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THE WAYFINDER’S GUIDE TO EBERRON4

INTRODUCTION

Revenge

of Revenge

Revenge passes 

EBERRON WAS BORN IN 2002 WHEN 
Wizards of the Coast launched 
a worldwide search for a new 
campaign setting. I imagined a 
world of swashbuckling adventure 

and dark fantasy, a place where magic formed 
the foundation of civilization. Over the course of 
the next year I worked with a team of amazing 

that core idea, and the end result was the 
 In the years that followed, a 

host of authors, designers, and dungeon masters 
across the world have continued to expand and 
explore this setting. 

DUNGEONS & DRAGONS, providing an overview 
of the core themes of the setting and the rules to 
connect them to current campaigns. It explores 
the continent of Khorvaire and the great city of 
Sharn.   provides ideas and 
hooks for compelling adventures, as well as an 
appendix with a list of sources you can use to 
learn more about the setting.

Bear in mind: this book presents my current 
vision of Eberron. This is the world I run at 
my own table and the way that I’ve converted 

are usable in your campaign, but at this time 

permitted in D&D Adventurers League events. 
These mechanics will evolve based on player 
feedback. This is a living document, and as 

updated for free—so you will be kept up to date 
with any changes that are made to it. Beyond 
that, Eberron is your world as much as it is 
mine. I hope that this book provides you with 
inspiration, but don’t be limited by these ideas 
or decisions. Think of this as something you can 
build upon, not a codex of absolute law.

Welcome to Eberron: let’s explore!

—Keith Baker
Portland, Oregon
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CHAPTER 1 | WHAT IS EBERRON? 5

CHAPTER 1: WHAT IS EBERRON?  

WHAT IS EBERRON? IT’S A WORLD 
bound by a golden ring 
and surrounded by twelve 
moons. It’s the intersection of 
thirteen planes of existence, 

which shift in and out of alignment. It’s a place 
where magic has been harnessed as a tool—used 
to build cities, to sail ships through the skies, to 
create both wonders and weapons. 

Eberron embraces swashbuckling action and 
pulp adventure and adds a layer of neo-noir 
intrigue. Stories don’t always end well and there 
isn’t a perfect answer to every problem. The 
Last War turned old allies into bitter enemies 
and destroyed an entire nation, leaving terrible 
scars behind. Crime and corruption lurk in the 
great cities of Khorvaire. Hidden dragons shape 

the dreams of the unwary. Human greed and 
ambition may prove more dangerous than any 
devil or demon. But through this darkness, there 
are opportunities for a group of bold adventurers 

This chapter explores these core themes 

characters you create in Eberron. Here’s a quick 
overview of what lies ahead.

• A Magical World. From warforged 
and airships to the mighty dragonmarked 
houses, magic is a part of the world and its 
stories.

• Pulp Adventure. Whether you’re 
leaping from an airship or battling demons 
in forgotten ruins, Eberron encourages 
cinematic action and swashbuckling 
adventure.  

• Neo-Noir Intrigue. Eberron is a world 

and villain is easily blurred, and even the 
champions of the light may have things 
they regret.  

• The Last War. Eberron has just emerged 
from a century-long civil war, and the scars 

shape your story? 
• The Mourning. This mystical cataclysm 

destroyed an entire nation and created a 
deadly wasteland in the heart of Khorvaire. 
The Mourning brought the war to an end, 
but it is a mystery and a threat that looms 
large over Eberron.  

• Ancient Mysteries. Powerful artifacts 
are hidden in the ruined cities of giants. 
Dragons and demons scheme in the 
shadows, unraveling a prophecy that could 
shape the future. These ancient mysteries 
can be a source of fantastic adventures and 
terrible danger. 

• If It Exists in D&D, There’s a Place 
for It in Eberron… But it may not be the 
place you’re used to. 

These elements are all part of Eberron, but 
you don’t have to use all of them in every story. 
As you go through this chapter, decide which 

want to tell.       
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CHAPTER 1 | A MAGICAL WORLD6

A MAGICAL WORLD
The creation myths say that magic is the 

from the golden ring in the sky. Whether this 
is truth or mere myth, magic pervades the 
world. 

Magic as a Tool. In Eberron, arcane 
magic is a form of science. The spells and 

developed and honed over centuries, and 
those principles have been incorporated into 
daily life. Magic is used for entertainment, 
transportation, communication, warfare, and 
much more. While magic is widespread, there 
are limits to is power. You can book passage 
on an airship or get an illness cured by lesser 
restoration, but resurrection, teleportation, and 

are rare and remarkable; most common magic 
is performed by a working class of magewrights, 
professional spellcasters who master a small 
handful of rituals or cantrips. The magical 
services available in Khorvaire are discussed 
in more detail in chapter 2, along with the 
availability of magic items. 

Dragonmarked Dynasties. The magical 
economy is dominated by a handful of powerful 
families and the guilds they maintain. These are 
the dragonmarked houses, barons of industry 

These dynastic houses derive their power 
from their dragonmarks: arcane sigils that 
are passed down through their bloodlines. A 
dragonmark grants limited but useful magical 
abilities, and over the course of centuries the 
houses have used these powers to establish 
powerful monopolies. House Jorasco dominates 
the medical trade with its Mark of Healing, 
while only someone with House Lyrandar’s 
Mark of Storm can pilot an airship. Chapter 3 
provides more details about dragonmarks and 
the dragonmarked houses, along with rules for 
creating dragonmarked characters. 

Here are a few examples of how magic is 
integrated into everyday life in Khorvaire. 

The lightning rail uses bound elementals 
to drive a train of carriages along a path of 
conductor stones. The rail links most major 
cities and is a simple way to travel long 
distances. 

An elemental airship
elemental, bound into a ring that holds 
the ship aloft and provides motive force. 
The airship is a recent innovation that is 
transforming the business of transportation. 

Everbright lanterns use 

never goes out, but metal shutters allow a 
lantern to be dimmed or shut down. 

Speaking stones allow communication 
between distant communities. A short 
message can be sent from one stone to 
another, functionally similar to a telegraph. 

Warforged are sentient humanoid 
golems. Developed during the Last War, 
warforged were created as weapons. The 
Treaty of Thronehold forbid the creation of 
new warforged, while granting freedom to 
the golems that survived the war. Rules for 
making warforged characters can be found in 
chapter 3.Sam
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CHAPTER 1 | PULP ADVENTURE 7

PULP ADVENTURE
Eberron is a world of swashbuckling adventure 

developing an adventure in the world or a 
player preparing to explore it, here are a few 
things to consider. 

Exotic Locations. Lightning rails, airships, 
and other forms of transportation can facilitate 
travel to exotic locations. Adventures could 
take you to the colossal ruins left behind by the 
giants of Xen’drik, the warped landscape of the 
Mournland, or the dark demiplanes within the 
underworld of Khyber. Even if you prefer to stay 

tunnels that lie beneath it. 
What Are the Stakes? What’s better than 

a battle on the deck of an airship? A battle on 
the deck of an airship  Look 
for ways to raise the stakes of a scene, so players 
feel that every decision matters. This could be 
driven by the consequences of failure: through 

your actions, you’re protecting your friends, your 
house, or your nation. It could be about time: 

 Such things can even be incidental. 

Player Characters Are Remarkable. 
Eberron is a world in need of heroes. Lingering 
tensions of war remain. From the fanatics of 
the Emerald Claw and the mad cults of the 

them. In Eberron, the gods are distant and 
don’t directly intervene. The Silver Flame is a 
divine force of light, but it can only act through 
mortal champions. The few powerful benevolent 
NPCs have limitations: the Keeper of the Flame 
loses her powers if she leaves her citadel. The 

the powerful people in the setting are driven by 
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CHAPTER 1 | PULP ADVENTURE8

there’s no one else to deal with the problem: the 
fate of the city is in your hands. 

This is something to consider in developing 
your character and choosing your background. 
If you take the soldier background, you can be 
more than just a grunt. What did you do during 
the Last War? What was your greatest triumph 
or most tragic defeat? If you’re a spy, are you a 
prized agent or did you break loose from your 
organization after they pushed you too far? Don’t 
just think of your character as a set of numbers: 
even at 1st level, you’re remarkable.

Hero Points. The heroes of pulp adventure 
are often able to overcome seemingly impossible 

optional hero points rule from chapter 9 of the 
 This is optional; hero points 

change the balance of the game and give player 
characters an opportunity to turn certain failure 
into success. It’s a way to make heroes feel 
largely than life, but it’s not a good match for 
every story. 

Remarkable Villains. One reason the world 
needs heroes is because it already has villains. It 
may be a long time before you’re ready to face 
the archlich Erandis Vol in battle. But part of 

villains who are closely matched with the 
heroes—rivals who advance in power as you do. 
One way to create a compelling villain is for the 
DM and players develop the villain’s backstory 
together. As a DM, you might ask a player: 

Likewise, even when a pulp villain appears to 
die, they can have their own remarkable escapes 
from death. Perhaps Halas had a ring that cast 
an illusion of his death while actually stabilizing 
him, or cast when he leapt from that 
tower in Sharn. Here as well, as a DM you could 
engage the players: 

you
This isn’t something every group will enjoy, 

and you never want players to feel as though they 
can’t succeed. But for some groups, this sort of 
collaboration can produce a compelling story and 
a sense of investment in the world.

 

Combat can feel very mechanical. 
 One 

way for the DM to encourage more cinematic 
action is to present a list of Environmental 
Elements. In a tavern, this list could include 
Chandelier, Plate Glass Window, Roaring 
Fireplace, Tray of Drinks, Drunk Patron. If 

be Pile of Gold Coins, Scattered Bones, 
Rotting Tapestry, Moss-Covered Statue. 
Each turn, a player can work one of these 
elements into their description of their action. 
The primary purpose of this is to give players 
ideas; interesting details to use while describing 
their actions. But if a player comes up with a 
particularly clever way to use an element, the 
DM could grant advantage on a check or attack 

cross a room full of enemies and wants to swing 

make a simple Dexterity (Acrobatics) check to 
avoid opportunity attacks, essentially getting a 
free Disengage action. 

 Environmental elements are always 
optional and largely cosmetic. As a DM, you 

element. But presenting a list can help players 
think of the location as more than just squares 
on a map and challenge them to add more Sam
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CHAPTER 1 | NEO-NOIR INTRIGUE 9

NEO-NOIR INTRIGUE
While Eberron embraces the swashbuckling 
action of pulp adventure, it also draws inspiration 

world where stories don’t always end well, where 
there isn’t a perfect solution for every problem. 
In developing characters or stories in Eberron, 
consider the following concepts. 

Shades of Gray. In Eberron, it’s not always 
easy to separate the heroes from the villains. 
Good people can do terrible things, while cruel 
or heartless people may be serving the greater 
good. An inquisitor may torture 
innocents in a quest to root out a cult 
of the Dragon Below; but if she’s 
stopped, the cult will survive and 

a human settlement; but the settlers 
have built their village on land sacred to the 
orcs and may be disrupting wards that hold 

weapon in an ancient tomb; but this artifact is 
the sword of an ancient hobgoblin general, and 
his descendants want it back. There are ways to 
resolve these problems, but the answers aren’t 
always simple or obvious. 

There can certainly be times when decisions 
are straightforward. If the Emerald Claw is about 
to detonate a necrotic resonator that will kill half 
of Sharn, they need to be stopped. But a good 
Eberron story challenges you to think about your 
actions, and the simplest solution may not be the 
best one. 

Human Motives. 

vast majority of people are driven by simple 
motives: Greed. Fear. Pride. Ambition. One 
person just wants to get some gold in their 
pocket. Another wants to impress their 
paramour. A leader forcing the Five 
Nations into war is driven both 
by fear of their neighbors and the 
sincere belief that Khorvaire would 

There are ancient and primordial forces at 
work in Eberron. But there are also misguided 
patriots, religious extremists, and dragonmarked 
houses looking to wring a few more pieces of 
gold out of Khorvaire. There are spies who 
will do anything to protect their nations and 
petty criminals trying to build empires. There’s 

vile villains, but there’s a lot of middle ground in 
between.    
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CHAPTER 1 | NEO-NOIR INTRIGUE10

Everyone Has Regrets. Player characters 
are remarkable people, but that doesn’t mean 
they’re perfect. 5E already encourages you to 

you might consider a few additional aspects: Do 
you have a debt you need to repay and, if so, do 
you need to resolve this in a week or in a year? 
Did you make a tragic mistake, and if so, is it 
something you can ever undo? The Regrets table 
provides a few examples of missteps that might 
haunt you.  

The Balance of Pulp and Noir. As a 
setting, Eberron works with both pulp and noir 
themes. This is a spectrum: on one end you have 
over-the-top swashbuckling adventure—battling 
incarnations of evil on the deck of a burning 
airship! On the other end you have gritty hard-
boiled action in the alleys of Sharn, a brutally 
human scenario where there’s no easy choices. 
The most interesting path often lies between the 
two extremes, but don’t be afraid to focus on one 
end of the spectrum if that’s what suits your story.

1d10
1 While you were serving in the Last 

War, you were forced to abandon 
an injured comrade. You don’t know 
if they survived.

2 You placed your faith and your 
fortune in the hands of a lover who 
betrayed you. You don’t know if you 
can ever trust anyone again. 

3

4 Someone put their trust in you and 
you betrayed them for personal 
gain. You may regret it now, but 
you can never repair the damage 
you’ve done.

5 You squandered your family’s 
fortune and brought shame and 
ruin to your household. 

6 

soldier). While you were serving 
your country, you did unforgivable 
things. 

7 You abandoned your family to 
pursue a life of adventure. Your 
village was destroyed in the war and 
you don’t know if they survived.  

8 You made a bargain with an 

regret. 
9 You made a promise to a child or a 

lover that you failed to keep. 
10 

rage), but you don’t know if there Sam
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CHAPTER 1 | NEO-NOIR INTRIGUE 11

1d10 Debt 
1

Last War, and now you’re being 
blackmailed by someone who has 

2 You’ve got a gambling problem. If you 
can’t repay Daask (see chapter 6), 
you’re going to be playing tag with a 
cockatrice. 

3 You own an uncommon magic item, 
but you had to sell it to a pawn shop. 
If you can’t reclaim it within the 

4 You were making a delivery on behalf 
of the Boromar Clan (see chapter 6) 
and you lost the merchandise. 

5 Someone knows the whereabouts of 
a sibling or loved one you thought lost 

is going to cost you. 
6 

can’t be cured by mundane means. 
If you can’t get a  
soon, you’re going to start showing 
symptoms. 

7 Your family lost everything in the Last 
War. 200 gp would get them a stake in 
a new (farm/inn/stagecoach).  

8 You’ve got a price on your head. 

out for bounty hunters. 
9 You’ve got an opportunity to join an 

only got one month to raise the 
membership dues. 

10 Roll again. It’s not your debt: it’s 
you’re lover’s problem. Can you solve 
the problem before they have to face 
the consequences?

WHY DO YOU NEED  
200 GOLD PIECES?

personality, something that plays an ongoing role 
in your story. But perhaps you have a problem 
that needs to be resolved

This is entirely optional: As a player, you 
could choose to roll or select an option from the 
Debts table. 

Why would you possibly want to take on a 
debt? It’s a way to add depth to your character 
and to provide a compelling, immediate motive 
for adventuring—you’re not just out to get rich, 
you need
It’s also an opportunity to establish something 
that can be part of your character moving 
forward. If you’re trying to reclaim a magic item 
from a pawn shop, it lets you establish that your 
character  that magic item—which could be 
an heirloom, something you created, a gift from a 
mentor—you’ve just temporarily lost it. If you’re 
trying to raise money to join a secret society, 
it establishes that your membership in this 
organization may be a part of the story later on. 

Establishing a debt requires collaboration and 
approval by both player and DM. Work together 
to develop the details: who is blackmailing you? 
What’s this secret society? What’s the story 
behind the magic item you’ve pawned, and what 
sort of item is it? As a player, you present ideas 
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THE LAST WAR
For hundreds of years the continent of Khorvaire 
was united under the Kingdom of Galifar. This 
came to an end with the death of King Jarot in 

the succession spiraled into outright war between 
the Five Nations. 

The Last War was a bitter struggle that forever 
changed the shape of Khorvaire. It was a 
century marked by shifting alliances, with years 
of stalemate interspersed with periods of intense 

the land and the people, but there was worse 
to come. On Olarune 20, 994 YK the nation 
of Cyre was consumed in a magical cataclysm 
now known as the Mourning. The cause of the 
Mourning remains unknown, and many fear that 
it was a consequence of the extensive use of war 
magic. Shock and fear brought the nations to the 

negotiating table, and the Last War came to an 
end in 996 YK with the Treaty of Thronehold. 

While many celebrated the end of the war, 

No one won the war, and deep scars remain. 
War-torn villages and towns are still rebuilding. 
Once fertile farmlands are scorched and ruined. 
There are refugees in every major city. And 
even though people optimistically refer to it as 

, most believe that it’s only a matter 
of time until it begins anew. The mystery of 
the Mourning is the only thing holding the 
warmongers at bay. If the secret of the Mourning 
can be uncovered—if it can be proven that the 
Mourning couldn’t happen again, or if its power 
could be harnessed as a weapon—the Last War 
could begin again. As such, the nations remain in 
a cold war as each makes preparations and seeks 
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CHAPTER 1 | THE LAST WAR 13

MILITARY BACKGROUNDS
The current year is 998 YK. The Last War lasted 
for over a century and only came to an end two 
years ago. As a player character in Eberron, you 
possess remarkable skills. Did you take part in 
the Last War, and if so, in what capacity? If you 
fought, which nation did you serve? Were you 
honorably discharged, or did you abandon your 
cause? If you didn’t take part in the war, why 

The following table provides ideas about how 

Last War. Feel free to change the suggested 
backgrounds. While charlatan is an obvious 
background for a spy, you could easily adapt 
criminal or urchin to the same role. 

1d10
1 You were a common soldier, facing 

the enemy on the front lines of the 
interminable war. (Soldier)   

2 You served on the open seas, whether 

or a smuggler. (Sailor)
3 You commanded troops and led soldiers 

or are you haunted by your failures? 
(Soldier or noble)

4 You were a spy, gathering intelligence 

back in? (Charlatan)
5 You were tasked with maintaining 

morale and raising the spirits of your 
soldiers. (Entertainer)

6 You provided spiritual support to your 
troops. Were you always devout, or did 

(Acolyte)
7 You used your remarkable knowledge as 

part of a military think tank… or perhaps 
you provided arcane support on the 

8 
taking advantage of the war to line your 
pockets. (Criminal or charlatan)

9 
took to protect the innocent have made 
you a local legend. (Folk hero) 

10 

service. Are you haunted by this, or do 

War. 
Dragonmarked Power. The dragonmarked 

houses sold their services to all sides and 

Five Nations are divided and dependent 

questionable if any one nation can impose its 
will upon them.  

Karrnathi Undead. When a series of 
famines and plagues crippled the nation of 
Karrnath, it embraced the Blood of Vol and 
introduced undead into its armies. The religion 
was largely abandoned toward the end of the 

crypts, but some are still in use.
Magical Innovation. Over the course of a 

century of war, the nations and dragonmarked 
houses developed new spells and tools for use 
in the war. Airships and warforged are recent 
developments, and the wandslinger tradition 
emerged from the war. 

The Mourning. This magical cataclysm 
destroyed Cyre and brought the war to an end. 
Cyre is a vast, unrecoverable wasteland and 
those Cyrans who survived the disaster are 
scattered across Khorvaire.

New Nations. Before the Last War, Galifar 
laid claim to all of Khorvaire. A host of new 
states emerged over the course of the war. 
These include the goblin nation of Darguun, 
the elf kingdom of Valenar, the druids of the 
Eldeen Reaches, the monsters of Droaam, 
and more.

Sam
ple 

file



CHAPTER 1 | THE MOURNING14

THE MOURNING
The nation of Cyre was once the heart of the 
united kingdom of Galifar. The Last War took 
a heavy toll on Cyre and its citizens, serving as 
the battleground where all of the Five Nations 
crossed swords. But no one was prepared for the 
disaster that struck in 994 YK. 

Accounts of the Mourning vary. Some say that 

Saerun Road. Others say that the dead-gray 
mists began in the capital city of Metrol and 
spread out from there. What is known for certain 
is that within the space of one day the nation 
of Cyre had been engulfed in a wall of mist, 
and that anything caught within the mists was 

were killed on the day of Mourning. Those who 

territory, those living on the borders who were 

who were able to escape the interior through 
magical means. On Olarune 20, 994 YK, the 
nation of Cyre ceased to exist. 

The Mourning threw Khorvaire into a state 
of shock. Who could unleash such power? Was 
this a weapon, and if so, when would those 
responsible issues their demands? Were its 
borders stable, or could they expand at any 
moment? What was to be done with the Cyran 
refugees surging into every adjacent nation? 

Fear of the Mourning brought the Five Nations 
to the negotiating table, and in 996 YK the 
Treaty of Thronehold ended the Last War. But 
all of those questions remain unanswered. No 
one knows the cause of the Mourning or whether 
it could suddenly expand anew. Breland opened 
its borders to refugees, and Prince Oargev serves 
as de facto ruler in the territory now called New 
Cyre. Despite its grand name, New Cyre is little 
more than a vast refugee camp. Other refugees 
are scattered across Khorvaire; some are treated 
with pity, others with suspicion or anger. And 
fear of the Mourning hangs like a shadow across 
Khorvaire. 

THE MOURNLAND
A wall of dead-gray mist surrounds the remnants 
of Cyre. Beyond the mists lies a land twisted 
by magic, a wound that will not heal. The land 
is blasted and strangely transformed. In some 
places the ground has fused into jagged glass. In 
others, it is cracked and burned. Broken bodies of 
soldiers from various sides litter the landscape—
soldiers whose dead bodies refuse to decompose. 
The Mournland is a vast open grave. 

In the Mournland, the wounds of war never 

mutate into even more foul and horrible 

the land, magical storms that never dissipate. 
Stories speak of living spells—war magic that has 

cloudkills that endlessly search for new victims. 

The only thing that’s predictable about the 
Mournland is that nothing is predictable; any 
sort of monster or horror could be found within 
its borders. And yet, it also holds the wealth 
and treasures of an entire nation, along with 
the secrets of House Cannith and everything 
else that was left behind. It’s dangerous. It’s 
mysterious. But it’s also a dungeon the size of 
a nation, with opportunities for those brave 
enough to enter the mists. 

THE MOURNING AND YOU
The Mourning transformed Khorvaire. Shock 
and fear brought an end to the Last War. In 
making an Eberron character, think about the 
impact it had on you. If you’re from Cyre, what 
did you lose in the Mourning? Family? Friends? 
Are there heirlooms or treasures lost in the mists 
that you’re determined to regain, or loved ones 
you hope to someday see again? Do you feel 
loyalty to your nation and hope to see it restored, 
or have you burned Cyre out of your heart?

Even if you’re not from Cyre, the Mourning 
may have had a profound impact on you. Are 
you afraid that the Mourning could expand, 
or do you prefer not to dwell on such things? 
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If you’re religious, did the shocking tragedy of 
the Mourning cause you to question your faith, 

its mysteries yourself? Do you see it solely as a 
tragedy, or do you hope that this awesome power 
could somehow be harnessed and controlled?

Beyond this, player characters are remarkable 
people. Perhaps you were caught in the 

• As a barbarian you could have been a 
simple peasant caught in the Mourning. 
Everyone else in your community was killed, 
but their spirits were bound to you. Your 
barbarian rage represents you channeling 
these vengeful ghosts. Is there a way to lay 

business they want you to resolve?
• As a sorcerer your arcane powers could be 

the result of your exposure to the Mourning. 
Were you physically transformed as well, 
or are your powers the only manifestation 

of the Mourning? Are you comfortable 
using your abilities, or are you afraid that 
you may be increasing the power of the 
Mourning with each spell you cast? 

• As a warlock your patron could be 
interested in the Mourning and drive you 
to learn more about it. Your patron could 
even be part of the Mourning—whether 
a collective of spirits killed on the Day of 
Mourning, or even a dark and enigmatic 
power that might have been responsible for 
this tragedy. If you take the latter approach, 
do you feel that by using your warlock 
powers you are serving the Mourning? 
Or could it be that you’re siphoning your 
powers from it and believe that you are 
actually weakening it with your actions? 

• As a member of an unusual race, you could 
say that you are actually a creation of the 
Mourning. Perhaps your tortle was 

transformed on the day of Mourning. 

dark power of the Mourning instead of by 
an infernal power. 
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WHAT CAUSED THE MOURNING?

cause of the Mourning. As a DM in Eberron, we 
want 
or if you prefer, to leave it as a mystery that 
will never be solved. With that said, people in 
Eberron itself have many theories about the 
cause of the Mourning; it’s up to you to decide if 
any of them are correct. 

• The Mourning was the result of a century 
of extensive use of war magic. If the nations 
continue to use these magics, the Mourning 
will expand. 

• The dragonmarked House Cannith made 
a fortune selling magical weapons to all 
sides during the Last War. The Mourning 
was the result of research gone horribly 
awry. The secrets can be found in a 
Cannith research facility within the 
Mournland. If this knowledge could 

produce a terrifying weapon.  

• The Mourning was triggered by the release 
of an ancient demon overlord trapped 

lurking in the Mournland and building its 
power, but soon it will be ready to act.  

As a DM, the question you need to ask is 
whether you the mystery of the Mourning 
to be solved, and what the consequences would 
be. Right now, fear of the Mourning holds war 

longer a threat—or if one nation manages to 
harness its power—the war could begin again.
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