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anhareth shivered as he gazed

upon the city of his ancient

enemies. He feared the quori
were aware of his coming.




INTRODUCTION

n a windswept slope of blasted scree, alone

monk watches the movement of Riedran

troops below. With a thought, she alerts her

comrades hidden in the caves and tunnels

nearby. The force attacks with swiftness and
surprise. As it has each day for a thousand years, the siege
of Adar begins anew. . . .

On the g0|den steppes ofSyl'kaHL a giant skull atop
amakeshift cairn marks a milestone on a dangerous road.
It is said that the cults of Karrak the Final Guardian pass
by here in the dead of nighl. Ieaving cryptic messages
carved in the stones for those who follow them.

On thesouthern Tundra, an Akiak strike team waits out
the deadly force of a reality storm. Ahead, the icy expanse of
a Risian wild zone marks the Riedran frontier, and beyond
that, the monolith that is the team's goal gleams in the fading
light. By moonrise, the dwarves will speak the names of
ancestors lost in the Night of Razor Dreams. By morning,
fate willing, this hanbalan of the Inspired will fall. . . .

In the war mazes of Ohr Kaluun, dark magic lingers
from the time of the Sundering. Riedran forces spend
their days sweeping the ruins of skulks and watching the
sea lanes foran_\f sign of masts to the east. East lies Khor-
vaire, and the lure of Sarlona’s past pulls strongly on those
who hunger for power in that uncivilized land. . . .

Sarlonaisaland of ancient secrets and present darkness.
Four nations and a dozen races stand as the end result of
fifteen hundred years of conflict, intrigue, and repres-
sion. Despite its history and its status as the birthplace of
humans, Sarlona remains mysterious to Khorvairians.

The rebellious dwarves of the Tundra's Akiak clans,
the shifters of Tashana and the Savage Legion, the arcan-
ist Heirs of Ohr Kaluun, the scrutiny of the Thousand
Eyes—all these and more underlie the complexilies ofpnwer
that twist across Sarlona. Still, to a Khorvairian, Sarlona
means little more than Riedra, home of the Inspired.

The explorers who carve their way through Q'barra,
Droaam, or Xen'drik speak almost reverently of the
magical ruins and lethal wildernesses they have encoun-
tered. The Maruk Ghaash'kala of the Demon Wastes
and the Gatekeepers of the Shadow Marches know of the
ancient terrors lurking beneath those lands. In taverns
and around campfires from Sharn to Stormreach to the
Seren shores, the bold loudly declaim heroic deeds that
mal'k some corner Ol‘KhOI‘vairE. Xe]'l.d]'i](. or Argl:ln nes-
sen as the most dangerous place on Eberron.

Only those who make the journey to Sarlona will ever
know how wrong they are.

USING THIS BOOK

Secrets of Sarlona explores Khorvaire’s mysterious neighbor across
the seas—the continent from which the culture and history of
humanity are drawn. This book provides the first compre-
hensive look behind the walls of secrecy the Inspired have
erected around Riedra. It also details the incredible range
of Sarlonan lands and peoples outside Inspired control.

For characters who have connections to Adar or
Riedra, Secrets of Sarlona offers the opportunity to return
to their homelands. Kalashtar and Riedran l‘efugee.s are
scattered throughout Khorvaire, many simply waiting for
the oppm‘lunit)-' to end their exile and face the Inspired.
Shifters of Khorvaire have only recently heard tales of
their kin in the Tashana Tundra.

Characters who have Sarlonan backgrounds need
never leave Khorvaire in order to take advantage of this
book’s contents. Such characters can benefit not only from
rules material, but also from enhanced understanding
of the historical and cultural context of the land of their
ancestors. The history of humanity begins in Sarlona,
and as the Inspired look to Khorvaire, thisland might yet
reclaim its importance in the affairs of all humans.

WHAT YOU NEED TO PLAY

Secrets of Sarlona makes use of information in the Pll‘ci;!er's
Handbook (PH), Dungeon Master’s Guide (DMG), and Monster Manual
(MM). as well as the Eperron Campaign Setting (ECS).

As befits a book covering a continent so steeped in
psionic traditions, Secrets of Sarlona frequently references
Expanded Psionics Handbook (EPH). In addition, material from
several supplements is cited, including Arms and Equipment
Guide, Complete Arcane, Complete Divine, Complete Psionic, Complete
Warrior, Dungeon Master's Guide 1l (DMG2), EJ";'JJ'arerS Handbook, Fiend
Folio, Frostburn, Magic DfEbﬂmm. Miniatures Handbook, Monster Manual
I (MM2), Monster Manual II (MM3), Monster Manual IV (MM4), Planar
Handbook, Player’s Guide to Eberron, Pfg}‘ers Handbook Il (PH2), Sandstorm,
Spell Compendium, Stormwrack, and Tome of Magic. These supple-
ments can enhance your enjoyment of Secrets of Sarlona, but in
most cases, the details you need are provided in this book.

REFERENCES

Game mechanics mentioned in other books are often
accompanied by a title and page reference. Where doing so
would be cumbersome, symbols are used instead. Ifa noted
term or game mechanicisdescribed in thisbook, a dagger (1)
appears after the term. If a noted term appears in the Esmron
Campaign Setting, a superscript ““* is used. Subjects from the
Expanded Psionics Handbook are marked with a superseript Lo
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: = ou dare challenge the might
of the Inspired?” the warrior
. said. "With our dying breaths,

monster,” Lanhareth responded.

\ T

hen you're just the fools I'm looking
for. Let’s get you off the streets.”
As he spoke, the changeling’s face

altered to reveal his true nature.




CHAPTER ONE

WELCOME
TO SARLONA

he treasures of the lost age of Xen'drik are

legendary. The wonders and dangers of

Khorvaire are immortalized in story and

song. The lore of the mysterious dragons has

fixed Argonnessen in the minds of scholars
and sages for a thousand years. A world away from the rest
le EbEl‘an. Sar]ona l‘emains a ]and Of lnystcf}’.

WHY COME TO SARLONA?

It is difficult to reach this land, and it offers little shel-
ter for adventurers. Why take the risk? This is a topic
explored in more detail in the description of each region,
but here are a few basic points.

Powerful Patrons: The dragons of the Chamber shun
Sarlona, but they want to know what is transpiring beyond
its shores. PCs who have ties to the Chamber, the Undying
Court, or even the Lords of Dust could be sent to explore
mysteries related to the draconic Prophecy. Agents of the
Silver Flame or the Sovereign Host might arrive in Khalesh
or Pyrine to search for relics tied to the modern religions. An
Aurum Concordian might send the PCs to negotiate with the
Riedran smugglers known as the Dream Merchants. Whether
it's a quest for gold or knowledge, the powerful of Khor-
vaire have many reasons to cast an eye toward Sarlona.

Cultural Exchange: Adventurers who have ties
to academic organizations could be sent to explore the
lands of Sarlona or to find another expedition that has
disappeared. Thousands of myths concern the moun-
tains of Adar, and the people of Khorvaire are only just
discovering the Tashana Tundra and Syrkarn. PCs who
have strong ties to a government could be asked to assist
an ambassador newly established in Dar Jin. Are the
Inspired as friendly as they seem?

Battling the Darkness: One of the primary reasons
to come to Sarlona is to fight the Dreaming Dark. Even
PCs who have no interest in the dream war could be
employed by the King’s Dark Lanterns orasimilar agency
to engage in inte]ligence operations against the ]nspir(’!d‘
Inside Riedra, thisservice requires subtlety and int rigut‘..
since the Inspired are beloved. Elsewhere in Sarlona, the
PCs finally have the opportunity to engage the Inspired
and their evil directly.

While the Dreaming Dark is integrally tied to Sar-
lona, itisn't the only force of evil in this land. The Lords
of Dust once ruled all of Eberron, and devious rakshasas
haunt Sarlona as well. The Order of the Emerald Claw
could take an interest in Sarlona’s wild zones of Mabar.

And the Heirs of Ohr Kaluun, the Kalaak barbarians,

and the Horned Shadow are potential threats every bit as
deadly as the villains of Khorvaire.

Secrets of the Mind: From the duergar traditions
of the Akiak dwarves to the quori techniques of the
kalashtar and Inspired, psionics are strong in Sarlona.
Adventurers might have no recourse but to travel to Sar-
lona to learn certain psionic arts. The traditions of the
psychic warrior could have found their way to Khorvaire,
but perhaps the divine mind and other classes of Compfetc‘
Psionic are still hidden in Sarlona.

Untapped Opportunities: Riedra is littered with
ancient ruins that have been shunned since the Sunder-
ing. The Riedrans have no use for gold and fear the magic
hidden in these places. Treasure, mystic knowledge, and
more lie waiting to be found.

The Sarlonan Campaign: The nations of Sarlona
offer many interesting possibilities for full-scale cam-
paigns. When starting a new campaign, a DM should con-
sider the possibilities presented by the cultures of Sarlona.
For an unusual twist, a campaign could cast PCs as loyal
servants of the Inspired—agents of the Harmonious Shield

or Thousand Eyes who must uncover the deadly schemes of

the Heirs of Ohr Kaluun before hundreds of innocents are
killed. Or perhaps the PCs would like to try their hands as
agents of the Dreaming Dark, engaging in psychic espio-
nage and assassination within Adar or Khorvaire.

ACROSS THE SEAS

Dealing with any of Sarlona’s treasures or hazards ulti-
mately means getting there in the first place. For those
characters used to the convenience of an Orien caravan
or the inevitability of the next ship to Stormreach,
arranging transport to the land of the Inspired can be
an adventure in itself.

Travelers seeking passage from Khorvaire to Sarlona
must decide which coast of Khorvaire they want to depart
from. Sarlona is roughly equidistant from Khorvaire
from the east or west, and the Sea of Rage and the Barren
Sea are equﬂ“y unforgiving. Only two Riedran ports
allow Khorvairian ships to land, however, and the shores
of Adar are all but impassahle.

From Sharn and western Khorvaire, the islands
of Ohr Kaluun are a common destination. The Dream
Merchant smugglers have outposts there.

From eastern Khorvaire, travelers to Sarlona find
themselves bound for Syrkarn, with such voyages leaving
not from central Khorvaire but the Lhazaar Principali-

ties. Lhazaar pirates have been plying the Sea of Rage

z
m
H
0
o
X
m
-
o
W
>
-~
|3
o
=
P




<
z
Q
=
<
v
©)
P—
478
=
o
©

=

WE

10

since the end of the Last War, avoiding the Riedran
outposts on the Aventus [slands with practiced skill. The
relatively recent establishment of formal trade between
Riedra and Khorvaire has increased the demand for
Sarlonan goods in the Five Nations, and though it now
faces competition, the trade of Lhazaar smugglers shows
no signs of slowing down.

MEANS OF TRAVEL

A sea voyage is the typical method of reaching Sarlona
from Khorvaire, but the small number of ships making
the journey (at least compared to the constant stream of
merchant traffic from Khorvaire to Xen'drik) greatly
reduces a party's options.

Travel by Sea: Ships set out for Ardhmen in southern
Syrkarn from many of the Lhazaar islands, but Regalport
and Port Verge are the primary points of departure. Ships
from those ports also run to the Riedran center of Dar
Ulatesh on the Rhiavhaar coast, but on]y vessels autho-
rized by the [nspired are permitled to land there.

Mundane and soarwood sailing ships leave from
several ports, but Prince Kolberkon's relationship with
House Lyrandar makes Port Verge the only place where
one can get passage on a wind galleon ora Lyrandar sail-
ing ship. Though Lyrandar often operates its Sarlona
cargo runs at a loss in order to establish itself in the
principalities, its prices for passage remain steep.

The distance between Khorvaire's west coast and
Sarlona is slightly shorter than the journey from the
principalilies. but uninviting Riedra occupies most of
Sarlona's eastern shore. S]‘lips cummnnly land at the port
city c:fDar_]in in Cnrvagura. but like Dar Ulatesh in the
west, Dar Jin accepts no unauthorized vessels. Only in
recent decades have the Inspired begun to allow ships
that have valid business (most commonly merchant ves-
sels and ambassadors) to dock at Dar Ulatesh and Dar
Jin. It is sometimes possib]e to get working passage on a
Riedran merchant vessel, but in all cases non-Riedrans
in both these ports are confined to the foreign quarter
by the Iron Gate, Riedra’s foreign service.

Other than in Dar Jin and Dar Ulatesh, a strict Rie-
dran quarantine against outsiders remains in effect. For
westbound ships seeking clandestine entry into Riedra,
the islands of Ohr Kaluun are a common port of call.
Ships occasionally cross the Barren Sea from Zarash'ak
in the Shadow Marches, bound for one of the small
ports on the eastern coast of the Tashana Tundra. This
journey's travel time and cost are the same as a lrip from
the Lhazaar isles to Ardhmen, but mundane sailing ships
are usua“y lhe Only passage a\’ailable.

Passage on a cargo ship means a hammock for those
who are lucky, the deck for those who aren’t. Although
PCs aren't expected to pitch in with everyday shipboard
duties, they are expected to help during emergencies or
attacks from (other) pirates.

Given the low level of trade and traffic, characters
often have to trust to luck when seeking passage to Sar-
lona. Still, from either the Lhazaar Principalities or
Sharn, a wait of more than a week (two weeks in winter)
for a ship to set sail for Ardhmen, Dar Ulatesh, or Dar
Jin is rare. Booking smuggler's passage from Sharn to
Ohr Kaluun is a more hit-and-miss affair.

Travel by Air: House Lyrandar airships make no runs
to Sarlona, and few privateers are mad enough to risk their

GETTING TO SARLONA

Regalport to Ardhmen

Approximate Average
Transport' Travel Time Cost?
Airship 15 days 7,500 gp
Sailing ship 150 days 225 gp
Sailing ship, Lyrandar 50 days 3,750 gp
Sailing ship, soarwood 75 days 375 gp
Wind galleon 15 days 2,250 gp
Regalport to Dar Ulatesh®

Approximate Average
Transporl' Travel Time Cost?
Airship 9 days 4,500 gp
Sailing ship 90 days 150 gp
Sailing ship, Lyrandar 30 days 2,500 gp
Sailing ship, soarwood 45 days 225 gp
Wind galleon g days 1,350 gp
Regalport to Whitetooth

Approximate Average
Transport' Travel Time Cost”
Airship 6 days 3,000 gp
Sailing ship 60 days 100 gp
Sailing ship, Lyrandar 20 days 1,700 gp
Sailing ship, soarwood 30 days 150 gp
Wind galleon 6 days 900 gp
Sharn to Ohr Kaluun

Approximate Average
Transport] Travel Time Cost?
Airship 9 days 4,500 gp
Sailing ship 90 days 150 gp
Sailing ship, Lyrandar 30 days 2,500 gp
Sailing ship, soarwood 45 days 225 gp
Wind galleon 9 days 1,350 gp
Sharn to Dar Jin®

Approximate Average
Transport' Travel Time Cost”
Airship 6 days 3,000 gp
Sailing ship 60 days 100 gp
Sailing ship, Lyrandar 20 days 1,700 gp
Sailing ship, soarwood 30 days 150 gp
Wind galleon 6 days 900 gp

1 As available. From the Lhazaar Principalities, airships
must be privately chartered or owned by the PCs. From
Sharn, all transport except sailing ships must be privately
chartered or owned by the PCs.

2 Costs for passage on Sarlonan runs are seldom fixed. PCs
can often haggle or exchange services for lower fares, or
might pay more depending on eircumstances.

3 Authorized vessels only.

ships on a erossing of either sea. Characters who own or
command an airship are free to put speed ahead of caution,
or to hire themselves out to other explorers.
Teleportation: House Orien’s desire to curry favor
with the Inspired-brokered trade between Khorvaire
and Sarlona means that the house officially conducts no
passage between these two lands. Unofficially, the excru-
ciating length of the sea voyage means that heir of Siberys
Orien operatives do intermittent yet lucrative business



taking elite explorers and academics from Passage or
Sharn to Sarlona using greater teleport at a staggering cost of
30,000 gp per one-way trip. A maximum of five Medium
or smaller creatures can be transported in this manner,
along with whatever equipment they can carry.

PCs have a 10% chance of finding an Orien heir will-
ing to undertake a teleportation to Sarlona from Passage
(5% in Sharn) on any given day. For PCs without a clear
destination, Ardhmen is the default arrival point. Few
(if any) Orien operatives teleport into Riedra itself, and
in almost all cases, an heir doesn’t stay in Sarlona more
than the day required to regain the use of his greater teleport
ability. A party requiring a return trip must arrange a
rendezvous. All trips must be paid for in advance.

Planar Travel: Manifest zones and smaller wild zones
of unstable planar activity spread across Sarlona as they
do nowhere else on Eberron. The shifters and druids of
the Eldeen Reaches have long spoken of strangely unstable
planar activity within their land and of hapless wanderers
seemingly snatched from manifest zones of Thelanis or
Lamannia to some other place, never to be seen again.
Perhaps one of these planar gateways leads to a wild zone
orwild reserve in Sarlona. This is a highly unpredictable
means of travel, and those who use such planar breaches
must often find another way to return home.

DANGEROUS WATERS

The Sea of Rage and the Barren Seaare harsh expanses of
endless water, raging storms, and lethal hazards. Seas of
Eberron (Player’s Guide to Eberron 132) has more information
on the Sea of Rage, the Barren Sea, and the other seas
of Eberron. Stormwrack offers a wealth of rules for marine
hazards and adventuring.

A LAND APART

The cradle of humanity, Sarlona is a land whose history
and present are steeped in conflict. Around the bonfires
of the nomadic Syrks, lost legends of sorcerer-kings and
devastaling magewars are passed from one generalion to
the next. Myths of the yuan-ti and the Age of Fiends are
whispered among the Keepers of the Word and the Heirs
of Ohr Kaluun alike.

Homeland of the Inspired and a half-dozen inde-
pendent cultures, Sarlona is a land where majestic cities
rise alongside empty desert wastes; where massive planar
breaches are hidden behind walls of stone and thought.
Sarlona is yuan-ti and couatl ruins standing in the empty
steppes. Sarlona is the birthplace of humanity and of the
worship of the Sovereign Host. Sarlona is home to a nation
of ogre mages and to the Storm Guardians—legendary
draconic sentinels.

All these truths are unknown except to the few
Khorvairian exp]arers who have journeyed to the myste-
rious continent. Accordingly, the DCs in Lore and What
Do You Know? sections are applicable only to Sarlonans.

Those from Khorvaire add 5 to all such DCs.
LANDS AND ENVIRONMENT

Sarlonaisslightly larger than Khorvaire, and its geogra-
phy covers a wide range. The open steppes and savannah
of the Tundra and Syrkarn give way to mountains along
the Riedran frontier of both lands. To the south, the
peaks of Adar thrust up like spikes from the Sea of Lost

Souls. Midcontinent, the great desert of Andnemun
straddles the border of Syrkarn and Borunan. The huge
inland seas of Kelneluun and Rhialuun are the center-
pieces of life in Riedra's northern provinces, while dense
forest spreads along the eastern coast.

Much of Sarlona is agrarian, from the thousands of
similar farming villages of Riedra to the open grasslands
of the Tundra and Syrkarn. In its own way, Adar has an
agrarian society to rival Syrkarn’s, but the Syrks enjoy
bl:lunty that the hardscrabble folk of Adar can only envy.
Clinging to the ridges and valleys of the nearly impass-
able mountains, Adar is less a single region than count-
less bands of climate and geography rising from valley
floor to high peak.

Weather in Sarlona would likely be harsh enough,
but uncontrolled planar magic also rips across this land,
often with deadly effect. Planar breaches and manifest
zones are common across the continent. The worst of
these wild zones are sealed off by edict of the Inspired,
who have created an entire branch of the Riedran mili-
tary—the Edgewalkers—to contain such disturbances.
Even outside these permanent wild zones, smaller
breaches flare and fade at random, churning the land to
chaos or leaving freakish weather in their wake. In the
Tundra, the aukuraks (rea]ity storms) cut across the plains,
and those who travel there learn to avoid them.

FAITH AND INSPIRATION

The Path of Inspiration is the prescribed faith of the
Riedran people, and the Inspired form the pinnacle of
that faith’s mortal hierarchy. However, in contrast to the
half-whispered rumors that circulate around Riedran
outposts in Khorvaire, the Inspired are only the emis-
saries of this faith, not its focus. Instead, the lords of
Riedra are seen as vessels of the great spirits, known as
il-altas in the Quori tongue. These are mortals ascended
to a higher state of being—a state to which all who follow
the Path of Inspiration aspire.

To Khorvairian worshipers of the Sovereign Host,
the Path of Inspiration and its tight control of social
order might bear more than a passing resemblance to
the Church of the Silver Flame, though followers of that
latter religion find little cause for comparison. For fol-
lowers of the Path of lnspiration. the Silver Flame and
the Sovereign Host are nearly the same. Riedrans believe
the faiths of other cultures all worship dark spirits, or
altavars—fiends that corrupt all about them for the sake
of power, be it material, arcane, or divine.

The massive monoliths (hanbalani altas, or "sanctuar-
ies for the soul”) that dot the Sarlonan landscape are the
most overt symbols of the Path of Inspiration. To the
Riedrans who build the monoliths, they are temporary
resting places for the souls of the dead—tombs that pre-
pare the dead for movement into the next life. Those who
know the Inspired understand a much darker truth.

The Path of Light in Adar is familiar to any folk of
Khorvaire who have spent time in the company of the
kalashtar. However, Adar traditions predating the arrival
of the kalashtar incorporate worship of what appear to
be aspects of Balinor and Arawai of the Sovereign Host.
Like all features of human culture on Khorvaire, the
Sovereign Host was carried over from Sarlona, and its
legacy can be found among the Syrks and in the Riedran

province of Pyrine where it was born.
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PEOPLE AND CUILTURE

Like Khorvaire, Sarlona is a mosaic of races and cultures.
Even after twelve centuries of Inspired rule (and the
three hundred years of conflict that preceded it), Riedra
is far from a unified society. Still, under the precepts of
the Path of Inspiration, the races of Sarlona are each seen
to occupy a specific niche. At the top of the social order
are the Inspired—beings blessed by grace and as close to
enlightenment as mortals can be. Beneath them are the
Chosen, with Riedran humans below them. The Path of
Inspiration marks all nonhuman races by their degree
of spiritual evolution, and Riedrans accept this. Thus,
ogres and shifters are subhuman, while changelings are
acknowledged as superior and singularly blessed.
Human society on Sarlona is as widely varied as on
Khorvaire, but war and rebellion define three major
human groups across the breadth of the continent. Rie-
dran humans make up the majority of that nation, and
even established provincial cultures cannot overcome
the monolithic nature of Inspired rule. The humans of
Adar have stood alongside the kalashtar against Riedran
siege for a thousand years, and this struggle now defines
their very essence. Though Syrkarn's human population
is largely descended from Riedran refugees, and though
new refugees expand that population each year, no open
conflict exists between Riedra and that land. Many
Syrks support the Adaran cause, some more openly than
others. However, some Adarans have come to resent the
way in which the Syrks have accepted—some might say
acquiesced to—Inspired rule across their borders.

LANGUAGE

Sarlonans do not speak Common unless their trade
involves foreigners, and even then they do so with reluc-
tance. Centuries of Inspired unity and domination have
made Reidran the common parlance, even for those
who oppose the powers that be. Substitute Riedran for
Common in the languages of all intelligent inhabitants
of Sarlona, and eliminate languages for races that aren't
native to the continent. Add Common to the list of avail-
able bonus languages. For example, an Akiak duergar
automalica]ly speaks Riedran, Dwarven, and Under-
common; he can choose Common, Draconic, Giant,
or Terran as bonus languages. You might add languages
such as Xeph and Maenad to the list of bonus languages,
replacing the eliminated Goblin and Orc languages.

The Quorilanguage is considered to be the language
of the il-altas and the Inspired. All Chosen (empty vessels)
are taught the language and generally conduct important
business in Quori, but few others learn the language.

[f a Riedran does not need to know how to read to
perform his job, he is likely to be illiterate. However,
this rule only applies to NPCs. A PC Riedran might have
picked up the skill on her own or been chosen for special
training. Adarans are generally literate; Syrks and the
peoples of the Tundra are not.

CALENDARS

The most important date in Sarlonan history, at least
according to the Inspired, is the Unification of Riedra.
All before that was darkness, war, and arcane depravity;
all after, peace and munificent guidance. Although the
Inspired began their conquest of Sarlona 1,500 years
ago, they did not openly declare their rule for another

200 years. Although more anticipation that reality at the
time, the Inspired set the first year of the Unification of
Riedra as 1 Unity, a date 1,300 years ago (=302 YK).

Inspired and high-ranking Chosen are the lorekeep-
ers of Riedra, but these records and the dates used in them
are not widely disseminated. Dates are unnecessary among
common Riedrans, and their use is discouraged. The
majority of Sarlonans need not concern themselves with
history—they are satisfied to know that the Inspired arrived
sometime in the distant past, brought blessing and peace
with them, and since that time, dates are unimportant.

Adaran monks, of course, believe differently. In ages
past, each monastery devised its own dating conventions
around events important to that sect. Since the coming
of the kalashtar, however, the Speaker of the Word has
encouraged a common calendar, which has slowly spread
to all parts of Adar. Honoring the leader of the quori
rebels, 1 Age of Taratai (1 AT) was established 1800 years
ago (—802 YK).

The Syrks either follow the Riedran custom of
not using dates, or they secretly keep records using the
Adaran calendar. The dwarves of the Tundra maintain
their own ancient dating system, while the few shifters
who count years in that land do so according to a hodge-
podge of clannish oral traditions.

HISTORY

The history of Sarlona is a patchwork of legends and
truth, with as many pieces missing as are present. Years of
war saw a great deal of Sarlonan lore lost for all time—his-
tories of the conquered erased by the conquerors, who
were themselves conquered in time. In the end, however,
nearly fifteen hundred years of Inspired rule in Riedra
have reshaped Sarlona’s sense of itself. For Riedrans of
today, the past is not a point of pride but a warning, and
one does not seek the darkness that preceded the light of
Sarlona’s modern age.

THE ANCIENT PAST

The ancient prehistory of Sarlona remains as much an
unknown as it does in any part of Eberron. The Age
of Fiends, the giant exp]orers of Xen'drik said to have
visited this land, the interest of the dragons of Argon-
nessen in Sarlona and their relationship to the Storm
Lords—every piece of critical research has a dozen leg-
ends that contradict it, and every legend investigated
uncovers a dozen more.

Sarlona does have one unique claim to the history of
this lost age. It is thought to be the birthplace of the couatl.
Certainly, this continent was a stronghold for that race
during the Age of Fiends; couatl and shulassakar (feath-
ered yuan-ti) ruins can still be found here today. Such
structures are common in the province of Khalesh, but the
Inspired go out of their way to prevent their exploration. In
Syrkarn‘ the ruins were taken over by the feathered yuan—ti
onagrand scale, and it remains uncertain how much of the
original race’s lore and history might have been corrupted
or rewritten before the yuan-ti were put down.

Scholars sifting the legends of the Age of Fiends
believe that three rakshasa rajahs are bound in Sarlona—
one within the heart of Korrandar in Adar, one beneath
the yuan-ti ruins of Syrkarn, and a third in the Krertok
Peninsula of the Tundra.



Of the nonhuman races, four appear to have an
extended history: the kalashtar, the shifters, and the Dorann
dwarves of the present day. and the yuan-ti of the Twelve
Kingdoms age. The Dorann dwarves in turn gave rise to a
progressive coalition of dwarf and duergar, the Akiak, who
split from their kin to migrate south across the Tundra.

MYSTERIES

Precariously balanced among the planes, Sarlona has many
wild zones and reality storms. These phenomena produce
creatures and effects unseen elsewhere in the world.

A fewveins of Khyber shards exist on the continent,
largely in the hands of the dromites. Defying any logic,
however, Eberron dragonshards simply do not form on
Sarlona. Similarly, Siberys shards aren’t found in equa-
torial Sarlona at all.

Tied to this phenomenon is the utter absence of
dragonmarks. Sarlona was the birthplace of human-
ity, and today humans make up the vast majority of the
dragonmarked population, but no dragonmarks have ever
appea red on the pEDp]E of Sarlona. Ear]y signs indicate
that the children ofdragl:mmarked parents don't deveiop
dragonmarks if they are conceived in Sarlona. The Twelve
has no explanation for this phenomenon, but many
believe that it is one of the keys to the ultimate mystery of
the dragonmarks and their purpose in the world.

The lack of dragonmarks mirrors Sarlona’s absence
from the draconic Prophecy. The few human scholars and
cataclysm mages (Explorer’s Handbook 58) who have been able
to discuss the Prophecy with the scaled lords of Argonnes-
sen have found the dragons to be utterly unwilling to speak
of Sarlona. Some believe that this is because the dragons
know of an inescapable catastrophe destined to originate
from the continent. But others have a more disturbing
theory. They claim that the dragons don't speak of Sarlona
because the continent and the events that transpire there
are completely invisible to the Prophecy, and this terrifies
the dragons. Whatever the cause, the dragons clearly shun
this land. Beyond the fabled Storm Guardians of Adar,
the only dragons encountered in Sarlona are rogues. The
Chamber has its agents in the land of the Inspired, but
something—whether it is fear of the Inspired or fear of the
Prophecy—keeps the dragons from coming to Sarlona.

HUMAN HISTORY

Of Sarlona’s early human history, almost nothing is
conclusively known. Several legendary human king-
doms and empires are said to have risen and fallen here,
but only two of those—Aventus and Uoraala—have any
scholarly acceptance.

Aventus is the common name for a land thought to be
called "Aventuu'siana,” though debate ensues as to whether
this name refers to the nation or its legendary sorcerer-
kings. Aventus is known tl:lday primari]y thl‘ough an
aquatic race of the Sea of Rage called the aventi. Thought
to be the descendants of Aventus, aventi have an oral history
that tells the story ofa kingdcm brl:lught down }Jy unnatural
devastation, then swallowed by the sea. The Aventus Islands
now carry the name of the kingdom that reportedly once
stood there. Those isles belonged to Khunan prior to that
land’s destruction and rebirth as Syrkarn;: now, they are
counted as part of the Riedran province of Rhiavhaar.

The Empire of Uoraala presents a tale at odds with
much of Sarlona’s endless history of increasingly advanced

kingdoms razing each other and their neighbors. A race of
barbarian nomads having no capital city and no fixed bor-
ders, the Uoraala are nonetheless thought to have forged
an alliance of northern city-states that in time came to
dominate Sarlona down to the Andnemun Desert.

The Uoraala were mercenary tribes of the steppes,
their archers and cavalry in high demand among the
northern city-states around what is now Rhialuun. But
when those powers’ insatiable demand for troops to throw
against each other’s walls ultimately resulted in each
having more Uoraala mercenaries in their ranks than
native soldiers, the war chief Uor (possibly so named after
the fact) called on his people to turn against their lords.
In a brutally short campaign, a simultaneous three-part
military coup saw the creation of the new kingdom that
bore its founders’ name. The Empire of Uoraala issaid to
have stood for nearly four hundred years before dissolving
in violent political infighting.

Of all the human history of Sarlona, one critical
piece is known not because the Sarlonans kept a record
ofit, but because of its lasting repercussions beyond that
land. Some three thousand years before the present age. a
flotilla of ships left the land even then called Rhiavhaar,
bound west across the Sea of Rage. The leader of this
exodus was an explorer named Lhazaar. Though many
Khorvairian humans are unaware that Lhazaar's expedi—
tion was the beginning of human society on Khorvaire,
all know her name.

Recently, a controversial theory has been gaining
favor in academic circles, seeking to explain why the tale
of Lhazaar's expedition has always been an obscure part
of Khorvairian history. Ellias Onsten, a little-known
Korranberg Library researcher whose reputation faded
even further after his death in 980 YK, was responsible
for a revisionist look at Lhazaar’s expedition.

Even prior to the end of the Last War, Onsten had
studied the fragmentary histories of the sorcerer-kings of
ancient Sarlona. To him, it had always seemed odd that the
first waves of humans to reach Khorvaire had brought pre-
cious little in the way of magical knowledge with them.

Onsten observed that migrant populations typically
hold to their former cultures at any cost—building new
culture on a rigid foundation of the customs and tradi-
tions of their ancestors. However, almost from the first,
the early humans of Khorvaire seemed intent on turning
their back on the traditions and history of their former
homeland. This led Onsten to conjecture that the first
humans to settle Khorvaire might well have been a popu-
lation that Sarlona did not want.

Today, those Khorvairians who know Lhazaar's story
think of themselves as the descendants of brave explorers
and seekers after glory. Onsten’s less attractive notion is
that the descendants of untouchables, criminals, desert-
ers, and slaves instead people Khorvaire. The notion of
slave culture was of particular interest to the scholar (and
of particular abhorrence to his critics), suggesting as it
did a reason why the early Khorvairians were so quick to
enslave the goblins of fallen Dhakaan. In Onsten’s view,
the strong controlling the weak was the only world these
human immigrants knew.

Onsten’s hypothesis has recently gained ground among
scholars. To them, a culture built entirely by people who
have avested interest in forgetting who they had once been
might look very much like Khorvaire's—people turning
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their backs on the traditions that glorified those who
had oppressed them. Many of the learned in Khorvaire
sympathize with the idea of a people who turned away
from the sorcerous traditions of their lords because those
traditions ultimately turned their lands to ash.

Whatever the origins of Lhazaar’s expedition, the
second wave of human migrants to hit Khorvaire sailed
west under better-known circumstances. Refugees flee-
ing the rising power of Riedra pushed east into the forests
of Nulakesh, then beyond. These humans landed on
Khorvaire's western shores, spreading into the Shadow
Marches where they remain today.

TWELVE KINGDOMS

By the time Sarlona’s history was finally codified, the con-
tinent’s dozens of city-states had become a land of twelve
kingdoms, remaining so through long years of conflict.
Riedran provinces now bear the names of eight of those
kingdoms—Dor Maleer, Rhiavhaar, Khalesh, Nulakesh,
Borunan, Ohr Kaluun, Pyrine, and Corvagura. Where
the steppes of Syrkarn spread, the four kingdoms that
once stood there exist now only as names—Mae Khree,
Sunyagir, Khunan, and Lamecha.

In northern and eastern Sarlona, the largest powers
were Nulakesh and Corvagura, each the conqueror of a
dozen smaller states and city-states whose names are lost
to history. For much of the twelve kingdoms’ early his-
tory, Nulakesh was the dominant military force in central
Sarlona, building its rule on a fanatical and disciplined
military caste. Though the sorcerer-kings of Corvagura
were renowned, it was secretive Ohr Kaluun and majestic
Khunan where Sarlona’s sorcerous might truly rose and
ultimately fell. Rhiavhaar on the west coast cemented its
rule using a different kind of power, controlling the Sea
of Rage largely by means of piracy and slaving.

Having stitched itself together from smaller terri-
tories, the inland state of Khalesh continued to practice
conquest of a different sort. As a nation dedicated to the
wclrship of the couatl, Khalesh had a ]Ong histor_v of cru-
sades and attempts at conversion (some benevolent, others
less so) among its neighbor states. Likewise, Pyrine sought
to spread its faith—a pantheon of nine deities known as
the Sovereign Host—throughout Sarlona.

In the steppes and savannah of what is now Syrkarn,
Mae Khree, Sunyagir, and Lamecha effectively orbited
the more powerful Khunan, carving out specific niches
for themselves (agriculture for Lamecha, horses for Mae
Khree, mining for Sunyagir). At the same time, each
nation made a point of maintaining armies and magical
might just powerful enough to keep Khunan and the
northern nations from getting any ideas.

The most unusual kingdom of Sarlona's past remains
the oddest of modern Riedra. Borunan was and remains
the homeland of "civilized” ogres.

Beyond the twelve kingdoms of old lay the Tashana
wastes and the mountainousland of Adar. As the wars of the
old Sarlonan city-states evolved into the wars of Sarlonan
nations, these areas remained 1arge1y unaffected.

As for the mountain realm of Adar, it had long been
known as a place of refuge, a sanctuary for individuals or
entire villages of refugees fleeing from the wars. Eigh-
teen hundred years ago, on a date immortalized as 1 Age of
Taratai, Adar received its strangest visitors—spirits fleeing
from the plane of dreams, seeking human hosts. A group

of monks agreed to provide shelter for these spirits, and the
kalashtar race was born from this union.

THE SUNDERING

The arrival of the kalashtar was the beginning of the end
for the twelve kingdoms of Sarlona. War raged in Dal
Quor, and the enemies of the kalashtar were determined
to bring the struggle to Eberron. The quori that served il-
Lashtavar (The Dreaming Dark) were not prepared to sac-
rifice their power and individuality as the kalashtar spirits
had, and this prevented them from directly taking hosts.
But they could still manipulate mortals through dreams.
They could give a paranoid king nightmares of a conspir-
acy, leading him to persecute his own people. They could
send a charismatic general visions of justice, urging him
to rise up against a tyrannical king. They could send two
people dreams of love, ultimately forming a relationship
and a child more suited to quori manipulation.

Starting 1,500 years ago, they did all this and more.
Using fear, prejudice, and greed, the quori threw the
kingdoms into chaos. For two hundred years, Sarlona
was shaken by war. As one nation became stable, another
would attack it, driven by racial prejudice or religious
zealotry, or a new rebel group would arise within its bor-
ders. Terrible magic was unleashed. No human nation
had the power to rival the giants of Xen'drik, but the
wizards of Khunan and the sorcerers of Corvagura were
mighty in their own right, and the lords of Ohr Kaluun
were masters of divine and arcane magic. This period was
known as the Sundering, and nations were shattered in
its wake.

The quori used their power to set the Sundering in
motion, and so they used their power to end it. After two
hundred years of careful manipulation, they managed to
establish bloodlines across Sarlona whose members were
especially vulnerable to quori manipulation and pos-
session—the predecessors of what are today known as the
Chosen. They began a campaign of dreams, promising
salvation to those who would follow their newly forged
"Path of Inspiration.” Soon, the first Inspired appeared.
These beings had great charisma and impressive psychic
powers, and to the people of the war-torn lands they
were literally the answer to their dreams. The Inspired
brought an end to many feuds, frequently by uniting
former enemies against carefully selected scapegoats. The
yuan-ti of Syrkarn, the shulassakar of Khalesh, the ogre
mages of Borunan, and the mystics of Ohr Kaluun were
all targeted in this way. Many were destroyed or enslaved;
others fled to Adar, Xen'drik, or Khorvaire. Throughout
these struggles, the Inspired extolled the virtues of unity.
Within two centuries, the old traditions of the twelve
kingdoms had been abolished. Where once twelve proud
nations stood, now only one remained: Riedra.

THE AGE OF UNITY

Over the course of the next thousand years, the Inspired
tightened their grip on the people of Riedra, slowly
expunging the remaining traces of the old cultures. The
Inspired moved slowly, making changes with each genera-
tion until no one alive remembered a time when life was
any different. Through psychology, indoctrination, and
control of dreams, the quori shaped a nation of slaves
whose people were grateful for their chains, believing that
the Inspired were their only shield against the horrors of



the past and the outside world. During this time, several
major events helped shape modern Sarlona.

The Syrkarn Migration: In one of the opening
strokes of the Sundering, the nation of Khunan attempted
to annex Lamecha, ostensibly for the southern ports that
stayed largely free of Rhiavhaar piracy. Mae Khree, Sun-
yagir, and Lamecha allied against Khunan. Asaresult, a
devastating period of arcane conflict known as the mage-
wars ensued.

When it was done, great Khunan lay broken. In the
aftermath, its survivors fled for the three victorious states
or the nations beyond. Over the course of decades, tribes
of ogres, half-giants, and worse crossed the Andnemun
Desert, eager to occupy the ruins of this once-great land.
In their midst, however, new creatures arose that had
never before been seen on Sarlonan soil—the yuan-ti.
More cunning than the ogres and half-giants, they quickly

established dominance over the remnants of Khunan.

F—_ﬁ

THE STRUGGLE OF DAL QUOR

The Path of Lig]‘lt. The Dreaming Dark. The slruggle
between the kalashtar and the lnspired. What is at the
root of it?

The war between the kalashtar and the ]nspired has
little to do with Eberron. It is a struggle to determine
the fate of Dal Quor, the region of dreams. Dal Quor is
a mutable plane. When mortals dream, they mold their
own pockets of reality along the fringes. The heart of the
plane is shaped by a force greater than any mortal soul,
a force that can be seen only in the reality that it creates.
This is the Quor Tarai, the spirit of the age, and the age it
has created is a nightmare. The quori are the children
of the Quor Tarai, and they call their creator il-Lashtavar
(t]‘le Darkness that Dr‘eams. OI‘the Dreaming Dark). The
organization known as the Dreaming Dark is composed
of the persona] agents of il-Lashtavar.

Quoriare immortal, yet they don't know their entire
history. They have no recollection of events that occurred
before the Age of Monsters on Eberron. Studying this,
quori sages concluded that Dal Quor itself undergoes cat-
aclysmic cycles. When the cycle turns, the plane implodes
and explodes. The Quor Tarai is transformed and reborn,
as are all the spirits tied to the realm. Dal Quor and the
quori will always exist in some form, but the quori of the
future might have nothing in common with the quori
of the present. In fact, evidence suggested that the next
age could be radically different. One of the wisest of the
quori was a ka]araq named Taratai, and she claimed that
il-Lashtavar would be replaced by il-Yannah—a great ]ight that
would banish the nightmare at the heart of the realm.

The raw energy of the quori might survive the turn
of the age, but personality and memory—everything that
defined them—would be destroyed. For a race of immor-
tals, thiswas truly terrifying, and it galvanized the quori to
action. They were determined to find a way to stop the turn
of the cycle, to preserve the darkness forever. A few quori
disagreed, saying that the cycle must be allowed to run its
course; chief among these was Taratai. Those loyal to il-
Lashtavar hunted these heretics until the spirits were finally
forced to flee Dal Quor, in time becoming the kalashtar.

Even after hounding the heretics from their plane,
the quori continued to study the problem, finally coming
to the conclusion that the answer must lie in Eberron
itself. One of the few things the quori know about the pre-
vious age of Dal Quor is that as it came to a close, the quori
entered Eberron and came into conflict with the giants
of Xen'drik. The lords of the Dreaming Dark believe

that control of Eberron might allow them to control the

destiny of Dal Quor. Opinicms differ as to how this can be
accomp]ished. The dominant belief is that two steps are
requi:'ed. The first is to realign Dal Qunr with Eberron,
repaii‘ingthe damage done at the end of the Age of Giants.
The second is to gain control of mortal society and, more
important, mortal dreams. Every night, the dreams of
sentient beings shape Dal Quor. The lords of the Dream-
ing Dark believe that if all mortals can be forced to dream
one dream, Dal Quor will never change.

It is this philosophy that shapes the nation of
Riedra. The Inspired do not conquer for the sake of
riches or even power; most quori prefer the nightmare
realm of Dal Quor to Eberron. Serving as one of the
Inspired is a chore most would just as soon avoid. They do
50 to PTCSCT\’E the Qunr Tami and thus themse]\’fs. [ﬂ5p1 red
provide their subjects with food, shelter, and security.
The price for that is freedom. If the Lords of Dust or the
daelkyrachieve their goals, they will tear the world apart.
By comparison, aworld under Inspired rule would be safe
and stable, but without freedom.

The kalashtar are the spiritual descendants of
Taratai and her allies. They believe that the Quor Tarai
must turn. Furthermore, they feel that the nature of
the Quor Tarai reflects on Eberron, and that if they can
transform darkness into light, they can bring a new age of
enlightenment to Eberron. They have believed that they
don’t need to defeat the [nspired to attain vii:lory. For
most kalashtar, prayer, meditation, and simp]e survival
keeps the world maving on the Path of Ligi‘ll. Recent]y.
however, doubt has begun to rise. Many young kalashtar
think that their people must be more active in the world,
taking the battle to the Inspired.

When dealing with the kalashtar and the Dreaming
Dark, a few important points should be kept in mind.
First is the arrogance of these races. Both believe that
their struggle transcends Eberron. Most kalashtar are
noble persons who seek to battle corruption and evil,
but they still feel that humans have no place in their war.
The Dreaming Dark, on the other hand, sees humans as
tools and playthings. Second is that even the potent quori
don't have all the answers. They don’t know exactly why
their predecessors invaded Xen'drik. They don't know
what caused the end of the last age, and this is one reason
the Inspired are acting carefully and cautiously. Many
feel that the dramatic action of the quori in Xen'drik
might have hastened their downfall. So the quori are
seeking knowledge in the ruins of Xen'drik, and plenty
of mysteries exist that only the DM can answer.
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Fragments of lost lore collected by Adar’s Keepers of the
Word suggest that sages of the day believed the yuan-ti
to be magical mutants, descendants of the Khunani
transformed into serpentlike aberrations that quickly
rechristened their new kingdom "Syrkarn.”

When the Inspired arrived on Sarlona, the whis-
pered alliances they forged among the warring human
nations were quickly turned against the yuan-ti. Syrkarn
was invaded, and the yuan-ti were hunted to the point of
extinction. However, even in the aftermath of victory,
the human populations of Lamecha, Sunyagir, and Mae
Khree were suddenly ordered out of their ancestral lands.
In 90 Unity (212 YK), thousands of people were moved
and resettled in Khalesh, Dor Maleer, and Corvagura.

To this day, no official rationale for the exodus has
been given. However, those who have attempted to piece
together and connect the oral histories of the yuan-ti
with the vague lore of the Age of Demons have suggested
that in the course of eliminating the threat of the intel-
ligent and powerfully psionic yuan-ti, the Inspired dis-
covered a dark power behind their creation. A rakshasa
rajah is trapped beneath the yuan-ti ruins of that land.

Abel Varmane, patron and leader of the Korranberg
expedition that bore his name, has gained recent notice for
his attempts to collect the fragmentary lore of old Sarlona
from Riedran merchants engaging in trade with Khorvaire.
In academic papers and private debate, he has suggested
that some lingering power from the Age of Demons was not
only involved in the creation of the yuan-ti, but also in the
destruction of Khunan that preceded that genesis. In his
view, oral traditions deseribing the legendary devastation of
Khunan bear an eerie similarity to the events in Thrane of
299 YK, when the rising of a terrible force bound since the
Age of Demons gave birth to the Silver Flame through the
sacrifice of a couatl and the paladin Tira Miron. Whether
the destruction of Khunan was the result of a bound fiend’s
slil‘rings or c:fpl:ltent mﬂgic wielded b}' the Khunaniin their
attempts to confine it once more, "Syrkarn” is the name the
legends give to that dark presence.

The Madness of Yaruun: By 177 Unity (-125 YK),
Riedra was firmly established, but memories of the old
kingdoms remained, giving rise to lingering tensions.
Then a series of devastating psionic attacks took place
along the borders of Adar. The worst of these occurred in
the city of Yaruun, where every inhabitant was left insane.
The Inspired revealed that these attacks were the work of an
unexpected enemy: the kalashtar, mortals who had given
their bodies to altavars (evil spirits). Now the Riedrans had
a focus for their anger, and thus was set in motion the long
struggle between Riedra and Adar that continues to this
day. After a few costly battles, the Inspired chose to place
Adar under siege instead of trying to invade and conquer
it. The Madness of Yaruun was the defining moment of the
relationship between Riedraand the kalashtar, and it indel-
ibly etched the image of the monstrous kalashtar into the
Riedran psyche. Of course, the reason behind the attacks
remains a mystery. The kalashtar have no records of them.
It is possible that the Madness was staged by the Dreaming
Dark to turn the people against the kalashtar. After a thou-
sand years, the truth might never be known.

The Night of Razor Dreams: After Riedra was firmly
established as a nation, the Inspired entered into a trading
relationship with the Akiak dwarves of northern Sarlona.

Duergar engineers helped the Inspired develop the first

of the hanbalani (monoliths), which are an integral part of
the quori’s plan for Riedra and Eberron. In time, how-
ever, the Inspired no longer needed the dwarves. In 536
Unity (I Lharvion, 234 YK), Riedra launched a surprise
attack on the Akiak. Dwarfleaders were assassinated, and
critical strategic points were seized. Within two years, the
Akiak had been almost exterminated; only a few refugees
escaped into the depths of the Tashana Tundra. Over the
next centuries, the dwarves rebuilt their culture around
a central precept—vengeance for the terrible crimes the
Inspired committed.

The Xen'drik Trade: Starting around 876 Unity (574
YK), the Inspired became interested in acquiring dragon-
shards, crysteel-grade crystal, and other resources that were
p]cntiful inshattered Xen'drik. A century later, the lnspi:'ed
established the fortress-city of Dar Qat on the western coast
of that land, sparking regular contact between the people of
Khorvaire and the Riedrans. The Inspired had long spurned
the overtures of Galifar, but now the two nations’ ships met
on the open seas. Initially, the Riedrans were prey for the
pirates of Khorvaire. But as Galifar established its presence
on Xen'drik, Stormreach became a neutral ground for the
two nations, and open trade began.

SARLONA TODAY

The people of Khorvaire know very little about Sarlona.
For the last thousand years, the Inspired have kept the
continent behind a veil of secrecy, turning ships away and
even shielding it from scrying eyes. Today, that situation
has begun to change.

Following the outbreak of the Last War, the Inspired
sent emissaries directly to the courts of Khorvaire. They
offered many forms of aid, from food to medicine; one of
the more tragic results of this trade has been the spread of
the addictive narcotic dreamlily through the underworld
of Khorvaire. Meanwhile, smugglers made contact with
the Dream Merchant black market and found havens on
the islands of Ohr Kaluun and the coast of the Tashana
Tundra. Riedran textiles, Tashanan art, and many other
exports are slowly finding their way into the great cities
of Khorvaire, and charming Inspired ambassadors are
fast becoming fixtures among the upper classes of the
Five Nations. In 998 YK, the Inspired took the unprec-
edented step of unveiling a foreign quarter in their great
port of Dar Jin, and allowing ambassadors and others
who have legitimate business to come to this city.

Far more exists to attract the venturesome to Sarlona.
The Akiak are planning acts of sabotage. The kalashtar
and the people of Adar fear that they might need to take
greater action against the Inspired, and soon. Dissident
groups seethe beneath the stable facade of Riedra, from
rebellious ogre mages to the Heirs of Ohr Kaluun. And
in the deepest shadows, the Dreaming Dark continues to
play its great game with the world.

WILD ZONES

Planar energy bathes Sarlona like no other place on Eber-
ron. This energy results in roaming reality storms in the
Tashana Tundra. In other areas, the manifest zones do
not move, but they are far lal‘ger and stronger. Awild zone
represents a true blending of the planes involved. The
results are never uniform, but they are always dramatic

and often deadly.
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A number of rules apply to all wild zones. The plane
linked to the wild zone is always considered to be coter-
minous within the region, and it is considered to be a
manifest zone for the purpose of feats or effects linked
to manifest zones. Furthermore, the region is considered
to be an extension of the intruding plane and adopts the
traits of that plane, with the exception of morphic and
time-altering traits. Outsiders from the linked plane do
not have the extraplanar subtype while in a wild zone,
and they can't be affected by spells such as dismissal. Any
spell that involves summoning a creature from the linked
plane is extended.

Wild zones often include breaches between the worlds,
cracks through which creatures can pass without the use
of magic. These breaches take many forms and are rarely
obvious; a tranquil pond could be a portal to Lamannia.
To recognize a wild zone or a breach, a character must
have at least 5 ranks in both Survival and Knowledge (the
planes) and make a successful DC 20 Survival check. Of
course, a character can pass through a breach without being
aware of its nature. Although many intelligent outsiders
have little interest in visiting the Sarlonan wilderness,
less intelligent creatures (fiendish or celestial animals,
for example) are often found in these regions. Denizens
of these planes that come to Eberron through a breach
cannot leave the wild zone, either physically, by teleporta-
tion, or through any other method. The zone isan exten-
sion of the intruding plane, but natives of that plane
cannot enter Eberron itself.

The energy of awild zone has a powerful transform-
ing effect on plants and animals. This effect can result
in the appearance of creatures using any sort of appro-
priate template, or it can be the source of entirely new
mnnslers—beings born from the fusion of the worlds.
[t's possible that lycanthropy began when a group of
humans settled in a wild zone linked to Lamannia, and
the forces of primal nature infected them. Effects can be
psychological as well as physical; a creature that spendsan
extended period of time in a Shavarath wild zone could be
overcome by a savage thirst for battle, potentially falling
into a permanent state of frenzy.

No two wild zones are alike, either in appearance
or effect. Although two zones linked to Mabar share the
same foundation, one might cause the dead to rise, while
the other could be filled with hungry trees seeking the
blood of the living. In general, a wild zone appears as a
fusion of the plane and the natural surroundings. Azone
linked to Fernia is not a sheet of fire and lava, but it might
include pools of lava welling up from the ground, balls
of fire floating through the air, or trees that are eternally
burning yet never consumed (unless removed from the
zone). DMs seeking ideas can consider the suggestions
made for reality storms on page 144,

When possible, the Edgewalkers create buffer
regions a mile wide marking the edge of wild zones—
slashing and burning any vegetation to provide a clear
view. Depending on the danger presented by the zone,
watchtowers or fortresses might be erected. In a few
cases, entire zones have been surrounded with high
walls. Edgewalkers have also been experimenting with
fields duplicating the effects of the psionic power aversion;
thisworkisstill in development, and the power require-
ments would necessitate the presence of a hanbalani to
maintain the field.

An example of a wild zone linked to Mabar can be
found on page 81.

THE DREAMSPACE

Planar gateways that once linked Eberron and Dal Quor,
the Region of Dreams, were sundered during the cata-
clysmic wars that destroyed Xen'drik and shattered the
giant civilization. Since then, Dal Quor has been forever
distant, and no stable manifest zones to Dal Quor exist
anywhere on Eberron.

However, Dal Quor and Eberron remained inex-
tricably linked by the state of dreaming—the process by
which mortal minds travel to the Region of Dreams, and
the subtle gateway through which the quori first began
their conquest of Sarlona some fifteen centuries past.

Discovered short years ago and still known only to
few, the dreamspace is an effect that appears related to
this spiritual connection between planes, but one that as
yet has no explanation. It appears as a kind of ripple of
arcane and psionic energy—a border of sorts between the
mortal world and the world of dreams. Where dream and
reality touch, avortex of shifting light and sound unfolds.
The world as seen through the dreamspace appears as it
truly is, but its colors are alternately muted and intense.
Creatures who can see into the dreamspace observe shift-
ing auras that surround living creatures and psionic or
magic objects alike. Light and shadow bleed into each
other, and an echo of uninte]ligible voices twists through
the hiss of a never-ending wind.

Though powered in some way by the energy of Dal
Quor, the dreamspace is a Material Plane effect. It is not
simply a manifestation of the Region of Dreams, noris it
connected to the dreamscapes that ring Dal Quor, which
are emp]oyed by the quori mindhunters (see Mugic of
Eberron) and others who seek to hunt and destroy the quori
on their home plane.

Some posit that the recent appearance of the dream-
space could be tied to the Inspired’s monoliths. More
than a few kalashtar believe that the hanbalani have a dark
purpose—designed by the Inspired to help bring Eber-
ron and Dal Quor coterminous once more. Where the
two planes connect through the act of mortal dreaming
channeled by the monoliths, they have begun to actually
touch, rupturing and repairing themselves as the spiri-
tual and tempora] energy of each p}ane isdrawn into the
other. However, running counter to that theory is the
fact that the dreamspace can be accessed from anywhere
on Eberron, not simply on Sarlona, and that proximity to
a hanbalan appears to have no effect on the dreamspace or
the abilities that those attuned to it can obtain. Further-
more, certain spells and powers have effects that change
when cast or manifested by the dreamtouched—those whose
study of the dreamspace allows them to make contact with
its otherworldly energy. Though the Inspired and the
Keepers of the Word are conslantly active in the develcp-
ment of new lore, clear]y some of these Spel]s and powers
predate current knowledge of the dreamspace.

Regardless of its origin, different factions among
both the kalashtar and Inspired distrust—some even say
fear—the dreamspace. In particular, a good number of
Inspired are said to be disturbed by the existence of a
power connected to Dal Quor that they neither control
nor understand.



ADAR

"No magic exists that cannot be found in the mortal soul. Those who traffic
with forces outside themselves—celestial, draconic, or fiendish—are fools.
The mortal soul holds within it all potential. As mortals we are the masters
of creation, not just actors on its stage.”

—Chanaakar, Speaker of the Word

Adar is as aland plucked from some other realm. Among
the mountains that spring from southern Sarlona, mani-
festations of other worlds and the natural results of such
interference conspire to produce a forbidding environ-
ment. Yet, amid unforgiving peaks and between terrible
storms, life thrives and evolves.

The word Adar means "refuge” in an ancient Rie-
dran dialect; this etymology shows that Adar was named
from without. Its people have never been unified—clashes
among its mountainfolk continue intermittently, and
rancorous debates arise among its mystics. Still, Adar
has long been a place of peace and introspection on a
continent known for its terrible wars. Only when Adar
accepted the strangest refugees of all—renegade quori—
did it become a realm beset on all sides by immortal
enemies. Adarans must now work iogether or become
instrument of the Inspired.

LAND OF EARTH-SKY

The earliest tribesfolk who made a home in the deep
mountains and val]eys called their land Sthanadiv (Land
of Earth—Sky). To this day. Adar is a land of extremes.
Korrandar is one of Eberron’s tallest peaks, measuring
32,495 feet at its storm-shrouded peak. Nearby gorges
plunge to below sea level, filled with the raging waters of
glacial and storm runoff. The ocean off Adar’s southern
horn is extremely deep, and the whole coast has none
of the normal shelf found around most other lands.
Instead, the sea floor is toothy with mountains.

Less than half of Adar's land is below 12,000 feet,
and much of that is forested with stout, tough evergreens.
The regions above the tree line are arid and windswept.
useless for fa rming or hel'ding. Glaciers Creep across the
high passes. As the mountains give way to Adar's plateau,
alluvial hills and stretches of green valley appear, making

about 20% of the land arable. The temperatures in deep
valleys can be tropical, though usually mild in humid-
ity, and the flora and fauna in such places are abundant.
Trees can grow tall here, and some bear succulent fruit.
On the high peaks, nothinglives aside from supernatural
creatures. In these places, the cold, clouds, and wind
are constant.

Astiff breeze is always blowing in Adar, so the wind is
continuously moderate or stronger (DMG 95). When roll-
ing for weather in the land of refuge, use the Temperate
column of Table 3—23 (DMG 93) and roll d% twice. Take
the higher roll. In windy Adar, it is never foggy, though
rl:ll}ing clouds mighl make it seem so at highel‘ elevations.
Precipitation is always rain, snow, sleet, or hail—often
more than one kind at a time. Powerful storms are
common, as are avalanches, earthquakes, flash floods,
and mudslides.

Most of Adar is trackless mountains or hills. Altitude
sickness can be a problem, but many of Adar’s inhabit-
ants are acclimated to the high peaks. The mountainsare
also twisting and treacherous, reducing spotting distance
(DMG 90) more often than increasing it.

Planar Elements: Adar has many manifest zones
to Lamannia and Kythri. In a few of these places, such
as Ahdryatmin (Mountainsoul), crossing the p]anar
boundary is possible. The Shroud often interferes with
such passage, but manifest zones are also plar:es where
the Shroud's power can weaken (see Shroud Bubbles,
page 35). Elementals are common in Adar. The land is
home to strange creatures from Lamannia and Kythri,
including PC races.

GETTING THERE

Getting to Adar is not easy. If one survives the fury of the
Sea of Rage or the calm of the Barren Sea, deadly storms
swirl around Adar’s borders and over its peaks regularly,
making any sort of air or water travel treacherous at best.
The mountains seem to shoot right out of the sea floor.
Smaller peaks hide under the waves, ready to tear open a
hull. No landing spot can be found for a ship on almost
any point of Adar's coast. Freezing temperatures and
mists at high altitudes are fatal for airships, and spots
in Adar seem to unleash elementals. Peop]e from lands
across the sea who want to visit Adar usually land in
Ardhmen in Syrkarn and trek overland, but that palh is
fraught with peril. Dvaarnava has a secret port, but few
know of it and fewer have access.

F—_————q

ADAR AT A GLANCE

Estimates based on casual psionic census, 1,800 AT
(998 YK).

Population: 320,000 (51% human, 45% kalashtar,
4% other).

Area: 745,000 square miles.

Sovereign: Chanaakar, Speaker of the Word
(unofficial).

Capital: Kasshta Keep (unofficial).

Major Cities: Dvaarnava, Haztaratain Monastery,
Malshashar, Tashalatora, Xephanan, Zi'til'natek.

Climate: Temperate with warm lowlands and cold
highlands.

Highest Point: Korrandar, elevation 32,495 feet.

Heraldry: The closest to a national symbol in Adar
is the sy]‘nbcl of the Path of Light (ECS71).

Founder: Unknown.

National Motto: "The storm cannot move the
mountain.”

M

YNOTAVS OL HNODTAM

19




<
e
C
=
<
v
o
-
=
>3
O
=
=
z

20

Travel is difficult at best in the mountains; the locals
dearly love their small horses and ponies for their sure-
footedness. Also, if a trail remains along a 1‘idge for long.
gentle creatures aren't like]y to be the (JnI)' ones using it.
Adar has no true roads.

Some people in Adar have a special relationship with
a breed of magical beasts called asperis (MM2 25). These
intelligent and gentle horselike creatures ride the winds
of Adar easily, and they just as easily bear riders across
the trackless peaks. Kalashtar have a special bond with
asperis, since both races are telepathic, and asperis visit
or live as allies or citizens in Adar's larger settlements
and monastery-fortresses.

Reasons abound to face the risks of getting to and
ilI"UU.'nd Addl Legends Sﬂ}' “\L‘]ar was as nat as n'lul:h Ufll'le
rest Of Sa[’](_)na 'Irl th(‘_‘ ;Age ﬂf Demons—[he dl‘agons ﬂ]'ld
couatls drove the mountains up and stirred the winds to
hide a great evil. So, many come to gain artifacts of dra-
conic power they think must be hidden among the valleys
or in the mighty, mist-shrouded Korrandar. Others
come seeking the esoteric knowledge of the mystics in
the mountains, such as the Keepers of the Word or the
Tashalatora. A few make the journey to learn the psionic
teachings of the kalashtar masters of the Path of Light.

A DAY IN THE LIFE

Excerpt from the diury of Bhimaani:

Void of Taratai, Day 1

Awoke under gloomy skies. Light wind (north). Snow
today by afternoon. Meditated and paid homage to Tara-
tai. Remembered you, Assim, my love. Planted pinah tree
Seeds [‘UI' }"Oll and Ta I'E‘lili. Ran l.'lﬂ“’rl lhe l'nounl‘din ‘-I'UI'TI
the cave. Assessed the near border. Discovered tracks ofa

Riedran patrol and followed them through the low pass.
Found troll sign. Found the patrol after the trolls. Trolls
lost. Riedrans suffered casualties—still too many for me.
Cursed shifters. Found tracks of another group after
snow started. Small squad, moving fast and light. Noted
the path of the Riedrans. Followed the new group. Four
foreigners accompanied by a dromite guide. Challenged
them. The leader speaks Riedran. Kalashtar but pale.
Seems honest, strong. Looks at me strangely. His com-
pany has a pale and tiny man (Sebadoh, sorcerer), a crea-
ture encased in metal (Arsenal, warrior), and another
pale and very stout woman (Lorni, priestess). Must watch
Sebadoh. Too smooth. Say they passed from the desert
two days ago with Murephan. Kelki, the dromite, led
them into the mountains—not to Sha]quar. Mu:'ephan
back to Ardhmen. | asked for help. They agreed. Camp-
ingin a high meditation cave now. Kalashtar (Voshakash)
and [ watch. No fire. Snowing. Light wind. Riedrans have
small fire. We take them in the morning, ifthe yetis don't
during night. Perhaps I'll see you tomorrow, my love. If
[ have been unwise, see you sooner.

THE ADARANS

Most Adaransare human or kalashtar, rugged mountain-
folk who respect wisdom and action. A handful of half-
giant families called the pathadrik(driftinggiants) wander
g)-‘ps_\_r'like among the settlements and monasteries.

Adarans are resilient and industrious, reserved and
incisive. They care about the sensible and the mystical,
and the harshness of life among the peaks has not made
them grim or fatalistic. Typical Adarans are guarded with
strangers but open}y emotional among their friends and
family. Life is too short to waste time with pretension,
and the Path of Light teaches integrity and hunesty.

F—_———ﬂ

WHAT Do You KNnow?

Knowledge (arcana)

DC 15: Adar is a place full of strange magic. The greatest
custodians of lore in the mountains are known as the
Keepers of the Word.

DC 20: The leader of the Keepers of the Word is called the
Speaker of the Word, and this person holds great sway
in Adar. But Adar has many other magical traditions.

DC 25: Adarans believe dragons created their land, and
the great mountains there harbor dragons and dragon
ruins. The greatest among these are the legendary
Storm Guardians who guard the mountain Korrandar.

Knowledge (geography)

DC 10: Kalashtar come from the insular nation of Adar,
which is in southern Sarlona.

DC 15: Adar is a mountainous region troubled by terrible
storms. It has been under siege by Riedra for centuries.

DC 20: Climate in Adar varies by altitude—valleys can be
tropical and extremely fertile while peaks are blasted by
glacial winds. Adar's storms aren’t altogether natural.
Its mightiest mountains, the highest of which is called
Korrandar, are blanketed in constant storm clouds.

DC 25: Adarans are a mixed bunch. Some of them are
mountainfolk, while others are monks, magicians,
and exiles. Many of these strange folk came to
Adar during Sarlona’s war-torn past. Most of
them live in one of Adar’s eight major settlements,
all of which are monastic fortresses carved into
the mountains.

Knowledge (the planes)

DC 20: Some great magic prevents all dimensional travel
into and within Adar.

DC 25: This "magic” is actually a psionic shroud that
envelops the country and originates from the temple-
fortresses of Adar.

DC 30: Adar has many manifest zones connected to
Lamannia, explaining its supernaturally wild
territories. It also has some manifest zones to
Kythri. The interaction of these forces might
explain some of the storms that rage in the land.

b———*
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Adarans are generally distrustful. More than a thou-
sand years of siege has taught them to be that way. Most
Adarans tend to reject the novel and the strange, prefer-
ring the known and the trustworthy. If someone man-
ages to earn an Adaran’s gratitude or trust, the resultant
loyalty is deep.

Normal Adarans live simply compared to the people
of tamer lands. That is not to say they live without joy or
comfort, but that they have access to fewer diversions and
luxuries. Given this, an Adaran takes great joy in work
and leisure, and similar pride in strong relationships. To
an Adaran, real luxury is found in a sturdy house, loose
ﬂnd comfortable Clothing. ﬂnd al‘lot]'lcr's warm arms to
curl up in before s[eep. An Adaran toils in the fields,
drives animals in small pastures, or hunts in the moun-
tains, then gathers with friends at night to tell stories,
make beer and bread, and enjoy a smoke.

Adaransvalue the spiritual because they know mate-
rial existence is fleeting. They respect the spirits along
with their ancestors, elders, and those who show good
judgment. Spirituality has its place in everything, from
patterns of weaving to actual meditation.

Arcanists, martial artists, and psychics who protect
Adar seek perfection in body and mind. They have to.
At any moment, they mighl be :'equil‘ed to offer bod)(
and soul to hold Adar against the Inspired. Even the
commoners know that meditation on the Path of Lighl is
important work, not laziness or inaction. In fact, inaction
can be considered evil.

Real evil lives in Adar, though. Although the vast
majority of folk are concerned with the welfare of at
least their local friends and families, a few of Adar's
residents are descendants of those who came to the land
of refuge to escape persecution or prosecution rightly
deserved. Even so, wicked Adarans try to maintain a
veneer cfpropriely—-—acting honest and assiduous so lhE)’
can better survive.

ADARAN RELIGION

Traditional Adaran prayers call on Braahyn (Balinor),
the god of the wilds and the moving earth, and his spouse

Aarakti (Arawai), the goddess of abundance and storms.
Many people also respect the spirits of nature and those
of their ancestors. The Path of Light, the dominant reli-
gion in Adar, has all but eclipsed these other spiritual
practices. Its message has proven preferable to the rule
of remote gods and a cold and meaningless end to life in
Dolurrh. It is a path of choosing one’s own destiny and
possibly even transcending death.

Practitioners on the Path of Light hope to change
the Quor Tarai from its current nightmare manifestation
of il-Lashtavar, the Dreaming Dark, to a tranquil dream
centering on il-Yannah, the Great Light. Traditionally,
contemplation of peace and kindness coupled with similar
actions in the world are thought to be enough to eventually
change the Quor Tarai. The lightbringers (yannahsur) among
the Path's devotees do just that.

Direct action against evil is secondary, and opposi-
tion is sometimes seen as reinforcing malevolence by
investing energy in it. It is necessary, however, to have
those faithful who are prepared to take action. These
believers are called shadow watchers (sheshantol). Younger
kalashtar, and those of Khorvaire (under the influence
of undisciplined minds or human urges, say some elders)
have taken a stronger stand ag;linsl the Dreaming Dark.
These spil‘itual warriors point to the actions of Taratai,
the Path of Light's greatest saint, and have begun to take
the war to the Inspired.

Priests of Path of Light can be either lightbringers
or shadow watchers, but all such clergy have duties to
their communities that preclude constant meditation.
Such priests are called lightspeakers (yannahilath). They
are expected to be shining examples of the Path of Light.
Adaran lightspeakers can be of any race, but most are
human or kalashtar.

ADARAN STYLE

Adaran peuple live modestly. Mountainfolk and monks
alike see craft as a leisure activity, and the precepts of
the Path of Light have reinforced this custom for over a
millennium. Adaran crafts are usually functional, and
they are always products of care.

'I-I---—-----------------—l.-‘

Eive THINGS EVERY ADARAN KNOWS

1. The legend of Taratai. Taratai was the mysterious
spirit that led other spiritsinto Adar to create the kalashtar,
and teach the Path of Light. She isa holy mother, a guide.
and a warrior. Everyl:lne knows of her sacrifice, and many
people in Adar set aside five days of winter to mourn her
passing. This "holiday” is called the Void of Taratai.

2. The dragons created Adar. Adarisan unnatural
amalgam of mountains and storms. The dragons and
couatls created the place to make it impossible to get
to an evil that sleeps beneath the land. Draconic magic
still calls to the unique and the wild to come to Adar and
protect it. The Storm Guardians who rule mysterious
KOrrandar are proofl

3. Some martial arts. Many people in Adar knowa
few dance steps from the path of shadows or a formalized
routine from a nearby monastery. Most practice these

forms as morning exercise and meditation, and many of
them actually know how to fight (and have the Improved
Unarmed Strike feat).

4. Actions mean more than words. Whether it's
meditation on the Path of Light, stalking and killing a
mountain lion that's been eating livestock, or just planting
your barley on time, doing something is better than talk-
ing or vacillation. In fact, one of the precepts of the Path
of Light is that the worst action to take is no action at all.

5. Death is not the end. Adherents of the Path of
Light believe that nothing in the world or on any plane is
eternal. Dolurrh is a place where the ego dies, but the spirit
isimmortal, and it returns to the Material Plane again and
again. The goal of living is eventually to master the Path of
Light, thereby transcending fear and false desires. Those
who accomplish this become one with il-Tannah.
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Art

Adaran art is more craft than fine art. From carved knife
grips to chanted meditation verses, art in Adar often
serves a dual purpose. It's also very personal.

People in Adar take time to do their tasks. They
make beautiful and intricate jewelry and armor, per-
sonalized carvings to hang over a house door (which
aids in knnwing the residents), and even multi-
C()lol't’d (‘r}'slal \\'indo\\'.‘i fOI' l}'leil' Icmpics. BEZ'IL].[)!r
is a|\\'u}'s coupled with funcliona]ity. A golden roof
on a lel'nple not On]‘," 5}10\'\’5 reverence, l]'l.lf IT. '(IISD
never tarnishes. A mural not on]y recalls the past or
reveres an ancient master of the Path of Light, but it
also beautifies and seals the stone.

A popular art form in Adar is "earth paint-
ing.” Such works, made of colored earth, are often
group efforts and are usually stylized images of
intertwining lines of color. The paintingsare cre-
ated in a ritualized and meditative way. Intended
to be impermanent, such paimings are at once the
producl (]f Contelnplillion and crc‘.ati()n.

\"" hile storm \\'iT1(IS }'ID\’\'!. t}'ll_’ warm hEﬂI'I I'I pl'n"i(leﬁ a
p|ac{- to ga!her and create. It's also where stories are told
and dances performed. Adaran tales tend toward mol‘alily
|)1a)'s. exto”ing wisdom and survival. Their folk dances
are group affairs involving rings of people switching
partners or couples dancing in time with one another.
The kalashtar path of shadows martial dance is derived
from ancient Adaran steps.

Architecture

Bui|dings in Adar are made out of stone, with wood used
for roofs. Built to withstand the wind, precipitation, and
trembling earth, houses are usually broad and low with
sharply slanted sides. To an Aundairian, Adaran Iiving

spaces \\’Ould seem L‘l‘amped. I)Lll a native 0]‘ ‘Adil T \"illl_lES a

Creating an Adaran earth painting

house that lasts more than she doesa high ceiling. Adarans
take care and time to personalize their dwellings—an
Adaran might spend years carving designs into the walls
of her home.

Most houses have a central openingin the roof with
another smaller roof built over it, like a small tower.
Such openings allow light in and stale air out. Adarans

F—-——q

ADARAN NAMES AND SPEECH

Adaran names follow an ancient tradition of double
\'OWEIS. MDS[ Adara ns have a slng]e give‘n name iD] lo“ed
b)’ a del]}f or clan name. SOITIE fOIk reverse l}'lis order.
pIzlcing the famify name first. Many monks and almost
all kalashtar have only one name, and kalashtar names
are often mixtures of an Adaran syllable with the normal
kalashtar male or female suffixes. Some Adaran humans
take kalashtar suffixes or names as monikers to represent
their faith in the Path of Light—others are given such
names by devout parents.

Female Names: Aapti, Bhimaa, Chaand, Deena,
Fuulgani, Geetya, Himaadri, Heruuna, Inuu, Jharee,
[\.yalnun. [_(’.el. MU.I'J.C@I'H. NEC[H. NO\'EIRI. I)RZ'IITI'EI'I. Rf'laaki.
Shameena, Tmlpasee. Uudipti. Vusgaar.

Male Names: Aadarsh, Biir, Chintuuk, Dileep.
Ekuumbar, Geet, Hazgaal, Ishwaar, Jeevan, Kuumar,
Lhaaksh, Manuu, Neel, Ojaas, Paaras, Praagya, Roopak,
Shreesh, Tyag, Uudhav, Vyed, Yaagya.

Surnames: Adaran surnamesare like given names,
honoring an ancestor seen as the progenitor of the family
or clan.

Phrases: Adaransare fm‘lhright and honest among
those they trust, but taciturn and suspicious among
slrang(‘.l's. LDV(’. Uflhe moment iS acknnwiedged even in
conversation, and hﬂving met an old friend on the road
is an excuse for being late to work in Adar. A chance to
talk is not to be missed.

The following turns of phrase are Adaran.

"Storm or quake, the path is clear.” Adarans believe that a
person always knows what is right if that person takes the
time to focus on the situation at hand. Indecisiveness and
idleness earn an Adaran a reputation for being unreli-
EIL'IIC and even fOOIiShA

"Wind and thunder! " An exclamation ()fdismay.

"Don't drive fhegoats 50 you can sit f?}‘ theﬁre." or "Don't break

your burkﬁ;ru burden__];uu'a-‘eputJuwn,"\/'ariatiuns of this ph rase
exist throughout Adar, admonishing one to take wise
actions without concern for the past or future. All that
matters is doing the task at hand to the best of one’s abil-
ity. All else is needless distraction—the past is unchange-
able and the future can take care of itself, and it will if
one acts well in the present.

h——d
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believe, according to the Path of Light, that these open-
ings are also pathways for the mind and focusers of
positive energy.

Grander edifices, such as the shrines or temples that
form the center of a community, are often domed. Most
Adarans take pride in a well-appointed village shrine.

All buildings face east when possible, or north, but
Adarans never build main entrances facing south. The
east invites the light and life. The north invites wealth.
South is considered a direction of decay and death.

Cuisine

Food holds a special place in Adaran life. It is a require-
ment for life, but it is also a mode of expression, a bless-
ing from the spirit world, and an experience. An Adaran
avoids cooking and eating when he is angry or grieving,
lest his emotions taint the meal.

Food is usually baked in or roasted on a clay oven
built in the house, though broiling over an open fire isa
common alternative. Adarans avoid using utensils. They
use their hands, sometimes protecled by leaves, to pick
up food, intending to involve all five senses in eating.

Adarans like spice. The fragrant herbs used in cook-
ing provide taste, and many also aid digestion and fortify
the body. Foreigners can find Adaran food too spicy, and
Adarans often find foreign food bland.

A wide variety of comestibles can be found on the
Adaran table, from broad, woody cavern fungi to the
meat of mountain sheep, from fleshy fruits to the milk of
oxen and goats—along with yogurt and cheeses from this

milk. Some Adarans refrain from eating meat, showing
their respect for the lives of all creatures.

Monasteries are often more limited in fare, due to
the ruggedness of the land around them. Still, the ascet-
ics appreciate food as a manifestation of life.

Fashion
Adarans wear loose and comfortable clothes inc]uding

simple sandals when it's warm. In the cold, they layer in
cloth and fur. As with all their crafts, they take the time
to decorate their clothes—leather and cloth are often
richly colored, and patterns of elaborate lines are woven
or painted as highlights. Bright colors in individualized
patterns often make it possible to tell who's coming down
the ridge before that person’s face can be recognized.

Skin is a place for adornment as well. Intricate,
temporary body art made with herbs provides a way to
focus the mind while allowing one to share the results.
Herbal paints or powders are also applied to indicate a
5piritua| or emotional condition or event, such as ye]low
for happiness or ash—gray for grief. Many adherents of
the Path of Light paint an inverted white triangle between
their brows.

The Adarans’ love of craft manifests in a variety of
jewelry. From glass beadwork to tiny silver plates strung
together as a head covering, Adarans spare no effort in
producing beautiful objects to wear. They enjoy bracelets,
armbands, and tores. Rings are also favored; Adarans
wear just as many rings in their ears and noses, and on
their toes, as on their fingers.

F——“

THE LEGEND OF TARATAI

Taratai was the kalaraq leader of the rebel quori and the
originator of the Path of Light on Eberron. She led sixty-
seven spirits that became the kalashtar to Adar, where
the monk Hazgaal and his students accepted them. In
Hazgaal's body as Haztaratai (though many stories still
call her Taratai), she taught and wrote the precepts of
the Path of Light as a living symbol of balance. An aged
Haztaratai was the first of the kalashtar to cross Adar.
Followed by her entire lineage, she did so asan indication
that her people should spread out over Adar, stopping at
Mountainsoul and Korrandar, marking both as holy to
many Adarans. In 151 Age of Taratai (—651 YK), Hazta-
ratai passed from this world peacefully at Kasshta Keep.
Taratai continued on, bound to Haztaratai's lineage, and
did so until over 550 years later.

Taratai's scions were the most numerous among
those who had visions or dreams of the Shroud in the
winter of 701 AT (=101 YK). Construction of shroud reso-
nators started immediately, taking many months of work
deep in Adar.

When the Inspired laid siege to Kasshta Keep in
mid-autumn of 702 AT (=100 YK), even the storms that
naturally form when war comes to Adar could not stem
the tide. The eldest of the Taratai lineage put out a call to
his brethren, many of whom came to the front as quickly
as they could. Together, the members of the Taratai
line created a metaconcert unlike the world has ever seen.

Accompanied by a small army of brave Adaran monks
and mystics, they met the Riedrans near the Kasshta
River and on the headlands of Syrkarn. Even those who
survived the clash remember only silvery light. In the
end, the Riedran army was broken, and Ulakhun, one
of the greatest kalaraq Inspired generals in history, was
slain in body and his quori soul bound by the Keepers of
the Word. A gem still rests in Kasshta Keep, among many
others, containing that fiend’s spirit.

War continued into winter, with the Taratai line
fighting in the forefront against the Inspired—they felt
personally responsible for the arrival of the Inspired on
Eberron. By midwinter, the Inspired still pushed into Adar,
razing to the ground the original Malshashar Monastery
on the border of Riedra. The Inspired were less commit-
ted to taking Kasshta Keep only because of their losses
to soul-binding magic, but their war machine ground on
from the north. In late winter, shroud resonators were placed in
the remaining fortresses in Adar, and one was placed in a
cavern provided by new allies the kalashtar had convinced
to aid Adar—the dromites of Zi'til'natek.

In the last month of winter, the few remaining
members of Taratai's line came to each of Adar's cita-
dels. All disappeared in silver light as the shroud resonators
began to function. The line of Taratai was no more, but
Adar’s borders became nearly impossible to cross from

that day forward.

M



Supernatural Style

Adar hasalarge population of spellcasters and manifesters,
which has a great influence on the crafts of the country.
Although magewrights are not as prevalent as in Khorvaire,
many settlements have artisans who specialize in the magi-
cal or psionic augmentation of traditional crafts. Adaran
mystics take their "leisure” pursuits as seriously as common
folk do, and many display pragmatic yet wondrous works.

Kalashtar Style

Kalashtar place less value on material objects than on
thoughts and movement. Singers among the kalashtar
often weave emotions into their songs by way of psionic
powers. They mix such abilities with all they do, includ-
ing the path of shadows martial dance. To serve the ver-
satile needs and ways of the kalashtar, many dances have
combat applications.

Kalashtar artisans create works that shows an alien
sensibility. Many pieces of kalashtar jewelry and clothing
reflect the features of the quori, most commonly the insec-
tile lower castes. Renowned in Adar is the kalashtar glass-
work in many of the monastery-fortresses that is as much
about how the glass moves light as the window or object
itself. For more on kalashtar style, see Races of Eberron.

STATE OF THE NATION

Adar is a nation concerned with survival. At one time,
Adarans could get along without working together, but
that all changed when the Inspired began their siege.
The sacrifice of Taratai threw the invading forces back
and left the Shroud that protects Adar to this day. Still,
Adarans know that internal strife is the surest means to
their destruction.

Adar’s high passes (and the hidden fortresses guard-
ing them) shelter it from direct assault. Water, a border
with Syrkarn, and the largest concentration of defenders
in Adarall help to protect Kasshta Keep. The Riedran war
machine has yet to find a way to alter the frequent storms
that howl out of the mountains. Similar storms occur daily
over the waters around Adar, and mighty beasts prowl the
seas, as if nature conspires to keep Adar secure. The quori
who inhabit the Inspired actually fear the spirit-binding
magic employed by Adar's Keepers of the Word. Immor-
tality is no defense against such sorcery.

These truths said, if the Inspired acquired enough
intelligence to locate the fortresses in Adar and a way to
breach the Shroud, they could strike quickly and take
out Adar’s major defenses. As it stands, Riedran patrols
and feints on the borders cause many Adaran deaths and
many more Riedran casualties. Adarans, especially those
living on the borders, are accustomed to loss.

WHO RULES ADAR

No one authority rules Adar. Excluding elders among
the mountainfolk, the major points of power in the land
are the eight monastery fortresses that guard passes and
weak points in Adar’s redoubtable terrain. Each of these
citadels is a center of power for a specific set of monks and
kalashtar. Two factors do keep Adar unified, however. First
is the kalashtar; second is the threat of the Inspired.

The aforementioned rule by elders is prevalent in
Adaran society. The wisest and eldest lead. Wisdom super-
sedes age, so many "elders” are not old at all, but often the

wisest folk are the oldest. Each elder represents a section of
asettlement’s population, and that group trusts the elder
to look out for them. These elders make decisions for a
settlement as a group. The most respected elder, a male
or female who has the confidence of all local elders, heads
alocal council. Such a person isaleader among equals, not
a chieftain. Little dishonesty occurs in this system—those
who are incompetent or corrupt are quickly replaced. For
the most part, merit determines power in Adar.

Among Adarans, the Speaker of the Word in Kasshta
Keepisarespected figure. The Speaker position has existed
farlonger than the kalashtar have been in Adar—even they
revere the wisdom of the Speaker of the Word. Although
the Speaker holds no actual authority, words from this
person can move the citizens of Adar to action and sway
the minds of masters in other monasteries. Throughout
the ages, Speakers have been reputed to be dispassionate
and invariably long-sighted. Speakers often suggest their
successors, but the Keepers’ Council of the Wise makes
the final choice. Adarans often speak of former Speakers
as if they were highly regarded ancestors.

Speakers of the recent past are outlined on the fol-
lowing table. This information can be gleaned with a suc-
cessful DC 10 Gather Information check or a successful

DC 15 Knowledge (history) check.

Date Speaker

1301 AT (499 YK) Biiptanu (human female)

1365 AT (563 YK) Noovakhad (kalashtar male)

1579 AT (777 YK) Geet (human male)

1658 AT (856 YK) Geetru (human female, Geet’s daughter)
1761 AT (959 YK) Chanaakar (human male)

FOREIGN RELATIONS

Adarans are insular to the point of xenophobia, and not
without reason. Of other lands Adarans know little, and
they're not inclined to trust.

Riedra

Dogs led by wolves—that's how Adarans define Riedrans.
Riedra is the kennel. To an Adaran, a typical Riedran is
like an unswervingly loyal hound. good for working but
too quick to trust the master. Most Adarans, especially
those who follow the Path of Light, view common Riedrans
with pity. Can the hound help that the master is wicked?
Does the master’s corruption make the hound evil? It is
with sorrow at times that the defenders of Adar strike down
Riedran soldiers, but Adar's warriors can't afford mercy.
All Adarans pray for the undoing of the Inspired, no

matter what that means for the common folk of Riedra.

Syrkarn

Adarans spend little thought on their neighbors to the
east. The ogres, yuan-ti, and other creatures of Syrkarn
rarely attempt to venture into Adar, and those that manage
to breach Adar’s borders rarely last long. If it weren't for
the Riedran fortresses on the Syrk coast near Kasshta

Keep, Adarans might forget about Syrkarn altogether.
Tashana Tundra

Many Adarans don't know the tundra exists. Those who do
pay it little mind; it's far away and mostly empty. Unfor-
tunately for these Adarans, they're wrong. Potential allies
live in the tundra in the form of the Akiak dwarves.

2
=
(%)
)
-
m
-
e}
w
>
=
=
Qo
=
>

25



<
=z
S
=
-
)
)
-
w
o3
@)
Q
-
w
2

26

Other Nations

Adar’s chief export to Khorvaire is the kalashtar. Over
recent centuries, humans from Adar have also made
their way to Khorvaire. Monks of Tashalatora have set
up schools as far away as Breland, and many in the Five
Nations fail to understand that the martial arts of the
Tashalatora are actually foreign. Adar has no embassy
in any nation, however. Further, Adarans who immi-
grated to Khorvaire long ago are largely integrated into
their respective nations. Those who arrived in Khor-
vaire as recently as three centuries ago, however, still
have their own communities within larger settlements
such as Sharn. Most such communities include a large
number of kalashtar. Since Adarans are quiet, clean,
and industrious, most citizens of foreign nations barely
notice them.

NOTABLE ADARANS

Described below are Adar’s leader and that leader’s most
trusted a}ly.

CHANAAKAR,
SPEAKER OF THE WORD

LG male human monk 1/cleric 3/sorcerer 4/mystic
theurge 7

Chanaakar, the Speaker of the Word. is the fifteenth
person to hold the position of spiritual leader of Adar.
He was born the son of a servant. Geetru, the Speaker at
thattime, encountered him in the halls of Kasshta Keep.
The five-year-old Chanaakar was reciting complex codes
of magie to his sister, Luunkashtai, as the two played a
game imitating their father’s arcanist employers. Amaz-
ingly, the boy was reciting the formulas correctly.

Geetru immediately took the boy to her private
quarters and questioned him. Chanaakar's abilities were
astounding, and Geetru began to suspect that he was a
reincarnation of a former Keeper of the Word. The boy's
integrity and love became clear when he refused to be
separated from his sister in order to train, even though
his training occurred within the keep. Geetru allowed
Luunkashtai the chance to pass one of the tests for enter-
ing the Keeper order. She did.

Chanaakar mastered philosophies and preparatory
spellcasting techniques quickly, at the same time show-
ing himself to be affable and humble. The boy devoured
history and learned the lore of Riedra and the Inspired.
At the same time, he trained in the citadel’s martial tech-
niques, learning forms quickly and keeping his body fit
so he didn't fall asleep in meditation as many others did.
He showed himself balanced in body and mind.

When he was nineteen, however, Chanaakar became
restless. He broke with tradition and secretly left Kasshta
Keep with his sister. With the aid of a mountaineer
named Kaala, they ventured deep into Adar. Chanaakar
saw what life was like in this harsh land, and he came to
love its peop]e. For their part, many folk returned the
affection—Chanaakar, Luunkashtai, and Kaala became
known for solving problems, he]ping the needy‘ and
even slaying a monster or three. The stories of these days
tell that the trio never asked for payment and humbly
received any reward forced upon them, giving what they
could in the form of work or service.

Thisbreak from tradition might have actually assured
Chanaakar’s ascension to the position of Speaker. Geetru
watched his travels with interest. She knew her time on
Eberron was ending, and she knew her replacement must
be chosen from among those serving at Kasshta Keep.
Chanaakar, even better than she, knew not only the ways
of the Keepers, butalso the ways of Adar. In Chanaakar’s
absence, Geetru declared him her successor—much to the
chagrin of several of her closest advisors.

Chanaakar was descending the slopes of Korrandar
after seeking to speak to a Storm Guardian (whether he
succeeded in this mission is unknown) when word came
ordering him to return to Kasshta Keep. He and his
companions obeyed immediately, arriving at Kasshta
Keep as quickly as they could. They arrived to find
Geetru had passed from the world. The elders of Kasshta
Keep approved her choice for successor, and a shocked
Chanaakar became Speaker of the Word.

Chanaakar appointed his sister and Kaala as two
of his Hands, persons who serve the Speaker and act as
his agents. As Speaker, he changed little of Kasshta's
traditions. Perhaps because he had never been a part of
the Keep's hierarchy and because he had been away for
so long, Chanaakar didn't remove anyone from power
or make any reforms, thinking he didn’t need to. He
was wrong‘

Raadu Xeel was a respected teacher and arcanist in
Kasshta. His bodywas honed and his mind sharp. He had
waited years, aiding Geetru in every manner possible,
hoping to become the next Speaker. But temporal ambi-
tion is unseemly to the ascetics, and Raadu was known to
have delved into lore thought better left alone. Geetru
couldn't have placed Xeel as Speaker if she had wanted
to—the elders wouldn’t have allowed it.

Under false pretenses, a sect of magicians offered Xeel
aid—actually Endseekers hoping to gain control of Kassh-
ta's resources. Raadu saw an alliance with these mages as
a way to expand the Keepers' knowledge in the future.
Finding an inroad with dark philosophies that Raadu had
already assimilated, the Endseekers slowly corrupted Xeel,
even as he ingratiated himself to others in Kasshta Keep
and the new Speaker alike. He hoped that his behavior
would place him in a controlling position when all was
done. The Endseekers convinced him he should become
Speaker, and that they could help. All Xeel had to do was
open the gate door at the right time.

Ultimately, the Endseekers and their dark minions
tried to assassinate Chanaakar after gaining access to
Kasshta Keep with Xeel’s aid. But they failed, thanks to
Luunkashtai, Kaala, and the monks. Still, Kaala, Cha-
naakar’s friend, guard, and secret love, died that night
as a storm gathered over Kasshta. When the truth of the
plot was uncovered, the elders had Xeel executed and his
family banished from Kasshta Keep, despite Chanaakar’s
request for mercy.

Chanaakar has now been Speaker for nearly forty
years. His reign has been just and his popularity has
strengthened the position of Kasshta Keep among the
monasteries of Adar. Many young mountainfolk seek
tutelage at Kasshta, and the Speaker’s word carries more
weight with Adarans than it ever has in the past. Cha-
naakar uses this influence to help keep Adar secure and
its people on a righteous path, encouraging adherence to

the Path of Light. He also has the Leadel‘ship feat and a



cadre of nearly a hundred followers and students within

Kasshta Keep.

LUUNKASHTAI, SPEAKER'S HAND
LG female kalashtar egoist 6/monk 6

Chanaakar's sister was every bit as precocious as her
brother, though her talents run more to the mastery of
the body than of the mind. Still, she is kalashtar, as was
their mother, and she knows the importance of bal-
ance. Luunkashtai has always loved her brother deeply,
and she places her duty to him at the highest priority.
However, since Raadu Xeel and the Endseekers attacked
Chanaakar, she has been more watchful and involved
with the community of Kasshta Keep. Her position as
the Speaker's Hand is a respected one, but she has also
earned the right to lead the Kashtai line of kalashtar in
the citadel. Some might say that being a member of the
elder council and a servant of the Speaker’s is a conflict
of interest, but nobody questions Luunkashtai’s sense of
duty and honor.

Luunkashtai has given birth to many children. Cha-
naakar appreciates being an uncle more than Luunkashtai
likes being a mother, but the communal raising of chil-
dren in Kasshta Keep allowed her to fulfill what she felt
were her obligations to the future of the kalashtar while
remaining a warrior. All six of Luunkashtai’s living
children are adults, serving either in Kasshta Keep or
elsewhere in the land of refuge. Three others have died
on the borders in skirmishes with Riedrans.

PLOTS

Surviving Adar is an adventure, but more than the rigors
ofan unforgiving wilderness can be found here. Groups
contemplate a more active role against Riedra and its
Inspired rulers, and dragons read the Prophecy and
plan for Adar’s defense. Meanwhile, evil stalks the land
in more than one form. Detailed here are a few plots and
those working on them.

KEEPERS OF THE WORD

Led by Speaker Chanaakar, the Keepers of the Word are
an amalgam of spellcasting traditions, most of which
involve arcane magic and none of which overtly entail
religion. This order came into being long ago with a
covenant among arcanist exiles that sought to preserve
their heritage. As the Inspired purged arcane and much
divine magic from the lands that became Riedra, the
ranks of the Keepers expanded. Their original strong-
hold is Kasshta Keep, but the siege of the Inspired and
the loss of so many Taratai kalashtar at that battle taught
the Keepers not to keep all their lore and members in one
place. Representatives from and libraries of the Keepers
of the Word exist in all of Adar's major monastery-for-
tresses. Even some small towns in Adar have a Keeper or
two along with a Keeper library-shrine.

The Council of the Wise rules Keeper holdings. It
is made up of individuals who have the confidence of the
people they represent. Elders among the Keepers are
titled "venerable”; the elder Thatari is referred to as Ven-
erable Thatari, for example. The council selects a person
as Speaker to guide discussion, focus on issues, and break
deadlocks. In all cases, an elder can be removed if he or
she loses the faith of the represented.

Knowledge and its preservation are most important,
so many Keepers are dispassionate about other pursuits.
However, the influence of Taratai and the kalashtar on
the organization has been significant. Numerous Keep-
ers respect the Path of Light, and some practice it.

Many Keepers merely read. discuss, and teach the
lore already possessed by the order. To a person, they
are capable spellcasters. They preserve even techniques
thought harmful to the mind or soul, for the sake of
learning. Dangerous spells and objects are present within
Kasshta Keep and other places the Keepers call home.
As the corruption of Raadu Xeel shows, this policy can
prove troublesome.

In Adar, the Keepers study the land, its strange
phenomena, and its planar connections. They aim to
someday connect with the Storm Guardians and gather
information on the draconic history of Adar. As much of
this work is for its own sake as it is for some higher pur-
pose. However, Chanaakar's time as Speaker has changed
this situation to some extent, and some grumbling about
this change might be heard behind closed doors.

Getting the PCs Involved: The Keepers of the Word
can be the source for almost any new magic or spell you
want to introduce into your campaign. The traditions
detailed in the Tome of Magic could be present, particu-
larly truenamers. Keepers of the Word frown on the
actual practice of pact magic and shadow magic in their
midst, and the Shroud also makes such magic difficult
at best.

The Keepers require those who seek their teachings
to prove themselves worthy. Since the sages are cloistered
ascetics, they are more than willing to send teams to
remote sites in Adar and even other parts of Sarlona and
the world. On the other hand, a Keeper arcanist could
make avaluable addition to a party. Characters can always
find a market for items and spells among the Keepers,
even if the PCs don't work for the order directly.

The Keepers might hire the PCs (or merely send
duty-bound characters) to explorea Lamannia manifest
zone deep in Adar and report back what they find. Alter-
natively, a small Keeper hold that seems to have gone
rogue might need dealing with. Perhaps this corruption
needs to be weeded out without alerting other Keepers
of the Word, or the party might be sent directly from
Kasshta Keep to investigate. Then again, the PCs could
be pawns of the Keepers' enemies, and just going to talk
to the hold’s residents might be the best course.

STORM GUARDIANS

Legends on wings, the Storm Guardians are reputed to
be a clan of blue dragons that calls the tallest peak in Adar
home. Many believe these majestic beasts are responsible
for the storms that plague and defend Adar. Adarans
imagine thata draconic heart beats at the center of every
thunderhead that blows over the land of refuge. Those
Adarans are close to correct.

In some ways like Rhashaak, the fiend-tainted black
dragon who guards the ruins of Haka'torvhak in Q'barra
(Explorer’s Handbook 145), the Storm Guardians might be
mythic figures, but they are real. They, however, have
not been corrupted by their time in Adar or Korrandar.
Concerned with the protection of a realm shaped long
ago by dragon and couatl magic, the Storm Guardians
watch from above and below. They count among their
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number dragon turtles (MM 88) and sea drakes (Fiend
Folio 147) that stalk the oceans around Adar. (Such sea
dragons often attack any flotilla that contains more than
a few ships.) Most of these dragonsare aloof from mortal
concerns, but their hold in Korrandar contains what
could be considered the soul of Adar—the Teeth of the Three
(see page 142).

The rakshasa rajah imprisoned in Khyber shards
under Adar sleeps restlessly. It is wrath incarnate. The
rakshasas name it Ran lishiv, the Unmaker, and one
could suppose that the Teeth of the Three are in place to
keep it quiescent. Thisisn't true, however, because the
dragons would have other such devices to quiet other
great rajahs. The truth is that the dragons foresaw a
time when Adar would serve as more than the prison of
a great fiend.

The Storm Guardians live by their duty to guard
Korrandar, and they are content to be legendary. While
some folk near Korrandar have built shrines to the Storm
Guardians and even lay valuables within as prayers for
peace, the Guardians do not truck with mortals. Those
who climb Korrandar are rarely seen again. Though the
current Speakcr Ofthe Word iS a sul‘\-’i\«’or Of SuCh a tr‘ek.
he does not speak about it, like other similar persons
from Adar's history.

Getting the PCs Involved: One does not trifle with
dragons. Still, a problem that can't be solved by mortal
magic might require the characters to make a treacherous
ascent into Korrandar's storm clouds to ask the Storm
Guardians for aid.

Though silent on the subject, Chanaakar is actually
on the lookout for adventurers who will fulfill the next
part of the draconic Prophecy in Adar. These intrepid
explorers, he knows, will uncover secrets of the dragons
and couatls among the ruins that still riddle Adar.
Through hints and general wisdom, Chanaakar can
guide such individuals, and they might discover a way to
defend Adar better than it is now.

Argunastrisek isa mature adult blue dragon (MM 73)
who seeks and punishes those who violate ancient dra-
conic sites. She does so by drawing explorers to her, being
particularly murderous toward mere treasure hunters.
However, those on a righteous path set by Chanaakar and
the Storm Guardians might be able to persuade her to
help. She is curious about upright mortals even though
she is lawful neutral. Securing her aid can be one of the
challenges the Storm Guardians actually set for the PCs
before allowing them onto Korrandar.

ENDSEEKERS

Within Adar boil manifest zones to the realm of pure
chaos—Kythri—and the whispers of Ran lishiv are said
to be audible in the darkest shadows of the mountains.
Some of the mystics who came to Adar found these places
and gained power from them. The strange ways of fate
drew many mad magicians together, and they coalesced
around the desire to see the end of all that was created by
the progenitor wyrms.

Only dissolution—the utter unmaking of everything—
can satisfy an Endseeker. Each one is a lost soul of sorts,
often having seen dearly held truths melt away into the
chaos of fate. To these magicians, the universe and all of its
motion are an abomination, and this repugnance must
be unraveled.

Endseekers are usually quite mad, but it is an
enlightened sort of madness. They know that something
is underneath all of creation, something from which
everything came. It's not a god—it's greater than that,
for it is everything and nothing at the same time. It is
undifferentiated potential. Creation must be returned
to this place.

Although a few Endseekers are malicious killers who
randomly destroy, those who survive and flourish take
calculated actions. A clever Endseeker might help a dia-
bolic cult, then use his power or influence to set forces of
good against that cult—internecine conflict culminating
in mutual annihilation of the factions being the goal.
Powerful Endseekers, or groups thereof, have networks
and wide—ranging p]ans. The head of such an crganiza—
tion is the eye of calm in a maddening vortex. Seemingly
unrelated plots all lead to that center. Endseekers don't
work together as a unified whole, though, and might even
be found opposing one another.

Most Endseekers are spellcasters, and a large number
of them are warlocks (Compfete Arcane 5) who have powers
tied to chaos. Even stranger, many Endseeker mastersare
contemplatives (Complete Divine 31), their “religion” center-
ing on the divine notion of unmaking. Domains acces-
sible by Endseekers include Chaos, Decay, Destruction,
Luck, Madness, Pestilence, and Trickery. In a strange bit
ofirony. for the Keepers of the Word consider Endseekers
to be enemies, many Endseekers are truenamers (Tome of
Magic 191).

Getting the PCs Involved: Endseekers, rare as
they are, make easy villains. The characters can run
across these mad magicians at any point, finding one
at the center of a web of seemingly unrelated prob-
lems. The Keepers of the Word are on the lookout for
Endseeker plots, and they reward those who end such
machinations.

Endseekers don't just strike within Adar, however.
Some wander into Riedra—usually perishing sooner
rather than later, and providing fodder for stories of the
demonic magicians of Adar. An Endseeker could be an
ally of characters working against the Inspired and the
Dreaming Dark. Such an Endseeker might even expound
the philosophies of unmaking. But how far can the char-
acters trust their "friend”?

ANTIKALASHTAR SENTIMENT

Some of the natives and exiles of Adar believe that the
kalashtar are alien creatures not to be trusted. These
fearful people see the kalashtar as Inspired in another
form. Although the antikalashtar sentiment in Adar
is neither powerful nor organized, it does exist. Its
numbers are fortified by Riedran expatriates who see
anyone or anything that traffics with the quori as cor-
rupt. Such people are usually harmless and merely avoid
the kalashtar. In the past, though, extreme examples of
this paranoia have surfaced and even led to the death
of a few kalashtar.

Getting the PCs Involved: In Malshashar, a fortress
monastery on the northeastern border, anumber of Rie-
dran expatriates live and work. These fortunate few are
among those rescued by the Summit Road, and they're
the first to be blamed when a prominent kalashtar seer
turns up murdered. Tensions rise as the killings con-
tinue and the Summit Road guide Murephan, an elan,



defends the honor of the Riedrans. The kalashtar are
forgiving and trusting, but the elan aren’t among those
they easily believe. What's really going on? Is one of the
Riedransa murderer? Has someone else in the monastery
fallen victim to a mind seed? Or could a creature from the
depths of Adar’s Khyber, such as a puppeteer or an intel-
lect devourer (EPH 209 and 202, respectively), be secretly

moving among the monastery's inhabitants?

ENCOUNTERS

A few of the people the PCs might run into while pursu-

ing one or more of the plots in Adar are detailed here.

MUREPHAN, SUMMIT ROAD GUIDE

Male elan ranger 2/nomad 6

Murephan is an enigma. Born as the result of some
heinous crime against the Inspired, and once one of
the Chosen of Riedra, he is a permanent amalgam of
quori spirit and human flesh. He came to Adar long
ago—even he doesn’t know how long—without memories
or possessions. He expected to die. But the kalashtar of
Malshashar slowly influenced Murephan even as they
imprisoned him, and his suppressed hatred for the
Inspired resurfaced. He began to work for the Summit
Road and now spends much of his time in Syrkarn, help-
ing others out of situations all too familiar to him. The
ranger turned psion has proven his loyalty and ability
time and again, but his race keeps him eternally an out-
sider. Only in the city-hive Zi'til'natek does he find any
true company.

Murephan is hard-nosed, and he speaks unkind
truths more often than he should, but he is fair-minded
overall. His gruffness is perfect for testing others’
patience, which meansit can be an asset in the risky busi-
ness he's in. The elan is less likely to carry out threats of
abandoning those he aids than he seems. He is, however,
a merciless killer of Riedrans, and he's likely to give
anyone who attacks him a good thrashing. His closest
friend is the dromite Kelki, who doubles as Murephan's
soft side.

KELKI, SUMMIT GUIDE

Dromite wilder 4

Kelki is a reliable Summit Road guide, and
Murephan has taken a liking to the young and vivacious
dromite. When traveling with Murephan and those being
aided by the Summit Road, Kelki spends a lot of time
explaining what Murephan really meant with his harsh
words. In these "translations,” Kelki is usually correct.
Fortunately for everyone involved, Kelki defers to the
elan’s judgment in important matters. Kelki has nothing
resembling common sense, and the dromite is too fond

of fire.

YUZDEEP XEEL,
ENDSEEKER MASTER

Yuzdeep is the youngest son of Raadu and the only sur-
viving member of the Xeel family since its exile from
Kasshta Keep and all of Adar’s monastery-fortresses.
An Endseeker cult raised Yuzdeep from a young age.
Thoroughly indoctrinated, Yuzdeep has a deep hatred

for the monastic orders of Adar and for Riedrans. He

is a psychopath who wants nothing more than to see the
word returned to its primordial state, but his plotting
is careful, and he works to remain unknown or to seem
friendly. Currently, he and his followers have designs on
the chaotic scar of Uutkleza, but Yuzdeep hopes to find
the key to awakening Ran lishiv. The calculating warlock
(Complete Arcane 5) has already uncovered hints at the true
contents of Korrandar.

If you have access to Tome of Magic, Yuzdeep could be
a truenamer/fiend binder instead of a warlock. Even
if he's not, some of his powerful followers could be.
Yuzdeep has a Leadership score of 14, and his followers
and cohorts form a fanatical inner circle of his End-
seeker cult.

Yuzpeep XEEL CR 10

Male human warlock 10

CE Medium humanoid

Init +2; Senses see in darkness 30 ft.; Listen —1, Spot —1
Languages Riedran

AC 16, touch 12, flat-footed 14

hp 57 (10 HD); fiendish resilience 1/day; DR 2/cold iron
Resist cold, sonic 5

Fort +6, Ref +6, Will +9

Speed 30 ft. (6 squares), fly 30 ft. (good)

Melee +1 heavy mace +9 (1d8+2 plus 5d6 hideous blow) or

Melee +1 heavy mace +9/+4 (1d8+2)

Base Atk +7; Grp +8

Atk Options Point Blank Shot, Precise Shot

Special Actions eldritch blast 5d6 (CL 10th, +9 ranged touch)

Combat Gear necklace of fireballs type Il, 4 scrolls of cure moderate
wounds, seroll of confusion, 2 scrolls of darkness, scroll of fear,
scroll of greater invisibility, scroll of barkskin, scroll of shield,
scroll of slay living, wand of magic missile (50 charges)

Invocations Known (CL 10th):
Least (at wil])—bqguiﬁrrgr'rlﬂumm (+6 on Bluff, Diplomacy, and
Intimidate checks for 24 hours), devilssight (see normally in
darkness and magical darkness), hideous blow (melee attack
channels eldritch blast)

Lesser (at will)—ﬁ”ﬂighf (gain fly speed for 24 hours)

Spell-Like Abilities (CL 10th):
At will—detect magic

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

SQ deceive item

Feats Iron Will, Point Blank Shot, Precise Shot, Leadership,
Magical Aptitude

Skills Bluff +14, Concentration +12, Diplomacy +11, Intimi-
date +11, Knowledge (arcana) +5, Knowledge (the planes)
+3, Listen —1, Spellcraft +9 (+11 to decipher scrolls), Spot
—1. Use Magic Device +16 (+18 to use scrolls)

Possessions combat gear plus +1 glamered studded leather, +1 heavy

mace, cloak of resistance +1

Fiendish Resilience (Su) Once per day, as a free action, gain
fast healing 1 for 2 minutes.

Eldritch Blast (Sp) Standard action; range 60 feet; +9
ranged touch; 5d6 damage.

Deceive Item (Ex) When making a Use Magic Device check,
Yuzdeep can take 10 even if distracted or threatened.

Hook “Look around you. Everything is dying, and living is
misery. One day, the world will die and its wretchedness
will end. Why fight it?”
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THE SUMMIT ROAD

"You heard I can get you into Adar? Well aren’t you a bold one—Brelish I'd
bet from the swagger, the accent, and that gods-awful blue. How'd you and
_your whelp friends survive long enough to get here, boy? And even if I could

get you to Adar, why would I? Go home. You've been misled.”
—Murephan, Summit Road guide

Some dissidents within Riedra live long enough to
escape, but few p]aces in Sarlonaare welcnming. and get-
ting into Adar is not easy. Occasionally, Adaran warriors
engage in sorties to bring the war to the Inspired or to get
to other lands. Adar’s defenders also need intelligence on
their enemies’ movements along their borders. Insum, a
need for spies and a secret way across Adar’s boundary is
obvious. A clandestine organization called the Summit
Road, or simply "the Road,” performs these services.

JOINING THE SUMMIT ROAD

Entry into the Summit Road’s ranks is a mixed bless-
ing, and few take to this arduous pursuit ]ig]‘llly. But the
Summit Road doesn’t just trust those who would join it
because they pass a cursory examination involving detect
evil or mind probe. Membership on the Road is only offered
to hardy souls who have proven themselves capable and
daring, steadfast and honorable. Such persons must be
loyal to Adar and foes of the land’s enemies. Such agents
are often called Summit Road guides, or just guides.

ENTRY REQUIREMENTS

Alignment: Any non-evil.

Base Saving Throw: Will +1.

Skills: 4 ranks each in any two of Bluff, Disguise,
Gather Information, Hide, Knowledge (geography).
Know]edge (local), Move Si]ently. Sense Motive, and Sur-
vival. Must learn Summit Road sign language within two
levels after admittance.

Languages: Riedran.

Spellcasting/Manifesting: Spellcasters and mani-
festers are given preferred entry; such ability can replace
the need for one required skill.

Special: Must be selected by an existing guide for
meritorious service that benefits Adar or recommended to
the Road by authorities in Adar. (For non-Adarans, this
usually takes the form of clandestine work outside Adar
assigned by a guide who doesn't reveal his affiliation until
after the services are performed.) Also, must willingly
submit to a mind probe.

Allsorts 0fpe0p|e work for the Summit Road. Their common
bond is a desire to ﬁght for freedom and willingness to face,

confound, and even kill Riedran authorities. Members are
prepared to die before allowing themselves to be captured.
About half of the members of the Road are spellcasters or
manifesters of some sort, since these talents aid in fooling
and defending against the forces of the Inspired.

SUMMIT ROAD BENEFITS

At its core, the Summit Road is a group of highly skilled
infiltrators and sneaks. They form a network of indi-
viduals and small groups, Adarans and non-Adarans,
willing to shelter those on the move. All hope to thwart
the Inspired and to free as many awakened Riedrans as
possible. Many in Sarlona sympathize with the Summit
Road, or would if they knew about it.

Economics: Summit Road guides cangeta discount
from those who sympathize with the Summit Road. This
benefit is dependent on NPC reactions and a guide’s will-
ingness to call attention to his affiliation. Spe]lcaslers
and manifesters who work with the Road are wil]ing to
create items that defend against mind-affecting spells,
powers, and abilities or that protect a guide from divina-
tion or clairsentience for 75% of the market value. The
organization also buys these items at 60% of market value.
In general, such items worth 2,000 gp or less are readily
available for purchase for 75% of market value.

Gear: The Summit Road often provides expendable
mundane gear essential to a mission. The Road hardly
ever has magic items available for this purpase—guides
are expected to avail themselves of Road spe]lcasters to
have any such item made.

Services: The large number of spellcasters and
manifesters in the ranks of the Summit Road means
easy access to services provided by such persons. Healing
and spells or powers that remove mind-affecting spells,
powers, and abilities are accessible within a day, aslong as
the spell or power requested is 5th level or lower. Guides
must provide costly material components. Similarly, if
they provide the materials and can show a great need,
Summit Road guides cangeta magic item made for cost.
Those who abuse these services for pel‘sonal gain quickly
find that their fellow guides won't prcwide such aid.

Information: Knowledge is one of the Summit
Road’s strong suits, particularly when it comes to Adar’s
borders. It has maps of Riedran fortifications near Adar,
diagrams of regular patrol routes, lists of sympathizers, and
so on. Usually, when a group of guides goes on a mission
for the Road, the leader (trailblazer) assigning the task sup-
plies all relevant intelligence available for and pertinent
to the job, including destination, contacts, and expected
C]'lﬂl]e]'lg(’SA Known informal iClTl gaps are alwa‘\"s revealed,
Of course, sometimes (]‘IEjOb is to gather intelligence. in
“’}'I]I.Ch case some or i'lll Df[hese fil(:ls can |:le "gaps."

F——#

ADARAN DEFENDERS

In Adar, armored soldiers carrying halberds are not
the normal defenders of monasteries and lemp]e—for—
tresses. Even in the villages of the mountains, a town’s
defender is more likely to be skilled in unarmed
combat than to be reliant on heavy weapons and

armor. For the typical Adaran monastery guard, use
2nd- or 3rd-level monks from Table 4—17, DMG 119.
About a third of these gum'ds are kalashtar—more in
Shalquar, Malshashar, and Tashalatora—and most are
lawful neutral.

M



Many of the Road’s members and sympathizers are
knowledgeable and capable information brokers. When
needed, a PC guide can make a successful DC 15 Diplomacy
check (modified circumstantially by status within the orga-
nization) to locate an NPC affiliate who iswilling to attempt
adesired Knowledge or Gather Information checkata +5
bonus. For every point more than 10 by which the check
result beats the DC of the required Diplomacy check, the
NPC has an additional +] bonus with the desired skill.

Access: As Summit Road guides, characters have
access to a wide variety of travel modes and routes, as
well as known safe houses and hiding spots. Secret routes
through underground passages and psionic portals are
all available. NPCs sympathetic to the cause might also
provide aid. Access to all such benefits is given on a need
basis—important and sensitive information and locations
are reserved for trusted guides.

PLAYING A SUMMIT ROAD GUIDE

You are the pathfinder on away to safetyand hope fromaland
that has lost all freedom. Sometimes you are a chirurgeon’s
knife, infiltrating diseased territory to lead someone in need
from Riedra to Adar. Other times you are the watchman’s
eyes, observing to discern truth and useful knowledge
about the enemy. And when need be, you are the merciful
arm of death that removes those who cannot be saved.

Trust is vital to you and your team members, and to
those who direct you. Misplaced faith is death or worse.
Without one another, Summit Road guides can't survive—
each provides essential skills. Your team is only as strong
as its weakest member, and when failing can cost you your
mind, nobody wants to be the chink in the group’s armor.

You do much of your work incognito. Whether you're
actually masked or disguised depends on the work and
the timing, but letting someone see your face who doesn't
need to do so is a mistake. Many persons you aid never
learn your name or what you look like.

When you joined the Summit Road, you did it
because you thought it was right or because you had
nowhere else to go. Regardless of your initial motiva-
tions, the risks you take in infiltrating Riedran territory
orthe Syrk frontier aren’t part of some romantic fantasy.
Worst of all, people back home in Adar might respect
what you do, but they're always wondering if the person
who comes home is really you.

Still, you are a hero. You can see it in the eyes of the
Riedran defector you smuggle through Zi'til'natek and
into central Adar. He has seen horrors, you know, and now
he'll have a hard life, but he'll be free. Sure, the monks
will watch him, but he'll marry a plump valley woman and
raise his children to be whatever they want to be. And he
won't have to serve beings he has come to know as evil and
alien. You created that life for him, and, the Light willing,
you'll survive long enough to do it for many others.

One day, the Inspired will kill you if you're lucky, or
capture you if you're not. Between now and then is the
time to make them pay and take from them what they
never deserved to own. Maybe you'll live to see the
Inspired fall. Until then, your homage to the Path of
Light is walking the Summit Road.

Combat: You evade enemies until you must engage,
using three "weapons” taught to every Summit Road guide:
information, stealth, and speed. First off, knowyour enemy
and your path aswell as you can before you set out. "Prepare

for the worst, but travel light” is a maxim for those on the
Summit Road. Stealth means going only where you have to,
and doing so unnoticed. Speak with whom you must, but
reveal only that which must be told. Speed means getting
whatever you came for and getting out. If you must engage
an enemy, kill quickly, letting that be a form of mercy to
those doing their duty for the Inspired. If you want to send
amessage with yourviolence, send it directly to the Chosen
or the Inspired—the soldiers and common folk of Riedra
are slaves, and they don’t deserve further pain.

Advancement: The Summit Road recruited you
because you showed the ability to do what needs to be done.
You exemplify some combination of stealth, fighting prow-
ess, and resistance to mind control. You also showed a will-
ingness to do thankless work in nerve-rattling conditions.

New recruits face intense scrutiny and dangerous
missions. Green guides are given information and shelter
as needed and no more. As you show dependability and
good performance, along with a willingness to undergo
regular and rigorous testing to guard against mind seed and
other sorts of infiltration, you can be inducted further
into the Road’s internal structure, and you become privy
to more sensitive information.

Rankisn't formal on the Summit Road—respect must be
earned and kept through merit. Ifleadership is for you, the
current leaders, called trailblazers, must make sure you're
not an infiltrator. Once you do get in, you can assign teams
to special operations and oversee information-gathering.
Staying in the field is always an option, but doing so means
never being truly on the inside.

Missions: Working the Summit Road is hard but
simple. You get missions from trailblazers and you per-
form them.

A Summit Road guide might be asked to do any
number of tasks. Helping a dissident cross into Adar is
usual, but guides might be assigned to take out a group of
monsters that have moved into one of the organization's
secret passages through or under Adar's mountains.
Scouting enemy positions and removing obstacles for
another team's mission, or even providing a distraction,
can be part of a guide’s duties.

Sometimes a Summit Road guide is taken prisoner.
Other guides are dispatched to help the prisoner escape
or, if they must, end the unfortunate’s life.

Responsibilities: The Summit Road expects you
to devote your time to the organization’s needs, taking
missions whenever they are available. You can engage in
other activities as long as they don’t endanger the Road,
and finding and planning your own missions is looked
upon favorably when such undertakings prove successful
and meaningful. However, long absences raise suspicions,
especially when they're not prearranged. Such a hiatus
can lose a member some standing and might require her
to undergo interrogation and a fresh mind probe.

THE SUMMIT ROAD IN THE WORLD

"“Those guides, they're hard and strange. Not normal, you know? Why anyone

would do what they do is beyond me. Still, if any come here needing a roofor some

food. my house is open to them. My u.'y‘i"s grandfather was Riedran. ...”
—Deepak Ruudraksh, Adaran herder

As Summit Road guides, the PCs are revolutionaries
and soldiers—perhaps in an unwinnable war. The Road
requires a stoic resolve and unswerving commitment. It
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Life as a Summit Road guide is never boring

also offers a great deal of freedom. Guides can p]an and
execute their own missions, gaining that much more glory
when the undertaking works in favor of Adar. Further, the
characters can rest assured that if I.hey'l'e captu red, their
allies in the Road won't sit idle. Members of the Summit
Road are like a strange family where interdependence is
as important as good steel and the right spell.

Organization: When Adar shut its borders after
repelling the initial attacks of the Inspired, the early focus
was on fortifying all points of entry. During that time the
Shroud was built. The masters of the monastery-fortresses,
especially Kasshta Keep, Malshashar, and Shalquar,
quickly found they needed a way to getinto and out of Adar.
This need was the genesis of the Summit Road.

Malshashar has alwa}'s had fl‘iendly contact with the
dromites of Zi'til'natek. Zi'til'natek’s inhabitants had no
love for Riedra's new leaders. Preliminary crossings were
1}11'0ug}1 Zi'til'natek and underground ways constructed for
the purpose. In this time, many would-be Riedrans still
opposed the Inspired and sought escape. Adaran warriors
also took the fight to the Inspired on a small scale.

Conditions on both sides of the mountains soon sta-
bilized, more Riedrans becoming loyalists and Adarans
hecoming more defensive and insular. The Summit Road
evolved. Failed missions and subverted guides pl‘O\-‘EL‘] the
need for strong will among Road members. Supernatural
defenses were essential parts of any team, so the remain-
ing leaders began to favor mystical recruits. During this
growth phase, the Road also put forth tendrils, establish-
ing bases in dromite city-hives under Riedraand even in
the Syrk port of Ardhmen.

Summit Road guides call their leaders trailblazers—
those who find new ways. New, probationary, and regular
members have always been called guides, and most Road
agents are guides for years before being named trailblazers.
Guides have diff.c‘.l‘ing levels of esteem in the organization,
but no official rank differentiates them. Those with less
Cxpel‘ience usuall)’ defer to lhnse \‘\]lh more. AAdViInCE]1'IEnt
is based pul‘E]_\_.’ on merit and is tutally opliunal—under
the control of existing leaders. No guide is ever forced to
become a trailblazer, which can be a sedemal'yjob.

Masters of the temple-keeps in Adar are nominally in
control of the Summit Road. It is they who often ask the
trailblazers to undertake some task for the good of Adar.
The trailblazers in turn assign guides to a task, or even
oversee a mission directly. Most trailblazers remain in Adar
however, so it is harder for the Road to be subverted.

The Road is highly decentralized, like Adar’s entire
defense infrastructure. Guides must speak or learn Rie-
dl‘an. ar‘ld Th{'}' l(’.a]']'l special Ph]'ﬂSES and Sigﬂ ]ﬂngu&lg&
that heIp them identii‘y one another and communicate
secreﬂy. Few outside the Summit Road know its under-
gl‘Dund languﬂge. dnd unauthorized PeI‘SOnS \‘\'ho Sho“’
such know|edge are often met with hostilily,

Cells of the Road operate independently. A group of
guides is a highly specialized team composed of four to
six members. Each member has skills that complement
those of the others in the group. In this way, each Summit
Road squad is a strong support system for its members.

Summit Road Headquarters: Like Adar, the
Summit Road has no central operations center. Guides
work from Dvaarnava, Kasshta Keep, Shalquar Mon-
astery, Malshashar, and even Zi'til'natek—trailblazers
collect imelligence and run missions from these p]aces
al'n()ng ]Tl‘drl)" ot hel'.‘i. Some Su]'l'l'l'l'lil R()ild ilgellls are
stationed permanently outside Adar in wilder Syl‘k
settlements—especially Ardhmen. Information is shared
between groups by psionic, magical, and mundane means,
and teams change operations centers as needs dictate.
All teams are expected to take circuitous routes from
their starting points to prevent those points from bcing
located by Riedran patrols.

NPC Reactions: Adarans admire the courage and
skills of Summit Road guides, and those who recognize
a guide are often friendly. Only in the smallest Adaran
lhorp migh: agroup ()fguides find no aid. However, most
Summit Road guides keep their affiliation secret, and few
people can tell a guide on the Summit Road from other
hardened folk who travel the wilds of Adar.

Many of the Road’s members are outsiders in Adaran
society. Some are known criminals. Othersare members of
races that rarely work on Adar’s surface but that also dislike
the Inspired, such as dromites. Because of this unusual
membership, a few inside Adar fear Summit Road guides.
One slip, these people say, could open the door to the
Iﬂspiref] Or worse. Sut‘h P(’.]'SOI]S m lght bt‘ Llni‘l'ie]}dl}'.

Ag{’ﬂ[.‘i Of D\"ﬂal'nﬂ\"ﬂ‘ Shalqual‘. .\11a|s]1&|5}1a|'. and
KZ\SSI'I[ZI KEEP CIOSEI)" \‘\"Z'It[_'h 'ITIETHI)EI'?i U{ lhe Sl.lr‘rllTlil
Road, but lhe)‘ are uﬁuallly indifferent. Their Ijob is to
catch any unusual behavior among the guides, not to help
or hinder.

Loyal Riedrans have no love for Summit Road
guides, believing they are kidnappers and assassins in the
service of fiendish magicians. Such Riedrans who discern
a guide’s true connections are invariably hostile.



SUMMIT ROAD LORE

Characters who have ranks in Knowledge (local) can research
the Summit Road to learn more about it. When a character
makes a skill check, the following lore is revealed, includ-
ing the information from lower DCs. Knowledge (geogra—
phy) can also be used, but the DCs all increase by 5.

DC 15: The Summit Road, or "the Road” as we call
it, isa bunch of spies, warriors, and mystics who aid those
in need of passage into Adar. Its agents are called Summit
Road guides.

DC 20: Despite what some think, the Road and its
guides actually take the fight to the Inspired. I've heard
tell they strike within Riedra and other Inspired-con-
trolled areas. Their leaders are called trailblazers.

DC 25: If you want to operate inside and outside
Adar with ease, the Road is your best bet. Guides have
a lot of freedom and get respect around here. Many are
outcasts in Adaran society.

Meeting a guide outside Adar requiresa DC 25 or higher
Gather Information check. In this situation, the guide
always acts unfriendly, trying to test the PCs’ tempera-
ment. His allies are invariably nearby should violence
ensue. Inside Adar (assuming favorable conditions), a
successful DC 15 Gather Information check locates a
group of Summit guides.

SUMMIT ROAD GUIDES
IN THE GAME

Summit Road guides are facilitators, spies, soldiers, and,
well, guides. [f somebody needs to get into Adar from the
outside, it’s likely that the Summit Road is going to be
involved somehow. Guides are meant to be a "first con-
tact” point between foreigners and the land of refuge, but
they also serve as foils for Riedran patriots and a way for
Adaran characters to move into the wider world.

From rescue missions, to strikes against Riedran
fortifications, to expeditions to uncover potentially
useful artifacts from Sarlona’s bygane ages, the Summit
Road can be a motivating force behind an entire cam-
paign. Outsiders and foreigners can earn the respect of
Adarans by serving the Road, so foreign characters could
do worse than to have the Road as an ally or a patron.
Players who like action and intrigue mixed with a good
dose of paranoia should find the Summit Road to be a
fine home for their PCs.

Adaptation: The Summit Road seems distinctly
Adaran—it serves Adar's needs. However, it's also a covert
organization that's designed to run a formidable border
and to make strikes into hostile territory. In Sarlona,
somelhing like this group also fits for the Akiak dwarves
and their operations against Riedra. Lhazaar pirates
could have such a group to make surgical raids into the
Mror Holds. With some modifications, the Road could
just as easily be a monstrous faction of spies working
across the borders of Darguun or Droaam.

Encounters: The Summit Road has the potential
to be a group of allies or foes, or even a patron. Initial
encounters with guides are always edgy as they get to know
foreign characters or raw recruits. Everything is a test
at that stage. If pushed, Summit Road guides don't take
chances—they strike with deadly efficiency against those
t]‘ley see as risks to the Summit Road.

EL 8: Murephan and his sidekick Kelki are in Ardh-
men in Syrkarn looking for the PCs, having heard of
them through intermediaries. The rogue elan wants to
size up the foreigners and see why they're in Sarlona. If he
likes what he sees, he offers the characters their first test
run for the Summit Road. Alternatively, Murephan and
Kelki are about to put some inexperienced Adaran guides
to the test by pretending to be a couple of questionable
wanderers in Adar's wilderness.

PLACES OF INTEREST

Adar is widely varied in its features. The ringing moun-
tains that surround it are a defensive wall into which
eight monasteries are built. Ancient and living places dot
the landscape. Ruins of structures abandoned in bygone
ages are evidence of the legacy of the draconic influence
over this magical land.

COUATL. AND DRAGON RUINS

Ancient Draconic Sites

Among the hills and valleys of Adar, the ancient past
sleeps overgrown by lowland forests, partially buried by
landslides, or ground away by the tireless inertia of a
passing glacier. Massive or strangely sized for humanlike
creatures, these places hold clues to the battle fought here
during the Age of Demons. Most Adarans shun ruins
near their homes, fearing the ire of the Storm Guardians.
Little do they know that feathered shulassakar still live
among or below some of the ruins, working to keep Adar
safe. Disappearances near such occupied sites are often
due to the shulassakar finding a new and willing ally.

DVAARNAVA
Hidden Port; Small City; Population 6,730

The southernmost of Adar’s temple-keeps, Dvaarnava
is the only place in Adar where ships can still actually land.
Dangerous spires of underwater rock form a maze that leads
to a natural cavern in the sharp cliffs on the tip of Adar’s
]101‘11, Only thCISC Who knOW hOW can even apprl:la(.‘}‘l l]‘le
cavern, and a further test awaits them—a sisiutl (20 HD:
Stormwrack 159) guards the cave mouth as part of an ages-old
pact. Only sailors who give the correct answers to the crea-
ture’s challenges can pass within. The protectors of Dvaar-
nava can watch the sea passage and the grotto from galleries
in the cliffs above, and some leaders in the monastery can
grant access to those that do not meet the sisiutl’s require-
ments. If necessary, watchers in the galleries can assault
unwanted visitors with ballistae, arrows, and magic.

Dvaarnava's populace lives by fishing and collecting
plants in the sea caves nearby, and it enjoys the sunlight
that comes from the narrow fissures in the cavern ceiling.
Storms are still common here, though, and habitable
spaces are placed well above the water.

The fortress is located far from any other settlement,
and the mountains around it are forbidding. Still, the
Summit Road and xeph merchants also work in the city,
making passage to and from Ardhmen in ships under
privateer flags.

Dvaarnava is the gate by which many Adarans leave
Adar for good. Vessels from the port carry goods and
people through treacherous waters and Riedran lines,
their crews knowing full well that any attempt to return
to Dvaarnava could mean their deaths.
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Nearing the secret port of Dvaarnava

GHOZA
Hidden Fortress; Large Town; Population 3,250

South of a wide point in the waterway Adarans call

Jathara Sound—the wide area known as Kasshta's Belly—

sits the hidden fortress of Ghoza. Although Ghoza is
built high on the cliffs near the sound, it has rooms that
occupy caverns to the waterline. These natural cham
bers lead to flooded grottos that eventually open into
Kasshta's Belly. Ghoza's warriors are expert swimmers
and more free spirited than many of Adar’s monks. The
magic of local elemental binders (somr affiliated with the
Keepers of the Wor d) allowed Ghozan specialists to build
a few vessels that permit limited underwater operations.
However, most missions rely on people instead of craft.
For centuries, Ghozans have caused trouble for Rie-
dran shipping—problems easily blamed on weather, the
creatures that inhabit the sound, or the mongrel ogres
(eneko) of Syrkarn. Riedra's activities on the sound are
limited now, and much of its .\upplie.‘. pass overland.

HAZTARATAIN MONASTERY

Hidden Fortress; Small City; Population 9,950
Haztaratain Monastery is famous among Adarans

for its role in the birth of the kalashtar race—it was here

that Taratai and her followers first found respite from

their flight. From here, Taratai made her pilgrimage

across Adar. Many adherents of the Path of Light see

Haztaratain Monasteryasa hoh. site, and some even make
the treacherous journey to the plan‘e For some, this is a
religious pilgrimage; for others, it's a step on the path to
becoming a Haztaratain (see page 122).

,:‘/.u P\\'\\. ‘ y

Carved into a mountainside, the monastery rests on
an escarpment above a fertile vu”ey. From the watchtowers
chiseled into the living rock of the high coastal peaks, the
guardians can look onto the coast of Riedra less than 50
miles away. (Riedrans avoid this stretch of water, known for
its sudden squalls and disdained for its nearness to Adar.)
Adaran settlements are also within a day's journey of the
fortress. Villagers in these places regularly supply the Haz-
taratain f\-iomnsmry“s inhabitants with gomls and services,

(‘()Ul]liﬂg lh(-‘m.-;e!ves lLl(‘k)' to Ii\'(’ S0 near {h(f S&l(‘l'?d site.

KASSHTA KEEP
Renowned Fortress; Large City; Population 17,690

Thousands of feet above the blue-green Kasshta River,
wisps of vapor dance around spires of reddish rock, main-
taining themselves eternally and incredibly in the wind
that blows here. Occasionally electricity arcs between
them. Dark flags flutter atop four towers of natural stone
carved like ancient watchers with four heads, each look-
ingin adifferent direction. What seems like a sheer cliff,
carved here and there with open pathways, platforms,
and windows, is the ancient Kasshta Ker@p

Kasshta Keep is the only monastery fortress in Adar
ately known to tlw Riedrans and

whose location is accur:
even foreigners. Founded by the legendary arcanist
Kasshta, first Speaker of the Word, the keep was built
thousands of years ago, mostly carved into and under the
mountains by human magic and hands. Kasshta is the
seat of the Keepers of the Word and their potent magical
legacy, It is also the traditional home of their leader, the

Sp.e;l ker of the Word.



The citadel is visible from the waters of the Kasshta
River below it from a distance of several miles when the air
is clear. Storms enshroud the Keep at unpredictable inter-
vals, however, making sighting the place difficult at best. A
broad beach, dock, and stairs to the keep were once located
on the river. Only the slightest signs of the stairs to Kasshta
Keep remain, the rest having been erased by war and magic
long ago. The removal of the docks and the existence of the
strange hanging mists are the legacy of the Taratai lineage
members’ passing at the Riedran siege of Kasshta Keep.

No roads enter Kasshta Keep. Aworn trail doesappear
near where overland routes converge to approach the
fortress's main gates. The citadel also has magic winches
to lift boats out of the river or lower them down again. As
aresult, the keep’s "port” is some 5,000 feet off the water.

Most of the people in the keep live in subterranean
chambers. The Keepers of the Word created magic lights
that provide nourishment as sunlight does, keeping people
and plants healthy in the cool dark of the mountain.
Unlike Shalquar, Kasshta has a variety of vegetables and
fruits available.

Leadership: Chanaakar, the current Speaker of the
Word, lives and works in Kasshta Keep. He rarely leaves.
The Keepers' Council of the Wise advises him, and some

of these elders actually oversee the keep’s functions as
a settlement. Chanaakar lives in the highest rooms of
Kasshta Keep not designed solely for military purposes.
Directly beneath his living quarters are the Council
Chambers and the Council Hall.

Demographics: 65% humans, 32% kalashtar, 3% others
(dromites, xephs, foreigners, and extraplanar races).

Economics: 40,000 gp limit (many exceptions for
magic items); much trade occurs in barter. Asset limit

approximalely 27,000,000 gp-

Notable Features
In nearly all areas of Kasshta Keep, water, heat, ventila-
tion, and light are supplied by elemental magic.

Council Chambers: In the highest sections of
Kasshta Keep, important elders and mystics live and
work. Not every elder takes a chamber in these hallowed
halls—many choose to remain among their families
(or lineage groups, if kalashtar). So, about half of the
Council Chambers are occupied by persons important to
the functioning of Kasshta Keep. All these rooms have
extensive passive magil:a] defenses.

The most open and public room at this level is the
Council Hall. A hemispherical chamber, itissetupasan

F——#

THE SHROUD

The first line of defense for the exiles of Adar, the Shroud is
an energy field generated by a set of massive crystals, one in
each of the eight monastery-fortresses hidden throughout
the mountains. As long as all eight shroud resonators (see page
141) are active, the Shroud provides two effects—a dimensional
lock that prevents all forms of extradimensional movement
into, within, or out of Adar, and a nondetection effect that
hampersall scrying attempts within Adar. The lock does not
prevent summoning spells, nor does it hamper spells that
send creatures back to their home planes, such as dismissal.

The resonators require constant psionic power. Should
a crystal fail to receive any psionic power for 1 hour, it
shuts down and the Shroud is weakened. The dimensional
lock and nondetection effects become less reliable. If one shroud
resonator is inactive, any effect the Shroud normally blocks
has a 20% chance of penetrating it instead. If two shroud
resonators are inactive, the chance rises to 50%. When three
or more resonators are inactive, the Shroud shuts down.

Each of the eight main monastery-fortresses in
Adar has a chamber in which a shroud resonator is set. All
monasteries have a rotating group of psions that main-
tains and powers the resonator. Most resonators are
placed in areas that are difficult to get to even if the sur-
rounding citadel is breached. All shroud resonator chambers
are built for defense.

SHROUD BUBBLES

Small areas of Adar remain unprotected by the Shroud—a
fact Adar's defenders are aware of and the Inspired could
exploit. One who knows exactly where two of these bubbles
are can travel between them using teleport or similar effects.
Since travel within the Shroud is only possible between
bubbles; psychoportation or teleportation into Adar is still

not possible. It is feasible, however, that some device could
be fashioned to function as a beacon to allow travel into a
Shroud bubble from outside Adar. Adarans haven't created
such devices, and fortunately for them, if the area where a
bubble exists is not "very familiar” to someone using teleport,
the effect functions as if the user had a false destination.
The arrival point in such a case is never within Adar.

Each monastery-fortress has a lesser resonator, which
allows its inhabitants to rehearse psychoportation powers
or spells that require extradimensional travel or ele-
ments, or to conduct emergency transport. Lesser resonators
are kept in special areas of a monastery, heavily guarded.
Such areas are too small for any group larger than a
couple dozen humans to crowd into.

A character powering a shroud resonator can sense
shroud bubbles within a mile of the device and shut them
down at will.

The Shroud reaches less than a mile beneath Adar at
sealevel. Farther underground is one big Shroud bubble.
This weakness is hard to exploit, however. Dangerous
creatures dwell in the deeps of Khyber, and the dromites
that live below Adar are hostile to Riedrans and suspi-
cious of strangers.

Other Shroud bubbles occur in manifest zones,
especially those tied to Kythri. Such bubbles are wildly
unreliable in their location and length of existence.
Those who power shroud resonators can do little about these
bubbles, since the bubbles often reopen immediately after
being closed. Natural Shroud bubbles could prove to be
a weak spot in Adar's defenses if Riedran forces were to
discover one they could use consistently. They'd still have
to devise a means of crossing the Shroud to the bubble,
however, and most wild bubbles are deep within Adar.
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amphitheater with a central raised dais for speakers. The
Council of the Wise meets here. Part of the hall is often
set aside for citizens of Kasshta Keep to air grievances or
watch the prcceedings.

Unknown to many in Kasshta Keep, the central plat-
form is a magic item. Some of the elders, including the
Speaker, can command the dais to produce calm emotions, deep
slumber, dimensional anchor (more useful before the Shroud),
hold monster, tongues, and zone of truth up to three times per day‘
The area around the dais is also a complex magical dia-
gram useful for many spells such as magic circle against evil.

Asperi Rookeries: Kasshta has long had little asperi
"neighborhoods.” The asperis who live in these places are
considered citizens. Though asperis are wild and free in
Adar, the guardians of Kasshtawatch over these rookeries to
protect them from harm. Given their openness, the rook-
eries form one of the few potential points of infiltration.

Dujong: Below the Council Chambersis the Dujong,
the area where many of Kasshta Keep's warriors live and
train. Rooms similar in layout to the Council Hall pro-
vide wide training grounds, and ample ventilation keeps
the area pleasant.

The Hatta: On the lowest level of Kasshta isan open
courtyard filled with orderly buildings and stalls, a wide
lane passing through the middle. The whole arrangement
resembles a tiny village. Here, merchants sell common
goods and arrange deals. The Hatta, as Kasshtans call it, is
like the open markets in villages elsewhere in Adar, but it
isunusual in the eight monastery-fortresses that guard the
land of refuge. Only Dvaarnava has anything similar.

In Kasshta Keep, and Adar as a whole, the goods
available are highly variable and the prices fluctuate based
on this reality. Much of what is available are basics needed
for comfortable living or engaging in craftsmanship. Fur-
ther, while Adarans do use money, that too is highly vari-
able, and merchants often weigh coins. Barter is common.
Assume any magic item or reagent is available in Kasshta
Keep, up to the gold piece limit, and decide on its price
based on how you want it to appear in your campaign.

MALSHASHAR
Hidden Fortress; Small City; Population 6,500

Set among the tallest peaks of the Ahnadiv Moun-
tains, Malshashar guards a major point in Adar’s
defenses. Malshashar isn't as close to the foothills as
Shalquar'. bul lhe l‘ol‘lI'ESS iS named ai‘ler a monastfr‘y T.]'lat
once was. Even so, it has more to worry about in the form
of Riedran patro]s and potentiai spies than many other
strongholds. It faces Riedra proper and not the small
settlements on the frontier of the Andnemun Desert and
Syrkarn. The fortress is mainly under one mountain,
but it sprawls under two other peaks and connects to the
dromite city-hive of Zi'til'natek through psionic portals
that function within Shroud bubbles.

Life is harsh in Malshashar, where even the food must
be grown underground. Regular storms and landslides
make the surrounding territory hostile and impen-
etrable. Artificial walls have sealed passes for centuries,
but magic and psionics make these walls look natural. A
particularly discerning dwarf might be able to see their
real nature, but the dwarves of Sarlona live far away.

Kalashtar outnumber humans in Malshashar. Feel-
ing it is their duty to defend the land of refuge in a war
for which they are responsible, they handle all military

matters in the stronghold. Supported by kalashtar psions
and martial artists, a few of the human monks of Mal-
shashar live as they have for ages, some not overtly par-
ticipating in the ongoing struggle. The kalashtar value
the meditations of these pacifist monks nonetheless.

RUUKOSI
Hidden Fortress; Large Town; Population 4,780
Ruukosi guards the mouth of the Ruukosi River
where that waterway spills under a natural arch and into
the wide Jathara Sound below. The stronghold occupies
the cliffs on both sides of the river, and the wondrous
arch that bridges the river has been hollowed by muscle
and mind to serve as a towering overlook. Monks here can
see into Syrkarn when weather permits. Farther upriver,
the Ruukosi widens and slows. There, the small Adaran
town of Khada thrives not only on the abundant fish, but
also on the farm goods grown on the narrow flood plain
and hills near the river. Khada supplies the monks, and
the monks in turn guard the town against the dangers of
the mountains. Many Khadan youths are educated at the
monastery, and some join the monks for good. Since it
is the fortress closest to Xephanan, Ruukosi also enjoys
a sizable population of xephs.

SHALQ,UAR
Hidden Fortress; Large Town; Population 3,500

Only 22 miles from the nearest Riedran settlement
in the foothills of the Ahnadiv Mountains, Shalquar is
the sister citadel of Malshashar and also on the front
lines of the ongoing conflict with Riedra. It serves as a
base for Adar’s defenders and a gate to Adar's interior.
Shalquar is carved between and under two mountains,
and inhospitable peaks surround it. This gateway to Adar
is detailed further in Explorer’s Handbook.

TASHALATORA
Hidden Fortress; Small City; Population 10,350

The third and final temple-fortress that guards
passage into Adar directly from Riedra, Tashalatora
is home to monks renowned even in Khorvaire. A few
Khorvairians even seek this monastery as a place to per-
fect their training. Tashalatora’s fighters are among the
most powerful in Adar, blending psionic or magical skill
with fighting prowess in unorthodox ways.

Venerable Thatari (LG female kalashtar telepath 18)
is an aged psionic preceptor associated with the elders
of Tashalatora, to whom she usually speaks by using her
powers. She is one of the few psions in Adar who can
manifest pgj'ch:'r: fhi'rurg_v{EPH 126) and reah!]; revision (EPH 128),
and thus she might be the only one who can save a PC from
a mind seed (EPH 119) or similar nastiness. Unfortunately
for seekers who want to speak with her, Thatarilivesin the
mountains many miles from Tashalatora, alone within a
cave carved into a cliff face. Getting to her requires find-
ing out where she is and traversing treacherous terrain
inhabited by unfriendly creatures. What she might ask of
those seeking her aid is unknown, but such a request will
surely have little to do with wealth.

Tashalatora breeds strong fighters because many
within the fortress and in Adar fear the Riedranswill one
day cross into the land of refuge by way of Vulpana Falls,
which the citadel overlooks. For the hundreds of miles
between Tashalatora and the Haztaratain Monastery no



other land is passable. Still, an army would have to pass
through or around the Shanjueed Jungle and its Mabar
manifest zone, climb all the way up the hills and moun-
tains to the falls, and then cross the falls. Furthermore,
the Inspired have few significant settlements nearby to
support such an undertaking. As a result, the Riedrans
have yet to try the passage.

UUTKLEZA

Kythri Manifest Zone

Although Adar has more than a few Kythri manifest
zones, Uutkleza is a particularly dark scar on the moun-
tains near which only bedlam dwells. Getting to Uutkleza
requires a treacherous climb from 4,000 to 10,000 feet,
then a descent into a crater like that of an inactive volcano.
No volcano sleeps here, though. Within the ringing peaks,
Uutkleza's landscape roils and shifts, sometimes even with
the thoughts of a traveler. Openings to Kythri pop in and
out at random intervals, defying the Shroud and sometimes
trapping denizens from the Churning Chaos in Adar. Chaos
pools (see page 142) also dot the landscape.

Uutkleza is home to any creature found on Kythri,
and within it at least one chaos roc (MM2 45) is known to
reside. The entropic atmosphere of Uutkleza shares all of
Kythri's traits, except that it is only mildly chaos-aligned
and gravity is normal. In the expanse of Uutkleza, a few
outcast or lost neraphim (Planar Handbook 12) hunt and a
small order of githzerai (MM 129) have an enclave they
call Sudakha. Though they know and admire some of the
values expressed within Adar, the githzerai interact little
with those outside Uutkleza, spending much of their
time honing their skills by keeping whatever comes from
Kythriwithin Uutkleza. Recently, an Endseeker sect has
moved near the crater, apparently having designs on the
githzerai monastery and the chaos pools.

XEPHANAN
Xeph Capital City; Large City; Population 15,440
Deep in the awe-inspiring canyons where the
impassable Xaryai River flows, a forest occupies the
chasm’s floor. The river has cut a wider opening through
softer stone, creating a shaded valley and revealing lumi-
nescent crystal that bathes the area in almost eternal
twilight. In this weird jungle of erystal and trees live the
xephs. Xephs have long been accepted among Adarans.
The largest concentration of xephs in the Xaryai Coulee,
as the xephs name the valley, isin a settlement of graceful
buildings melding stone, tree, and erystal. Xephs call it
Xephanan. From Xephanan, xephs travel all over Adar;
many are integrated into Adaran society and involved in
the war against the ]nspired. A few bold xeph merchants
run trading vessels from the port at Dvaarnava, where
they also work with the Summit Road.

ZI'TIL'NATEK
Dromite City-Hive, Large City, Population 13,980

Under Malshashar, dromites have lived for millennia—
their ancient city-hive Zi'til'natek is often thought to be the
cradle of dromite civilization in Sarlona. Deep in its halls,
the dromites hide from the Inspired and aid the Adarans,
though it was not a]ways so. Dromites have battled humans
for much of Sarlona’s tumultuous history, and it was only
through the intervention of the kalashtar that the dromites
of Zi'til'natek came to work with Adarans. Now the Summit

Road operates through Zi'til'natek and many goods reach
Adar that would otherwise be impossible to get. The cityisa
center of trade, but it is only accessible through psionic por-
tals or the deep caverns under Malshashar. Should Riedra
ever threaten Malshashar, the dromites of Zi'til natek would
provide a considerable reserve force. Even so, some dromites
within the city-hive harbor their race’s traditional grudge
against surface dwellers.

ADVENTURE SITES

Within Adar are manifest zones, draconic ruins, signs of
ancient giant explorers, among other wonders. Here are
a couple of possible adventure sites in Adar.

AHDRYATMIN

Manifest Zone; Temperate Forest, Dense; Temperate
Hills, Rugged: Temperate Mountains, Rugged

A valley of fertile soil and abundant life exists at the
heart of Adar, covering about 400 square miles. Adarans call
this place Ahdryatmin or "Mountainsoul.” A huge manifest
zone tied to Lamannia (all druid spells are extended within
Ahdryatmin's boundaries), Ahdryatmin isan ancient holy
site to most Adarans. Few live there despite the land s rich-
ness, for dangers lurk among its lushness.

All forms of life known to Lamannia can be found
in Mountainsoul’s trees, hills, and waterways. These
creatures attack anyone who wantonly abuses the land.
Rare and potent herbs and elements can be found as
well, along with exotic foes and mysterious hermits. The
secrets of Mountainsoul are many.

Would-be Haztaratains must visit Mountainsoul as
Haztaratai did in the kalashtar's early days. They seek
the center of Ahdryatmin, wherein dwells a creature
from which the place draws its name. This elemental fey,
a spirit of the land (60 HD; MM2 189), is usually found
only on Lamannia or Thelanis. The spirit Ahdryatmin
is as old as Adar, and many believe it to be close to the
draconic Prophecy. It often tests those who visit it, invis-
ibly controlling the weather and the ground, and sending
denizens of the manifest zone to meet and foil travelers.
Those Haztaratains who leave Mountainsoul alive are
seen as the chosen of Ahdryatmin.

Lore

Characters who have ranks in Knowledge (local) might
know something about Ahdryatmin, as might those who
have ranks in Knowledge (geography). When a charac-
ter makes a skill check, the following lore is revealed,
including the information from lower DCs.

DC 10: Ahdryatmin isavalley full of natural wonder
in the heart of Adar.

DC 15: It is a place tied to Lamannia, the Twilight
Forest, and mostly wild creatures inhabit it. Animals
roam there, but so do fierce elementals and full-blooded
lycanthropes. Brave and reclusive druids also make their
homes in the valley.

DC 20: Mountainsoul gets its name from an ancient
spirit that inhabits the center of the valley. It is as old as
Adar, and it knows many forgotten truths.

Encounters
Ahdryatmin isa huge, wild place. No matter what the PCs
do, they're likely to run across exotic beasts and horrors
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from Lamannia. Most people cross Ahdryatmin to get to
somewhere else, but a few have reason to go to the center of
the place. The spirit in the center of Mountainsoul might
have essential information about an object the characters
must acquire or a quest the PCs need to complete.

Characters on the move have a 30% chance of run-
ning across an encounter every hour they spend in
Mountainsoul. Those who are resting have a 10% chance
O{an encounter ('ﬂ(:h }'IDU.'I'. l]'l dddltlcﬂ to \‘\"I'IZ'II ill)})eil]'&
on the Ahcll‘yalmin Encounters table, feel free to create
encounters invnh‘ing any sort of animal and vermin—
normal, dire, celestial, or fiendish. Also, 1}’(;;1[1(111'0}}('.\
often travel with normal animals of their type.

AHDRYATMIN ENCOUNTERS

d% Encounter EL
01 Spirit of the air (Fiend Folio 160) 11
02 Bebilith (demon) 10
03-07 1d2 legendary animals (MM2 136) 6-12
08-10 Huge air or earth elemental 8
11-12 Dust wig]‘ll (MM3 47) 7
13-15 1d2 weretigers 5—7
16—-20 1d3+1 wereboars and 1d4 boars 5-9
21-25 Belker b
2636 1d3+] air, dust, earth, or salt mephits 5-7
37—40 Xorn b
41-43 1d2 avalanchers (MM3 13) 5-7
44 Djinni 3
45-55 Large earth or air elemental 5
56-59 Nightmare 5

60—-63 1d3+2 spitting felldrakes (MM2 97) 5-7
64—67 1d2 horned felldrakes (MM2 97) 3-5
68-72 1d2 yeth hounds 3-5
73-79 1d3+2 crested felldrakes (MM2 97) 3-5
80-83 1d3 wizened elders (MM4 180) 2-5
84-90 1d2+3 3rd-level druids (human) 7-8
91-93 1d3+] werebears 7-9

94 Abominable yeti (Frostburn 163) 7
95-96 1d4+2 wood woads (MM3 196) 7-9
97-98 1d4+1 blood apes (MM2 32) 8§11

99 Avoral guardinal 9

100 Leonal guardinal 12
Development

Ahdryatmin’s inhabitants aren’t organized, so the PCs
often have a chance to hide and rest between encounters,
but the wonder and danger of Mountainsoul can rise up
at any time. Punctuate a few hostile encounters with the
reserved ferocity of a group of felldrakes or the inher-
ent goodness of werebears. Keep the good creatures in
mind as the party faces evil or hostile neutral ones. An
a\.’ol‘a] gua{‘dil‘ml serves “’E]I as a d:'alnﬂli(' rescuer t]'l(l'l'l a
set I)ie(:e- OFCOUI"SE. }"Oll can '(II\‘\'&}"S hil\"e l}'l(_’ (_'I'li'll'?.i(_'tel‘-"i
encounter a battle of good against evil.

Treasure

Items that are scarce in the outside world can be found in
relative abundance in Ahdryatmin by those who know where
to look. Reward adventurous PCs with rare elements, exotic
Il(’l'bﬁ. and ul1u5ua] SPCII CO]TIPDI'IE['I(S. Many SU(']'I O}]ij_‘[".‘i
mighl be valuable in the various keeps of Adar. The intelli-
gentin habitants of Mountainsoul won't have coins, but they‘
should have gems, art objects, and even magic items.

Adaptation

Ahdryatmin can serve as a strange valley in Xen'drik. Ona
smallerscale, Mountainsoul is not unlike Greenheart in the
Eldeen Reaches. Encounters in the Towering Wood should
(’mphasize druids more, felldrakes and ]ycanlhropes less.

SPHERES OF KORRANDAR

Draconic Site; Temperate Mountain, Forbidding

Korrandarisafrigid and merciless mountain covered
by storms and inhabited by dragons. A set of ancient and
hidden halls—round. domed chambers built according to
the draconic Prophecy—lie under the mountain’s clouds,
glaciers, and rocks. The Storm Guardians call these halls
“spheres.” Unobservant explorers are often fooled into
entering caverns under the spheres instead of the spheres
themselves. Within the spheresare trials of worthiness, and
ancient creatures bound to enforce these tests. Each test
istied to the nature of a dl‘agon god. and art on the walls
and/or ceiIing of each chamber shows the constellation
representing the appropriate deity and the symbol of that
entity (](nowledge [re]igionl DC 20). No passages exist
between the rooms—bound earth elementals open the walls
between tests once they are passed. These wallsare at least 5
feet of magically treated hewn stone (DMG 60). and breach-
ing them draws the ire of powerful earth elementals.

Personalize these tests so it seems as if the PCs were
predestined to come to the spheres. The Encounter Level
of most encounters here should be 2 or more higher than
the party level.

Test of the Messenger: A key found inaruined d:‘agon
hold elsewhere in Adar fits into a stand :shaped like a dragon
head made of brass and set with turquoise. The keyhole is
set inside a golden star. This is the test of Aasterinian, Mes-
senger of lo. [f the key is placed in the stand, a secret door
on the far side of the cavern opens immediately. Without
the key, the secret door must be found (Search DC 35) and
opened by force or otherwise breached. Regardless, the
door is 20 feet up the far wall, across a 20-foot-deep pit
leading into caves beneath the halls.

Test of Fate: Here, through a gossamer wall of violet
energy, isthe test ofChl‘onepsis. A shadeseffect calls forth
(]uplicales of the PCs as the‘\_; might have been if lhey
had chosen darker life paths and worldviews. Under the
unblinking eye of Chronepsis in the ceiling, the char-
acters must face their sinister selves.

Test of Wealth: Set in the center of this place isa pool
shaped like a sun and swirling with purple energy. Knowl-
edgeable explorers might recognize the pool as a symbol
of Astilabor, the Hoard Mistress (Knowledge [religion]
DC 20). Eight golden statues of noble and winged kobolds
pourviolel streams into the pool. and sumelhing sparHes
clc'ep within. Those who give generously by casting wealth
into the poo] mighl find their wealth increased tenfold
in the form of a desired magic item. Those who steal are
punished when the statues animate.

Test of the North Wind: This room’s domed ceiling
sparkles as a night sky, the constellation of Bahamut shining
most brightly. Those who look into the stars see the depreda-
tions of an evil dragon or some spawn of Tiamat, and those
\'\"ho want to (l(} SO can ]}(’ Cal‘]'i(’(l as ]fby a ('.O}d hlnd to K]'le
wicked w‘\_;rm's lair. anying the beast returns the questers
here and the evil one's hoard to the Teeth of the Three.

Test of Death: The massive skull of a black dragon

rests in the center of this chamber, signifying the baleful
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The great mountain

KO]"I‘(’IHd(’l]"

majesty of Falazure. Its eyes flash red as anyone enters,
L‘a]ling forth heinous undead to harry good folk. Evil
beings might find a boon here instead, such as the secret
of becuming one of the free-willed undead, if thcy are
wi]]ing to risk death to acquire it.

Test OfTaleS: T}\E ghUST Oi‘a \'er}-‘ 01(! CGPPE]' dl‘agr_)n
sleeps here upon a golden book (the symbol of Hlal),
waiting for someone who can spin atale to rouse her heart

and free her from her duty. A Perform check result of

30 or higher is enough to satisfy her, but a clever bluffer
or a skilled diplomat can also rouse the jaded spirit. She
then imparts some important knowledge in the form of a
long-winded tale before sending the adventurers on their
way. Those who want to can read the golden book for a
specia] boon. Of course, the spirit can also be slain.

Test ijustice: A magic golden |0ngsword stands in
the center of this room, balanced on atiny platinum needle
and flanked by stone dragons (two drakestone golems,
Draconomicon 164, or marut inevitables, MM 159). This is the
test of Lendys. Spirits within the dragons judge each passer
for some misdeed, possibly causing the guardians to attack
if the defense is inadequate. Victorious characters are puri-
fied through this trial by ordeal. Death claims the guilty.
A paragon of law might be able to take the sword and the
I'I(:'(:'d le f\runl l}'li.‘i room.

Test of the Firelord: Those who manage to make it
th I‘Ough the pre\'ious halls come to avolcanic shaft that has
cool lava at the bottom. A wide spire of rock stands in the
middle, red and glistening. An observant character might
notice (Spot DC 25) roughly carved symbols of Garyx,
the All-Destroyer, on the outside of the archway leading

into the shaft. Across the tube is a platform that appar-
ently allows access to another part of the complex—but this
platform is higher in the shaft than the entry point and
obscured by the spire. Further, a decoy cave opens in the
northern wall near the lava.

The moment anyone enters the volcanic tube, it
springsto life as iferupting. fm‘cing the characters to make
amad dash for the other side. Run this event as if each party
mernber' fﬂCEd some (langer eal_'h I'Ounl:l i"l'(.)m {I'f'l'ng debriﬁ-
dangerous gases. or hot magma. f\dd ﬁl—f efe.l'nenlﬂls and
other fire creatures if)fou pl'efer combat to a furious rush
or carefully plotted escape. The fires settle down as the
characters exit the shaft, almost as if it were all an illusion.
Monsters do not pursue those who make it to the platform,
but they might follow those who enter the caverns.

Test of Life: Beneath a black ceiling etched with a
silver seven-pointed star, the skeleton of a couatl is rever-
ently coiled in a funerary basin, polished bones and bright
feathers showing through ornaments of gold and precious
stone. Those who return this creature to life pass the test of
Tamara and gain the aid of a puwerful native outsider for
awhile. The couatl warns those who return it to life of the
test Of‘power, Creatures sitting in the basin are affected as
if by a regenerate spell once per day. Any corpse laid in it is
granted a constant gentle repose spell (time spentin the basin
doesn't count against the time limit of raise dead). At the same
time, the basin reduces the body to skeletal remains.

Test of Power: A grand idol of Tiamat stands in the
center of this chamber, and the evil one suffers none to pass
this chamber. The idol becomes an aspect of Tiamat—a red
dragon that has a Challenge Rating at least 3 higher than
the intruders’ average level, except that it can breathe the
breath weapon of any evil dragon instead of just fire. It still
uses its breath only once every 1d4 rounds, and it does not
chase those who flee back to the test of life. If you want, you
can instead use the aspect of Tiamat (Miniatures Handbook 54)
asaguide to creating a more powerful aspect to serve in this
room. Those who best Tiamat's aspect are rewarded with
passage to the Teeth of the Three, and possibly more.

Chamber of the Teeth. This great, round chamber
represents Io the Concordant, Creator of Dragonkind.
and in its center is set the Teeth Uj'!he Three (page 142). The
room g]ows in eerie colors—the Iighl of the Teethreflected
off polished surfaces. While anyone who returned
through Korrandar's halls would have to face many of
its tests again, the Chamber of the Teeth allows egress
through its ceiling. This way passes through the lairs of
several mighty Storm Guardians, but the dragons show
those who have passed the tests through the winding cav-
erns, letting them leave after having a short conversation
and pr{'s‘entinga SI'ﬂﬂ]] loken Gf‘ l‘(‘lﬂel'l'lbraﬂ(‘t:‘.

Lore
Relevant lore about the Teeth of the Three (and this site) is
included in the description of that artifact (page 142).

Encounters

Korrandar's storms often prevent flight, and the Teeth of
the Three and the Shroud thwart dimensional travel. The
elusive Storm Guardians are usually seen only if they
have business with intruders (that is, if you want them
to be seen). Otherwise, the mountain is a wilderness of
the most unforgiving type. Draconic creatures are more
common here than elsewhere in Adar.



For adventures under Korrandar's cloud cover,
use all the worst a mountain has to offer (DMG 89-90).
Depending on the season, throw in a thunderstorm or
snowstorm, and intermittent blizzard or tornado condi-
tions (DMG 94). Much of the time, vision is impaired due
to driving winds and precipitation, and/or thick clouds
obscuring light. Severe cold (DMG 302) is a particular
problem in the winter and at night, but Korrandar is cov-
ered with glaciers and snow all year. If you have access to
Frostburn, use the Frostfell Mountain Terrain chart (page
22). You might also use rules for crevasses, snowfields,
and whiteout. The supernatural energy surrounding the
mountain could also result in sudden squalls of blood
snow, death hail, and howl of the north, as well as ebony
ice and rare pools and rivulets of coldfire.

Development

Another of Adar’s holy sites, Korrandar is a place few
people visit. Those who do come always have a purpose.
The most likely reason is either to investigate the mys-
tery of the Teeth of the Three and possibly to use it to fortify
Adar’s Shroud, or to thwart the plans of some evildoer
who has designs on the mountain’s contents. The Storm
Guardians aren’t likely to interfere, especially if some
element of the draconic Prophecy is unfolding before
their eyes.

A character who wants to tie the Shroud to the
Teeth of the Three must have seen each of Adar’s eight shroud
resonators. By contacting the artifact, visualizing a specific
shroud resonator, making a successful DC 35 Concentration
check, and taking 1d4 points of Constitution drain,
such a character can tie the visualized shroud resonator to
the Teeth. Failure on the check deactivates the visualized
shroud resonator for a day. 50 taking 20 is impossib]e‘ Wi]ling
participants within 60 feet of a character performing this
process can provide aid by taking the same Constitution
drain. Each character who does so also grants the char-
acter in contact with the Teeth a +2 bonus on his Concen-
tration check. Those who die in this process vanish in a
flash of silvery light and cannot be raised with magic less
than true resurrection coupled with a wish or miracle.

A shroud resonator tied to the Teeth of the Three no longer
needs powering but otherwise functions as normal. If
all of Adar's shroud resonators are tied to the Teeth, all must
be shut down or destroyed for the Shroud to cease func-
tioning. It is possible that shoring up the Shroud this way
releases the spirit of Taratai from the shroud resonators.

Treasure

Free to pass within their own halls, the Storm Guardians
have placed riches within the mountain, gathered over
millennia as the people near Korrandar and pilgrims to
the mountain made offerings at shrines near the peak’s
base. Those who survive Korrandar and their quest for
the Teeth of the Three are unlikely to be robbed of whatever
lhey take from under the mountain—at least by the
dragons of Korrandar. The same cannot be said for those
who burg]e from one of the Storm Guardians.

Adaptation

Korrandar's halls could be relocated to Xen'drik or,
radically, to Argonessen. This complex could instead be
placed under the Icehorn Mountains between the Eldeen
Reaches and the Demon Wastes in Khorvaire.

RIEDRA

The fish does not seek to fly, and the raptor does not swim. Each life is a
lesson, and you must live the life you have been given if you hope to rise in
the next. Follow the path, and do not stray. Help your neighbors, and call
on them when you are in need. And above all, trust the Inspired, whose
wisdom guides us all.

—The Path of Inspiration

Once Sarlona was a land of many nations. These king-
doms had their heroes and gods—a host of proud and
unique traditions. Fifteen hundred years ago, a force
reached out of nightmare to claim Sarlona. Over the
course of two centuries, a dozen nations were shattered by
war and psychic subversion. The Inspired rose among the
ruins and forged a new kingdom from the wreckage—the
vast empire known as Riedra.

LAND OF UNITY

Befitting a nation that extends across a continent, Riedra
features a vast array of landscapes and climes. All the
Inspired’s teachings about unity cannot erase geography.
As such, the current Riedran provinces map closely to
some of Sarlona’s former nations. Thus, to get a proper
overview of the lands of Riedra, it is helpful to speak in
terms of its provinces.

BORUNAN

Borunan is homeland to ogres. It's a barren and hostile
region, spread across the Andnemun Desert and the
Kelshak Mountains. Before the Sundering, the ogres had
a brutal and aggressive culture, dominated by powerful
ogre mage lords. Despite their martial might, the ogres
rarely threatened the other kingdoms; the Borunan clans
considered humans to be unworthy foes and devoted
their energy to internal struggles.

Over the course of the Sundering and the Unification,
the ogres were brought under Riedran rule and forcibly
converted to the Path of Inspiration. Those who resisted
were killed or driven into Syrkarn, where they spawned
the eneko. Today the ogres are a surprisingly peaceful folk,
their warlike culture expunged by the Inspired. Although
ogres form the bulk of the population in Borunan, all
villages have Chosen overseers, and human and shifter
troops are found in the bastion cities.

The people of Borunan tend to be cheerful and
straightforward. Feats of strength are admired; a human
isn't expected to match an ogre but still earns respect for
proving his prowess. Athletic events typically include
weightlifting and throwing contests.

Population: 96,000 (80% ogres, 8% humans, 4%
ogre mages, 3% shifters, 2% Chosen/Inspired, 2% half-
giants, 1% other).

Environments: Warm desert, temperate mountains.

Planar Elements: High concentration of wild zones
linked to Fernia and Shavarath.

CORVAGURA

A land of lush jungles and fertile plains, Corvagura is in
many ways the heart of Riedra; it has the highest population
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The streets of a bastion city
are full of life

density of any region in Sarlona, and both the capital city of

Durat Tal and the primary port, Dar Jin, are located here.
The people of Corvagura once served a tyrannical dynasty
of sorcerer-kings, but the Inspired helped overthrow these
dictators. In addition to hm’ing the |1ighesl popu]alion
of the eight provinces, Corvagura also has the greatest
number of monoliths (hanbalani), a fact that undouhtec“y
contributes to the fanatical loyalty of the inhabitants.

Many branches of the Unity are based in the bastions
of Corvagura. A few of the other bastions are dedicated to
research; noteworthy subjects include behavior modifi-
cation, eugenics (specifically, the breeding of improved
vessels for the Inspired). and planar theory.

Politically and in terms nf‘population. Cc)r\'agu:‘a is

the crown province of Riedra. The inhabitants are deeply
devoted to the Inspired, and the bulk of Riedrans who
are allowed to interact with i‘orcignel's—including most
sailors and merchants—are Corvaguran.

Population: 5,400,000 (91% humans, 3% shifters,
2% changelings, 2% Chosen/Inspired, 1% ogres/ogre

mages, 1% other).
Environments: Warm plains, marshes, and forests.
Planar Elements: Wild zones linked to Mabar,
Lamannia, and Thelanis.

DOR MALEER

Dor Maleer shares a border with the Tashana Tundra—a
border that has been slowly shifting north over the centu-
ries. Prior to the Sundering. Dor Maleer was a loose fed-
eration of clans of many races, including Akiak dwarves,
Qiku shifters, and half-giants. During the Unification,

the humans and shifters of the region were absorbed into
the Riedran alliance, but the dwarf population was virtu-
ally exterminated in the Night of Razor Dreams.

Dor Maleer is the Riedran frontier, and its people
are not as fanatical as their counterparts in many of the
southern provinces. Maleeri are more tolerant of non-
humans than most Riedrans, though dwarves typically
receive an unfriendly reaction. Although they perform
what agriculture they can in the harsh environment, the
Maleeri are primarily hunters, and they respect such
skills. Traditionally, anyone who brings meat to a Maleeri
village is invited to stay and join in the meal.

Population: 390,000 (73% humans, 15% shifters,
3% Chosen/Inspired, 2% changelings, 3% ogres/ogre
mages, 2% dwarves, 2% other).

Environments: Cold deserts, mountains, and plains.

Planar Elements: Wild zones linked to Dolurrh,
Lamannia, and Risia.

KHALESH

Khalesh was once a theocratic nation dedicated to the
worship of the couatl, with a |ong history of crusades.
During the Sundering, it was revealed that many of the
noble families of Khalesh were actually shulassakar. The
In spirecl combined the generu| disdain for Khalesh with
fear of these alien creatures, and the Khaleshites were
largely exterminated over centuries of war. The humans
inhabiting the region today are mostly descended from
resettled people of the west.

The Khalesh region includes a number of couatl
ruins from the Age of Demons. The Inspired work to



suppress know|edge of these ruins, which are hidden in
wild zones and protected by the Edgewaﬂkers.

The people of Khalesh know that demons (the
shulassakar) once ruled their land. As a result, they are
especially devoted to the Path of Inspiration, believing
that great faith is required to resist the temptations of the
altavars. They shun the ancient ruins and don't assist those
who want to explore them.

Population: 260,000 (90% humans, 3% shifters,
2% changelings, 2% Chosen/Inspired, 2% ogres/ogre
mages, 1% other).

Environments: Temperate plains and desert.

Planar Elements: Couatl shrines and ruins, wild

zones linked to Irian, Shavarath, and Symnia,

NULAKESH

The Nulakesh Empire dominated central Sarlona for cen-
turies before the Sundering. Nulakesh lacked the magical
or philosophical sophistication of many of the smaller king-
doms, but it had a large, dedicated population and exten-
sive natural resources, along with a superbly disciplined
army. Nulakesh went through many periods of expansion
and decline over the centuries, and it was facling when
the quori came to Sarlona. Dream manipulation helped
inspire the Nulakesh war leaders to reclaim their ances
tral gloryand, later, to convert the disgruntled populace
to the Path of Inspirution. The strong martial tradition
continuesto the present du}-‘. and much of the Harmoni-
ous Shield is recruited from this province.

The Nulakeshi despise nonhumans; as a result,
shifters and ogres are rarely deployed in this province.
The Nulakeshi are deeply devoted to the Inspired, and
the daily exercises of the peasants often have a martial
theme. Many people who would be commoners in other
provinces are trained as warriors.

Population: 4,100,000 (93% humans, 3% Chosen/
Inspired, 2% changelings, 2% ot her).

Environments: Temperate and cold plains, forests,
and mountains.

Planar Elements: Wild zones linked to Daanvi,
Dolurrh, and Shavarath.

Ohr Kaluun

The |J|‘e—l_-"nity people of Ohr Kaluun were driven by a
thirst for magical knowledge and a deep paranoia that
spread through every level of society. The islands’ wizards
and priests soughl power at any cost, and their pursuit of
dark magic often set them at odds with Khaleshite cru-
saders and Pyrinean scholars. The Kaluunites devoted
vast resources to fortification and security, creating
labyrinths reinforced with steel, stone, and magic.
Unfortunately for them, however, these static defenses
could not protect them from the quori, who used dream
manipulation to turn Kaluunite factions against one
another. Today the mazes of Ohr Kaluun are vast ruins,
shunned by loyal Riedrans.

The Inspired wield considerable influence on Ohr
Kel, the |arge.\t island of the chain, while many of the
smaller islands are uncivilized b}f the standards of the
Inspired. These places are home to smugglers, mon-
sters, and the dissident group known as the Heirs of Ohr
Kaluun. Adventurers seeking to enter Riedra by stealth
might be able to find assistance at a smuggler’s port.
However, the Riedran military is always hunting for these
criminals, and safe havens {‘rcquemly move about.

Population: 72,000 (67% humans, 12% skulks,
8% L‘hﬂnge“ngm 5% shifters, 3% Chnsen”nspircd, 2%
ogres/ogre mages, 2% dwarves, 1% other).

Environments: Temperate plains and hills.

Planar Elements: Wild zones linked to Mabar,

Xoriat, and Kylhri.
PYRINE

Worship of the Sovereign Host takes many forms in
different cultures, but the religion as practiced by most
of the humans of Khorvaire can be traced back to the
kingdom of Pyrine. The Pyrineans placed great value
on wisdom and p}1i|osop}\y, and Pyrinean tutors and
priests served in courts across Sarlona. However, faith
failed to protect the Pyrineans from the quori. Dul‘ing
the Sundering, the Pyrinean church was torn apart by
schisms and heresies, and I’)frine was crushed by the

forces of Nulakesh and Ohr Kaluun. Although most of

RIEDRA AT A GLANCE
Data based on psionic census, 1300 Unity (998 YK).

Population: 13,878,000 (see regional descriptions for racial

breakdowns).
Area: 6,800,000 square miles.
Sovereign: The Inspired Lords of the Unity.
Capital: Durat Tal.

Major Cities: Dar Jin, Dar Ulatesh, Dul Catun, Dul Jhaar,

Dul Zeer.

Climate: Varied.

Highest Point: The Crimson Peak, elevation 15,565 feet.
Heraldry: The crystal seed of the Path of Inspiration contained

in a red ring, set against a black field.
Founder: The Inspired.
National Motto: "Follow the path.”

Seal of Riedra

g
m
=
0
©)
e
m
—}
o
n
>
o)
@)
=z
>

43



WELCOME TO SARLONA

44

the libraries and churches have been destroyed, explor-
ers might be able to find hidden vaults of knowledge or
ancient shrines providing new insight into the worship
of the Sovereign Host.

The Pyrinean love of philosophy has made them
devoted to the Path of Inspiration—although not asaggres-
sively fanatical to the doctrine as the people of Corvagura
or Nulakesh. Many Riedran cleries come from this
province. Pyrine is one of the most peaceful provinces
of Riedra, and the Thousand Eyes and the Harmonious
Shield have a reduced presence in this region. Even though
thcy are dedicated to the Inspired. Pyrineans are not as
hostile toward foreigners as other Riedrans are; many
Pyrineans enjoy having the opportunity to proselytize and
discuss their faith with outlanders.

Population: 1,900,000 (92% humans, 3% Chosen/
Inspired, 2% shifters, 1% changelings, 2% other).

Environments: Warm and temperate plains, forests,
and marshes.

Planar Elements: Wild zones tied to Daanvi, Irian,
and Syrania.

Rhiavhaar

The coastal nation of Rhiavhaar was the homeland of
Lhazaar, the "explorer” who paved the way for the human
settlement of Khorvaire. The sailors of Rhiavhaar often
took to slaving and piracy, and Rhiavhaarian ships were
feared throughout the Sea of Rage. Today this region is the
westernmost outpost of Riedra, and authorized trade with
Q'barra and the Lhazaar Principalities passes lhrough
the old Rhiavhaar port of Dar Ulatesh. Rhiavhaar is an
impm‘tarn hub for the Riedran nav}r—knuwn as the Har-
monious Sail—and a gateway to Khorvaire, so signiﬁcam

military forces are deployed here. The Thousand Eyes are
especially active in this region.

The province of Rhiavhaar includes the Aventus
Islands, which serve as a staging area for the Harmonious
Sail. These islands hold ruins of the lost aventi nation,
but the Riedrans shun these areas.

Although the province seems to be under the thumb
of the Inspired, having a high concentration of spies and
secret police, the Rhiavhaarians aren't as devoted as the
Corvagu rans. A variety of dissidents hide here.

Population: 1,660,000 (85% humans, 5% shifters,
3% Chosen/Inspired, 3% changelings, 2% ogres/ogre
mages, 2% other).

Environments: Temperate plains and marsh.

Planar Elements: Wild zones linked to Lamannia,

Shavarath, and Thelanis.
GETTING THERE

The borders of Riedra have been closed for a thousand
years. However, the Inspired have recently softened
this policy of isolation. The foreign quarters of Dar Jin
and Dar Ulatesh were established to serve as centers for
international commerce. A few scholarly expeditions
have been allowed to venture into the heart of the land.
With this precedent, it is possible for outsiders to travel
into Riedra legally, but it's not easy.

In order to explore Riedra, a traveler must acquire
a transit visa from the Iron Gate, the foreign relations
office, in Dar Jin or Dar Ulatesh. This scroll provides
a description of the travelers, states the nature of their
business, and delineates any restrictions on travel. A
bearer might be limited to traveling in specific provinces
or spheres, and the visa usually has a set expiration date.

F——M

WHAT Do You Know?

Native Riedrans know some of this information, such
as the Knowledge (religion) and Knowledge (local)

entries.

Knowledge (geography)

DC 10: Riedra is a sprawling realm that has all types of
terrain. It is the largest nation on the continent
of Sarlona,

DC 15: Riedrans are xenophobes who avoid contact with
the outside world. Riedra recently sent ambassa-
dors to Khorvaire, but foreigners are still unwel-
come there.

DC 20: The rulers of Riedra are the Inspired. They
are treated as living gods and said to be guided by
divine powers.

Knowiedge (history)

DC 20: Sarlona was once home to many kingdoms, often
warring with one another. Thirteen hundred years
ago, the Inspired united the bulk of these nations
and formed Riedra.

Knowledge (local)

DC 15: The Inspired enforce strict laws with harsh
penalties. Freedom is limited, but crime is rare.

DC 20: Most religions are outlawed in Riedra. Laws
are enforced by a secret police force called the

Thousand Eyes.

Knowledge (the planes)

DC 25: The Inspired have a strong tie to Dal Quor.
Some believe that they deal regularly with quori
spirits—or possibly that they allow these spirits to
possess their bodies in exchange for power.

DC 30: The "divine spirits" guiding the [nspired might
actually be quori.

Knowledge (religion)

DC 15: The people of Riedra follow a religion called
the Path of Inspiration. It's based on the concept of
spiritual evolution over the course of many lifetimes
and requires strict obedience to the Inspired.

DC 20: Riedrans believe that the Inspired are guided
by enlighted spirits called il-altas. They claim that
all other gods and outsiders are actually evil spirits
called altavars.

h———d
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The document is notarized with a sentiraseal, a psionic sigil
that carries the thought-signature of the Inspired. Every
patrol challenges foreigners abroad in Riedra, and every
village overseer asks to see their visas.

The Iron Gate does not charge for transit visas, but
it rarely grants them. Riedra isn’t for tourists. Travelers
must provide avalid reason for Enlry and show that they
have no eriminal tendencies or intent, as well as enough
knowledge to avoid accidentally breaking Riedran laws.
A successful DC 30 Diplomacy check is sufficient to get
an entry request considered, but even then the reason
must stand on its own. Finally, mind probe (EPH 119) is often
brought into play to ensure that the travelers have no
hidden motives. If the request is especially intriguing or
risky, the Iron Gate might allow travel but send a member
of the Thousand Eyes along as a chaperone and observer.
Unless the party is deemed a serious risk, this observer
is a Chosen; the conlro“ing spirit 0111y takes possession
of the vessel every few hours to check on the situation.

Travelers who have shady connections and talents can
acquire a notarized parchment from the Dream Mer-
chants for 200 gp. Once they have the sentiraseal, travelers
can either forge the visa or pay another 50 gp to have one
forged by the merchants. In this latter case, someone
examining the document must make a successful DC 20
Forgery check to discern the falsity of the visa.

Once out into wider Riedra, foreigners face other
problems. Most of the people speak only Riedran and are
illiterate. They possess the skills the ]nspil‘ed deem nec-
essary. Milita ry officers, overseers, priests, and members
of the Iron Gate are all literate, and some speak Common
or Quori. Riedrans avoid all contact with foreigners, and
they are typically unfriendly.

Supp]ies pose another cha]ienge. No inns exist in
Riedra. E\'EI‘}«' vil]age has a do['mitory reserved for Rie-
dran travelers and troops, and a transit visa might specif}'
that the bearers should be given access to such shelter.
Otherwise, travelers must convert the unfriendly atti-
tude of a local overseer to friendly or better (a successful
DC 25 Diplomacy check). Food is provided along with
shelter, but travelers can’t buy goods, since money is an
alien concept to Riedran villagers. The Survival skill is

the simplest way to get along in Riedra, allowing travelers
to live off the land.

Travel is safe along the main roads of Riedra. Soldiers
patrl:ll regu]ar]y. and most monsters were wiped out ll:lng
ago. Danger rises when one strays too far from the roads.

A DAY IN THE LIFE

Khelaar dreams of security. These visions highlight the
virtues of the path that she follows, the blessings of Rie-
dran society and the rewards that will be hers in her next
life. Occasionally she dreams of war, either the long siege
of Adar or battles with the vile dromites. As frightening as
these dreamsare, they highlight the nobility and strength
of the Inspired and leave her comforted, knowing that she
is protccted by 50 great a power.

A new dgp has begun.

The Voice flows through her mind as the lights rise
in the chamber, pulling Khelaar from her sleep. Others
stir in the bunks around her as the Voice continues its
telepathic broadcast.

You have done well, people of Thornden. Lord Murakhal watches

from above and is pleased with your work. The caravan arrives at midday

to gather the shipment. Soon the smiths of Suras will transform the ore

_you have mined info weapons and armor to protect the noble soldiers of

the Harmonious Shield.

Khelaar bathes in the warm glow of the Voice's
approval as she dresses. Her brown clothes are dirty, so
she wears the black.

Youths chosen for m”r'fag service should be prepured to d‘eparf at
mlddu} Because many Uffhe wufhs have been Lwrfnng in the mines, the
workshift of miners uu'f be lengthened to ensure that upcoming quotas are
met. The day begins. Follow the path.

Khelaars day starts with calisthenics in the open
field. The exercise leaves her invigorated and happy. As
she walks to :‘nurning meal, Danan catches up with her.
He wants to know if they can speak after evening meal;
the lengthened workday will make this difficult, but there
might be time around the prayer service. Danan seems
nervous, and when Khelaar asks what he wants to dis-
cuss, he says only that it has to do with dreams. Khelaar
smiles as she makes her way to morning meal. It is only

F—#

Eive THINGS EVERY RIEDRAN KNOWS

1. The basic principles of the Path of Inspiration.
Every Riedran knows the tale of the Unification and the
underlying principles of the Path of Inspiration. Although
many Riedrans are illiterate and have never read the Path,
they learn the key elements through nocturnal indoctri-
nation and from daily sermons by the priests.

2. Duty and tradition. A Riedran is expected to
follow the path that is assigned to him without complaint
or question. These roles are defined by ancient tradition,
and a Riedran is always aware of the duties tied to his
occupation and his place in the community.

3. The people of his community. Riedran xeno-
phobia is offset by the strong bond within a village or
neighborhood. Few secrets exist in a Riedran village—not
because of gossip, but because the villagers are completely

honest and open with one another. Many Riedrans take
1 rank of Knowledge (local) to reflect this bond.

4. The names of the local Inspired. The names of
the Inspired lords of the local bastion are known to all
the people under their protection. It is common practice
to thank the Inspired (and the il-altas) for good fortune,

5. Fearsome tales. While Riedrans rarely have
concrete knowledge of other cultures, their opinions
are shaped by dreams and stories. They know about the
treacherous kalashtar, who are bound to demons and seek
to undermine the Inspired. They know that the altavars
hunger for innocent souls. They have even heard of the
corrupt and violent people of Khorvaire, who destroyed
an entire nation with war. Riedrans are thankful for the
protection of the Inspired in such a dangerous world.

M




Life in a Riedran village changes little from day to day

two months until her pairing, and she suspects that this
is what Danan wants to discuss. While he is a harvester
instead of a miner, Khelaar has always Pn\joyocl Danan's
company and thinks he would be a pleasant mate.

At mor nlng meal, Khelaar eats gr uel seasoned with
cinnamon and bids farewell to the (l(:")d]ll:l"lg V()LI(]'I.H at
her table. She will miss Tul, who worked with her in the
mines, but she is happy for him—soldier is an honored
profession, and brave service is certain to bring advance-
ment in the life to come.

Following her meal, she descends to the mine to
begins the extended shift. [t is arduous labor, and now and
again she envies the caregivers and even the harvesters.
But she knows that this is the pznh laid out for her—that
she must master the skills of the miner if she is to rise
above, to someday move beyond the flesh and join the
world of spirits. A moment of doubt ends in renewed zeal,
and she returns to her task with vigor.

The work shift is done.

At the Voice's announcement, Khelaar retires for
evening meal. Tul is gone, as are the other new soldiers.
When she goes to prayer service, she is surprised to find
that Danan is missing as well. The priest, Tulac, tells them
that there hasbeen a terrible tragedy—Danan was touched
by an altavar and turned from the Path of Inspiration. The

caravan has taken him away, and Lord Murakhal himself

will be tending to Danan and working to cleanse his soul.
Khehlzn‘joins in the ritual of sorrow, concent rating on the
crystal seed in the chamber. She lets all her grief and feel-
ings for Danan flow out of her and into the crystal, and
she takes comfort in the shared experience. Afterward,

she feels at ease. She knows she will never see Danan again,
just as she will never see Tul. But she knows the Inspired
will do what is best for both of them—that Lord Murakhal
will cleanse Danan if it is possible, and if not, he will set
Danan's soul free to bcgin again.

F()”owing t |1e pl'a}"(’l' Hl’l'\"ict’. th]ﬂﬂl' returnsto I'!('I'
clormitory and climbs into her bunk. The |igh| in the
(_'I'}’Hla}s i‘E'Idt'S. Dal‘kness ﬁll‘i l}'l(:' room.

You have done well, people of Thornden. Rest now. Follow the path.

Kl]eli\i\l' dreanls Of}iEL’Ul'!‘.ll\_".

THE RIEDRANS

The hallmark ofall Riedrans is devotion, unswerving ded-
ication to country, companions, and work. Each Riedran’s
path has been laid out by those wiser than she is, and it
is a road that leads to eternal salvation. Her challenge is
to resist the temptations the cunning altavars place in her
\‘\"ﬂ}"—le“'ll'){ﬂli()ns Su('h as lh{' \‘\u'()l'd.‘i Of‘ i‘ol‘(‘igﬂ(’l's, \\'hl’)
C()Ll]d i!lt(‘lnpl to turn I'lel_ Zlgili]'l.‘il Il'le gIUI'iULIS l“.ﬁpil'fd.
At its heart, Riedra is a cult. Its people have been

brainwashed from birth; the hanbalani shape the dreams of

children before they can even speak. Anyone who would
challenge the Inspired swiftly vanishes, so most people
never hear opposing views. Even if they did, they would
fear such words as deadly blasphemy.

The people of Riedra truly love the Inspired, and
they love their lives. Most Riedrans don't want to be res-
cued from the lnspil‘ed: thc‘._y consider the "freedom” so

T.I‘EEI.‘sU.I‘El’] })}’ foreigners to I)t’. a weakness t|1al T.I'II‘E‘HI'.EI'LS

the evolution of the soul. A Riedran farmer has a roof
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EVERYDAY PsioNICS

In Khorvaire, magic is part of everyday life; adepts and
magewrights are found in most villages. In Riedra,
both magic and psionic power are tightly controlled
and largely confined to the Inspired and the Chosen.
However, a few psionic effects have an impact on daily
life. These are essentially wondrous locations (ECS272)
created and controlled by the quori. For the people of
Riedra, such wonders are proof of the miraculous power
of their benevolent overlords.

All of these functions draw power from the hanbalani
altas, the massive monoliths spread across the nation. Ifa
monolith is shut down or destroyed, any community tied
to it loses access to these functions.

These are the most common effects, but the
Inspired can develop new techniques, and you should
feel free to invent effects unique to a specific bastion or
village. A bastion might have an inner sanctum shielded
by an impenetrable wall of ectoplasm; the only way to get
past this field is to shut down the local monolith.

Climate Control: Inspired architects have devel-
oped crystal plating that, through kinetic manipulation,
can be heated or cooled and can even draw moisture out
of the air. This effect uses considerable power, and it's
rarely seen outside the palaces of the Inspired or the
Chosen. Nonetheless, in the tropical climate of Cor-
vagura, entering a cool, dry palace can have a consider-
able impact on a traveler.

Crystal Illumination: Riedran architecture often
incorporates a form of crysteel. When properly treated
and charged with energy from a monolith, a structure
containing that material sheds colorful light. A bastion
city can be a remarkably beautiful sight at night. In a vil-
lage, buildings are not actually constructed of crysteel,
but beacons are set at key points to provide illumination.
Riedran communities have two grids of light—key regions
remain lit at all times, but other areas (such as living
quarters) are shut off after curfew. Light isa gift of the
Inspired; they provide it, and they take it away.

Dreamshaping: One of the primary purposes
of the hanbalani is to shape the dreams of the Riedrans,
projecting soothing dreams across the nation. This is
a delicate art; unlike charm or dominate, a dream does not
force the target to take any action. It simply plants an
idea; if the subject acts, he does so of his own free will.

Inlimited circumstances, nocturnal manipulation
involves targeted dreams, visions crafted for a particular
subject. By this means, the quori sparked the Sundering
and continue to undermine their enemies.

A far more insidious dream conditicning occurs
over a wide area. Effectively, the network of monoliths
projects a constant, low-level dream effect across Riedra.
Anyone who falls asleep must attempt a DC 17 Will save.
Those who fail have the dream that is currently being
projected. The typical Riedran dream is soothing and
vague, blending images to project the wonder of Riedra,
the joys of being part of a greater whole, and the celes-
tial benevolence of the Inspired. Every so often, these
soothing visions are interspersed with flashes of the dark

horrors that lurk outside the borders of Riedra. Although
insufficient to change the views of a PC over a short time,
the dreams serve to constantly reinforce a Riedran's
indoctrination. Although a saving throw is allowed, Rie-
drans voluntarily fail it. A Riedran takes comfort in her
stable dreams and looks forward to resting and bathing
in the love of the Inspired. The widespread knowledge
that Riedrans suffer from chaotic, unpredictable dreams
when in foreign lands is one more reason they hate to
leave their homeland.

Monolith dreamshaping is a background effect,
and targeted use of dream, nightmare, or a similar ability
takes precedence over the broadcasts. Furthermore,
anyone who has the Dream Scion feat is immune to
dreamshaping.

The content of dreams is controlled from Dal
Quor, and it can be made more specific (for example,
broadcasting the image of a wanted criminal). A par-
ticular dream can be targeted at avillage, a sphere, or
the entire nation. The quori can also choose to use the
dreamshapers to project nightmares across a region.
In this case, any sleeper who fails the saving throw is
fatigued, and the disturbed sleep is insufficient for
regaining infusions, power points, and spells. These
nightmal‘e attacks are usually blamed on kalashtar,
dromites, or altavars.

Scry Shielding: The Inspired have long shielded
their realm from prying eyes. Although the monoliths
are not as powerful as the Shroud of Adar, each one proj-
ects a nondetection effect (DC 31) that blocks all attempts to
scry into Riedra. The Riedran shield blocks serying only
from outside sources; once someone penetrates the bor-
ders, all powers and spells function normally. Disrupting
this field would require the destruction of a substantial
number of monoliths, and even doing this would only
drop a segment of the shield.

Teleportation: The largest bastion cities and
kintams (fortresses) are linked by a network OFPEI‘mﬂ—
nent psionic te]'eportm‘ian circles. While these are created l))-'
the most powerfu] [nspired nnmads. lhey draw on the
hanbalani for power. Shutting down a monolith could
prevent the Inspired from summoning reinforcements
or escaping.

The Soothing Voice: The hanbalani network allows
the quori to broadeast telepathic messages across wide
areas. [ his form of communication is similar to mass
missive (EPH 121), but no limit is placed on the number of
words that can be broadcast. The effect can be narrowed
toa single Vil]age or linked to broadcast across an entire
sphere, but it cannot pinpoint individuals. The Voice
addresses the populace throughout the day, providing
news, encouragement, and instruction to the people.
This system is controlled and monitored from Dal Quor.
Those who want to do so can cut off a village from the
Soothing Voice by deactivating a nearby monolith, but
they cannot transmit messages of their own without going

to Dal Quor.
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over his head, food on the table, and clothes on his back.
He might not be able to live wherever he wants, choose
his food, or even pick the color of his clothes, but in his
eyes, he hasa good life, secure and stable. He doesn’t need
luxuries in this world. Such things are certainly tempt-
ing, but it is by resisting that temptation that he ensures
his advancement in the next life.

Riedrans place high value on honesty and commu-
nity; the Path of Inspiration says, "Aliar sells his soul with
everyword.” A follower of the Path strives to be honest and
to be a good neighbor, contributing to both her village
and her nation. A Riedran always helps out a fellow citizen
unless that person advocates a course of action that goes
against the Path of Inspiration.

Work means everything to Riedrans. Each vocation
and task is a lesson to be mastered for forward movement
on the Path. Riedrans work long hours without complaint,
and they often regret having to leave work to participate
in community activities. This devotion often means that
Riedransare surprisingly skilled at their professions, but
lhey lack vel‘satility.

Time away from work is usua]ly spent with other
members of the community. Riedrans dine together in
central halls, participate in group athletic exercises,
and gather in the evenings for storytelling and religious

instruction. They are allowed a brief amount of unstrue-
tured time each day, ostensibly for meditation on the day's
events; however, many prefer to remain among friends
even during this private time. Privacy is not something
the Riedrans treasure—solitude can be a painful and
disturbing experience for a Riedran.

Young Riedrans are raised communally. They are
often transported to new villages as soon as they are old
enough to travel, to prevent birth parents from formingan
unhealthy bond with the child. Youths live in segregated
dormitories, tended by dedicated caregivers (part of the
Guiding Path; see page 55). As they grow, children serve as
apprentices to other members of the community, allowing
the caregivers and priest to determine their aptitudes. A
youth is usually set on his path in his thirteenth year and
moves into an adult dormitory at this time.

Ateighteen, a Riedran is "paired” with another. This
is the Riedran equivalent of marriage, and the pair occu-
pies the same dormitory. Those in control of this process,
the pathfinders, prefer for people to be pleased with their
bonding, and thus they accept mutual requests. Still, pair-
ing is done for the sake of producing children, and if two
people are genetically incompatible, their pairing isn't
allowed. Riedrans are expected to be monogamous, and
sex outside of a pairing relationship is punished.

F—M

RiEDRAN NAMES AND SPEECH

Family is downplayed in Riedra: loyalty to the nation is
more important than any bond of blood. As such, Rie-
drans do not use surnames. If additional identification
is required, a Riedran gives the name of his village or, if
he lives in a bastion city, the ward he resides in.

The Inspired often choose to keep an aspect of their
Chosen host’s name; when Julaan is inspired by Gatesh,
he might take the name Julgatesh. However, this practice
varies from spirit to spirit, and is always the choice of the
quori. Inspired attached to the Dreaming Dark sometimes
adupt kalashtar names as a way of mm‘:king their prey.

The use of double vowels is traditional in many
parts of Riedra. In the Riedran language, it is typical
for both vowels to be given a distinct sound; a Riedran
pronounces "Lhazaar” as a three-syllable word. However,
most of the people of Khorvaire are unfamiliar with this
custom and simply extend the vowel sound.

Male Names: Aan, Aleel, Bhiman, Bhalaan,
Dalaan, Danan, Fuulgan, Gurhaak, Gusan, Helac,
Heruun, Jharee, Jukyan, Julaan, Ilaan, Ileel, Khern,
Kyamun. Kyal‘uun. Lanan‘ Leel, Olaan, Oleel, Rhaak.
Rhuun, Sulaan, Suyamun, Taan, Tulae, Vusgaar.

Female Names: Aali, Aag. Bhuji. Biir, Duaali, Duji—
ira, Dujyag, Gilaali, Jhaasha, Jhalaar, Jhazala, Khelaar,
Khuliira, Lhazaar, Manaar, Miir, Quaali, Quush, Palaar,
Praagya, Shiazala, Shiaali, Tyag, Tyalaar, Vyed, Vyuji.

Male Inspired: Alharad, Duralan, Dulateth,
Farashan, Jolorath, Laneth, Laramesk, Moshakel,
Malukath, Murakhal, Orakhun, Shoralath, Surasek,
Torakhun, Xuratesh, Zorashan.

Female Inspired: Adashara, Daralashtai, Halatavi,
Joradhuna, Kashanshara, Morasha, Naldhuna, Olashtai,

Sharadhuna, Sharaktavi, Tantashar, Tirashana, Torali,
Tureya, Xushila.

Phrases: Riedransare raised not to fidget, to stand
perfectly still when talking. It is considered a token of
respect to meet the gaze of someone you are speaking
to. Riedrans never verbally interrupt a speaker, but they
indicate intent with their gaze, looking down ifthey have a
comment to make, looking to the side ifthey d isagr‘ee with
the speaker or are not interested in what he has to say. The
degree of motion is as expressive as tone of voice. Thus,
Riedrans often maintain an outward appearance of calm,
but a sharp turn of the head can be the same as a yell.

The following turns of phrase are uniquely Riedran.

" Follow the Path.” The most basic maxim of the Path of
Inspiration; also used as a polite form of farewell.

"The fish does not seek to fly.” A proverb encouraging the
listener to accept the life he has been given and learn
the lessons set before him; often said when someone
suggests change.

"Gold is the tongue of the altavar.” A maxim against greed
or any other form of temptation; awarning thatanything
that could pull a Riedran from the Path is likely to be the
work of evil spirits.

"No one is alone.” As reassurance, a reminder that a
Riedran always has his community, the Voice, and the
Inspired behind him; as warning, a reminder that the
Thousand Eyes is always watching.

"Lesson of (pain/grief/anger/joy).” A reserved way to
express emotion about asituation, whether frustration or
pleasure. Whether good or bad, everything is a lesson.

"Dark spl'rifs:’"or "Altavar!” An aggressive statement of
frustration—one that is discouraged in daily use.
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Riedrans control strong emotions and focus their
energy in positive ways. Religious ceremonies provide an
outlet for emotion under the guidance of the local priest.
In these rituals, peuple are instructed to unleash a par-
ticular emotion in response to a recent event. For example,
if another villager has succumbed to spiritual corruption
and been taken by the Thousand Eyes, the people gather
to feel pity, sorrow, and hope for their lost companion. If
news comes of kalashtar treachery, people gather to unleash
anger and hate. Between these periods of release, people
are expected to keep their emotions under control or to
speak with a priest if they cannot.

Xenophubia iscommon in Riedra. Violent and chaotic,
fl::reigners practice dark magic. eat the flesh of beasts, and
destl‘oy their nations in the name of "freedom.” Foreign—
ers should be pitied. Lacking the direction of the Inspired,
they have no protection against the altavars. It is only natural
that they fall prey to lust, greed, and other lower emotions.
Nonetheless, they are like wild animals and cannot be
trusted. A Riedran must always be wary when dealing with
foreigners, never allowing them to sway her from her path.

RIEDRAN RELIGION

Only one religion is tolerated in Riedra—the Path of
Inspiration. Its practice is mandalor}'. Omnipresent yet
subtle, the Path is easily overlooked. For a Riedran, work
is worship. and life itselfis an act of devotion. Accnrding
to the Path of Inspiration, dedicated and hard-working
soulsascend a ladder of spiritual evolution over the course
of many lifetimes, traveling from beast, to nonhuman,
to human, to changeling, to Chosen, to the il-altas—the
“great spirits” that cannot be perceived in this world, but
that continue to guide lesser beings by acting through
the Inspired. A follower of the Path should embrace the
life he is given and learn the lessons he is meant to learn

from it, resisting the temptation to rise above his station
or change his lot in life.

For the Inspired, this system accomplishes many
ends. It encourages citizens not to question their roles in
life—spiritual advancement is the goal, and only by follow-
ing the path set forth by the il-altas (as announced by the
[nspi:'ed) can such advancement be attained. It also allows
the Inspired to fail without shattering their status in the eyes
of the people. The Inspired are mortal vessels of godlike
beings, not actual gods, and any defeats or setbacks are the
fault of the vessel. Finally, it contains just enough truth to
weaken any attempts to expose the true nature of the quori.
The Riedrans know that their rulers are possessed by out-
siders, and using banishment to drive out the possessing spirit
proves nothing aside from the fact that the exorcist is a foul
being to challenge the noble il-altas. Since most Riedrans
fear or at least distrust magic, they are unlikely to accept
the evidence provided by detect evil or similar spells.

Riedrans are warned to beware of the altavars, spirits
that have fallen off the Path of Inspiration. These beings
suffer eternal torment and assuage their pain by corrupt-
ing and torturing others. The precepts of the Path teach
that the "gods” worshiped by other cultures are in fact
altavars, and that these dark spirits are also the source of
arcane magicA Asaresult, Riedransare taught to fear and
despise arcanists and priests of other re]igions.

No temples have been erected to the Path of Inspira-
tion; the holiest sites are the palaces of the Inspired and
the hanbalani. On days of celebration, people often gather
around the nearest monolith to join their thoughts (in the
process, unwittingly channeling more of their spiritual
energy to Dal Quor). Priests of the Path of Inspiration
are usually experts, charged with maintaining discipline
and morale among the people of their communities. Only
the most loyal priests are entrusted with divine magic.

P—M

THE PATH OF INSPIRATION

Although the Path of Inspiration was cre-
ated as a tool to manipulate the masses,
nothing is inherently evil about the faith.
The divine power of the path is ulti-
mately independent of the Inspired or
l}'le Dl‘eal‘ning Dark. Per]‘laps SPE]]S Uf
the Riedran cleric are drawn from the
magica] Energ)«' Ofthe Dr‘agon AbDVe.
Maybe the power flows from the raw
faith of millions of Riedrans. It could

be that the il-altas truly exist, unbe-
knownst to the Inspired. For most
Riedrans, the Path of Inspiration

is inseparable from their country as

a whole, and the source of its power

is Riedra.

For the purpose of divine magic,
the Path of Inspiration is a lawful neu-
tral force providing access to the Commu-
nity, Law, and Meditation domains. The
favored weapon of the Path of Inspiration

is the flail. Divine minds (Compiete Psionic 9)

Symbol of the
Path of Inspiration

M

who follow the Path of Inspiration gain access
to the Communication, Law, and Mental
Power mantles.

THE DREAMING DARK

No Inspired views the Path of Inspira-
tion as a true religion; it is merely a
tool. Clerics among the quori wor-
ship il-Lashtavar (the Dreaming Dark).
Aside from the quori, only the shadow
lines—those Chosen specifically
raised to serve as vessels for the
agents of the Dreaming Dark—know

of this faith.
The Dreaming Dark is lawful evil,
and its favored weapon is the mind blade.
Clerics of the Dreaming Dark gain access
to the Law, Evil, and Shadow domains.
Divine minds gain access to the Law,
Evil, Light and Darkness, and Corrup-

tion ﬂ]ld Madness n1antles.



Inspired can't actually grant spells, but they can certainly
eliminate clerics whose devotion to the state is in ques-
tion. Asaresult, true Riedran clerics and adepts are usu-
al].y trusted envoys of the [nspil‘ed‘ often working with the
mi]itar}‘ or the Thousand E}'es.

RIEDRAN STYLE

The common folk of Riedra live ascetic lives. A Riedran
must focus every moment on mastering his assigned pro-
fession, giving no thought to luxury, vanity, or comfort.
On the other hand, the Chosen and the Inspired live in
a different world, a world touched by the alien aesthetics
of Dal Quor.

The Inspired have sought to create a unified culture,
but faint echoes of the old kingdoms remain. Accent and
manner often pl‘ovide hints to national m‘igin. Fur-
thermore, the varying climates of the provinces call for
different clothing and have led to differences in slyleA

Art

The most wondrous works of art produced in Riedraare sen-
tira sculptures. Sentira is a product of psionics—in essence,
emotion given form. Shapers create mosaics of sentira
shards; the patternsare often dizzying and strange, but each
piece carries a powerful emotional charge. Sentiraworksare
solely produced by the Inspired and the Chosen. All bastions
have emotional parks, where people meditate around the
sentira patterns to purge their own emotions.

Creativity is disccuragecl among the commoners,
and crafts emphasize function over form. One exception
is a practice known as altsen (spirit writing). This takes
the form ofembroidery or engraving. featuring cc}mplex
patterns of lines similar to a maze or labyrinth. Altsen
designs are often used as a focus for meditation or placed
on the hem of clothing: common belief holds that evil
spirits can be tl‘apped in the patterns, pl‘otccting the
wearer from temptation. Altsen carpets and tapestl‘ies
are breathtaking, and merchants in Stormreach have
been trading in Sarlonan textiles for centuries.

Another common artistic effort in Riedra is crystal
and glassware. Although such creations are primarily
functional, the smooth contours of Riedran glasswork
are noteworthy. Many people appreciate the novelty of a
crysteel glass that won't shatter when it is dropped.

Storytelling and song are an important part of the
daily life of most Riedrans. However, both arts are for-
mulaic and mired in tradition, and always revolve around
tales of the Unification, the glory of the Inspired, or the
Path oflnspiration. Foreigners usua]|y find them tedious
and repetitive.

Architecture
Riedran villages are simple and functional. Buildings
are formed from wood or stone, whichever is most con-
venient in the region. Structures are typically smooth
and rounded. Crystal shards are embedded into walls to
provide light; these are tied to the local hanbalan and fade
if pried loose from their housings. Doors in Riedran
villages rarely have locks or bars. Given the high level of
illiteracy, iconic imagery is used to identify the function
of‘huildings instead ufprinled signs.

Compared to the villages, Riedran bastion cities are
dazzling and strange. They are built from stone, cr)‘stee].
and sentira. The surfaces of buildings are curved and

A Riedran peasant weaves an altsen pattern

bent, and structures are magniﬁcently illuminated from
within. The sentira walls resonate with thoughts; inhab-
itants are often struck by traces of trapped and reflected
ideas or dreams. Usually these echoes are faint and inco-
herent, but occasionally a clear image comes through.

Cuisine

The people of Rhiavhaar, Pyl‘ine. and Ohr Kaluun eat
fish. Those of Dor Maleer are hunters by tradition.
Few other Riedrans eat meat, and many consider the
practice barbaric.

The mainstay of the Riedran diet is the pomow plant.
This fruit was developed by the Bountiful Horn (see page
54) during the first few centuries of the Riedran unifica-
tion. Its origin remains a mystery, but common belief is
that it involved metacreation techniqucs and wild zones
bound to Lammania. Pomow is a hardy crop that can
grow in a range of climates, and every part of the plam
has a use. The meat, root, and seeds can all be eaten, and
are 1‘emal‘kably high in protein: the core is filled with

juice; the bushy fibers around the stalk can be worked

into thread, much like cotton; and strips of the tough
rind are sharp enough to shave with. A pomow is a dark
purple spheroid, ranging from one foot to two feet across.
Pomow plants are remarkably fecund, and a stalk begins
growing new fruit as soon as the sphere is plucked.
Riedrans use a wide range of spices to add flavor
and variety to their common meal of pomow gruel. They

abstain from any sort of intoxicants.

Fashion
The average Riedran dresses in black, white, or brown

clothing. While simple and functional, these garments
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are often adorned with intricate altsen patterns. Colors
carry social implications. Green cloth is reserved for
agents of the Thousand Eyes. Orange and yellow are set
aside for elite soldiers of the Harmonious Shield. Purple
is reserved for the Chosen (or the inspired). Blue and red
are the colors of the Inspired.

Riedran commoners do not wear jewelry or use
cosmetics; people are encouraged not to stand out from
the crowd. Commoners often wear veils and head cloths,
both to provide protection from the sun during long
days in the fields and to deemphasize the importance of
personal appearance.

The Chosen and the Inspired are expected to dressin
amanner that honors their elevation from the masses; they
wear elaborate gowns and robes covered with colorful altsen
patternstraced in shining thread. The Inspired often wear
sentira accessories, especially armor and headdresses.
These curved coverings and horned crowns of glass often
add to the strange, alien beauty of the Inspired.

REBELLION IN PARADISE

The Inspired aren't omniscient. The Riedrans might
believe that the il-altas are all-seeing, but the quori are
not. In a nation of nearly fourteen million people, the
Thousand Eyes can’t watch everyone all the time. This
is especially true in the outer villages. Indoctrination
keeps most peop]e from turning againsl the [nspired.
and villagers report any strange behavior to the overseer
or priest (for the "victim's” own good, of course). But a
cautious dissident who takes care in his choice of confi-
dants can certainly survive in a border village.

Dissidence arises from many sources. The first path
is simple human nature. The Path oflnspiration restricts
emotion, choice, even the ability to dream. Perhaps a
villager hates the job he has been assigned. Maybe he has
been paired with someone he doesn’t like. Regardless of
his devotion to the Path, frustration can grow and fester,
until it ﬁna]ly exp]odes.

Another possibility is that a child develops forbidden
powers. A youth discovers a gift for sorcery or talent as a
wilder. He knows it only as the touch of an altavar. Does
he reveal his curse to the priest—likely disappearing
forever—or explore this birthright in secret, knowing
that he places his soul in jeopardy?

Some come to doubt the Path due to life experiences. A
friend is hauled away by the Thousand Eyes, a child is taken
to another village, a request for pairing is turned down.
Perhaps a villager sees something she can’t explain—an
inexplicable act of cruelty from an Inspired lord. Maybe she
discoversa magnificent ancient relic, and she can’t under-
stand why these kingdoms needed to be destroyed. Such
experiences can be exacerbated by peaccfu] contact with
foreigners—jolly Syrk traders, strange sailors from the Five
Nations, Adarans or dromites who swear that the Riedran
is being led astray. These seeds of doubt take years to grow,
but slowly, a Riedran could realize just how oppressive her
homeland is. At that point, the prison walls become visible.
If she speaks to anyone about her true feelings, she’s likely
to be reported. Even if she doesn’t, the Thousand Eyes
might pluck the truth from her dreams.

Some manage to hide their heresies and remain in
their homeland, possibly even spreading their beliefs to
others. A few collapse under the strain, suffering violent
emotional breakdowns that priests are quick to blame

on demonic influence. Others flee, seeking the Summit
Road to Adar, braving the Andnemun desert in hopes of
reaching Syrkarn, or stowing away on a vessel bound for
Khorvaire. The life of such a fugitive is a hard one, even
after the journey to freedom is over. Foreign customs are
strange, people are cruel, food and shelter are no longer
free. The night is full of chaotic thoughts—terrible after
years of soothing dreams. Many feel lost and alone,
yearning for the innocence that has been torn away. Some
channel that angst into fury, becoming bitter mercenar-
ies or criminals. Others fill the void with fanatical devo-
tion to a new cause. Either way, the loss is always there,
and PCs who are Riedran rebels should consider what
drove them away and what price they've paid.

NONHUMAN RIEDRANS

The population of Riedra is overwhelmingly human.
Still, a few nonhuman races have been incorporated into
Riedran society over the course of centuries. Members of
these races can be seen in most bastion cities.

Constant indoctrination and psionic reinforcement
have drilled the concept of spiritual evolution into the
Riedran consciousness. As a result, the typical Riedran
ogre truly believes that he is inferior to the average
human, but that he was born an ogre to fulfill a specific
piece of his destiny. As strange as it often seems to trav-
elers from Khorvaire, many members of these "lower
races” are the most loyal servants of the Inspired. They
believe they have farther to go in their spiritual journey
and must work that much harder.

Changelings: According to the Path of Inspiration,
the changeling stands between humans and the Chosen.
Her ability to assume different identities is a tool to help
her escape the prison of herself. She is preparing for
the selfless service that is required of the Inspired, and
eventually to abandon the body completely and become
pure spirit. Changelings are raised in the service of the
Thousand Eyes, and they spend most of their time hidden
within the Populace. assuming whatever identity serves
the needs of the Inspired. It is an austere, ascetic life. A
changeling should have as few attachments as possible
and be ready to sacrifice everything—name. idenlily.
possessions—at a moment’s notice.

A changeling in her natural form is treated with both
respect and a slight degree of awed fear by the common folk.
She might not be one of the Chosen, but she is a superior
being and, most likely, a member of the secret police.

This attitude serves to keep the changelings from
using their abilities against the Inspired. The typical
changeling believes that she is a heroine on the verge of
apotheosis. Should she instead use her powers for per-
sonal gain, she is sure to fall back into the spiritual mire.
Some manage to avoid or overcome this indoctrination,
but a changeling caught working against the Inspired
receives no mercy.

Changelings are usually experts, rogues, or monks,
occasionally mastering the arts of the assassin. A rare
few are trained in psionics arts, typically as telepaths or
soulknives.

Elans: So few in number that most Riedrans don't
even know they exist, elans hold the essence of quori spir-
its condemned to eternal impotence for crimes against
the quori, often involving endangering the stability of
Riedra. Elans undergo the same indoctrination as other



nonhumans, believing that they can reclaim the evil spirit
within through noble action—a true indignity for the pow-
erless quori, who can only watch as the elan draws on its
power. Some elans, whether by force of will or remnants
ofarebellious nature, ignore the Path and flee. Those who
remain are most often assigned to the Edgewalkers, where
their durability is vital.

Shifters: The Path of Inspiration teaches that savage
andsimple souls are incarnated as beasts. The shifter stands
at the threshold of humanity; he has earned the shape of
a human, but he must prove himself lest he regress to an
animal form in his next life. Almost all Riedran shifters
are part of the Taskaan Legion (also known as the Savage
Legion), the ruthless shock troops and household guards of
the Inspired. Each shifter line is tied to a particular il-altas
and serves the Inspired lord that currently channels that
spirit. The Taskaan uniform includes a leather collar bear-
ing the sigil of the lord of the line. Life for a Taskaan shifter
centers on war, and the greatest desire of the Taskaan soldier
is to die in direct service to his master. Such a death is the
surest path to spiritual advancement in the next life.

The breeding and training programs of the Tas-
kaan shifters focus on physical attributes. Members of
the Savage Legion are typically fighters and barbarians,
though some of the Inspired train their "hounds” to be
rangers and scouts.

Considered subhuman, a Taskaan shifter acting
in the name of his Inspired lord nonetheless gains the
authority to challenge even one of the Chosen. This is
a source of great pride for the Taskaan. They are slaves.
Like the other inhabitants of Riedra, however, they revel
in their chains and pity their "free” cousins.

Ogres: Over the course of many centuries, the ogres
of Borunan have been conditioned to abhor violence. The
strength of an ogre is a gift to be used in the service of the
nation, not squandered in brawling and battle. Most ogres
are devoted to heavy labor, and they are often found serv-
ing as miners, lumberjacks, masons, and in other roles
requiring strength, endurance, and patience.

Taskaan ogres are usually warriors or barbarians;
they lack the sophistication required to master more
complex vocations. The peaceful ogres are primarily
commoners, with a few exceptional experts.

Eneko—the mongrel ogres—are left to their own
devices in Syrkarn. They are rarely allowed to exist in
Riedra except as members of the Savage Legion.

Ogre Mages: The Path of Inspiration teaches that
the ogre mage is a vessel for a lesser altavar. That fact
explains the ogre mage’s mystical powers and fiendish
appearance. According to the doctrine, the ogre mage
has been crafted as a prison for the altavar; if the ogre
mage lives a noble life of service to the Inspired, he can
actually redeem the evil spirit trapped within him. Such
a tremendous \-'il:ll:ll‘)r surer earns the ogre mage great
advancement in his next life. Of course, the evil spirit
tempts the ogre mage, encouraging him to use his power
for personal gain or even trying to get him to turn against
the Inspired. To do so might bring power in this life, but
it forever dooms his soul. Regardless of conditioning,
ogre mages are constantly watched by the Thousand Eyes,
the Inspired, and by their own kind.

Combining intelligence and power, ogre mages fill
many roles. Still, the Inspired are unwilling to trust them
with true authority. Ogre mages are usually trained as

experts, fighters, or monks. The most skilled serve the
Taskaan Legion and the Thousand Eyes, while others
help to coordinate the civil labors of their less intelligent
ogre cousins.

STATE OF THE NATION

Riedra’s provinces are divided into territories known
as spheres. A sphere is a circular region centered on a
fortress-city called a bastion, which is ruled by a particu-
lar Inspired lord. The territory takes its name from its
master—the city of Durat Tal is in the Sphere of Surasek,
in the province of Corvagura. All Inspired hold the title
of Lord or Lady; the ultimate leader of a bastion carries
the title of Eidolon.

The typical bastion is a metropolis, and many of them
rival Sharn in population. They are centers of industrial
production, supporting the bulk of a sphere’s troops.

Surrounding a bastion is a network of villages,
spread out in as orderly a manner as possible, taking
environmental factors and resources into account. A
sphere contains dozens of villages. Most villages focus
on agriculture and simple industry. Although some
variance in styles and customs exists from province to
province, villages within a sphere are virtually identi-
cal. No thorps, hamlets, or towns can be found—when a
populations rises to a sufficient level, the Inspired draw
off the excess to create a new village.

Riedran villages are functional and ascetic in
design. The community is centered around a building
that serves as a dining hall and a public assembly, where
people gather to listen to the sermons of the local priest
or to hear stories of the glorious deeds of the Inspired.
Villagers live in communal dormitories, with separate
houses for children.

While Riedra has no lightning rail, villages and
spheres are linked by a comprehensive network of main-
tained roads. The Inspired also have a secret system of
psionic teleportation circles at their disposal, passing through
the central hub of Durat Tal. The number of gates is
limited. The Inspired can teleport cargo directly from
Dar Jin to Durat Tal, but getting those goods to the vil-
lage of Keloor requires a caravan.

WHO RULES RIEDRA

The rulers of Riedra are the quori. All important deci-
sions concerning the fate of the nation are made in Dal
Quor. The bastion lords don't gather in Riedra to debate
policy, because such councils are held in Dal Quor. To
a foreigner, it seems that the bastion lords and generals
of the Harmonious Shield operate unilaterally; however,
they all act in perfect accord with the plans formulated
in the Region of Dreams.

While the destiny of Riedraisset in dreams, a complex
bureaucracy manages its daily affairs. The Inspired hold
the top tier. A powerful Inspired noble rules each bastion
city, and Inspired serve as generals, ambassadors, inquisi-
tors, and high ministers. Although mighty Inspired are
rare, lesser Inspired serve throughout society, in positions
where trust or psionic power are 1'equired‘

Beholden to the Inspired, the Chosen dedicate them-
selves to being worthy of inhabitation by an il-altas. They
manage the bulk of the administration of Riedra, also
serving as officers in the military. Chosen overseers govern
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most villages. The most important positionsare granted to
Chosen who served as Inspired before their quori spirits
moved on to other hosts; after decades of possession, the
minds of these individuals have been molded by the quori,
and they are fully trusted by the overlords.

Whether Inspired, Chosen, or commoner, Riedrans
serve in one of four groups: the Unity, the Thousand Eyes,
the Harmonious Shield, or the Dreaming Dark.

The Unity
The Unity forms the foundation of Riedra, and the
majority of the population serves one of its branches.
While each branch of the Unity has its own ministers,
the seven arms work together in the service of the nation
and answer to the local bastion lords. This arrangement
separates the Unity from the Thousand Eyes and Harmo-
nious Shield, which follow different chains of command.
All branch high ministers are psions (EPH 19).
Bountiful Horn: This branch oversees agricultureA
Farmers are servants of the Horn, while Chosen admin-
istrators tend to storage, distribution, and p]anning, Dul
Maar is the seat of the Horn, and its high minister is Lady
Tantashar (LE female hashalaq Inspired nomad 14).
Industrious Forge: The Forge manages industry,
from the acquisition of raw supplies to the production
and distribution of finished goods. Lord Malukath (LE
male hashalaq Inspired shaper 15) guides this branch
from the massive bastion of Dul Kalent.

Sturdy Wall: This group tends to the infrastructure
of the nation, construction, villages, bastions, roads, and
the monoliths. It is based in the bastion of Dul Borin
under the leadership of Lord Laneth (LE male hashalaq
]nspired shape:" 14).

Healing Hand: Overseeing the health of the people,
servants of the Hand rely largely on the Heal skill to care
for their charges. Bastions include multiple halls of the
Hand. Most people receive mundane healing, but bastion
halls might have access to more powerful tools, such asa
cradle of healing (page 139).

Allhough the Healing Hand is gcncrally benevolent,
it has its darker side. Euthanasia is perfectly acceptable in
Riedran society, and the needs of the nation always come
before those of the individual. If someone who has a genetic
condition, agrievous injury. or aserious contagious disease
cannot be easily cured, he is killed. The Healing Hand also
disposes of the dead, typically through cremation.

Lady Xushila (LE female usvapna Inspired egoist
15) leads the Healing Hand from the bastion of Dar Ilash
(usvapna quori are also known as dream masters, see Magic
of Eberron 148).

Sheltering Hearth: The duties of the Hearth
range from sanitation to disaster relief. Leaders of the
organization serve as liaisons with the other branches of
government: if a p]ague breaks out, the Hearth works
with the Healing Hand and the Thousand Eyes to isolate
and kill those infected before the disease can spread.

F——ﬁ

Tue LAwW OF THE LAND

It is a crime for a Riedran to possess anylhing that has
not come to him through official channels. The method
of acquisition is irrelevant. Whether someone deals with
the black market or steals goods, possession of unau-
thorized goods is a erime. Contraband goods are always
confiscated. This rule does not apply to foreigners, but
no Riedran is allowed to accept goods from strangers.

Any form of violence against a citizen of Riedra is
illegal. Thousand Eyes or Harmonious Shield agents can
be violent in pursuit of their duties.

It's a crime to chal]enge anyone who holds a hig]‘ler
rank or disobey a command from a social superior. How-
ever, if the challenge proves true, such as when a Taskaan
shifter identifies corruption in an officer, the "crime”
becomes a rewarded act.

Aside from the Chosen and the Inspired, only
authorized individuals are permitted to study any form
of magic or psionics. Such abilities are to be used only
in the service of the nation. Foreigners aren’t persecuted
for having supernatural abilities—it’s well known that all
foreigners traffic with fiends—but lhey are arrested and
punished if they turn these powers against Riedrans.

The widest category of crime is that of corruption.
Thisincludesany action that could draw an honest Riedran
off the Path of Inspiration and imperil her soul. Challeng-
ing the benevolence of the Inspired, teaching new skills
or ideas, and offering people goods they don’t normally
receive are all acts that can draw punishment. Open
practice of any religion besides the Path of Inspiration is

also strictly forbidden. A foreign cleric of the Sovereign
Host can wear his holy symbol and heal a companion, but
he mustn't discuss his beliefs with Riedrans, perform any
sort of sacred ritual, or use any form of divine magic—even
a benevolent spell—on a Riedran citizen.

Most minor crimes are punished by a varying term
of solitary confinement, along with counseling by the
local priest. Given their indoctrination and communal
nature, Reidrans find isolation frightening and punish—
ment enoug}l. The shame ofbeing marked as even a minor
criminal or deviant is weighty to a Riedran as well.

In the case of more serious crimes, the criminal simply
vanishes. Sometimes the individual is taken to the local bas-
tion reclamation center, where she is subjected to intense
psychological conditioning. Even if someone emerges from
a reclamation center, she is assigned to a new community.
Otherwise, the criminal is summarily killed. Executions
are not public, but it is well known that anyone taken by
the Thousand Eyes never returns to her prior life.

As for foreigners, minor crimes performed in
ignorance might be dismissed with a warning. In the
case of a violent crime or use of magic against a Riedran,
the offender’s goods are confiscated, and he is usually
deported or executed. If the Inspired believe that a crim-
inal has valuable information, he might be held in a rec-
lamation center while they obtain it. Still, the Inspired
do not believe in long incarcerations. Captured PCs must
escape quick[y ifthey hope to avoid execution.

The Inspired stand above all laws.
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The fate of Riedra is determined
on Dal Quor

The Hearth can request the aid of the Thousand Eyes
but cannot demand it. Lord Dulateth (LE male hashalaq
Inspired nomad 13) directs the Hearth from the bastion
of Dar Uldane.

Guiding Path: This branch oversees education and
religion. [t is responsible for raising children, a task that
involves equal parts education and indoctrination. When
a youth becomes an adult, the pathfinders choose his
trade and his pairing. The Guiding Path is led by Lord
Sul‘a.‘iek ( LE T“'dlf ka|al‘aq lnspil‘erl seer 20) f'l'O'lTl T.I'l(' Clt\’
of Durat Tal.

Iron Gate: The Gate deals with foreign affairs,
including trade and dip]omacy. It oversees all traffic
between Riedra and other nations; any Riedran who
could come into contact with foreigners—from sailors
to servants—is carefully vetted. Lady Tureya (LE female
usvapna Inspired telepath 15) oversees the Iron Gate
from the port of Dar Jin.

The Harmonious Shield

The Harmonious Shield is the army that stands between
Riedra and the countless d;lngers of the outside world.
Whether the}"re ﬁghting the treacherous kalashtar on
the Adaran front, combating dromite f‘OI‘il}'.S. huming
dwarves in Dor Maleer, or battling skulks in the ruins
of Ohr Kaluun, the soldiers of the Harmonious Shield
serve the Inspired on the field of battle.

The Harmonious Shield maintains garrisonsin the
bastion cities. and it has independent fortresses spread
along the I)O]'del's a]"ld irl areas de{’]'n('d to be CS})EC la]l\'
dnngeruus. !hf IEI 1'gl’5[ FO]'T.I'?SSES are Cﬂ“t’(l kinta“'ls. 'Tlltl‘l\_«'

are connected b}' permanent fde‘bormtmn circles, which allow
swift transportation oftrrjops and supp|ies, Kintams can
be the size of cities, and new recruits are usually dispatched
to a kintam to learn their trade.

Years of psychic indoctrination teach soldiers that
honorable death in battle is the surest path to advancement
in the next life. Discipline within the ranks is strict, and
looting and rapine are serious offenses. A soldier needs
nothing that isn't given to him by the Inspired. The same

training burns mercy and empathy from the minds of
g ) path)

Riedran soldiers, so a servant of the Shield feels nothing
for the people he kills. This conditioning doesn't always
take hﬂld. hU\’\'E\"er. il]'l(l a fe“' l'ecrl.lits Flnd lhemselves
horrified |)}' the brutal actions lhey must per'i‘orm. Such a
warrior must either suppress these emotions or find a way
to escape before his "weakness” is discovered.

Riedran warriors believe they are fighting for a holy
cause against monsters and those corrupted by evil spir-
its. Fiercely devoted to their nation, they are no more evil
than the [}-pical Brelish conscript or knight of Thrane.

The Harmonious Shield trains and equips troops for
a \"al'iet)' U{I‘OIES: most soldi(‘l‘s are 2nd—|Eve1 W'al']'iol's.

Stune Snldiers: Thesc \‘\"al—l'iU]'S usua“y ha\'e two
i‘eals f'l'()]Tl an‘long Tough ness, Pﬂwel_ Altﬂfk. and Shlel(i
Wall. Most are equipped with chainmail, ID]’!g’SWOI'd&i.
and la rge shields, supp]emenled by troops wielcling reach
polearms. Elite stone soldiers have fighter levels, and
they're equipped with banded mail and tower shields.
Stone soldiers are typically assigned to defend fortresses
orto battle the Akiak dwarves or dromite hives—situations

where durability is more important than speed.
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Air Soldiers: These troops generally have Point
Blank Shot and either Far Shot, Precise Shot, Rapid
Shot, or Ready Shot (Heroes of Battle 99). They are equipped
with longbows and studded leather armor, and they're
expected to stay distant from the enemy. Elite air soldiers
are fighters, taking Weapon Focus or Weapon Specializa-
tion in addition to the feats given above. Such soldiers
have masterwork composite ]clngbclws. Air soldiers can
be found on most fronts.

Fire Soldiers: Wearing
chainshirtsand carrying
shortbows and great-
swords, these soldiers
take Weapon Focus,
Weapon Specializa-
tion, Power Attack,
and Cleave. Physi-
cal skills—such as
Climb—are also
important. Fire
soldiers are often
used in raids
on Adar, when
speed and the
ability to hit
hard and fast
are vital.

Water Sol-
diers: The spe-
cial forces of the
Harmonious
Shield, most
water soldiers
have levels in
ranger, scout, or
monk. Stealth
aI'll'I Pf‘l‘l:e])—

tion are criti-

cal, afong with

the abi].ity to

move and react
Swif‘t]_\', A

water soldier’s

gear dependson

the soldier’s spe-
cialties and the
assignment. Water
soldiers work inde-
pendent of the other
units, in small squads.
Although they're occa-
sionally sent into Adar,

water soldiers are typically used in
strikes against dissident groups.

Bastion Guard: These soldiers work with the Thou-
sand Eyes to maintain order in Riedran cities. This is
considered the worst duty within the Shield, since bastion
guards rarely see combat. Guards who embrace their duties
often take ranks in Gather Information, Knowledge
(local), and Sense Motive.

Edgewalkers: These survivalists patrol the borders of
the wild zones and other dangerous regions, keeping the
horrorswithin from escaping to harm innocent Riedrans.
The Edgewalkers are discussed in detail on page 68.

The Thousand Eyes defends

Riedra from within

Harmonious Sail: The Riedran navy transports
soldiersand patrols the coasts in search of smugglers and
would-be infiltrators.

Horned Guard: This elite force is a corps of ogre
mages, indoctrinated into service as one of the most
powerful weapons at the Inspired’s disposal.

Savage Legion: Also known as the Taskaan Legion,
this group of shock troops is composed of nonhumans—
primarily shifters, but including ogres, half-giants, and

a few eneko. Each bastion
lord has his own Taskaan
guards, raised from
birth to serve their
[nspired master.

SleepingSword:

Made up entirely
of Chosen and
Inspired (tsoreva
quori under the
command of
du’uloraspirits).
this elite force is
valued both for
its power and its
unquestioned
loyalty. It is
assigned mis-
sions requiring
psionic power
and utter ruth-
lessness. Members
of the Sleeping
Sword are typically
soulknives, psychic
warriors, or divine
minds; a few are
monks, employing
the Tashalatora tech-
niques EISO USCd by
the kalashtar.
Others: The Shield
alsohasaccesstoasmall
corps of clerics of the
Path of Inspiration.
These holy warriorsare
reserved for the most
dangerous and crucial
operations.

Command: Har-
monious Shield troops

are commanded b)’ C]'IOSED
and [nspired. who are typical]y psychic
warriors, soulknifes, nomads, or kineti-
cists. The High Minister is the legendary
Lord Zoratesh (LE male kalaraq Inspired kineticist 20).

The Thousand Eyes

To a Riedran, no one in his right mind turns against the
Inspired. Those who do are clearly victims of altavar influ-
ence. Someone has to hclp these victims ifpossih|c. ordo
whatever is necessary to ensure that they do not threaten
innocent souls. Those tasks fall to the Thousand Eyes.
The Thousand Eyes administers justice across
Riedra and maintains the reclamation centers. Public
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agents of the Thousand Eyes—easily identified by their
gfce]'l unifc}l‘l'ns and gcllden bﬂdges Of Ofﬁ(‘.e—can be
found lhroughout any bastion, and peop]e take comfort
in knowing that these guardians are watching. Far more
dangerous, however, are the secret members of the Eyes.
Nearly anyone in Riedra could be an agent. Further-
more, even when no one is around, remote Lr:'eu'ing(EPH 129)
allows the Eyes to see the deeds of malefactors.

Agents of the Thousand Eyes are typically human,
Chosen, or changeling. The bulk are simply observers,
Ist- or 2nd-level experts who have maximum ranks in
Disguise, Hide, Listen, Gather Information, Knowl-
edge (local), Move Silently, Sense Motive, or Spot, along
with a Craft or Profession skill used as a cover. More
capable agents tend to be rogues or monks, specializing in
observation and stealth. Chosen and Especia]ly honored
changelings are trained in the psionic arts—seer, nomad,
telepath, and lurk (Complete Psionic 13) are the most common
paths within the Thousand Eyes. When force is required,
the Thousand Eyes calls on bastion guards or the Sleeping
Sword, but it also maintains a covert corps of changeling
masquers (see page 68), psychic warrior/monks, and soul-
knife assassins.

The city of Dul Zeer is the Thousand Eyes'
grcatt‘.sl st l‘onghold. Here. a netwur‘k Of remof(*
viewing crystals allows agents to scry across
the continent, and teFe‘burtaﬁnn circles let
them dispatch forces to any bastion
or kintam. Agents in villages can
be alerted through dreams. In
an emergency, nomads can
teleport forces to the site of
a disturbance.

The high minister of
the Thousand Eyes is Lady Sharadhuna (LE
female kalaraq Inspired telepath 20).

The Dreaming Dark

Officially, the Dreaming Dark holds no power in Riedra.
Most Riedrans have never heard of it, and they would
reject any attempt to link it to the Inspired as kalashtar
propaganda. Even if presented with clear evidence of
an [nspil‘ed working for the Dreaming Dark, a Riedran
would likely dismissitasa tragic case in which one of the
noble Chosen fell prey to an altavar, not an indication of
duplicity on the part of his government.

Nonetheless, the Dreaming Dark wields great influ-
ence in Riedra. All quori bow to the authority of the
Dreaming Dark, and all Inspired provide the agents of
the Dark with whatever they require. Many quori that
serve the Dreaming Dark have Chosen vessels spread
throughout the Unity, the Thousand Eyes, and the
Harmonious Shield. This influence allows agents of
the Dreaming Dark to take direct action within Riedra
whenever it suits their needs.

The Dl‘eaming Dark has little need to act within
Riedra, however. It seeks to destroy the kalashtar and to
spread the influence of the Inspired. Agents of the Dark
can be found in Sarlona, Khorvaire, and Xen'drik.

Agents of the Dreaming Dark are largely Chosen,
although the quori have used mind seed (EPH 119) to sub-
vert members of other races. Most Chosen who serve the
Dark are groomed for this service from birth, ensuring
that they possess the skills and devotion required. These

Symbol of the
Dreaming Dark

Chosen families call themselves the shadow lines. They
are aware of the power they serve, and they believe that
through their service they're destined to become quori
after death.

Agents of the Dreaming Dark follow one of three
paths. Thoughtstealers are the spies of the Dark, gener-
ally trained as seers or telepath/rogues. They're often
guided by tsucora spirits. Dominators twist the thoughts
of others, and they're usually telepaths tied to hashalaq
and usvapna quori. Last are the dreamblades, the
assassins of the Dreaming Dark. They combine levels
in monk, rogue, assassin, or soulknife with a psionic
class, typically nomad, kineticist, or psychic warrior.
Dreamblade monks take the Ascetic Psion feat (see page
115). Most dreamblade Inspired are bound to tsucora
spirits, but a few are tied to du'ulora or usvapna. The
Dark has an elite corps of dreamblades trained to fight
psionic foes. This unit includes psions who use powers
such as dispel psionics (EPH 94) and null psionics field (EPH 122).
Such specialists are deployed against kalashtar and
rogue shadows (mind seeds who have turned against
their Inspired creators).

The Dreaming Dark has no official pres-
ence in Riedra. It's highly decentral-
ized. Nonetheless, Dar Jin contains
facilities that function as headquar-
ters for the Dark, especially for
those agents moving between
foreign assignments. Dul
Catun, Dar Ulatesh, and
Dul Mirn are centers of
the shadow lines.

The Devourer of Dreams
is the overlord of the Dreaming
Dark. Between his many duties and
the risk—however slight—that some-
one on Eberron could bind him, the
De\'oure]" rarely ]eaVES Da] Quor. ln
his absence, the most influential member of the Circle
of Night is the dominator Tirashana (LE female usvapna
Inspired telepath 18), a ruthless and deadly spirit who has
spread a network of mind seeds across Eberron.

FOREIGN RELATIONS

Most Riedrans never leave their villages, let alone travel
to foreign lands. However, the Inspired know of and have

plans for the lands beyond Riedra.
Adar

Once Adar was a land of refuge, a sanctuary for those
who could find no place in the twelve kingdoms of central
Sarlona. Today, it is the one land most Riedrans uni-
form|y despise. [nspired have drilled fanatical hatred
of the kalashtar into Riedrans. The typical farmer
believes that if the Harmonious Shield let down its
guard, the kalashtar could destroy the Inspired and
lay waste to Riedra.

Although they would like nothing better than to
destroy the kalashtar, the Inspired still remember the
losses suffered at Kasshta Keep. They believe that the
hanbalani will give them the power they need to preserve
the Dreaming Dark. The continued siege of and periodic
strikes into Adar keep the kalashtar trapped and on the
defensive. For now, that's all the Inspired need to do.
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Syrkarn

Few Riedran commoners have any interest in the people
of Syrkarn. Those who live on the borders occasionally
see Syrk merchants. The common folk do not interact
with strangers, but a village overseer might engage in
trade. Human Syrks aren’t trusted or allowed to move
deep within Riedra, but if they approach in peace, they're
usually greeted hospitably.

Riedra maintains a number of fortresses along
the Kasshta River and Jathara Sound between Syrkarn
and Adar. These serve as focal points for Inspired
operations within Adar. The Inspired have no inter-
est in conquering Syrkarn. The lel‘rit{)l‘y is too large.
the population too low, and they are still concerned
about the lingering threat of the rakshasa rajah buried
beneath the realm. However, the Dreaming Dark takes
whatever actions it deems necessary to prevent Syrkarn
from becoming a threat to Riedra. Thoughtstealers and
dominators foment dissension between the tribes, and
dreamblades might be sent to deal with truly danger-
ous leaders or anyone delving too deeply into the dark
magics of the past.

Tashana Tundra

Riedra has little use for the Tundra. Like Syrkarn, the
land is large, harsh, and sparsely populated. Few people
exist to manipulate and draw power from. The Inspired
do maintain a few fortresses in the north, both as stag-
ing areas to deal with the Akiak dwarves and as bases
for mining operations. The continued construction of
hanbalani requires a constant flow of deep crystal, and the
Tundra holds many rich veins of that material. These
mines are a frequent target of Akiak attacks, and the
soldiers of the north must always be on guard.

Most Riedran commoners know nothing of the
north. The humans of Dor Maleer occasionally trade with
shifters, but bitterness exists between Tashana’s shifters
and those of the Savage Legion. Any encounter between
the two invariably results in bloodshed.

Aerenal and Argonessen

To date, the Inspired have kept their distance from the
lands of the dragons and the Undying Court. Interac-
tions generally occur on foreign soil, either in the courts
of Khorvaire or in Stormreach on Xen'drik. No hostility
i1s apparent between these powers, but the ancient elves
and mighty dragons watch the ]nspired with great inter-
est. Perhaps their inaction means that they're unaware
of the quori agenda. or perhﬂps lhey feel that they have
nothing to fear from the outsiders.

Khorvaire

The first contact between Khorvaire and Riedra occurred
on the neutral ground of Xen'drik, and much trade has
passed through this gateway. During the Last War, Riedra
provided nonmilitary assistance to many of the war-
ring nations. Inspired ambassadors came to the courts
of the Five Nations, occasicna]ly serving as mediators
between opposing forces. Seen as impartial outsiders,
they're respected for their appal‘ent wisdom and empalhy.
During this time, the Dreaming Dark gained a foothold
in Khorvaire. For the last century its agents have been
spreading across the continent, sowing dissension and
subverting agents for future use.

Today Inspired ambassadors can be found in every
metropolis and many of the large cities of Khorvaire.
Most ports have small Riedran communities. Riedran
goodsare becoming more common. On the sordid side of

F——ﬂ

DRAGONMARKED HOUSES IN RIEDRA

Dragonmarked houses have almost no power in Riedra.
The Inspired don't rely on house services, so they've made
few concessions to the barons. Further, the resources of
the houses are half a world away. The houses operate
under restrictions inside the port city of Dar Jin, and
they have no operations outside that city.

House Cannith cannot create or sell arms, armor,
or magic items of the conjuration, enchantment, evoca-
tiOn. or ﬂecl‘QmaﬂCy SChOOISA

House Deneith is permitted to maintain a force
of only fifty soldiers. It has been warned of dire conse-
quences should these troops cause trouble in the l:ity.

House Jorasco is not permitted to raise the dead, and
the Jorasco enclave does not have an altar of resurrection.

House Kundarak has no outlets for its extradimen-
sional vault network in Dar Jin. It would be all too easy
to adapt this enterprise to smuggling.

House Lyrandar has not been allowed to construct
a docking tower, and airships that cross the borders of
Riedra might come under attack. Lyrandar scions have
been warned not to interfere with the weather.

House Orien is forbidden from teleporting anyone into
or out of Riedra, although this edict is difficult to enforce.

Although no official restrictions are placed on
House Phiarlan and House Thuranni—since they theo-
retically only trade in entertainment—the Thousand Eyes
keeps a close watch on these enclaves, and the elves know
it. The houses of shadow are gathering information,
but they're keeping a low profile, accepting no tasks that
could jeopardize their standing in Dar Jin.

The house enclaves are small, and they're not as
commercially oriented as those found in the major cities
in Khorvaire. They cater primarily to foreigners. This
situation is useful for the Inspired; the presence of Ghal-
landa hostels means that no Riedrans have to provide
hospitality for outlanders within Dar Jin. More impor-
tant, the enclaves serve as embassies for their houses. As
the houses begin to define their role in Riedra, strategic
alliances become ever more important.

The possibility lingers that the Inspired opened
Dar Jin as a trap, bringing foreign ambassadors and
dragonmarked scions into a controlled environment
where lhey can be subverted to the Riedran cause.
Regardless, the longer the Inspired observe the dig-
nitaries, the more effective any future substitution or
subversion will be.
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trade, the sale of dreamlily has become a major industry
in the underworld of Khorvaire.

While the Inspired have been providing material
aid to many nations, their strongest foothold in Khor-
vaire is in Q'barra. King Sebastes is currently receiv-
ing military support from Riedra—the Harmonious
Shield has established garrisons in the region around
Newthrone to help defend the settlers from lizardfolk
attacks. In the process, they are working to spread Rie-
dranvalues. Rumors say that construction has begun on
a hanbalan.

Given their extensive presence, the Inspired have
much to offer. If war looms anew, Aundair could seek
Riedran aid to defend itself from the larger armies of
Thrane or Karrnath. A desperate move, certainly, but
perhaps Queen Aurala will be swayed by vivid dreams of
the power such an alliance might bring.

Kings and queens are not the only people who deal
with the Inspired. Even though Riedran commoners
rarely mingle with foreigners, Inspired ambassadors
and their staff are active in their communities. Exotic
and clever, these beautiful strangers fascinate the upper
crust of Khorvaire. In Sharn, Ambassador Jorasesh often
gives impromptu lectures at Morgrave University. Both
Jorasesh and his aide Helkashtai can be found at all of
the major galas and social events of the city.

Although the Inspired have extended their hand
to Khorvaire, they have been reluctant to let foreign-
ers visit Riedra. It is only recently that any outsider has
been granted permission to venture beyond the foreign
quarter of Dar Jin and Dar Ulatesh.

Xen'drik

The Riedran city of Dar Qat was established by the
Inspired; centuries later, the freebooters who made a
living preying on Riedran shipping established Storm-
reach as a hub for those activities. In time, the Inspired
came to power there, interested in the raw resources of
Xen'drik, specifically dragonshards, deep crystal, and the
raw materials for crysteel. But Xen'drik also holds secrets
of the previous age of Dal Quor and the war between the
giants and the ancient quori. The Dreaming Dark is eager
to learn about the quori of the previous age.

NOTABLE RIEDRANS

Thousands of powerful individuals make up the elabo-
rate Inspired hierarchy. Thousands of aides, warriors,
and spies serve them. Here are a few examples.

DEVOTION
LN female changeling rogue 7

Personal identity has no value to Devotion. Service
to the Thousand Eyes is the center of her existence, and
names, faces, and personalities are simply tools she uses
in this task. Her skills and dedication have earned her
the personal interest of Lady Sharadhuna. Devotion is
often assigned sensitive missions on behalf of her mis-
tress. She could be sent to observe the PCs and to interact
with them in avariety of guises, testing their reactions to
different situations and offers. Should Lady Sharadhuna
decide to involve the characters in her rivalry with the
Dreaming Dark (see Dissension in the Ranks, page 61),

Devotion is her emissary.

Devotion has no single favored form. While she has
a few cover identities she uses in her work, if no specific
face is required, she wears a new one every day, changing
voice and mannerisms to match. Her one defining trait
is her utter loyalty to Lady Sharadhuna, and no offer can
tempt her to turn on her mistress.

ILAAN, UNCHAINED DREAMER

CN male human expert 3 (Dream of Contact, Dream
Scion, Dream of Truth)

Though onlya child, Ilaan has an innate connection
to dreamspace—a gift that has given him wisdom beyond
his years and hardened his mind against the indoctrina-
tion of the Inspired. He can't control his dreaming, and
he rarely grasps the cryptic images he sees, but occasion-
ally he wakes with a vital insight about the present or the
future, and he always feels obliged to act. These oracular
visions guided him to a local cell of the Unchained, and
they might guide him to the PCs. In this way, if the char-
acters are in desperate need of direction, this strangely
mature boy might approach them. Once the PCs have
encountered Ilaan, he might reach them in the future
using the Dream of Contact feat.

It might be that Ilaan’s youth has shielded him
from the eyes of the Inspired. Or it could be that his
"visions” are in fact dreams sent by one of Riedra's
overlords, who is using the boy to guide the party down
a particular path.

KESHRAA THE FALLEN

NE male changeling telepath 13

Once an agent of the dragons of Argonnessen, Kesh-
raa was mind seeded by Lady Sharadhuna of the Thousand
Eyes. Draconic discipline, an indomitable will, and the
innately slippery thoughts of the changeling were pitted
against quori power, and a new being arose in the after-
math, one who had the memories and cunning of the
kalaraq spirit but no loyalty to Dal Quor or Argonnessen.
Now calling himself Keshraa, this changeling eluded his
captors and disappeared.

Keshraa is a mastermind engaged in a complex and
ruthless vendetta against the quori who created him.
Although he frequently works with rebels and dissidents,
he is utterly amoral and doesn’t care what happens to
the Inspired, Riedra, or Khorvaire. His only interest
is the game he is playing with Lady Sharadhuna and the
Thousand Eyes. He might help those who are working
against the Inspired, but Keshraa does nothing out of
kindness. If he provides assistance, that help is serving
his purposes.

This rebel changeling could hold influential posi-
tionsin any of the dissident groups described in the Plots
section, though he considers these groups to be nothing
more than tools. He might appear out of nowhere to help
PCs in their hour of need, wearing the face of a priest,
a soldier, or even one of the Inspired. He has absolutely
no regard for human life. Still, in Sarlona, the help of a
villain might be the best one can hope for.

Keshraa has turned a number of Chosen against the
Inspired, and he could serve as a mentor to a Chosen PC.
He claims to see a reflection of himself in the character—
the vessel turned against the Inspired. Does he truly have
an emotional bond with his protege, or is this one more
ruse intended to create a more effective weapon?
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When dealing with Keshraa, remember that he has
the cold cunning of a prince of nightmares, and that he
has successfully eluded the Thousand Eyes for almost
a decade. His intellect is a far greater weapon than his
psionic powers. If he is forced into battle, something has
gone terribly wrong for him.

LORD SULATESH

LE male du'ulora Inspired psychic warrior 12

The du'ulora champion Lord Sulatesh commands
Kintam Ulakhun, the great fortress that watches Kaas-
hta Keep from the edge of Syrkarn. Sulatesh has com-
manded this front since the war began—he was present at
the first disastrous siege of Kaashta, and he still thirsts
for vengeance. Sulatesh is a cruel being who takes great
pleasure in torturing his foes, both on the battlefield
and in his dungeons. The kalashtar and agents of the
Summit Road who fall into his hands suffer for weeks
before being allowed to die. While the tortures Sulatesh
devises are horrifying, this obsession could provide the
time rescuers need to liberate a prisoner, or it could give
prisoners time to devise a plan of escape.

Although cruel to his foes, Sulatesh treats his troops
well and is loved by his soldiers. Many are disturbed by
the practice of torture, but most accept their lord’s expla-
nation that it is a necessary tool to purge the prisoners of
the altavars that possess them. A few, however, are deeply
troubled by what they have seen, and these doubters could
come to the aid of prisoners in Kintam Ulakhun.

RUUKRA, HORNED GUARD
LG female ogre mage fighter 1

This ogre mage is an imposing sight, ten feet of
muscle sheathed in chainmail. Her skin is icy blue, and
her horns are glistening black ivory. Ruukra is especially
devoted to the Path of Inspiration and the belief that
through good works, she can purify the demon within.
She is lawful good, and when she is off the battlefield
she goes out of her way to show compassion to others. In
battle, she acts with honor—she shows no mercy to those
she believes to be tools of evil, but she will not condone
unnecessary cruelty among her companions. Although
brave, she is a wise warrior and knows when to retreat to
fight another day. If she is seriously injured, she typically
turns invisible and takes to the air, staying out of her
enemy’s reach while she regenerates. As with all members
of the Horned Guard, she has been forbidden from using
her change shape power. The priests say that the body of the
ogre mage is designed to hold the altavar, and changing
shape weakens those bonds and lets the spirit influence
the ogre.

Ruukra can be encountered on the borders of Adar,
or as a guardian of the peace in a bastion city. She ini-
tially opposes the PCs, but if they act with honor, she
might come to respect them. Ruukra isviolently opposed
to the Horned Shadow, and a joint battle against the
Shadow could easily cement a bond between her and the
PCs. Eventually, she might come to realize that the PCs
are more honorable than her Inspired masters. Although
she will never abandon the Path of Inspiration, she could
turn against the Inspired.

Despite her fearsome appearance, Ruukra is calm and
compassionate. She never lets anger show, even in battle.
She pities her opponents rather than hating them.

PLOTS

Despite the quori’s indoctrination and the Thousand Eyes’
vigilance, many dissident groups exist in Riedra. Akiak
dwarves hunger for vengeance. Kalashtar are always looking
for opportunities to strike against the Inspired. Beyond con-
flict with the [nspired, many adventures await in Riedra.

ANCIENT RELIGIONS

Worship of the Sovereign Host takes many different forms.
The giants of Xen'drik and the eneko of Syrkarn worship
Banor the Bowhunter. The orcs of the Shadow Marches
call this god Baalkan the Beastlord. In the Five Nations,
he is Balinor, the Sovereign of Hunt and Horn.

The form of worship common throughout Khor-
vaire had its roots in the ancient kingdom of Pyrine; the
people of Ohr Kaluun called on the Dark Six for power.
The names and icons of these gods are familiar to any
modern student of religion, but what has been lost over
the course of thousands of years? What sacred relics are
hidden in ruined vaults? Might the inscriptions carved
into the walls of a crumbling shrine reveal new ways
to invoke the gods, unlocking spells long forgotten or
revealing ancient prophecies lost in the Sundering?

The nation of Khalesh was devoted to the couatl,
venerating the force of light these beings created through
their sacrifice. Despite the differences in doctrine, for
all intents and purposes their religion is a mirror of the
Church of the Silver Flame. The ruins of a Khaleshite
shrine could hold relics or secrets that could empower
Thrane's dominant religion or turn it on its head.

Suppressed Sarlonan religions can be a means to
introduce divine spells presented in supplements such as
Complete Divine and Faiths of Eberron. Instead of having a cleric
suddenly realize he knows about spells he has never used,
he could discover those spells in ancient texts. Perhaps
any cleric of the Sovereign Host has the potential to cast
recitation, but the ritual involved has been long forgotten,
only to be uncovered in the ruins of Pyrine.

Getting the PCs Involved: The mosaic floor of a
Sovereign temple shows a map of Sarlona, but it has no
key. A sacred text holds the answer, but the book can be
read only by someone wearing a treasured holy amulet. As
the adventurers attempt to gather these items, they find
themselves under constant attack. But who is opposing
them? Agents of the Dark Six? Priests of the Sovereign
Host? What terrible secret lies in the Sarlonan shrine?

THE BROKEN THRONE

Twelve nations collapsed during the Sundering, folded
into the realm of Riedra. Old customs were wiped away,
castles and cathedrals shattered and left in ruins. People
were told to forget the past. Sarlona had finally risen
from the nightmare of war into an age of peace.

Yet the past held as many wonders as terrors. Art,
religion, philosophy, magic—each kingdom had its trea-
sures, and many of those jewels are still out there. Study
of the past is forbidden to Riedrans, but some find its lure
impossible to resist. Over the centuries, a secret move-
ment has grown, an alliance of those who doubt the Path
of Inspiration and seek to reclaim the traditions of the
past. These rebels call themselves the Broken Throne.

The Broken Throne is not a violent organization,
and its members have no plans to fight the Inspired. They



simply want to preserve ancient traditions. To this end,
they gather relics of the past, both physical treasures and
knowledge. Illiterate recruits are usually taught to read,
so they can appreciate books and scrolls recovered from
the ruins. Many learn the traditional crafts of their cul-
ture, pushed into obscurity by the Inspired. A few study
the priestly traditions of Pyrine and Khalesh, the psionic
teachings of the Maleeri wilders, or the arcane magic of
the Corvaguran sorcerers and Syrk wizards. Members of
the Broken Throne believe these are not the tools of dark
spirits but are instead wonders.

The Broken Throne is most active in villages located
near ancient ruins. Within the bastions, a few of its mem-
bers hold significant positions in the Guiding Path (see
page 55), and these pathfinders help cells communicate
with one another. A passive force, the Broken Throne takes
no direct action against the Inspired. Nonetheless, the
practices of the Throne are heresy, and the Thousand Eyes
(and most Riedrans) eliminate any cell that is exposed.

Getting the PCs Involved: Members of the Broken
Throne have a critical trait most Riedrans lack: curios-
ity about other cultures. They might offer unexpected
sanctuary or assistance to foreigners in trouble, and they
are often educated about nearby ruins. It's possible to
make contact with the Broken Throne in Syrkarn, since
those fleeing the Thousand Eyes often come to this land
to continue exploring the past. A Throne refugee can
also provide a relic hunter with helpful contacts inside
Riedra. Of course, the help of the Broken Throne comes
ata price—those who plunder an ancient ruin might have
to give the Throne access to what they recover.

DISSENSION IN THE RANKS

The quori are far more unified than their counterparts
in the Lords of Dust or the Order of the Emerald Claw.
Should the quori fail in their task, il-Lashtavar and all of its
children will be destroyed. The existence of their entire
species ison the line, and as a result, the quori don't turn
on one another lightly.

Still, some question the methods and authority of
the Devourer of Dreams. Riedra has given those night-
mare lords a structure to build their own followings.

Lady Sharadhuna of the Thousand Eyes is the Devour-
er's greatest rival. Although Sharadhuna believes control of
humanity should anchor Dal Quor and prevent the turn of
the age, she thinks that Sarlona is sufficient to accomplish
this goal. Sharadhuna believes that the Devourer is press-
ing for continued expansion not on the orders of il-Lashtavar,
but because he draws power from the pacified populace.
If Sharadhuna is correct, the Devourer actually seeks to
replace il-Lashtavar, assuming its place as the driving force
of Dal Quor. Sharadhuna believes that the quori need be
concerned only with fully securing Sarlona, including
Adar, Syrkarn, and the Tundra. She resents the unques-
tioned authority held by the agents of the Dreaming
Dark and believes that the Thousand Eyes is performing
the most crucial work of the age. Sharadhuna is gaining
supporters, and she hopes to find a way to supplant the
Devourer as the voice of il-Lashtavar. Still, she has no idea
what such a transformation could require.

A third faction is led by Lord Zoratesh, the com-
mander of the Harmonious Shield. He has no patience
for the slow manipulation of the Dreaming Dark, and
he wants to launch an invasion of Khorvaire. In such a

scenario, psionic teleportation circles would be used to launch
sudden and decisive strikes against the capitals of Khor-
vaire, seeking to eliminate nobles, dragonmarked barons,
and other threats. Both the Devourer and Sharadhuna
believe that this event would be disastrous, providing a
common enemy to unite the people of Khorvaire, destabi-
lizing Riedra, and risking the ire of the dragons, the Lords
of Dust, and other conspiracies currently watching from
the shadows. Zoratesh currently lacks the support required
to pursue war, but if an Inspired invasion of Khorvaire
were to happen, Zoratesh would be the one to lead it.

Getting the PCs Involved: Lady Sharadhuna can
be an unlikely ally for the PCs. When the characters are
captured by the Thousand Eyes, to their surprise, they
are not executed. Instead, Sharadhuna provides them
with information they need to upset some of the plans
of the Dreaming Dark. Using the PCs as her catspaws,
Sharadhuna can embarrass the Devourer and increase
her support, possibly even supplanting the Devourer.
If Sharadhuna assumes power, she focuses her efforts
on Sarlona, and Khorvaire becomes a safer place for it.
Adar, on the other hand, becomes less so. Although she
might help PCs fight the Dreaming Dark, Sharadhuna
does nothing that could endanger Riedra.

A war between Khorvaire and Riedra would be a dev-
astating conflict, with the widespread magic of Khorvaire
and the dragonmarked houses matched against the devas-
tating psionic power of the Inspired and their willingness
to sacrifice their fanatical troops. Even if the Riedrans
won the conflict, the Khorvairians wouldn't accept defeat
easily. The unity of Riedra succeeds because the people
believe that the Inspired are saviors, not conquerors.
However, a band of adventurers struggling to raise a
resistance movement in the wake of a Riedran conquest
can form the basis for an interesting campaign, whether
it's set in Khorvaire, Syrkarn, or the Tashana Tundra.

THE DREAM MERCHANTS

People always want what they cannot have, and every new
law creates a source of profit for those who challenge it.
The major challenger in Riedra is a cabal known as the
Dream Merchants. The Merchants are smugglers first
and foremost—they run dreamlily and other Sarlonan
goods to Khorvaire, and they provide a black market for
Riedrans who want goods beyond the basic tools of sur-
vival provided by the Inspired. In the bastions, the Dream
Merchants provide other criminal services: theft, forbid-
den information, fencing of stolen goods, even assassina-
tion. Such actions are extremely dangerous, and the costs
of criminal services are four times those listed in Sharn:
Cr'_l')' ofTawersv—assuming the Merchants are wi]ling at all.

The Dream Merchants, while established in bas-
tion cities, are rarely seen in the villages. Individual
merchants sometimes travel between villages, posing
as couriers. They carry bags of holding containing a wide
range of contraband goods they can exchange with vil-
lagers. Wandering merchants are generally masters of
Sense Motive. They are very careful about whom they
reveal their true nature to, since one misstep could bring
death. Although most Riedrans have heard of the Dream
Merchants, common wisdom is that these people are the
direct servants of the altavars, sent to tempt and test the
devotion of the innocent. Loyal Riedrans report such
criminals immediately.
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Dream Merchants can be found in most bastion
cities with a successful DC 25 Gather Information check;
failure by 5 or more results in the authorities learning
of the character’s interest. The Merchantsalso maintaina
number of outposts on the islands of Ohr Kaluun. Their
strongest support on the mainland lies in Rhiavhaar—
remnants of the freebooter spirit holding true.

Most Dream Merchantsare human experts or rogues.
A few manage to unlock innate psionic talents and become
lurks; the dimensional pocket power of the lurk can be invalu-
able for a smuggler.

Getting the PCs Involved: The Dream Merchants are
great contacts for those who want to enter Riedra by stealth.
Characterswho are conversant with the criminal underworld
of Sharn might be able to make contact with a merchant
through the dreamlily trade. The Merchants can smuggle
people into Nulakhesh, Pyrine, or Corvagura through
their Ohr Kaluun gateway. They can also provide Riedran
traveling papers, at a steep cost of 250 gp per person. Within
Riedra, Dream Merchants can help with transportation,
information, or other needs. They can acquire nearly any-
thing, but exotic goods take time—and prices are modified
up to 100% in favor of the merchant.

THE HANBALANI ALTAS

The massive monoliths of Riedra serve many purposes.
They draw on the emotions of the nearby populace and
transform these thoughts into psychic energy, which is
used to power many systems in nearby communities. More
important, they allow the quori to shape the dreams of
masses of humans, and in so doing, to prevent change in
Dal Quor. Most important, the hanbalani are slowly bl'ing—
ing Dal Quor into alignment with Eberron, repairing the
damage inflicted by the giants ages ago. Already, the quori
are able to possess willing humans. As more monoliths are
built, quori might be able to possess other willing crea-
tures, and manifest zones tied to Dal Quor could appear
across the world. Eventually, the quori should be able to
physically manifest on Eberron.

Along with the functions detailed in the Monolith
Features section below, these are the known functions of
the hanbalani, but they could just be the beginning. The
monoliths might be physically transforming Eberron
into a replica of Dal Quor or granting quori the ability
to regenerate power points in every round. Certainly, if
the quori build eldritch machines (ECS 273), they would
draw power from the monoliths.

Getting the PCs Involved: The Arcane Congress
and the Twelve know of the hanbalani, but they have little
idea what these massive structures do. Exp]orers mig]‘nt
be sent to study a monolith, to try determine what its
purpose is. Once this information is known, PCs might
find that shutting down a monolith is a vital step in any
sort of plan involving a Riedran city. Alternatively, PCs
could join a group of Akiak or kalashtar commandos on
a mission to destroy as many hanbalani as possible.

MONOLITH FEATURES

Here are the features of a monolith needed for their use
in an adventure.

Shell

Monoliths vary in size and shape, but they are usually

egglike, approximately 300 feet tall and 100 feet wide.

When hanbalani are in close proximity to one another,
such as within a major bastion, they tend to be smaller.
They are constructed of psionically reinforced steel and
crytseel. A monolith shell has apertures at the base, and
these doorways are up to 15 feet wide.

The "floor” of a monolith is open to the terrain on
which it's built. Inside, a monolith is cavernous. It has
no features aside from the interior wall, the core, and a
small aperture at the top that leads to the controls.

The shape and reflective interior of a monolith,
as well as the design, the crystal core, and the control
crystals, link each hanbalan to Dal Quor. Beings on Dal
Quor can contact a particular monolith from a specific
corresponding area in a quori city on Dal Quor. Doing so
works the same as accessing a monolith from the control
crystals on Eberron.

Monolith shells are designed to contain the blast of
adetonating core. The shell’s two inner and outer layers
have 3 feet of space between them. Each layer is nearly 2
feet thick, with hardness 20 and 1,440 hit points per 10-

f(}ot—square section.

Core

A 10-foot-diameter pillar of pure crystal, the core of an
active monolith is warm to the touch. Its greenish light
illuminates the entire interior of the shell and creates
shadowy illumination within 300 feet of the apertures.

A monolith core acts as a giant cognizance crystal, storing
up to 17 power points that can used by any psionic crea-
ture touching it. If expended, the power points replenish
at the rate of 1 per hour. This reserve is accessible from
Dal Quor. so a monolith usua]ly has 2d8+1 power points
at any given time.

Many monoliths enhance psionics used within 600 feet
of them. Some are even more powerful, and can increase
the area of their effect up to many miles. Psionic creatures
within this area can manifest powers as if they have the
Empower Power feat by paying that feat's normal costs.

As detailed in the Everyday Psionics sidebar (page
48), a specific monolith is often tied to powering other
functions used to maintain order and provide comfort in
Riedra. In this cases, the power points and empowering
effect are in use or suppressed, respectively, unless the
core’s function is changed (see Controls).

The core has hardness 10 and 600 hit points. If a
monolith's core is broken or shut down, the monolith
and all its subsidiary utilities cease functioning. When
a core is improperly tampered with, it can explode. It
might also explode (50% chance, takes 2d6 rounds) if it
takes half its hit points in damage. This explosion deals
20d6 points of damage to all creatures inside the shell
(Reflex DC 25 half).

A core explosion might harm creatures standing out-
side the shell within 60 feet of an aperture. Such creatures
gain a +4 bonus on their saves, taking no damage on a
successful save and half damage on a failed one. Creatures
outside the shell but not near an aperture are unharmed.

Shutting down or destroying a monolith core
immediately alerts any quori tapped into the monolith
from Dal Quor. If no planned encounters center on
such an occurrence, assume a cumulative 1% chance per
minute of a quori noticing the problem. Then presume
the authorities are notified within d% minutes (or 2d10
minutes in a settled area).



Controls

Atthe top of a monolith’s interior, a cluster of small crystals
and Siberys dragonshards pulse and glow with multiple
colors, regulating the power of the monolith core. Here,
the monolith’s functions can be altered and accessed.

A creature that has the Psicraft skill can attempt to
manipulate a monolith’s functioning. By touching the
control crystals and making a successful DC 25 Psicraft
check representing 1 minute of effort, the creature
bonds with the monolith’s control crystals. Failing the
check causes the monolith to store the user’s identity and
description (mental picture), giving that information to
any Inspired or quori who contact the monolith within the
next 2d4 hours. Once a bond with the control crystals has
been established, additional Psicraft checks can alter the
monolith’s function—see the Monolith Control table.

Increasing the DC by 5 allows a controller to make
the check in halfthe time (a standard action, 5 rounds, or
15 minutes). Adding 10 to the DC allows most checks to
be made in a quarter of the time (a swift action, 2 rounds,
or 7-1/2 minutes) Failure by 10 or more on any Psicraft
check means that contact with the controls has been dis-
rupted and must be reestablished. A roll of | on a Psicraft
check to control the monolith sends the monolith into
a psionic feedback loop, negating all further attempts at
control and causing the monolith’s core to explode in
2d6 rounds.

In any case, a monolith’s secondary functions
require power. Powering utilities with a monolith
requires it to be at full power (17 power puints). While a
monolith is performing a secondary function, its power
can't be redirected or siphoned, so a saboteur must dis-
connect a monolith to siphon off its power points. Then
the monolith can't be reconnected to the utility until it
has regained 17 power points.

MONOLITH CONTROL

Psicraft

DC Result Time
15 Lure psionic creatures to monolith Full round
20 Activate dormant monolith safe|y Full round
25 Shut down active monolith safely Full round
25 Sever connection to public utilities Full round
25 Feed the core 1 power point 30 minutes
30 Sever connection to Dal Quor Full round
35 Set the core to explode in 10 minutes Full round
35 Shut down a self-destruct sequence I minute

Special Situations
Here are a couple of special situations involving monoliths.
Creatures: Because the core of a monolith radi-
ates light and heat, as well as psionic power, a monolith
builtin a remote location attracts psionic creatures from
miles around. Tribes that travel on foot in Syrkarn and
the Tashana Tundra sometimes use monoliths as shelter.
Normal creatures living within a mile of a monolith can
have phrenic or psionically gifted offspring, but such
an occurrence is extremely unusual and more so if the
monolith is used to power a subsidiary function. If a
remote monolith ceases working, Inspired agents come
and wipe out any creatures in the vicinity, so inhabitants
are likely to oppose intruders looking to harm a wilder-
ness monolith.

Asindicated on the Monolith Control table, a char-
acter can use the controls to lure psionic creatures to a
monolith. This call has a range of 1 mile, but it is not
a compulsion and requires no save—creatures that have
Intelligence of 2 or lower usually respond, but cleverer
creatures can choose not to. This tool is often useful
to the Inspired or quori. If the call is not expected or
planned, they send troops to investigate.

Under Construction: If a monolith is still under
construction, it has as many as three hundred workers
living in and around it, plus a squad of twenty Riedran
soldiers (fighter 1) led by a sergeant (fighter 3). After a
monolith isactivated, the soldiersand a trained engineer
(expert 5) remain stationed there for 2d6 days.

The interior of an uncompleted monolith is filled
with wooden scaffolding that rises up to 400 feet off the
ground. Workers use this scaffolding to hoist sections
of the shell into position during the building process.
Ascending the scaffolding requires successful DC 5
Climb checks, while running or charging on an elevated
platform requires a successful DC 10 Balance check. In
bhoth cases, failure by 5 or more indicates a fall.

THE HEIRS OF OHR KALUUN

Ifany force in Riedra actually frightens the Inspired, it is
the dissident group known as the Heirs of Ohr Kaluun.
Longago, the nation of Ohr Kaluun was a center for sin-
ister magic. Its priests performed terrible rituals invok-
ing the Dark Six, and its wizards trafficked with fiends
in their quests for mystic power. In the Sundering, the
people of this land were almost completely obliterated.
Some of the few who remain are skulks, transformed by
foul spells so they could hide from their enemies.

All loyal Riedrans know that the ruins of Ohr
Kaluun are the haunts of dltavars, and that the magic
hidden within the war mazes is deadly and damning.
Still, some don't care. The Heirs of Ohr Kaluun know-
ingly embrace this darkness, hoping to gain power to
raise themselves above the Inspired. Humans, skulks,
ogre mages, dwarves—what binds these people together
is a thirst for mystic knowledge and a hatred for the
Inspired. Like the first wizards of Ohr Kaluun, they
are willing to sacrifice anything—or anyone—to gain the
power they seek. They oppose the Inspired, but anyone
who allies with the Heirs of Ohr Kaluun soon learns that
the enemy of an enemy is not always a friend.

Like the Cults of the Dragon Below, the Heirs of
Ohr Kaluun are not a unified force. The Harmonious
Shield and the Thousand Eyes are always hunting these
foul wizards, and kill those they discover without hesita-
tion. But new sects always rise from the ashes, innocents
corrupted by the promises of the darkness.

Despite their name, the Heirs of Ohr Kaluun are not
confined to the islands. A Kaluunite wizard could easily
take an interest in the forbidden lore of the yuan-ti or
the lost magics of the aventi.

Getting the PCs Involved: The Heirs of Ohr
Kaluun are Riedra's answer to the Order of the Emerald
Claw—they're the people who are unquestionably up to
no good. These people willingly accept damnation (or so
they believe) in exchange for power and vengeance. They
can be disturbing allies or unexpected foes for those
exploring Riedra—a surprise for those who think the
Inspired are the greatest evil in the land. The Inspired

2
o
H
%,
)
< 4
m
q
@)
w
>
2
e}
=
>

63



The Heirs of Ohr Kaluun search for dark power

in the ruins of old Sarlona

quered Riedra, but they at least take e of the
If the Heirs of Ohr Kaluun took power, horror

wou d IJ{‘ Ihn‘.’ I't‘})]&'—lct‘n]l"l‘li 1‘0 5 SIE-]}.\:ihl‘\' a I]l'l

THE HORNED SHADOW

The Horned Shadow is

ypression.

new destiny for the

e masterminded

sswiftly
found to be working with the Shadow. But
rful and cunning—thanks to their

natural resis 111(1

The H

building support. As the or

ned Shadow has spent the las rs
nization grows, the
m nin “the idow debate
dus from Riedra and

action. ome a l_] vocate a mass e

the establishment of a new Syrkarn.

thers insist on reclaiming nifthis

means the utter destruction of the race in battle

with the Inspi

All is complicated by the fact that some of the fol-

lowers of the Horned Shadow have less than noble inten-
tions. A few ogre mages simply want power for themselves.
While they st

) 1k of ogre freedom, these mad m are
interested only in bringing chaos and d

truction to the
world, spilling as much blood as possible. Ogre members
of the organization could be noble rebels or bloc

killers whose love of battle comes befor

the bes ) of

Members of the Horne ow can be solid alli

they can just as e ily be (1i51urhi|1g adver
Gettingthe PCs Involved: Ogre mages are |
and inlellig =nt creatures, and their shalpeshirtn g
ties make it easy for them to slip in and out of R
ould come to the PCs in -h of a
an alliance with the party’s patron, such as
ronmarked house. O s aligned with the
bout
s could
use their powers to trick the PCs into conflict with the
ired, or they could steal the characters’ identities to
orm an act of terro n. For a d
gned with the Horned Shadow coul
artifact hidden in Ohr Kaluun or Xen'drik—an ancient

weapon designed to kill humanoids by the thousand

allowing th s to decisively shift the balan

THE UNCHAINED

The Unchained practice one of the most subtle and f
ful forms of rebellion. They dream. The founder of
the movement was a human named Sulaan, a merchant
who was fascinated by the free dreams he experienced in
other lands. Sulaan eventually learned about the dream-
space. He decided to spread free dreams to the people of
Riedra, believ 1g that l.‘!::.lil'lgti‘.lia was the L‘e__\' to char ge
in the world.
Sulaan disappeared five years , and many assume
taken by the Thousand E

some of the Unchained have received d

that he wa: However,

tact from Sulaan. None can r if these are truly the




work of the enigmatic founder, or if the quoriare mas-
querading as Sulaan and using this guise to manipulate
his followers.

The Unchained are loosely organized, and most
members know only others in their own communities.
A few gifted dreamers use Dream of Contact (see page
115) to maintain communication between distant vil-
lages, but the Unchained have no grand scheme. Mem-
bers work to identify others who share their ideas and to
teach the Dream Scion (see page 116) feat. In the eyes
of the Unchained, dreams alone can win the battle.

Members of the Unchained are typically experts or
commoners who have the Education (ECS52) and Dream
Scion feats.

Getting the PCs Involved: The Unchained can be
useful allies for the PCs precisely because of their passive
stance. They can be hidden anywhere in Riedra, and as
free thinkers, they can choose to help persecuted charac-
ters. Theyaren't willing to use violence and have limited
resources, but they can provide advice and shelter, and
potentially a dream of contact.

ENCOUNTERS

This section presents statistics for a number of
NPCs who could be encountered by those traveling
in Riedra.

THE INSPIRED

The Inspired are the master villains of Sarlona, and
many who travel there eventually match blades or minds
against the psychic overlords.

AtsucoraInspired (EC5290) can serve asaresearcher,
observer, or ambassador. The Dreaming Dark spy (ECS
240) is more capable, useful as an agent of the Dark in
Khorvaire, a spy for the Thousand Eyes in Riedra, ora
cunning emissary.

The Inspired inquisitor (Magic of Eberron 146) is a
vessel for an usvapna. Such a being could be a powerful
member of the Thousand Eyes or the Dreaming Dark, or
alord of a large bastion city.

A tsoreva spirit inhabits the Inspired shock trooper
(Magic of Eberron 144). These psychic warriors form the

F—“

THE DANGER OF DISSIDENTS

The Akiak. The Unchained. The Horned Shadow. The
Summit Road. The Broken Throne. Far from being a
monolithic force, Riedra seems to be riddled with dis-
sidents and rebels.

Or is it?

The chance exists that a dissident group is not what
it appears to be. What if it's a front for the Thousand
Eyes? Even groups that are truly independent can quickly
be turned. Torture and brainwashing can create double
agents, but a more efficient tool is mind seed (EPH 119).
Kalaraq quori are even more insiduous—their focused mind
seed ability does not destroy the skills or memories of the
victim, but simply changes the personality and desires to
those of the quori. This allows the Inspired to subvert key
ﬁgures in dissident organizations. Such p]ants maintain
their positions, unknowingly serving quori goals. Should
the cell ever become a serious threat, the Inspired are
ready to shut it down or to send it on a suicide mission
against another rebel sect.

For example, it is possible that the Dream Merchants
arein factan arm of the Thousand Eyes. It is almost impos-
sible to eliminate crime—by creating the black market
itself, the Eyes gain the ability to monitor and control it.
The Inspired are in favor of the dreamlily trade, which
helps to weaken the people of Khorvaire, but they don't
want to be seen as officially condoning it. Instead, they
somehow fail to completely exterminate the Dream Mer-
chants. Through this control, the Thousand Eyes gains
the knowledge it needs to identify eriminals and eliminate
the gravest threats to society while controlling the flow of
contraband goods and reaping any profits themselves.

The Inspired aren't the only threat. The Lords of
Dust have schemes in Sarlona. Evil yuan-ti or ogre mages
can use idealistic dissidents to achieve twisted goals.
The dragons of Argonnessen are certainly interested
in events on Sarlona, and might hide behind a facade

of rebellion. A dissident group could be exactly what it
seems to be, but the group or some portion of it could
also be subverted, and the proclaimed goals of the rebels
could mask a far more sinister agenda.

Tue Limits oF MiND SEED
The mind seed psionic power and the focused mind seed ability of

the kalaraq quori are perhaps the most powerful weapons
in the quori arsenal. So why don’t the quori control the
world? Why don’t they mind seed everyone in Khorvaire?

To begin with, mind seed is no common tool. Oniy a
telepath of 15th level or higher can manifest the power,
and it requires a significant expenditure of XP. Only a
select handful of the Inspired can manifest the power,
and they can't use it on a regular basis. Kalaraq quori
can use focused mind seed once per day without any cost, but
the kalaraq are few in number and have many important
duties in Sarlona and Dal Quor.

Furthermore, mind seed is an uncertain tool. The
user has no control over the newborn seed. The quori are
fanatical]y dedicated to the il-Lashtavar, and usua]ly this is
sufficient to ensure the loyalty of seeds—the victim’s per-
sonality mirrors that of the quori, and usually he serves
Dal Quor with unswerving devotion. Nonetheless, a seed
occasionally turns against the Inspired and the Dream-
ing Dark. These rogue seeds possess all the knowledge Gif
only a fraction of the power) of a potent quori. They can
be the most dangerous dissidents of all.

If a party dedicates itself to battling the Dreaming
Dark, it is possible that a PC will be targeted with mind
seed. th’rlianfmm evil can preventa seed from germinating‘
but only psionic chirurgery (EPH 126), reality revision (EPH 128),
miracle, or wish can remove a seed. Few people in Eberron
possess such power. The Venerable Thatari of Tashala-
tora is one; the Keeper of the Flame is another.
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A du'ulora
champion is a
fearsome foe

rank and file of the Sleeping Sword, and they sometimes
serve as officers within the Harmonious Shield.

This section presents two additional l]‘lSPi]‘Ed‘ the
du'ulora champion and the tsucora dreamblade.

DU'ULORA CHAMPION

The du'ulora are the warlords of the quori, and their
vessels are among the mightiest soldiers the Inspired
can bring to bear. The vital kintams and the most elite
units of the Sleeping Sword are usually commanded by
du'ulora Inspired. They are also found as the bodyguards
of especially important bastion lords.

A du'ulora (_']"mmpion uses Ubl‘qu'rou! uvision an)’ tlmC‘
he believes he is in danger. He maintains his psi—]ikc‘
inertial armor (+8 to AC) at all times. If he has time to pre-
pare for combat, he uses am’mul'(r_fﬁm{]' (8 PP 12 minute
duration, +4 to Strength and Constitution) and force
screen (9 pp. 12 minute duration, +6 to AC). By spending
9 pp. he can use expansion to increase his size to Huge for
12 minutes.

This character is designed as a combatant. A du'ulora

general should replace Heroic Spirit and Speed of

Thoughl with Le&ldership (DMG 106) and [nspil‘ational
Leadership (Heroes ufBafH't‘), A few du'ulora cha mpions also
have levels in the ]egendary leader prestige class.

DuutorA CHAMPION CR 19

Du'ulora Inspired psychic warrior 12

LE Medium humanoid (human, psionic)
Action Points 3

Init +2; Senses Listen +15, Spot +24

Languages Common, Infernal, Quori, Riedran
AC 19, touch 12, flat-footed 17

(+2 Dex, +7 armor)

hp 81 (12 HD)

Resist exorcism (as 22 HD creature)
Fort +12, Ref +8, Will +11; dual mind (single reroll of failed
Will save)
Speed 30 ft. (6 squares), 40 ft. while psionically focused
Melee +2 deep crystal spiked chain +13/+8 (2d4+5)
Base Atk +9; Grp +11
Atk Options Combat Expertise, deep crystal weapon
(expend 2 pp, +2d6), Greater Psionic Weapon (expend
focus, +4d6), Improved Trip, Power Attack
Combat Gear dorje of body adjustment
Power Points/Day: 85; Psychic Warrior Powers Known
(:\1 L lztl‘l)
4th—energy adaption, psionic dimension door, weapon of energy
3rd—greater concealing amorpha, hostile empathic transfer (DC 18),

rrbiqm}‘rm.\ vision

2nd—animal affinity, hustle, psionic darkvision

Ist—expansion, force screen, inertial armor

Psi-Like Abilities (ML 10th):

At will—far hand (range 60 feet, 15 pounds), mindlink, psionic rage
(DC 18)

3/day—id insinuation 4 targets, DC 19), inertial armor (+8 AC),
psionic scent, psionic true seeing, trace teleport (l‘ange 200 feet)

1/day—body adjustment (4d12), recall agony (9d6, DC 20)

Abilities Str 14, Dex 14, Con 14, Int 15, Wis 20, Cha 19

Feats Combat Expertise”, Exotic Weapon Proficiency (spiked
chain)”, Greater Psionic Weapon""*, Heroic Spirit"“*,
Improved Trip®, Power Attack, Psionic Meditation™!, Psionic
Weapon™™', Quicken Power®™, Speed of Thought"™"!

Skills Autohypnosis +32, Bluff +15, Concentration +28,

Diplomacy +17, Disguise +5 (+7 to impersonate humans or

act in character), Intimidate +28, Knowledge (the planes)
+8, Knowledge (psionics) +10, Listen +15, Move Silenlly
+14, Psicraft +10, Search +19, Sense Motive +17, Sleight of
Hand +7, Spot +24, Survival +17

Possessions combat gear plus faceted personality (Dexterity) +2,
faceted personality (Wisdom) +2, glamerweave cloak of resistance +2, +2
deep crystal spiked chain, glamerweave noble's outfit

Exorcised Absent the quori spirit, the champion has the
following ability scores: Str 14, Dex 14, Con 14, Int 10,
Wis 17, Cha 10. His skills are Autohypnosis +15, Bluff +4,
Climb +6, Concentration +15, Diplomacy +9, Intimidate
+11, Knowledge (psionics) +1, Listen +3, Search +2,
Spot +9.

Psi-Like Abilities Psi-like abilities manifest as if powered by
power points equal to the manifester level (EPH 184). Psionic
rage is identical to the rage spell, but it is 4th level and can
be used against an unwilling target. When a du'ulora uses
id insinuation, add +10 to the d% roll to determine actions

each round.

Hook “I strike with the force of Riedra.”

TSUCORA DREAMBLADE

Dreamblades are assassins. Although dreamblades are
primarily tools of the Dreaming Dark, the Thousand
Eyes has a few of them.

This dreamblade is a nightmare warrior who fights
with blades formed of pure darkness. She cannot go toe
to toe with a fighter of the same level, and she knows it.
She relies on stealth and surprise, seeking to overwhelm
her target with a devastating first attack followed with recall
agony. Should this initial attack fail, she uses her psionic
tattoo nfdr'mensr'on door and her burst power to flee.



The soldiers of the Harmonious Shield embody Riedra’s might RL

TsucorA DREAMBLADE
Tsucora Inspired soulknife
¥ see 113

LE Medium humanoid (human, psionic)

cism (as 14 HD creature)
poison), Ref +12, Will +10; dual mind
1iled Will save)

Melee +1 |

Ranged +]

Base Atk +!

Atk (_)l'alians Combat F.xI ertise, death attack (DC 15), free
draw, mind blade enhancement +1, Psionic Weapon

xpend focus, +2 psychic strike +1d8, shape mind

blade, sneak attack +1d6, Thoughtshifter

f animal aff

Power Point
(ML 2nd):

ts, and monstrous humanoids; DC 15), recall

d6, DC 16)

ed

Abilities Str 16, Dex 16, Con 12, Int 17, Wis 18, Cha 17

ts Combat Experti Psionic Weapon, Speed of

Shield of Thought (R f E n 11

Thoughtshifter (Races Hlflf'll."l‘n"-"l'.ll'l. 118), V eapon Focus (mind
¥, Wild Talent®
Skills -\111:.'.'}1}'|}n(;.-\i5 +18, Bluff +16, Climb +7, Concentra
1 +19, Diplomacy +18, Disguise +9 (+11 imperson
ate humans or act in character), Hide +13, Jump +10,
date +18, Knowledge (the planes) +11, Knowle
) +13, Listen +11, 3

se Motive +14, Spot +18, Tumble -]I;"

on has the fol-
Int 14, Wis

Listen +9, Move Silent i)-' +10 pot +7, Tumble +16.
Mind Blade Enhancement The n property of
dreamblade’s mind blade can be replace

ing, lucky, mighty cleaving, psychokinetic, sundering,

ness calls yo
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TASKAAN SHIFTER

Shifters of the Savage Legion are few but all are bred for
battle. The Taskaan adhere to a strict code of discipline
and loyalty to the Inspired. Although furious in battle,
they act with skill and wisdom.

Although the beasthide trait is the most common
among the Taskaan, shifters who have other traits are also
found in the legion. Some Inspired lords prefer to main-
tain a corps of shifters each of whom has the same trait,
while others strive for diversity in their house guards.

MASQUER

Male or female changeling expert 2/rogue 3

The masquers are the elite spies of the Thousand Eyes—
exceptional changelings trained in the arts of subterfuge
and observation. A masquer seldom carries weapons and
never initiates combat. Her job is to infiltrate, observe,
and report, allowing others to do the messy work. Those
who encounter a masquer rarely know it, but any foreigner
who spends time in a bastion is observed by one.

Masquers always take changeling rogue substitution
ICVE]S (Rﬂfcs nfEb(’r’ron ]22) Thc)« alsc: wear ]:)Slon i{: Shlft—
weave outfits (Sharn: Cr'_t)' ofTo;t,-'w:f 170), which are universal
items based on metacreativity.

EDGEWALKERS

"Sword against shadow. Faith against fear. I walk the edge of the world,
and no horror shall pass my blade.”
—The Vow of the Edgewalker

The wild zones of Sarlona are filled with terrors. When
Riedra took shape, it was clear that someone needed to
protect the people of the newborn nation from the horrors
that lie beyond the world. Thus, the Inspired assembled
a corps of soldiers possessed of the utmost integrity and
skill. For nine hundred years these warriors have held the
chaos of the outer realms at bay.

These are the Edgewalkers, heroes of Riedra. . . and

possibly its greatest hope for salvation.

JOINING THE EDGEWAILKERS

Service in the Edgewalkers is not a choice. It is an honorand
aduty, a calling from the Inspired themselves. Many Edge-
walker soldiers are drawn from the other branches of the
Harmonious Shield; these are among the most skilled and
dedicated. Others are chosen to serve the corps at an early
age and spend their adolescence in intensive training.

Edgewalkers are the shield of Riedra, and it would
be almost unimaginable for a foreigner to be drawn into
the service. As such, an Edgewalker PC is most ]ikely a
Riedran who already meets the entry requirements at the
start of the campaign, and who can be assumed to have
been raised as an Edgewalker.

ENTRY REQUIREMENTS

Region of Origin: Riedra.
Skills: Knowledge (the planes) 2 ranks, Survival 2 ranks.
Special: Must be chosen by Riedran authorities.

Most Edgewalkers have levels in PC classes. The majority
are rangers, with a number of psychic warriors and scouts.
The corps also hasa unit of psions, primarily nomads and

seers, along with a handful of clerics of the Path of Inspi-
ration. However, any class can find a place in the Edge-
walkers. While the Inspired have purged arcane magic
from the common populace of Riedra, when it comes to
defending against extraplanar threats, they are willing to
make exceptions. The Edgewalkers feature a few diviners
and abjurers, and ifa Riedran child develops the talents of
a warlock or a sorcerer, he might be claimed by the Edge-
walkers. Such characters believe that it is dangerous to use
arcane forces, but that devoted service to the Inspired is a
shield—an Edgewalker warlock should never use his powers
for his own benefit, but as long as he uses them solely in
defense of Riedra, his devotion should save him.

DMs using Compfete Psionic can add ardents and divine
minds to the mix; Edgewalker ardents most often choose
the mantles of Life and the Planes.

EDGEWALKER BENEFITS

The Edgewalkers are an elite military force trained to
deal with the myriad dangers of the wild zones and other
supernatural and extraplanar threats.

Economics: An Edgewalker receives free room and
board in any Riedran community.

Gear: Edgewalkers are assigned equipment. They do
not have to pay for basic goods, and might even receive
minor psionic or magic items at no charge—though
they must account for such items at the conclusion of an
assignment. Although they could receive free supplies,
Edgewalkers have no access to nonstandard equipment,
since Riedrans are not expected to purchase goods, and
any unusual requests must be justified.

Services: Fora Riedran, an Edgewalker has an unusual
level of access to divine and arcane magic. Edgewalker
spellcasters might be motivated by the needs of a mission
or by friendship with a character, but their services cannot
be purchased with gold.

Information: The Edgewalkers are the ultimate
authority on the wild zones of Riedra. By consulting at an
Edgewalker stronghold, a member can attempt a Knowl-
edge (the planes) check with a bonus of +2 to gain informa-
tion on anywild zone, or +5 on one of the zones specifically
overseen by the fortress. Alternatively, he can call on an
NPC sage to make a Know]edge {the planes) check with a
modifier of +12, or a Knowledge (arcana) or Knowledge
(psionics) check with a modifier of +8.

Access: Through intensive training and hands-on
experience, Edgewalkers gain access to anumber of special
options. At the DM’s discretion, Edgewalkers can learn
manifest spellshaper feats (Player's Guide to Eberron 124—126),
or feats from Planar Handbook.

PLAYING AN EDGEWAILKER

You are a warrior on the front lines of a war beyond
imagination. Other soldiers of the Harmonious Shield
chase dromites through tunnels or glare at the Adarans
across mountain walls. You? It's your job to go toe to toe
with demons and monsters shaped by forces of madness.
You've stared into raw chaos, and felt the heat of elemen-
tal fire. You'll be lucky if you live ten years in the service,
but you wouldn’t have it any other way. These horrors
can't be left to prey on the innocent.

As an Edgewalker, you know just how fragile the
world is. The wild zones are permanent battlegrounds,
but the walls of reality can be breached anywhere, at any



time. Also, extraplanar threats are only the heginning.
Vampires, ghosts, rakshasas—fiends, undead, and aber-
rations are all your concern. You are the sentinel who
walks the line between the natural and unnatural world.
Your greatest L'}ul“enge is to hold to your faith, lest you
become the darkness that you battle

You have no use for humor and no time for leisure.
Evil is out there, and every minute you spend at peace is
a moment you could serve in battle. Study those around
you for any signs of possession or corruption. Never
lower your guard, and never pass up an opportunity to
defend an innocent from harm.

Not all soldiers live up to this ideal. Perhaps you
are a fallen Edgewalker, one who has seen the power
that lies in the darkness and now pursues it. You have
abandoned the Path of Inspiration, and you care nothing
for innocents. You conceal your true motives from your
comrades, but when you enter the wild zones, you aren't
thinking of the safety of Riedra; your only interest is your

own gain. You intend to be a demon prince, the equal of

any of the Inspired . . . and woe betide anyone who stands
in your way.

Fallen or true, you were indoctrinated from birth
in the Path of [nspirution You were laluth to believe
in the il-altas, to believe that the Inspired are guided by
the 5])“ it of Riedra itself. You have seen the good 1|1(|t
the Inspired have done for your people; you have fought
beside Inspired lords against aberrations and fiends.
Nonetheless, of all the people in Riedra, you are best
equipped to realize the true nature of your overlords. But
what do you do if you determine your beloved masters are
alien terrors? Ifyou f,pmik out, you will be denounced as
a heretic and slain. Perhaps you can work from within,
helping dissidents and gatlwring information. Or you
might flee to a foreign land. You know that the battle
of the planes stretches beyond national borders; if you
decide to fight the quori, you can fight them anywhere in
the world.

Some Edgewalkers remain loyal to the Inspired even
after learning the truth about the quori. The quori might
be alien spirits, but they have brought peace and secu-
rity to the people of Riedra. In ma ny ways, the kalashtar
ugcnda is as selfish as that of the Dreaming Dark. Finally,
you might decide that you can no longer work for the
Inspired, and that you must find your own path, f'lghting

both the kalashtar and the quori.

Combat: You are a mortal fighting fiends and horrors.
You expect to be outmatched by your enemies, and you
must look for every possible ucl\(ml.lge Study your enemy.
Don't just charge into battle and fight until you fall. Stud}.
Observe. Adapt. If need be, retreat and reequip. You are
not afraid to die in battle, but if there’s a possibility of
buying a later victory with retreat, do so.

You are always ready to do battle, but you know that

violence is not always the best solution. Many spirits can
be bound by oaths or flattery. In such situations, words
can be far more effective than weapons. Know your
enemy, and choose your tools wisely.

Advancement: Edgewalkers are divided into two
orders, the sentries and the inquisitors. A sentry might
spend his entire career at one fortress. You most likely
follow the path of the inquisitor, a roaming agent who
can be sent anywhere in Eberron. Edgewalker inquisi-
tors are unlikely to ever get promoted: Your skillsare too

useful in the field. You go where the Inspired send you.

Ifyou are true to your cause, personal wealth and luxur y
mean very little. If you are a fallen Edgewalker, you }'IU[){'
to use your |\|1uu|t‘dge of the p]dnes to gdll‘l perbona]
power. [fyou are a rebel, you seek to protect the people
from supernatural danger, but this struggle could bring
you into conflict with your former masters.

Missions: An [dg(‘wa]l\er sentry guards a specific
manifest zone. Often this duty involves patlolllng the
perimeter, which is slashed and burned to provide a clear
line of sight. Other times, you might be sent into the zone
itself, to recover valuable resources or monitor experi-
ments set in motion hy the |nspired.

Edgewalker inquisitors are conslanli}' in motion,
and might be called in to investigate any supernatural
threat or flare in planar activity. Your duties are not
limited to Riedra. You might be sent to Syrkarn to battle
rakshasas or to Xen'drik to investigate the planar magic
of the giants. You could even be sent to Khorvaire to
uncover the secret of the Mourning. This sort of assign-
ment would provide you with a solid base for traveling the
world and wm‘king with Khorvairian adventurers, while
still remaining I".V“] to the lnspired.

Responsibilities: Whether you are a sentry or an

inquisitor, your duties are M'mplre, Follow the orders of

the Inspired. Defend the innocent people of Riedra from
extraplanar and supernatural horrors. In many ways, you
have much in common with a templar of the Silver Flame,
but you serve the Path of Inspiration, not a flame whose
own followers admit is tainted by demonic influences.

The Edgewalkers protect Riedra from

ctraplanar threats
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EDGEWAILKERS IN THE WORLD

"Tam imp ressed f_w how r’fﬁfimf!r these soldiers contained the fruph'urt_f'mm
Fernia. Nonetheless, I continue to question the wisdom {gj"trm'ning mortals
in the techniques of exorcism and dimensional binding.”

—Lord Xerakhesh, Dominator of the Dreaming Dark

Wild zones hold a wealth of opportunities for adventurers,
and the Edgewalkers are the gatekeepers of these regions.
They might oppose adventurers who seek to release or
remove something held within a wild zone, or who
seek to destroy an Inspired installation based in

awild zone. But Edgr\wafkers can just as easily
be allies who come to the aid of adventur-
ers who underestimate the danger of the
planar breaches. Most Edgewalkers are
good people who have sworn their lives
to protecting innocents—even inno-
cent foreigners.

Organization: The Edgewalkers
were founded in 390 Unity (88
YK). in response to a disastrous
|)1an:\|‘ incursion in the province of
Nulakesh. However, the group has
its roots in the nation of Khalesh.
Before the Sundering. the couatl-
worshiping people of Khalesh sought
to eliminate all supernatural threats
in Sarlona. ."\ithough most Khalesh
were killed during the Sundering, their
legacy lives on in the Edgewalkers.

The Edgewalkers are a military
corps, but the hierarchy is simple and
promotion israre. The bulk of the members
belong to the Order of Sentries, soldiers
assignerl to a spet‘iﬁc region. All soldiers
begin with the rank of sentry. A sentry
guide commands a squad of sentries.

A sentry warden commands a small watchtower.
These posts are generally held by Chosen, though a few
gifted humans have risen to this rank.

A sentry lord commands a fortress. Chosen who
advance to this rank are usually tsucora or du'ulora
Inspil‘c‘d,

A lord commander coordinates efforts across an
entire province. The posts are all held by Inspired.

The supreme commander of the order is Lord
Kaltaresh, Keeper of Seals (LN male du'ulora Inspired
nomad 13). Kaltaresh guides the Edgewalkers from the
bastion of Dar Mun.

Seal of the
Edgewalkers

A fraction of Edgewalkers belong to the Order of
lnquisilurs. There are no ranks within this order; tech-
nically, an inquisitor stands between sentry guide and
sentry warden, and the activities of the inquisitors are
coordinated by the lord commanders.

Edgewalkers Headquarters: The seat of the Edge-
walkers is the bastion of Dar Mun (large city, population
19,320) in the province of Nulakesh. Dar Mun is located
between four separate wild zones; two are tied to Sha-

varath, one to Daanvi, and one to Dolurrh. Despite the
Dar preﬁx (see Bastion Cities, page 71), the city
is an inland community; the Riedrans view
it as a "world port.” In addition to hold-
ing garrisons and training facilities for
Edgewalkers, Dar Mun has one of the
finest arcane libraries and workshops
in Riedra. A permanent psionic telepor-
tation circle links the bastion to Durat
Tal. The Inspired conduct most of
their planar research in Dar Mun,
and PCs could be sent to steal data
from the bastion or to sabotage an
eldritch machine (ECS 273) being
constructed there.
NPC Reactions: Edgewalkers

are heroes and always receive a

friendlywelcome in Riedran commu-
nities. Beyond Riedra, Edgewalkers
are much less well known; even in Adar
or Syrkarn. few can tell the difference
between F.dg{'walkcl‘s and other Riedran
soldiers, and they react accordingly. The
exceptions are communities close to wild

Zones. I_.UI'(I Kalral‘esh h‘d.‘; OCCE\SiOIlEllI}' sent
E(.{gewa[kt‘rs to counter dﬂ'ﬂg(‘_’l'ULIS I)Eilna]’
Slll'gt‘ﬁ in S‘\_"l'kﬂl'l'l a nd lht‘ FI—U. ndl'il. In lhﬂ'.‘.‘i{’
areas, locals might be friendly to Edge-

walkers despite a general hostility toward Riedrans.

EDGEWALKER LORE

Characters who have ranks in Knowledge (geography)
can research the Eclgewalkcrs to learn more about them.
When a character succeeds on a skill check, the following
lore is revealed, inclucling the information from lower
DCs. Knowledge (the |J[unes) can be used instead, but
the DCs all increase by 5.

DC 10: The Edgewalkers of Riedra are soldiers who
guard the wild zones. They prevent innocents from wan-
dering into the zones, and keep the evil from escaping.

F———#

DeTeCcT EViL?

Might an Edgewalker spellcaster who has access to detect
evil learn that the Inspired are evil? Perhaps. That
spellcaster would have to have not only the impetus, but
also the temerity to use detect evil on one of the Chosen

or Iﬂ.‘i})il"f(j‘ F_\'l_’I'I in so doing. I'IOWC‘\-'E]‘. ilﬂ(‘.'l‘ (.lt‘i_'it(.ll_'s UI‘

indoctrination, a Riedran is more |ikely to question the
veracity of his spell, which could have been tainted by an
altavar, than to instantly turn against his lord. Behavior

is the critical factor. If an |nspi:“od is given to pu})li(‘
rlispla)’s of needless cruolt_y. the lidgewalker mig}u
become convinced that this particular lord has fallen
to corruption. But t}-‘pically. the deeds of the Inspil‘ed.
beneficial ;tsthr@)' are to muinlainingthe sa I\r_‘t'\_' and sta-
bilil_y of Riedran society, overcome any doubts raised b}'
the use of magic. It takes more than one spell to shake
a Riedran's faith.

h———d



DC 15: Edgewalkers are trained to fight all forms of
supernatural evil. They are not simply border guards; they
often venture within the zones and might be called in by
the Harmonious Shield wherever unnatural evil is found.

DC 20: Many of the creatures the Edgewalkers fight
cannot be harmed by steel or crystal. Edgewalkers are
blessed by the [nspired. and often have magical or mental
powers that they use to battle such evil spirits.

A character who has ranks in Knowledge (histm'y) can
make a successful check to learn the fo]iowing fact.

DC 25: The wild zones predate the coming of the
Inspired, and have posed a threat throughout history. Many
of the Edgewalker techniques are derived from the Order
of the Silver Blade, a league of Khaleshite knights wiped
out when that kingdom was targeted in the Sundering.

Edgewalkers can be found near any dangerous wild zone.
Depending on the threat presented by the zone, there
might be a full fortress or simply a squad of Edgewalkers
|iving off the land. More often than not, adventurers
won't have to seek out Edgewa|ke1‘5—if‘ PCs attempt to
enter azone, there'sa good chance Edgewalkers will come
to warn them away.

EDGEWALKERS IN THE GAME

Edgewalkers can serve as allies, enemies, or sources of
information. If PCs are wandering through the Riedran
wilds, an Edgewalker patrol might warn them of the dan-
gers that lie ahead. Should the tide of battle turn against
acl\.’erllurer‘s. Edgewalkers Could ShD\\" UP to PrD\"ide
assistance. r\llernativdy, PCs could encounter embattled
Edgewalkers and decide whether to aid them. Such
encounters are most likely to occur in Riedra, but could
occur in Xen'drik, the Frostfell, or even Khorvaire.
The Edgewalkers present a chance for PCs to deal
with Riedrans who are not drones or servants of the
Dreaming Dark agenda. Edgewalkers might be enemies or
allies, but they show PCs that there are noble Riedrans—
even among those who willingly serve the Inspired.
Adaptation: As p[‘esented here, the Edgewalkers are
sll‘ongly focused on the wild zones of Riedra. However,
they could be a more active covert strike force that has
been engaged in international operations for centuries.
In this scenario, the Edgewalkers would seek to curtail
any supernatural force the Inspired see as a threat to

order, including the daelkyr, the Lords of Dust, the
Chamber, and the Undying Court. Such Edgewalkers
should include changelings, rogues, lurks (Complete
Psionic), and other character types suited to covert opera-
tion and observation.

Encounters: A first encounter with an Edgewalker
is likely to be tense. PCs might assume the worst about a
Riedran soldier, while the Edgewalker might_jump to the
conclusion that the PCs are doing the bidding of altavars.
However, if level heads prevail, an Edgewalker can be a
valuable al]y in any environment.

EL7: The Edgewalker Khern (LG male Chosen ranger
3/psychicwarrior 3)isa gifted inquisitor. He has been sent
to investigate the recent developments in the dark jungle of
Shanjueed, a quest that happens to coincide with the PCs’
arrival in the wild zone. Khern is very suspicious of the
foreigners and their motives, and he acts to prevent them
from forming an alliance with the altavar of the jungle.
However, his primary interest is gathering information,
and if the adventurers are diplommic. Khern's knowledge
of the wild zone could ]'lelp them all get out alive.

PLACES OF INTEREST

The networks of Riedran bastions and villages are
intentionally uniform in design. Over the course of a
thousand years, the Harmonious Shield has eliminated
most dangerous monsters and other threats from the
areas around Riedran villages. Life in a village is stable,
secure, and quite similar to life in any other Riedran
vi“age a hundred miles away.

A few of these piaces of interest are described below.

BASTION CITIES

Cities of the Inspired

The central territories of Riedra are dominated by
the massive bastion cities, which serve both as military
garrisons and industrial centers. Riedran communities
can be identified by prefix. Nearly all bastions use one of
three pl‘eﬁxcs: Dul (an inland melropoiis). Tol (inland
city), or Dar (a port, regardless of size).

Bastion cities are built u.\iing sp]‘lerital wards. A Tol
might be contained ina single sphere. while Dul and Dar
bastions are typically composed of multiple linked wards.
These wards are divided into districts based on industry.
Each district includes a major workhouse or factory,

P——————-—q

[.orD KALTARESH, KEEPER OF SEALS

Inspired Lord Kaltaresh (in a long-dead vessel) orga-
nized the soldiers who opposed the Nulakesh incursion
in 390 Unity (88 YK). Thus, among the Edgewalkers, he
is known as "the First.”

Kaltaresh is especially powerful and cunning for a
du'ulora; he has 24 Hit Dice, and his menlalabiiity scores
are Int 20, Wis 23, Cha 21. Two thousand years ago, he was
one of the commanders in the battle against the quori who
eventually became the kalashtar, and he learned much of
the planes during this hunt. He hates the kalashtar and
believes that the followers of the Path of Light must be

destroyed. However, Kalataresh is one of the few quori
of the age who is not actually evil. He does what he must
to protect his people, but he is not cruel by nature and
he does not savor violence. He is truly concerned with
the stability of Eberron and disturbed by the Mourning,
believing the fate of the quori to be linked to Eberron.

For now Kaltaresh follows the guidﬂnce of the
Drea‘ming Dark, but he could al]y with Lady Sharadhuna if
she opposes the Devourer. Other quori know of Kaltaresh's
aberrant alignment, but so far his personal power and
reputation have kept him alive.
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along with dormitories for the workers and a central
assembly hall similar to what would be found in a village.
Many Riedran workers never leave their districts; food,
shelter, and work can all be found in this one region, and
people spend most of their spare time in their assembly
halls or meditating in dormitories.

In bastions, child-rearing is considered an industry.
Children are raised communally in districts dedicated to
this purpose, and are rarely seen in other districts.

The primary military garrison is located at the
center of a district, so most of the troops are equidistant
from any disaster. Smaller outposts are placed along the
outer walls. A bastion with a population of 100,000 or
more will usually have a permanent psionic teleportation circle
at the disposal of the Inspired, but smaller communities
might lack this valuable resource.

Dar Ulatesh (metropolis, population 113,106):
The western gate of Riedra is the seat of trade across the
Sea of Rage. A foreign quarter has recently been estab-
lished, although it is smaller than its counterpart in Dar
Jin. Dar Ulatesh is a stronghold for the Harmonious Sail,
but there are shadier elements here as well (thisisa good
place to contact the Dream Merchants). In addition, the
city is a training ground for the Dreaming Dark, and it
is home to a number of the shadow lines. Dar Ulatesh is
ruled by the Inspired Lord Ulatorn (LE male usvapna
Inspired telepath 13), a minister of the Iron Gate.

Durat Tal (metropolis, population 631,022):
The largest city in Riedra is the administrative heart
of Riedra, and from this glittering capital the mighty
pathfinder Lord Surasek (LE male kalaraq Inspired seer
20) guides the nation. In addition to being the center
for the Guiding Path, Durat Tal trains and houses a vast
number of soldiers, which can be dispalched across the
realm through psionic teleportation circles. Durat Tal is the hub
of the teleportation circle network, and most traffic between
circle-equipped kintams and bastions passes through
this city.

Tol Deth (large city, population 14,410): This
Nulakesh bastion lies close to a wild zone linked to
Shavarath—the Inspired are studying the zone to find a
way to tap its energy and breed superior soldiers or war-
beasts. If House Vadalis learns about this, PCs could be
sent to see what the Riedrans have done. Alternatively,
a party of Riedran adventurers could be dispatched to
destroy an experiment gone horribly wrong.

DAR JIN
Primary Riedran Port; Metropolis; Population
392,000

Dar Jin rises up from the waters of the Barren Sea,
and stretches along the coast. The city's massive walls
are smooth red stone with wide lines of blue crystal are
embedded in the surface—these labyrinthine patterns
glow with an inner light. The towers that rise up above
are whorled and rounded, and seem to have been blown
from colored glass.

Dar Jin is the greatest port of Riedra. It is the ter-
minus of the Xen'drik trade route, and much of the
industry of the city is devoted to processing the goods
from that land. Trade goods are organized and stored in
preparation for transport across the nation, and crys-
tal foundries transform shards into crysteel and other
useful forms.

The walls of the city extend for miles, and the slender
towers stretch hundreds of feet into the air. The harbor is
filled with ships, and the docks are thronged with people.
But the people of Dar Jin go about their business silently,
speaking only when it is absolutely necessary.

Throughout the history of Riedra, all trade has been
conducted on foreig‘n soil. In 1300 Unity (998 YK).
that curtain was lifted. Today, merchants can petition
Inspired ambassadors for the right to dock in the harbor
of Dar Jin.

Leadership: Lady Tureya (LE female usvapna
Inspired telepath 15) is the Eidolon of Dar Jin. Thou-
sands of lesser Inspired and Chosen labor beneath her.

Demographics: 94% humans, 2% Chosen/Inspired,
1% ogres, 3% others (changelings, dwarves, elves,
gnomes, half-elves, half-ores, halflings, ogre mages,
shifters, skulks).

Economics: 25,000 gp purchase limit; no asset
limit. Larger transactions could be arranged in time for
the purpose of international trade, but expensive single
items are rarely found here.

Notable Features

Dar Jin islarger than any city in Khorvaire. It is composed
of five spherical wards, each a metropolis in its own right.
Four of the wards are almost identical. The streets are
paved with smooth black cobblestones, interspersed with
squares of clear crysteel. When darkness falls, the crysteel
blocks glow with a soft light. Workhouses, dormitories,
and storehouses are made of blocks of black and white
stone; crysteel panels serve as skylights during the day
and glowing lanterns at night. Most buildings are curved
or whorled; hard angles are few and far between. The city
is beautiful in its way, but is extremely repetitive—every
dormitory looks exactly the same.

The Sanctum of Eidolon Tureya: This massive
keep isa district in its own right, filling the space where
the five wards come together. The heart of the sanctum
is an ovoid tower built from stone, crysteel, and sen-
tira. Almost eight hundred feet in height, it can be seen
across the length of the city. The outer foundation is a
fortressin its own right, housing the Eidolon’s personal
troops: over a thousand Taskaan shifters, along with
Inspired shock troopers and members of the Horned
Guard. Fartherin lie the quarters of the Chosen, where
young Chosen train in the psionic arts and prepare to
take their places in Riedran society. The central tower is
the heart of the Iron Gate, and Tureya and her subordi-
nates analyze Riedran trade and diplomacy and discuss
plans for the future. If someone was looking to recover
amanifest of Riedran shipping imports for the last year,
or to determine if the Iron Gate was supporting the
dreamlily trade, odds are the knowledge is locked away
in the great tower.

The Jhodra

A section of the harbor ward has been transformed into
a foreign quarter, called the Jhodra (Riedrans refer to
it as "tainted land” outside the hearing of foreigners).
Most Riedrans are forbidden to enter the [hodra; those
who work and live in the area are carefully trained to
deal with foreigners. Likewise, there are only two ways
for foreigners to leave the ward—heading back to sea, or
acquiring a transit visa from the Iron Gate.




MILES

SARREN SEA

POPULATION 392,000

As in most Riedran cities, the streets and buildings
beyond the Jhodra are not marked with signs. These
signs. however, have been embedded into the sentira
engravings: b)( cnncentraling on t]"le pa(lcrn‘ a lravt’.ler
can feel the image as a faint memory in his mind. The
inhabitants of the outer wards avoid foreigners, while
bastion guards challenge any foreigners found beyond
the [hodra.

Much of the Jhodra is devoted to the shipping trade
and is taken up with warehouses, shipyards, and the cus-
toms and inspection facilities of the Iron Gate. There are
only a few Riedran businesses that cater to foreigners.
HU“’E\'EI‘. T.I'lf Inbpl ]."Ed hilVE feased pl'ﬂp(‘l‘tl\_-' to Cach Of‘he
dragonmarked I-IOUSES. .AS 51[(:]'1, adver‘lturcr‘s \'\’]'lo want a
familiar meal can dine at House Ghallanda's Gold Dragcm
Inn. The Jhodraalso contains a number of embassies. To
date, Aundair, Breland, Karrnath, the Mror Holds,
Q'barra, and Zilargo have established consulates in Dar
Jin. The Inspired have not yet extended an invitation
to the elves of Aerenal or Valenar. The Thousand Eyes
keeps a very sharp watch on these embassies. As a result,
the ambassadors might turn to unfamiliar faces—such as
ad\'enturers—ifthey need to engage in subter‘fuge.

A]thoug]‘l violence is rare, the Inspil‘cd maintain a
strong mi]itary presence a|ong the docks. Hundreds of
bastion gunrds pat:‘OI lhe‘]hodra. along with dozens of
Thousand Eyes guardians and a handful of masquers.
Fifty Taskaan shifters are kept on alert, ready to respond
to any report of violence. Ten Horned Guards are also
assigned to the Jhodra, with six on duty at any given
time. Four of these ogre mages observe from the air,
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using invisibility to hide from the eyes of criminals. The
other two wander the streets, providing an imposing
visual deterrent.

It is worth noting that the Jhodra has an unusually
high concentration of medium- to high-level Chosen
(9th-12th). The Inspired are rightfully afraid of foreign
espionage in the Jhodra and have devoted considerable
resources to the district.

The Harbor of Tranquility: Dar Jin maintains a
specific harbor for all foreign ships. Outlander vessels
are met and escorted in by small Harmonious Sail war-
ships. Anyone who wants to enter the foreign quarter
must pass lhrough a customs inspection. Clairsentience is
used to detect magic. and inspectors confiscate any malgic
items that has a moderate or strong aura of the conjura-
tion, enchantment, evocation, or necromancy school;
confiscated items can be reclaimed upon departure.

The customs inspection is relatively brief, however,
compared to the interrogation process required to gain a
transit visa beyond the Jhodra. The visitor is questioned
about his reasons for coming to Riedra, his occupation,
and whether he is carrying dangerous goods or has any
criminal intent. A lypi:‘.a] customs agent specializes in
Sense Motive, giving him a +13 modifier to his check.

The Iron Gate (C): TheJhDdra is separated from
the rest of the Harbor Ward by high walls; the only exit
is a massive iron-bound gate. Anyone who wants to leave
must obtain the approval of the aptly named Iron Gate.
These diplomats process all requests for information
and transit visas, in addition to negotiating with ambas-
sadors and influential merchants. Every two weeks the
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Gate hosts a meal for influential foreigners; this is a good
opportunity to meet the local ambassadors and dragon-
marked barons.

The Gatekeeper of the Jhodra is Lord Helkadesh
(LE male usvapna Inspired telepath 10). Tall and thin,
Helkadesh is charming and witty—but iron lurks beneath
the velvet, and anyone who wants to obtain an entry visa is
personally questioned and mind probed by Lord Helkadesh.
Helkadesh is an Inspired inquisitor (Magic of Eberron 146;
replace the powers catapsi and psionic plane shift with psionic
true seeing and shatter mind blank, and replace Body Fuel with
Expanded Kr‘mwledge [ps:’om’c dimension door]).

Garden of Reflection (B): Each ward includes a
place for people to come and meditate. These gardens
of reflection contain lovely foliage, but the primary

attractions are the mosaics of erystal and sentira. These
psiactive displays hold specific emotional chords; Rie-
drans focus on these mosaics to clear their own thoughts.
Priests of the Path of Inspiration are always present, will-
ing to offer spirimal guidance to anyone in need—even
troubled outlanders. Those who undergo meditation
with a priest occasionally have guiding dreams the fol-
lowing night; this could be the work of manipulative
quori, a dream scion using Dream of Contact, or the
spirit of Riedra itself, if such a thing exists.

The Mercantile Center (D): The Jhodra was
opened to facilitate trade, and all trade with Riedrans
occurs in the mercantile center. The center is divided
into sections, showcasing textiles, glassworks, medicinal
supplies, and foodstuffs. Basic goods—tools, beasts of

PM

BuyING AND SELLING IN DAR JIN

Most mundane goods—food, clothing, expedition
supplies—can be found at the Mercantile Center.
Anything not mentioned below—including weapons,
poisons, and magic items—can be obtained through the
Dream Merchants.

ARCANE SPELLCASTING

Dragonmarked Houses: The Inspired have not
allowed any of the wizard's circles of Khorvaire to estab-
lish themselves in DarJin‘ and arcane magic is hard to
come by Thf_‘ dragﬂnmarked houses ]‘la\-’e hciI'S w}'lD POS_
sess the least and lesser dragonmarks of their houses, and
might have low-level wizards or magewrights specializing
in spells tied to house services.

Rhuun: Dissident wizard. See description under
notable NPCs, page 75.

COMMUNICATION

House Sivis (R): The Sivis enclave has three speaking
stones, but it can take up to three days for a message to reach
Khorvaire. Swifter communication can be purchased
from Master Speaker Tesser Torralyn d’Sivis (N male
gnome expert 4/dragonmarked heir 5), who can use sending
twice per day at a cost of 250 gp per use. The Thousand
Eyes keeps an especially close watch on the Sivis enclave.
The gnomes fight to preserve the security of their com-
munications, and they consider this war of espionage and
counterintelligence to be a wonderful challenge.

DiviNE MAGIc AND HEALING
The Healing Hand (G): The Healing Hand main-

tains a large infirmary that provides mundane healing
to those in need. In addition, the overseer Taan (LN
male Chosen ardent 6) possesses the Life and Repose
mantles (Complete Psionic), and can perform psionic heal-
ing. He usually reserves this power for Riedrans in need,
but could help foreigners who have somehow earned his
respect. At the DM’s discretion, Taan could be a member
of the Unchained.

House Jorasco (L): The enclave in Dar Jin provides
typical Jorasco services, including the sale of healing

potions. The baron of the enclave is Dorial d'Jorasco
(NG male ha]ﬂing cleric 9), a devout worshiper of the
Sovereign Host who requested the post in the hopes of
serving his faith. Although he is forbidden from openly
practicing his religion on the streets of Dar Jin, he might
secretly assist adventurers who serve the Sovereigns. This
enclave is the only place where raise dead is available in

the Jhodra.

Foop, SHELTER, AND ENTERTAINMENT

Gold Dragon Inn (F): House Ghallanda has three
of these inns spread across the Jhodra. All three are vir-
tually identical, providing reliable room and board for
2 gp per night. A House Phiarlan entertainer is typically
on duty in the each inn; the lineup changes each night,
alternating between song, dance, and comedy.

The Jhudra Inn (X): A simp](‘. inn provides Rie-
dran cuisine and sparse dm‘mitol‘y ]odging. It's austere,
but inexpensive—a mere 3 sp/day covers both room and
board. Private rooms are not available.

The Song of Skin (H): A tea house conducive to

quiet conversation.

Macic ITEMS

House Cannith (I): Baron Sien Vown d'Cannith
(LN female human magewright 1/expert 6) represents
Cannith West in Dar Jin, but adventurers are more likely
to deal with forge master Killian "Blacklion” d"Cannith
(CN male human magewright 12), ajovia] and eccentric
man who demanded the Sarlonan post. The Inspired
allow House Cannith to sell utilitarian magic items at its
Jhodra enclave, with a maximum market value of 25,000
gp. Weapons, armor, and magic items based on conjura-
tion, enchantment, evocation, or nec romancy are strictly
forbidden. While common Riedrans are taught to shun
this place, the Inspired certainly recognize the value of
items such as cloaks of resistance.

Psionic ITEMS
The Song of Skin (H): Produces psionic tattoos for

favored clients.
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burden, and such—can also be purchased at the mercan-
tile center. Weapons and armor are not available.

The SongOFSkin (H): This establishment serves hot
i){:\'t‘T‘Etg'L‘!\ and .simp](' food. Unusual in that most of its
clientele are changelings, it is a place for quiet conversa-
tion and meditation. Song of Skin changelings per form

guided meditations in which a dozen people travel through
a_]m_n ney of different bodies, forming and abandoning
a dozen different forms. The proprietorisa t‘hangeling
named Silence. It is quite likely that Silence is in fact a
group identity shared by multiple c‘hangelings- hiﬁalign—
ment and abilities could change each day (his statistics

are left to the DM). Silence enjoys listening to the tales of

travelers, and has a special service for favored customers:
he pl‘oduces and sells psionic tattoos. It is up to you to
decide what he has available at any given time and what it
will take to convince him to sell.

There are many questions surrounding the Song of

Skin. Why do the Inspired allow Silence to sell tattoos?
What is his motivation? It's quite possible that Silence is
a creation of the Thousand Eyes and passes all informa-
tion along to that group. On the other hand, perhaps
Silence is a Hpirilua} creation of the cha ngeling.\ of Dar

Jin who serves as a focus for their belief in the Path of

lnspirutiun, Either way, the Sung of Skin could serve as
a sanctuary for changeling dissidents such as Keshraa
the Fallen.

The Tower of Eyes (W): The Thousand Eyes makes
no secret of its presence in the Jhodra. The Tower of Eyes
is a spire of whorled black stone. Chunks of embedded
glowing green crysteel give the impression of gleaming
eyes gazing out across the foreign quarter. While the Eyes
have hundreds of hidden agents, the streets of the ]hodl a
are patrolled by overt guardians dressed in distinctive
green-and-black uniforms. Any Riedran can come to
the tower to report criminal or suspicious activities, and
the Thousand Eyes will either respond alone or bring in
bastion guards to deal with the problem.

The commanding officer of the Jhodra Thousand
Eyes is Iad\.' Malesha (LE female usvapna telepath 11),
\«hn pﬂsonall» handles interrogation of prisoners.
Other important hgules are Lord Tulkath (LE male
hashalaq Inspired kineticist 10), who can use trace teleport
and psionic dimensional anchor to help apprehend criminals,
and Lady Dardhuna (LE female hashalaq Inspired seer

9), a specia]isl in remote viewing.

Notable People

Most of the Riedran inhabitants of Dar Jin are com-
moners who use Skill Focus to specialize in a particular
trade. These people are devoted to their work and to the
Inspired, and they avoid conversation with foreigners.
A few of the more important inhabitants of the city are
described below,

Lady Tul‘eya, lhe\lewel Df Corvagura (LE female
usvapna Inspired telepath 15): The eidolon of Dar Jin
and high minister of the Iron Gate is a brilliant strate-
gist who has steered Riedra’s foreign policy for centuries.
She keeps a close watch on events in the Jhodra. Should
a group of powerful adventurers stir up trouble in her
city, she will be quick to notice—the question is what she
chooses to do about it. She is a master diplomat with a
IZ{I(’nT i\ol' I:lnl.']ing P(’D!.')If"S \\"(fﬂkﬂl‘?.‘ises aﬂd l'naking ()i‘{PI'S

That are .‘iil'l'lpl).’ too gOOd to pass up.

Lady Tureya, the Jewel of Corvagura

While Tu reya is 10}'&1] to il-Lashtavar, she is an admin-
istrator of Riedra, not an agent of the Dr‘eaming Dark.
She wants what is best for the quori, and so far she has
taken no side in the building struggle between the Thou-
sand Eyes and the Dreaming Dark. It's up to the DM to
decide which path she’ll take—and how this choice might
affect PCs who come to her city.

Lord Sulakhal of the Silver Shield (LE male
du'ulora Inspired psychic warrior 12): The com-
mander of the military forces of Dar Jin is rarely seen
on the streets, but should a ma_ior riot or other disrup—
tion occur, the du'ulora champion will appear to take
pet‘sona] action.

Gusan (NE changeling rogue 3/expert 2): This
former masquer for the Thousand Eyes now serves as
the face of the Dream Merchants in Dar Jin. He is the
contact any PCs eventually reach with Gather Informa-
tion checks, and most }ikrly the only Dream Merchant
lhe}"ll ever see (it's up to the DM to decide who else
is |u|‘king in the shadows or if, in fact, Gusan is still
wor‘king for the Thousand E)'es). Gusan enjoys p]a}fing
psychological games, and he always investigates clients
before he deals with them, searching for something he
can use as a handle.

Rhuun (NG human male expert 1/wizard 5): This

magically gifted member of the Broken Throne in Dar

Jin mightbe a street sweeper, a dockworker, a clerkin the
Mercantile Center, or in any number of other guises. If

the PCs come to his attention, Rhuun mighl seek them out,
pel'haps asking their help in exploring aruin of the Twelve
Kingdoms, Of course, while Rhuun claims to be a Broken

75



LCOME TO SARLONA

WE

Throne devotee seeking to restore lost knowledge, he could
in fact be one of the Heirs of Kaluun—in which case he

could be considerably more powerful and dangerous.
Tulaar (N female shifter ranger 3/barbarian
weretouched master 3): The captain of Lady Tureya's
aan guards spent her youth fighting in the moun-
tains of Adar and has a bitter hatred of kalashtar. When
i lin the sanctum, Tulaar patrols the
ious individuals and memo-

she is not sta

he might antagonize PCs to see if

they can be provoked into unlawful be . but she will

not start a fight without re:

RIEDRAN FORTRESSES

Tams and Kintams
Bastions defend the inner regions of dra, but the

In.\.apirt:"d a maintain pul‘(?]}' milita  outposts on the

frontiers. Riedran forts can also be found in Syrkarn
along the Adaran border, and two fortresses have been
built in the Tashana Tundra, to secure the Ins

claim on {it‘. ryst E-I.I 5 (‘ll'ld other ourc

Atam e I:ll‘llil }'Jl')pl-ll. tion var

on the dangers of the region, ranging from 200 people

a small fort to 800 troops in a typical Adaran garrison.

intams are military citadels, and all military
activities in ion are coordinated from a
central kintam. illow supplies and
troops to | ought directly into a kintam from the
heart of Riedra; the an then be distributed to the tams
in the i ing traditional caravans. A kintam can

, although typically only 1,200 to
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Deadly secrets lie hidden in the war mazes of Ohr Kaluun

1,800 are present u nless there is ongoing military action.

Kintams are designed to serve : facilities, and
cetime young soldiers undergo continuous

iining and indoctrination.

SHATTERED CITIES

Ruins of the Twelve Kingdoms
The old cities of the twelve kingdoms were raz
ering. Many cities were C(_)]l!P]f.‘[(_‘l\'
=] e few old buildings remaz Some of the
e abandoned because T.]'I(_"I\«' are in or near wild zone
others were simply overlooked. Today these are ghost
towns, often literally—the vast emotion and ang
unleashed durir : the Sundering created many restle
spirits \|though few of these ruins are filled with gold
and jewels, there is always the chance of finding valuable
knowledge or other treasures—a hidden Pyrinean shrine

might hold the kel\' to a new divine sp{'“,

WAR MAZES OF OHR KALUUN

Mystic Labyrinths
The people of Ohr Kaluun were obsessed with pro-

tecting their dark secrets from the world.

sources to their labyrinthine fortres Aithnugh the

ouldn't
the |nspiretl. many of these wondrous edifices remai
and skill of their

testaments to the po ncient

and hideous dangers, all ¢ ed by human

the Kaluunites from the cunning of

-
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For someone who knows its keys, a war maze is a
sanctuary, but to others, all war mazes are deathtraps.
Walls and doors are reinforced with hardening, and most
war mazes are shielded against scrying and teleportation.
Ancient restless spirits and constructs roam many war
mazes. Today, skulks, smugglers, and other rebels have
taken shelter in these erumbling wonders.

ADVENTURE SITES

Befitting a nation that stretches the length of the land,
Riedra features massive cities, strange artifacts, dangerous
wild zones, concealed ruins, and vast unexplored areas.
Here are a couple of possible adventure sites in Riedra.

DAR MYAN
Bastion City; Large City; Population 19,390

Dar Myan is a bastion in Corvagura. Built on the
floodplain of the Koralanda River, it isa center of distri-
bution and agriculture, as well as the home of important
Inspired. It has training facilities for both the Dreaming
Dark and the Thousand Eyes. A major milital‘y instal-
lation also calls Dar Myan home, providing training
for soldiers of the Savage Legion and other military
branches. The monoliths of Dar Myan play an important
role in powering the bastion and could be a target of any
anti-Inspired operation inside the city.

The accompanying map details the eastern portion
of Dar Myan, a center for trades and shipping, alongwith
its monoliths and palace. Dar Myan proper is four times
this size, shaped like a bulbous cloverleaf and riddled
with channels and canals. A fortress for the Inspired,
surrounded by wide waterways crossed only by draw-
bridges, occupies the center of the city.

Leadership: Lord Baalnakosh of the Bountiful
Horn (LE male hashalaq quori Inspired psion 10) rules
Dar Myan and oversees its important functions. He is
aided by hundreds of Chosen and served by thousands
of servants, agents, and troops.

Demographics: 93% humans, 2% Chosen/Inspired,
5% other (changelings. ogres, shifters). Most Dar Myan-
ans are lawful neutral or lawful good.

Economics: Irrelevant. Foreigners aren’t welcome
in Dar Myan, and locals don’t buy goods.

Notable Features
The major features of this section of Dar Myan are
detailed here.

Wall and Gate: Dar Myan's wall is about 80 feet
thick. The sides and top are honeycombed with military
posts, storage facilities, and barracks. Bulges in the wall
form larger command posts and troop rallying points.
The command posts, set every 500 feet in the wa]l, are
the only places where the wall can be entered at ground
level inside Dar Myan.

Dar Myan's gates are immense, swiveling slabs of
stone and sentira that can be closed and locked by the
effort of a few soldiers using the machinery within the
towers flanking the gateway.

Gate Monolith: At the gate, this imposing edifice
stands as a tribute to the might of the Inspired and the
industriousness of Dar Myan's people. The monolith
here powers nothing—it is held in reserve to defend the
eastern walls of the bastion.

Trades District: In this district of the bastion, people
practice crafts to supply their fellow citizens, as well as
Riedra’s military and nobility, with needed finished
goods. Priests of the Path of Inspiration live among and
guide the common folk. Raw materials are barged in from
the river to the channel here and unloaded at warehouses.
No barge traffic passes the first bridge on the channel.
Excess production is shipped out the same way.

People’s Monolith: In the center of the trades dis-
trict stands the People’s Monolith. This hanbalan powers
the conveniences of city life and is a broadcast center for
the Soothing Voice (see page 48) in the eastern reaches
of the city. The people of the trades district are allowed
to come here for spiritual inspiration, and all of them
gather here for the annual Feast of the Founding, during
which the monolith is disconnected from the power grid
and used to gather energy for the city’s Inspired over-
lords. Similar monoliths exist in the city’s other districts.
Each has a raised platform, a spacious hall underneath
for public functions and meals, and pools of purified
water churned by small fountains. These pools also serve
as public wells, though some areas of the trades district
actually have running water.

Military District: Across the channel from the
trades district is a military district where soldiers train
and live. The common folk who provide the military's
mundane needs also work and dwell there. Bridges into
this district are heavily guarded and regularly patrolled.
Only those who have proper identification and essential
business enter this zone. Across the channel from where
barges unload in the trades district is a similar facility
for military supply and troop deployment. Comparable
sections of the city near the central fortress provide shel-
ter for lesser nobility, centers of learning, and training
grounds for the elite agents of the Thousand Eyes and the
Dreaming Dark, although few beyond the Inspired know
the true nature of the Dreaming Dark facility.

Honor's Monolith: Honor's Monolith is a power
center for the military district and a center for spiri-
tuality among the soldiery. Soldiers gather here for
speeches from their Inspired leaders and to march
with pride and respect to the People’s Monolith. Fur-
thermore, the open area around the monolith is used
for special training and troop inspection. The pools
here serve the same function as those near the People's
Monolith, but one can serve secondarily as a facility for
training in aquatic combat.

Fortress Palace: The central fortress of Dar Myan
houses the living quarters of Lord Baalnakosh and his
staff. Within the compound are facilities for all the
needs of the Inspired ruler, as well as a monolith for his
personal use. Baalnakosh's palace is kept comfortable
throughout the year by the power of the monolith, but the
hashalaq sometimes uses the hanbalan for other purposes.
The wall around the fortress has two gates—east into the
military district and north into the Chosen district.

Notable People

The people of Dar Myan are normal Riedrans for the
most part, but some stand out.

Naldhuna (LE female tsucora Inspired telepath
8): Overseeing the daily needs of the eastern arm of
Dar Myan and reporting both to Baalnakosh and the
Thousand Eyes, Naldhuna is an ambitious and vindictive
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creature who uses any tool available to her in her subtle
quest for prominence. Naldhuna must approve any
business or operations ()I‘signihca nt scale in Dar Myan's
eastern arm. Her subordinates handle lesser concerns.

Orakhun (LE du'ulora Inspired psychic warrior
7): The local commander of the Harmonious Shield is
in direct control of any response to unwa nted visitors. A
large number of officers serve under Orakhun, and his
death could cause some disarray.

Jhaasha (LG female human expert 3/adept 3):
The prominent priest of Inspiration in the trades district
of Dar Myan is well loved, and she loves right back. Her
unswerving loyalty and dedication have allowed her to
come by and continue to possess asmall amount of divine

I‘('l&lg:it'i'l] p(.)\\'l_‘:l', S}\(_’ uses h(.’I' \\!)L‘”.\ ()Ilil\_' to ilid E}‘ll_’ i‘()]k ()f‘

the district, and she isan enemy to any who infiltrate Dar
Myan or harm its people.

Clade (LE male human rogue 4): Clade is the
first level of underworld power for the Merchants in Dar
Myan. Seemingly a mousy and reserved man, Clade wears
a mask of calm, pretending to be nothing more than an
apothecal'y. He is discreet and observant, cunning and
careful. He's also a cold killer who }w]ps facilitate the
dreamlily trade through Dar Myan. Long ago, he lost all
faith in the Path of Inspiration, but he doesn’t know the
true power behind the Dream Merchants.

Encounters

Response to intrusion is fast and brutal. At the first sign
of trouble, military forces mobilize and the citizens lock
down their quarters and workshops. But the city's roads
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and alleys are easy to hide in, and the troopstend to go to
obvious trouble spots (such as a nonfunctioning mono-
lith). Dar Myan's people are likely to fear anyone brave
and capable enough to take out a monolith, but they are
Lmu'i]]ing to aid intruders.

Stealth, speed, and evasion are the best approaches.
Hiding within the city is a possibility, but when the situ-
ation calms after a raid, Baalnakosh has his troops do a
systematic search of the bastion.

Within Dar Myan, intruders have a 15% chance of
an encounter every 10 minutes. If the city is on alert, the
chance rises to 50%. The typical meeting is with a squad
of four 2nd-level warrior bastion gua rds led by a 3rd-level
fighter. Specialist squads include two or more 2nd- to 4th-
level fighters, a 2nd- to 5th-level rogue, and a 2nd- to 5th-
level psychic warrior or psion. Psionic troops are always
Chosen or Inspired (usually tsoreva or tsucora quori). A
standing force of Taskaan shifters is also available. Finally,
a troop of soldiers of the Sleeping Sword is largely made
up of 2nd-level Chosen and Inspired psychic warriors and
soul knives—the Inspired shock trooper (Magic of Eberron
144) is a gm)d base for a psionic ﬁquutl. Such units are

Ll.‘iLI&l”l\_' l(_‘(_l ]J\ a tsucora (11'[’:’.!11’11‘)'21(1‘:‘.

Development

The channels and canals of Dar Myan are its weak
points—the arrogance of the Inspired is another. A
clever assault squad could breach the bastion at the river
and come in }’.“ way of the channel. Then it's a matter
of ussaulling the proper points in the city to L‘omplmc a

mission s ohjec'live.



Curfew occurs at two hours after sundown every
day. Lights are shut down then, and any person caught
on the streets is subject to arrest and punishment. Even
so, illicit activities do take place in the dark of Dar
Myan's nights.

Treasure

Raiding Dar Myan for treasure is not an ideal heist, but
riches can be had within the bastion. Storehouses of the
trades district house all kinds of mundane wealth and
commodities. Of more interest are the military district's
special equipment stores (and similar caches in the places
that inte]ligence agents train). In the noble district,
treasure can be had aplenty in the form of art objects,
jewels, and psionic items. Here also are stores of ancient
Sarlonan lore and magic of bygone ages. The same can
be had within the palace of Baalnakosh, but who would
dare trespass there for gold and trinkets?

Adaptation

Dar Myan's map could be used for a section of any bas-
tion in Riedra. It can also be the foundation for your
designs of Riedra’s infrastructure and settlements. The
focus here is on how the monoliths are integrated into the
culture and construction of the cities. Many adventures
could hinge on taking out the monoliths in a fashion
that allows some type of assault on the Inspired or an
important military or intelligence facility.

MOKUSH
Ogre Village; Small Town; Population 980

Mokush is a town of ogres and ogre mages on the
Borunan frontier near Syrkarn. Ostensibly ruled by
an aging Chosen lady, Mokush's residents are builders,
miners, and farmers. Quarterly caravans come from other
settlements to pick up rock, iron, and Khyber shards from
the town, and perhaps some ogre laborers for other parts
of the Inspired’s empire. The ogres of Mokush are honest
and hard-working—they believe wholeheartedly in the
Path of Inspiration.

Leadership: Yrnuxi (LE female ogre mage sorcerer
7) isthe actual powerin Mokush; she and a small subsec-
tion of the village are members of the Horned Shadow.
She masquerades as the Chosen lady Galshani, who
seems to be a healthier and more spry of late, despite
her advancing years. The real Galshani spends a lot of
time sleeping, and is under Yrnuxi's power, but not in
such a way that the ogre mage could easily be given away
if Galshani were to be possessed by a quori (which hasn’t
happened in over a decade). Most of Mokush's ogres know
Yrnuxi as a harsh and influential reeve, unusual for an
ogre mage, and nothing more.

Demographics: 98% ogres/ogre mages, 2% others
(humans, shifters).

Economics: Irrelevant. Foreigners aren't welcome
in Mokush, and locals don't need to buy goods in the
conventional way.

Notable Features

Wall and Barbicans: Mokush's wall is an edifice
of earth and stone built to withstand an attack from
Syrkarn that has never come. It is about 30 feet thick, and
its inside halls are big enough for ogres to fit through.
While the officers of Mokush are almost all humans or

shifters, the ogres are expected to form a militia if the
town is attacked.

The gate towers are massive structures obviously
built by giant hands. Each houses a small indoor court-
yard overlooked by murder holes and two porteullises.
All the barbicans have ballistae.

Monolith: In the center of Mokush stands a mono-
lith that is smaller than those commonly seen in the
bastions of Riedra. The village's two large wells flank
the structure.

This monolith is only about 60 feet wide and 200 feet
tall. A mute representative of the Path of Inspiration, the
“small” monolith is still a point of pride for the ogres.
They and their priest gather at the monolith for the Feast
of Founding, sharing the customary meal in the large
community hall south of the hanbalani.

Unknown to most of Mokush, the hall has a secret
area underneath, dug secretly from the mines. In this
secret chamber, the members of the Horned Shadow meet
and plan to free Mokush. Stored here are a good amount
of Khyber dragonshards (some tainted), iron bars, and
finished weapons.

Town: In the town, ogres live communally in small
buildings, each rotating living spaces regularly to better
know one another. Ogres are usually segregated by gender,
though some groups are allowed to mingle on a schedule
dictated by the Inspired long ago. New ogres are essential
to keeping Mokush alive. The races of Mokush do not mix,
though—the Path of Inspiration forbids such behavior.

Manor: In the deepest section of Mokush, walled
away from the ogres and protected in the west by a tall
mesa, live the elderly Chosen lady Galshani and her small
staff. Many of the buildings in this compound are empty,
showing signs of neglect. However, Galshani maintains
a stable of quorbound creatures that she dearly loves,
including horses, hounds, and even a few birds. Those
few who care for the animals are the luckiest of citizens
in Mokush, treated better by Galshani (and Yrnuxi in
her stead) than any others.

Yrnuxi and the inner circle of the Horned Shadow
have a secret shrine under the manor, which can be
entered from the mines as well. This foul place is dedi-
cated to fiends. It's also where Yrnuxi keeps some magic
items she has managed to acquire in clandestine trades
with dromites from the nearby city-hive Talcheka.

Watch Towers: On rotating shifts, ogres stand watch
at these squat towers set atop pinnacles of red rock. The
towers cannot be accessed other than by climbing the
rough stone or flying. Within the towers are stores of
stones for throwing and horns for warning the town.
Most ogres see their time on watch as a restful reward,
and they don't shirk their duty.

Mine and Quarry: Behind a stone wall thinner
than the main fortifications and a small watch tower is
Mokush’s mine. Iron is the principal product of the exca-
vation, but a few years ago the ogres stumbled onto small
deposits of Khyber dragonshards. Mokush is supposed to
export all such shards, but Yrnuxi has been skimming the
production and replacing a few of the shards with tainted
ones she has received from the dromites.

The upper level of the mine is also a quarry. Here the
ogres dig and cut blocks of rock to ship to other parts of
Riedra. Red blocks from Mokush can be found in build-

ings as far away as Dar Jin.
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Ruins: The ruins of an ancient village stand near
the mine. Mokush's ogres have tumbled most of it to the
foundations and plundered the structures for useful
building materials. The place is abandoned.

Notable People

Although most of the inhabitants of Mokush are
typical ogres, a few creatures in the town are worth
mentioning.

Galshani (LE female Chosen telepath 6): This
Chosen supposedly rules Mokush, t}lough she is lazy
and decadent, and very resentful of being housed with
ogres. Her tedious nature, lack of focus and discipline,
and childish petulance have gained her no friends in
the courts of Riedra. Now, she feels she has wasted her
life and deserves her exile. She has given up. Only when
Yrnuxiassumes Galshani's form does the lady of Mokush
seem interested in goings on in the town.

Roorprek (LG male human fighter 5): The com-
mander of the small milita]‘y ccmtingenl in Mokush
and a militia captain, Rnurp:'ek is a dour and p:'agmalic
man who takes the Path of Inspiration, and his position,
seriously. Roorprek has compassion for the ogres and
wants to help them on their journey along the Path. His
patience with Galshani has been strained, but he's happy
now that the Chosen lady seems to be more involved in
Mokush's running.

Ignra (LE female ogre expert 3/adept 1): The vil-
lage priest of Inspiration is thoroughly corrupted by the
Horned Shadow and is Yrnuxi's devoted lackey, Worship-

ing fiends has sparked lgnra’s spirit, and she can now
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actually cast spells for the first time in her life. She's
careful to keep her wicked talent a secret.

Korac (LN male shifter ranger 1/expert 3): The
chief of Galshani's animal caretakers has noticed no
odd behavior from the animals when dealing with the
disguised Yrnuxi, so they aren’t a weak point in her ruse.
While he has no real love for Galshani, Korac still suspects
Something strange is happening in Mokush's manor. He's
eager to help anyone who comes to investigate Mokush.

Encounters

The ogres of Mokush are largely dispersed to the fields or
the mine during the day, with a few in the town practicing
some craft or another. Most rest inside the town walls at
night. They don't trust visitors unless they are members
of the Riedran military or agents of the blessed Inspired.
Hostile intruders have a hard fight ahead of them. Unlike
typical citizens of Riedran villages or cities, the ogres
take up arms to defend themselves.

For invaders, almost every encounter in Mokush is
with a gang or band of ogres, or one or two ogre mages.
The ogres fear the taint of the ogre mages (acco]‘ding
to the Path of Inspiration), and they prefer not to fight
alongside them. Officers (fighter 3 or higher) lead the
militia. Mokush's citizens fight bravely and to the death.
If invaders seem likely to win, however, those who follow
the Horned Shadow (about 10% of the ogre population)
switch sides immediately.

The quarry and upper mines are usually safe, pro-
tected by soldiers and ogres. Underground creatures do

live in the deep earth here, lhough. and if the PCs enter

.WATCH,
TOWER.

“ | | MONOLITH ' &
{ ;



the deep caverns to investigate or look for more dragon-
shards, they have a 10% chance per hour of an encounter.

Roll on the following table.

MOKUSH DEEP MINE ENCOUNTERS

d% Creatures EL
01 Delver 9
02 Salt mummy (MM3 146) 8
03-04 Stonesinger (MM3 168) 7
05-20 1d3+1 ankhegs 5-7
21-30 ld4+1 crysmals (EPH 194) 5-8
31 Basilisk 5
32-44 2d4+] darkmantles 2-7
45-5H5 1d2 folugubs (EPH 197) 2-3
56—60 Skulk (3rd-level ranger; Fiend Folio 154) 5
61-65 Phase spider 5
66 Ogre ghost 5
67-70 1d4+1 boggles (MM2 33) 5-8
71-80 1d4+] minor xorns 5-8
81-85 Xorn 6
86—99 Dromites (four Ist-level warriors, one 6
3rd-level rogue, and one 4th-level wilder;
EPH 194)'
100 Roper 12

1 These dromites are hostile to surface folk, unless ogres
(especially Yrnuxi) are with the party.

Development
Riedran PCs are likely to come to Mokush to track tainted
Khyber shards. In the mines, they find no evidence of such
shards, so investigating the village becomes necessary. In
doingso, they might eventually uncover the Horned Shadow
and root out the evil and its connection to the dromites.
War with Yrnuxi could follow. In so doing, however, they
also have to deal with Galshani’s utter incompetence and
their feelings about the obvious failings of this Chosen.
[nﬁhrating Mokush isn’t difficult if such a plan is
worked out with Yrnuxi through Syrk intermediaries.
The ogres accept that strange folk sometimes arrive with
caravans or at other times when the mysterious and glori-
ous Inspired order them to appear. Yrnuxi plays the part
of the downtrodden serf if possible, hoping to ally with
those powerful enough to improve her position. If foreign
adventurers come to Mokush, Yrnuxi isawilling ally—and
she has the means to disguise her evil if she must.

Treasure
Within Mokush, Khybel' dragnnshards are the mostvalu-
able treasure. Yrnuxi's stores amount to a small fortune
in shards, and the mine still has small deposits as well.
Getting the shards out of the mine is the hard part.
Despite the backcountry setting, Galshani lives in
the comfort any petty noble might enjoy. She has plenty
of pretty baubles and even a few psionic items. Yrnuxi
has enjoyed the comforts of masquerading as the Chosen
lady—as mentioned, she also has a small store of magic
items. Some of these items are evil.

Adaptation

Mokush can be used to represent any Riedran border
town or any ogre settlement in Borunan. The town could
be relocated to Droaam, where ogre mages can hold lead-
ership positions. In this case, Yrnuxi is the open leader

of the settlement, and the population is more diverse:
37% gnolls, 20% orcs, 18% goblins, 10% ogres, 15% other

(monstrous races, humans, shifters).

SHANJUEED JUNGLE
Wild Reserve; Mabar Manifest Zone; Warm Forest,
Dense; Warm Marsh, Swamp

Long ago, the quori meddled with the bloodlines
of all sorts of creatures in Sarlona in their efforts to
create perfect vessels. They quickly discovered their
interference had created a backlash in nature—quorbred,
creatures antithetical to psionics (see page 151). One such
place was the Shanjueed Jungle in western Corvagura
near Adar, where the quori had manipulated the fauna
for centuries, testing their ideas on material hosts.

Wyndurgha, an Inspired lady who controlled western
Corvagura, conceived a plan to destroy the beasts of the
Shanjueed. She had discovered a strange focused energy
near the forest’s heart. Her people built a monolith in the
center of the jungle and a wall around the woodland to
contain its altavars, or so Wyndurgha told them. The work-
ers cleared all the remaining vestiges of the jungle from
outside the wall, killing any creatures they found. Wyn-
durgha then went inside to destroy the evil spirits forever.
She never returned. Her people claim she sacrificed
herself to protect them. The truth is, Wyndurgha's plan
failed catastrophically. Her attempt to use the monolith
amplified the forest's connection to Mabar, infecting the
Shanjueed with a creeping undeath that has now reached
the walls built to contain it.

Notable Features

Shanjueed Jungle is one of the largest Mabar manifest
zones on Eberron. The center of the zone liesin the heart
of the forest. It expands slowly each year and now covers
a circle nearly as wide as the forest. Within the zone, it is
as if Mabar were coterminous with Eberron (ECS97). In
addition, anyone slain in the forest rises as a random type
of undead the next night (usually a zombie). Several ter-
rible cysts (DMG2 248) also exist within the corrupt jungle.
At the forest’s very heart, where Wyndurgha's monolith
once stood, the traits of Mabar hold complete sway in a
300-foot sphere that is also expanding.

The wall that holds the jungle back is manned by
Edgewalker troops who see it as their honor to keep the
evil within. No gate bridges the outside world and the
jungle. Nobody is allowed to enter or leave the Shanjueed,
under penalty of death.

Still, the forest does have uncorrupted inhabitants.
Awoman (CN female elan druid 13/telepath 7) with wild
red hair and a young face lives in the southern jungle.
Animals and plants are her only friends, and she speaks
only with her mind. Following are the details of her
living area in the Shanjueed.

Hut and Surrounds: A plain wooden hut sits in the
midst of many trees and under one particularly massive
one. Itsroof is made of bark and grass. The doorway faces
north, covered only by a tangled curtain of vines. No
windows are set into the walls.

Near the hut, the ground is clear, but elsewhere it
is choked with light and heavy undergrowth. Freshwater
bogs, shallow and deep, make the area treacherous. Adire
ape (MM 62, the elan’s animal companion) watches the
hut from nearby if the druid is home.
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Secret Chamber: Although the hut appears
simple and has a grass pallet for sleeping, underneath
agrass rugin the centerisahidden trap door (Search
DC 20). Beyond the door is the nameless druid’s true
living space carved out of living rock. The place is
cool and dry, except for a small pool of pure water
that wells up from deep underground. A comfortable
bed of furs occupies a small piace on the floor, which is
otherwise empty. The whole cave is p&linted with scenes
oflife and death in the Shanjueed, images layered one
over another.

A small side cave contains paints, brushes, and the
tools for making them. It also holds the blackened and

polished skulls of three humans and two shifters (one of

these is all that remains of Bruus—see Development).

A woven vine curtain hangs over a portion of the
eastern Wall‘ hal‘el}' hldlnga PﬂSSiIgE lhel‘e‘

Hideaway: A nalul‘aI TUCk SeiIIS lhis }li(iden area
(Search DC 25). The elan hides here when she needs to,
but the sealed wall would make it dangerousto sleep here
or stay here |ung.

Hidden Stump: A passage from the secret chamber
runs nearly 300 feet to a stump. Actually a doorway into
the druid’s abode, the entrance is nearly impossible to
detect from the surface (Search DC 30).

Encounters
Getting into Shanjueed means passing the wall and
the Edgewalker guardians. Edgewalkers—3rd level or
higher—attack first and ask questions later. Still, they're
the easy part. Navigating the nightmare that is the Shan-
jueed is far more difficult.

While characters travel through the Mabar part of the
jungle, they have a 10% chance each hour of asignificant

encounter (see the table below). This chance doesn't
change if the characters are camping, and it doubles at
night. Feel free to substitute any undead you want. The
untainted parts of the forest are home to more normal
animals and dinosaurs than supernatural creatures.
About 30% of the creatures in the Shanjueed have the
quorbred templatc (see page 151).

SHANJUEED JUNGLE ENCOUNTERS

d% Creatures EL

01 Necronaut (MM3 108) 14
02-03 5d4 gambols (MM2 108) 10-14
04-10 1d4+1 blood apes (MM2 32) 811
11-18 1d4+3 dire apes 7-9
19-35 1d4+2 barghests 7-9
36-37 Bodak 8
38—40 Mudmaw (MM2 153) 7
41-47 1d4+1 shadows (night only) 68
48-58 Vasuthant (MM3 182) 2
59-70 1d2 shadow mastiffs 5-7
71-75 Succubus 7
76—80 Trilloch (MM3 176) 8
§1-85 Dire tiger 8

86-91 ld4 girallons 5-10
92-97 2d4 megaraptor (10 HD) skeletons 7-11
98-99 Crimson death (MM2 53) 11

100 Hullathoin (Fiend Folio 96) 15

Development

The nameless druid attracted the attention of the
F,dg(‘walk(‘rs one dil)" “’hen She approac}‘\ed thE \\’all
Thlnklng she wasan a“m.‘ur come to fI‘EE Ihe forest {‘r()m
the bonds of the wall, the soldiers on the wall attacked
her. The bravest among them, a mig]‘lty shifter ranger
named Bruus, went into the Shanjuee(l with several
hand-picked warriors to find and slay the evil spirit.
They never returned. Since then, lightning storms,
unnatural hail, swarms of insects, and even fire have
assaulted the wall at unpredictable moments. A few of
the fallen have risen as zombies and ghouls. Clearly the
altavar still lives, and it must be put down for the good
of Corvagura.

News of the altavar of Shanjueed has reached the
elders of Tashalatora. They suspect this spirit isn'ta spirit
at all, but the creature that was once Wyndurgha. If she
could be secured as an ally for Adar . . .

Treasure

Legend speaks of a Corvaguran necromancer who lived
in the center of the Shanjueed Jungle in Sarlona’s ancient
past. He is said to have had great power. Some who know
the tale, such as the Keepers of the Word in Tashalatora,
say it indicates he found a relic left by giant exp]clrers in
ancient times. Who knows what other magic lies hidden
within the Shanjueed,

Adaptation

This forest doesn’t need to be in Corvagura. It can be
placed anywhere in Riedra, Xen'drik, Aerenal, or even
the Gloaming in the Eldeen Reaches. Outside Sarlona,
the nameless one is a powerful and legendary drow druid
l3/|‘ngue 7, Aereni elf druid 13/necromancer 7, or half-
orc Child of Winter druid 15/barbarian 5 respectively.



SYRKARN

"What do you mean, you don't intend to dm'o Where are you bound,
traveler? Rrr‘el'm(’ '|-\JerrJuf the r[rr{'pvrmrmun u{ its lords, you enter the
land r: fl!n’ fmpum’ at your pe ril. The Tundra? J’f the \h:f&‘erhnrdm don't
get arm,‘m!. its weather will s lay you outright, friend. Adar? Passing its
mountain walls will as M(‘l’: getyou killed b\ the monks who hide there
as the Riedrans who hunt them. But if you wm[. Sarlona, traveler, you
have un'rcut_ 1_f£'14n(1' it. Welcome to ._‘_Juﬁ{n n.”

()})i!iln(l. I)lll'l\-'l” HH}'IE!I' U}‘.‘\ |'d|11'nun

Five thousand years before the arrival of the Inspired
and the present age, the nations now known rollcrn\rl\
as Syrkarn were the jewels in the imperial crown of old
Sarlona. Today, only ancient stonework and half-for gotten
legends mark the id”. passing, and rebirth of this land.
Still, to those who have inherited this ﬁeemingly inhos-
|Jil&!})|(:‘ kingdum, Syrka rn offers a gif‘t denied to both the
warring nations of the past and the Inspired-dominated
arn is the promise

lands of the present. To its people, Syr
of freedom.

LAND OF THE FAR HORIZON

S}'rkarn isan arid 12111(.1.‘5(_‘&!}](_’ D{‘}'I(il‘.\'}'l (1{’.‘6(‘1'15. lll.‘ih grass-
Iéll'ld.‘h iII'Id {‘11('“(:‘55 ST.EI)P(:‘S SlUpiﬂg up fl‘()lﬂ T.h(_‘ .‘iC}LI.l}'IC‘.I‘I'l
extent oi‘the S{’.Ft Of‘ R&Igt‘. [T.‘i popu!alion consists oi‘an

&I]I‘HOSl t.‘ql.lé.ll mix U{‘S&ll'l()]’laﬂ I'ILlI'I'IﬂI'J. CI&!I}S und ll‘il)tﬁ ()I‘

eneko—the mongt‘d ogres who trace their 1ineage back to
the nation of Borunan.

Thoug}l the climate and the isolated life of this
land are never easy, the coastal steppes and inland
savannah of Syrkarn offer limitless range for animals
and agriculture. Herds of wild bison and domesticated
goats, deer, and horses roam the grasslands, while
cultivated fields of oat grass and flax spread across the
Itzaina plains and the steppes of the Lamecha lowlands.
The natives grow a range of vegetable crops, includ-
ing the gnarled root known as sepse, native to Sarlona
and prized for its high nutritional value. Exotic spices
found nowhere outside Sarlona thrive in the heat of
the savannah, as does dreamlily. Use of the drug is
rare among the Syrk humans, but the eneko (who are
immune to dreamlily’s narcotic effects) grow it for its
medicinal value. Harvests are hard in some years, but
the clans and tribes of Syrkarn know bounty more often
than not.

Though the ruins of great cities dot the landscape,
modern-day Syrkarn is predominantly a land of ham-
lets, \1ll‘1gf:. , and nomadic town sites. The remnants
of human cities are common in the former lands of
Mae Khree, Sunyagir, and Lamecha, but the plains
and savannah that were once Khunan are marked exclu-
sively by the ruins of the yuan-ti. Shulassakar and yuan-
ti ruins are especially common on the Hailana Islands,
said to be the site from which the yuan-ti launched
their desperate voyage to Argonnessen and left their
homeland behind.

Planar Elements: Wild zones linked to Fernia,
Risia, and especially Lamannia are found through-
out this land. Like all of Sarlona, Syrkarn is beset by

The port of Ardhmen in Syrkarn
%
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storms whose force borders on the unnatural, and
planar disturbances flare and flood across the steppes
like unnatural wel]springs. Still, these rifts are seldom
as haunting or destructive as the reality storms of the
Tundra. The prominent planar connection in Syrkarn
is the Whitewater, the crystal-clear lake believed to
mark a manifest zone linked to Lamannia. The rocky
land surrounding the area remains wet and cool year-
round, even as the sands that give the lake its name burn
white beneath the equatorial sun.

GETTING THERE

As with any other destination in Sarlona, travel to
Syrkarn is never undertaken lightly. The direct sea route
from eastern Khorvaire covers the entire length of

the Sea of Rage. Ships embarking from Khorvaire's

western shores must ply the Barren Sea and the Sea of
Lost Souls. In either case, the journey islong, and ships
must pass through the waters of unwelcoming Riedra.
Most ships traveling to Syrkarn are privateers from
the Lhazaar isles making trade runs, and the majnrity
of adventurers arriving in Sarlona take passage on a
Lhazaar ship.

The privateers’ destination is almost always the
southern port of Ardhmen, but explorers expecting to
find themselves landing in the Stormreach of Sarlonaare
in for a somewhat muddy letdown. Even after decades of
Lhazaar trade, Ardhmen remains little more than clus-
ters of fishing huts, transitory nomadic trader enclaves,
and the ancient stone dock remnants of the port city that
was leveled in the ancient magewars.

Khorvairians attempting to travel to Adar make
landfall at Ardhmen, for the coastline of that besieged
mountain land is all but impassable. Attempting to
land an unauthorized ship in Riedran-controlled
territory is almost as dangerous. As a result, travelers
who have secret dealings often enter Riedra across the
Syrkarn frontier. Likewise, kalashtar pilgrims and
refugee Riedrans seeking to escape the gaze of the
Thousand Eyes usually make their way to Khorvaire by
way of Syrkarn.

Khorvairian ships traveling east often stop at
Stormreach before returning to Sharn, seeking to maxi-
mize their profits on the long voyage with a quick pickup
of Xen'drik goods. Those half-giants who leave Syrkarn
typically book passage on that route, seeking to experi-
ence the lands of their forgotten giant explorers.

A DAY IN THE LIFE

Batukuam sits alone beneath the endless darkening sky,
the bonfires of the night-revels just visible in distant
Maszani. The vi“age isa sprawling mass of farmsteads
and stone buildings flanked by raised berms of rock
and earth. There have been settlers here since before
memory, building alongside the low hills that catch the
spring rains and slow the ever-present wind.

This night, the wind blows warm. Batukuam can
smell the sweet tang of the dry grasslands, already dark to
the east. He feels a thousand memories wrapped in that
scent, of boyhood on the steppes and years traveling the
trade roads. At the end of this harvest, his two-year term
as sahar of Maszani is up, and Batukuam will be glad to
get back to those roads. He takes pride in what the settle-
ment has accomplished under his leadel‘ship. but he

P—-——#

SYRKARN AT A GILANCE

Estimates based on and extrapolated from the Varmanc
expcdilion.

Population: 260,000 (44% human, 42% encko,
12% half—giant‘ 1% kalashtar, 1% other).

Area: 1,320,000 square miles.

Sovereign: None.

Capital: Nderitese (unofficial).

Major Settlements: Per, Gjitha, Maszani.

Climate: Temperate to tropical throughout; equa-
torial heat tempered by proximity to the Sea of Rage.

Highest Point: Mount Athay in the Kushtuar
Hills, elevation 4,408.

Heraldry: None.

Foundcr: Unknown

National Motto: None.
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knows that both pride and accomplishment are fleeting
in the end. The beauty of the steppes and the sensation
of weightlessness as the ground falls away beneath the
winged steed you ride—these things are eternal.

Asin any Syrk settlement, life in Maszani is equal
parts toil and reward. The crop of sepse and flax has
been good this year, but bounty does not pick and dry
itself. The overflowing sun racks spread behind the
windwalls. The woodcutters and carpenters of Huaja
Corner work day and night to build the crates that will
seal and pack the harvest once dried. It is a good har-
vest, more than enough for the winter and the spring
beyond. The weavers' output will be sent to the trade
roads, bartered for salt bison and cheese. This season,
they have enough of the finer cloth to send to Ardh-
men, where the pale sailors come to trade from across
the Raging Sea.

As he has done every day since midsummer, Batu-
kuam arrived in the fields before dawn and worked
alongside his people to the sound of laughter and song.
Today is done, tomorrow would come, tonight is here
now. The bonfires are burning. Still, he is troubled.

Laurendi had come to his thoughts that morn-
ing, her voice arriving unexpectedly as it always did.
Where she was, he didn't know. She had been bound
for the clans of the hill folk close by the seaway and the
Riedran forts when he'd heard from her last, but that
had been months ago. The message had been brief as
always, but even now, Batukuam felt the darkness in his
friend’s voice.

Thoughtstealers have crossed the sound. Word of the alliances and the
Concord of Maszani has reached them. Thg' will kill you if they can.

Batukuam is proud of what he has done.

He loves this land and its people, but even after the
bounty of the last two years and the grasslands turning
gold now under the late summer sun, he sees the better
future that he has seen since he was a child. For him,
the infighting and bickering of the Marrah Plains tribes
has always carried a greater cost. A drain on precious
resources, a drain on lives thrown away to bravado and
petty raiding. Along the trade road, he has heard dark
rumors that place the cults of Karrak behind the recent
rise in aggression that has seen Maszani post sentries for
the first time in memory.

F—#

WHAT Do You Know?

Knowledge (geography)

DC 10: Syrkarn is a nation of arid steppes and desert,
but its grasslands are fertile and its climate fair.
Its people have a long tradition of herding and
agriculture, and a scattered population makes good
use of the land’s natural resources.

DC 15: Like all of Sarlona, Syrkarn is affected by
unnatural weather and planar disturbances,
but these wild zones are less common and their
effects typically less severe than in areas such as
the Tundra.

Knowledge (history)

DC 10: Away from Inspired rule, fragments of the
culture and art of old Sarlona still survive in
Syrkarn. However, the humans of this land are
descended from Riedran refugees, not the Sarlonans
of old.

DC 15: S)’rkarn wWas once lhe site Offour human
nations, chief of which was Khunan, but was
emptied by ruinous wars and an Inspired-ordered
exodus. Its people are now a mix of humans
descended from Riedran exiles, and the mongrel
ogres called eneko.

DC 20: Dig deep enough into the history of this land
and dark truths emerge. It was the yuan-ti who once
controlled this territory, and who named it Syrkarn.
The destruction of the nations of old was not just a
product of war, but of dark magic.

DC 30: Details of the magewars that destroyed the great
nation of Khunan hint of the release and rebinding
of a rakshasa rajah. If this fiend was the power that
destroyed Khunan and gave rise to the yuan-ti, it
might explain why the Inspired have no designs to
control this land.

Knowledge (local)

DC 10: The Riedrans did not first call the eneko
“mongrel ogres,” but have since claimed the name
in order to twist its meaning. "Mongrel” in the
context of eneko culture implies a strengthening of
bloodlines by mixing, as opposed to the weakening
effects of inbreeding. The eneko wear their diverse
lineage with pride.

DC 15: First and foremost, Syrks are Syrks. Though the
eneko tribes and the human clans maintain their own
traditions, no innate sense of conflict or competition
exists between them. Permanent settlements in Syrkarn
are usually a homogenous mix of the two races.

DC 20: Though Riedra has no apparent designs on
Syrkarn, its agents are active throughout the land.
However, such agents seem most concerned with
simply observing Syrk life and society.

DC 30: The agents of the Inspired do far more in
Syrkarn than simply watch. Riedra’s mandate is
to ensure that Syrkarn never rises above a state of
isolation and marginal tribal conflict. Whether
eneko or human, leaders who seek to unite the tribes
and clans have a habit of dying before their time.

Knowledge (nature)

DC 15: The eneko carry a mix of ogre and half-giant
blood, but have long since become a distinct race
that breeds true. Certain physiological similarities
indicate that the mongrel ogres evolved from half-
giants, rather than true giants.

Knowledge (arcana) or Knowledge (psionics)
DC 25: Discovery of the otherworldly dreamspace energy
is attributed to Sudeva, a Riedran exile psion who

settled in Syrkarn.
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Posting the sentries was Batukuam’s decision in
the end, just as it was his decision to call the Maszani
Concord—a meeting of tribesand clanholds from across
the steppes. It was his passion, his dream, hisvision of
the future that he set out over that winter—long month
of feasting and negotiation. A better future.

Before him, old Abdiri had spoken of the future.
She had spoken of Syrkarn growing strong as the nations
of old once had. Abdiri had urged that Ardhmen be
rebuilt as the great port it had once been.

Then Abdiri had been killed by an upstart thug.
Laurendi had told Batukuam the Riedrans were behind
Abdiri’s death. Their thoughtstealers used mind power
to corrupt a boy into committing murder, because
Abdiri'sdream DfSyrkarn growing strong was something
the Riedrans could not abide.

As he stares at the fading sun, Batukuam feels a
restlessness that he cannot name.

Asarule, he putslittle faith in conspiracy and rumor.
Asarule, he neither hates nor fears the Riedrans. Syrkarn
is free and has always been. Syrkarn will endure.

The sun is red-gold, slipping down across the end-
less line that marks the sharp edge of the sky.

No matter what mighl happen to him, Syrkarn will
endul‘e.

THE SYRKS

The population of Syrkarn is largely a mix of eneko
and human clans descended from Riedran refugees.
Half-giants are common in Syrkarn, but the nomadic
lifestyle of the Sandstrider family in the Andnemun
Desert keeps them removed from the affairs of the
tribes and clans. Human and eneko settlements dot
the plains, and seminomadic clans wander regular
hunting grounds in the forests and river valleys with
the changing of the seasons. The clansand tribes both
see themselves as the DnI)‘ trul_v Sarlonan culture left

on the continent—avoiding the stagnation of Riedra
and the rigid culture of Adar as they build their lives
in the shadows of the past.

Whatever their race, Syrks are thoughtful and
hardworking folk who believe that celebration should be
the end result of all honest labor. Their love of freedom
leads Syrks to respect privacy and the individual, but they
balance this with a sense of community that allows them
to thrive in the sometimes hostile plains. A Syrk neither
seeks to lead nor to follow. He does the job to the best of
his ability, and expects the same in return from those he
trusts and depends on.

The love and celebration of freedom is central to the
Syrk spirit, and nearly all disputes between Syrks concern
obligation, restitution, or a sense that someone desires
power not rightly his. Such disputes are not infrequent,
but rarely lead to more than threatening standoffs.
Those unfamiliar with Syrk customs can sometimes
find themselves caught off guard when angrily accused
of some affront by a Syrk native. Those who don’t know
the appropriate Syrk response (be fierce, be truthful,
and apologize when truth turns against ynu) sometimes
needlessly respond with violence that the other party
never anticipated.

Syrkarn is a rural and agrarian nation, but that
nation is built on the bones of old Sarlona. As a result,
Syrks appreciate art, architecture, and formal music that
contrasts with their humble lives. From field laborers
to nomadic hunters, Syrks take as much pride in their
appearance as they do their work and skill. Textiles are
one of the primary trades of Syrkarn, and those too
young or too old for harder labor spend their days at the
loom or with needle and thread.

Nearly a third of Syrk society leads some form
of nomadic life, but no great differences can be seen
between the Syrk nomads and their brethren who settle
in villages and towns. In fact, many Syrks live a cyclical
life—wandering the steppes in their youth, later settling

F—M

Five COMMON SYRKARN LEGENDS

1. Syrkarn is free. Though nominally a protector-
ate of Riedra, Syrkarn and its people owe no fealty to that
land or its Inspired overlords. When occasional mutter-
ing chalks this fact up only to Riedra’s apparent lack of
interest in Syrkarn, a pint or two of ustah and a toast to
the past will drown it out.

2. In the past, greatness lingers. The eneko are
descendants of ogres and half-giants, the latter thought
to be the progeny of Sarlonan humans and giant explor-
ers from ancient Xen'drik. From this lineage, the mon-
greltribes believe that the blood of both the mighty titans
of Xen'drik and the former sorcerer-kings of Sarlona
flows in their veins.

3. The yuan-ti once held this land in the iron
grip of dark magic—and seek to do so again. The
yuan-ti empire that rose in the ruins of Khunan is one
of the few pieces of old Sarlonan history still predomi-
nant in the age of Riedra. Some speculate that this is
so because Riedra wants it that way, and many Syrks

question whether the yuan-ti are a force to be fought
along with the Inspired, or a potential ally in the fight
against Sarlona’s masters.

4. The giant-based faiths of the mongrel ogres
hide dark secrets. The eneko tribes follow religious tra-
ditions drawn from the faith of ancient Xen'drik. How-
ever, it is said that dark cults among the mongrel ogres
use the veneration of Karrak (thought to be an aspect of
the Keeper) to conceal the practice of dark magic.

5. Beneath the beauty of Syrkarn, dark things
abide. No one who has ridden the Itzaina range or
spent a night within sight of the Whitewater can deny
the natural splendor that is Syrkarn. At the same time,
whispered rumors speak of a nameless darkness in the
desert, and of voices that call to those who walk the plains
alone. Some who seek to define this darkness speak of
connections between the fragmentary legends of the
yuan-tiand the lore of the Age of Fiends. What the truth

is, none can say.
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in a community to raise children or pursue a formal
vocation, then breaking away to take up the life of a
nomad or trader in their twilight years.

Likewise, the harmony between Syrkarn's two
main races is remarkable, given Sarlona's ]onghistory
of conflict. Though the human clans and eneko tribes
maintain their own separate ways and traditions, little
sense of division exists between the races, and virtually
all settlements and nomadic groups feature members
of both races living alongside each other. Humans and
eneko often form lifelong romantic bonds, but they
cannot interbreed. Mixed couples do adopt orphaned kin
of either race.

Syrks typically define themselves by vocation and
deed. A majority of traders and herders happen to be
eneko; most farmers and artisans happen to be human.
Still, these happenstances are unimportant next to the
quality of the artisan’sgoods. the shot that brings a bison
down, or the strength that drives a plow. Syrks take great
pride in their work, and they spend as much time as that
work allows celebrating the wealth and heritage their land
has bequeathed them.

SYRK RELIGION

Derived as it is from Riedran refugees and their
descendants, Syrkarn’s human population is uniformly
contemptuous of the Path of Inspiration. Nearly half
of all human Syrks follow no gods at all, instead plac-
ingtheil' faith and devotion in the land itself. For Syrk
cleries, the spirit of Syrkarn is treated as a neutral
force that provides access to the Animal, Healing,
Plant, Sun, and Travel domains. Its favored weapon
is the sickle.

In much of Syrkarn, humans have reclaimed the
worship of the Sovereign Host from contact with Lhaaza-
rites. At the same time, the eneko have always invoked
aspects of Arawai and Balinor, naming these Rowa of the
Enduring Trees and Banor the Bowhunter. Human Syrks
thus focus their own wcrship on Arawai and Balinor, with
this accidental meeting of traditions underpinning the
long-term social stability in the region.

Among the eneko, some worship Karrak the Final
Guardian. No analogous faith exists among the humans,
and Karrak's sects are among the few eneko-only enclaves

in Sy rkarn.
SYRK STYLE

A nation of farmers and hunters would seem an unlikely
place to seek the highest artistic traditions of an empire.
Syrkarn is the only place where the legacy of old Sarlona
still lives—a legacy that spreads through Syrk culture on
every level.

Art

The cloaks and clothing of the Syrks are decorated with
intricate line-art patterns in a style reminiscent of the
architecture of old Sarlona. The images are created
using long-lasting red and black inks created from the
berries and leaves of the hardy hilp bush. Given most
Syrks' dismissal (or outright distrust) of Riedra, the
modern artistic style of that land, with its f]l:}wing lines
and curves, is all but unknown here.

Architecture
Because Syrkarn has never been subject to Inspired
rule, it has been spared the cultural purges the Inspired
used to build monolithic Riedra over the nations of old.
Syrkarn is thus one of the few places in Sarlona where a
significant portion of the architecture of the past sur-
vives. Across this land, derelict castles stand atop wind-
swept tors, their starklines Seemingly thrust up from the
living rock. Where the villages of the mongrel ogres have
been built on the central plazas of the ruined cities that
came before them, ancient avenues and neighborhoods
(called "corners”) still radiate out through the sur-
rounding grasslands like ghostly spokes. Along isolated
mountain passes and long-lost wayroads, fortresses stand
whose foundations are as solid as when they were laid two
thousand years before.

Dominated by columns, straight lines, and square
arches, the architectural style of old Sarlona still affects
this land and its peuple. Even the most utilitarian

F—#

Syrk NAMES AND SPEECH

The mongrel ogre tribes typically use a first name and
a clan name. Because clan names are fixed in number,
eneko traveling outside their homeland often add their
place of birth or vocation as a de facto third name.

Male Eneko: Alimbida, Ametzama, Baraxil, Eusko,
Iker, Kaxen, Kusko, Perutxo, Txartiko, Urtungo.

Female Eneko: Agosti, Denlilla, Eninnuta, Immasa,
Iziaka, Jhaszuurra, Nahia, Ospinu, Szagani, Urumea.

Eneko Clan: Dgatumdut, Galgalmemean, Gar-
ranan, Hrursaggat, Ididignaam, Lagaskiaker, Maraan-
dun, Numanigar, Tartarredar, Tumagin.

Humans: Humans newly fled to Syrkarn bring
their names with them from Riedra (see page 49). The
long-established human clans maintain Riedran sur-
names, though human given names have evolved a Giant-
inflected flavor over time.

Half-giants: The half-giants of Syrkarn originated
in the deserts of Andnemun, and they use the standard
names for their race (EPH 12).

Phrases: The following turns of phrase are unique
to Syrkarn, and are expressed in both Giant and
Riedran.

“Serpent’s eye.” A catch-all expletive or curse, as in
“The serpent’s eye take you!”

“Arch-strong.” “Long as a column stands.” General expres-
sions of praise or commitment are often drawn from the
long-lasting architecture of old Sarlona.

"Shackled.” Cowardly, vacillating, a general term of
contempt. All Syrks value freedom, and while the realm
is far from lawless, being beholden to the will of others
is seen as a sign of weakness.
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structures are }Jllill to a s[and;: I:‘(l Of‘ Stﬂ]"k !)Gillll}'. Elnd

whether of wood or stone, are typically buttressed,
arched, and reinforced to last a lifetime. The nomadic
tribes are no less inventive than their brethren in
Syrkarn's fixed settlements, building their mobile homes
from elaborate frameworks of interlocking poles and
light beams over which decorated hides are stretched

and sealed.

Cuisine

Food in S}'I‘karn is plenti{‘ul. well spi('ed. and served with
copious amounts of ustah—a potent liquor brewed from
honey and wild berries, reportedly from an ancient ogre
recipe. The demands of rural life limit the choices avail-
k palate, with meat, fruits, and vegetables

able to the Sy
all lypica”y dried for storage and transport. However,
Syrks treat cooking with the same reverence as their other
arts, and need no excuse for a feast.

Fashion

True to S}_"I’k&!l‘ﬂ‘ﬁ I‘CIJLI[HliOﬂ as a 1&!11[{ of i‘]‘{’ed()l'l'l. lht‘

fashions Ofl its peuple encompass an ECIECIiC I'&ll‘lge ()!‘

styles, and a remarkable artisanship can be seen in the
textiles, cloth, and weaving of Syrkarn. Among both
the mongrei ogres and the humans, a wild aesthetic
pt‘{'dominatt‘s. co:‘nbining utilitarian function and the
simple beauty of old Sarlonan design.

Despite their nomadic lifestyle, the half-giants of

Syrkarn hold an edge over both the human clansand ogre
tribes in armm‘smirhing and weaponry.

STATE OF THE NATION

S)-‘l'kiu‘n iS avast expanse Of‘ilrid Plﬂins \\’hel'e l‘()UI' nations
of old once stood. Its history is rich with conflict and
conquest, and it is one of the few places in Sarlona where
the devastating effects of the ancient magewars can still
be seen, untouched by Inspired reconstruction. A land
surrounded by Riedra yet distinct from it, Syrkarn has
long been left to its own devices for reasons that none but
the Inspired understand.

i\l(’al'l}' Elll SPllielTlfnt.‘i i'l'l S,\"'I‘kﬂl']'l are agl‘irultural
centers—communal farmsteads (daabi in the Giant
l()ngue) that trup the windblown soil of the steppes
behind vast networks of berms and stone walls. However,
nearly a third of Syrkarn’s population lives on the open
steppes. Though most are nomadic herders or hunters, a
distinct class of traders (mostly eneko) are the lifeblood
of commerce across the nation. Regular trade roads
carry goods, laborers, and knowledge between the 1a|‘gr:r
settlements, al|0wing the Syrks to maintain a social
inl‘l'astl‘u(‘tul‘e lhal l]{’ll‘f_‘ﬁ [I'l{' |ancl’s i.‘i()liltion,

WHO RULES SYRKARN

,‘\ccordinglo the l_:nity of Riedra, Syrkarn is a protector-
ate of that nation, and ostensibf}' owes fea]tyto Riedraand
the ]nspired, In truth, however, the Inspired's last act of
governance in Syrkarn was to order the land emptied of
its human population in the aftermath of a victorious
purge of the yuan-ti more than twelve centuries ago.
"Sahar” is a general term of leadership common
among both humans and eneko, but it can cover a wide



range of power. The sahar of a nomadic tribe might
rule only two dozen people, half of them her immediate
family. The sahar of alarge settlement might rule a mixed
population of a thousand humans and eneko, and have
ultimate aut]'lority over security, trade, and commerce in
a wide region.

In larger settlements, sahar are usually elected to
fixed-year terms, the exact length of which is set by
tradition. Among the tribes and clanholds, leadership
is a matter of strength or will, with warriors, spellcast-
ers, or manifesters often taking up the mantle of power.
Whether by social accident or design, no central leader-
ship exists in Syrkarn, though the sahar of Nderitese—at
5,000 inhabitants, the territory’s largest settlement—is
sometimes asked to broker disputes between other settle-
ments and larger clans.

Smaller disagreements on trade, tariffs, and power
sharing are typically handled by the time-honored tra-
dition of threats and force, but the reality of Syrkarn
means that its people typically have little reason to fight.
Resources and land are plentiful, and the common culture
forged by eneko and human has created social customs and
arule of law unheard of in agrarian tribal societies.

However, those Riedran exiles who monitor the
activities of the Inspired in Syrkarn often claim to see
signs of subtle manipulation of the clans and tribes that
hint of psionies. Rival chieftains who have long histories
of being at each other’s throats will suddenly declare a
mutual commitment to peace and allegiance. Smaller
factions will suddenly gain tactical sophistication that
allows them to thwart the expansionist plans of more
powerful nomadic tribes, or force the larger settlements
into a defensive stance.

The least populous (and most mysterious) residents
of Syrkarn are the yuan-ti. Descended from the few of
their kind who did not flee to Argonnessen when their
nation was overthrown, these serpentfolk keep them-
selves well hidden. Even after twelve hundred years, the
utter destruction of the yuan-ti at the command of the
Inspired remains a potent reminder of the power the
lords of Riedra can bring to bear.

FOREIGN RELATIONS

Syrks are content to leave others alone and hope for the
same in return. For all intents and purposes, Riedra is
the nation's only neighbor, and the monolithic and iso-
lationist bent of that land means that Syrks frequently
define themselves as its antithesis.

Riedra

The Inspired in Riedra clearly have the resources and the
military might to take Syrkarn in a heartbeat, driving
its people into the sea if they so chose. Although desert
and mountain marks much of Syrkarn’s inland frontier,
unlike Adar, no natural or mystical defenses protect this
land from invasion.

The fact that the Inspired have chosen not to invade
suggests that they have strong reasons to leave Syrkarn
as it is. The Thousand Eyes has agents throughout the
land, but these seem primarily focused on maintaining
the status quo among the tribes and clans. Isolated skir-
mishes are sometimes made against the human exiles,
but clear benefits can be seen in Riedra’s allowing the
exile clans to survive as a beacon to the like-minded. No

matter how many exiles swell its population, vast Syrkarn
will never have the resources or the population to challenge
the Inspired. Better to have those who oppose Inspired rule
flee for the "freedom” of the barbarian frontier than to
disturb the Riedran peace.

Riedran agents harass the mongrel ogre tribes with
greater frequency than they do the human clans. Some
speculate that this behavior marks a fear that the ogres
are more apt to pursue dark magic, as has been seen in
the recent rise of the Karrak cults. It is known that the
Horned Shadow has sought to recruit both half-giants
and eneko from Syrkarn in recent years, but whether any
connection exists between the rebellious ogre mages and
the cults remains to be seen.

More than anything else, Inspired agents seek signs
of magic use in Syrkarn. They are especially watchful
for any sign of the Heirs of Ohr Kaluun in the steppes
and the yuan-ti ruins. When it is found, the arcane is
exterminated. Riedra is intent on seeing that Syrkarn's
lost lore stays that way.

Sharing a desert border as it does with Borunan,
Syrkarn has a more open relationship with the former
ogre kingdom than with the other Riedran provinces.
Just as the ogres made their way south centuries ago,
more than a few eneko make the trek north today. The
eneko in the Savage Legion are drawn from the ranks
of such Syrk exiles.

Adar

The lands of the mountain refuge border Syrkarn to the
southeast, and the outposts of that frontier are firmly in
Inspired hands. For the Syrks of the border territories,
the land along Jathara Sound, guarded by a series of
coastal forts, is merely another part of Riedra, and that
nation's business with the folk of the distant mountains
is none of their concern.

However, for those Syrks who actively oppose the rule
of the Inspired, the Adarans are brothers in arms. The
treacherous seas and inhospitable cliffs of Adar channel
those seeking to enter the mountain refuge to Syrkarn,
where they land at Ardhmen or the smaller fishing vil-
lages of the western coast. They then make their way
inland, crossing into Adar between Riedran outposts
and patrols.

Syrkarn isalso the departure point for the goods that
Adarans trade to Khorvaire, and a steady flow of couriers
passes along the Summit Road throughout the year.

Other Nations
QOutside of academic circles, few non-Sarlonans even
know of the existence of Syrkarn. Unlike the Adaran
monks and the kalashtar who have established enclaves on
Khorvaire, Syrks have little reason to leave their land.
Since the end of the Last War, Lhazaar traders have
made their way to Ardhmen in order to barter for spices
and dreamlily. However, with the Inspired now actively
directing trade between Riedra and Khorvaire, Syrk
merchants are seeking contacts among the Riedrans,
hoping to broker more profitable trade in mainstream
Khorvaire. The merchants of the Lhazaar Principalities
have largely turned their own trade to Syrk art, antiqui-
ties, and textiles—their quality as high as Riedran goods,
but their design incorporating an old- Sarlonan aesthetic
lost to Riedra.
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NOTABLE SYRKS

With no overarching authority in Syrkarn, no central
leadership figure exists. Banigar Bihurrani could be
used as the local headman of any number of towns, while
Gerazan Sandaili exemplifies those who struggle against
the Riedrans.

Banigar Bihurrani
NG male eneko warrior 4/expert 4

Sahar of a small village on the Marrah plains, Bani-
gar is an elderly hunter determined to die in the saddle.
Jovial to friend and stranger alike. he has a thoughtful
side that he shows only rarely. His village's lands extend
to within sight of the Whitewater, and he has spent long
years watching the activities of the Karrak cults in the
area. As such, he is an excellent resource for PCs inves-
tigating the activities of the cults, or seeking background
information in the course of investigating the presence
of Inspired agents in Syrkarn.

Gerazan Sandaili
NG male human telepath 5/expert 2

Gerazan Sandaili is a master weaver in Nderitese,
Syrkarn’s largest settlement. He has lived in Syrkarn
since fleeing Riedra some fifteen years ago, but unknown
to even those closest to him is the full story of the life
he led there. A secretly practicing psion, Gerazan was
a member of the Broken Throne, studying the mental
techniques of old Dor Maleer. As alaw-abiding Riedran,
Gerazan fully expected to be punished should his gift be
discovered. What he hadn’t counted on were agents of
the Thousand Eyes slaying his wife and child when they
ﬁnal]y came for him.

Gerazan is now part of the Watch—an unofficial orga-
nization of Riedran refugees who make it their business to
uncover agents of the Inspired in Syrkarn’s larger centers.
No stranger enters Nderitese without passing through
the market corner. No stranger leaves the market corner
without having come under Garazan's watchful eye.

PLOTS

For those who live there, Syrkarn is as close to idyllic as
Sarlona can be. For those who have a more detached view,
however, this breathtaking land hides intrigue that its
people never see.

THE EYES OF RIEDRA

The great nation of Riedra spreads around Syrkarn like
a dark shroud—or at least this is the belief of the exiles
who have fled that land. The more cautious refugees are
ever watchful for signs of Riedran influence in Syrkarn,
and what they see is cause for fear.

Far from Riedra maintaining only a token watch
along the borders, more than one exile claims that agents
of the Inspired move freely within Syrkarn in significant
numbers, and with dark purpose. They believe that the
Inspired have reasons to keep Syrkarn as it is—isolated,
fractious, and never rising to a higher level of political
union than the thousand-year tradition of tribes and
clans. Rebel agents point to the deaths of a number of
promising eneko and human leaders, and of the strate-
gic precision with which land squabbles and intertribal

raids undercut any movement toward central authority
in Syrkarn.

Still, even those who believe these claims are forced
to wonder why. Since the Riedrans clearly have forces and
numbers that would allow them to easily claim Syrkarn
as their own, what purpose can this subtle manipula-
tion serve?

Getting the PCs Involved: Characters might find
themselves working with a popular local sahar who is
attacked by a rival tribal leader. Signs of psionic control in
the rival seem to support the idea of a greater power behind
the clandestine assassination attempt. The Inspired are
not the On]y ones in Syrkarn r:apable of such control, and
rogue half-giants or yuan-ti might become suspects—or
diversions leading the PCs away from the truth.

If the PCs investigate, an intricate web of Inspired
espionage might lead to their uncovering tantalizing clues
to Syrkarn's darkest secret. Are the Inspired’s actions in
thisland driven by the knowledge that a rakshasa rajah is
bound beneath the yuan-ti ruins of Sustrai Mor? And if
fear of this fiend has seen Syrkarn stand all but empty for
a thousand years, what will happen to PCs who interfere
with the Inspired’s plans?

THE YUAN-TI

An almost pathological fear of the yuan-ti still runs
rampant across the territory that bears the name of the
serpent kingdom that preceded it. Today, purebloodsare
virtually the only yuan-ti that a Syrk ever encounters,
but such meetings are almost never recognized as such.
Purebloods in human form act as emissaries for secret
enclaves in the Kushtuar Hills, and some have even been
known to live full-time among the human clans. Some
such yuan-tiact as spies for their brethren; others simply
seekalife in the wider world denied them by the fear and
contempt that dogs their kind.

Tales abound of enclaves of halfbloods and abomi-
nations around the Whitewater and in the Itzaina Plains.
Whether these are simply the fears of the past given voice,
or new rumors started by the Inspired to keep that fear
alive, remains to be seen.

In contrast to the legends, what little contact has
been made with the yuan-ti (mostly by half-giants seek-
ing psionic training) suggests that they tend toward neu-
trality, in stark contrast to the evil race of legend. This
observation is consistent with scholarly speculation that
the yuan-ti of Xen'drik turned to their rapacious ways
only after migrating to that continent by way of Argon-
nessen. According to legend, the shulassakar believe
that all yuan-ti were originally descended from the
couatls. This might suggest that the yuan-ti of Sarlona
were created not by fiendish corruption, but by the as yet
unknown benevolent magic that ]‘lelped put the Syrkarn
rajah down—or even from some unique combination of
the two forces.

Many Syrks believe that the Sarlonan yuan-ti want
nothing more than to be left alone. Others, however,
suspect that the isolation of the yuan-ti has a very specific
purpose—giving the Inspired no reason to take notice of
them while they rebuild the numbers and power neces-
sary to one day reclaim their nation.

Getting the PCs Involved: Findingactual yuan-tiin
Syrkarn is rare, and those encountered are typically pure-
bloods passing as human. PCs might ally with a faction



of Syrks opposing Inspired rule, only to find themselves
dupes of the yuan-ti. Before the motivations of these yuan-
ti can be assessed, PCswho are familiar with the evil yuan-ti
of Xen'drik might jump to their own conclusions.

PCswho come to understand the nature of the neutral
yuan-ti of Syrkarn might discover evil yuan-ti enclaves
tired of hiding in the shadows. These yuan-ti seek to make
the Inspired pay for past slaughter. They could be uncom-
fortable allies for PCs seeking to do likewise.

Allernatively. the number nyuan—ti hidden in S)’rkarn
might vast]y exceed even the [nspired's most pal‘anoid
guesses. Breeding undetected for twelve centuries, these
yuan-ti are a force capable of tipping Sarlona’s balance
of power if they ever emerge from hiding.

ENCOUNTERS

A few of the characters PCs might run into while in

Syrkarn are detailed here.

Fraihna Lohazzen

Fraihna is the best tracker in the steppes—hard to find and
expensive to hire, but well worth both effort and price.
Alifetime in the wild has burned his leathery skin to the
color of a Syrkarn sunset, and his distinctive shock of
bleached hair is often the first indication of his approach
across the plains. Fraihna roams at an easy pace between
the giant-run farmsteads of the Lamecha Lowlands and
the clanholds of the Marrah. Messages can be passed to
him through any of the veteran drovers of the trade roads,
and such are usually returned within the month.

It's possib]e that Fraihna could be an adversary of the
PCs, hired to track them for an enemy or rival group. The
eneko ranger cares more about survival and his reputation
than about the moral particulars of a given situation.

FRAIHNA LOHAZZEN CR 8

Male eneko ranger 8

CN Medium giant

Action Points 3

Init +2; Senses darkvision 60 ft., low-light vision; Listen
+11, Spot +11

Languages Giant, Riedran

AC 18, touch 12, flat-footed 16
hp 55 (8 HD)
Fort +8 (+10 against poison). Ref +8, Will +2

Speed 30 ft. (8 squares); woodland stride
Melee +1 Large greataxe +12/+7 (3d6+5)
Ranged +1 Large composite longbow +12/+7 (2d6+4) or
+1 Large composite longbow +8 (4d6+8) with Manyshot or
+1 Large composite longbow +12/+412/+7 (2d6+4) with Rapid Shot
Base Atk +8; Grp +15
Atk Options favored enemy giants +4, favored enemy

humans +2

Combat Gear 2 potions of bear’s endurance, 2 potions of cure moderate
wounds

Ranger Spells Prepared (CL 4th):
Ist—animal messenger, magic fang

Spell-Like Abilities (CL 4th):
1/day—endure elements, pass without trace

Abilities Str 16, Dex 15, Con 15, Int 12, Wis 12, Cha 6

S5Q animal companion, link with companion, powerful
build, share spells, swift tracker, wild empathy +6 (+2

magical beasts)

Feats Endurance®, Heroic Spirit, Man){shot“. Point Blank
Shot, Rapid Shot®, Weapon Focus (longbow), Track®

Skills Handle Animal +9, Heal +11, Knowledge (nature)
+14, Listen +11, Ride +15, Spot +11, Survival +11 (+13
aboveground)

Possessions combat gear plus +1 chain shirt, +1 Large greataxe, +1
Large composite longbow (+3 Str bonus) with 20 arrows, amulet
of natural armor +1

Hook “Big country, Syrkarn. Lot of places for someone to
hide. Just not from me.”

CreysaA, Hunting Hounn CoMpANION CR -~
N Medium magical beast (augmented animal)
Init +2; Senses low-light vision, scent; Listen +3, Spot +3

AC 18, touch 12, flat-footed 16

hp 45 (6 HD)

Resist evasion

Fort +5, Ref +5, Will +1 (+5 against enchantments)
Speed 50 ft. (10 squares)

Melee bite +7 (1d8+2)

Base Atk +4; Grp +6

Atk Options trip (+6 melee touch)

F——#

THE SYRKARN RAJAH

From fragments of yuan-ti lore and contemporary
human records, some scholars assert that a rakshasa rajah
exists in Syrkarn, possibly beneath the ruined yuan-ti
city of Sustrai Mor. The eneko Karrak cults are said to
be numerous within the wasted plain that surrounds the
ruins. Among the Syrk nomads, the city has a reputation
for being haunted or overrun with secret sects of yuan-ti.
Whatever the truth, the Syrks avoid the place.

Whether the lnspired or the Dreaming Dark have
reason to fear the might of a bound rajah is an open
question. It seems likely, though, that the Inspired’s
unwillingness to risk the resources necessary to destroy

the Syrkarn fiend drove the decision to simply empty that
land—denying the fiend (and its inevitable Lords of Dust
allies) the followers it would inevitably seek.

At the same time, the Inspired show little of the same
concern for the rajahs thought to be trapped in the Tundra
and Adar. Perhaps the lords of Riedra have some plan for
keeping these other fiends in check, either before, or
preferably after, they run rampant in those lands. At the
same time, the fall of Khunan and the subsequent rise of
the yuan-ti suggests to some that the Syrk rajah was once
unbound—and that whatever act saw it put down might not
have bound it as strongly as the Inspired would like.
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Abilities Str 15, Dex 17, Con 16, Int 2, Wis 12, Cha 6

5Q 3 bonus tricks

Feats Track®, Improved Natural Attack (bite), Skill Focus
(Survival), Weapon Focus (bite)

Skills Hide +3, Listen +3, Move Silentiy +4, Spot +3, Survival
+8 (+12 tracking by scent)

Trip (Ex): A hunting hound that hits with a bite attack can
attempt to trip the opponent (+1 check modifier) as a free
action without making a touch attack or provoki ng attacks
of opportunity. If the attempt fails, the opponent cannot
react to trip the hound.

Ky
N female eneko cleric 4

A former member of the Karrak cults, Ky is one
of the best sources of information on cult activity—she
remains one of the few people to flee their ranks and live
to tell about it. Though she prefers the crowds of Ardh-
men and Nderitese to the open plains where ambush is
easy, Ky is a loner. She remains a disciple of Karrak,
and the scythe she carries has never seen a wheat field.
Those seeking information on the cults inevitably find
themselves pointed in her direction, but seekers must
spend time and money (mostly at the ustah taverns) to
win her trust.

Laddin Tho
LG male human wizard 7/loremaster 5

A wandering historian, Laddin Tho is the best
source of general and historical knowledge on the plains.
The problem for most of those who seek his knowledge is
pulling the useful details from his endlessly meandering
tales. Tho is nearly as tall as the eneko laborers he drinks
with constantly, but his gaunt frame gives him the look
of an oddly mustached insect. Hisapartmentsin Ndter-
ise are rumored to hold one of the largest collections
of arcane scrolls outside the enclaves of the Keepers of
the Word, but Tho's days as a hired spellslinger (which
he happily recounts in excruciating detail) are long

behind him.

ADVENTURE SITE:
SARLONAN RUINS

Thirty centuries after its fall, the ruins of an old-Sar-
lonan settlement rise like bleached bones in the middle
of the empty steppes. They are a stark landmark, avoided

by the herd animals in the area.

APPROACH

The tracks you've been following suddenly break and scatter around a low
rise ofh ill. R:'sing above the u:a:'st—hi'gh pfcrin oflgo]'dengrass. distant stand-
r'ngsfones mark oﬁthe edge ofﬂﬁel[d ofrubbl’e and low walls.

No sign of current or previous habitation can be seen
from outside the ruins. A successful DC 15 Knowledge
(local) or Knowledge (architecture and engineering)
check notes more destruction here than would be
expected of the enduring ruins of old Sarlona. A suc-
cessful DC 25 Survival check anywhere around the rubble
determines that the grass shows signs of rain more recent
than has occurred in the area (a product of the elemental
effects from area 5).

TERRAIN FEATURES

The open plain marks the edge of the territory of a
hippogriff herd that adventurers might be seeking or
protecting. Alternatively, the PCs could be tracking a
nomadic tribe with which they have pressing business.
The ruins are at least a day's ride from the nearest settle-
ment or trade road.

The combination of tall grass and rubble makes
movement in the area challenging. Characters can move
within the ruins without difficulty, but those attempting
to run must succeed on a DC 10 Balance check or fall.

KEYED AREAS

Ruined Buildings: The ruined foundations of a
midsized town spread through the wind-swept grass.
The shattered walls vary from 3 to 5 feet in height,
though higher walls appear at intervals. Where multi-
story buildings have collapsed, time and weather have
reduced their stones to little more than gravel. Place
specific ruins (apartments, stables, warehouses) and
encounters as desired.

Guard Posts: The 20-foot-high standing stones
marking off the area are the remains of a great wall that
once surrounded this settlement. Climbing to the top
of a guard post stone reveals holes in the top where a
wooden platform was once attached. Each standing stone
has a 5% cumulative chance to collapse for each character
who climbs it (Reflex DC 20 to avoid 2d6 points of falling
damage and 1d6 points of bludgeoning damage).

From the top of any guard post, a successful DC
20 Spot check enables a character to notice the hidden
campsite.

Well: Any animals with the party catch the scent of
water in this area. A low mass of rubble covers a capstone
leading to along disused well. At the bottom of a 15-foot
shaft, a natural spring flows slowly but is fresh and clear.
Alternatively, ice mephits from the wild zone in area 5
have settled here, and PCs seeking precious water find
themselves led into an icy trap.

Spell Turret Trap: An aura of magic fills this area,
centered on a single black pillar. This spot once marked
the entrance to a secret chamber, its roof and walls fallen
long ago. The pillar's magic protected it from the ravages
of time.

Any creature touching the pillar activates a spell
turret trap of appropriate Challenge Rating for the party.
See Dungeon Master's Guide Il for more information on spell
turret traps, or rep]ace it with any appropriate magic trap
from Chapter Three of the Dungeon Master's Guide.

In addition to the dangers of the spell turret trap,
this potent defensive magic might bring one or more
essence reavers (see page 147) to the area.

Wild Zone: Twisting through the ruins, a planar
gateway to Risia surges from time to time. At times of
connection, wide vents crack open among the rubble
and blast the area with elemental cold. Such an occur-
rence is what drove the recent inhabitants of the secret
campsite away.

A planar shift occurs about an hour after the PCs
arrive. A sudden chill fills the area, followed by a low
rumbfing that might be mistaken for an earthquake.
Then the ground is torn through by freezing winds
and bolts of elemental ice. Treat the ice bolts as a
5th-level call lightning or 9th-level call lightning storm effect
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y ‘SCALE. (1= 5 FEET

SARLONAN RUINS ENCOUNTERS

d% Encounter EL
01 1 ice devil 13
02-05 1d4 essence reavers (page 147) 9-13
06-15 1 eneko 8th-level ranger sahar and 8-10

1d6 eneko/human 4th-level warriors

16-20 1d6 rejkars (MM3 140) 511
21-25 1 eneko 7th-level cleric of Karrak and

2d4 eneko 2nd-level warrior cultists 7-9
2635 2d4 hippogriffs 4-8
36—40 1d4+1 quorbred cheetahs (page 151) 6-9
41-50 1d6 ice mephits 3-8
51-55 1d3 phrenic lions (EPH 205) 4-6
56—65 1d2 dire lions 5-7
66—75 | half-giant 4th-level nomad 5
76—80 1 snowflake ooze (MM3 161) 5
81-90 1d3 half-giant 3rd-level psychic warriors 3—6
91-100 1d3 quorbound wolves (page 150) 3—6

(depending on party |eve|) that deals cold dam;lge
instead of electricity damage. Treat the areas within
30 feet of each breach as severe cold or extreme cold,
depending on party level.

Once the planar activity diminishes, the ground
closes up again, but creatures escaping from the manifest
zone might remain in the area. Any investigation con-
cludes that much of the destruction here has been caused
b\ pl‘e\.’ious planal‘ events.

Hidden Campsile: Sheltered behind a mnstly intact
stone “Elll da blackened Fl'l'e Pil find da Plle O[‘WCII—ChEIrred

OLD SARLONAN Rums

= J, ..'.,
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1. RUINED
BuUIlLDINGS

2. GUARD

Posts
9. WELL

4. SPELL
TURRET
TrAP

5. Wib
ZONE

6. HiDDEN
CAMPSITE

7. SHALLOW
GRAVE

bones points to recent occupation of this site. A success-
ful DC 15 Survival check determines that it has been
approximately two weeks since anyone was here.

Shallow Grave: If the PCs investigate the hidden
calnpsite, a SUC(‘.ESSt‘Ul DC 22 SEUI'C}\ ChEL'k 5[10“‘5 T.I'ldt
more stones have been removed from the site than can be
accounted for in the construction of the fire pit. A short
distance away, a makeshift cairn has been placed over a
shallow grave. If the party is pursuing Karrak cultists,
this could be the remains of a victim ritually sacrificed
and buried. If they are involved with Inspired activity in
Syrkarn, the body could be that of a Riedran exile lrarLcd
down and killed bv the Thousand Eyes—or the remains
of a Riedran agent murdered by those he pursued.

REWARDS

‘I‘I‘CHKUI"‘_‘ ilPPI'OPI'iﬂ[e to lht‘ pi'il"t)"bs IEVEI can be f‘ound
prmected by the spe” turret trap or inadvertenli}' buried
with the victim in the shallow grave. As well, the ruins
might hold magically protected lore of old Sarlona that
could drive further adventures.

DEVELOPMENT

The ruins are suitable as the beginning of an adventure
arc, with the PCs either stumbling upon the ruins ran-
domly or sceking them out. Evidence of murder there
can drive the party to seek further information of p]ots
amonglhe Karrak cultists or the ]nspired. Ahernativel}'.
this scenario can mark the end of a campaign arc, with
the party pul'suing some ancient treasure or lore pro-
tected b}' the spe]i turret trap.
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THE
TASHANA
TUNDRA

This is Tashana, our home. It is land and sky, empty and endless.
—Tel-Margq, Saartuk shifter ranger

Yes, yes. Big and cold. Now let’s find the village, shall we?
—Clovis Forlaine, Whitetooth merchant

The Tashana Tundra is a land of vast, open spaces and
endless sky. Home to the great shifter nation of Sarlona,
the Tundra consists mainly ofgrassy. treeless pIains that
stretch without intel‘ruption from horizon to horizon.
For many thousands clfyear‘s. these seminomadic tribes
have roamed the grasslands, isolated from the rest of the
world and left in relative peace to contemplate the cold,
pure spirit of their ancestral homeland.

LAND OF MANY WATERS

Tashana means "many waters” in an ancient, nearly extinct
shifter dialect. The plains are dotted with hundreds,
if not thousands, of small glacial lakes. Many of these
remain frozen year-round, but the southern waters thaw
in summer. In these months, the Tundraisa place of pure
and unspoiled natural beauty. The landscapes are regu-
larly interrupted by huge mounds of rocks and boulders,
some miles wide, that seem to have fallen from the sky.
Remnants, presumably, of an earlier glacial age, these rock
mounds have a strange and otherworldly beauty.

The majority of the Tundra is covered with frosty
grasslands. To the north the Eska Mountains rise, and
the northern foothills of the Paqaa Mountains encroach
upon the southern border. In the far north, the dream-
like and ghostly Tashyvar Islands reach into the Sea of
Rage. Finally, the mysterious Krertok Peninsula extends
northeast of the Eska Spines.

The climate is mainly subarctic, with true arctic con-
ditions in the northern plains and mountains, and short
summer months of near-temperate conditions in the south.
Ifanything definitive can be said of the Tundra as awhole, it
isthis—it isa land of strange weather. Blizzards, snow squalls,
and whiteouts sometimes descend in an instant, but also
common are strange heat waves, downpours of inexplicably
warm rain, and savage ]ightning strikes.

Planar Elements: The southern border of the
Tashana region is marked by a gradual elevation shift

P——#

WHAT Do You KNow?

Knowledge (geography)

DC 10: Great shifter nations dominate the northern
part of the continent of Sarlona, and an integrated
society of dwarves and duergar lives in the Paqaa
Mountains.

DC 15: There are actually three shifter nations in the
Tashana, and a second dwarf nation resides in the
northern Eska Mountains.

DC 20: A community of maenads inhabits the Tashyvar
islands, with several colonies on the western Tashana
shoreline. Nomadic half-giants can be found
throughout the Tundra.

DC 25: The Krertok Peninsula is home to the savage
human barbarians known as the Kalaak.

Knowledge (the planes)

DC 15: Rogue manifest zones, called aukaraks or reality
storms, drift throughout the Tundra.

DC 20: The southern border of the Tashana region is
marked by an intermittent manifest zone tied to
the Plane of Ice, giving the appearance ofperpelua]
winter from south of the border.

DC 25: Aukaraks can manifest planar crossover effects
from any of Eberron’s twelve coterminous planes.

DC 30: Some aukaraks warp the very fabric of time and
space, teleporting travelers great distances, or
trapping them in temporal loops.

Knowledge (local)

DC 10: The Qjiku and Saartuk shifter nations are
generally peaceable toward travelers; the northern
Chuniigi nation is more warlike.

DC 15: Tashanan coastal communities and pirates of
the Lhazaar Principalities have maintained secret
trading and smuggling routes across the Lhazaar Sea
for many years. Khorvairian merchants seek certain
valuable lichens of the Tundra, and Tashanan shifter
art is in high demand among some rich collectors.

DC 20: The southern Qiku shifters are aiding the refugee
Akiak people in their war of resistance against Riedra.

DC 25: A civil war is brewing in the Dorann Holds, with
an ancient order of paladins rising up against the
authority of the Stone Council.

Knowledge (history)

DC 10: The Tashana region is the ancestral home of
Eberron shifters and lycanthropes.

DC 15: The shifter nations of the Tundra have enjoyed a
remarkably long period of relative peace, with inter-
tribal warfare all but unheard of in recent generations.

DC 20: The refugee Akiak people were once a great and
powerful nation, but were betrayed by the leaders
of Riedra.

DC 30: Legends speak of an ancient evil located deep
within the Krertok Peninsula—the petrified remnants
of a rakshasa rajah from the Age of Demons.
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and what appears to be an intermittent manifest zone
tied to Risia, the Plane of Ice. All along these bor-
derlands, p]anar manifestations of ice and snow have
given the appearance of a land of perpetua| winter to
those south of the border. This geographical isolation
has resulted in a land that is remarkably insular and
self-sustaining.

The Tundra is well known for reality storms (aukaraks
in the ancient Shifter dialect), rogue planar breaches and
manifest zones that drift over the landscape.

GETTING THERE

Allhough no more difficult to travel to than other locales,
the Tashana Tundra had few visitors in the past. The aus-
tere beauty of the place and its peoples drew little interest.
Recenlly. however, things have cha nged.

PAQAA
MOUNTAINS _, +T¢

w

_\“"\

Intercontinental trade on a significant scale has
developed on the western Tashana coastline. Exports of
medicinal and magical lichens from the Tashanan inte-
rior have resulted in expansion of the port communities of
Winterstead and Whitetooth, at the respective openings of
the Q_onama and Tiiki rivers. Althcugh the Tundra does
pl‘oduce some unique hel‘bs ilnd spices. lhe true reason i‘OI'
this I'apid growth is less savory—coastal Tashana produce&
a particularly potent strain of the fatigue-alleviating
lichen known as mugqa, or icewild. Also, Tashana shifter
artis currently in vogue among a few wealthy collectors in
Zilargo. Asaresult, there's a great demand for brave souls
willing to discover and barter for genuine artworks.

Recent years have also seen a significant influx of
shifters from Khorvaire—both individual pilgl‘ims and
entire communities. Khorvarian shifters have been

F——_——-ﬁ

TASHANA TunNDRA AT A GLANCE

Information provided by scholars from various academic
institutions in Khorvaire.
Population: 400,000 (70% shifters, 20% dwarves/
duergar, 5% humans, 3% half-giants, 2% maenads).
Area: 1,500,000 square miles.
Sovereign: Sky Tellers (shifter nation); Stone Coun-
cil (Dorann Holds);JadE-Lin (de facto Akiak leader).
Capital: Nasq (unofficial capital of Qiku nation).

Major Cities: Whitetooth, Winterstead, Tannishold.

Climate: Subarctic to arctic.

Highest Point: Mount Jorl, elevation 18,320 feet.

Heraldry: Pigment-on-sealskin of an abstract rock
mound on a field of three feathers (shifter nation); vari-
ous clan heralds (Dorann Holds and Akiak).

Founder: Unknown.

National Motto: "Banded we live!”
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WELCOME TO SARLONA

*

arriving by boat in greater numbers since the end of the
Last War, with charismatic leaders often at the head of
entire naval convoys of pilgrims. Individual shifters
might want to travel to Tashana for personal or spiritual
reasons; other characters might sign on as escorts and
defenders of the larger shifter migrations.

And as with any place, not all visitors arrive by
choice. The Akiak people maintain their community-in-
exile in the northern foothills of the Pagaa Mountains.
While the shifters of the southern Qiku are careful not to
overtly oppose the Riedrans, theyare providing material
support to the Akiak fighters and harboring some civil-
ian communities.

Internal travel is not difficult despite the lack of good
roads. Shifter and dwarf communities have long traded
among themselves, and limited trade exists between the
shifters and the northern border communities of Riedra.

A DAY IN THE LIFE

Tel-Marq wakes as the morning light shines through the
small Dpening of his sealskin tent. Exiling into the bl‘ight
glare of snow and sky, he squints to survey the horizon.
Subtle indications of wind, light, and scent tell him that
a storm is coming. It will be white snow, dry and cold.
And much of it, indeed.

After feeding himself and his team of sled dogs, Tel-
Marq gathers his gear. About 200 yards away, a hole is cut
into the ice of the frozen lake upon which the camp is set.
The dogs guard the equipment and the meat gleaned from
the hunt so far. They and the sad bundle—the remains of
his hunting companion, Tel-Rug.

cu shifter hunter contemplates

No time to dwell on such things, Tel-Marq tells himself
as hesits next to the hole in the ice. It is only a matter of time,
he knows, before a seal or walrus spots the hole from below
and takes the oppol'tunity for a breath of fresh air. Then
Tel-Margq's spear will fly, and another kill will be added
to the take for this hunt. Tel-Marq braces himself against
the cold and begins what could be a long wait. He lets his
eyes gaze off to the horizon and feels the calm and patient
spirit of the land flow through him. Ice and sky. Wind and
snow. Emptiness and endlessness . . .

Tel-Marq reacts in an instant as the water before him
erupts, hisspear flying straight and true as an old walrus
breaches the surface.

Te]—Marq secures the carcass with the others. It is
enough; the hunt is finished. He lets his eyes fall again
on the bundle of Tel-Ruq's remains frozen among the
carcasses. Tel-Marq had found him the previous day, by
one of the more distant hunting holes, felled by wolves.
Tel-Marq had driven off the lone, wounded creature that
remained, then gathered up his friend and brother to
return him home to the tribe.

The dogs bristle with anticipation as Tel-Mark mounts
thesled. Lookingagain to the horizon, he squints into the
glare. Could it be? Yes, there. A hundred yards away, the
spectral wolf regards Tel-Mark with utter calm. A sense of
peace washes over Tel-Mark as he acknowledges the presence
of the spirit animal. It is a benediction of sorts, asign from
the animal spirits that the hunt has been well and proper.

Tel-Marq drives the dogs hard through the afternoon,
hoping to return to the village before nightfall. The pre-
dicted snowstorm arrives. There islittle wind, but the large,
dry flakes drift gently to the ground as if an entire ocean




of snowwere falling to earth. Navigating by instinct alone,
Tel—Marq rides though the blinding white.

The snow begins to taper off slightly when Tel-Marq
rounds a large rock mound and catches a scent in the air
that makes his blood freeze. He halts the dogs, calming
and quieting them with a series of hand signals. Con-
vinced that he is safely upwind, Tel-Marq clambers up
the glacial rock pile and peers down the other side.

Two figures clad in fur and skins—shifter skins, Tel-
Marq notes with fury—are fighting over the scraps of a fox
carcass. Sharpened bones pierce the barbarians’ skin in
multiple places, entire strips of flesh deliberately pulled
and torn. The faces are a ruin of scars and dead or dying
flesh. They are Kalaak.

Scouts, Tel-Marq thinks, and there were likely more,
hidden by the swirling white. The wind and snow meant nei-
ther Tel-Marq nor the raiders would likely be able to follow
atrail. Slowly, Tel-Marq nocks an arrow in his massive bow.
They would not be able to scale the rocks before he felled
them both. And they would not flee. Kalaak never fled.

Tel-Marq gathers the cruel metal morningstars from
the arrow-riddled bodies. Best to return to the village
and warn the elders. Kalaak! This far south! A bad omen,
indeed. Time to move the village again.

That evening. the tribal drummers whirl in a frenzy
of celebration as other hunting parties return. Around
the fire in the large black sealskin tent of the elders, Tel-
Mark makes his report—the death of Tel-Ruq and the
appearance of the Kalaak raiders. Having done his duty
by his tribe and his family, Tel-Marq sets off for his own

lodging. Time now for sleep.

THE TASHANANS

No single civilization graces the Tashana Tundra. The
people of the Tundra include numerous races, each
separate and distinct.

Shifters: The Tundrashifters are divided into three
great nations, the Qiku tribes of central Tashana; the
coastal Saartuk people, and the more warlike Chuniigi

in the north. Although intertribal skirmishes and raids
are not uncommon, the elders of all three nations work
hard to maintain the peace of recent generations.

Whereas the shifters of Khorvaire tend to value self-
reliance and personal freedom, the Qiku and Saartuk
shifters place much more importance on the community.
Allegiance is to the tribe, the family unit, and the nation—
in that order. The harshness of life in the Tundra has
dictated this be so—rugged individualism in the Tundra is
not advised. Going it alone, to a Tashana shifter, is danger-
ous, stupid, and spiritually misguided.

Tundra shifters do not struggle against their bestial
nature, but rather embrace it as a sign of their oneness
with all living things. Shifting is a profoundly exhilarat-
ing and joyful experience, even when the aim is aggres-
sion. Tashanan shifters have a remarkable ability to accept
violence and death as part of the natural order. If it's
necessary to tear an enemy to pieces, a tundrashifter does
so with great passion.

Tundrashifters who choose to explore the wider world
might be doing so at the bequest of the community. Such
braves gather ideas and knowledge before returning to
the tribes, seeking to make the nation stronger. Because
Tashana shifters place a premium on community, such a
character is likely to be fiercely loyal to his companions.
Possessions mean little to shifters aside from their util-
ity. Although they understand the concept of currency,
hoarding coins and gems is a strange practice to them.

Shifters from the northern Chuniigi tribes have a
simpler, more aggressive viewpoint. While the community
concept is still very strong, these are desperate times for the
Chuniigi. A tribe might raid another tribe to supplement its
hunt, and intratribal conflict can pit factions and families
against one another.

Dwarves: The Eska Mountains are home to the isola-
tionist dwarves of the Dorann Holds, who are thought to
have migrated from Frostfell over an ancient land bridge.
Little is known of these clans today. The dwarves and
duergar who eventually migrated to populate southern
regians appear to have split from the Dorann centuries

F—#

Five THINGS EVERY TASHANA SHIFTER KNOWS

1. The Way of the Brothers: A practical code at
heart, The Way of the Brothers is imperative in the harsh
lands of the Tundra. This code has only strengthened in
recent generations as Tundra shifters have learned the
value of cooperation and peaceable relations.

2. How to Live off the Land: Even in unfamiliar
climes and surrounds, tundra shifters persevere. All
Tundra shifters have high ranks in the Survival skill,
which is crucial in their home environment,

3. Flee the Planar Breaches: In the Tundra, planar
breaches are particularly wild and unpredictable. Most of
them drift over the landscape like small weather fronts.
The unnatural sensation of planar leakage within these
zones is profoundly painful and upsetting for tundra
shifters, who feel a spiritual bond with the land.

4. The Betrayal of the Southern Shifters: Tundra

shifters’ feelings for their martial Riedran cousins fall

somewhere between loathing and pity, depending on the
individual. Most shifters neither know nor care about the
particulars of the Riedran nation, but they feel their distant
relatives who serve as Riedran enforcers have sold their souls
to the corrupt humans. Attempts in the past to "liberate”
their brothers from their human handlers have all ended
tragically—the Riedran shifter samurailike what they do. To
shifters today, they are lost causes, and a tundra shifter might
kill a Riedran shifter out of pity as much as anything.

5. How to Play Music: Tashanashifter tribal musicisat
once an art form, astyle of meditation, and a powerful source
of magic. All adult shifters craft their first instrument—
usually abone pipe or sealskin drum—as a puberty rite, and
this act, along with one's first hunt, signifies passage into
adulthood. The Tashanans have developed ingenious col-
lapsible drums made of bone and hide, and virtually every
Tundra shifter keeps drums or pipe with her at all times.
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An Akiak
guerrilla fighter

ago. Since then, the Dorann dwarves have maintained a
policy of political isolation, although they still trade with
the northern shifter tribes and Inana maenads of the
Tashyvar Islands. It is said that an increasing number of
T.he DDT'(II'I]'I {'lans are I‘everishly mining the F.ska MOUI'I"
tains, stockpiling raw minerals as they digA

The dwarves of the Dorann Holds are a mixed lot.
Northern clans tend to be more primitive, clannish, and
warlike than their distant cousins in the Mror Holds.
Whereas the Khorvairian clans settled into a prnlonged
peace under Karrnath annexation, the dwarves of the
northern Dorann Holds have never known such an era,
and the typical state of affairs is one of low-simmering clan
conflict. The southern Eska clans, by contrast, have much
more arable land to work, and hence more peaceful rela-
tions, trading among themselves and the nearby humans
and shifter tribes. Still, all Dorann dwarves tend toward
mild xenophobia and isolationism, and as such have little
contact with the world beyond their borders.

TI'[ESE l:lays. a DO]'H nn dwil l'fad\-'erlturing 1r1 lhe largt’.l‘
world is |iker to have chafed under the oppressive pnlicics
of the recent Stone Council leadership. Asthe northern
clans fall into line under the Hammerhand ]eadership‘
southern clans are ra“ying to the cause of the resurgent
Clanguard paladins. A Dorann character is certainly con-
cerned about potential civil war, and might feel compelled
to choose a side and take a stand.

When the last Akiak strongholds in the Pagaa Moun-
tains fell to the Riedrans, the scattered remnants of this
once-great nation were forced to the north, where they
lived in small mobile refugee camps. The few remaining
Akiak are an intriguing people—a fu“)' inlegl‘alcd societ}’
of dwarfand duergar. altempting rebuild and ﬁght back
against their Riedran enemies. The Akiak are ﬁghting a
gue!'rillu—sly]e war against the [nspired. launching forays
into their occupied homelands while constantly defend-
ing themselves against counterattacks by Riedra’s death
squads. An Akiak character is likely to be driven to take
b‘df_'k t}'IE Paqaa f\v‘[ountains. and to e\'enlua“}" bl‘ing l]‘l(‘
Flghl to the corrupt heartland of Riedra.

Maenads: The Tashyvar [slands are home to the Inana
maenads. Victims of an ancient tragedy, these psionically
powerful beings are the last survivors of an island nation
that sank beneath the waters of the Lhazaar Sea two thou-
sand years ago. The Inana have recently established a

P————#

THe WAY OF THE BROTHERS

Probably the most central and unifying code of Tashana
shifter culture, the Way of the Brothers is based on an
ancient myth. While the details of the myth vary from
nation to nation, and even from tribe to tribe, the essen-
tial story is always the same. Soon after the dawning of
creation, the first shifters were tricked ]J}«' demons into
fighting one another in a de»‘astaling civil war. Three
great nations fought until the snows of the Tundra had
melted away from the heat of spilled shifter blood.

Gravely wounded and near death, a sole surviving
Warrior of the first nation walked the carnage of the
battlefield. He presently came to an ancient glacial slab
of rock, where a Shaman from the second nation la}’
unconscious and dying. Exhausted and weary of death,
the Warrior put away his knife and instead cleaned and
dressed the wounds of his enemy.

To hissurprise, the Shaman awoke the next morning
to find hiswounds tended and a pack containing meat and

water lying nearby. The Shaman set off for the horizon and
came across another ancient rock. Upon the rock, an Elder
from the third nation lay dying. The Shaman wordlessly
tended to the Elder, and resumed his wandering.

The Elder in turn awoke to find meat and water laid
aside, and set off for the horizon. He too came upon a
glacial rock, upon which the Warrior of the first nation
]1ad Flna“) succumbed to Lold and ]"Iunger. An(l 50 lhc
Elder tended to the Warrior.

Thus began the Great Healing of the Tribes. The
spell of the demons had been broken, and the shifters
of the Tashana lay down their spears and sheathed their
claws. When the tribes finally united in a summit, the
Warrior, the Shaman, and the Elder met upon a great
glacial stone and realized that each had circled back to
the same place in his delirium. The three embraced
one another as true brothers, and brought peace to the

Tashana people.
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series of small coastal hamlets on the western seaboard of
Tashana proper.

Others: Scattered throughout the Tundra are
the Iecebinders, wandering bands of half-giant psions.
Other nomads include many independent neutral- and
good-aligned human barbarian groups. The terrifying
Kalaak—a sect ofsavage. seIf—mutilating barbarians said
to be in league with an ancient evil—plague the central
and northern Tundra.

TUNDRA RELIGION

Eschewing technological and industrial advancements,
the majority of Tashana shifters choose instead a path of
simplicity and union with their natural surroundings.
Although much of this choice is strictly a practical matter, it
isalso a defining spiritual aspect of the shifters of Tashana.
Where a foreignel‘ might see the Tundra way of life as primi-
tive, the native sees it as pure and spiritually powerful.
The central nations of the Qiku and the Saartuk
have enjoyed relative peace for many generations, and
as their communities continue to grow and prosper, the
shifter mind has turned inward to more spiritual matters.
They are no longer driven by a struggle to survive, and
now their shamanistic traditions grow more advanced
with every generation. This advancement is evidenced by
the shifters’ sophisticated use of medicinal and magical

lichens native to the Tundra (see page 138).
TASHANAN STYLE

Of the peoples of the Tashana Tundra region, only the
shifters of the Qiku and Saartuk tribes have developed a
cohesive culture that can be effectively chronicled. The
dwarves of the Dorann Holds have isolated themselves
for generations, and only the occasional artifact finds its
way out of the Eska mountain passes. The culture of the
Akiak clans has been all but destroyed by the genocidal

machinations of the Inspired.

Art

Currently in vogue among a small circle of influen-
tial collectors in Khorvaire (Zilargo in particular),
Tashanan art is surprisingly sophisticated and pow-
erful for such a "primitive” culture. "An unmatched
sophistication of simplicity,” says Morgrave art scholar
Mentarion Palinostrum.

Most prized are animal sculptures made of ivory,
whalebone, antler, and stone, often found as ornamental
parts of utilitarian objects. These figurines reveal a highly
developed aesthetic style, with a meticulous exactness of
anatomy and proportion. Tashanan paintings employ
natural oils and pigments with hide canvases, and display
complex techniques that are the envy of many a Khorvair-
ian art student. The popular dreamscape style features
dense and surreal landscapes of the natural world with
an overlay of strange shapes, colors and images.

Architecture

Virtually all Tashana shifters were at least seminomadic
until only a few generations ago. Now, many tribes of the
Qiku and Saartuk nations have established permanent
settlements and a nascent architectural tradition. In the
central plains, sprawling villages built in and among the
strange rock mounds combine stonework and tunneling
with traditional shelters of seal or caribou skins. This
dreamscape style features odd, otherworldly totems and
ornamentations. In the coastal settlements of Winter-
stead and Whitetooth, increased trade has resulted in a
riot of improvised architectural styles.

The nomadic and seminomadic tribes still employ
collapsible tents of seal or caribou skins, supported by
frames of bone and driftwood. Larger structures typi-
cally have raised sleeping platforms and a simple flue to
release smoke. It's thought that the Chuniigi tribes of
the far north maintain several hidden ice fortresses and
storehouses carved directly into glacial formations.

P——Iﬂ

THE NIGHT OF RAZOR DREAMS

When the Akiak clans split from their Dorann forebears
hundreds of years ago, they initially settled in the passes
and valleys of the Pagaa mountain range. Leaving behind
the destructive clan violence of their forebears, they made
great leaps in metallurgy and alchemy. The psionic-tending
duergar in particular developed advanced techniques for
working with the abundant metals and deep crystal found
in the mountains of their adopted home. Previous to the rise
of the Inspired, the Akiak were in great demand as techni-
ciansin all Sarlonan nations, and some clans migrated even
farther south, approaching Adar borders. During this
period, the Akiak began building dalnans, small structures
of crystal and steel designed to harness the psychic energy
of a community. Many of these early monoliths can still
be found throughout Sarlona.

When the Inspired came to power, they hired many
of the Akiak—who functioned nearly like a guild in this
period—and the clan coffers swelled with Riedran gold. The
Akiak and the Inspired worked together to build the first of
the massive hanbalani, with the dwarves supplying the basic

alchemical and metallurgical building blocks. Although
the basic framework was derived from the Akiak design, the
Inspired also brought quori insights to the work, ensuring
that the monoliths could be used in ways the Akiak never
considered. Once the Inspired had appropriated the knowl-
edge they needed to build hanbalani on their own, they turned
on the Akiak in a massive coordinated betrayal that has come
to be known as the Night of Razor Dreams. Planned assas-
sinations, both physical and psionic, wiped out nearly all the
Akiakleaders, engineers, and skilled technicians in the han-
balani construction facilities. Meanwhile, the shifter samurai
of the Taaskan legion—already garrisoned near many of the
clan homes as "protection”—swarmed the Akiak villages and
towns in the Pagaa Mountains, killing or enslaving all who
remained. Only a fraction of the once-great Akiak nation
survived this horrifying betrayal, fleeing to the northern
foothills of the Paqaa Mountains and the free lands of the
southern Tundra. The Night of Razor Dreams burns in
the heart of every Akiak, a terrible price paid for an unwise
and greedy collaboration with the Riedran leadership.
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Cuisine

The Tundra is not the place for cultured cuisine, but in
terms of resourcefulness and ingenuity, Tashanans must
be admired. In coastal and lake areas, the diet consists
primarily of fish, waterfowl, and sea mammals, with some
varieties of harvested seaweed. Inland, meat is provided
by the vast herds of caribou, supplemented by fox, bear,
and the occasional mammoth in the far north. Many
tribes also harvest various types of lichen and algae that
cling to the glacial rocks of the plains. Tashanans are
renowned for finding utility in every possible part of the
kil]——-examples are foxsnout soup and the infamous Chu-
niigi blubbercake. Some larger southern tribes employ a
limited system of agriculture for winter grains.

Fashion

Materials and clothing among the Tashanans are almost
entirely animal-based. Males and females both are likely
to wear trousers and parkas of polar bear hide, with great
fur-lined hoods. Boots are made of caribou or seal skin.
Dressing in layers is the rule, since the weather of the
Tundra is famously unpredictable. The hareskin socks
and gloves of the Tashana are greatly prized for their
warmth and comfort. Clothing is typically stitched with
narwhal or caribou sinew.

STATE OF THE NATION

The Tashana Tundra is better understood as a geographical
region rather than a nation. Although the Tashana shifters
are the dominant people in terms of a semiunified culture

(and sheer numbers), they do not recognize political bor-
ders, and they have no diplomats or delegations abroad.
The dwarves of the Dorann Holds are closer to being an
actual political nation, but their isolationist policies have
kept them all but invisible in their distant mountain holds.
The Akiak refugees and the Icebinder half-giants remain
essentially nomadic peoples, and little is known of the
mysterious Inana maenads. The Tashana Tundra is simply
too big, too wild, and too sparsely populated to qualifyasa
nation in any but the loosest sense of that term.

WHO RULES THE TUNDRA

Shifter Nations: The Qiku and Saartuk nations are
composed of hundreds of individual tribes, each led by a
council of elders. The tribe is the basic organizational unit
of the shifter people, and each functions more or less inde-
pendently. Each tribe has one or more shamans—healersand
spiritual councilors. In the north, the desperate and more
warlike Chuniigi are more fractured and entirely nomadic,
following the herds of caribou and competing with the many
human tribes and Neanderthal packs in the area.

The three nations have enjoyed a state of relative peace
for many decades. The great wars of the past had been dev-
astating for all, and the Tundra is too harsh aland to spill
unnecessary blood. Twice a year, each nation holds a gath-
ering of its internal tribes and once a year, representatives
from the three nations convene a Summit Council at a
secret location in the central p]ains known as the Speaking
Stones. Recent threats by the Kalaak barbarians have tribal
leaders uniting in common defense, and a semipermanent
Summit Council has galhered for several years now. The

F—#

TASHANA SHIFTER NAMES AND SPEECH

Tundra shifter names reflect the importance that the cul-
ture puts on the group or tribe. All names are hyphenated,
with the first word signifying the individual’s tribe, and
the second word the individual's name. The second name
is usually one that commemorates a coinciding event on the
day of birth, chosen by the mother or the tribal shaman.
Both names are usually shortened versions of longer words.
Tel-Margq, then, would be Marqussek of the tribe Telaani.
In formal situations, the long-form name is used (Telaani-
Marqussek). Shifter infants are usually named at birth.

Male Names: Akiaq, Akrillok, Atanek, Biisatowaq,
Chugiaq, Chultin, Dequinii, Ikiagq, Ipitok, Itigiak, Kasqae,
Keelug, Kut'uk, Makitt, Marqussek, Massaq, Nanuq, Noahtak,
Pakaq, Qaniis, Qigiq, Sinaaq, Taqu, Tok, Tonraq, Umiak.

Female Names: Anana, Arnaa, Buniiq, Desna, Esqa,
Iqala, Immu, Issuqa, Iya, Kaya, Kilae, Kimka, Kinaqaa,
Kiramii, Mikii, Miksaqaa, Nanii, Ninaqoja, Paniqa, Piaqii,
Saqari, Sesii, Sikuu, Tiquani, Ululii.

Tribal Names: Agalak, Ahnakik, Annakuk,
Chikuq, Ekchuaq, Hey, Iglogaq, Illiivaq, Iping, Kakrayak,
Kingudlerq, Kulutiq, Mantok, Massapok, Naartoq, Nanik,
Nukiliq, Nutaak, Oonayak, Palak, Peqartoq, Putyugq,
Saqani, Tuluqarak, Yaqone.

Phrases: Although all tundrashifters speak Riedra,
remnants of an ancient dialect linger in their idioms
and sayings.

"Banded we live! " Often used as a good-bye, thissaying
underscores the emphasis shifter culture puts on the
group. It is traditionally spoken in unison at the end of
any tribal meeting or gathering.

“No tomorrow!” Used sometimes as a battle cry, this
simple phrase is also common as a quiet utterance that
a shifter might whisper to herself in times of worry or
danger. It captures the Tashanan ideal of not letting
distractions or worries about the future interfere with
the pressing needs and reality of the moment.

"The wolf is always waiting.” A reminder to stay alert and
vigilant at all times. Also used to express remorse or grief
in times of crisis or death.

"Asister to my brother is my sister, too.” One of many Tashanan
sayings that reveal a deep sense of compassion—a shifter
might say this after a hunting kill, or the death of a
worthy enemy.

"Tear at the throat, and be done.” Something of a counter-
point to the above, this proverb encourages maximum
violence immediately when confronted by danger. It'salso
muttered when undertaking an unpleasant task.

“Qok!” The all-purpose expletive of the shifters,
pronounced "coke.” It can be used as a adjective (Harness
the qokking dogs!), a noun (What the qok is that?), ora
verb (Qok this!).
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Council is led by a triumvirate known as the Sky Tellers,
with each of the three great nations represented. Among
all three nations, adult males and females are both hunters
and fighters, and in times of war, each nation is capable of
ﬁelding an army of fighters on very short notice.

Dorann Holds: The Holds have long been a collection
of loosely confederated clans, with frequent infighting and
skirmishes between various factions. In recent years, how-
ever, the 1nf1ght1 ng has calmed, and several of the clansare
working together to an unprecedented degree. The Stone
Council, previously an intermittent conclave gathered to
settle important intraclan disputes, has been in permanent
session in the fortress of Tannishold. Able-bodied dwarves
from all clans are being dispatched—forcefully in some
cases—to work in massive excavation projects deep in the Eska
Mountains. Recent reports indicate that heavily armed mili-
tias, controlled by a member of the Stone Council known
as Hammerhand, now control many of the major passes
and va]leys of the Eskas. Opposing dwarf clans are uniting
under the flag of the paladin order known as the Clanguard,
and rumors of a civil war hang heavy in the air.

Akiak Refugee Clans: A community-in-exile, the
Akiak people currently eke out a seminomadic existence.
There is no government or military structure per se, but
rather ad hoc leadership committees and guerrilla bands.
The charismatic duergar military leader known as Jade-
Lin is attempting to galvzmiﬂ= the clans, and many have
rallied to her flag of late. The Akiak refugees are closely
allied with the southern Qiku tribes.

Inana Maenads: What little is known of the Inana
maenads suggests that IIIE}' maintain a I‘ildi(‘&”}" simpie,
almost deliberately primitive society in the remote Tashyvar
Islands. Separate and distinct coastal villagcs are designed
to be cmirely self-sufficient, and there is no indication of
any centralized government. Inana colonists have in recent
generations established a series 0ff15}1ing vi]lages on the
western seaboard of Tashana, aswell asthe port com munil)_f
of Winterstead, trading peaceably with the native Saartuk
shifter tribes. Asa people, the Inanaapparently follow some
kind of seasonal rhythm, with active periods of exploration
and colonization in the summer, offset by almost hiber-
nationlike episodes in the long dark of winter. In fact,
visitors to Inanan villages in the dead of winter report
entire colonies seemingly abandoned.

Icebinders: The nomadic half-giants known col-
1cctively as the Icebinders also follow mysterious internal
rhythms. Their migrations do not correspond to any sea-
bon(ll pattern, nor do lht'\ trail any of the great her r;llng(ml—
mals of the Tashana. Some have suggeated th(u the [cebinders
move according to some intricate plotting of the aukaraks that
sweep across the Tundra. Others say the Icebinders actually
control the aukaraks, somehow herding the storms like great
planar beasts. In any case, each nomadic Icebinder group

is "IPPEH("I'III\ ‘a?”’ 20\{‘1 ﬂt.‘d anrl |ncfept’n(|cnl

FOREIGN RELATIONS

\ ]TI(JT'lg Ii'lf.’ \'al'i(}llﬁ p(’()})l(f.‘i 0{\ t |u: —['undl'a. I""_‘IE[T. i()ns are
gf]‘lf]‘ﬂ.ll}' E)c&lcefll]. I]-IIC' bhl‘{‘le]‘ ]1ﬂli()]1h kt’ep to (l‘l(:'rn.se]ve.s.
l]il\'il?lg Slli'C('Sﬁfllll}' il\"C‘l't(fd lill'g(’.—.‘il.'ille war FOI' }'ltlndl‘ecls Or
years. Isolated tribal skirmishes still occur regularlywhen
resources become scarce, particularly involving the warlike
Chuniigi tribes of the north.

In recent years, the refugee people of the Akiak and
the tribal leaders of the Qiku shifter nation have joined




«
z
Q
=
<
Uyl
O
E—
o
=
o
Q

WE

102

in alliance. This alliance has historical roots: When the

Akiak split from their Dorann forefathers hundreds of

years ago, the shifters of the Qiku nation helped the
dwarves in their migration from the Eska Mountains
across the Tashana Tundra. After the Akiak established
their new clanholds in the Pagaa Mountains, the two
groups remained friendly and engaged in significant
trade. After the betrayal of the Inspired, the Qiku shift-
ers Pl'UVid(‘d l‘e{‘uge Z'Iﬂd S}]eltl’.l‘ to lht’. desperaie Akl(ll\
l‘efugees in the northern foothills of the mountains,
where the}' remain to this dily. While there is no formal
111i1ila1‘}-' alliance, the Qiku provide Akiak gu{'rri”a raid-
erswith supplies and mercenary warriors to assist in their
campaign to retake clanholds in the Paqaa range.

Along the western coast of the Tashana, the Saartuk
nation coexists with colonies established by
the Inana maenads of the Tashyvar Islands.
There is certainly no shm‘tagc of space
or resources along lhill ShUI‘CIinE.
The port communities of Winter-
stead and Whitetooth are an
intriguing mix of maenad and
shifter culture, along with a
smattering of various Khor-
varian influences bl‘ough: l')}'
increasing sea trade.

In the far north, low-
I}lng [)Ul'ﬂﬂ]1 Cl'dns I'lZ'I\'E
a tradition of ll‘ading
worked metal and weapons
with the Chuniigi, typi-
cally for prepared meats
and animal products.
However, relations have
soured in recent years.
The Chuniigi are endur-
ing relentless raids by the
.‘iﬂ\-"ﬂgf_‘ Kalaak bill'bﬂ]'iilrls,
Elnd Iht.‘.‘ie are (le.‘ipel‘ilte tiITI(’.‘i
for the northernmost shifter
nation. Chuniigi now I‘eg'ulalr])'
raid Dorann dwarf settlements,
and even northern roaming Qiku
and Saartuk tribes when necessary.

The nomadic Icebinder half-
giants generally have good relations
with all three shifter nations, in that
they leave one another alone. The scat-
tered and self-sufficient human barbar-
ian and Neanderthal tribes of the Tundra have
no ()\'erurching organization, and conflict arises
L)nl_\-' \\'}'H:'Il ('GTTEPET iT.iU'I'.I FUI' resources I'leilT.S 'Llp.

Th(.‘ humiln !]E\I‘I)a]'iﬂnﬁ known as [I'If_‘ Kil[ililk are an
entirely different matter. Of these terrible raiders, little
is known—and of that, little is spoken. Some say the sav-
agery of the Kalaak has earned them a reputation entirely
out of proportion to their actual power and numbers.
There is no doubt, however, that the Kalaak represent a
grave threat to all peoples of the Tashana.

Riedra

Riedra and Tashana have long had a 1nu1ua“y beneficial
po]icy of ignuring one another's existence. It's unclear to
what extent the shifter leaders know of the Riedran govern-

Naar-Esqa, g
Qiku leader ical lichens, especially icewild. Other

ment, and all indications are that the Inspired consider the
shifter nations harmless primitives. Several passes break
through the strange planar-influenced border between
the lands of Tashana and Riedra, and limited trade exists
between individual shifter tribes of the southern Tundra
and northern Riedran st‘tllements—proximit}' trumps
politics in these cases. The upper reaches of the Paqaa
Mountains representsa signiﬁcam exception, due to direct
hostilities between the refugee Akiak ﬂghlers and Riedran
ocrupiem. .*\|t|‘10ugh there exists no state of war between
Riedra and the Qiku. it is common knmﬂedge that the
shifters support the Akiak in their struggle to reclaim their
homeland. Tashana tribes and Riedran military shifters
harboradeep enmity toward one another. Extremely bloody
incidents in the past have led the leaders of both Riedra
and the Tundra
nations to avoid
direct conflict.

Syrkarn
and Adar
Tashanans are, for the
most part, unaware of the
distant nations of Syrkarn
and Adar. It's probable, how-
ever, that leaders of the shifter
nations have some knowledge
of these lands. In fact, there
are those who suspect that
emissaries have been dis-
patched in both directions,
and that secret talks are under
way to assess a possible alliance
against Riedra.

Other Nations

It's a fact known to only a select
few, but Tashanan coastal com-
munities and pirates ofthe Lhazaar
Principalities have maintained
secret trading and smuggling routes
across the Lhazaar Sea for many years.
Initial trade was pl‘()i)uhly in certain
exotic spices native to the Tashana coast,
but much of the commerce now revolves
around trafficking of medicinal and mag-

commodities include native Tashanan art,
and mineral and crystal exports from the Eskas.

NOTABLE TASHANANS

Here are a couple of Tashanan leaders who might have
I g
prominence in a campaign that features this region.

NAAR-ESQA, QIKU SKY TELLER
NG male shifter druid 8

Born into the large, seminomadic Naartoq tribe of
the Qiku nation, Naar-Esqa chose the path of the shaman
after his first hunt. His affinity for the land and com-
mand oi‘pnwerful spirit ual magic led him to become the
tribe's shaman leader at a relatively young age. But it was
f\"amr—l:_sqa'.\, uncommon wisdom and f‘m‘esight that led to

his cle}iliny as Qiku Sk)’ Teller.



Along with emerging leaders from other tribes,
Naar-Esqa has been instrumental in maintaining the
current peace among the shifter nations. He established
a system of regular communication, dispatching pipers
and lor ekeepel sto Lonstanlh circulate in Qlku Saartuk,
and Chur1|1g1 territories, 5ell|1ng local disputes before
lhey worsened.

Naar-Esqa was elected to his current post at the last
Summit of Nations, joining representatives from the other
two nations in an unofficial triumvirate leadership. Since
then, he has been able to rally the tribes to common causes.
The Qiku Sky Teller has dispatched scouts and rangers to
investigate the threat of the Kalaak barbarians, and has
met with other Tashana groups to assess the situation,
in(‘.Iudingt he half--gianl Icebinders and human barbarian
tribes. In the south, Naar-Esqa fears open warfare with the
Riedrans should Qiku involvement with the Akiak prog-
ress, and he has forbidden shifter warriors from direcll)f
participating in the conflict.

Naar-Esqa has no permanent residence and tends
to travel constantly and secretly—either alone or with
a small retinue. He relies on his network of scouts,
runners, and pipers to keep him informed. In person,
Naar-Esqa is remarkably reserved and diplomatic, while
projecting at all times a steely resolve. Tufts of silvery hair
cover his wiry, muscular frame. He is always interested
in forging new alliances, with the got)d of the Tashana
shifter nations foremost in his mind.

JADE~LIN, AKIAK RESISTANCE LEADER
CN female duergar soulknife 8

Charismatic and willful, the duergar Akiak leader
known as Jade-Lin has proven to be an effective military
leader—and a significant problem for the Riedrans. She
has become an almost legendary figure among the Akiak
commoners, who view her as a savior of the people. Jade-
Lin has led several recent guerri“a raids into the Paqam
Mountains, defeating the Riedran border garrisons and
freeing captive Akiak working in mining facilities or
occupied clanhomes. She has also managed to target and
destroy at least one monolith.

Jade-Lin deliberately keeps her identity, intentions,
and personal history shrouded in mystery. Actively
hunted by Riedran death squads, she must constantly stay
on the move. The Akiak commander travels with a small
group of able comrades, and when she settles down fora
short time, she is surrounded by loyal Akiak dwarves.

On occasion, Jade-Lin does recruit mercenaries for
spel:ii'ic missions, using trusted lieutenant and go—}.)ctweens
for added security. She pays extremely well for these danger-

ousassignments, and it'’s rumored she has access to much of

the old Akiak wealth, through private sponsorsand personal
stockpiles. Outsiders who work for Jade-Lin are wise to be
careful, for the Akiak leader isn't above sacrificing mer-
cenaries for the good of her penple.

PLOTS

The vast lands of the Tundra offer a different flavor for an
ongoing campaign. Life might be simpler in the Tundra,
but it certainly is not easier. Resources are scarce, and
even the most wilderness-savvy PCs could find themselves
challenged by the cruel weather and savage natural preda-
tors. Trekking these barren lands also means chancing

encounters with the unpredicluble aukaraks. Still, there are
story beyond mere survival to be told in the Tundra.

KALAAK RAIDERS

A new and formidable threat to the Tashana, the savage
human barbarians of the Kalaak swarmed from the area
of the Eska Mountains and laid waste to everything in
their path. Undiscriminating in their wanton destruc-
tion, the raids target shifter, human, half-giant, and
even Neanderthal tribes. The few survivors of these raids
describe 1'clurning to camps that are noljusl pillﬂged‘
but utterly savaged and desecrated, with dark references
to torture and cannibalism. Some captives are cruelly
1n|u1‘ed and released; those who can still spr:.ll\ tell of self-
munldtlng barbarians uslng hooks and knives to sculpt
their own flesh into nightmar{' visages.

The Kalaak are relentless in their insane killing.
Entire herds of caribou are found slaughtered and muti-
lated, left to rot on the taiga. This terrible waste goes
against the very nature of the Tashanan people, especially
the shifter tribes. Recently, the Saartuk and Qiku tribes
have organized scouts and sentries as the Kalaak raids
travel farther south into the heart of the Tashana. But it
is the northern Chuniigi who have borne the brunt of the
Kalaak aggression. Desperate, the Chuniigi havein turn
begun raiding Dorann dwarf clanholds and even other
southern tribes, bringing a dangerous instability to the
natural order of the Tundra.

Geﬂing PCsInvolved: The Kalaak raiders represent

a grave threat to the order and balance of the Tundra,
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and a good opportunity to present truly terrifying vil-
lain fm PCs. The PCs might need to cross the vast wilds
of the Tundra to reach a particular destination. Perhaps
they have been hired by Khorvairian agents to find and
contact a remote ‘shl'[t‘l tribe in order to barter for the
Tashanan g’OUdb so valued in certain circles of Khor-
vaire. Simply making the journey is hazardous enough,
but upon arrival, the PCs find the shifters under attack
or already destroyed.

Or the PCs might take up the cause of the belea-
guered shifter tribes directly. The Sky Tellers are deeply
concerned about the presence of the Kalaak in the
Tashana. They might hire or otherwise compel the PCs
to journey to the Krertok I ’eninsula, where the Kalaak
appear to be based. There the characters find a strange
and terrible relic from the Age of Demons—a gargan-
tuan statue of an ancient rakshasa rajah, the physical
remains of a demon long ago dispatched and bound. The
Kalaak worship this ancient evil, whose vague stirrings
of malevolent consciousness power their terrible sav-
agery. Here PCs might uncover the true directors of the
Kalaak terror—Sarlonan rakshasas, whose machinations

endeavor to free the fiends ()i‘ag(\s past.

THE AKIAK

;‘.\ se]ecl Cil'(.']e UF"L]\I(!.]\ Iezlders hﬂs kn()wlecfg'e Ui‘lhe I'l'l{’fﬂ]—
iurgic;d and alchemical lechno|0gy that underlies the mono-
liths. While the Akiak do not understand all the pa:‘licular&,
they recently discovered that the Inspired are using the
monoliths to bring about some kind of planar alignment.
They suspect that the fate of all of Eberron might hang in the
rifters of the Qiku seem to agree

balance. So far, only the s

2

about the gravity of the situation. Akiak emissariesare being
sent abroad to disseminate this information.

The Akiak lack the st 1‘0ngth to attack the Riedrans
in force, so Lhe\' instead rely on a strategy of infiltration
and sabotage. Akiak guer rilla bands, small and mobile,
are dispatched into the mountains in search of hanbalani
installations. The hanbalani are built atop the proto-
monoliths the Akiak built themselves as psionic power
plants. Destroying hanbalani is not overly difficult (see
Explorer’s Handbook 134); surviving the journey there and
back is. The few Akiak bands that have the knowledge
and inclination to channel their revenge into monolith-
busting play a deadly game of cat and mouse with the
Thousand Eyes and the Sleeping Sword.

Cettlng the PCs Involved: Akiak emissaries in the
port towns of Winterstead and Whitetooth are actively
recruiting adventurers to ht‘|p them in their slr‘ugglt‘
against the In}i]JiI‘t'(], The Akiak are clesperale and
hunted, but l]"aey are not without resources. Previous to
the Night of Razor Dreams, the dwarves were one of the
richest peoples in all of Sarlona, and a good portion of
that wealth was spirited out of the Pagaa Mountains. PCs
mighl earn this Akiak gold by allying with the dwarves
against their shadowy Riedran oppressors.

Very recently, Qiku warriors have begun dc‘i\ying their
SL‘}-‘ Teller's dictates and joining the Akiak gut’rri”u raids.
PCsallied with or in debt to the Qiku might find themselves
drawn into battle. Alternatively, Riedrans see the Akiak as
savage raiders attacking from the north. The Riedran gov-
ernment pays a handsome bounty to foreign adventurers
who hunt down and kill Akiak fighters. In short, mercenary
work is to be had on both sides of this conflict.



WHITETOOTH AND WINTERSTEAD

Escalating trade has brought bustling commerce and
growth in the unlikeliest of places—the wild and rugged
coastline of the Tashana Tundra. The port communities
of Whitetooth and Winterstead are two of the strang-
est settlements in all of Eberron, a mix of shifter and
maenad, with pirates, smugglers, and other unsavory
elements from Khorvaire added to the mix.

Whitetooth, at the mouth of the Tiiki River, has
been a permanent shifter village for time out of mind.
The tribes have long held the spot communally as a
place to facilitate trade from the coast and inward along
the river. When Lhazaar sea merchants discovered the
medicinal and magical properties of the various Tashana
lichens—especially the potent icewild—intercontinental
trade found a new foothold on the continent of Sarlona.
In recent years, a small but very lucrative demand for
authentic shifter art has opened new avenues of com-
merce for the elite treasure hunter.

To a lesser degree, the predominantly maenad vil-
lage of Winterstead on the shore of the Qonama river has
seen similar growth.

Getting the PCs Involved: Merchants in both
Whitetooth and Winterstead are actively recruiting for
help in acquiring and transporting Tashanan lichen
harvests. Some expeditions are simply looking for pro-
tection as they move inland to barter with the shifter
tribes. Others might be looking for a small team to make
contact with remote tribes and discover new sources and
suppliers. High-end art dealers are also operating in
both settlements, paying handsomely for any authentic
shifter art that can be acquired—no questions asked.

ENCOUNTERS

A few of the people PCs might run into while pursuing one
of the plots in the Tashana Tundra are described here.

CHOK~PALLA, CHUNIIGI CHIEF
CN male shifter barbarian 3/ranger 3

A chieftain of the Chuniigi Chok tribe, Chok-Palla
is desperate to find help battling the Kalaak raiders. One
of the few tribal leaders still trying to unite the strug-
gling nation, he despairs that the conflict is wearing at
the very soul of the people—turning tribe against tribe
as resources dwindle. Chok-Palla is actively seeking alli-
ances with the southern shifter nations, the Icebinder
half-giants, and the lowland clans of the Dorann Holds.
He also visits Whitetooth and Winterstead regularly,
seeking small bands of adventurers willing to scout the
Kalaak homeland in the Krertok Peninsula.

CLOVIS FORLAINE,
WHITETOOTH FENCE

CN male changeling rogue 7

Clovis Forlaine, pirate and fence, runsvarious gray-
market operations in Whitetooth, acquiring Tashanan
lichens, art, and other valuable resources of the Tundra.
Originally a privateer from the Lhazaar Principalities,
Clovis has operated out of Whitetooth for more than a
decade now. He hasa hand in, oran eye on, every signiﬁ—
cant transaction that takes place in Whitetooth. Clovis
keeps several different safe houses in town and often

conducts business on vessels anchored in the waters west
of Whitetooth. Clovis's true identity is a carefully guarded
secret, and he "officially” presents himself as a slickly
dressed male human of conspicuously Lhazaar origin.

KUNIGAAL THE DESECRATOR

A fearsome war chiefamong the Kalaak, and some say leader
of that depraved people, Kunigaal is the embodiment of
Kalaak ideals. He is pitiless, ruthless, fearless, and utterly
blasphemous. His pale, hairless body, particularly his face,
is crisscrossed with terrible scars; some have meaningful
patterns, but others are telltale signs of wounds survived.
Kunigaal can cow even frenzied Kalaak raiders with his
unyielding gaze. Metal spikes adorn his face and the skin
of his body, and his fingers have been magically altered so
that wicked bone and iron claws replace the ends of them.
Kunigaal never goes alone into battle—superstitious and
wary of his own followers, he surrounds himself with evil
spellcasters and a private stable of elite, fanatically loyal
female Kalaak barbarians that are also his wives.
KUNIGAAL THE DESECRATOR (RAGING) CR 13
Male human barbarian 11/fighter 2

CE Medium humanoid

Init +2; Senses Listen +9, Spot +2

Languages Riedran

AC 18, touch 10, flat-footed 18; improved uncanny dodge
(+2 Dex, +8 armor, —2 rage)

hp 153 (13 HD); DR 2/—

Fort +18, Ref +8, Will +8

Speed 40 ft. (8 squares); normal speed on snow and slip-
pery ice

Melee +2 vicious halberd +21/+16/+11 (1d10+11/%3 plus 2d6 plus
1d6 to Kunigaal) or

Melee claw +18/+13/+8 (1d6+6)

Ranged mwk composite longbow +16/+11/+6 (1d8+3/x3)

Base Atk +13; Grp +19

Atk Options Cleave, Great Cleave, greater rage 3/day (8
rounds), Power Attack

Combat Gear 3 potions of cure serious wounds

Abilities Str 22, Dex 14, Con 21, Int 10, Wis 8, Cha 12

SQ trap sense +3

Feats Cleave”, Deformity (clawed hands)*, Diehard, Endur-
ance, Deformity (face)*, Great Cleave®, Power Attack,
Willing Deformity*
* Feats from Book of Vile Darkness

Skills Climb +15, Intimidate +22, Jump +19, Listen +9, Ride
+10, Spot +2, Survival +9, Swim +10

Possessions combat gear plus +3 mithral breastplate, +2 vicious
halberd, masterwork composite longbow (+3 Str bonus) with
20 arrows, cloak of resistance +3, boots of the winterlands

When not raging, Kunigaal has the following changed statistics:

AC 20, touch 12, flat-footed 20

hp decrease by 39

Fort +15, Will +5

Melee +2 vicious halberd +18/+13/+8 (1d10+6/%3 plus 2d6 plus
1d6 to Kunigaal) or

Melee claw +16/+11/+6 (1d6+3)

Grp +16

Abilities Str 16, Con 15

Skills Climb +12, Diplomacy +1 (+3 against evil nonhuman-
oids).Jump +16, Swim +7
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unhaknad, relieved that the ogre
mage hadn’t killed the elan,
yelled, “Throw down your sword.

Surrender. We'll not harm you. Fail to
do so, and we must destroy you.”

- ]

ou attacked me first,
as did the others before
)rou.’l said the giant.

V. A)
N/ )

)

" e can escape at any time,"”
' said Vuuni softly, still

aiming her wand. "He wants

am called Gendrun,” the
ogre mage said as he raised an

eyebrow, “and I wish to speak
to the elders of Kasshta Keep.”




CHAPTER TWO

SARLONAN
CHARACTERS

his chapter presents a host of options for
characters from Sarlona. A PC could learn
Tashalatora or the techniques of the Ascetic
Psion from the kalashtar of Sharn or another
convenient source.

RACES

Sarlona is lruly the realm thumanity—it is home to far
fewer inte“igent species than Khorvaire is. Nonhumans
were rare on the continent to begin with, and many were
used as scapegoats during the Sundel‘ing. The races that
have a noteworthy presence in Sarlona are described in
this section.

AVENTI
Under the Sea of Rage live the aventi (Stormwrack 34),
survivors of a magical cataclysm that sank the ancient
Sarlonan island realm of Aventus. That disaster might
explain the turmoil in the Sea of Rage. A part of Aventus
remains above the waves in the form of a horseshoe-
shaped island and a smaller island to the north. Riedra
controls those isles, and the aventi have little love for the
nation of Sarlona.

Aventi Lands: Aventi have small settlements across
the Sea of Rage and are sometimes seen in the Syrk port

of Ardhmen.

CHANGELINGS

The Inspired have embraced the changelings of Riedra,
and these shapeshifters are treated with far more respect
than their cousins in Khorvaire are. This acceptance
comes at the price of individuality, however. Riedran
changelings are taught to set aside personal identity, in
order to fully serve the Inspired. This philosophy takes
the place of the three common paths among the change-
Iings of Khorvaire.

Riedran changelings are invm‘iably drawn into
the service of the Thousand Eyes or the Iron Gate,
and most are deeply loyal. As a result, changelings
are often feared and distrusted in the other lands of
Sarlona. The role of changelings in Riedra presents
many opportunities for foreign shapeshifters, who can
blend in with their kin. The dragons of Argonnessen
use changeling agents as observers in Riedra, and
other nations might find changeling agents ideal for
Riedra operations.

Changeling Lands: The changelings have no lands
of their own; they can be found throughout Riedra.

CHOSEN (EMPTY VESSELS)

Set above the rabble of the workers and commoners of
Riedra, the Chosen have been touched by the divine
force of the nation. Or so they're told. The truth of the
matter is much more sinister. The Chosen are in actu-
alily "t:fmply vessels” designated as host bodies for the
Extraplanar spirits of Dal Quur (the terms Chosen and
Emplyvessels can be used inlerc]‘langeably. but the former
is preferred in Riedra because it represents the esteem
with which these heings are held). The result ofgene:‘&l—
tions of controlled breeding and psionic manipulation,
the Chosen enjoy a life of privilege in Riedra . . . all in
preparation for inhabitation by a quori.

Although the Chosen are granted luxuries unknown to
most Riedrans, they do not lead lives of indolence. Chosen
hold important positions—even those who are never pos-
sessed become military officers, village overseers, and
administrators in the arms of the Unity. A Chosen who
has the potential to be a primary host undergoes espe-
cially intense training, ensuring that she has skills useful
to the quori who claims her.

Every Chosen family is bound to a specific quori
spirit. That spirit can possess any Chosen of its line at
will. There is no warning, no savingthr‘ow. no chance
to resist. Most quori choose one particular vessel of
their line to serve as }:l:'imar},r host, and this is the being
Riedrans come to think of as the Inspired tied to that
spirit. However, thisarrangement places no limitations
on the quori; he can leave his host at any time to inhabit
another of his Chosen. Important quori often spread
their vessels across Riedra, allowing them to quickly
manifest in different cities. Likewise, avain quori often
abandons a host who becomes old or suffers significant
injuries, but he can always return when he wants. Most
Chosen are eager participants in the possessing process,
and as such, a pal‘ticular fami]_v mighl be used as hosts
by multiple quori; however, onIy one has the irresistible
bond to his vessels.

The Chosen are bred to be ideal hosts in a complex
process involving mingling of bloodlines, and meta-
creative and telepathic manipulation. Superficially, the
Chosen are very similar in appearance to the kalashtar,
displaying a beauty so unnatural that some find it disturb-
ing. They also have an innate bond to Dal Quor, which
manifests itself as natural psionic talent and a growing
pCIOI Df PD\'\'ET' pDints.

It is extl'emely difficult to drive a quori from a
Chosen host (see the resist exorcism abilit}'. ECS291). In
addition, the quori bound to a Chosen line can possess
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one of its vessels regardless of the Charisma of the host
(under the normal rules of possession, the Charisma
of the host must equal or exceed that of the possessing
spirit). Many of the more powerful quori simply can't
possess normal humans, because there are no mundane
humans who can contain them; the Chosen can.

When a quori first takes a primary host, it spends
a considerable amount of time drilling its beliefs and
personality into the vessel. The Chosen are laught to
embrace this, surrendering their perscnality to the
divine spirit. The net result is somewhat similar to mind
seed—the vessel does not actually gain the knowledge
of the quori, but after a month of the quori thinking
with her brain, she behaves much like the quori even
in its absence. Discarded hosts, who have served as
Inspired for decades, are often indistinguishable from
the quori patron; all traces of their human personality
are ]ong lost.

[t is important to bear in mind that while the quori
gains access to the memories of the Chosen, the reverse
isnottrue. Chosen that serve in administrative positions
might know very little of the grand goals of the Dreaming
Dark; they only know that the Inspired seek to create a
stable and stagnant society, and they do not question this
goal. The critical exception to this rule are the "shadow
lines"—those Chosen dedicated from birth to serving the
true quori agenda. These Chosen are taught the nature of
il-Lashtavar and their quori masters, and they are loyal to
the Dark as opposed to Riedra. The shadow lines provide
the Inspired with agents who can be trusted with covert
and disturbing assignments.

As most of the Chosen are utterly dedicated to
Riedra and the ]nspil‘ed—they are best suited for use as
NPCs. However, the life of a vessel who has turned on her
masters has many interesting hooks.

While the Chosen possess dual spirits nnl_\_f when
actively possessed by a quori, the training of a Chosen
and her innate bond to Dal Quor enables her to take
host feats.

Chosen Lands: The Chosen are tied to the land
of Riedra, and it is rare to find them elsewhere save as
emissaries of the Inspired. Those few who escape the
quori yoke typically pose as kalashtar, seeking to avoid
undue attention.

DROMITES

Sarlona has a secret civilization deep beneath its surface—
that of the dromites and their city-hives (EPH 6). The
dromites of Sarlona are not a unified nation; they are
insular at best and xenophobic at worst. Their inter-
actions with surface-dwellers have rarely been good; the
Inspired have dealt with dromites using only murder and

enslavement as "diplomatic” tools. So, most dromitesare
content to live and trade among their kind.

In some areas, however, the general dromite reclu-
siveness is not the norm. The kalashtar made diplo-
matic inroads with them more than a millennium ago.
Zi'til'natek, a city-hive under Adar, is loosely allied
with the defenders of that land. Under the tundra, the
few dromites hives have had decent relations with some
dwal‘f C]ans.

Some dromite hives have taken a militant stance
against all "surfacers.” These extremist city—hives are
few and number, and their citizens too few to engage in
outright warfare, but dromites from these hives employ
sabotage and guerrilla strikes against threats they can
manage, from unlucky ogre nomads to Riedran Edge-
walkers. Dromites of the city-hive of Nar'zix in Syrkarn
are more insidious—they have begun trading tainted
Khyber shards through merchants in Ardhmen and
other settlements.

Dromite Lands: Dromite settlements, large and
Smali. exisl all aAcCross Sar‘ll:!na. hlddfn f'['om S'IJT'FECEFS
and often removed from one another.

DWARVES AND DUERGAR

The dwarves of Sarlona’s Dorann Holds resemble their
Khorvarian cousins in many respects. The Akiak, how-
ever, are an integrated people made up of dwarves and
duergar (EPH 8).

Dwarf Lands: The dwarf homelands of Sarlona are
the Dorann Holds, a loose federation of clans in the
northern Eska Mountains. The scattered remnants of the
refugee Akiak people live in mobile camps in the foot-
hills of the northern Paqaa Mountains, and many more
clans are harbored by the Qiku shifters of the southern
Tashana. The ancestral clanhomes of the Akiak in the
Paqaas are currently under occupation by the Riedrans,
and manyguerril]a bands of Akiak ﬁghters remain in the
central mountains.

Many Akiak dwarves and duergar have been impris-
oned in Riedran mines and work camps for generations,
since the initial downfall of their nation. They are
essentially an underground slave race exploited by the
Inspired, and few but the free Akiak insurgents even
know of their existence.

Some small independent dwarf clans can be found
in the mountainous regions of Syrkarn and Adar. These
groups have been separated for generations from the
Dorann and Akiak clans.

ELANS

When a quori commits a heinous ecrime against its own
kind, it receives a terrible punishment: It is bound

FM

CHOSEN AS CHARACTERS

Chosen racial traits are detailed in the Empty Vessels
as Characters section of the EserronN Campaign Setting
(page 290). Chosen are of the humanoid type and the
human and psionic subtypes. Furthermore, Chosen
raised in Riedra gain Quoriand Riedran as automatic

languages (instead of Quori and Common). Their
bonus languages are Common, Draconic, Dwarven,
and Giant.

Kalashtar racial feats are available to any Chosen
and Inspired character.

M



into a human vessel against its will. Unlike in the normal
process of Inspiration, the bound spirit has no power
or influence over its host. Condemned to eternal pow-
erlessness, the quori’s energy sustains and empowers
the host, transforming it into an elan (EPH 9). No elan
council exists on Eberron, and no one undergocs the
process Volunta‘ri]y.

Elans are exceedingly rare. Most are found in
Riedra, serving in the Harmonious Shield. Elans know
what lhey are—] iving prisons for evil spirits. An elan
has been granted great power with which to serve the
Inspired, and the potential to redeem the il-altas impris-
oned in its body. Many elans rise to this challenge,
becoming champions of the Path of Inspiration. Others
stray from the path. Some hear messages from the spirit
within or at least believe that they do; the life of an elan
often ends in madness. Others learn the truth about
the Inspired—with a potential life span of centuries, an
elan has a great deal of time to put together the pieces
of the puzzle.

Elan Lands: Elans are few in number and hold no
land. Those who leave Riedra are scattered across the
world, and could be found in Xen'drik, Khorvaire, or
even Argonnessen. A handful have settled in Adar, where
they are treated with suspicion and live as eternal pari-
ahs. Nonetheless, a few have become Adar's staunchest
defenders—if only to lash out at the Inspired.

ENEKO
The eneko are the true children of Syrkarn. They were

born in the wake of the Sundering, as ogre refugees
mingled their blood with that of the nomadic ha]f—gianls.

These "mongrels” proved to be remarkably well suited to
the environment.

Eneko Lands: Although a few eneko have made
their way to Adar and the Tashana, Syrkarn is the realm
of the mongrel ogres, and the vast majority of the race
is settled there.

HALF~GIANTS

Perhaps the most baffling of all the races on the conti-
nent, the nomadic ha]f—giants (EPH 12) of Sarlona are
descendants of ancient giant explorers from Xen'drik.
Some say the half-giants are degenerate offspring of the
Xen'drik titans, while others contend they have a mixed
human ancestry.

What can be said is that the true-breeding half-giants
are racially inclined toward psionic ability, and this racial
trait binds them into tight-knit but individually isolated
bands. Half—giants refer to their groups as families,
rather than tribes or clans, althuugh few members of a
family are aclua“y blood-related. In fact, many families
adopt individuals of other races, parlicu|a1'|y psionic ones
such as elans, dromites, duergar, and maenads.

Half-Giant Lands: Half-giant families wander
endlessly all over Sarlona, although they rarely stray into
Riedran territory. There, theyare often "assimilated"—a
process beginning as slavery. What is remarkable is the
degree to which they tend to coexist peaceably with deni-
zens of all other regions‘ In Tashana, where families are
known collectively as the Icebinders, half-giants have a
long tradition of trade and cooperation with the shifter
and human tribes. The Sandstrider families QfSyrkarn
keep more to themselves, with occasional but minimal

ﬁ-ﬁ

ENEKO As CHARACTERS

Descendants of refugees from Sarlona's ancient ogre
kingdom of Borunan, the eneko are an ogre/half-giant
hybrid that now breeds true. Eneko are slightly shorter
than their half-giant kin. Their skin carries a green tint
that inspires their belief in an ogre mage ancestry, and
some eneko sport vestigial horns and prominent canine
teeth. Eneko characters have the following racial traits.

—Giant type.

—Medium size.

— +2 Constitution, +2 Strength, —2 Dexterity, —2
Charisma. Eneko are as tough and strong as their half-
giant kin, but tend to be wary and reserved.

—Base land speed 30 feet.

—Darkvision 60 feet.

—Low-light vision.

— +2 racial bonus on saving throws against poison.
Eneko are hardy and resistant to toxins.

—Bonus Feats: Eneko receive Martial Weapon Pro-
ficiency (longbow) as a bonus feat.

—Powerful Build (Ex): The physical stature of
eneko lets them function in many ways as if they were one
size category larger. Whenever eneko are subject to a size
modifier or special size modifier for an opposed check
(such as during grapple checks, bull rush attempts, and
trip attempts), they are treated as one size larger if doing

so is advantageous to them. Eneko are also considered to
be one size larger when determining whether a creature’s
special attacks based on size (such as improved grab or
swallow whole) can affect them. Eneko can use weapons
designed for creatures one size larger without penalty.
However, their space and reach remain those of crea-
tures of their actual size. The benefits of this racial trait
stack with the effects of powers, abilities, and spells that
change a subject’s size category.

—Spell-Like Abilities: 1/day—endure elements, pass with-
out trace. Caster level is equal to 1/2 Hit Dice (minimum
Ist). The save DC is Charisma-based.

—Automatic Language: Common or Riedran.
Bonus Languages: Common, Dwarven, Giant, Quori,
Riedran.

—Starting Age: 30 years + 3d6 (barbarian, rogue,
sorcerer, soulknife, wilder) + 2d6 (bard, fighter, paladin,
ranger, psychic warrior) + 4d6 (cleric, druid, monk,
psion, wizard).

—Aging Effects: 60 years (middle age)/80 years
(old)/120 years (venerable)/+4d% years (max age).

—Height and Weight: male (5’4" + 2d10/180 x 2d6
1b.), female (410" + 2d10/120 x 2d6 1b.)

—Favored Class: Ranger.

—Level Adjustment: +1.
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The humans of Sarlona are a diverse lot

conflict with the humans and eneko of the region. In
Adar, a handful of half-giant families called the pathadrik
wander among the settlements and monasteries.

HUMANS

Asin Khorvaire, Sarlonan humans are a study in diver-
sity. From the tribal barbarians of the Tashana Tundra
to the ascetic monks of Adar, from the industrious city-
dwellers of Riedra to the proud agrarians of Syrkarn,

}'ILEITI}IHS dominate I}'IF continent.

KALASHTAR

Beautiful and kind, yet emotiunn“y L‘}lal‘ged and mysteri-
ous, kalashtar look much like Chosen and Inspired do.
Most kalashtar are active in roles that oppose the overlords
of Riedra. Their numbers are too few, however, to truly
oppose the might of the Inspired on the Material Plane.
Still, they work ceaselessly to change the consciousness
that makes Dal Quor what it is today—a nightmare.
Kalashtar Lands: Most kalashtar on Sarlona
live within the high mountains and rich vulleys of

Adar. Among the ringing peaks, the
kalashtar are protected from their
mortal enemies who rule Riedra.
Even so, lhe}' are few in number.
Fewer still are the adventuresome
kalashtar who can be found in
remote parts of Sarlona, spread-
ing the Path of Light and fighting
the lnspil‘ed. No true kalashtar
settlements exist in Sarlona out-
side Adar, but one could meet
a kalashtar as close to Adar as
Syrkarn or as far away as a Qiku
village in the tundra.

MAENADS

N’{}'Stel'iﬂus ﬂnd remote, lh(’. mae-
nads (]FSH]'IO]'la are bl’.iﬂgs Oi‘len'lpfs—
tuous emotions held in check b}' t‘igid

self-control. Because of an ancient
lragedy that befell their race, th(’y
harbor a deep spiritual turmoil. The
maenads know little about their origin. Their
legends, supported by brief and intermittent
contact with aventi explorers, claim that a great human
civilization once existed among the islands of the Lhazaar
Principalities, and that it sank beneath the waves some
two thousand years ago in a magical cataclysm. Those who
were at sea when the cataclysm occurred sailed east to find
a new ]'lome‘ (‘.(‘Jl'l'ling ilshol_e on Ihe 'I‘ﬂsl'l}’\'a r ISIE‘.I'I(IS Ui‘
nort ]'I\‘\"t’ﬁl Sﬂl']()'ﬂ.ﬂ. _rhert‘ T.ht' su l'\'i\-’ﬂrs Undel‘“’eﬂt some
fundamental physicul and spi ritual transformation, and
4 new race was |)0|'11.

Physically, maenads closely resemble humans,
although they tend to be taller and heavier. Most distine-
tively, maenads’ skin is dusted with bits of living erystal,
giving them an odd and ghostly luster in certain kinds
of light. Maenads also have a racial propensity toward
psionics, with vil‘lually every individual manif‘esting
wilder abilities in puberty.

Maenad Lands: The maenads of Tashyvar have
built their society in the islands and shores of north-
western Sarlona, colonizing as far south as Winterstead
at the mouth of the Qonama river. Maenads in Sarlona
are governed by a strange seasonal rhythm, almost

'IIIh----------------------HIII‘

RIEDRANS AND ADVENTURING

As a player of a Riedran character, especially a human,
you have some special considerations. Common people in
Riedra don't just break out of their appointed roles and
go adventuring. Most are conditioned to be content with
their lot, and few welcome much less seek change.

YOU. ha\"e l'nan}' Opliﬂﬂs available to \OU, however.
Your character might be a loyal Riedran chosen to study
other cultures and serve as a goodwill ambassador—a
trying task that must be performed among backward
or corrupt barbarians who are ignorant of the Path of
Inspiration. A tiny minority rebels against the restric-
tive philosophy of the Path; such persons must flee

Riedra or die. Perhaps your character is one of the few
Riedrans in\.’o]vcd W]th an ur‘ld(‘rgl‘ound gfﬁup‘ l‘aised
with the knowledge that all is not necessarily well in the
homeland. Ma}'be your character 1‘ecent|)f awakened to
the reality of Riedra and is now on the run. Another
possibility is that the character is some sort of eriminal,
rightly or wrongly accused, looking for a route to free-
dom. In this latter case, what you did doesn't have to be
evil. Many reasonable actions or unchangeable condi-
tions are crimes in Riedra, or they are at least situations
that cause people to disappear. One of the most common
is being born with psionic or magic talents.
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manizlca“y active in the lc)ng days of summer, but with-
drawn and Im‘pid cluring winter's long darkness. New
maenad colonies are apt to appear by the dozens in spring
and summer, only to be apparently abandoned when the
season turns.

In an odd coupling, the maenads have formed close
relations with the Saartuk shifters, and integrated groups
can be found throughout the rivers and frigid beaches of
the Tundra shoreline. Maenads are expert mariners in
these shallow waters, and lhcy facilitate trade [hroughou!
the l‘cginn with their ingenious skiffs and boats.

OGRES AND OGRE MAGES

Si]I']O]1i| 'ITI]gI'll be knO“'|1 as T.he cl‘it(.“(:‘ ()f humilnily. ])th
it is also the birthplace of the ogre race. The ogres of
Khorvaire are the descendants of settlers who crossed the
Barren Sealong ago. though this knowledge lives on only
in the tales of ogre mages. Once, the ogres of Borunan
were a proud warrior culture, and their ogre mages were
mighty creatures spoken of in song and story. Had the
ogres ever sought to conquer humanity, the history of
Sarlona might have been quite different. But the ogres
Considered ]'I'Ll]Tlﬂ ns unwort I'ly f‘OES. ’].}'Iis overcon Fldel'lce
was their undoing, and in the last days of the Sundering,
the Inspired unified the human kingdoms against this
il]']'l'l'\' D{ monsters.

'[‘oday the ogres are a subdued popu|a|_'t'. Most are
not allowed to even touch weapons; they are miners and
laborers, and their immense strength is used to haul
stone and metal for the hanbalani altas. Not the brightest of
creatures, most ogres have accepted the philosophy of the
Inspil‘ed. and lhe_v live lives thappy s|av0r_\-'. dl‘eaming
of attaining humanity in the next life.

Ogl‘(’ n‘tages l'l'lﬂkc‘ U.p a .N"IT[H]] pc‘l‘centag(‘ Of[]'le ngl‘e
pcpulat iO]'l. bul tl'lt’.y appeal‘ more fl‘c‘quent]y In Sil]'l()l]il
lhﬂn lhf_‘l\_" CI(J in Khrjl‘\-‘&lire. Young Ogre rnages undel‘go
intense indoctrination to ensure Lhey become weapons of
the Inspired. and lhE)' usua”}' serve in Riedra's Horned
Guard or Savage Legion.

Beyond Riedra, most of the ogres of Sarlona are
simple folk, more interested in solitude and survival than
in war. However, there is a movement within Riedra that
seeks to rekindle the martial spirit of old. This force is
known as the Horned Shadow.

Ogre Lands: The majority of the ogres on Sarlona
are concentrated in the province of Borunan in Riedra.
}'i()\'\'e\'el‘. UgI'ES can b? fou nd lhl‘oughout Rif_‘dl'a. Se]'\’illg
as |&|b01‘€'1'5 ill'l(l Occasion'd”}' as SUICliE'I'S. :‘\ i‘t‘\'\" Ogl_t's can
be found in Syrkarn, but they are rarely seen in Adar or

the Tundra.
SHIFTERS

As the secrets of Sarlona have revealed themselves to
the Khorvarian scholars over the last few years, one of
lhf most starlling l‘t‘\.’elalions was thc dis[‘()\’{'l‘y 0{‘ a
vast .‘i}liftel' popu'alion il'l northern -].ilsllﬂ]'la, IT. I'IZ'IS
i)e[_‘()]'l'le appill‘enl l}'lat. 111\& humans ilnd Ogl'ﬁ.‘i. tl'll’.
shifter race aclun“y ol‘iginated in Sarlona.

']Ihe thl'ee T{lshal’la Shii‘lel" gl‘uups. eﬂfh con-
sisting of hundreds if not thousands of individual,
seminomadic tribes, are not nations in the typical
nation-state sense. Rather, they are people bound
together by common tradition and loose territorial
boundaries.

While the three nations have known great wars in the
past, they have maintained a relative peace for many gen-
erations. Tashanan shifters place much more importance
on the community than do their self-reliant brethren in
Khorvaire. The seminomadic tribes of the Qiku and Saar-
tuk, in particular, have evolved a kind of parallel civilization
to the urbane nations of the world—one that values natural
simp]i(‘i[y over tec}lnolc)gical snphislication. mobﬂity over
entrenchment, and spiritua]ity over materialism.

Shifter Lands: The tribes of the Qiku nation roam
all inland regions west of the Tiiki river and south to the
border of Riedra. Several Qiku villages, while designed
to be movable on short notice, have persisted for decades
now and are essentially permanent. Most of these villages
are built in, on top of, and around the sprawling boulder
mounds of the central Tundra, and feature tents, tun-
nels and semipermanent structures of earth and stone.
The Qiku currently share much of the far southern
lands and resources with the refugee Akiak dwarves of
the I-’aqaa Mountains.

The Saartuk tribes occupy the entire western coast-
line from the Eska Mountains to the Riedran border.
The Saartuk harvest vil'tua]].y all of their resources
from the sea, and individual tribes move up and down
the coastline and among various inland waterways.
The Saartuk maintain the permanent coastal village of
Whitetooth and coexist peacefully with maenad colonists
in the settlement of Winterstead.

The Chuniigi are the most nomadic of the three
nations, and they roam the largest area of the Tundra—all

A Saartuk shifter
of the Tashana Tundra
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inland territories west of the Tiiki river and north to
the Eska Mountains. But the Chuniigi populace is
sparse relative to their territories, and they share the
wild northern lands with many human and Neander-
thal tribes (Frostburn 36). In recent years, the northern
Tashana has been ravaged by the terrible Kalaak barbar-
ians, and these incursions have reduced the Chuniigi’s
numbers further still.

Previous to the rise of the Inspired in Riedra,
a branch of the Qiku nation roamed far south into
the lands that are now the Dor Maleer region. As the
Inspired came to power, they enslaved these southern
tribes, who have since evolved into an elite warrior caste
serving in Riedra's Savage Legion.

Some individual shifters and small packs have also
made homes in the wilds of Syrkarn.

SKULKS

Legend says that at the conclusion of the Sundering, the
people of Nulakesh, Corvagura, and Pyrine joined forces
to battle Ohr Kaluun. This dark kingdom was already
weakened by civil war, and the forces of the Inspired
took down the city-states of Ohr Kaluun one by one.
In what seemed to be an act of charity, a Shadow Lord
named Kul Uulan opened his war maze to the refugees of
fallen cities, suggesting that they might still find victory
through unity. The truth was far more macabre. Uulan
sacrificed thousands of refugees in a ghastly ritual calling
for the b]essing and protection of the Dark Six. When the
soldiers of the Riedran Alliance came to Uulan's maze,
they found no trace of his people; even clairsentience
proved useless. Soldiers were killed, and word spread
of evil spirits haunting the broken mazes. In time, the
truth came to light. Uulan’s people hadn’t vanished:
they'd been transformed. Through the blood sacrifice
of thousands of innocents, Uulan had gained a terrible
power for his own people. They had become the skulks
(Fiend Folio 154).

The skulks of Riedra believe that they are the
chosen people of the Dark Six, blessed and shielded by
the deities others fear. Although the skulks revere all
of the Six, they typically select one as a personal patron
and seek to emulate that force in all ways. The Mockery
inspires the most followers, and the skulks who idolize
the flayed god are terrifying indeed. Those skulks who
follow the Shadow often pursue arcane knowledge; the
most dangerous members of the Heirs of Ohr Kaluun are
often skulk wizards. Nonetheless, the skulks have never
posed a serious threat to the Inspired. They are paranoid
creatures who revere madness, treachery, and destruc-
tion. They have trouble forming large communities, as
rivalries and feuds quickly arise. The skulks love to kill

Riedrans—but when there are no Riedrans about, they
soon turn on each other.

Although most skulks are content with their savage
life amid the ruins, a few seek something more. Some of
these skulks end up working with the Dream Merchants,
while others simply wander. A few seek to atone for the
dark deeds of their ancestors; it's said that a handful
of skulk guides have been seen on the Summit Road in
recent years.

Skulk Lands: Skulks are scattered across Sarlona,
but they are found in significant numbers only on the
islands of Ohr Kaluun. Here skulk tribes hide in the
ancient war mazes, playing cat and mouse with the forces
of the Harmonious Shield.

XEPHS

Xephs (EPH 15) are a strange breed native to Adar and
possibly a product of the peculiar planar forces that exist
in the land of refuge. Agile and psychically able, xephs
are renowned for their fine crafts. Adaran xephs seem
extremely lighthearted compared to the typical Adaran,
but the xeph homeland has never known war or signifi-
cant internal strife. All xephs consider themselves sol-
diersin the defense of Adar, however, and they're worthy
partners in this role.

Xeph Lands: Xephs originated and still live in rift
valleys in the southwestern portion of Adar. Their home
is a peaceful and concealed one in a cavernous canyon on
a river they name the Xaryai. Xephanan. their ]argest
city, is deep within the canyon.

YUAN-TI

Once the yuan-ti ruled kingdoms, but the Inspired
turned the human population of central Sarlona against
them during the Sundering. The race was almost eradi-
cated, and many yuan-ti fled, first to Argonnessen and
ultimately to Xen'drik. Those who remain are forced to
cling to the shadows, concealing their true nature from
the people around them.

For the most part, the yuan-ti appear to want
nothing more than solitude, but the Inspired teach their
subjects to fear the scheming serpent people—and these
fears might be justified. It is possible that some yuan-ti
still seek to reclaim the glory of their past, and to over-
throw those who laid them low . . . both the Inspired
and humanity.

Sarlona is home to two distinct breeds of yuan-ti.
The serpent people of Syrkarn are traditional yuan-ti (MM
262), but few are evil. The shulassakar yuan-ti share traits
with feathered serpents and are devoted to the couatl,
following a religion very similar to the Silver Flame.
Otherwise identical to standard yuan-ti, the shulassakar are

F——_q

WINTERHIDE SHIFTERS

Sarlonan shifters share the same racial traits as Khorvar-

ian shifters (ECS 19). In addition, Tashana shifters can

choose to adopt the following special shifting trait.
Winterhide (Su): While shifting, a winterhide

shifter gains a +2 bonus to Constitution, a +1 natural

armor bonusto AC, and resistance to cold 5. In addition,
a winterhide shifter has a +2 racial bonus on Fortitude
saving throws to resist the environmental effects of
extreme cold.
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covered with rainbow plumage. They also have different
spell-like abilities: darkness and deeper darkness are replaced
by light and daylight, respectively; cause fear is replaced by
remove fear.

Yuan-Ti Lands: The yuan-tiarearace in hiding, and
they have no open settlements. Most yuan-ti are found in
their ancestral land of Syrkarn. The shulassakar are far
fewer in number. They once resided in the kingdom of
Khalesh, now a province of Riedra. Today, they are gen-
erally found in couatl ruins—protecting these sites from
explorers while relying on the locales’ defensive magic to
shield them from the eyes of the Inspired.

PLANAR RACES

The many manifest zones and planar forces in Sarlona
present a multitude of possibilities for strange offspring,
native or extraplanar. If Sarlona is taken as a whole, the
options are endless—especially in wilder parts of the
continent. Adar, Syrkarn, and the Tashana Tundra have
fiendish influences, giving rise to tieflings and other
evil-aligned creatures. The Tundra’s aukaraks taint some
children with planar energy. Lamannia and Kythri com-
monly influence Adar. As such, a few bariaurs, meph-
lings, stonechildren, wildren, and even some aasimars
descended from guardinals make homes in the land of
refuge. Choands and neraphim are also found in Adar,
and a few githzerai have built a monastery in Adar's
Uutkleza manifest zone.

Planar Races’ Lands: Planar races have no domi-
nance in any portion of Sarlona. They live among the
mundane races where they can, or alone or in small
groups where they are shunned.

ALTERNATIVE CLASS FEATURE:
THE PSIONIC ASSASSIN

Both the Dreaming Dark and the Thousand Eyes have
use for assassins; the quori prefer the knife in the dark
to swords at dawn. Those who oppose the Inspired might
also turn to the assassin’s path in their quest for freedom
from repression. But the arcane magic of the assassin
doesn’t suit the quori bent for psionic power, nor the
dearth of arcane knowledge in the wake of Inspired
pogroms. This alternative class feature allows for the
creation of uniquely Sarlonan assassins, whether they are
dreamblades of the quori or Akiak avengers.

Level: Assassin Ist.

Replaces: If you select this feature, you do not gain
any spellcasting abilities.

Benefit: A psionic assassin has the ability to manifest
psionic powers as if he was a psion. To learn or manifesta
power, the assassin must have an Intelligence score of at
least 10 + the power’s level. His manifester level is equal to
his assassin level. The Difficulty Class for saving throws
against psionic assassin powers is 10 + the power’s level +
the assassin’s Int modifier.

A psionic assassin chooses powers from the following
list. Descriptions are in Expanded Psionics Hamdbook, unless
otherwise noted.

| st—adrenaline boost (Comp!’ete Psionic), burst, catfall,
chameleon, control h’ght. dimensional pocket (Comp.‘ete Psionic),
mighty spring (Complete Psionic), offensive prescience, sensory gloom
(Complete Psionic)

2nd—animal affinity, clairvoyant sense, cloud mind, concealing
amorpha, constrictor’s toucht, dream lockt, psionic knock, psionic levitate,
thought shield

3rd—danger sense, greater concealing amorpha, escape detection,
evade burst, psionic darkvision, touchsight

4th—aurassight, psionic dimension door, psionic freedom of move-
ment, psionic modify memory, steadfast perception, trace teleport

TABLE 2-1: THE PSIONIC ASSASSIN

Power
Points/ Powers Maximum Power
Level Day Known Level Known
Ist 0* 1 1st
2nd 1 2 Ist
3rd 3 3 Ist
4th 5 4 2nd
5th 7 5 2nd
6th 11 6 2nd
7th 15 7 3rd
8th 19 8 3rd
9th 23 9 4th
10th 27 10 4th

* A psionic assassin gains no power points at st level. How-
P g P P

ever, he does add power points from a high Intelligence
score, his race, and feats or other sources to his reserve.

NEW FEATS

Though many of the feats below remain unique to Sar-
lona, a few have begun to appear on mainland Khorvaire,
brought over by kalashtar and Sarlonan traders.

Members of the psionic races of Sarlona, includ-
ing the Inspired and kalashtar, make use of all the feats
found in Expanded Psionics Handbook. Characters who oppose
the Inspired often take feats designed to thwart the use
of psionics, such as Hostile Mind (EPH 47).

DREAMTOUCHED FEATS

Dreamtouched feats allow a character to touch and draw
power from the otherworldly dreamspace (see page 18)—a
mysterious energy that permeates the Material Plane.
The Dream Scion featisa prerequisite forall other dream-
touched feats.

HOST FEATS

Host feats, introduced in Complete Psionic, represent the
powers of beings that possess shared spirits. Host feats
can be taken only by a creature who serves as a physical
vessel for a psionic entity. In the EBERRON campaign
setting, Chosen, Inspired, and kalashtar qualify for
host feats.

TACTICAL FEATS

Tactical feats were introduced in Complete Warrior. They
allow characters to perform a number of powerful
attacks by first taking prescribed actions to set up the
maneuver. [t is up to you to keep track of those actions
and to inform the DM that you are preparing to execute
a tactical maneuver.

WEAPON STYLE FEATS

Distinctive fighting styles are the stuff of legends.
Weapon style feats give a character flair as well as

wi
bed
=
H
o
=
>
=
O
=
>
=
b
O
-
m
=
wi

113



I
o
€3}
-
®)
<
-4
<
o
&)
z
<
<
Q
-4
<
¢

114

TaBLE 2—2: NEw FEATS
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General Feats
Altitude Adaptation

Ascetic Psion

Breath Control
Cold Endurance
Edgewalker Sentinel
Hazing Strike
Mountain Stance

Pole Master

Repel Outsider

Stunning Master

Tashalatora

Versatile Unarmed Strike

Dreamtouched Feats
Dream of Contact

Dream of Insight

Dream of Instinct

Dream of Perception

Dream of Strength

Dream of the Moment

Dream Scion

Prerequisites
Base Fortitude save bonus +2

Wis 13, Improved Unarmed Strike,
Narrow Mind®™, manifester level
Con 13, Wis 13

Base Fortitude save bonus +2

Favored Enemy (Outsider)

Dex 13, Wis 13, Improved Unarmed

Benefit

+4 on Fortitude saves to avoid altitude sickness;

you aren't as susceptible to altitude sickness

Become psionically focused as a standard action,
Ist  multiclass between psion and monk

+4 on saves and checks related to breathing,

hold breath twice as long

+2 on cold saves, can exist comfortably

in cold environments

Gain Knowledge (the planes) as class skill,

+] bonus against outsider favored enemy, and spens

Negate mental states with stunning attack

Strike, Stunning Fist, base attack bonus +2

Wis 13, Balance 5 ranks,
Concentration 2 ranks
Proficiency with a specific hafted
reach weapon, Weapon Focus (same
specific hafted reach weapon),
flurry of blows class feature
Edgewalker sentient, ranger 3rd
Dex 13, Wis 15, Improved
Unarmed Strike, Stunning Fist,
base attack bonus +4
Autohypnosis 5 ranks,
Concentration 5 ranks,

Monastic Training (psionic class),
ability to manifest Ist level powers
Improved Unarmed Strike

Prerequisites

Dream Scion, one other
dreamtouched feat
Dream Scion, one other
dreamtouched feat
Dream Scion

Dream Scion, one other
dreamtouched feat
Dream Scion

Dream Scion

Knowledge (arcana) 3 ranks,
Knowledge (the planes) 3 ranks,

Knowledge (psionics) 3 ranks

specia|ized rewards. The monks and mountainfolk of
Adar have a few such styles.

ALTITUDE ADAPTATION

Your body adapts quickly to changes in altitude, prevent-
ing you from suffering as much from altitude sickness.

Prerequisite: Base Fortitude save bonus +2.

Benefit: You gain a +4 bonus on Fortitude saving
throws to avoid the effects of altitude (DMG 90). Addi-
tionaliy. when you determine what effect the altitude has
on you, you app]y the effect for the next lower categl:ll‘y

+2 bonus to resist unbalancing attacks

Reach weapon is treated as special monk weapon

Keep outsiders at bay
Make stunning attacks with special monk weapons

Stack psionic class level with monk levels for bonuses

Deal bludgeoning, piercing, or slashing damage
with unarmed strikes

Benefit
Expend dreamtouched use to contact a known person

Expend dreamtouched use for a resting
Knowledge check

+1 bonus on skill checks and Will saves while in
dreamtouched state; end state to gain +10 bonus
on skill check or Will save

Gain extraordinary vision abilities while in
dreamtouched state; end state to use augury

+] bonus on damage rolls and +1 bonus on Fort saves
while in dreamtouched state; end state to gain +5
to one damage roll or Fort save

+1 bonus on attack rolls and Reflex saves while in
dreamtouched state; end state to gain +5

to one attack roll or Reflex save

Gain ability to enter dreamtouched state

of altitude than the category you are actua]ly in. After
you spend a week at a specific altitude, you become
acclimated to that altitude and all lower altitudes, and
no longer have to make Fortitude saves for each 6-
hour period to avoid altitude sickness. If you travel to
a lower altitude and remain there for a week, you lose
your acclimation to the higher altitude and must reac-
climatize, although you always retain the other benefits
granted by this feat.

Special: This feat grants a +2 bonus on Survival

checks made in high altitude (above 5.000 feet) areas.
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Host Feats Prerequisites
Gestalt Might -
Psychic Warfare Concentration 6 ranks,

base Will save bonus +4

Psionic Feats Prerequisites

Gestalt Might —

Kalashtar Mindlink Kalashtar, mindlink psi-like ability
Mind Mask -

Monk's Spade Mind Blade Ability to generate a mind blade,
shape mind blade class feature
Chosen, kalashtar, or Inspired
Chosen, kalashtar, or Inspired,
Quori Dread

Quori Dread

Insidious Terror

Tactical Feat
Psychic Warfare

Prerequisites
Concentration 6 ranks,
base Will save bonus +4

Prerequisites
Dex 15, Exotic Weapon Proficiency

Weapon Style Feats
Flying Tiger

Benefit
Spend psionic focus for adrenal boost
Gain mind-affecting power bonuses and defenses

Benefit

Spend psionic focus for adrenal boost

Gain additional uses of mindlink at higher manifester level
You give off no detectable psionic aura; gain +2 on saves
against clairsentience and telepathy powers

Shape mind blade into monk’s spade

Demoralize one enemy
+] or +3 DC to powers used against Quori Dread victim

Benefit

Gain mind-affecting power bonuses and defenses

Benefit
Can use hook swords as reach weapon

(hook sword), Two-Weapon Fighting
or the ability to treat the hook sword

as a special monk weapon,

Weapon Focus (hook sword), base attack bonus +1

Stone Breaker

Str 13, Dex 15, proficiency
with any pick, Improved Sunder,

Can rend when striking with two picks

Power Attack, Two—Weapon Fighting.
Weapon Focus (any pick), base attack bonus +1

Wind and Fire Str 13, Exotic Weapon Proficiency

Cause bleeding with two cutting wheels

(cutting wheel), Two-Weapon Fighting
or the ability to treat the cutting wheel

as a special monk weapon,

Weapon Focus (cutting wheel), base attack bonus +4

ASCETIC PSION

You are a practitioner of one of the many styles compris-
ing the kalashtar path of shadows, such as the Tashala-
tora. Mixing meditation, discip]ine. and movement have
taught you to become psionically focused more easily
while distracted.

Prerequisites: Wis 13, Improved Unarmed Strike,
Narrow Mind®"", manifester level 1st.

Benefit: You can become psionically focused
as a standard action that doesn’t provoke attacks of
opportunity.

If you have levels in psion and monk, those levels
stack for the purpose of determining your AC bonus. For
example, a kalashtar 4th-level psion/lst-level monk would
have a +1 bonus to AC as if he were a 5th-level monk. If
you would be allowed to add your Wisdom bonus to AC
(such as for an unarmored/unencumbered monk), you
can instead add your Intelligence bonus to your AC.

In addition, you can multiclass freely between the
psion and monk classes.

BREATH CONTROL

You have mastered your body's need for air.
Prerequisites: Con 13, Wis 13
Benefit: You can hold your breath twice as long as
normal. When you must make a saving throw or check

involving breathing, including suffocation, altitude
sickness, and gas attacks (such as smoke or stinking cloud),
you receive a +4 bonus.

COLD ENDURANCE

Either because of growing up ina cold environment or train-
ing your body and mind to ignore the biting effect of cold,
you can exist with ease in low-temperature environments.

Prerequisite: Base Fortitude save bonus +2.

Benefit: You can exist comfortably in temperature
conditions of 0°F and higher without having to make
Fortitude saves (MM 302). You also gain a +2 bonus on
saving throws against cold effects.

Cold Endurance doesn't provide any level of resis-
tance to cold damage.

DREAM OF CONTACT
[DREAMTOUCHED]

The dreamspace threads through you and those you
know, allowing your thoughts to touch in dreams.
Prerequisite: Dream Scion, one other dream-
touched feat.
Benefit: You experience dreams that focus on those
you know. Once per day, you can attempt to touch the
mind of a creature while you sleep, rest, or meditate with
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the intent of restoring your ability to enter a dream-
touched state. You send a short message of twenty-five
words or less to a subject you have previously met and
spoken to in the waking world. The subject receives and
understands the message whether awake or sleeping,
but not if unconscious. This ability does not allow the
subject to respond, but the subject knows the message is
from you.

This ability functions regardless of the distance to
the subject, but only if you and the subject are on the
Material Plane. Sending your message (whether success-
fully or not) expends one use of your dreamtouched state
for the fo]lowing day.

Special: Taking this feat increases the duration of
your dreamtouched state by | round.

DREAM OF INSIGHT
[DREAMTOUCHED]

Your connection to the dreamspace grants you insight-
ful visions.

Prerequisite: Dream Scion, one other dream-
touched feat.

Benefit: You experience vivid and lucid dreams.
Once per day, you can make a single Knowledge check
(any field) while you sleep, rest, or meditate with the
intent of restoring your ability to enter a dreamtouched
state. You gain a +10 insight bonus in addition to your
usual modifiers on the check, and can make a check for
uncommon knowledge (DC 11 or higher) even ifyou have
no ranksin the appropriate Knowledge skill. Making this
Knowledge check expends one use of your dreamtouched
state for the following day.

If appropriate, DMs and players can choose to role-
play a scenario that provides the information sought
through Dream of Insight. A character might have a
vision of ancient ruins that reveals some aspect of their
history, or could dream of a riddle contest with a sphinx
whose outcome discloses a magic item command word.

Special: Taking this feat increases the duration of
your dreamtouched state by 1 round.

DREAM OF INSTINCT
[DREAMTOUCHED]

The auras of the dreamspace help to sharpen your train-
ing and resolve.

Prerequisites: Dream Scion.

Benefit: While in a dreamtouched state, you gain
a +l insight bonus on skill checks and Will saves. These
bonuses stack with the effect of the ability bonuses
granted by the Dream Scion feat.

Furthermore, you gain a +10 insight bonus on any
single skill check or Will save you make while in a dream-
touched state. Using this ability immediately ends your
dreamtouched state.

Special: Taking this feat increases the duration of
your dreamtouched state by | round.

DREAM OF PERCEPTION
[DREAMTOUCHED]

Your senses are sharpened where the dreamspace unfolds
around you.

Prerequisites: Dream Scion, one other dream-
touched feat.

Benefit: While in a dreamtouched state, you
gain low-light vision, darkvision out to 60 feet, and
blindsense.

Also, while in a dreamtouched state, you can use
augury as a spell-like or psi-like ability (your choice,
caster/manifester level 1st). This is a full-round action
that provokes attacks of opportunity. Using augury imme-
diately ends your dreamtouched state.

Special: Taking this feat increases the duration of
your dreamtouched state by 1 round.

DREAM OF STRENGTH
[DREAMTOUCHED]

Your connection to the dreamspace floods you with grim
intensity and determination.

Prerequisites: Dream Scion.

Benefit: While in a dreamtouched state, you gain a
+] insight bonus on damage rolls and a +1 insight bonus
on Fortitude saves.

You also gain a +5 insight bonus on any single
damage roll or Fortitude save you make while in a dream-
touched state. Using this bonus immediately ends your
dreamtouched state.

Special: Taking this feat increases the duration of
your dreamtouched state by 1 round.

DREAM OF THE MOMENT
[DREAMTOUCHED]

The voices of the dreamspace give you whispered glimpses
of the actions unfolding around you.

Prerequisites: Dream Scion.

Benefit: While in a dreamtouched state, you gain a
+] insight bonus on attack rolls and Reflex saves.

You also gain a +5 insight bonus on any single attack
roll or Reflex save you make while in a dreamtouched
state. Using this bonus immediately ends your dream-
touched state.

Special: Taking this feat increases the duration of
your dreamtouched state by | round.

DREAM SCION [DREAMTOUCHED]

Your knowledge and study allows you to tap into an other-
worldly source of mystical energy—the dreamspace.

Prerequisites: Knowledge (arcana) 3 ranks,
Knowledge (the planes) 3 ranks, Knowledge (psionics)
3 ranks.

Benefit: By tapping into the latent essence of dreams
that saturates all Eberron, you are able to draw power
from the otherworldly dreamspace (see page 18).

As a full-round action, you enter a dreamtouched
state—a condition of conscious dreaming that focuses
the world around you even as it reveals your own inner
self. You can enter a dreamtouched state once per day for
every six character levels you have.

While in a dreamtouched state, you gain a +2 bonus
to your Intelligence, Wisdom, and Charisma scores.
This grants you the usual benefits to skill checks based
on those abilities and on other uses of your Intelli-
gence, Wisdom, and Charisma modifiers. Spcllcast—
ers and manifesters in a dreamtouched state do not



gain any additional spells or power points, but they
increase the save DCs for those spells and powers.
Your increase in Intelligence does not grant you any
additional skill points.

Each dreamtouched state lasts for a number of
rounds equal to 3 + your (newly improved) Wisdom
modifier. [fyou are in the last round of a dreamtouched
state, you can opt to continuously extend that state into
another dreamtouched state (a swift action) as long asyou
have uses left for the day.

In addition to the above effects, characters who have
the Dream Scion feat are immune to the dreamshaping
effects of the hanbalani (see page 48).

Special: Characters normally unable to dream
(including kalashtar, elves, and warforged) can take this
feat in order to tap into the latent power of the dream-
space. Such characters do not gain the ability to dream
or the ability or need to sleep as a result. However, taking
this feat makes such characters susceptible to spells and
effects not normally effective on characters who do not
dream, including nightmare.

A character must have slept for a minimum of
4 hours in the previous 24 hours to put himself or
herself into a dreamtouched state. Characters who
do not sleep (such as elves and warforged) must have
spent a minimum of 4 hours in uninterrupted rest or
meditation. Time spent in sleep or rest to prepare for a
dreamtouched state also counts as normal toward heal-
ing, regaining spells and powers, and other effects that
require rest.

Characters who are fatigued or exhausted cannot
enter a dreamtouched state.

EDGEWALKER SENTINEL

The techniques and training of the Edgewalker rangers
help you battle creatures from other worlds.

Prerequisites: Favored enemy (any outsider).

Benefit: Add Knowledge (the p]anes) to your list of
ranger or scout class skills.

When you select this feat, gain a +] bonus against one
of your preexisting outsider favored enemies.

In addition, you can cast the following spells as if
they were on the ranger spell list at the indicated level.

lst— protection from chaos/evil/good/law.

3rd—magic circle against chuus/evib”goodﬂa w.

4th—dismissal.

Special: You can take this feat multiple times. Each
time you take the feat, it applies to a different kind of
outsider favored enemy you have.

FLYING TIGER [STYLE]

You have mastered the style of fighting with two hook
swords at the same time, and you can perform astounding
maneuvers with them.

Prerequisites: Dex 15, Exotic Weapon Proficiency
(hook sword), Two-Weapon Fighting or the ability to
treat the hook sword as a special monk weapon, Weapon
Focus (hook sword), base attack bonus +1

Benefit: When taking a full attack action with your
hook swords, you can hook the long ends of the weapons
together or unhook them as a free action. While the
swords are hooked together, they deal only the lower of
their two damage dice but they also act as a reach weapon
that can be used to attack adjacent foes.

GESTALT MIGHT [HOST, PSIONIC]

Your call on your inner spirit to provide you with a burst
of adrenaline.

Benefit: As a swift action, you ecan expend your
psionic focus to gain a +2 insight bonus to Strength and
Dexterity for 1 round.

HAZING STRIKE

Your successful stunning attack clouds the mind as it
hampers the body.

Prerequisites: Dex 13, Wis 13, Improved Unarmed
Strike, Stunning Fist, base attack bonus +2.

Benefit: Victims of your successful stunning
attack can’t maintain nonmagical altered mental
states, including combat focus, dreamtouched, frenzy,
psionic focus, and rage. Affected creatures can’t regain
these states for 1 round following the round when they
are stunned.

Special: A fighter can select Hazing Strike as one of
his fighter bonus feats. Creatures immune to stunning
attacks are immune to the effect of this feat.

INSIDIOUS TERROR
[PSIONIC, RACIAL]

Your intuitive sense of your victim's fears enhances the
effectiveness of your psionic powers.

Prerequisites: Chosen, kalashtar, or Inspired,
Quclri Dread.

Benefit: When you use a mind-affecting psionic
power against a target demoralized by your Quori Dread,
you can expend your psionic focus to increase the DC of
the Will save by 1. If the power is a fear effect, the DC
is increased by 3.

KALASHTAR MINDLINK
[PSIONIC, RACIAL]

You are innately talented with your racial mindlink psi-
like ability.

Prerequisites: Kalashtar, mindlink psi-like ability.

Benefit: You can use the mindlink psi-like ability
granted by your kalashtar heritage three times per day.
Your manifester level for your mindlink ability equals your
character level.

Normal: A kalashtar's mindlink can be used once per
day, and its manifester level is 1/2 the kalashtar’s HD.

MIND MASK [PSIONIC]

Your mind conceals some of your traits.

Benefit: Effects that detect alignment reveal that
you are neutral, and detect magic and detect psionics reveal you
to be nonmagical and nonpsionic, regardless of your true
nature. You also get a +1 bonus on saving throws against
mind-affecting spells, powers, and abilities. If you wish,
you can suppress the benefit of this feat to reveal your
actual characteristics and forgo the save bonus.

Normal: A creature’saurareveals itsalignment and
psionic nature.

Special: This feat does not mask the aura of effects
you create or items in your possession, including ongo-
ing spells and powers, as well as imbedded magic or
psisonic items.
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SARLONAN CHARACTERS

MONK'S SPADE MIND BLADE
[PSIONIC]

When you reshape your mind blade, you can change it
into an exotic weapon: a monk's spade (see page 136).

Prerequisites: Ability to generate a mind blade,
shape mind blade class f