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Growing up in a small conservative city in the 80s and 
early 90s I never had the chance to roll up my first charac-
ter until I made it out of  high school. My first experiences 
with Dungeons and Dragons was within the Forgotten 
Realms and I loved every minute of  it. The fantasy and 
deep lore that had already been brought to life allowed for 
so much exploration and adventure. But when I picked up 
that first Eberron Campaign setting book I fell in love with 
the D&D all over again.
 
When Eberron was originally released, it offered freedom 
and flair not typically seen in the current offering. It was 
different, new, and at the same time, familiar! That noir, 
over-the-top, against all odds feeling that came with the 
setting is one that I, along with many DMs, have contin-
ued to use in the 5e home games played to this day. Every-
thing that exists anywhere within D&D has its own place 
within the world, and so much more. The day Wayfinder’s 
Guide to Eberron was released I immediately reached out 
to Mount Ogden Gaming Company and told them we 
needed to start on a project for it.
 
We had previously discussed the idea of  a monthly release 
of  adventures, articles, monsters, and other tools a DM 
could use in any adventure they were currently running 
and with the new rules allowing creators to write content 
within this amazing setting, I knew we had to take the op-
portunity and put something together. So, we did just that! 
Within these pages, amazing creators have come together 
to bring new material, side-quests, and monsters that can 
easily be dropped into any home game you may be running. 
With every issue we plan to bring more of  the world that 
we love to the 5th edition rule set.
 
-Dave Knighton, Lead Designer 
 

I am David Morris and I am the Lead Designer and Owner of  
Mount Ogden Gaming Company. We at MOGC are very  ex-
cited to present the very first issue of  the Khyber Khronicles. 
I have been playing Dungeons & Dragons since the 80’s. Some 
of  my favorite settings are Darksun, Planescape, Ravenloft, 
and of  course Eberron. I also enjoy many other role-play-
ing games such as Conan, Rifts, Savage Worlds, Shadowrun, 
Werewolf  the Apocalypse and so many more. For my day job, 
I manage an IT Help Desk for a Fortune 500 company.
 
When Dave Knighton approached me about the idea to 
release a magazine style product for Eberron I was 
instantly enamored. What could be better than combining 
Eberron with Dungeon and Dragon magazine? I remember 
when Wizards presented the competition for a new 
campaign setting. All of  the submissions that Wizards shared 
publicly were really neat, but Eberron was 
something special. It combined all my favorite aspects from 
various fantasy settings and gave them all a unique twist.
 
When thinking of  what to include in this product, Dungeon 
and Dragon magazines both sprang to mind immediately. 
Both these publications have a deep well of  great ideas to har-
vest for our own campaigns and I knew that they represented 
what we aspire to achieve with the Khyber Khronicle.
 
Dave and I have worked together on various Adventurers 
League projects and organize RPG gaming for seven 
conventions locally with Derek Gray and the Rocky 
Mountain RPG Guild. The folks involved in this project so 
far have worked with us in some capacity and I am excited to 
continue our working relationships, fantastic people all. We 
are always happy to work with new people and help grow our 
diverse community.
 
Without further adieu, Mount Ogden Gaming Company is 
proud to present in conjunction with Under the Wing 
Gaming, Rocky Mountain RPG Guild, and Raven Moon 
what will hopefully be the first in a long series, the Khyber 
Khronicles Issue #1.

-Dave Morris, Lead Production

INTRODUCTIONS
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Dragonshards Shipment
By Elven Tower

“It may just be that my lifespan is not long enough to study these pieces of the primordial dragons. The 
symbols in the dragonshards speak to me over centuries. You cannot understand this. Your whole life 
passes by before the draconic prophecy finishes one sentence.”

      - Arguthanix, gold dragon scholar

This adventure is optimized for 3-5 4th level characters

Diana d’Orien wants to transport a large shipment of  
assorted dragonshards from Sharn to Starilaskur. She 
knows that her trip is no secret and will attempt to be 
ready for any unplanned contingencies. The best she can 
do is to hire the best mercenaries gold can buy.

Background

 A group of  dwarf  prospectors from House Kund-
arak found a vein of  Eberron and Khyber dragonshards in 
a closed-off  mine in the foundations of  Sharn, the City of  
Towers. The mine was in a section known as The Depths, 
which consists of  ancient tunnels and constructions from 
ages past. After a few weeks of  mining, the dwarves ex-
tracted three large crates of  dragonshards. The dwarf  in 
charge of  the operation is Garfik.

 Garfik and his men noticed that their operation, 
despite being in the Depths of  the city, did not go unno-
ticed. They saw a halfling spy two times down there. His 
only conclusion is that the Boromar Clan is aware of  what 
they are doing. Garfik knows the Boromars are one of  the 
wealthy sixty families in Sharn and they could even have 
bribed one of  his men.

 When Garfik told his superiors about this, House 
Kundarak decided to move the dragonshards to the 
Kundarak bank in Starilaskur. The facilities there are as 
big as Sharn’s but they lay outside of  the Boromar’s circle 
of  influence. They hired an Orien heir, Diana d’Orien to 
oversee the transportation.

The Hook

 Diana d’Orien is looking for sellswords to guard 
the Orien Lightning Rail. She places bounty notices in all 
major adventurers’ guilds, House Deneith, and some pop-
ular taverns. The characters may come across this notice 
in the places they hang out in. 

Additionally, if  they inquire about possible job oppor-
tunities, they will be directed to Diana d’Orien.

The Bounty
The characters are directed to Orien Lightning Rail 
station in Sharn. It is located in lower Tavick’s Land-
ing, in Terminus ward. They meet Diana d’Orien in her 
office. Diana welcomes the adventurers and shows them 
a map of  Breland. She explains that House Orien is 
transporting an important shipment to House Kund-
arak in Starilaskur. The mission consists on guarding 
the Lightning Rail from Sharn to Wroat and then from 
Wroat to Starilaskur.

Diana d’Orien is honest and reveals that the Boromars 
might wish to interfere. If  asked, Diana cannot disclose 
the contents of  the three wooden crates.

Diana d’Orien offers a payment of  100 gp per person. 
An additional reward is a free lightning rail ticket from 
Starilaskur to any other destination in the lightning 
rail network.
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 If  no character notices the arrival of  the halflings, 
they hear the screeching sound of  the wagon’s ceiling 
being torn from the wagon a minute later. When they 
approach the area, the halflings are already placing ropes 
around the crates.

 The encounter can happen in the roof-less wagon 
or on top of  the lightning rail. The lightning rail is twen-
ty-feet wide. As soon as they are opposed, the halflings 
who landed on the train whistle to call their mounts and 
go back to the air. Halfling warriors know that they have 
the advantage on their dinosaurs.

Objective

Stop the halfling warriors and protect the crates. If  possi-
ble, capture Haldin for questioning.

Encounter

The characters must defeat the following foes in battle:

•	 Haldin (Flying Warrior with maxed out HP)

•	 5 Flying Warriors

•	 6 Glidewings (Pterosaurs)

 Each halfling rides a glidewing. The characters 
don’t necessarily have to kill the dinosaurs. If  a halfling 
rider dies, the glidewing gets scared and flies away. Addi-
tionally, if  the characters choose to attack a dinosaur and 
kill it, it falls with the rider. If  it falls directly on top of  the 
train, then the halfling may continue fighting on land. If  
it fails to hit the train, then the rider dies upon hitting the 
floor.

 A halfling warrior can choose to attack with any 
of  his weapons or use the glidewing’s fly by attack ability. 
They cannot attack both in the same turn.

 If  a character is standing next to roof ’s border, 
a halfling can attempt to shove the character over the 
edge. The roof  of  the lightning rail is twenty feet off  
the ground. If  a character is pushed over the edge, he can 
avoid hitting the ground by holding onto a railing, window, 
or similar object with a successful DC 15 Dexterity sav-
ing throw. The character hits the ground, takes 18 (6d6) 
bludgeoning damage, and is removed from the encounter 
on a fail.

 When Haldin goes down to half  HP, he descends 
to the Lightning Rail roof  to fight he characters in melee. 
When he is defeated, the characters may choose to stabilize 
him and keep him alive for further questioning.

A character can argue that knowing the contents of  the 
crates is critical to protecting them to convince Diana to 
disclose what is inside with a successful DC 18 Cha-
risma (Persuasion) check. A character can haggle the 
payment up to 120 gp per person with a successful DC 
16 Charisma (Persuasion) check. If  asked further ques-
tions, Diana d’Orien knows the following:

•	 House Kundarak appears to not trust their own 
men here in Sharn. The Boromars may have 
infiltrated their ranks already.

•	 Whatever is in the boxes, the dwarves found it in 
the Depths of  the city. I’ve heard there are still 
many unexplored places. It might be worth it to 
take a look.

•	 I don’t expect much trouble after we leave 
Wroat’s Station. The Boromars can’t possibly 
have much influence so far away.

Diana d’Orien (Knight) travels with the characters.

The Trip

The lightning rail first moves from Sharn to the capital, 
Wroat. The distance between both cities is 212 miles and 
the trip takes 7 hours. Nothing of  interest occurs during 
this part of  the mission.

The lightning rail stays in Wroat three hours before de-
parting towards Starilaskur. The distance between these 
cities is 1007 miles and the trip takes 1 day and 9 hours. 
It is during this section of  the trip that a group of  Boro-
mar agents attempt to hijack the Orien Lightning Rail.

Menace in the Skies

Six hours after leaving Wroat’s Lightning Rail Station, a 
group of  halfling flying warriors from a Talenta Plains 
faction gets ready to attack the lightning rail. Their boss 
is named Haldin. The Boromar clan used magic to relay 
a message to Haldin, who owes a few favors to the Boro-
mar clan in Sharn. When the lightning rail comes into 
view, the halfling warriors pull the reins of  their glide-
wings (pterosaurs) and approach the lightning rail.

 The Boromar Clan informed the halfling war-
riors about the location of  the crates. They know the 
exact wagon where they are. Their plan is to land on 
the train and then use the strength of  their dinosaurs to 
pull off  a section of  the wagon’s ceiling. After that, they 
only have to tie ropes around the crates and fly away 
with them. If  the characters decided to stay in the stor-
age wagon, they notice when the halflings land on top of  
it automatically. Otherwise, any character with a passive 
Perception score of  14or higher, notices the thumping 
sound of  the halflings landing on the roof  of  the train.
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Stopping the Heist

 If  the characters fail to notice the attack until the 
halflings remove the roof  of  the wagon, they arrive when a 
halfling is already tying a rope to the crate. If  this happens, 
the characters need to hurry or else they might lose that 
crate.

 When the battle begins, the halfling only needs one 
more standard action to finish the knot in his first turn with 
a successful DC 10 Dexterity check.. If  he succeeds, the 
halfling warrior and glidewing tied to the crate start gaining 
altitude during the second round. They move up 25 ft. The 
glidewing moves 50 ft. to the right during the third round. 
The party will probably not be able to stop the dinosaur-rid-
ing halfling then. But they may still target it with ranged 
attacks. If  a character manages to kill the glidewing after 
this point, the crate falls to the ground and crashes.

 Diana d’Orien will call for the lightning rail to be 
stopped. The party can then attempt to find the remains of  
the crate. A character can track down the crate and retrieve 
the contents with a successful DC 15 Wisdom (Survival) 
check.

Conclusion
 The characters reach their destination in Starilaskur 
almost twelve hours after the attack. A detachment of  House 
Kundarak guards is expecting them at the station. The crates 
are removed from the lightning rail and then transported 
to Kundarak Bank. Diana d’Orien thanks the characters and 
rewards them as agreed in Sharn. Diana informs them that 

she will return to Sharn the next day. If  they choose to 
return with her it will be free. This does not count as 
their free ticket reward.

The characters and Diana d’Orien will have a chance to 
question Haldin in Starilaskur. He is a hardened warrior 
and will not spill any information easily. A character can 
make him confess with a successful DC 16 Charisma 
(Intimidation) check. Haldin may reveal the following:

•	 Ilyra Boromar, a member of  Sharn’s Council is 
the one who contacted Haldin and asked him to 
hijack the lightning rail.

•	 Haldin and his allies come from the Talenta 
Plains but they have now settled in Breland’s 
wilderness.

•	 The Boromars knew about the dragonshards in 
Sharn’s Depths but they did not wish to ex-
pend their resources to mine them. Instead, the 
tipped off  House Kundarak and had them do the 
dirty job.

•	 Haldin has no qualms about being brought to 
justice in Sharn. Apparently, he expects to be 
given preferential treatment.
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Guerilla - Fighter Subclass
During the height of 
the Last War, new tac-
tics were needed to 
overcome large enemy 
forces. Elite soldiers 
were trained to over-
come impossible odds in 
a series of hit-and-run 
operations. This style 
survived the Mourn-
ing and is still used by 
many of the survivors 
as they use the talents 
they learned to make a 
living within the now 
“peaceful” continent of 
Khorvaire. 

The guerilla is trained 
in asymmetric warfare 
and uses covert tactics 
to usurp the power 
of those who would 
threaten her best inter-
ests. Those embracing this style of combat learn fighting techniques 
from multiple, diverse sources. Rather than focusing solely on one 
type of combat, you instead learn the methods necessary to      subvert 
the tactics of your foe
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Level 3 – Covert Operation
You are a master of overcoming the 
enemy’s defenses. When you are not 
wearing armor, you gain the follow-
ing benefits:

- Your speed increases by 10

- You have advantage on checks to 
find non-magical traps.

- Your unarmored defense is equal 
to 10 + DEX + CON

Level 7 – Cunning Action 
Your ability to attack an enemy and 
escape is one of your most valuable 
tactics. You can take a bonus action on 
each of your turns during combat. This 
action can be used to take the Dash, 
Disengage, or Hide action.

Level 10– Improved Covert 
Operation
You have learned advanced techniques 
necessary to get you and you compan-
ions around enemy defenses. At level 
10, when not wearing armor, you gain 
the following benefits:

- Your speed increases by 10 

- You have advantage on checks to 
find magical traps

- You learn the message cantrip 

Level 15 – Disguise Self
You have learned to use magical 
means to enhance your covert tactics. 
You learn the spell, Disguise Self 
and may cast it one time per day. Your 
spell save DC to avoid being noticed is 
10 + proficiency bonus. 

Level 18 – Stealthy Attack 
At level 18, you learn how to take ad-
vantage of an enemy’s weaknesses in 
combat. When you attack from a hid-
den location or if you have advantage 
on an attack and score a critical hit, 
add 2d10 + the relevant modifier to 
your damage roll. That creature has 
disadvantage on attack rolls until 
the beginning of your next turn.
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Intro

The characters go to meet a patron to discuss a job offer. 
When they arrive, they find that their contact has been 
murdered and the assassin has slipped out the window.

Background
Felgim had a job for the characters to investigate a link 
to a Cult of  the Dragon Below in Sharn. The Cult is on 
to Falgim and sent an assassin to silence them before 
they could pass on their info. Felgim has been mur-
dered and their home ransacked.

The characters enter just in time to glimpse the assas-
sin escaping out the window.

Objectives

The characters are likely to want to apprehend or kill 
the murderer. Some parties may also think to search 
for the evidence on the cult. The assassin should be 
able to handily evade or defeat the characters. Don’t 
kill them all off, the assassin just wants to leave, they 
weren’t paid to kill this group of  fledging characters.

The characters are taken through a deadly game 
of  cat and mouse.

Objectives/Goals: The assassin seeks to escape 
now that his target has been eliminated. He failed 
to discover any evidence of  the cult and believes 
either the patron did not actually know anything 
or that the evidence was kept elsewhere.

Area Information
The area has the following features.

Dimensions & Terrain: The characters are running 
across tower tops and balconies, swinging from ropes 
and banners all while dealing with the heavy rainfall 
outside. If  (when) a character falls during the chase, use 
the Falling in Sharn table in the Wayfinder’s Guide to 
Eberron to determine the effects of  the fall.

Lighting. It is dark outside. It is night and there are 
dark clouds obscuring the 12 moons and stars. Light-
ning and lights in and around the city break up the 
darkness, but it is dim light and everything is lightly 
obscured (giving disadvantage to Wisdom (Perception) 
checks).

Catching a Tiger by the Tail

Assassin begins the chase with a 50 foot lead across the 
room and out the window.

Each round a character can move and dash as normal. 
Moving along the roofs and balconies requires a success-
ful DC 15 Dexterity (Acrobatics) made with disad-
vantage. If  this check fails, the character makes their 
next complication check at disadvantage. See Chases in 
chapter 8, Running the Game, of  the Dungeon Master’s 
Guide for more information on running a chase.

When you roll on the complications table for this chase roll 
for each character on the Sharn Chase Complications table. At 
the beginning of  each characters turn who is involved in the 
chase, roll on the table for a complication.

D10 Complication
1 The roof tile tiles give-way beneath your feet. On a failed DC 12 

Dexterity saving throw, you fall prone.

2 While balancing across a balcony rail, one of the spindles 
snaps. Make a DC 13 Dexterity Saving throw. On a failure you 
fall 4d6 +4 feet taking appropriate damage and landing prone in 
the street.

3 You twist your ankle on a landing after jumping from building 
to building. Make a DC 12 Constitution check to push through 
the pain. On a failure your next skill check is made with disad-
vantage. 

4 A small flying merchant ship catches you off guard. Make a DC 
15 Dexterity (Acrobatics) check. On a failure you slam into the 
merchant taking 1d4 bludgeoning damage and landing prone on 
the ship.

5 The assassin pulls a stone chimney down behind him. Make a DC 
13 Dexterity (Acrobatics) check to avoid it. If you fail the next 
10 feet is considered difficult terrain.

6 You lose your footing on the wet rooftop. Make a DC 14 Dexter-
ity saving throw to catch yourself. On a failure you slip down 
the side falling 4d6+4 feet taking appropriate damage and land 
prone in the street.

7 You are forced to dodge a falling object. Make a DC 12 Dex-
terity (Acrobatics) check to avoid it. On a failure you take 1d6 
bludgeoning damage. 

8 The assassin turns and makes a light crossbow attack with 
disadvantage.

9 Your pursuit requires a jump longer than your use to. Make DC 
14 Strength (Athletics) to clear the opening. On a failure you 
fall 4d6 + 4 landing prone and taking appropriate damage. 

10 The rooftop ends at a wall of a taller building and you must 
scale the it to continue your pursuit. Make a DC 13 Strength 
(Athletics) to climb. On a fail you fall prone and must make the 
check again to continue.
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Meanwhile, Back at the Ranch

Felgrim’s house is a complete wreck. Furniture is turned over; papers, clothes, blankets, and everything else are 
all over. The characters can find Felgrim’s pet bird  hiding in a cupboard with a successful DC 14 Wisdom (Per-
ception) check. It requires a further successful DC 15 Wisdom (Animal Handling) check to befriend the animal. 
Creative tricks such as offering treats can give Advantage.

Treasure & Rewards

Various items in Felgrim’s house have minor value. The characters can collect 100 gp worth of  items to sell. They 
can also receive a potion of  healing and 100 gp by returning the bird to an associate of  Felgrim. 

Combat
Assassin has +6 to Dexterity (Acro-
batics) and does not suffer disadvan-
tage on these rolls for this encounter. 
If  assassin is caught up to, he uses 
a bonus action to disengage, moves 
away 30 feet, and hides Dexterity 
(Stealth) +9. 

If  combat is forced, assassin will use 
an action after knocking a character 
unconscious to push that character 
down the roof  of  the slopped towers. 

A character can use their reaction to 
run and jump to try and catch their 
ally and prevent them from falling. 
The character goes prone and must 
make a successful DC 12 Dexterity 
check to catch their ally, they must 
immediately make a successful DC 15 
Strength (Athletics) check or both 
will fall. If  the Dexterity check fails, 
then only the unconscious character 
falls. Refer to the Falling in Sharn table 
found in the Wayfinders Guide to Eberron.

Exploration

Moving across the slippery roofs re-
quires a successful DC 15 Dexterity 
(Athletics) check. Those that fail by 
5 or more fall and should consult the 
Falling in Sharn table in the Wayfin-
der’s Guide to Eberron.

Exploring Felgrim’s house can 
reveal clues to the investigation 
they were conducting. Felgrim’s 
pet bird is in the room and has 
a collar with the name Gizmo 
and was a gift from a friend, 
following up on this leads to that 
friend who is also looking out for 
the cult.

Felgrim’s journal notes appear 
innocuous and detail a drab 
typical existence for someone 
with the wealthier means that 
Felgrim had. 

Social

If  the characters manage to 
catch the assassin and question 
him, they can learn how he poi-
soned Felgrim and searched the 
house. He was hired by through 
a note left at a dead drop in 
The Cogs. Getting these details 
requires either a successful DC 
15 Charisma (Intimidation) or 
(Persuasion) check. At the soon-
est opportunity Assassin will 
try to escape the characters even 
going so far as rolling off  a roof  
and leaving his fate to chance.

Playing the Pillars



1 5



1 6

The Kark:
 A New Disease of the Changelings 

 by Jennifer Hawkins

CN/TW: Medical and Body Horror; 
Bigotry

case study
 Literature on the beasts commonly referred to as “Changelings” is scarce. Axiomatically, little has sur-
vived The Last War, but fragments of  treatises by Dr. K. Baker posit the existence of  a creature referred to as 
“Doppelganger.” As part of  feeding or mating behavior, these aberrations would take on the appearance of  an 
actual Human that they would then typically kill. It could be expected that such aberrations might on occasion 
attempt to mate with such as Humans and fail to kill victims. However, Baker alludes to a sustained and purposeful 
rutting of  Humans with these “Doppelgangers.” The results were purported to be the fecund miscegenations - 
“Changelings.” 

 Regardless of  how they speciated, however, “Changelings” are known to misappropriate and divulge mat-
ters of  security to hostile powers, to engage in the most unmanly forms of  purest murder, and now to be sources 
of  disease.

 Brought before me recently was a case of  edema of  joints and limbs with subsequent purported pain that 
had progressed to a most unusual redifferentiation of  all structures of  the right forearm from that of  a proper 
Humanoid to a reminiscence of  the claw of  Order Decapod or “a crab.” Upon investigation, complainant described 
flu-like symptoms, difficulty performing activities of  daily living, and loss of  vigor. Complainant was secured, 
then several biopsies of  the forearm performed. 



1 7

 Under magnification, biopsies revealed faulty 
cellular division. Cultures were prepared. Com-
plainant was kept on the existing treatment of  bed, 
broth, and cool cloth. By Hour 38, cultured cells had 
continued faulty division to point of  consuming all 
substrate and available space. Cells then began to 
form self-consuming “stacks” that could not self-sus-
tain past Hour 43.  

 By this time, the pestilence-bearer forsook its 
deception and admitted its cankerous “Changeling” 
form. Additional samples harvested from throughout 
the body. Irregularities characteristic of  the “crab 
arm” detected in adjoining areas. 

 Additional rearrangements and redifferenti-
ations occurred. At Vertebrae T1-T4, structures po-
tentially homologous to phalanges erupted, extended 
to length of  4.5 ft, and excreted a“fleshy webbing.” 
Body-wide, flesh sloughed off, replaced by chitin-
ous plating. Incisors extended, exuded a potentially 
venomous liquid. Additional cartilaginous auricles 
manifested along thorax. All reabsorbed as rapidly 
as formed. All accompanied by increased ululations, 
reports of  pain until complainant finally became 

comatose. It died within an additional 30 hours. 

 Autopsy was performed, but no additional findings to report. The carcass was burned and anecdot-
al reports collected. Apparently, similar was observed, revealing additional “Changelings,” and was referred 
to colloquially as “The Kark.” However, the “Changelings” were reported to be successful in infecting at 
least one Human who tragically died and was cremated weeks before my arrival. 

To not only my country and colleagues, but to the general public:

I have long agitated for further research into the “Changeling” threat so that all of  their dangers 
might be understood and thereby counteracted, and I agitate that much more vigorously now that they be-
come vectors for disease, even biological warfare or further treason. I publish this case study, therefore, not 
only to warn, to agitate for quarantine or stronger measures, but for the funding and support that I will 
need to lead yet further research that is clearly necessary to keep our country great and safe…

- Ishii White, Sensei
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Discussion
“The Kark” is designed to be a disease that primarily develops in Changelings (but could occur rarely in others?). It is also 
designed to be an adventure complication or hook:

●	 Does the party need to keep a sick NPC alive?

●	 Does an NPC require a treatment or cure before helping PCs?

●	 Does a PC or their loved one develop “The Kark?”

●	 Are PCs interested in helping others or Changelings generally?

●	 Do PCs or others want to weaponize “The Kark?”

●	 Do PCs or others want other species to become more likely to also develop “The Kark?”

Additionally, it is left to the DM’s discretion as to the exact cause of  “The Kark,” (if  it must ever be discovered at all) but I 
envision it as a delayed result of  prolonged exposure to The Mournlands or to certain recreational substances/items. These 
open up the possibilities of:

●	 Creating an additional environmental complication to adventuring in The Mournlands

●	 Creating a downside to a seemingly beneficial potion or item created for your game

●	 Political intrigue centered around who may have created or spread (the source of) “The Kark” and/or who may be 
taking advantage of  a “Kark” situation

Whatever you decide, “The Kark” envisioned here is meant to be a disease that causes Changelings to lose control of  their 
shapeshifting abilities resulting in pain and eventually death. It is recommended that standard or relatively available treat-
ments or cures prove ineffective for “The Kark.” These include:

●	 A Paladin’s “Lay on Hands” Ability

●	 HP-granting spells (“Cures”) below approximately level 7

●	 Restoration (Lesser or Greater)

●	 Remove Curse (spell or similar effects)

●	 Dispel Magic (spell or similar effects)

What may actually ease symptoms (1), slow or reverse disease progression (2), and/or finally cure “The Kark” (3) - if  any-
thing at all - is also left to the DM’s discretion, but recommendations include:

●	 Spells level 7 or higher that restore life (e.g. Resurrection, True Resurrection) - character would return cured

●	 Regenerate - possibly only (1) or (2) and possibly requiring multiple castings

●	 Polymorph - possibly only (1) or (2) and possibly requiring multiple castings

●	 True Polymorph - (3) even if  later ended or recast upon the character (?)

●	 Wish, Miracle, or similar - (3)

●	 Severing affected parts before disease can metastasize (1, 2, or 3? Perhaps based on a dice roll?)

●	 An herb, concoction (alchemical or magical), or item of  the DM’s invention (1, 2, or 3?)

It is suggested that there actually be some kind of  hope of  some kind of  treatment or cure. (...though, what drawbacks 
might a treatment or cure have?...) It is also suggested that investigation or research into “The Kark” as well as procure-
ment of  scrolls, ingredients, items, and willing experts towards a treatment or cure be used as inspiration for adventures.
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Pathology
Initial Development:

Generally, a Changeling must make a DC 12 
Constitution Saving Throw each time they 
are exposed to the cause of  “The Kark.”

If  DM decides “The Kark” results from 
something like a consumable or interacting 
with an item, it is recommended that the 
Constitution Saving Throw DC be raised 
to 15 or higher. This is to compensate for 
a Changeling only having to occasionally 
make a Save.

If  DM decides “The Kark” is the result 
of  something like remaining in a poisoned 
environment too long, instead it is recom-
mended that a Changeling make a DC 12 
Constitution Saving Throw every 4 hours or 
so. In this case, it may not be fun or statisti-
cally fair to conduct more frequent or more 
difficult Saving Throws.

Upon a Failed Saving Throw:

Incubation Period:

It is suggested that a DM keep the origins 
of  “The Kark” obscure by using an incubation period (if  the Changeling doesn’t become immediately ill, it will 
be harder to guess what the cause of  the disease is). I envision something like 3 weeks before symptoms begin, 
but DMs that might forget about a failed Constitution Saving Throw should go ahead and begin symptoms as 
soon as necessary.

Symptomatic Day 1:
Swelling and aching joints and limbs.

Symptomatic Day 2:
Current symptoms persist. Additionally, Changeling develops “cold and flu-like symptoms.” Changeling is at 
disadvantage for Stealth Checks due to awkward limbs, coughs, and sneezes.

Symptomatic Day 4:
Current symptoms (penalties) persist. Additionally, Changeling is at disadvantage for Perception Checks due 
to “grogginess.” Lymph nodes along armpits and thigh creases swell. Changeling’s normal Movement Speed is 
reduced by 5 feet.

Symptomatic Day 6:
You know what, Changeling is actually feeling a little better today. Stealth and Perception Checks rolled nor-
mally (no disadvantage) although normal Movement Speed is still reduced by 5 feet.

Symptomatic Day 7:
You know what, Changeling isn’t actually any better. Stealth and Perception Checks again rolled with disadvan-
tage. Normal Movement Speed is still reduced by 5 feet. Additionally, whenever Changeling attempts to Shape-
shift, roll percentile dice (two 10-sided dice). On a result of  11 or higher, Changeling shapeshifts as normal/
intended. On a result of  10 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please 
refer to Notes to Clinicians.
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Symptomatic Day 10:
Current symptoms (penalties) persist. Persistent fatigue causes Changeling to additionally be at disadvantage 
for Acrobatics and Athletics Checks. Additionally, whenever Changeling attempts to Shapeshift, roll percentile 
dice (two 10-sided dice). On a result of  21 or higher, Changeling shapeshifts as normal/intended. On a result of  
20 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clini-
cians.

Symptomatic Day 12:
Current symptoms (penalties) persist. Additionally, whenever Changeling attempts to Shapeshift, roll  percentile 
dice (two 10-sided dice). On a result of  31 or higher, Changeling shapeshifts as normal/intended. On a result of  
30 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clini-
cians.

Symptomatic Day 13:
Current symptoms (penalties) persist. Additionally, Changeling’s Hit Point Maximum is reduced by a quarter (¼ 
or 25% rounded down). 

Symptomatic Day 14:
Current symptoms (penalties) persist. Additionally, Changeling now has disadvantage on Investigation and 
Performance Checks (...so much effort…).  Whenever Changeling attempts to Shapeshift, roll percentile dice (two 
10-sided dice). On a result of  41 or higher, Changeling shapeshifts as normal/intended. On a result of  40 or 
lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clinicians.

Symptomatic Day 16:
Current symptoms (penalties) persist. Additionally, whenever Changeling attempts to Shapeshift, roll percentile 
dice (two 10-sided dice). On a result of  51 or higher, Changeling shapeshifts as normal/intended. On a result of  
50 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clini-
cians.

Symptomatic Day 19:

Current symptoms (penal-
ties) persist. Additionally, 
Changeling now has disad-
vantage on all Skill Checks, 
and Changeling’s Hit Point 
Maximum is reduced by 
half  (½  or 50% rounded 
down). Whenever Change-
ling attempts to Shapeshift, 
roll percentile dice (two 
10-sided dice). On a result 
of  61 or higher, Change-
ling shapeshifts as normal/
intended. On a result of  
60 or lower, some aspect 
of  Changeling’s Shapeshift 
does not occur as intend-
ed. Please refer to Notes to 
Clinicians.
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Symptomatic Day 22:
Current symptoms (penalties) persist. Additionally, whenever Changeling attempts to Shapeshift, roll percentile 
dice (two 10-sided dice). On a result of  71 or higher, Changeling shapeshifts as normal/intended. On a result of  
70 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clinicians.

Symptomatic Day 24:
Current symptoms (penalties) persist. Additionally, if  Changeling attempts to in any way cast a Spell (including 
via Scroll or as a Ritual), Changeling must make an Ability Check with their Spellcasting (or an otherwise appro-
priate) Ability. The DC is equal to 10 + the Spell’s Level. On a Failed Check, there is no effect (i.e. the Spell does 
not occur and a Spell Slot or Scroll are NOT consumed, etc). Whenever Changeling attempts to Shapeshift, roll 
percentile dice (two 10-sided dice). On a result of  81 or higher, Changeling shapeshifts as normal/intended. On a 
result of  80 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to 
Clinicians.

Symptomatic Day 25:
Current symptoms (penalties) persist. Additionally, Changeling’s normal Movement Speed is now halved, and 
Changeling’s Hit Point Maximum is reduced by ¾ or 75% rounded down.

Symptomatic Day 26:
Current symptoms (penalties) persist. Additionally, whenever Changeling attempts to Shapeshift, roll percentile 
dice (two 10-sided dice). On a result of  91 or higher, Changeling shapeshifts as normal/intended. On a result of  
90 or lower, some aspect of  Changeling’s Shapeshift does not occur as intended. Please refer to Notes to Clinicians.

Symptomatic Day 28:
Current symptoms (penalties) persist. Additionally, if  Changeling attempts to in any way cast a Spell (including 
via Scroll or as a Ritual), Changeling must make an Ability Check with their Spellcasting (or an otherwise ap-
propriate) Ability. The DC is equal to 10 + the Spell’s Level. On a Failed Check, the Spell does not go into effect, 
but a Spell Slot or Scroll ARE consumed. Whenever Changeling attempts to Shapeshift, don’t even bother to roll 
percentile dice (two 10-sided dice). There is now a 100% chance that some aspect of  Changeling’s Shapeshift will 
not occur as intended. Please refer to Notes to Clinicians. 

Symptomatic Day 30:
Look, this Character is dead, DM. How did things even get to this point? If  I real-
ly must say it, they have disadvantage on all of  the things. Their Movement Speed 
is 0. Their Hit Points are less than 0. Honestly, they’ve been in some pain this 
whole time, but it really kicked in from about Symptomatic Day 20 onwards. This 
was not a good way to die. And we should all observe a moment of  silence.

Notes to Clinicians
Despite my best efforts above, I’ve identified some possible points 
where some Clinicians (DMs) might discover questions or a need for 
further guidance on adjudication in their own games. While I passionately believe that DMs should 
feel empowered to modify what is pre-made in order to maximize fun and fairness in their individual 
gaming circumstances, I also strongly recall times where I, as a newer DM, just didn’t know what to 
do! So the following are just my clarifications, suggestions, and notes for those interested or who 
may benefit. Regardless, ~Happy Gaming~! 
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Reading the Pathology

Generally (unless otherwise explicitly noted), the symptoms (penalties) of  “The Kark”  are cumulative.

When I explicitly detail the symptoms (penalties) of  a Day, those all remain in effect until I explicitly detail a 
subsequent Day. (In other words, don’t get “twisted” that there’s no Day 3 listed; it’s the same as Day 2.) That 
subsequent Day is always going to add to the severity and types of  symptoms (penalties) already in effect (with 
only one explicitly noted exception).

Medicine Checks

The way I envision and run “The Kark,”  No Medicine Check should be able to cure “The Kark.”  

Early in the disease’s progression (e.g. during the first week), I would adjudicate Medicine Checks to allow a 
Character to realize that a “Kark” sufferer has something more serious than a “Common Cold.” Medicine Checks 
could also indicate that “whatever this is,” it is NOT something that even a learned, well-traveled, professional 
Character has ever studied or encountered before. Perhaps Changeling cultural groups (if  any) in your game 
have some “wives’ tales” (History?), but generally, “The Kark” is either new or incredibly rare (if  even real!) and 
needs to be Investigated.

Later, I would shift Medicine Checks into a way to gauge how far along a sufferer has progressed in “The Kark” 
and/or into a way to ease symptoms on an impressive result. In fact, on a Natural 20, I would allow a Medicine 
Check to go so far as to slow or reverse disease progression by a Day. 

Finally, I envision (inevitable?) PC objectives like “Uncovering the Cause of  ‘The Kark,’” “Sharing Factual 
Findings on ‘The Kark,’” “Developing a Treatment and Cure for ‘The Kark,’” ...etc… as mechanically occuring 
as a series of  smaller, related or sequential quests or as something like a “Skill Challenge.” And in such cases, 
Medicine Checks would be pivotal. However, I wouldn’t allow (one) Medicine Check alone to completely decide 
outcomes. Instead, Medicine Checks would be significant contributors to multi-phase Quests and/or multi-
skill Challenges that would also have a lot of  other inputs. 

I’d also generally keep any DCs at 15 or higher (Moderate to Hard), depending on circumstances, because “The 
Kark” is meant to be not well understood and especially challenging.

Hit Point Maximum Reduction

If  necessary, refer and defer to this specific aspect of  the “Death Curse” as detailed in D&D 5E sourcebook, 
Tomb of  Annihilation, and the free, openly and legally available Dungeons and Dragons Adventurers League, 
“Tomb of  Annihilation Primer” PDF (5E: https://tinyurl.com/y8n2bbd7 ).
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“Shapeshift Does Not Occur as Intended”

Arguably, this phrase represents the core mechan-
ic and fun of  “The Kark,” and its adjudication is 
entirely at Clinicians’ (DMs’) discretion.

Personally, I would adjudicate this “on the fly” by con-
sidering 3 factors:

●	 Progression: Earlier in the disease’s progres-
sion, most of  what was intended would occur, 
and deviations would be minor or limited in 
the amount of  the body affected (e.g. wrong 
hair color / one crab arm). As the disease 
progresses, so would severity and amount of  
the body affected (e.g. appearing as intended, 
but the wrong size category / half  the body 
covered in fish scales). 

●	 PC or NPC: If  the Changeling is a PC, it 
represents a Player who needs to still be able 
to have fun with a Character that is intended to 
be sick for an extended period of  time. So until end-stage “Kark,” I’d avoid adjudications that make what 
Players would like to do automatically impossible. For NPCs this would not be (a major) consideration.

●	 Fun: This is an opportunity for not only creativity, but for creating entertaining challenges. 

Example: A Changeling PC with Day 12 of  “The Kark” wants to Shapeshift into an exact copy of  someone so 
that they can infiltrate a meeting and rolls such that their Shapeshift does not occur as intended. I’d adjudicate 
that the Changeling PC looks exactly like the intended target, but has a crab claw instead of  a right hand and 
needs to figure out how to hide or otherwise deal with it in order to succeed at their infiltration. 

Another approach might be to pre-determine some possible adjudications and use them to develop your own Ran-
dom Table for “Shapeshift does not occur as intended.”

Example:

 Roll 1d (?) - The exact die selected will depend on how many adjudications pre-determined.

Die Result Adjudication

1 Spouts wings and gains a Fly speed equal to their current Movement Speed

2 Skin replaced with chitin and gains +4 AC

3 ...ad infinitum?
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The Forge
By Dave Knighton

“The warforged are like three wheeled wagons. It 
had a purpose once upon a time.”

-Orbas the half-orc

This 2-hour adventure is optimized for 5, level 10-16, 
characters.

Wroat’s chief  advisor, Kor ir’Wynarn, has put out a call 
for anyone brave enough to venture into the Mournland, 
for a price of  course. Rumors of  a creation forge ignit-
ing within striking distance of  Breland have reached the 
King’s Citadel. Previous attempts to confim these rumors 
have been fatal

Background

As the Last War grew, the need for weapons to fighting 
the growing armies grew in turn. The Cyran’s built great 
forges and began crafting a new form of  construct, the 
Warforged. As these machines become more powerful, 
sentience came as well. 

After the events of  the Mourning, many Warforged 
worked their way into society and, with their new-found 
freedom, found a new life amongst the races. However, 
there were many of  them that found it difficult to leave 
what they believed their entire exitance was about, war. 
The Blades, a cult of  Warforged that couldn’t leave their 
former life behind them, began to grow. These wanderers 
found their way back to the Mournlands, and under the 
leadership of  the Lord of  Blades, began growing a new 
army. Believing themselves better than those of  flesh 
and blood, they restarted the forges to grow even more 
powerful. 

The Hook
Kor ir’Wynarn has heard rumors that a creation forge 
just within the Mournland has been rebuilt and fired up. 
Fearing that the Lord of  Blades is building an army this 
close to Breland, he seeks a party to stop the Blades, and 
if  possible, destroy the forge. 

The Offer
The party has answered a call from the King’s Citadel 
requesting those brave enough, or in need of  some coin 
enough, to meet at the Citadel’s headquarters, a large 
black tower south of  the Brokenblade Castle within the 
heart of  the city.  

Kor welcomes the party and explains his concerns. 
Two weeks ago, members of  the King’s Swords, 
arrested several individuals for various crimes. While 
interrogating them, it was learned that they were 
scavengers selling what they found within the Mourn-
lands. Two of  them told stories of  a creation forge 
used for creating warforged constructs pumping out 
large plumes of  dark smoke and warforged soldiers 
patrolling the area. 

The King’s Citadel is offering 1000 gp, paid upon a 
successful return. Passage has been secured on the 
Lightning Rail leaving Wroat shortly. It will take the 
party as far as Vathirond. From there it’s a day walk to 
the borders of  the Breland and the Mournland.   

If  any member of  the party distrusts Kor, a successful 
DC 10 Wisdom (Insight) check reveals that he is be-
ing honest and upfront. A success of  15 or more offers 
evidence of  desperation. 

What Kor ir’Wynarn knows:

•	 The Blades have been growing in numbers for 
the last few months.

•	 An elite force of  the King’s Sword was slaugh-
tered when they were sent on recon to investi-
gate the salvagers stories. A small squad found 
them after they had failed to check-in. 

•	 One of  the scouts on the recovery team made 
note of  a pillar of  smoke coming a few miles 
from where the bodies were found. 

•	 Kor is afraid of  the signal it would send if  Bre-
land was to send more troupes to the border.

•	 If  the party learns of  Kor’s concerns, a suc-
cessful DC 15 Charisma (Persuasion) check can 
convince him to raise his price to 1500 gp. 
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The Mist
The Lightning Rail is uneventful. The party can re-
supply within the city of  Vathirond if  needed. Basic 
adventuring gear found in the Players Handbook can be 
purchased. 

As the sun begins to set, the party arrives at a towering 
wall of  dark-gray mist. A sense of  dread fills the players 
as they approach. With a successful DC 10 Intelligence 
(History) check, a character knows that this curtain was 
left in the wake of  the Mourning.  

Traveling through the Dead-Gray Mist 

The effects of  the Mourning left in its wake a 100-foot-
tall wall of  deep gray mist bordering off  the former 
land of  Cyre from the rest of  the nations. Hanging like 
a curtain hung from the sky, areas of  this gray mist 
can stretch on for miles before giving way to the light. 
Adventurers brave enough to enter the mist have been 
known to easily get lost, wandering around till their food 
and water run out or until the strange effects of  the mist 
take hold causing dire consequences.  

Traversing the Dead-Gray Mist requires a Success-
ful DC 18 Wisdom (Survival) check. On a failure the 
party becomes lost for 1d4 hours. Each hour the players 
wander the mist they must succeed on a DC 15 Consti-
tution saving through. On a failure, have the player roll 
for short-term madness (table found in the Dungeon Masters 
Guide). 

This area of  the mist will take 1d4 hours to cross. 
When the party enters the Dead-Gray Mist, have them 
roll a DC 10 Constitution saving throw. On a failure, 
the player suffers short-term madness.
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The Battlefield
After 1d6 +1 hours traveling through the Mournland 
the party comes across the remains of  a battlefield. 
The bodies look as if  they had fallen recently. There 
is no sign of  decay on the bodies and the blood cov-
ered weapons show no sign of  weathering. It doesn’t 
take any checks to realize that there is arcane magic at 
work preventing this field from being taken by time. A 
successful DC 18 Intelligence (History) will remind a 
character that death and life work differently within the 
Mournland due to the Mourning and even natural heal-
ing spells don’t have the same effect as they do outside 
the Dead-Gray Mist. 

Healing within the Mournland
The arcane energy that was left behind that dreadful 
day not only prevents the dead from rotting but also 
hinders natural healing. Spells that increase hit points 
are half  as effective. Potions are not affected, and nei-
ther are spells that create events to increase hit points 
(like Goodberry or Hero’s Feast).

Also, after taking damage within the Mournland, the 
players must succeed on a DC 13 Constitution sav-
ing throw suffer Mournland Affliction. If  afflicted, the 
player suffers one point of  exhaustion for every 1d4+2 
hours within the Mournland. Overcoming the affliction 
requires a DC 15 Wisdom (Medicine) check with a 
healer’s kit in order to bandage the wounds.  

If  the party ventures through the battlefield, 2 Carcass 
Crabs attack (stats located in Monsters of  the Mournlands 
section of  this issue) Have the party roll a perception 
check and compare to the Carcass Crabs. If  the party 
fails, the Carcass Crabs surprise the party.

Adjusting the encounter
There is no reason to adjust this encounter as it is just 
to show the party the dangers of  taking damage within 
the Mournlands.

The Patrol
The party continues traveling for 1d4+3 hours before 
seeing a pillar of black smoke rising in the distance. The 
terrain between this point and the forge is a series of 
hills. The dead grass has been matted down in areas. A 
successful DC 15 Wisdom (Perception) check reveals 
appear to be paths circling the area. 

1d4+1 Warforged Sentinels (stats located in Monsters 
of the Mournlands section of this issue) are patrolling the 
area. If the party notices this and succeeds on a DC 10 
Dexterity (Stealth) check, they have surprise on the 
Warforged Sentinels if they engage. 

If combat ensues, one of the Warforged Sentinels will 
disengage on the third round of combat to warn those 
at the Forge. 

The Forge
1d4-2 hours (minim of  one) after encountering the 
Warforged Sentinels, the party finds themselves looking 
down from a hilltop, a large forge. Outside the main 
entrance stands a towering Warforged Titan, 1d4+1 
Warforged Infantry and the Lord of  Blades with Hilt 
and Pommel and his heels. (stats located in Monsters of  
the Mournlands section of  this issue)

The Lord of  Blades is giving commands to the Infantry 
while the Titan just stands at attention. After a few mo-
ments, the Lord of  Blades walks into the forge followed 
closely by Hilt and Pommel. 
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Objective
The Warforged Titan has been ordered to stand watch 
at the main entrance while two Warforged Infantry 
patrol the exterior of the building, circling opposite 
directions and making a full patrol every 15 minutes. 
If combat ensues, all creatures will spend every turn 
dashing to join combat. 

The party’s main objective is to destroy the Warforged 
in the area. The secondary mission is to destroy the 
forge itself. Allow the party to determine how they go 
about doing this and allow for advantage on checks for 
good ideas or clever thinking.

Adjusting the encounter

These are suggestions for adjusting the encounter 
based on the average party level.

Weak: Only the Warforged Titan is patrolling the 
forge and makes a full patrol every 10 minutes due 
to it’s size and gait.

Strong: Add one Warforged Infantry. A Warforged 
Infantry will pass the front entrance every ten 
minutes. 

Very Strong. Add two Warforged Infantry. A War-
forged Infantry will pass the front entrance every 
five minutes. 

Conclusion
The Lord of  Blades, as well as Hilt and Pommel have 
already left the regardless of  when the party enters the 
building. 

Once the party has achieved its objectives they can 
return to Wroat. Passing through the Dead-Gray Mist 
on the way back requires the same check as entering the 
Mournlands. 

If  the party returns to inform Kor of  their success 
and informs him of  the Lord of  Blades, Kor offers them a 
position within the Kings Citadel for proving their worth. 
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Monsters of the
MOURNLAND
Monsters abound within the world of  Eberron, but few rival the mutations brought on by the affects of  the Mourn-
ing. The creatures that survived the initial, fateful day found themselves mutated and crazed. It’s also believed that 
the Glowing Chasm, the massive scar with no seeming bottom, has caught any wandering beast in it’s arcane glow 
and transformed them further. Whether it’s giant beasts with deadly deformities, swarms of  magically infused abili-
ties, or spells come to life, one thing all adventurers know, it’s no longer safe within the former land Cyre. 

Carcass Crab
The effects of the Mourning are 
still being discovered but one of 
the well-known is the mutations 
on the land and the creatures in-
habiting the Mournlands. The 
Carcass Crab is one of these 
warped mutations. This giant 
crustacean scours the remains of 
the dead scattered throughout 
the wasted battle fields that still 
stretch the area. It augments its 
natural hard shell with bits of 
armor, weapons, and bodies with 
a natural adhesive. This creates 
both additional protection and 
camouflage in its preferred 
hunting ground.
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Living Spells
The Mournland is home to many magical oddities, but none are so enigmatic and dangerous as 
the beings which are largely blamed for its destruction, the living spells. In defiance of  all know 
magics, living spells seem to survive devoid of  their original casters. They are mindless and de-
structive, caring not for what their magic does, so long as it exercises their power. 

 As truly living beings of  magic, living spells are unaffected by Dispel Magic and Antimag-
ic field. A living spell can result from most every spell, though their creation often corrupts and 
changes the initial intent. Some living spells are even composed of  multiple, entwined spells. Such 
beings are even more unstable and dangerous, possessing a malevolent intelligence and are capable 
of  more than simple destruction.

Living Lightning Bolt
These maverick spells race along the light-

ning rails, intent on outrunning the train 

itself. Oftentimes they harrow travelers, 

streaking through and electrocuting all they 

can before continuing on their race against 

seemingly time itself.  Living Lightning Bolts 

never stop moving, doing so is said to be their 

end.
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Living Magic Jar
Shining amulets, glittering gems, and glowing 

crystals are all objects of great desire by thieves 

and treasure hunters. Imagine the would-be 

looter’s dismay when the object of their desire 

is a living magic jar! Due to magic jars being made 

of valuable materials crafted into jewelry, they 

might find their ways into private collections, 

vaults, hordes, or even museums. In such places, 

the magic jar festers, imprinting upon the cap-

tured soul within. They form a sort of symbiotic 

relationship, as the magic jar preserves the soul 

and the soul grants a modicum of life to the 

magic jar. Time is meaningless to the pair; they 

could wait for decades until a victim approaches. 

 Should the soul within find freedom by 

possessing another body, the magic jar continues 

to serve it, subjecting the new soul within it to 

horrible torment so as to bend its will to the 

pairs desires. The pair might seek revenge upon 

the original caster, wealth, or a better body for 

the companion. A whole slew of possibilities is 

presented by the ability to manipulate souls.

 Powerful beings which are immune to 

the magic jar’s effects favor them as guardians, 

traps, and cursed items with which to torment 

and destroy their enemies. Such beings will go to 

great lengths to procure or create such beings.
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Magebred Beasts
House Vadalis is renowned for its specialized breeding programs. The aims of these programs is 
to incorporate magically enhanced creatures into daily life by tailoring them to specific needs. Be 
it guarding, tracking, or servitude as a family pet, a magebred animal is made to the specifications 
of the client. 

These beasts are exotic in appearance, coming in a slew of colors and patterns. The purpose of a 
mage bred is easily discerned by seeing which of its features seems exaggerated. A dog might have 
softer fur and smaller teeth, a bear might have bony plates jutting out of its thick hide, a falcon 
might have longer wings, and a truffle pig might have a comically sized nose.

Magebred Template
A beast can become a magebred.

Challenge. You can calculate the creature’s new challenge rating using the dungeon 
master’s guide or, to avoid unnecessary calculation, increase the creature’s challenge rating 
by 1 or 2.

Enhanced Hide. The creature’s gains a +2 natural armor bonus to its AC.

Ability Score Increase. One of the creature’s ability scores increases by 2, or two ability 
scores increase by one. 

Alert. The creature cannot be surprised and gains proficiency in the Perception skill. If it 
already is proficient, double its proficiency bonus.

Athletic. The creature gains proficiency in the athletics skill. If it already is proficient, 
double its proficiency bonus.

Enduring. The creature gains proficiency in Constitution saving throws.

Ferocious. The damage dealt by one of the creature’s natural weapons increases by one 
damage die and gains one additional attack with its multiattack. if the creature lacked 
multiattack, it gains this action:

 Multiattack. This creature makes two attacks.

Specially made. Choose one of the following alterations to the creature:

•	 Agreeable. Animal handling checks made to train and handle the creature are made 
with advantage

•	 Swift. Increase the creature’s movement speeds by 10

•	 Thicker hide. Increase the creature’s natural armor bonus by 2

•	 Tracker. The creature gains proficiency in the survival skill. If it already is proficient, 
double its proficiency bonus.
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Mournland Altered Insects
The Glowing Chasm has produced many peculiar and dangerous specimens, but none so simulta-
neously annoying and dangerous as the insects which roam the wastes and swamps in ravenous 
swarms. 

Spell Suckers
These abnormally large mosquitos 
glow faintly with blue light when 
they feast upon their favorite food, 
magical energy. Individually, they 
pose little to no threat to anyone, 
let alone a caster. They will buzz 
lazily around those with magical 
talent, seeking a small meal every 
once in a while. But things get out 
of hand rather quickly when the 
area has a dense population. Where 
one minute there was just a hand-
ful of suckers, there might appear 
dozens, then hundreds as they bide 
their time as more and more of their 
brethren are gathered by the cast-
er’s sweet scent. Once the swarm is 
complete, the suckers attack vi-
ciously, seeking to drain the magical 
power from their prey. Many a mage 
has gotten lost in the wilds, only to 
be rendered helpless by such potent 
anti-magical predators. A caster 
slain by the spell suckers will 
quickly begin to decay and rot, as 
the swarm enters the body in order 
to consume all they can.
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Cleaver Beetles
These large beetles fill the palm 
of one’s hand and have some of 
the most wonderfully colored 
carapaces. Ranging from 
platinum to gleaming black to 
bronze or gold, they are prized 
pets and valuable in the 
creation of “organic jewelry”. 
Some believe it to be mere 
coloring, where in truth their 
beauty comes from the ingestion 
of metals and other minerals. 
Cleaver beetles are odd organisms 
which can devour metal at an 
astounding rate, ripping it apart 
with their powerful mandibles 
and scarfing it down like a 
starving giant. Never stick a 
metal clad finger in a cage with 
one, for you will surely lose 
it. Their brutal and powerful 
bites earned them the name, for 
no other beast is as powerful a 
butcher. Soldiers share horror 
stories of their armor being 
torn asunder by hungry swarms 
of cleaver beetles drawn to the 
battlefield by the heavy scent of 
steel. Do not feed the beetles.
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Mage Mite
The existence of the mage mite is hotly 
disputed. Those afflicted by it may never 
realize it, being thought to have merely 
weakened in their practice. Adding to this is 
their rarity. Mage mites are nearly 
impossible to notice in the wild due to their 
size and elusiveness. Native only to the most 
magically ravaged lands, the mites seem to 
reproduce instantaneously as if they were 
feeding on the residual magic of the world. 
If a mite encounters a creature of magical 
prowess, it immediately seeks to latch onto 
the subject and burrow deep into their skin. 
Once within, a mite will feed off of the 
hosts blood and magic, sometimes causing 
spells to fail in unexpected ways. A mite will 
often be satisfied with sapping a handful 
of spells a day, quickly becoming stuffed. 
If a mite is well fed for a couple weeks, it 
will leave the host and go into a dormancy 
period which could last for almost a year, 
undergoing a metamorphosis into something 
much worse. 
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WARFORGED
The
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The Warforged 
During the Final War, the House of  Cannith created its greatest weapon the Warforged. 
The magically animated constructs were built and trained to serve on the front lines of  
the war. Over time the magic infused in these creations bringing with it sentience. After 
the Mourning, the surviving warforged were free to peruse a life of  their own. Most can 
be found living in peace throughout the cities of  Khorvaire, but many have found it diffi-
cult to adjust. Escaping back to the life they knew, the reason for their existence a grow-
ing number of  warforged have began moving to the Mournlands in search of  the elusive 
Blades, a cult like following of  warforged that believe they are the superior race.

Warforged 
Infantry
Built and trained to be the front line 
of battle, the Warforged Infantry 
will follow orders without question. 
Their brute force, quickness, and 
superior decision making while in the 
heat of battle, make these an 
impressive foe, especially when they 
come in numbers.
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Warforged Sentinels
During the Final War, Warforged Sentinels 
were created and trained to stand guard 
outside strongholds and on patrols and to 
send alarm of any approaching enemies. 
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Warforged 
 Titan
Among the first out of the 
Creation Forges were the 
Warforged Titans. Unlike 
Warforged soldiers, Titans are 
not true living constructs and 
were imbued with just enough 
intelligence to follow the 
ever-changing commands in 
the battle field. 

Though slow and stupid, the 
Titan’s sheer size and strength 
makes them a fearsome foe on 
the battle field. The Titan 
follows it’s orders without 
deviation until either the 
command given is completed, 
or it is given new instructions 
by those that control it. 
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The true history of the Lord of Blades is surrounded 
in mystery and mostly rumors. No one knows exactly 
when he was created, but most believe him to be the 
last creation of House Cannith’s creation forges. 
Others believe he was forged in secrecy after the 
accord was signed to prohibiting the creation of 
warforged. Despite all unknowns about his past, the 
one thing that is certain is his hatred for all mankind. 

Along with his creations, two homunculi created in 
the image of the steel predator named Hilt and 
Pommel, the Lord of Blades has used his natural 
charisma to gather warforged that are unable to make 
peace with their new lives. Deep within the 
Mournlands, this cult-like following of warforged 
have banded together under the Lord of Blades with 
one purpose, destroy all races of flesh and bone.


