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book	is	a	gateway	to	use	Eberron	as	a	setting	for	it,	they	will	rekindle	the	last	war	and	disconnect	your	D&D	campaign.	Mastering	the	character	creation	process	and	In	the	city	of	Sham,	a	team	of	spies	carries	on	an	impressive	adventure	set	in	this	world.	Possible	breakdown	of	patterns	in	the	impenetrable	times	of	the	Kundarak	House.	But	instead	of	gold,	they	find	a	secret.	This	introduction	presents	an	overview	of	the	world:	that	could	break	the	fragile	peace	between	nations,	its	history,	its	calendar	and	themes	that	animate	it.	Aboard	a	dirigible,	a	magician
discusses	the	interpretation	Chapter	1	details	on	how	to	create	Eberron	characters.ofan	ancient	prophecy	with	a	red	blood	dragon.	If	the	Offers	race	options	and	a	new	class,	the	artisan,	thatsage	loses	the	topic,	the	dragon	will	destroy	the	air-	reflect	the	taste	of	the	world.	It	also	presents	the	same	group	and	all	those	who	are	there.	But	if	the	debate	wins,	the	trons,	a	new	concept	that	adds	a	common	purpose	to	your	dragon	will	take	them	to	the	far	Argonnessen,	and	no	party	of	adventurers.	The	world	of	Eberron	has	a	rich	history	built	on	heroism	Chapter	2
provides	an	overview	of	the	nations	of	actions,	the	evolution	of	magic	and	wounds	of	a	long,	devastating	Khorvaire	(and	beyond)	and	the	religions	of	Eberron.	war.	Action,	adventure,	good,	bad,	and	a	thousand	practical	details	that	you	are	a	player	looking	for	inspiration	shades	of	gray	paint	the	landscape	at	large	strokes.	An	anticipation	for	your	character’s	history	or	a	quest	for	mysterious	DMs	await	to	be	discovered	so	that	they	can	influence	the	intriguing	place	to	set	an	adventure.world	world	and	its	people.	Chapter	3	focuses	on	Sham,	the	city	of	towers.
Magic	is	built	in	the	fabric	of	the	world.	It	Sham	is	one	of	the	wonders	of	Khorvaire,	and	a	source	pervades	everyday	life.	It	offers	comfort	and	comfort	of	endless	adventures.	This	chapter	presents	a	series	of	attractions	unknown	to	the	modern	world	or	interesting	places	and	activities	to	explore	in	the	world	of	medieval	fantasy.	Great	cities	where	castles	this	towering	metropolis.crapees	the	sky	thrive	across	the	continent	of	Khorvaire,	and	a	thriving	aristocracy	of	merchants	fam-	Chapter	4	provides	ideas	for	adventures	in	Shamilies	controls	much	of	the	world
economy	thanks	and	beyond.	Introduces	Left	forces	to	work	in	the	limit	given	to	themmysterious	and	rare	world	of	resistance,	along	with	the	impact	of	the	last	war	and	war.	War.His	people	use	magic	as	a	tool	to	build	the	terrible	Day	of	the	Lutto.	It	also	includes	a	short	activity	to	navigate	the	skies	and	to	create	both	companies	that	you	can	use	to	launch	your	campaign	in	Sham.Wonders	and	Arms.	Chapter	5	includes	magic	objects	and	other	treasures	Heroes	are	available	in	all	shapes	and	sizes,	of	all	classes	and	for	an	Eberron	campaign.	Explore	also	vital
role	breeds.	They	travel	the	world,	fighting	against	the	bad	guys	in	a	series	of	dragoonshards.stants	of	over-the-top	action.	And	they	discover	fabulous	treasures,	they	face	greedy	and	threatening	loopholes	Chapter	6	presents	new	monsters	and	PNGs	drawn	mysteries	that	will	probably	shed	light	on	centuries	of	Eberron.	From	powerful	friends	to	secrets	that	threaten	the	security	of	the	world.	useful	homunculi,	these	creatures	add	challenges	to	your	adventures	in	Eberron	(or	any	other	D&D	world).	Eberron	embraces	swashbuckling	action	and	pulpadventure
adding	a	layer	of	intrigue	noir.	SETTIMANI	Stories	from	SAPERSI	They	don’t	always	end	well,	and	there	is	no	perfect	answer	to	every	problem.	The	last	war	has	turned	the	old	allies	into	bitterness	What	is	Eberron?	Here	are	the	key	things	to	know:	enemies	and	destroyed	a	whole	nation,	leaving	behind	terrible	scars.	Criminality	and	corruption	engulfed	in	the	great	1.	The	last	war	is	over.	The	last	Khorvaire	Wars.	Hidden	Dragons	model	the	course	has	made	Khorvaire's	continent	sink	into	civil	history,	and	evil	demons	influence	dreams	more	than	a	century	ago,
breaking	the	five	unproven	Nazions.	Yet	greed	and	mortal	ambition	could	prove	that	it	was	the	kingdom	of	Galifar.	Only	two	years	more	dangerous	than	any	dragon	or	devil.	This	obscurity	does,	the	war	ended	with	the	signing	of	the	Treaty	of	God	which	offers	the	opportunity	to	a	group	of	brave	adventurers:	the	possession	of	the	throne	and	the	establishment	of	twelve	gatherers	to	make	the	difference,	in	good	and	evil,	for	nations	and	for	a	gentle	peace.	The	conflicts,	the	anger	and	pain	of	the	long	war	remain,	however,	WELCOM	AND	ERRON	EB	ERONE	and
the	new	nations	seek	every	advantage	to	prepare	for	the	next	war	that	will	break	on	the	continent.2.	Dynasties	marked	by	dragons.	The	great	dragonmarks	melted	with	human	hosts,	giving	them	telepathic	families	are	the	barons	of	industry	and	commercial	skills.	The	mutators	developed	from	the	mixing	of	hu-	throughout	the	Khorvaire	and	beyond.	Their	influence	is	mans	and	licantropics,	a	union	that	gives	them	a	limit,	transcends	political	boundaries,	and	they	are	united	beastly	abilities	and	wild	instincts.	Warforged	mainly	neutral	during	the	last	war.	I	am
not	technically	a	breed	created	during	the	last	war,	the	citizens	of	any	nation,	the	matriarchs	and	patriarchs	trying	to	find	its	place	in	a	post-war	world.	ofhome	live	in	splendor	within	their	enclaves	7.	Dl9-D	with	a	Twist.	Every	race,	monster,	spell	and	emporium	located	throughout	the	Khorvaire.	These	magic	items	in	the	Player’s	Manual,	Dungeon	Dynastic	Houses	of	Trade	Derive	Derive	the	power	from	the	Master's	guide,	and	the	Monster's	Manual	has	a	place	dragonhimarks-hereditary	arcane	sigils	that	manifest	somewhere	in	Eberron,	but	may	not	be	the
place	on	some	individuals	within	the	family,	allowing	you	to	expect.	Eberron	has	a	unique	point	in	their	limited	D&D	but	useful	multiverse	associated	magic	skills,	and	many	familiar	elements	of	the	game	with	commercial	corporations	every	familiar	control.	Play	different	roles	in	the	world.	In	particular,	mortal	creatures	are	produced	of	culture	and	circumstances,3.	Lands	oflntrigue.	War	is	over,	and	nations	rather	than	direct	influence	of	the	gods.	As	king	of	Khorvaire	now	tries	to	build	a	new	era	of	peace	and	sulphur,	one	cannot	assume	that	a	golden	dragon	is
good	or	prosperous.	The	ancient	threats	dwell,	however,	and	the	affirmer	is	evil;	only	in	the	case	of	the	heavenly,	demons,	the	world	needs	heroes	to	take	the	cause.	The	Nations	and	some	other	creatures	whose	identity	and	world	compete	on	many	levels	of	economic	dominance,	the	view	is	shaped	by	magic	(such	as	the	curse	of	the	licanian	political	influence,	the	territory,	the	magical	power	and	thropy)	is	alignment	a	given.	more	people	trying	to	maintain	or	improve	his	state	by	any	means	short	of	the	whole	war.	Dragonmarked	HISTORY	OF	EBERRON	houses,
churches	as	well	as	corrupt,	crime	lords,	bands	of	monsters,	psionic	spies,	archaean	universities,	Each	child	knows	the	history	of	the	Progenitory	Dragons:	secret	society,	magistrates	sinisters,	dragons,	and	Siberys,	Eberron	and	Khyber.	At	the	dawn	of	time,	a	multitude	of	organizations	and	factions	unite	with	these	three	cosmic	beings	created	thirteen	plans	of	struggle	for	position	and	power	following	existence,	each	embodying	a	concept.	Their	last	job	was	the	Last	War.	was	the	Material	airplane,	where	all	ideas	would	manifest	themselves:	a	kingdom	that
could	know	war	and	peace,	life4.	A	Continent	of	Adventure.	From	the	jungles	of	death,	order	and	chaos.	But	the	cruel	Khyber	sought	Q'barra	at	the	high	hills	and	valleys	of	the	final	dominion	on	this	new	reality.	He	hit	Sib-	Wastes,	from	Sham	skyscrapers	to	dino-	erys	without	notice	and	twisted	it.	Eberron	is	a	world	full	of	Talenta	Plains,	eberron	is	a	world	of	which	we	speak	with	Khyber	and	tied	the	traitor	in	his	reels	but	ventures.	Adventures	can	draw	heroes	from	an	exotic	could	not	defeat	her.	Thus	Eberron	became	a	living	prison,	place	in	another	through
the	continent	of	Khorvaire.	a	world	that	would	always	contain	the	evil	of	Khyber.	The	search	for	the	Mirror	of	the	Seventh	Moon	could	take	the	heroes	from	a	hidden	mountain	sanctuary	in	almost	every	culture	of	the	world	shares	this	story	as	Darguun	to	a	ruined	castle	in	the	Shadow	Brands	a	myth	that	explains	the	world.	Siberys	dissentito	and	finally	to	a	deep	dungeon	under	the	Library	of	came	the	ring	of	golden	dragonsaround	Korranberg.	Through	the	use	of	magic	transport	the	planet,	said	to	be	the	source	of	magic.	Eberron	Ã	̈tion,	heroes	can	reach	a
wide	range	environments	the	world,	the	source	of	all	natural	life.	And	Khyber	is	in	the	course	of	an	adventure,	and	then	face	an	Underdark	and	the	source	of	aberrations	and	trusts,	different	assortment	of	monsters	and	other	challenges.	Forever	fight	against	his	ties	and	want	to	face	the	world	above.5.	A	world	of	magistrates.	Eberron's	technology	developed	not	through	the	advancement	of	science,	but	from	another	shared	story	among	cultures	describes	a	mastery	of	magic.	The	widespread	use	of	magic	more	conflicts	that	occurred	in	the	early	age	of	the
world.	pervades	life	in	cities	and	cities.	Aircraft	and	a	long	time	ago,	powerful	archbishops	known	as	the	Overlords	rail	transport	make	a	quick	journey	through	the	continent	and	their	rakshasa	armies	and	the	less	possible	shrubs.	A	working	class	of	minors,	called	Eberron.	Light-some	versions	of	magewrights,	use	spells	to	provide	energy	and	other	stories	say	the	nine	of	the	Sovereign	Host,	other	needs.	Progress	in	creating	magical	objects	led	to	an	alliance	of	dragons	and	celestial-possibly	to	everything	from	self-propulsive	agricultural	tools	have	defeated	the
Overlords.	But	these	faiths	could	not	be	sentient	and	free	beings,	created	in	the	bombers,	choked;	Instead,	their	immortal	essences	were	tied	into	forges.	With	the	help	of	rare	crystals	called	dragon-Kyber.	Whatever	the	real	details	of	this	story,	these	fragments,	dragon	marks	can	be	made	more	powerful,	it	is	true:	if	Overlords	break	their	bonds,	con-ementals	can	be	controlled	and	exploited,	and	magic	sequences	would	be	catastrophic.	objects	can	be	made	and	shaped.	Over	the	millennia,	numerous	civilizations6.	New	breeds.	In	addition	to	the	common	player,
the	charac	only	increased	to	fall.	Giants	built	powerful	realms	on	the	ter	races	found	in	the	Player's	Manual,	players	can	continent	of	Xen'drik	who	were	devastated	by	a	war	choose	to	play	hours	or	goblind	characters	in	Eberron.	with	the	dragons	of	Argonnessen.	The	goblin	empire	of	O	can	choose	one	of	the	four	new	races:	the	change	Dhakaan	ruled	Khorvaire	until	his	reign	was	crushed	lings,	kalashtar,	turnists,	am;!	Forged.	Changes	by	an	invading	army	of	flayers	mind,	beholders,	and	the	ability	to	change	of	form	less	similar	to	those	desired	creatures	that
created	them.	Today	these	civilizations	of	doppelgangers.	Kalashtar	are	planary	entities	that	are	known	only	through	the	remains	left	behind.	COMMUNICATION	TO	EB	ERRON	5TH	AND	F	NATIONAL	VE	With	the	approval	of	the	DM,	you	can	exchange	a	language	granted	by	your	race	for	a	language	other	than	the	modern	age,	the	greatest	power	was	the	table	of	the	standard	languages	king	of	Eberron.	If	its	half	of	Galifar,	which	covered	most	of	the	continent	was	lifted	up	in	the	sigorKhorvaire	could	replace	him.	The	Five	Nations-Aundair,	Breland,	Halfling
with	Dwarvish	to	reflect	this	background.	The	Karrnath,	Thrane	and	Cyre	formed	the	heart	of	the	DM	can	change	change	change	change	assigned	to	a	monster.	Although	everyone	has	a	unique	cultural	identity,	or	NPC.	A	Droaam	ogre	probably	talking	about	Goblin	sharing	this	unified	founder.	Families	are	placed	at	Giant.across	the	Five	Nations;	the	rulers	of	the	Five	Popoliddescend	the	Wynarns,	the	royal	bloodline	of	Gal-	STA	N	DA	R	D	LA	N	G	UAG	ES	O	F	E	B	E	R	O	Nifar.	Despite	their	differences,	an	aundairian	has	more	in	common	with	a	Thrane	than	with
a	Zil	gnome	or	a	Key	Speaker	ScriptLhazaar	language	pirate.	Common	The	Five	Nations,	Trade	Co	m	o	n	A	century	ago	Galifar	collapsed	into	civil	war,	and	the	five	nations	became	separate	countries	at	odd	with	Khorvaire	language	their	neighbors.	The	Last	War	came	to	an	end	after	Cyrewas	destroyed	in	a	cataclysm	known	as	the	Mourning.	Dwarvish	M	ro	r	Holds	Dwarvish	The	five	nations	remain	divided	today,	sharing	the	Khor-vaire	with	the	new	nations	established	by	the	Treaty	of	Elvish	Aerenal,	Valenar	ElvishThronehold.	The	remaining	five	nations
remain	the	largest	and	most	powerful	countries	in	the	Khorvaire.	Giant	I	n	habitants	ofXen’d	r	i	k	GiantTHE	TREATY	of	’THRONE	HOLD	Gnomish	Z	i	l	a	rgo	DwarvishThe	Treaty	of	Thronehold	officially	ended	the	last	war.	Goblin	Darguun,	Droaam,	Shadow	Goblin	The	treaty	recognized	the	following	nations	as	sovereign	states:	Aundair,	Breland,	Darguun,	Eldeen	M	a	rches,	monsters	of	KhorvaireReaches,	Karrnath,	the	Lhazaar	Principalities,	the	MrorHolds,	Q’barra,	the	Talenta	Plains,	Thrane,	Valenar	and	H	to	lfling	Talenta	Plains	CommonZilargo.	These	nations
abide	by	a	common	set	of	laws	and	maintain	diplomatic	relations.	The	Demon	Wastes	Riedran	People	of	Sarlona	Commonand	Shadow	Marches	do	not	have	a	unified	government.	Droaam	declared	itself	a	nation	but	still	has	EXOT	I	C	LA	N	G	UAG	ES	OF	E	B	E	R	O	Nbe	recognized	by	treaty	nations.	Language	Main	Speakers	ScriptLIFE	I	N	KHORVAIRE	Celestial	Celestials	Ce	l	e	s	t	i	a	lAlthough	Eberron	is	a	vast	world	with	many	continents	D	a	and	l	ky	rand	cultures,	your	adventures	start	in	the	land	of	Khor-	Daelkyr	Aberrations,	d	e	n	izens	of	Khyber	D	r	a	co	n	i
cvaire.	Here	are	some	details	about	daily	life	there.	I	nfernal	Draconic	Dragons,	dragon	nborn	GoblinLANGUAGE	S	P	r	i	m	o	rd	i	a	l	n	fernal	Fiends	QuoriIn	Eberron,	languages	reflect	culture	and	geography;	an	Elvishdwarf	raised	in	Breland	might	not	know	Nanavish,	but	Ore	isolated	mineral	tribe	mezzoling	raised	in	Mror	Holds	might.	The	historical	development	of	languages	and	cultures	also	explains	Primordial	Elementals,	the	scripts	used	to	write	various	languages.	For	the	exam,	the	Ore	language	is	written	using	the	Goblin	script	Quori	I	n	sp	i	red,
kalashtar,	q	uori	(instead	of	Dwarvish,	as	indicated	in	the	Player’s	Manual),	because	Khorvaire	Minerals	learned	to	write	Sylvan	Fey’s	creatures	from	the	goblin.	NAME	S	AND	SURNAM	E	S	Common	is	the	language	of	the	Five	Nations	and	the	language	of	commerce	Khorvaire,	known	by	most	of	his	The	naming	conventions	between	the	people	ofThe	goblin	was	the	commercial	language	of	the	goblin	and	tends	to	follow	the	language,	rather	than	being	related	to	race.Dhakaan	Piro	and	Survives	as	a	Primary	Language	A	dwarf	Brelish	who	does	not	speak	dwarf
could	also	be	in	Darguun,	Droaam	and	the	Shadow	Marches.	The	goblin	bears	a	human	name	rather	than	a	traditional	language	replaced	by	the	“Shadow	tional	Nani”	people.	The	Marches	typically	speak	Goblin,	and	Goblin	is	an	exotic	language	(see	Eberron’s	Exotic	Languages	table).	Most	of	the	citizens	of	Khorvaire	have	a	surname	Members	of	all	races	of	Xenâ​​drik	speak	Giant	and	use	it	as	a	surname.	A	surname	associated	with	the	Commonas	their	business	language.	Abyssal	is	the	common	language	is	usually	either	a	surname	or	connected	to	unof	all
demons.	Abyssal	is	sometimes	called	the	“occupation	of	Kiber	or	the	region	of	origin.	So	Sorn	Fellhorn,	KaraSpeech,	while	Celestial	is	“the	language	of	Siberia”.	Windshire	and	Tellan	Magewright	are	all	names	that	can	be	found	among	ordinary	people.	The	noble	families	of	Galifar,	along	with	those	granted	lands	and	titles	by	one	of	the	sovereigns	of	the	Five	Nations,	add	the	prefix	go	to	their	surname.	The	name	Darro	Iâ		Lain	tells	you	that	he	is	a	noble	landowner.	The	Wynarns	were	the	royal	lineage	of	GalÃ	̈-ifar,	and	the	current	rulers	of	Aundair,	Breland	and
Karrnath	are	all	heirs	of	the	Wynarn	lineage.	Thus,	Queen	Aurala	of	Aundair	is	Aurala	irâ		Wynarn.	Another	common	prefix	is	d,	used	by	any	heir	to	a	house	marked	by	a	dragon	who	has	manifested	a	mark	of	a	dragon.	So	Merrix	dâ		Cannith	is	a	member	of	the	Caninith	House	who	manifested	the	Mark	of	Doing.	W	ELCOM	E	TO	EB	E	RRON6CALENDAR	Several	other	coins	remain	in	circulation,	such	as	the	Breland	Double	Crown	(2	cp)	and	the	Silver	ThroneIn	the	common	Khorvaire	calendar,	the	days	are	24	Cyrus	(5	sp).	However,	all	major	nations	of	KhorÃ	̈-
hours	along,	divided	into	day	and	night.	Seven	days	do	vaire	use	the	four	base	currencies	described	above.up	one	week,	four	weeks	a	month,	and	twelve	months	ayear.	The	months	correspond	to	the	twelve	moons	of	PULP	ADVENTUREEberron	(see	table	Months	of	Eberron),	and	the	prominent	moon	bears	the	name	of	the	month	in	which	its	Eberron	orbit	is	a	world	of	adventures	swashbuckling	the	closest	door	to	the	planet.	Whether	you’re	a	DM	developing	an	adventure	in	the	world	or	a	player	preparing	to	explore	it,	consider	seven	days	a	week,	in	order,
they’re	Sul,	Mo!,	next.Zol,	We,	Zor,	Far,	Sar.	EXOTIC	LO	C	ATIONS	Khorvaire’s	common	calendar	traces	the	years	since	the	founding	of	the	kingdom	of	Galifar,	using	Lightning	Rail,	airships	and	other	forms	of	transport	of	the	abbreviation	YK.	The	last	king	of	Galifar,	Jarot	Adventure	couldir	Wynarn,	died	12	Therendor	894	YK.	The	Day	to	take	you	to	the	colossal	ruins	left	by	the	giants	Lutto	occurred	a	after,	the	20th	Olarune	994	of	Xen’drik,	the	deformed	landscape	of	the	del	del	del	delOYK.	By	default,	a	new	Eberron	campaign	starts	on	1	dark	semi-planes
within	the	Khyber	Underworld.	Sarantyr	998	YK.	Even	if	you	prefer	to	stay	in	a	city,	you	can	explore	the	tall	towers	of	the	Mile	of	Sharn	or	the	ancient	tun-EBERRON	MONTHS	which	lie	below	it.	Name	of	the	month	MARKET	HOUSE	Zarantyr	(mid	winter)	Eberron	i	s	a	world	in	need	of	heroes.	Ten	war	Zions	remain.	From	the	Emerald	2	Olarune	fanatics	(late	winter)	Claw	and	the	Crazy	Cults	of	the	Dragon	Under	the	daelkyr	and	ancient	arcifids,	Eberron	3	Therendor	(spring)	faces	many	threats,	and	few	people	beyond	the	player	characters	are	able	to	stop
them.	The	gods	are	4	Eyre	(fra-spri	ng)	distant	and	do	not	intervene	directly.	The	Silver	Flame	is	a	divine	force	of	light,	but	it	can	act	only	through	the	pawns	of	Dravago	(spri	ng	side).	The	few	powerful	NPCs	benefit	from	limitations:	the	Keeper	of	the	Flame	loses	her	powers	if	she	6	Nymm	(first	summer)	leaves	her	citadel.	The	Great	Druid,	the	spiritual	leader	of	Eldeen’s	Reassi,	is	a	tree.	Most	of	the	powerful	7	Lharvion	(midsummer)	people	in	the	world	focus	on	selfish	goals.	If	an	angry	dragon	attacks	Sharn,	there	is	no	one	else	to	do	with	8	Barrakas	(late	s	u
m	mer)	the	problem:	the	fate	of	the	city	is	in	your	hands.	9	Rhaan	(early	fall)	Consider	a	dynamic	story	when	developing	your	character	and	choosing	your	background,	if	10	Sypheros	(mid-autumn)	take	a	background	from	the	Player’s	Manual	or	the	Housekeeper’s	background	in	Chapter	1	of	this	book.	If	11	Aryth	(late	fall)	takes	the	soldier	background,	you	might	have	played	a	role	in	events	of	recent	years.	What	did	you	do	12	Vult	(first	winter)	during	the	last	war?	What	was	your	greatest	triumph	or	defeat?	If	you’re	a	spy,	are	you	a	valuable	agent,	or	did
Currency	dislike	your	organization	after	they	pushed	you	too	far?	Don’t	think	of	your	character	as	a	set	of	numbers:	Merchants	and	nobles	use	letters	of	credit	to	manage	even	at	the	first	level,	you	are	remarkable	in	Eberron.	Large	transactions,	which	rely	on	the	reserves	of	the	dwarf	banks	of	government	bonds.	But	most	of	the	day	to	day	DM	TIP:	HIGH	STAKESactions	use	precious	metal	coins.	With	the	collapse	of	what’s	better	than	a	battle	on	the	deck	of	a	ship?	In	the	kingdom	of	Galifar,	each	of	the	Five	Nations	has	begun	the	battle	on	the	bridge	of	an	i	rs	h
i	p	that	is	about	to	crash!	Ato	undermine	his	own	currency,	along	with	the	bankers	Mror.	DM	should	look	for	ways	to	raise	the	stakes	of	an	EberronHowever,	while	the	designs	imprinted	on	these	coins	stage,	so	that	players	feel	that	every	decision	matters.	This	basis	on	the	source,	each	of	these	factions	can	be	reproduced	by	the	following	consequences:	we	continue	to	use	the	same	metals,	weights	and	denominations	for	friends,	home	or	nation.	The	inventions	are	exposed	in	the	days	of	Galifar,	keeping	a	little	time:	the	alarm	was	triggered,	and	sisemplice
sisempliceFor	trade	through	Khorvaire,	we	only	have	6	hits	before	security	arrives.	Such	thi	ngs	can	also	be	ncidentals.	Did	you	start	a	fight	in	a	alley	n	well	nd	The	Copper	Crown	(cp)	traditionally	depicts	the	crown	a	bar?	Notice	the	drunken	urch	who	sleeps	in	the	shadow	of	Galifar	on	a	face.	The	crown	is	the	lowest	denominator.	If	you	wake	up,	things	might	get	hurt.	The	coin	minted	under	the	rule	of	Galifar,	which	gave	life	to	the	saying:	"In	Galifar,	even	the	beggars	W	ELC	OM	and	A	EBERRON	have	crowns."	The	silver	sovereign	(sp)	bears	the	face	of	a
living	or	recent	ruler.	An	unskilled	worker	can	expect	to	earn	a	ruler	for	a	working	day.	The	gold	gallifar	(gp)	bears	the	image	of	Galifar	I,	the	founder	of	the	old	kingdom.	The	platinum	dragon	(pp)	carries	the	image	of	one	of	the	dragons	of	legend.	With	a	value	of	one	hundred	rulers,	these	coins	are	used	only	by	the	richest	citizens	of	Khorvaire,	and	the	average	peasant	may	never	see	them.	7RE	VILLAINS	MARKETING	To	create	an	exciting	villain,	the	DM	and	players	could	develop	together	the	story	of	a	villain.	A	DM	couldEberron	the	bad	rich,	from	the	two-bit
caps	t	or	withÂ-	ask	a	player:	When	you	fought	in	the	last	war,	minds	Halastinental.	It	might	take	a	long	time	before	Martain	served	in	your	unit	before	he	betrayed	you.	What	are	you	ready	to	face	the	left	leader	behind	what	he	did,	exactly?	Similarly,	when	a	pulpy	villain	appears,	Order	of	the	Emerald	Claw	in	battle.	But	part	of	death,	they	can	echo	remarkable	escapes	from	death.Fear	adventure	sapor	includes	recurring	criminals	that	Maybe	Halas	had	a	ring	that	threw	an	illusion	of	him	closely	matching	the	heroes-rivals	that	advance	in	the	power	of	death
while	stabilizing	it	or	throwing	feathers	when	heas	does.	He	jumped	from	that	tower	in	Sham.	A	DM	could	involve	players	in	determining	the	answer:	It's	Halas	Martain,	all	right.	How	do	you	think	I	survived	your	last	meeting?	This	collaboration	can	produce	a	compelling	history	and	a	sense	of	investment	in	the	world.	NOI	R	I	N	TRIGU	Eberron	draws	inspiration	from	noir	and	hard-boiled	fiction.	It's	a	world	where	stories	don't	always	end	well,	and	where	there	is	no	perfect	solution	for	any	problem.	In	the	development	of	characters	or	stories	in	Eberron,
consider	the	following	concepts.	EVE	RYONE	HAS	R	AND	GRETS	Player	characters	are	extraordinary	people,	but	not	perfect.	If	you	consider	a	flaw	for	your	character,	you	can	add	a	little	bit	of	a	firm	taste	considering	the	past:	Have	you	made	a	tragic	mistake	and,	if	so,	is	it	something	that	can	be	remedied?	Did	you	hurt	or	betray	someone	who	now	seeks	revenge?	The	Copy	Table	provides	some	examples	of	false	steps	that	might	persecute	you.	Refunds	While	you	were	serving	in	the	lastYou	were	forced	to	abandon	a	wounded	comrade.	You	don’t	know	if	they
are	2	You	have	put	your	faith	in	a	lover	who	has	betrayed	you.	You	don’t	know	if	you	can	ever	trust	anyone	again.	3	You	m	u	rdered	a	riva	l	.	She’s...	It’s...	She	may	have	been	justified,	but	their	faces	still	haunt	you.	4	You	have	made	a	promise	to	a	child	or	to	a	lover	whom	you	have	kept.	5	You	have	squandered	the	wealth	of	your	family,	and	brought	shame	and	ruin	to	your	family.	6	You	have	made	a	pact	with	an	extraplanetary	entity	that	you	now	regret.	7	You	have	abandoned	yourself	to	pursue	an	event	line.	Your	village	was	destroyed	during	the	war,	and	you
don’t	know	if	they	survived.	8	You	have	undertaken	covert	operations	for	a	nation	as	a	spy	or	a	soldier.	While	serving	your	country,	you	did	unforgivable	things.	9	Someone	has	put	his	trust	in	you,	and	you	have	betrayed	them	for	personal	gain.	You	may	regret	it	now,	but	you	will	never	be	able	to	repair	the	age	of	the	dam	you	made.	1	0	You	wanted	for	mystical	experiments.	These	may	be	responsible	for	class	abnormalities,	but	side	effects	may	occur.	WO	ELCOM	E	A	EB	ERRON8CHE	D	o	A	NEED	200	GOLD	PrncEs?	PERSONAL	MOTIVITY	Regret	helps	shape
personality	as	an	element	of	Not	all	conflicts	involve	a	struggle	between	light	and	your	past	that	plays	a	constant	role	in	your	story.	But	the	darkness.	The	vast	majority	of	people	are	driven	by	the	same	person,	maybe	you	have	a	problem	that	needs	to	be	solved	for	different	reasons:	greed,	fear,	pride	or	ambition.	One	person,	now.	Another	way	to	define	a	character’s	flaw	is	to	just	want	to	get	a	bit	of	gold	in	your	pocket.	Another	roll	on	the	debt	table	wants	to	impress	a	mistress.	A	leader	who	leads	his	nation	to	war	is	motivated	by	fear	of	his	neighbors.	Why	do
you	want	to	go	into	debt?	The	obligation	and	the	sincere	belief	that	Khorvaire	would	have	been	better,	gives	depth	to	a	character	and	provides	a	compelling	motive	under	his	dominion.You’re	not	just	out	to	get	rich;	you	need	the	money	to	get	that	size	out	of	your	head.	Primordial	forces	strive	to	change	or	destroy	Eberron.And	â​​​​even	the	opportunity	to	establish	an	element	that	can	But	more	often,	characters	encounter	misguided	patriotism	as	part	of	an	advancing	character.	If	you’re	looking	for	other	religious	extremists,	dragon-marked	houses	trying	to
retrieve	a	magic	item	from	a	pawn	shop,	declare	to	snatch	some	more	pieces	of	gold	from	Khorvaire,	that	your	character	owned	that	magic	item,	a	spy	who	would	do	anything	to	protect	their	nations,	and	his	treasure.	Something	you	created,	or	a	gift	from	a	man,	a	petty	criminal	trying	to	build	empires.	Eberron	has	Ator,	you	lost	her	momentarily.	If	you’re	looking	to	find	a	place	for	selfless	heroes	and	really	cowardly	villains,	in	addition	to	raising	money	to	join	a	secret	society,	it	suggests	that	all	members	of	this	organization	could	be	part	of	the	project	later.	S
H	A	D	E	S	OF	GRAY	Creating	debt	requires	collaboration	and	apÃ	̈	̈	̈-	In	Eberron,	itâ		eroe	not	always	easy	to	separate	player	and	DM.	Work	together	to	develop	from	bad	guys.	Good	people	can	do	terrible	things,	the	details:	who	is	blackmailing	you?	What	a	secret	like	that	while	cruel	or	heartless	people	couldthe	largest	company	you’re	trying	to	join?	What	is	the	story	behind	the	good?	An	inquisitor	could	torture	innocent	people	into	a	magical	item	you’ve	pledged,	and	what	kind	of	item	is	it?	to	uproot	a	cult	of	the	Dragon	Underneath;	if	it	stops,	you	can	submit
ideas,	but	the	DM	has	final	approval.	the	cult	will	survive	and	flourish.	A	group	of	minerals	periodically	plunders	a	settlement	humane,	as	the	DEBTS	settlers	have	built	their	village	on	a	land	sacred	to	minerals	and	are	destroying	departments	that	keep	evil	at	bay.	The	heroes	find	a	powerful	Debt	magic	weapon	in	a	tomb,	but	the	artifact	is	the	sword	of	an	ancient	hobgoblin	general,	whose	descendant	committed	a	ring	crime	in	the	last	war,	and	now	the	Dants	want	him	back.	Ways	to	solve	these	problems	that	you’re	about	to	be	blackmailed	by	someone	who	has
evidence	aren’t	always	easy.	You	can	justify	your	actions,	but	the	law	won’t	mind.	Some	situations	require	simple	decisions.	2	You	have	a	gam	b	l	i	ng	problema	m	.	If	you	can’t	repay	If	the	Emerald	Claw	sectarians	are	about	to	blow	up	a	necrotic	resonator	that	will	kill	half	of	Sham,	they	must	be	Daask	(see	Chapter	3),	you’re	going	to	play	tag	stop.	But	in	a	good	Eberron	story,	the	simplest	solution	is	not	the	best.	With	a	cockatrice.	WHAT	NG	TO	LOSE	3	You	have	a	unique	magic,	but	you	had	to	sell	it	to	a	pawn	shop.	If	you	canâ​​t	claim	it	in	In	a	noir,	things	donâ​​t
necessarily	end	well.	But	from	one	month	to	the	next	they’ll	sell	it.	The	adventure	carries	a	risk	of	death	or	failure,	what	additional	factors	could	put	the	characters	at	risk?	Their	4	you	were	doing	one	of	the	ivery	on	behalf	of	Boromar	should	have	something	to	lose	beyond	the	hit	points,	volÃ	̈Â		Clan	(see	chapter	3)	and	you	l	ost	the	merchandise.	the	difficulties	are	not	reflected	in	the	game	statistics:	fear	of	a	bad	reputation,	a	threat	to	a	friend	or	lover,	a	favorite	5	Someone	knows	the	location	of	a	s	i	b	l	ng	or	beloved	activity	destroyed	or	taken	over.	Character
relationship:	a	relationship	that	you	thought	was	lost	in	the	course	of	the	project,	but	that	the	ships	require	players	to	invest	in	the	story	and	work	best	when	the	DM	and	the	player	work	together	to	develop	the	details	that	the	action	will	cost	you.	(The	group’s	clients	in	Chapter	1	provide	a	framework	for	exploring	these	details.)	6	There	is	a	degenerative	disorder	that	cannot	be	cured	which	introduces	an	old	companion	who	has	served	by	different	means.	If	you	fail	to	get	a	minor	recovery	than	the	players'	characters	during	the	war	could	describe	next,	you
start	showing	the	symptoms.	person	and	then	ask	each	player	to	define	a	connection	with	them.	Introduces	each	player	with	a	prompt:	Player	7	You	r	fam	ily	lost	everything	in	the	last	war.	You	could,	as	he	smitty	to	save	your	life?	player	two,	you	and	get	them	a	share	in	a	new	farm,	or	the	smitty	coach	was	both	in	a	prison	camp;	How	did	you	escape?	answers	to	these	questions	provide	details	to	be	used	with	200	gp.	in	the	country,	and	give	players	ainvestment,	which	makes	it	even	more	significant	when	the	Emer	8	you	have	a	price	on	your	head.	Until	you
solve	ald	Claw	targets	Smitty	for	murder!	t	h	i	ngs	with	House	Tharash	k,	you	better	keep	an	eye	on	the	bounty	hunters.	9	You	have	the	opportunity	to	join	a	secret	society.	But	you	only	have	one	month	to	increase	your	membership	fee.	1	0	R	or	l	again.	It's	not	your	debt,	it's	a	lover's	problem.	Can	you	solve	the	problem	before	they	have	to	deal	with	the	consequences?	W	ELCOME	TO	E	B	E	RRON	9	Page	2	Published	by	Juri,	2019-11-27	07:39:23	07:39:23
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