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A Brief Overview of Eberron

WHAT IS EBERRON
• A world of industrialized magic and pulp adventure.
• A setting recovering from a century long war.
• A place where culture is more important than racial traits.
• A land of conspiracy and intrigue.

HISTORY OF
THE WORLD
• Myths say that the world of Eberron was
created in a conflict between three cosmic
dragons.
• Many civilisations have risen and fallen
across the many millennia, including the
Giants of Xen’drik and the Dar of Dhakaan.
• The Kingdom of Galifar was founded on
the continent of Khorvaire by the common
races.
• In modern times, a 100 year long civil war
has fragmented the Kingdom of Galifar.

THE KINGDOM OF
GALIFAR
• Most adventures in Eberron take place in the
continent of Khorvaire, in what was once the
Kingdom of Galifar.
• Galifar consisted of five distinct nations, each with
their own distinct cultures.
• Many races make up the population of Khorvaire,
and there are no humanoid races that are considered
“monstrous” or innately evil.
• While the Kingdom of Galifar no longer exists, the
five nations still follow its laws.

DRAGONMARKS

DRAGONMARKED HOUSES
• Throughout history, seven of the common races in Eberron manifested
arcane marks known a Dragonmarks.
• The Dragonmarked Houses run many essential services across the
continent of Khorvaire.
• Many of Eberron’s signature inventions are pioneered and run by the
Dragonmarked Houses.

• Among the humans of Khorvaire, four
Dragonmarks have formed.
• House Orien was founded by the families
bearing the Mark of Passage, running caravans
and coaches across the nation. They also
manage the continent spanning Lightning Rail.
• House Vadalis breeds and trains animals, of
both the mundane and magical variety. Many
exotic cavalry units across Khorvaire seek the
services of those with the Mark of Handling.
• House Cannith is the house of artifice and
invention, responsible for the creation of many
innovations across Khorvaire. The Mark of
Making is the crux of the industries of the Five
Nations.

• House Deneith members bear the Mark of
Sentinel. Warriors and bodyguards, they
provide security for clients and broker the
services of mercenary forces.

• House Tharashk draws its members from the
Mark of Finding, which manifests amongst
humans and half-orcs. The sharpened senses
and hunter's instinct have been turned to
tasks such as bounty hunting and
prospecting.
• House Jorasco and House Ghallanda are both
founded by Halfling families who manifested
Dragonmarks. They respectively bear the
Mark of Healing and the Mark of Hospitality.
Jorasco Hospices and Ghallanda Inns are
common across the land, and all find need of
them.
• House Kundarak finds its roots in the Mror
Holds. This Dwarven Clan bear the Mark of
Warding. Kundarak Dwarves can be found
acting as Jailers, Bankers, and Locksmiths.

• House Sivis stands as the least noticed and most
influential house. The gnomes of Sivis use their
Mark of Scribing to operate speaking towers and
to train scribes and cartographers. All knowledge
flows through Sivis’ tiny gnomish hands on the
way to becoming public knowledge.
• House Lyrandar boasts the Mark of the Storm,
taming the winds to guide ships to their
destination. These half-elves dominate the seas
and the skies, operating flotillas of merchant
vessels and the rare and prestigious airships.
• House Medani consists of half-elves bearing the
Mark of Detection. Sharpened wit and intuition
are coupled with extra-sensory perception to
make Medani the leading edge in investigation
and intelligence.
• House Phiarlan and House Thuranni are two
sides of the same coin. The ancient elven house
and its offshoot are marked with the Mark of
Shadows, allowing them to weave illusions and
avoid detection. Artisans, bards, and artists can
find sponsorship amongst their guilds, all while
the houses run subterfuge operations unseen.

INDUSTRIALISED MAGIC
• Magic is commonplace in Khorvaire, with low level
magics being something seen in everyday life.
• Magical items are used in ways we might expect
technology to be used, from communications to cleaning.
• Cantrips are easy to learn and are in common use across
many jobs across the continent.
• The Dragonmarked Houses use items to enhance their
marks to produce powerful effects, like powering the
lightning rail network that runs across the continent.

The last war

• The Last War was a war of succession fought between the five nations of Galifar.
• The Kingdom of Galifar was fragmented into many different nations and states over the course of
the war.
• The Last War stopped after a magical cataclysm destroyed Cyre, the capital of Galifar.
• Eberron campaigns start two years after the last war, in the year 998 YK and the scars of the
conflict are still fresh.

• Many adventurers in the current day have some experience in the war. Consider if your character fought in
the war, did their fighter training originate on the battlefield?
• The arms race of the Last War led to many magical innovations. Massive siege staffs were used to bombard
enemies.
• The Warforged were born in this conflict, built for war. While the initial Warforged Titans and Raptors
were nonsentient, the creation of automatons to fight led to the creation of a new race.
• A number of nations sought and found independence during the war, such as Darguun and Zilargo.

The Five Nations

THE NATIONS OF KHORVAIRE
AUNDAIR
• Aundair is the most magically
advanced of the nations.
• It is a land of high culture, with fine
fashion and even finer wines.

BRELAND
• Breland is the most cosmopolitan
nation in Khorvaire.
• The people of Breland are practical
and independent.

Thrane
• Thrane is a theocracy, ruled by
the Church of the Silver Flame
• Faith and conviction are
trademarks of the Thranish
people.

Karrnath
• Karrnath is a nation of martial
tradition and pride.
• During the war, Karrnath turned
to necromancy to bolster their
efforts.

THE MOURNLAND
• The Mournland is the remnants of the nation
of Cyre.
• It is a blasted, war-torn, wasteland filled with
twisted monstrosities and strange magics.
• Salvagers make trips intro the Mournland in
search of cutting-edge artifice and other lost
works of art.

THE NATIONS OF KHORVAIRE
• Darguun was once part of Cyre, conquered when the goblinoid armies
hired by Cyre turned on them and claimed the land. It is a land under
martial rule, and one of the few places in Khorvaire where slavery
continues.
• The Mror Holds are a confederation of Dwarven Clans. The heart of
dwarven culture. Below it lies the recently discovered ruins of a vast
dwarven empire, whose history is still yet unknown.
• Droaam is a nation of monsters, ruled by three mythical hags known
as the Daughters of Sora Kell. Tieflings, trolls, ogres, harpies, and
other races live here, forging their own society.

THE NATIONS OF KHORVAIRE
• Zilargo is the homeland of the gnomes. An idyllic state with little
crime or public disturbance, Zilargo runs on schemes and subterfuge,
all contained by a ruthless secret police.
• The Talentan Plains stretch across the land between the Mournland
and Karrnath. It is inhabited by the nomadic halfling tribes and their
dinosaur mounts.
• The nation of Valenar is a military beachhead. While the native Cyrans
and half-elves call it home and manage the government, its royalty and
military consist of the Tairnadel Elves from Aerenal.

• Consider where your character is from. Has the sensibilities and culture of
their nation influenced their personality?
• The Five Nations are a cosmopolitan place, and you can find many races
in any given nation. Culture is more important than race here, and even
races which are rarely seen are treated with dignity.

Races of
Eberron

RACES OF EBERRON
• The Nations of Khorvaire are home to the common races found in the
PhB and Rising from the Last War.
• These include Humans, Dwarves, Elves, Halflings, Gnomes, HalfElves, Half-Orcs, Warforged, Goblinoids, Orcs, Changelings and
Shifters.
• Each of these races has their own rich history and culture, along with
the culture of the nation they originate from.

UNIQUE RACES OF EBERRON
• The Warforged are a race of sentient constructs
made to fight in the last war and now left
without a purpose or future.
• The Changelings are shapechangers, capable of
shifting their appearance to mimic others.
• The Shifters are a were-touched race, in touch
with their primal nature and the wilds.

RACES OF EBERRON
• Humans are one of the most common races of Khorvaire,
having arrived from Sarlona over 3000 years ago. They can
be found in every nation in Khorvaire.
• Elves hail from the continent of Aerenal. While the Elves
of the five nations bear similar cultures and ideologies, the
Elves of Aerenal and Valenar are isolationist and have
distinct cultures.
• Aerenal Elves are a culture which worship their undying
ancestors. Their leaders are a council of liches sustained by
positive energy.
• Tairnadel Elves are a warrior culture, venerating their
ancestors by replicating their great deeds. The Valaes Tairn
tribe would go on to found Valenar and are known to raid
nearby settlements and trespassers upon their land.

RACES OF EBERRON
• The Orcs of Eberron are primal, in tune with nature. One of the oldest
practitioners of Druidic Magic, the Orcish Gatekeepers sealed away eldritch
horrors long in Eberron’s past. In the Demon Wastes, Ghaash’kala Orcs stand
guard over entryways into fiend infested tunnels.
• Half-Orcs originate primarily from the Shadow Marshes, where Orcish and
Human communities intermingled, with most that move to the other nations being
associated with House Tharashk.
• Goblins, Hobgoblins, and Bugbears are the aboriginal people of Khorvaire. They
once built a grand empire across Khorvaire, but it has long since crumbled. The
Dar, as they call themselves, still dream of rebuilding this empire. While
Goblinoid culture is diverse and can seem backwards, they prize honour and duty.
• Gnomes in Eberron are cunning and sharp witted. Their curiosity and knack for
gathering information has led them to be the main contributors to literacy and
communication across Khorvaire.

RACES OF EBERRON
• The Half-Elves of Eberron are not simply the children
of Elves and Humans. The Khoravar, as they are
known as, have formed their own racial identity over
the centuries. The Khoravar prize hospitality and a
community spirit, and are nearly as prevalent as
humans.
• Halflings in Eberron hail from the Talenta Plains,
where they tamed dinosaurs and congregated in
nomadic tribes. Halflings have a strong sense of
community and family.

• Dwarves in Eberron are found across Khorvaire. Stout
and sturdy, Dwarves are typically loyal to a fault. Their
origin is a mystery, with recent excavations revealing
ancient ruins running under the Mror Holds.

Oracle Of War
Characters

ORACLE OF WAR CHARACTERS
• Oracle of War characters can be made using the resources from the Players’s
Handbook, Eberron: Rising from the Last War, Xanathar’s Guide to
Everything, Tasha’s Cauldron of Everything, Volo’s Guide to Monsters, and
Mordenkainen’s Tome of Foes.
• Ability Scores for Oracle of War characters are determined using standard
array or point buy.
• Swapping proficiencies via the customising your origin rules in Tasha’s is
allowed in Oracle of War.
• The Optional Class features from Tasha’s are available for use as well.
• Characters in Oracle of War can be rebuilt at any time before 11th level.

Fitting into
the world

ARRIVING AT SALVATION
• The Oracle of War adventure path begins in the town
of Salvation.
• Salvation is a frontier town at the edge of Breland,
right at the border of the Mournland. It is inhabited by
salvagers who delve into the ruins of Cyre in search
of artifice and valuables.
• What brings your character to the frontier. Is it the
hope of riches, a higher calling, or something else?

FITTING INTO THE WORLD OF EBERRON
• What nation or culture does your character come from?

• Consider what lasting effects the war has had on your character.
• What drives your character to adventure?
• What unique aspects of the setting do you want to incorporate into your
character?
• The Oracle of War Players Guide includes a number of campaign specific
backgrounds which will come into play across the adventure path.

MAKING YOUR
CHARACTER
• You can use the customisation options
from Tasha’s to customise your character.
• Consider changing your character’s
languages. For example, a Half-Elf who
grew up in the slums of Sharn might
speak common, halfling and goblin.
• Customizing your Origin is a great way
to reflect the skills and languages your
character might have picked up from
your nationality.
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