousing dark emotions in the hearts of
dragonkind. More important for Khorvaire, another
overlord schemes. Seven centuries ago, he nearly
escaped from his bonds. The paladin Tira Miron
defeated him by becoming a vessel for the Silver
Flame, but the overlord never truly returned to his
slumber. For centuries he has lingered in the heart of
the Silver Flame, whispering to the weak-willed and
manipulating the path of the Prophecy to bring about
an age of darkness. He draws strength from every feud
and every act of betrayal, and the discord of the Last
War increased his might significantly. If he breaks
free, chaos and despair will surely follow. He is Bel
Shalor, the Shadow in the Flame. Some scholars claim
that he is one and the same as the deity known as the
Shadow, and that he taught the dragon Ouralonastrix
the arts of magic at the dawn of time.

While he is bound, Bel Shalor has little ability
to directly influence the world. His power is one of
insidious inspiration, of whispers in the dark. He
has turned his prison against his captors, reaching
through the bars of the Silver Flame to touch the
minds of the faithful. Some followers of the Flame
have been corrupted to actively worship Bel Shalor.
His strength is his ability to trick good people into
performing evil deeds, something he has accom-
plished all too often over the millennia.

These statistics reflect Bel Shalor’s physical power
if he is released. These combat abilities are just a
fraction of his power, however. If the Shadow in the
Flame is freed, his influence will begin to extend out
over the land around him, first covering a few miles,
and ultimately spreading out across an entire nation.
People who fall under his sway become selfish and
cruel, turning on one another instead of standing
against him. PCs are immune to this passive effect,
but it might affect their ability to find allies. Within
this sphere of influence, people grow pale and their
shadows become clearer and more vivid even in poor
lighting, often seeming to move of their own accord.
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It is said that the shadows conspire against their
owners, telling Bel Shalor of their secret plans; you
must decide if this claim is true.

Level 34 Solo Controller

Bel Shalor,

the Shadow in the Flame

Huge elemental humanoid (demon) XP 195,000

Initiative see shadow Senses Perception +31; darkvision,

movement all-around vision, truesight 10

Smothering Shadows (Necrotic) aura 20; bright light within
the aura is reduced to dim light; attacks that have the radiant
keyword made by or against creatures within the aura take a -2
penalty to attack rolls; each enemy that enters the aura or starts
its turn there takes 10 necrotic damage, or 20 necrotic damage
while Bel Shalor is bloodied.

HP 868; Bloodied 434; see gathering shadow

AC 48; Fortitude 46, Reflex 46, Will 48

Immune necrotic; Resist 20/variable (3/encounter; see MM 282),
insubstantial; Vulnerable 15 radiant

Saving Throws +5; Bel Shalor makes a saving throw against one
effect at the start of his turn, and a save ends that effect even if
the effect is not normally one that a save can end.

Speed 8, fly 8 (hover), teleport 4; phasing

Action Points 2

(D Reaper’s Touch (standard; at-will) 4 Cold, Necrotic
Reach 4; +38 vs. Reflex; 3d12 + 7 cold and necrotic damage,
and the target is slowed (save ends).

4 Consume Soul (standard; recharge [: i) 4 Necrotic
Reach 4; +38 vs. Fortitude; the target loses two healing surges.
If it has only one surge to lose, it also loses its healing surge
value in hit points. If it has no surges to lose, it loses its bloodied
value in hit points.

%¥ Action Lash (immediate interrupt, when an enemy in range
spends an action point; at-will) ¢ Charm
Ranged 20; +38 vs. Will; the target loses a healing surge, and
Bel Shalor regains a spent action point.

% Seductive Whispers (minor 1/round; at-will) ¢ Charm
Ranged 20; +38 vs. Will; Bel Shalor slides the target 4 squares.

2 Shadow Lashes (standard; at-will) ¢ Necrotic
Ranged 20; targets up to five creatures; +36 vs. Reflex; 2d6 + 7
necrotic damage, and Bel Shalor slides the target 2 squares.

=% Clinging Darkness (standard; recharge [:3)) ¢ Necrotic
Area burst 3 within 20; +36 vs. Reflex; 3d12 + 3 necrotic
damage, and the target is immobilized and takes ongoing 15
necrotic damage (save ends both).

=% Void Zone (standard; recharge [: i) 4 Necrotic, Zone
Area burst 3 within 20; +36 vs. Reflex; 2d12 + 3 necrotic
damage. Effect: The burst creates a zone that lasts until there are
no enemies inside it. Any enemy that ends its turn within the
zone takes 20 necrotic damage.

Gathering Shadow (when reduced to 0 hit points; encounter) 4
Healing
Bel Shalor regains 200 hit points.

Shadow Movement
Bel Shalor does not roll initiative. He has three turns each round
on initiative counts 45, 35, and 25.

Shadows Rise
At the start of Bel Shalor’s turn, any dead creature within his
aura rises as a dread wraith under his command.

Alignment Chaotic evil Languages Abyssal, Common,

Draconic

Skills Arcana +32, Bluff +34, Diplomacy +34, History +32,
Intimidate +34, Insight +31, Religion +32

Str 25 (+24) Dex 24 (+24) Wis 28 (+26)

Con 30 (+27) Int 30 (+27) Cha 35 (+29)

BEL SHALOR's TACTICS

Bel Shalor begins battle by hanging above like a dark
shroud, relying on his aura to weaken his foes. He
uses clinging darkness to freeze his enemies in their
tracks and follows that with void zone. He also enjoys
eliminating enemies personally—after using seductive
whispers to isolate an enemy, he dives down to engage.

THE WYRMBREAKER

The exarch of Bel Shalor is a mighty rakshasa named
Durastoran, known to legend as the Wyrmbreaker.
This fiend despises the dragons of Argonnessen and
has shattered many schemes of the Chamber. He
claims to have provoked the first war between Aer-
enal and Argonnessen. Over the last few centuries,
he has served Bel Shalor in Khorvaire, using his vast
knowledge of the Prophecy to draw the world into
this dark age.

Durastoran is a master prophet and skilled mage.
In addition to the powers described below, he is
a ritual caster who has had a hundred thousand
years to gather rituals. Beyond this, his knowledge
of the Prophecy often lets him predict PCs’ actions.
Ultimately, he seeks Bel Shalor’s release, but in the
meantime, he likes to play deadly games with the
Chamber and its agents.

WYRMBREAKER TACTICS

Durastoran is a master of deception who prefers to let
others fight his battles. If he deigns to fight directly,
it’s because it serves some greater scheme. He might
fight while disguised with deceptive veil, choosing to
lose in order to foster enmity between the characters
and the being they believe they have fought. In this
way, he could engage even paragon tier characters,
because he doesn’t want to actually kill them.

OTHER OVERLORDS

Approximately thirty fiendish overlords are bound in
Khyber, including Bel Shalor. A few of the most infa-
mous are briefly described below.

The Daughter of Khyber: Tiamat embodies the
evil that lurks in the heart of every dragon, and she
has the power to corrupt dragons. Chromatic dragons
are especially vulnerable to her wiles, but any dragon
can fall prey to her manipulation. Bound below
Argonnessen, Tiamat has no exarch on the Council of
Ashtakala; her cult—known as the Talons of Tiamat—
works independently of the Lords of Dust.

Katashka the Gatekeeper: Lord of death and
undeath, Katashka is the master of the most ancient
undead creatures. In addition to rakshasas, he is
served by vampires, immoliths, and a number of
dracoliches—corrupted champions of the first great
war. His chief agent is the runescribed dracolich
Mazyralyx, said to be the first dragon to fall to this



fate and possibly the inspiration for some myths of
the god known as the Keeper, one of the Dark Six
(see page 244).

The Rage of War: Rak Tulkhesh embodies the
hatred and blood lust that drives mortals to war. If he
is ever released, riots and battles would immediately
spread across the land around his prison. His exarch
is Mordakhesh the Shadowsword, a powerful rak-
shasa dread knight who has agents hidden among the
armies of every nation in Khorvaire, in addition to an
army of barbarians in the Demon Wastes. If you use
Rak Tulkhesh, decide if the commanders of any of the
Five Nations are his pawns.

The Keeper of Secrets: Aundair is a land of
wisdom and magic, but terrible things are hidden

Durastoran Level 29 Elite Controller
the Wyrmbreaker

Medium natural humanoid, rakshasa XP 30,000

Initiative +21 Senses Perception +26; darkvision,

truesight 10

HP 466; Bloodied 233

Regeneration 15

AC 44; Fortitude 41, Reflex 43, Will 44; see also deadly phantom

Immune disease; Resist 30 necrotic; 20/variable (3/encounter; see
MM 282)

Saving Throws +2

Speed 8, teleport 6

Action Points 1

® Claw (standard; at-will)
+33 vs. AG; 2d6 + 7 damage, and the target is stunned until the
end of Durastoran’s next turn.

X Deceiving Lure (standard; at-will) ¢ Charm
Ranged 10; +33 vs. Will; Durastoran slides the target 5 squares
and the target makes a basic attack as a free action against a
target of Durastoran’s choice at the end of the move (if possible).

¥ Frightful Phantom (standard; recharge [} 33)) 4 Fear
Ranged 5; +33 vs. Will; 5d10 + 7 psychic damage, Durastoran
pushes the target 5 squares, and the target is stunned (save
ends). Miss: Half damage, and the target is dazed (save ends).

¥ Terrifying Visions (standard; at-will) 4 Psychic
Ranged 20; +33 vs. Will; 4d6 + 9 psychic damage, and the
target is dazed (save ends). First Failed Saving Throw: The target
is stunned (save ends).

Deadly Phantom (minor; recharge [::1] £ 5]) 4 Illusion
Until the end of Durastoran’s next turn, an enemy that attacks his
AC or Reflex must make two attack rolls and use the lower result.
If the attack misses, the attacker hits itself with the attack.

Deceptive Veil (minor; at-will) 4 Illusion
Durastoran disguises himself to appear as any Medium
humanoid. A successful Insight check (opposed by Durastoran’s
Bluff check) pierces the disguise.

Prophetic Foreknowledge (immediate interrupt, when an enemy
hits Durastoran; encounter)
The triggering enemy’s successful attack against Durastoran
instead fails.

Alignment Evil

Languages Common, Abyssal, Draconic,

Elven, Giant

Skills Arcana +27, Bluff +28, Diplomacy +28, History +27, Insight
+26, Intimidate +28, Religion +27, Stealth 26, Streetwise +28

Str 21 (+19) Dex 25 (+21) Wis 25 (+21)

Con 23 (+20) Int 27 (+22) Cha 29 (+23)

beneath its soil. An overlord is buried deep below
the earth near the floating towers of Arcanix,
hidden under tons of rock and held in bondage by
the Silver Flame. Her name is Sul Khatesh, but she
is more commonly known as the Keeper of Secrets,
for she knows more about dark and arcane matters
than any mortal could comprehend. For now, she
slumbers—but she can prove a threat even while she
is sleeping. Occasionally, she touches mortal minds
in her dreams, and some of the greatest mystical
innovations of the Arcane Congress might have
been inspired by her whispering words. Few of those
inspired by this ancient muse understand what they
are dealing with, and her gifts might bring madness
or unforeseen disaster. Her exarch is Hektula, called
the Shadow Scribe, the librarian of Ashtakala.
Others: Like Tiamat, demon princes or evil gods
from other settings can be used as fiendish overlords
in the EBERRON setting. Yeenoghu, also known as
the Beast of Butchery, could have created the gnolls
as soldiers in the ancient war, and the most savage
gnolls still revere this demon lord. Lolth lingers in the
depths of Khyber, spinning webs to ensnare the souls
of the elves and the eladrin. When using evil gods
in this way, remember that they are not gods in the
same sense as the Sovereign Host. Their existence is
unquestioned; if freed to walk the world, they would
spread terror and despair.

THE BONDS OF
THE OVERLORDS

An overlord of the Age of Demons can’t be destroyed.
If defeated, it returns in approximately 24 hours. Nor
can it be bound by any simple ritual or power. It takes
a force on par with the power of a deity to return a
released overlord to its prison. Vanquishing an over-
lord could form the basis of an extended adventure
arc, as characters search for artifacts, rituals from the
dawn of time, or divine allies. It might even be the
culmination of an epic destiny, like when Tira Miron
merged with the Silver Flame to bind Bel Shalor.
Releasing an overlord is no trivial matter. The pris-
ons of the overlords are as indestructible as the fiends
themselves. The only way for an overlord to be released
is for a certain path of the Prophecy to come to pass.
For this reason, the actions of the Lords of Dust are
enigmatic. They cannot simply release their masters—
they must bring history to a particular crossroads, a
point at which the planes and moons are aligned and
the darkness can rise again. It is up to you to decide
just what is required for a particular overlord to be
released. It could be something as grim as the down-
fall of a nation, or something as positive as the birth of

a child.
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History is a catalog of facts and myths that tells the
story of a place, a time, or a people. The history of
Eberron is filled with great truths, lingering myster-
ies, misconceptions, and outright lies. Still, anyone
who strives to influence Eberron’s future would do
well to understand the world’s past.

THE DAWN OF TIME

Many different myths have been told about the cre-
ation of the world and the early years of Eberron.
One tale, however, is widely accepted as truth by the
majority of the beings of Eberron.

Common Knowledge: At the beginning of time,
called the Age of Dragons, three progenitor dragons
fought. Proud Siberys was slain by dark Khyber, who
in turn was bound by vibrant Eberron. The scattered
remains of Siberys, the Dragon Above, became the
ring that encircles the world. The body of Eberron,
the Dragon Between, formed the seas and continents.
Under the surface, the bones and blood of Khyber,
the Dragon Below, created labyrinthine passages.

History or Religion DC 10: Life sprang from the
dragons’ blood spilled in the great battle. The blood
of Siberys became the dragons of the earth. Khy-
ber’s blood, oozing up from the depths of the world,
became fiends and demons. These races quickly
resumed the fight that their progenitors began. Eber-
ron’s children, though more numerous and varied,
could not match the might of the other progenitors’
offspring.

Just as Khyber triumphed over Siberys, the fiends
drove the dragons away, trapping them on the land of
Argonnessen. Although battles continued, a balance
of power was struck, with the dragons unable to push
beyond their one continent and the demons unable to
crush them utterly. This stalemate lasted for a million
years and is referred to as the Age of Demons.

History or Religion DC 15: The world changed
when the dragons discovered what has come to be
called the Draconic Prophecy and found allies—the
couatls. According to legend, these celestial creatures
were formed from the pure blood of Siberys before
it struck Eberron. Like the dragons, they had hidden
from and feared the fiends. Together, the dragons and
the couatls launched a new war against the fiends.

After thousands of years, the war ended when the
couatls discovered a way to imprison the most power-
ful of the demons: The couatls would sacrifice their
spirits to form the prison. The dragons launched a
final assault, incurring significant casualties to keep
the fiends preoccupied while the couatls prepared
the imprisoning ritual.
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In the end, the greatest of the fiends were impris-
oned deep in the earth, the couatls were all but
wiped out, and the remaining dragons retreated to
recuperate and to study the greater meanings of the
Prophecy.

THE AGE OF GIANTS

The Age of Giants is the first era of Eberron’s his-
tory for which strong archeological evidence can be
found. Most of those ruins, however, are in the heart
of Xen'drik and difficult to explore.

Common Knowledge: The first mortal beings to
form civilizations were the giants. They built great
cities in Xen'drik, using their own strength, a legion
of slaves, and powerful magic. Eventually, they ruled
the world. After tens of thousands of years, the giants’
civilization collapsed or was destroyed.

History DC 15: The giants’ civilization rose from
the wreckage of the war between the dragons and the
fiends. In truth, the giants “ruled” the world because
more powerful entities did not oppose them. The
giants moved beyond the shores of Xen'drik to set up
a few outposts on Sarlona and Khorvaire. Still, most
of the world never felt the tread of giant footsteps,
even if the giants claimed dominion over all lands.

Where the giants did roam, however, they
enslaved any lesser race they encountered. They even
razed one of the feyspires of the eladrin (see page 48)
and enslaved its inhabitants. These slaves were the
progenitors of modern elves and drow.

The giants had intermittent contact with the drag-
ons. The clearest evidence of this interaction is the
giants’ mastery of draconic magical arts. Over the
years, the giants used the magic they learned from
the dragons to build the greatest of their temples and
monuments. They also used this magic to cement
their dominance over the lesser races.

History DC 20: The giants’ civilization was
destroyed by a cataclysmic conflict with extraplanar
beings from Dal Quor, the Region of Dreams. Although
the giants used powerful magic to end the conflict, the
aftereffects were disastrous. Vast expanses of land were
blasted bare or sunk beneath the waves of the sea, and
the giant empire was left in ruins.

History DC 25: The giants’ civilization survived
the battle with the creatures from Dal Quor. The real
downfall of the empire was a massive slave upris-
ing. In the aftermath of the conflict, elves, drow, and
other slaves began to demand their release. When the
revolutionaries proved resilient, the giants prepared
to use cataclysmic magic again, against the rebels.

Before the world was exposed again to such dev-
astation, the dragons intervened. When they were
done, nothing remained of the giants’ once-great
civilization.



THE AGE OF MONSTERS

Some academics proclaim this era a dark time for
Eberron, considering it an era not worth studying.

A more detached view of the period reveals such
judgments to be unwise, and probably based on deep-
seated xenophobia. A few scholars even call it an age
of enlightened development that fate crushed before
it had a chance to truly blossom.

Common Knowledge: After the devastation of
the giants’ fall, lesser races—including elves, eladrin,
goblins, and orcs—began to develop and thrive.

On Khorvaire, a great civilization of goblins arose,
known as the Dhakaani Empire. The nomadic orcs
also prospered, forgoing conventional civilization in
favor of primal magic and stronger ties to the land.

History DC 15: Over the course of several thou-
sand years, goblins formed nations in the eastern
half of Khorvaire. The age of the Dhakaani marked
the beginning of Khorvaire’s rise as the dominant
continent in the world. Other races did not chal-
lenge Dhakaani supremacy on Khorvaire. The
drow remained in hiding on Xen'drik, and the elves
escaped the blasted continent to plant the seeds of
their current culture on Aerenal.

History DC 20: The Dhakaani consolidated
numerous goblin nations into the Dhakaani Empire.
They made peace with the orcs and drew them into
their civilization as well. At its height, the empire con-
trolled a contiguous area stretching from the Shadow
Marches in the west to the Endworld and Ironwood
mountains in the east. The goblin dominance of
Khorvaire lasted for tens of thousands of years.

During this time, the only serious threat to goblin
supremacy came when elves from Aerenal arrived on
Khorvaire to build a new society. Eventually, a local-
ized war broke out, centered in the southeast portions
of the continent. Although the elves were superior in
tactics and strategy, the weight of numbers was on
the goblins’ side. After a protracted battle, the elves
left Khorvaire, returning in force only during the Last
War.

History DC 25: The cause of the goblins’ down-
fall was an extraplanar invasion. Fleshshapers from
Xoriat, the Realm of Madness, opened portals in
the western extent of the Dhakaani Empire. The
otherworldly horrors called the daelkyr decimated
the populace and sowed chaos among goblins and
orcs alike. Although the Gatekeeper druids of the
orcs managed to permanently seal the portals,
vast damage was done. Civil war left the Dhakaani
Empire in shambles.

History DC 30: The fall of the Dhakaani Empire
allowed halflings to begin building societies of their
own. Until this point, halflings were firmly under
the thumbs of the goblins and orcs. Around the same
time, gnomes emerged from Pylas Pyrial and began
settling Zilargo.

THE CURRENT AGE

With the passing of the Dhakaani Empire, the history
of Eberron diverges. One branch traces the history
of the world overall—the continuing stories of lands
and peoples that most modern folk consider “dead
and buried.” The other path follows the history of
Khorvaire, where people, nations, societies, and
organizations continue to rise, fall, and interact with
unprecedented speed and force. Although the most
spectacular events of the modern age have occurred
on Khorvaire, they might not be considered the most
important developments when the current age is
viewed later through the lens of history.

Common Knowledge: Even though they don't
influence daily life in Khorvaire, the elves of Aerenal,
the humans of Sarlona, and the various humanoid
and monstrous races of Xen’drik continue to pursue
their own endeavors. Merchants, scholars, and war-
riors from these far-off continents visit the Five
Nations from time to time.

DATES AND CALENDARS

Years in this book appear in one of two forms. Years in
the current age typically appear as “years of the kingdom”
(YK), reckoning from the founding of the Kingdom of Gali-
far 998 years before the campaign starts. This calendar is
used across Khorvaire and in other places (such as the city
of Stormreach) where the influence of Galifar is strong.
Earlier years are presented simply as how many years
before the present time they occurred. The first year of
the kingdom (1 YK) is also -998, almost a thousand years
before the present day of the setting.

Eberron’s year is 336 days long, divided into twelve
months of 28 days each. The months of the year are each
associated with a particular dragonmark, as shown on the
table below.

MONTHS OF THE YEAR

Month Season Dragonmark
Zarantyr Mid-winter Storm
Olarune Late winter Sentinel
Therendor Early spring Healing
Eyre Mid-spring Making
Dravago Late spring Handling
Nymm Early summer Hospitality
Lharvion Mid-summer Detection
Barrakas Late summer Finding
Rhaan Early autumn Scribing
Sypheros Mid-autumn Shadow
Aryth Late autumn Passage
Vult Early winter Warding

A month is further divided into four 7-day weeks. The
names of the days of the week are given below.

DAYS OF THE WEEK
Sul Mol Zol Wir Zor Far
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History DC 15: The elves of Aerenal maintained
a colony in southeastern Khorvaire during the
Dhakaani Empire, in what is now Valenar. A strong
possibility exists that other such outposts might still
survive in the wilder places of the world.

Little direct communication occurs between the
inhabitants of Sarlona and Khorvaire, but the two
continents are hardly estranged. The Inspired main-
tain diplomatic missions and ambassadors in many
nations, and small enclaves of Sarlonan and kalashtar
immigrants exist in most of the major cities of Khor-
vaire. These people bring rumors from the continent
beyond the horizon and carry back with them news
of life in Khorvaire.

The most common way for Khorvairians to meet
and interact with travelers from Sarlona is when they
visit Xen’drik. The Sarlonans have established their
own outpost from which they ship home goods found
on the continent of mysteries. Although outsiders are
not welcome in Dar Qat, the Sarlonans often use the
city of Stormreach as their port of entry to Xen’drik.

History DC 20: Even though most people con-
sider Xen’drik to be devoid of civilization (other than
the outposts built there by Khorvairian scholars and
adventurers), only a small portion of the continent
has been thoroughly explored. In that small swath,
explorers have found minotaur maze-cities, yuan-ti
settlements, and tribes of xenophobic drow. Beyond
that, evidence has been found that a kingdom belong-
\ ing to a “vermin lord” existed in the recent past, and
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rumors persist of githyanki city-states hidden some-
where in the nearly impenetrable jungles.

THE RISE OF KHORVAIRE

The modern era of history on Khorvaire does not
begin with the arrival of human refugees from Sar-
lona after the fall of the Dhakaani Empire, but that
influx can rightly be said to be the trigger for the
dominant events of the age.

Common Knowledge: For nearly a thousand
years, the kingdom of Galifar maintained a steady
hand on events in Khorvaire. Aside from a small
war with the sea princes of Lhazaar, aggressions and
energies were turned, for the most part, toward set-
tling the wilderness in ever-widening circles around
Scions Sound.

These years of the kingdom of Galifar are often
referred to as a “golden age.” Culture, the arts, and
magic flourished, cities were built, and an unprec-
edented prosperity was shared by all. Continual
improvements in infrastructure—including the devel-
opment and construction of the first lightning rail
routes—revolutionized communications and boosted
trade across the continent. The situation at home was
so stable that energy was even turned toward devel-
oping interests overseas. Most notably, Stormreach
was founded on the northern coast of Xen'drik.

In 894 YK, the death of King Jarot, the last ruler of
Galifar, sparked the beginning of the Last War. The
squabbling of royal siblings turned into a hundred
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years of bloodshed. The event that brought about
the end of the war was the mysterious destruction of
Cyre, a land now called the Mournland.

History DC 15: Over 2,000 years ago, the cen-
tral mass of Khorvaire came to be divided among
five separate, mostly human civilizations. These
“Five Nations” were surrounded by lands settled by
gnomes, dwarves, halflings, the remainder of the
goblin nations, and elves. Strife was constant as, with
no further land available for expansion, neighbors
looked to take the resources they needed from one
another. For the most part, only minor altercations
arose, but the threat of war loomed constantly.

Almost 1,000 years ago, Galifar of Karrnath
brought the lands of the Five Nations together to
create a single kingdom. He issued the Korth edicts
to limit the power of the dragonmarked houses while
also enlisting their help in building an economic
framework for his expanding nation. The result was a
stable kingdom that had the strength to defend itself
from attack and the will to impose internal accord.

With such stability at the heart of the continent,
the rest of the regions of Khorvaire (with the excep-
tion of the goblin-controlled areas) began to develop
peaceful ties with the kingdom of Galifar and with
one another.

History DC 20: Around 3,000 years ago, two
millennia after the fall of the Dhakaani Empire,
humans from Sarlona arrived on the eastern coast
of Khorvaire. They set up colonies and outposts,
establishing a foothold on the continent, and began
to spread westward. Along with the gnomes, half-
lings, and dwarves who were expanding their own
territories, the new arrivals began to establish cen-
ters of civilization among the ruins of the shattered
goblin society.

Like the other races, the humans developed dragon-
marks. The longer they stayed in Khorvaire and the
more extensively they explored their new land, the
more prominent the dragonmarked families became.

THE LAST WAR
The defining event of the current age, as far as the
people of Khorvaire are concerned, was the Last War,
which engulfed the entire continent for a century.
Common Knowledge: The Last War erupted
after the death of King Jarot, when his children, the
rulers of the Five Nations, couldn’t agree on who
should succeed him. Alliances rose and fell over
the course of a hundred years, but at various points,
each of the Five Nations turned against the others.
The war finally came to an end after Cyre was con-

sumed by a deadly mist and became the Mournland.

The Mourning set in motion a peace process that
culminated with the signing of the Treaty of Throne-
hold in 996 YK.

History DC 10: A character who succeeds on this
check knows the names of his or her nation’s rulers
throughout the war, as well as the details of the nation’s
military history during the final years of the war.

History DC 15: A character who succeeds on this
check knows the activities, histories, and battles of all
the major nations and factions throughout the latter
half of the war, or can name the rulers of the five
central and the newly independent nations over the
course of the war.

The character also knows the dragonmarked
houses’ activities during the war.

History DC 20: Jarot, last King of Galifar, was
anxious and suspicious to the point of delusion. He
saw enemies everywhere and kept Galifar on a war-
time footing, building up regional armies for years
before his death. This constant preparation for war
and sowing of distrust is as much responsible for
the Last War as any actions on the part of his chil-
dren. That situation bodes ill for the future, for the
nations of today are surely repeating King Jarot’s
mistakes as they look toward their neighbors with
mistrustful eyes.

A character who succeeds on this check also has
a full understanding of the military activities of a
particular nation all the way back to the start of the
war.

History DC 25: Galifar before the war wasn't
as stable as modern folk suppose. The nationalistic
ideals and the identities of its constituent regions
predated, and survived throughout, the centuries of
Galifar rule. Perhaps some level of conflict—at least a
civil war for regional independence, if not a true war
of ascension—was inevitable.

A character who succeeds on this check also
knows details of battles and activities of every nation,
from the Battle of the Galifar Heirs that launched
the war, all the way up to the signing of the Treaty of
Thronehold.

(€

MASTERS OF WAR

The five rulers who reigned at the start of the war, and
who are arguably responsible for it, were the following:
4 Kaius | of Karrnath

4 Mishann of Cyre

4 Thalin of Thrane

4 Wroann of Breland

4 Wrogar of Aundair

Each is widely considered a hero by his or her own people,
and a treacherous villain by everyone else.
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ABBREVIATED TIMELINE

The past shapes the present, setting the stage for the
future that is to come. On Eberron, a rich and tangled
history has helped craft the current era. What follows
are highlights of ages past.

AGE OF DRAGONS

Date

Event

???  In the mythic past, the world was one and the

progenitor wyrms, the first and greatest of
dragonkind, ruled all. The three most power-
ful-Siberys, Eberron, and Khyber—discovered
(or created) the Prophecy. A world-shattering
struggle followed, splitting the world into
three parts and scattering the Prophecy across
the width and breadth of existence. In the
end, Siberys became the glowing ring that sur-
rounds the world, Khyber was bound in the
darkest depths, and Eberron healed the world
between by becoming one with it. Siberys
called forth the next generation of dragons,
Eberron created all manner of other living
things, and Khyber spat out the fiends.

AGE OF DEMONS

Date

Event

-10,000,000 Khyber’s fiendish offspring overrun the sur-

-1,500,000

-100,000

face world, creating a hellish environment
where rakshasas and night hags rule supreme.
Dragons rediscover the Prophecy and rise
from their primitive state to oppose their
demonic overlords, allying with other draconic
species, including the couatls. The common
races, still in primitive states, hide from the
godlike combatants and find a way to survive.
Couatls sacrifice most of their number to send
the most powerful of the demon lords and the
majority of the fiends back to Khyber, where
they are trapped for eternity. The dragons
retreat to Argonnessen to contemplate the
Prophecy, ignoring the “lesser races.”

AGE OF GIANTS

Date
-80,000

-75,000

-60,000

-40,000

Event

The giants rise from the ruins of the dragon-
fiend wars to establish vast and powerful
civilizations on the continent of Xen’drik.
They enslave the eladrin of Shae Tirias Tolai,
and through magical experimentation pro-
duce elves and drow from this stock.
Dragons and dragonborn come to Q'barra to
guard Haka’torvhak.

Dragons make contact with the giant king-
doms and begin to teach the giants how to
use arcane magic. The elves watch and learn
from their place at the giants’ heels. The giants
quickly master the arcane arts, creating won-
ders unequaled even in the modern day.

An extraplanar host comes to Xen'drik from
Dal Quor, the Region of Dreams. After years
of battle, the giants call upon the magic of
the dragons to defeat the quori and shatter
the physical connections between Eberron
and Dal Quor. This planar upheaval shakes
Xen'drik to its core and plunges large chunks
of the continent beneath the sea.

The remaining giant kingdoms never quite
recover from the events of the struggle with
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the quori. Horrible curses and plagues sweep
through the land, and the elves use the oppor-
tunity to rebel. In desperation, the giants
again turn to the same magic they used to
stop the quori. Before they can unleash such
destruction a second time, the dragons attack.
Giant civilization crumbles, the drow go into
hiding in the Xen'drik wilderness, and the
elves flee to the island-continent of Aerenal.

AGE OF MONSTERS

Date
-38,000

-30,000

-25,000

-16,000

-15,000
-14,000
-12,000

-10,000

-9,000

-5,000

Event

The giants revert to primitive monsters living
in the ruins of their shattered civilization as
the dragons return to their secluded continent
and the elves settle Aerenal. On Khorvaire,
the first of the goblin kingdoms rises in the
area that will become Breland and Darguun.
Orc nations arise in western Khorvaire to
compete with the goblin kingdoms.

The Undying Court appears in Aerenal. First
skirmish between the elves and the dragons,
which sets a pattern of long periods of peace
punctuated by short, devastating battles every
few hundred years.

The Dhakaani unite the goblin nations to
create the greatest empire the goblins have
ever known. The Gatekeepers appear among
the orcs of western Khorvaire.

Founding of Ja'shaarat, the first settlement at
the site of modern Sharn.

Flourishing and fall of the dragonborn empire
of Q’barra.

Dwarves migrate from the Frostfell to the
Ironroot Mountains.

Tairnadal elves from northern Aerenal
establish a colony in what is now present-day
Valenar. Peaceful coexistence doesn’t last, and
the elves come into conflict with the Dhakaani.
The elves abandon the colony when another
clash with the dragons threatens Aerenal.

The Daelkyr War decimates the western
reaches of Khorvaire. Ja’shaarat becomes the
desolate ruins of Duur’shaarat.

Weakened by the Daelkyr War, the Dhakaani
Empire is shattered by infighting and civil
strife, eventually leading to the collapse of the
goblin civilization.

THE CURRENT AGE

Date
-3,200

-3,000

-2,800

-2,600

Event

The Mark of Hospitality appears among
halflings of the Talenta Plains. The Mark of
Shadow and the Mark of Death appear among
the elves of Aerenal. The dragons watch in
awe and horror as the Prophecy begins to
unfold among the “lesser” races.

Lhazaar leads humans from Sarlona to the
eastern shores of Khorvaire. The Mark of
Healing appears among halflings of the Tal-
enta Plains. Malleon the Reaver establishes
the fortress-city of Shaarat.

The Mark of Scribing appears among the
gnomes of Zilargo.

The Mark of Sentinel appears among humans
of pre-Galifar Karrnath. House Vol, which
carries the Mark of Death, is wiped out in Aer-
enal. Vol the lich is created. House Phiarlan
leaves Aerenal to relocate among the humans
of Khorvaire.



-2,500

-2,200

-2,000

-1,900

-1,800

-1,500

-1,043
-1,022
-1,012

-1,005

-1,000

1 YK (-998)

15 YK
28 YK

32YK
40 YK
53 YK
106 YK

299 YK
347 YK

498 YK

512 YK
778 YK

789 YK
802 YK

811 YK

832 YK

The distinct settlements that will become the
Five Nations appear in central Khorvaire.

The Mark of Making appears among humans
of pre-Galifar Cyre. The Mark of Warding
appears among the dwarves of the Mror Holds.
Breggor the Bear conquers Shaarat and
rebuilds it as Sharn.

Karrn the Conqueror establishes the nation of
Karrnath, defeats the remaining goblin settle-
ments, and unsuccessfully attempts to conquer
the other four human nations. The Mark of
Storm appears among half-elves of pre-Galifar
Thrane.

The Mark of Passage appears among humans
of pre-Galifar Aundair.

The Mark of Handling appears among
humans in the Eldeen Reaches. Kalashtar
reach Sarlona, fleeing Dal Quor and the per-
secution of the quori.

The quori begin their subtle conquest of
Sarlona, igniting wars across the continent.

A second wave of humans reaches Khor-
vaire’s western shores. The Mark of Detection
appears among half-elves of pre-Galifar
Breland. The dragonmarked houses launch
the War of the Mark to end the threat of aber-
rant and mixed marks. Sharn is razed in the
war. The Twelve is established.

Galifar Iis born in Karrnath.

Galifar assumes the throne of Karrnath.
Galifar begins his campaign to unite the Five
Nations.

Galifar makes a deal with the dragonmarked
houses, offering them neutral status in
exchange for support in his campaign.

The Mark of Finding appears among humans
and half-orcs of the Shadow Marches. Sharn
rebuilt.

Galifar I and his five scions—Cyre, Karrn,
Thrane, Aundair, and Brey—take control of
the Five Nations and establish the Kingdom
of Galifar.

Galifar I establishes the Arcane Congress.
Galifar-Lhazaar War, a decade-long conflict,
begins.

The Five Nations of Galifar adopt the names of
King Galifar’s children as their own.

Galifar, now eighty-five years old, steps down
and passes the crown of the kingdom to his
oldest remaining scion, Cyre.

Galifar I dies.

House Kundarak is recognized by the estab-
lished dragonmarked houses.

The Church of the Silver Flame is born.
House Lyrandar takes possession of an island
off the coast of Aundair to create Stormhome.
House Sivis discovers the Mark of Finding
while exploring the Shadow Marches. House
Tharashk is created shortly thereafter.

King Daroon orders the construction of the
Starpeaks Observatory.

Medusas from Khyber take possession of
Cazhaak Draal.

House Sivis message stations begin operations.
The Kingdom of Galifar, in cooperation with
the dragonmarked houses, funds the upgrade
of the trade city of Stormreach on the north-
ern peninsula of Xen’drik.

First lightning rail connects Flamekeep and
Fairhaven.

The inquisition to wipe out lycanthropes is
launched by the Church of the Silver Flame; it
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lasts fifty years and drives the species almost
to extinction.

King Jarot begins a public works project to
connect all of central Khorvaire by lightning
rails. Within twenty years, lines connect the
Five Nations, Zilargo, the Mror Holds, and the
Talenta Plains.

House Deneith begins to provide clients with
goblin mercenaries from Darguun region.
King Jarot, the last ruler of Galifar, dies.
Thalin, Kaius, and Wroann reject the suc-
cession of Mishann. Wrogar backs his sister’s
claim, and the Last War begins.

Order of the Emerald Claw established.

Kaius I turned into a vampire by Vol the lich.
Kaius IT ascends to the throne of Karrnath
after Kaius I fakes his death and goes in
search of a way to free his kingdom from the
Blood of Vol.

The Mror Holds declares its independence.
Thalin of Thrane dies and the Church of the
Silver Flame seizes control of the nation.
Unknown saboteurs destroy the Glass Tower
of Sharn.

Ven ir'’Kesslan leads settlers from the Five
Nations to forge the nation of Q barra.

The elf mercenaries of the Valaes Tairn annex
southwestern Cyre and declare the sover-
eignty of the elf' nation of Valenar.

The Eldeen Reaches declares itself an inde-
pendent nation under the protection of the
Wardens of the Wood and the guidance of the
Great Druid Oalian.

Boranel becomes king of Breland.

Zilargo formally aligns with Breland.

House Cannith perfects the modern-era war-
forged, living constructs designed to fight the
Last War.

Haruuc leads the hobgoblin rebellion, and the
nation of Darguun is born.

House Thuranni splits off from House Phiarlan.
Regent Moranna of Karrnath outlaws the
Order of the Emerald Claw.

Queen Aurala’s reign of Aundair begins.

A trio of hags known as the Daughters of Sora
Kell arrive in Droaam with an army of trolls,
ogres, and gnolls.

King Boranel pulls settlers back and seals off
the land west of the Graywall Mountains. The
Daughters of Sora Kell declare the sovereignty
of the nation of Droaam.

The first elemental airships go into service for
House Lyrandar.

Kaius IIT’s rule of Karrnath begins.

Jaela Daran assumes the power of the Keeper
of the Silver Flame.

Cyre is destroyed; the Mournland is created.
The Treaty of Thronehold officially ends the
Last War. The treaty officially recognizes

the nations of Aundair, Breland, Thrane,
Karrnath, the Talenta Plains, Zilargo, Q' barra,
the Lhazaar Principalities, the Mror Holds,
the Eldeen Reaches, Darguun, and Valenar.
House Cannith is ordered to destroy all cre-
ation forges; the remaining warforged are
granted the rights of sentient beings.

The campaign begins. . ..
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EVERYDAY MAGIC

Throughout Khorvaire, magic has become a primary
underpinning of daily life. For millennia, magic has
been used in craft, construction, agriculture, war, and
even fashion and entertainment. Among particularly
wealthy populations, the possession of magic “trin-
kets” has become a status symbol.

This is not to say that magic goods can be found
everywhere in Khorvaire, or that magic is so com-
monplace as to be considered mundane. Money and
status bring access to greater luxuries, and magic is
no exception. Even the poorest citizen can benefit
from a city’s magic streetlights (everbright lanterns),
but he can't afford to magically preserve his food or
to travel regularly aboard the lightning rail. A young
crafter might occasionally enjoy such a journey or
purchase a ritual to chant over his goods. The truly
rich, however, might own a sky-carriage to carry
them about Sharn’s towers and ritual protections to
keep thieves out of their palatial estates.

Similarly, widespread magic doesn’t equate to high
magic. Magewrights (see “Magewrights and Master
Crafters,” below), mystically augmented crafters, and
lesser priests who have learned a ritual or two by rote
are common across Khorvaire. True wizards, clerics,
and other powerful wielders of magic remain rare,
however. The player characters remain exceptional,
set above the mass of society by their potential as well
as their ability.

THE DRAGONMARKED
HoOUSES

When most in Khorvaire think of magic, they think
of the dragonmarked houses. For example, everyone
knows that House Orien runs the lightning rail and
conducts courier services, that House Cannith pro-
duces most magic goods, and that House Jorasco’s
healers are second to none.

These reputations are partly due to the dragon-
marks themselves, but each house has economic as
well as magical dominance in its area of influence.
House Cannith’s Mark of Making makes its dragon-
marked heirs the best artificers and artisans in
Khorvaire. But House Cannith also operates crafting
guilds whose unmarked magewrights and crafters
benefit from the best training possible.

Of course, many artisans and magewrights do not
answer to the houses or belong to the guilds and mer-
cantile organizations that the dragonmarked houses
oversee. For many generations, this state of affairs
was accepted—so great were the houses that no indi-
vidual or small independent guild was any economic
threat.
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This attitude has begun to shift in recent years.
Since the end of the Last War, most of the houses
have seen their fortunes falter. The Five Nations
still require weapons and military goods as they
rebuild their armies, but not in wartime quantities.
The countries still hire mercenaries, but for largely
defensive—and thus lower-paying—positions. Travel
is perhaps safer, but fewer people find the need to
go places, as they focus on rebuilding their homes.
There’s still plenty of business, more than enough
to keep each of the houses profitable—but when
one has become accustomed to a mighty torrent of
wealth for a hundred years, anything less seems
insufficient.

In addition, the houses are no less certain than the
nations of Khorvaire that another great war looms
near. If that happens, the dragonmarked houses
intend to be positioned so that the warring nations
must depend on their goods and services. They have
no intention of allowing outside competitors to under-
cut them.

Between these two concerns, the dragonmarked
houses have begun taking steps against magewrights,
ritual performers, and others who make their living
through the creation of goods and the provision of
services normally associated with the houses them-
selves. Messenger services are targeted by House
Sivis, for instance, while Cannith cracks down on
magewrights providing magic goods.

So far, these efforts are entirely economic. The
houses might attempt to buy out individuals who
threaten their monopoly in a given community. They
might undercut prices, or even refuse to do business
with anyone who employs those crafters. In most
instances these efforts are successful, but in a few
cases they have driven a number of independent
magewrights and casters to form guilds of their own.
These organizations are neither large nor influential
enough to oppose the houses directly, but they can
stand up to economic bullying. How the houses deal
with organized competitors remains to be seen.

The recent trend toward economic consolidation
does not mean that the dragonmarked houses have
identified, much less approached, every magic-using
laborer in every town or city across Khorvaire. Far
from it, in fact. The vast majority of such individu-
als remains utterly ignorant that the houses have
turned their attention to individual competitors, or
have heard only whispered rumors to that effect. This
behavior on the part of the houses represents a recent
change in attitude, and has to date affected only
competitors in Khorvaire’s largest communities. It
will be some time, if ever, before the houses reach the
point of cajoling or threatening the average village
magewright.
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MAGEWRIGHTS AND
MASTER CRAFTERS

Most magical services and goods available to the
average citizen come from magewrights. In the
broadest sense, a magewright is any individual who
makes a living providing magic goods and services
or creating magic items and effects using rituals. By
this broad definition, anyone—a local elder with a
smattering of knowledge, even a full-fledged artificer
(see the EBerroN Player’s Guide)—could be considered
a magewright. More specifically, however, the term
“magewright” refers to an individual who has spent
years mastering a single ritual—or at most two or
three rituals. He or she has mastered the ritual so
thoroughly that it exists entirely within his or her
head. However, a magewright cannot expand his or
her abilities without spending additional years learn-
ing new rituals.

Crafters such as blacksmiths, potters, architects,
and weavers often learn a single ritual in addition to
their particular craft. This is usually a low-level ritual
to increase the quality of their goods. This ritual is
often combined with a prayer to whatever deity or
deities the crafter worships; in fact, such a prayer
might even be a necessary component of the ritual.

On rare occasion, a crafter is so good at what he or
she does—or else has spent long enough working in
an area of ambient magic—that he or she develops the
ability to work magic into his or her creations with-
out conscious knowledge or effort. These so-called
“master crafters” are capable of creating magic items
as though they had performed the Enchant Magic
Item ritual, but without any actual knowledge of the
ritual or expenditure of its component cost. Such an
individual is limited to creating items that fall into his
or her area of expertise, and cannot predict when a
magic item might emerge from his or her workshop.
It’s considered a sign of status and prestige to own an
item crafted by one of these individuals, even if that
item isn’'t magical.

UsEes OoF EVERYDAY MAGIC

So what is “everyday magic”? What sorts of goods,
services, and options are available to the folk of the
Five Nations? The descriptions that follow are an
overview of what is available, not a comprehensive
list. Let your creativity and your understanding of
Khorvaire’s cultures guide your campaign.

The EBerrON Player’s Guide includes suggested
prices for the services described here that player
characters are most likely to use.
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FARMING AND LIVESTOCK

Food supplies—crops and cattle, grains and grazing
lands—are far and away the most vital aspects of any
society. Even though farmers, laborers, and ranchers
are often among a nation’s poorer citizens, a great
many magewrights make their services available to so
important an industry.

Although House Vadalis is most commonly asso-
ciated with animal breeding, and indeed the house
uses techniques both magical and mundane to
ensure ever-healthier generations of food animals, it
also sells rituals to prevent insects, gophers, and other
pests from infesting farmland. Groups of farmers
sometimes pitch in to hire House Lyrandar to adjust
the weather over adjoining fields in order to prevent
drought or flooding. House Jorasco sells its services to
prevent plague among the cattle or blight among the
crops, and House Cannith sells (or leases) magic tools
to make harvesting faster and more efficient.

Although the halflings of House Ghallanda rarely
provide magical services directly to farmers and
ranchers, they often provide financial aid to those
who require help, or negotiate deals between land-
owners and dragonmarked houses. After all, the
House of Hospitality would be among the first to feel
the financial pain if the farmlands and stockyards of
Khorvaire fell upon hard times.

COMMUNICATION AND DELIVERY

In Khorvaire’s political and geographical climate—
where great cities stand at the intersection of broken
highways and deadly wilderness, where travel is
either expensive or hazardous, but kings and citizens
alike desperately need to know what has occurred
beyond their borders—long-distance communication
is an enormous boon, no matter the price.

And pricey it is.

House Sivis makes use of rituals and magic items
(such as sending stones) to send messages across hun-
dreds of miles. These communications are highly
secure, almost infallible, and quite expensive. Only
the richest of Khorvaire’s merchants, aristocrats,
nobles, and military leaders make use of this service,
and even then only when need dictates.

Far more common, and somewhat less expensive,
are House Sivis’s document services. Again through
the performance of rituals, house scribes can write
documents in unbreakable codes, translate to or
from any language, and notarize papers and letters
of credit using marks of identification that are all but
impossible to forge. (This last service makes House
Sivis utterly indispensable to Khorvaire’s system of
banks and trade—a fact that greatly irritates House
Kundarak, which otherwise manages the various
banking guilds and lending houses and would prefer
not to have its customers relying on another house.)

House Sivis maintains a number of message
stations in scattered communities, places where
messages can be sent and received. This communica-
tion method is cheaper than having a message sent
directly to an individual.

House Orien specializes in courier and delivery
services, particularly over long distances, making use
either of its lightning rail or the Linked Portal ritual.
These deliveries are not quite as immediate as spoken
communication through sending stones, but they're the
best solution for transporting documents or packages
across long distances—and the cost is appropriately

high.

CRAFT AND CONSTRUCTION

Although some magic-using crafters are indepen-
dent magewrights, the majority are associated with

a dragonmarked house or with a guild that is in turn
overseen by a house. House Cannith provides tools
and construction materials to those who can afford
them, enabling buildings to withstand weather, age,
and simple neglect. Its members construct forges that
improve the skills of the smiths who use them, and
spinning wheels that bestow a bit of magic into the
yarn they create. Cannith and Lyrandar have both
been commissioned to create buildings that could not
exist without magic, some in peculiar shapes (Can-
nith) and others that hover in the air like the towers
of Sharn (Lyrandar).

House Kundarak makes some of'its income pro-
viding security systems for the rich and powerful,
including portals that cannot be opened without the
proper password and illusory bells that chime when
an intruder nears. House Orien has been known on
occasion to move entire buildings, when hired to
do so.

COMFORT AND HOSPITALITY
Ghallanda is known as the House of Hospitality, and
it is most well known when it comes to the magic of
comfort. Its inns and hostels provide food and water
guaranteed pure (or even enchanted to ensure the
health and vitality of the customer), pest-free rooms,
and even rooms enchanted to prevent disturbance by
outside noises. Ghallanda also offers services for the
balls and celebrations of the rich and famous, such as
bottomless punch bowls, self-cleaning platters, and
animated decorations and instruments.

But not all magic of comfort and convenience
is limited to taverns or soirees, nor to House
Ghallanda. Magewrights of all houses (and many
independents as well) know how to create simple
items of convenience, such as magic streetlights
that never burn out, storage boxes that keep food
from spoiling, beds that ensure a good sleep with-
out bad dreams, even garbage receptacles that
instantly turn waste into rich soil. The performance



of rituals such as Make Whole is a common (if
expensive) magic service provided by House Can-
nith. A cobblestone city street made utterly clean of
mud, scuffs, random refuse, or horse droppings; a
shop that is cool and comfortable even on a blister-
ing summer day; a party where the glasses refill
each time they touch the table—these signs indicate
that magic of comfort and convenience is being
employed.

SCRYING, SPYING,

AND INVESTIGATION

When they've been stymied by a monster they can’t
identify or a spell they’ve never seen, city guards and
even Deneith Sentinel Marshals sometimes turn

to other houses. The most commonly approached
houses are Phiarlan and Thuranni, which have scry-
ing magic second to none. With the exception of
certain public or powerful figures, these houses are
willing to scry anyone or anyplace—for a price. A very,
very high price.

Some of the less scrupulous scions of House Phiar-
lan and House Thuranni hire out their services to
others as well—politicians, criminals, private investi-
gators, even adventurers. As for any criminal activity
that might come of that scrying—well, the house
made it clear that its services were not to be used for
nefarious purposes. It’s hardly the house’s fault if that
happens. The fact that these houses also sell rituals
and services to counter scrying is, of course, a simple
coincidence of business.

House Medani and House Tharashk are both
heavily involved in the work of private investigation.
House Tharashk, true to its dragonmark, is best at
finding people and things, while the inquisitives of
House Medani excel at unraveling mysteries of all
sorts, aided by the magic of rituals.

TRANSPORTATION

Some of the most common everyday magic in Eber-
ron involves the many methods of transportation. The
most famous are the House Orien lightning rail and
the House Lyrandar elemental galleons and elemen-
tal airships. These transports are frequented by the
rich, but even members of the middle class can afford
the occasional lightning rail journey.

The lightning rail and the elemental galleons are
far from the only mystical means of transport. Flying
coaches take people across the length and height
of Sharn, magebred animals serve as mounts and
living weapons of war, and many merchant caravans
use enchanted harnesses to increase the speed and
endurance of draft animals. Many governments and
major institutions have their own permanent telepor-
tation circles, ensuring that instant transport from
one such location to another is, if not easy, at least no
harder than it must be.
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In the modern era, the world of Eberron has never
been smaller. Travelers no longer face months-long
journeys when crossing the continent, not when
the lightning rail offers an economical means to
reach destinations in a fraction of that time. Even
the distant continents of Xen'drik and Sarlona can
be reached in short time by elemental galleon or
elemental airship. When instantaneous travel is
required, House Orien is happy to oblige, offering
a vast portal network linking nearly every city and
every land . .. for the right price.

MOUNTS

Riding horses, ponies, and other mundane steeds are
as common in Eberron as they are in other worlds.
Griffons, giant eagles, and other flying steeds are
also available for those who can afford the price and
upkeep. Khorvaire even features several creatures
unique to its lands. Whether magically enhanced
through guarded rituals, specially bred, or domes-
ticated from the wild, these mounts offer useful
abilities to those trained to ride them.

Carver, Clawfoot, and Fastieth: Giant reptiles
roam the Talenta Plains. Long ago, the halflings who
live and hunt these lands domesticated these beasts
for use as steeds. Of these creatures, carvers and
clawfoots are the most common. Both are bipedal
drakes equipped with razor-sharp talons and ter-
rible teeth. They are ideal mounts for war and travel.
The halflings also make use of a slightly smaller
beast known as the fastieth. Bred for speed, it can
keep pace with a common riding horse in spite of'its
slight size.

Dragonhawk: The national symbol of Aundair,
dragonhawks are used by the Knights Arcane and
other military organizations. Although generally not
for sale, they can be found on the black market.

Glidewing: Native to the Talenta Plains, the glide-
wing is a flying reptile with a thin head crest and
tufts of brightly colored feathers. Halflings use glide-
wings for scouting and for monitoring the migratory
patterns of animal herds throughout the region.

Magebred Destrier: House Vadalis magically
enhances natural creatures to breed superior ver-
sions. A magebred destrier is a superior steed valued
for its endurance, intelligence, and speed.

Valenar Riding Horse: Famed as the fastest
horses in all of Khorvaire, these animals are bred
by the elves of Valenar to carry warriors across the
battlefield. A mounted Valenar elfis able to speed
into the thick of combat, strike, and dart away.
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MOUNTS

Price (gp)  Speed Per Hour Per Day Normal Load (Ib.) Heavy Load (Ib.) Push/Drag (Ib.)
Carver 1,800 8 4 miles 40 miles 250 500 1,250
Clawfoot 680 () 3 miles 30 miles 170 340 850
Dragonhawk 3,400 15 (fly) 7 1/2 miles 75 miles 170 340 850
Fastieth 520 10 5 miles 50 miles 160 320 800
Glidewing 2,600 15 (fly) 7 1/2 miles 75 miles 170 340 850
Magebred destrier 1,000 10 5 miles 50 miles 275 550 1,375
Valenar riding horse 360 12 6 miles 60 miles 175 350 875
Carver Level 6 Brute Fastieth Level 2 Skirmisher

Large natural beast (mount, reptile) XP 250
Initiative +5 Senses Perception +3
HP 85; Bloodied 42
AC 18; Fortitude 20, Reflex 18, Will 16
Speed 8
@ Bite (standard; at-will)
+9 vs. AC; 1d8 + 5 damage, and ongoing 3 damage (save ends).
® Talons (standard; at-will)
+9 vs. AG; 2d4 + 7 damage.
Vicious Steed (while mounted by a friendly rider of 6th level or
higher; at-will) ¢ Mount
When a carver’s rider misses with an opportunity attack, the

Medium natural beast (mount, reptile) XP 125
Initiative +5 Senses Perception +1
HP 36; Bloodied 18
AC 16; Fortitude 15, Reflex 14, Will 12
Speed 10
@ Bite (standard; at-will)
+8 vs. AC; 1d8 + 3 damage.
Fastieth Burst (move; while mounted by a friendly rider of 2nd
level or higher; encounter) 4 Mount
The fastieth shifts 4 squares.
Medium Steed
A Small creature can ride a fastieth.

carver makes a talons attack against an enemy within reach as a Alignment Unaligned Languages —
free action. Str 16 (+4) Dex 14 (+3) Wis 11 (+1)
Alignment Unaligned Languages — Con 12 (+2) Int 2 (-3) Cha 6 (-1)
Str 20 (+8) Dex 15 (+5) Wis 10 (+3)
G 1 60 152 il gz ) Glidewing Level 7 Skirmisher
Clawfoot Level 3 Skirmisher Large natural beast (mount, reptile) XP 300

Medium natural beast (mount, reptile) XP 150
Initiative +6
HP 46; Bloodied 23
AC 17; Fortitude 16, Reflex 16, Will 13
Speed 6
@ Talons (standard; at-will)
+9 vs. AC; 1d8 + 3 damage.
Clawfoot Charge (while mounted by a friendly rider of 3rd level or
higher; at-will) ¢ Mount

Senses Perception +1

Initiative +9

Senses Perception +9

HP 77; Bloodied 38

AC 22; Fortitude 19, Reflex 20, Will 17

Speed 5, fly 10, overland flight 15

® Bite (standard; at-will)
+12 vs. AC; 2d6 + 4 damage.

4 Diving Smash (standard; usable only while flying; at-will)
The glidewing charges and gains a +2 bonus to its attack roll
instead of the normal +1 bonus. It shifts 2 squares after the

harge.
When a clawfoot’s rider charges, both the clawfoot and th chets
rideer;aai:m;(;esbra:siiracttaa;iis © ¢ cawlootand e Aerial Agility (while mounted by a friendly rider of 7th level or
: higher) ¢ Mount

Medium Steed
A Small creature can ride a clawfoot.

While flying, a glidewing grants its rider a +1 bonus to all

Alignment Unaligned Languages — delter;‘ses. ind (free:

Str 16 (+4) Dex 16 (+4) Wis 11 (+1) Catch the Wind (free; encounter)

Con 14 (+3) Int 2 (-3) Cha 6 (-1) The glidewing gains hover until the end of its next turn.
Alignment Unaligned Languages —

Dragonhawk Level 8 Brute Str 17 (+6) Dex 19 (+7) Wis 12 (+4)

Large natural beast (mount) XP 350 Con 13 (+4) Int 2 (-1) Cha 6 (+1)

Initiative +4 Senses Perception +11; low-light vision

HP 108; Bloodied 54

AC 20; Fortitude 22, Reflex 19, Will 20

Speed 3, fly 12, overland flight 15

@ Claws (standard; at-will)
+11 vs. AC; 2d8 + 6 damage, and the dragonhawk slides the
target 1 square.

Uncanny Instincts (while mounted by a friendly rider of 8th level
or higher; at-will) ¢ Mount
A dragonhawk’s rider rolls initiative twice and uses the higher
result. In addition, the rider gains a +2 bonus to Perception
checks.

Alignment Unaligned Languages —
Str 23 (+10) Dex 11 (+4) Wis 14 (+6)
Con 18 (+8) Int 2 (+0) Cha 6 (+2)
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Level 5 Brute
XP 200

Senses Perception +3; low-light vision

Magebred Destrier

Large natural magical beast (mount)

Initiative +4

HP 76; Bloodied 38

AC 17; Fortitude 19, Reflex 16, Will 15

Speed 8

® Kick (standard; at-will)
+8 vs. AC; 1d8 + 9 damage.

+Trample (standard; at-will)
The magebred destrier can move up to its speed and enter
enemies’ spaces. This movement provokes opportunity attacks,
and the destrier must end its move in an unoccupied space.
When it enters an enemy’s space, the destrier makes a trample
attack: +6 vs. Reflex; 1d8 + 6 damage, and the target is knocked
prone.

Charger (while mounted by a friendly rider of 5th level or higher)
4 Mount
When a destrier’s rider charges, the rider gains a +6 bonus to
damage rolls.

Bonded Mount (when a friendly rider of 5th level or higher spends
a healing surge; encounter) 4 Mount
The magebred destrier gains temporary hit points equal to the
rider’s healing surge value.

Alignment Unaligned Languages —

Skills Endurance +10

Str 22 (+8) Dex 14 (+4) Wis 12 (+3)
Con 16 (+5) Int 3 (-2) Cha 10 (+2)

Level 2 Skirmisher
XP 125

Senses Perception +3; low-light vision

Valenar Riding Horse

Large fey beast (mount)
Initiative +7
HP 37; Bloodied 18
AC 18; Fortitude 14, Reflex 16, Will 14
Speed 10
® Kick (standard; at-will)
+7 vs. AG; 1d6 + 6 damage.
Nimble Beast (move; encounter)
The Valenar riding horse shifts 2 squares.
Swift Steed (minor; while mounted by a friendly rider of 2nd level
or higher; encounter) ¢ Mount
The Valenar riding horse gains a +4 bonus to speed until the
end of its next turn.

Alignment Unaligned Languages —

Skills Endurance +7

Str 14 (+3) Dex 18 (+5) Wis 14 (+3)
Con 13 (+2) Int 2 (-3) Cha 9 (+0)

TRAVEL DOCUMENTS

Travelers in Khorvaire are generally free to go where they
choose, but certain restrictions do exist. Suspicions and
old grudges have created barriers to travel between the
Five Nations that weren’t factors when Galifar existed.
Visitors to neighboring lands are often required to show
some form of identification so that foreign governments
can track their passage and identify possible threats.

Travel documents come in many forms, but all give
a traveler’s description, distinguishing characteristics,
primary residence, and other pertinent information.
Government and dragonmarked houses provide Sivis-
notarized travel papers for a reasonable price.

COACHES AND CARAVANS

Transportation by House Orien coach or caravan is
a great way to cross vast distances without attract-
ing attention. Most caravans consist of long trains
of horse- and ox-drawn carts and wagons, burdened
pack animals, and their handlers. One doesn’t hire
a caravan as much as one pays to accompany a
caravan to its destination. Caravan masters usually
waive the fee for adventurers who offer their ser-
vices as guards.

Orien coaches follow scheduled routes within a
city or to one of its outlying settlements. Travelers can
charter a House Orien coach to other destinations,
but a much more economical choice is to book pas-
sage on the mail coaches as they make their circuit
among the major trade stops in the region.

A typical House Orien coach is an enclosed wagon
divided into two compartments, one for the crew
and the other for passengers or cargo, drawn by four
sturdy horses. Cushioned benches accommodate up
to twelve passengers. The coach has a crew of two—a
driver and a porter who doubles as a bodyguard.

LIGHTNING RAIL

The kingdom of Galifar commissioned House Can-
nith and House Orien to construct a means of rapid
transportation across the nation. The objective was to
expedite the movement of soldiers, goods, and people
while avoiding the troubles that plague slow-moving
caravans. Each house contributed to the creation

of the lightning rail, but it never could have existed
without House Cannith’s conductor stones.

These large, glowing orbs are inert in isolation.
However, when placed in a row, they define a path-
way of magical energy. Conductor stones are installed
on the underside of specially constructed wagons,
coaches, and other vehicles. When vehicles so
equipped are placed over a preconstructed pathway,
the conductor stones on the ground gently and pre-
cisely repel the stones on the coach, causing it to float.
This phenomenon creates an effectively frictionless
mode of travel, allowing the vehicle to move far faster
than by mundane means.

Conductor stones do not, however, provide propul-
sion. House Orien and the Zilargo gnomes solved that
problem by binding an elemental spirit to a land cart.
Combining elemental-bound coaches with long lines
of passenger carts, cargo boxes, and other container
vehicles gave birth to the lightning rail, so named
because a train’s movement across the pathway of
conductor stones generates bright displays of sparks.

The lightning rail survives still, and remains as
fast as in the past, but the network does have limits.
The century-long conflict prevented House Orien
from expanding the lines beyond the Five Nations,
and transport between the former enemy nations
was heavily restricted. Thus, current lightning rail
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destinations are largely limited to locations within
the Five Nations, with a few stops in Zilargo, the Mror
Holds, and the Talenta Plains. Now that the war is
over, House Orien has begun the process of expand-
ing the lines. It is actively recruiting labor from local
nations in order to carve routes to new lands.

ACCOMMODATIONS

Lightning rail passengers choose from three levels of
accommodation. Most riders travel in standard class,
getting a seat, modest meals, and a bunk in a sleeper
cart. The poor (or thrifty) are relegated to steerage
class, where an uncomfortable bench is the extent of
the amenities offered. Those who have style and coin
can opt for first class, enjoying cushioned couches,
full-sized beds, fine meals, and attendants to see to
every need. The wealthiest travel in their own carts,
which they link to the rail for a steep fee.

About a third of every lightning rail train consists
of cargo carts used to ship livestock, dry goods, and
other materials. Passage in a cargo cart is strictly
forbidden, but it happens from time to time. A sub-
class of people who have no place to go find homes
nestled between the sacks and crates of these carts.

ELEMENTAL VESSELS

Elemental vessels have existed for centuries, but it
wasn’t until the Last War that Zilargo was able to
produce these vehicles in great numbers. Elemental
vessels are fast growing in popularity and can be
found throughout the continent and beyond.

ELEMENTAL AIRSHIP
Regarded as the most advanced vessel designs from
Zilargo, elemental airships are a new addition to
House Lyrandar’s transportation services. With them,
Lyrandar has started to break House Orien’s near
monopoly on shipping.

Elemental airships are similar in appearance to
seafaring vessels, but instead of sails have stabilizers,

TRAVEL TIMES AND PRICES

Vehicle/Method Fare Chartered
Caravan 1 sp/mi. -
Coach 1 sp/mi. 20 gp/day
Elemental airship 1gp/mi. 17,000 gp/day
Elemental galleon 3 sp/mi. 750 gp/day
Lightning rail
First class 5 sp/mi. 1,000 gp/day
Standard class 2 sp/mi. -
Steerage class 3 cp/mi. =
Sailing ship, Lhazaar 5 cp/mi. 200 gp/day
Sailing ship, standard 4 cp/mi. 160 gp/day
Linked Portal 50 gp -
| Teleportation circle access 50 gp -
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rudders, and fins. Each elemental airship has four
struts, two on top and two more beneath the vessel,
that contain the elemental spirit that propels the ship.
When the vessel is airborne, the struts form a path-
way along which the elemental rages. The creature
encircling the ship might appear as a roiling disk of
lightning, fire, or air, depending on its nature.

Although an elemental airship flies by means of
its elemental, the creature’s fantastic power is not
sufficient to raise the vessel from the ground. Thus,
all elemental airships are constructed of soarwood—a
rare and expensive timber harvested from the forests
of Aerenal. The extraordinary price of the materials
that make up elemental airships has limited their
numbers, restricting their use to only the very rich
and very powerful.

ELEMENTAL LAND CART

This uncommon vehicle is found almost exclusively
in the hands of members of Houses Orien, Cannith,
and Kundarak. The elemental land cart resembles
an oversized wagon. An elemental creature, usually
a spirit of earth, resides in a Khyber dragonshard
housed in the front of the land cart. Land carts can
hold up to eight passengers or a considerable amount
of cargo.

ELEMENTAL GALLEON
Elemental galleons are the most common elemental
vessels in use throughout Khorvaire. As a staple in
House Lyrandar’s shipping fleet, elemental galleons
can be found skidding over the waves of Khorvaire’s
seas and beyond. Similar in appearance to mundane
sailing vessels, elemental galleons are superior in
terms of cargo capacity and speed. An elemental gal-
leon has about half the number of sails of a mundane
ship and is distinguished by a strange ring of moving
air—the bound elemental that propels the vessel.
Variety within elemental galleons is largely
superficial, little more than the crafter’s personality
reflected in the construction, but a few variations

Speed Per Day Per Hour
4 20 miles 2 miles
10 50 miles 5 miles
20 420 miles 20 miles
10 120 miles 5 miles
60 720 miles 30 miles
8 96 miles 4 miles
7 84 miles 3 1/2 miles
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stand out from the rest. When the Last War erupted,
Zilargo artisans began production of stormships,
mighty battleships with impressive armaments
named for the dark and angry clouds created by the
bound elemental spirits. Another design proved capa-
ble of moving beneath the waves, although only three
were constructed before production was halted after
the hard-won peace. Other variations might exist—
rumors persist of strange prototypes developed at

the height of the war—but they remain hidden away
in secret Zilargo workshops and House Lyrandar
enclaves.

MUNDANE VESSFELS

Although fantastic voyages using magical craft are
available for the right price, most people rely on

far more economical options. For every elemental
galleon in port, a dozen mundane sailing ships—
longships, greatships, and pinnaces (all of which
are described in Adventurer’s Vault)—can be found.
The dock might also hold swift ships of the Lhazaar
Principalities, sleek vessels valued for their speed
and maneuverability. But even mundane vessels
can have magical enhancements. Lyrandar sailing
craft, for example, are equipped with magic helms
to let dragonmarked pilots coax more speed than the
winds and seas allow.

PORTALS

House Orien maintains an extensive network of
permanent teleportation circles in cities throughout
the Five Nations. Outside the Five Nations, circles
are somewhat less widespread, limited to the larger
cities and national capitals. Orien invests heavily in
expanding this service, however, and expeditions to
remote regions are under way to allow customers to
reach even the most far-flung places.

House Orien ensures its control of the portals by
locating them inside sprawling stations that feature
fine accommodations—rooms, restaurants, shops, and
spas—to pamper customers and protect the circles
from unauthorized use. For paying customers, Orien
heirs perform the Linked Portal ritual, allowing rapid
transportation between any two of the house’s estab-
lished teleportation circles. The house also allows
experienced ritual casters to use its teleportation
circles as the origin point for their own rituals, which
reduces the component cost of the Linked Portal or
True Portal rituals as described in the ritual entries
in the Player’s Handbook. Realizing that anyone who
has access to the Linked Portal ritual could use them,
however, the house closely guards the sigil sequence
associated with each one.
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WONDROUS LOCATION

Eberron is a world of magic. Magic flows in the ocean
tides, rises up from the roots of trees, seeps like fog
down the slopes of mountains. On occasion, that
magic gathers, accumulates, and soaks into the land
until it can contain no more. Sometimes, the living
creatures of the world find ways to harness the ambi-
ent magic of the world. Whether naturally occurring
or artificially constructed, the result is a wondrous
location—an area, geographical feature, or construct
that has its own ambient enchantment.

WONDROUS [LOCATION

LORE

Use the Difficulty Class and Damage by Level table
(DMG 42) to set the DCs required for characters

to know anything about a given wondrous loca-

tion, using the characters’ level. Most such checks
involve Arcana, but sites infused with divine power
or religious significance should rely on Religion, and
particularly old and infamous sites might require
History. For the most part, moderately difficult
checks allow a character to know some basic details
about the site or device. More specific information
(including how to operate the ambient magic) should
require hard checks. At your discretion, particularly
obscure or powerful locations might involve checks
against DCs 5 higher than the hard DC on the

table, or they might be secret information, requiring
research or powerful divination rituals.

TYPES OF LOCATIONS

Some wondrous locations are the result of deliberate
manipulation. They are created through performance
of the Enchant Magic Item ritual, although additional
rare or unique components are sometimes required.
Other wondrous locations occur spontaneously, the
ambient magic of Eberron or other planes coalescing
to form a region of “natural” enchantment.

The most common types of wondrous locations
include areas where ambient magical energy or emo-
tional trauma leave the earth transformed.

Manifest Zones: The most common wondrous
locations occur where other planes or planar regions
manifest on Eberron (see “Planar Influence,” page
259). The sort of magic that infuses a manifest zone
is related to the plane or planar region it’s tied to. For
instance, a manifest zone tied to Dolurrh is suited to
necromantic magic, and a manifestation of Fernia
likely accumulates fire-related magic. The magic that
keeps the towers of Sharn aloft relies on the city’s
location within a manifest zone linked to Syrania.
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Lingering Arcana: Areas exposed to potent
magic, or frequent magic over a long period, can
become wondr