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Magic Item Type : Magical armour (breastplate) 

Price (Item Level) : 4350gp (8th) 

Body Slot : Body 

Caster Level : 13th  

Aura : Strong (DC22) abjuration  

Activation : -- 

Weight : 32lbs 

òThis attractive piece of armour is formed 

of high quality steel, reinforced with or-

nately etched brass plates, as well as chain 

sections that protect the shoulders and 

groin. An ancient coat of arms is picked out 

in electrum in the centre of the chest, and 

glows with a steady, pale golden light.ó 

This +1 light fortification breastplate is designed for a 

medium humanoid, and glows with a pale golden light 

that acts as a light  spell (bright light radius of 20ft and 

shadowy light out to 40ft). The light fortification ele-

ment of the armour produces a magical force that pro-

tects vital areas of the wearer more effectively. When a 

critical hit or sneak attack is scored on the wearer, 

there is a 25% chance that the critical hit or sneak at-

tack is negated and damage is instead rolled normally.  

Craft Magic Arms and Armour, Limited Wish  

2000gp (plus 350gp for the masterwork breastplate), 

160xp and five days  

Knowledge (Cormyr) would suffice in identifying frag-

ments of knowledge about this armour;  

DC20 Enchanted for the Cormyrean hero Arkaine 

Hawklin by the respected mage Oskar Viltry, 

this fine piece of armour protected him in many 

of his adventures against the enemies of 

Cormyr. 

DC25 Arkaine is thought to have fallen in combat 

somewhere in the foothills of the Stormhorns, as 

he chased the remaining members of a routed 

band of brigands that had been raiding 

caravans near Suzail. What became of him and 

his distinctive armour, no one is quite sure. 

DC30 It is thought that Arkaine is a distant relative of 

Barandos Hawklin, the head of the noble 

Hawklin family of Suzail. Barandos has quietly 

let it be known that he is willing to pay a decent 

sum to return the armour back to his family 

estate. 

Oskar Viltry, in the Year of the Ebony Cudgel (407 DR)  
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9
th

 of Hammer - Heliogabalus, Damara  

My journey for information on lost armours of the North has led me 

to Damara. My Journey has taken me to the various libraries and 

sages, with whom I had little success until I spoke to the sage histo-

rian Aldous the Grey. His knowledge, and access to that of selected 

allies, of the lands and the various tribal legends provided me with 

much information that I needed for others to pursue the armour 

known as Arkraineõs Valour. Aldous the Gray has also given a list 

of other renowned scholars ð indeed, the report of this armour came 

from one of them ð and I shall do my utmost to maintain links with 

them. He has earned his coin well. 
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Magic Item Type : Magical armour (halfplate) 

Price (Item Level) : 1800gp (6th) 

Body Slot : Body 

Caster Level : 3rd  

Aura : Faint (DC17) abjuration 

Activation : -- 

Weight : 65lbs 

òThis brutal-looking black-tinted halfplate is 

covered with a number of wicked hooked 

spikes that are shaped to resemble fangs. 

Whilst this impressive armour looks well 

worn and generally unkempt, it is obvious to even the 

untrained eye that the spikes have been added to the 

armour at a later date.ó 

This +1 spiked halfplate is sized for a medium human-

oid, and sparkles with a faint eldritch twinkle that has 

no effect on illuminating the immediate area. Whilst 

the armour confers a magical defence bonus, the ar-

mourõs spikes are not enchanted and thus provide no 

other advantage in combat (other than 1d6/x2 damage 

on a successful grapple attack). The spikes count as a 

martial weapon. If the character is not proficient with 

them, they take a ð4 penalty on grapple checks when 

they try to use them. The character can also make a 

regular melee attack (or off -hand attack) with the 

spikes, and they count as a light weapon in this case 

(i.e. the wearer canõt also make an attack with armour 

spikes if they have already made an attack with an-

other off -hand weapon, and vice versa). 

Craft Magic Arms and Armour  

500gp (plus 800gp for the masterwork spiked half-

plate), 72xp and two days  

Knowledge (Thay) would suffice in identifying frag-

ments of knowledge about this armour;  

DC20 The armour is thought to have been first created 

by the dwarven slave-smith Grímur Jónsson 

Thorkelin for his unnamed master several 

centuries ago, for the armour bears his mark in 

several places. 

DC25 The armour was eventually lost in a 

game of cards to the Red Wizard, Droajam (the 

self-styled ñMage of the Sandsò) who had a 

keen interest in gladiatorial combat and owned 

a large and profitable stable of gladiators. 

Recognising the quality of the armour but 

feeling it lacked a certain brutality, Droajam paid 

for the armour to be tinted black and enhanced 

with a number of wicked-looking spikes. 

DC30 The armour was worn by a half-orc gladiator 

named Hranx the Fang, who gained a degree of 

notoriety and success based on his prodigious 

strength and fondness for using the spikes to 

create horrendous injuries. However, Hranx was 

poisoned in his last bout, and this once-feared 

armour has faded from view. 

Gr²mur J·nsson Thorkelin, in the Year of the Leaping 

Frog (1266DR)  
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27th of Hammer ð Uthmere, the Great Dale  

Information has arrived for my attention, detailing the Thayan ar-

mour known as the Armour of the Fang . I wish I had seen this 

armour in use ð I would have bet much coin on its wearer if the 

armour is as effective as history tells us. Still, I feel that this armour 

will be searched for as a priority, for it seems to provide both im-

proved protection and intimidation. My report has been dispatched 

promptly, and I expect to be well paid for it.  
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Magic Item Type : Magical armour (scale mail) 

Price (Item Level) : 4200gp (9th) 

Body Slot : Body 

Caster Level : 6th 

Aura : Moderate (DC18) abjuration 

Activation : -- 

Weight : 33lbs 

òThis well-crafted scale mail is formed from 

thick scales of the finest steel laid on a back-

ing of wyvern leather. Although slightly 

heavier than most armour of a similar style, its inherent 

quality is obvious, though it lacks any formal signs or 

symbols from any previous owners, or any sign of dam-

age from any previous conflict.ó 

This +2 scale mail is sized for a medium humanoid 

and sparkles with a faint eldritch twinkle that has no 

effect on illuminating the immediate area.  

Craft Magic Arms and Armour  

2000gp (plus 200gp for the masterwork scale mail), 

168xp and five days  

Knowledge (Calimshan) would suffice in identifying 

fragments of knowledge about this armour;  

DC15 This fine armour was created by the warlock 

Wassimir Kyrklan several hundred years ago for 

a trusted bodyguard, the tiefling fighter 

Kalghaler the Beast. Operating in the city of 

Memnon, this armour was recognised for its 

inherent quality as well as the brutality of its 

tainted bearer. 

DC20 Wassimir Kyrklan was known to be a consort of 

all things from the Nine Hells, although he kept 

his affairs very discrete. However, in his 

unnaturally long lifetime, it was persistently 

rumoured that he was involved in a number of 

unspeakable deeds, and was fond of abducting 

waifs and strays for his own despicable 

purposes before sacrificing them to his patron. 

However, the authorities continually resisted 

calls to investigate him, leading to calls of 

corruption and complicity. 

DC30 It is rumoured that Wassimir himself carried the 

diluted blood of Mammon, and that Wassimirôs 

hubris grew after sacrificing many souls to his 

patron, which directly lead to his death. He was 

attempting to deal with a powerful barbed devil 

that he had summoned, when a mouse passed 

over the threshold of the summoning circle that 

Wassimir had chalked out, breaking the 

protection the circle offered. The devil, its name 

unrecorded, cremated Kalghaler from within his 

fine armour then seized Wassimir and dragged 

him, screaming, to Hell. The armour, along with 

other treasures, was claimed by various thieves, 

after the building began falling into disrepair. Its 

present whereabouts remain unknown. 

Wassimir Kyrklan, in the Year of the Minotaur Paladin 

(1067DR) 
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11th of Alturiak ð Alagh¹n, Turmish 

I have picked up information about a legendary armour simply 

known as the Armour of the Guardian from a Calishite trader. A 

very superstitious man, it took me a long time to persuade him to 

tell me about the armour, and he remained nervous throughout. 

However, I feel he has a given me enough insight to forward a rea-

sonable report to my masters. 
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Magic Item Type: Magical armour (scale mail) 

Price (Item Level): 5200gp (10th) 

Body Slot: Body 

Caster Level: 6th 

Aura: Moderate (DC18) transmutation 

Activation: -- 

Weight: 31lbs 

òThis polished steel scale mail is beautifully 

crafted, with patterns of inlaid gold and mithril that seek 

to dazzle and enthral those who look upon the armour. 

Here and there, small gemstones can be seen studded on 

the largest sections of this armour, adding to the overall 

effect and value.ó 

This +2 scale mail is sized for a medium humanoid 

but does not glow with any eldritch light. It also pro-

vides the wearer with a +1 enhancement bonus to Cha-

risma whenever it is worn.  

Craft Magic Arms and Armour, Eagleõs Splendour 

2500gp (plus 200gp for the masterwork scale mail), 

208xp and six days 

A Knowledge (religion) would suffice in identifying 

fragments of knowledge about this armour;  

DC15 The armour was originally created by the noted 

aasimar smith Bree Jagdea, a master at 

creating items of breathtaking beauty for 

distinguished allies of his god, Tempus. Many 

items that he created were enchanted by the will 

of Tempus, and have helped many of his clergy 

both on and off the field of battle. 

DC20 During one of the many conflicts and skirmishes 

between the city-states of Cimbar and Arkanax, 

young and capable paladin-elect of Tempus 

named Araki was serving his master as squire 

and confidante. Requested to bear a message 

to a large unit of mercenaries that formed a 

tactical reserve, Araki was ambushed and 

gravely injured by a group of skirmishers from 

the opposing force. Making his peace with 

Tempus, Araki attempted to rise and meet 

them in combat. However before he could, a 

half-orc heavy infantryman from the 

mercenaries lumbered into the conflict. 

Moments later, three of the skirmishers were 

dead, another two were dying and the rest had 

been driven away. 

DC25 Araki was escorted to the mercenaryôs area by 

the half-orc, and the message was delivered in 

a timely fashion to favourably influence the field 

of battle. And yet, the simple half-orc had 

disappeared in the fray, leaving no name or 

even letting Araki thank him for his deed. 

Despite searching for him amongst the 

mercenaries, none knew of him. Araki left word 

with many that day for the half-orc hero to 

identify himself at any Church of Tempus, where 

he would be rewarded for his skill and modesty. 

Araki returned to the church at the earliest 

opportunity and requested that a fine armour be 

created for his saviour ï it was never claimed. 

DC30 The armour was passed down to promising 

members of the clergy, along with the story of 

its creation. It continued to serve as inspiration 

to many young warriors and martial clerics, until 

its loss some years ago in a conflict against a 

cult of beholders. 

Bree Jagdea, in the Year of the Rotting Word (905DR) 
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19th of Alturiak - Cimbar, Chessenta  

The Armour of the Unknown Hero appears to be a local legend 

around here, although many do not subscribe to the followings of 

the thrice-damned Tempus! However, possession of the armour 

would provide my patrons a considerable advantage ð monetary or 

otherwise... 
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Magic Item Type : Magical armour (breastplate) 

Price (Item Level) : 9350gp (12th) 

Body Slot : Body 

Caster Level : 9th 

Aura : Moderate (DC20) abjuration 

Activation : -- 

Weight : 28lbs 

òThis masterful breastplate is created from 

the finest steel that has been polished to a bright sheen, 

and inlaid with a series of intricate designs in gold. 

When viewed for several moments, you realise that the 

obscure design depicts the stars of a distant night sky 

circling around celestial body, whose form bears the 

likeness of a beautiful human female.ó 

This +3 breastplate  is sized for a medium human-

oid, and it sparkles with a gentle silver eldritch 

twinkle that illuminates the area equivalent to a 

Light spell (bright light radius of 20ft and shad-

owy light out to 40ft).  

Craft Magic Arms and Armour  

4500gp (plus 350gp for the masterwork breast-

plate), 374xp and ten days 

Knowledge (the Border Kingdoms) or Knowledge 

(religion) would suffice in identifying fragments of 

knowledge about this armour;  

DC20 This ancient breastplate was created by the 

crusading paladin Hrogar Hereot to assist him in 

fighting a large group of evil werewolves that 

threatened a number of communities in what is 

now the Border Kingdoms. A devout worshipper 

of Selûne, Hrogar dedicated himself to limiting 

the predations of evil lycanthropes after the loss 

of his wife, Atalôai, and young family to a 

singularly powerful werewolf. 

DC25 The armour defended the young paladin well for 

many years, for he was truly blessed by Selûne 

and furthered her interests against the evil 

shapechangers, seemingly immune to their foul 

taint. Indeed, he was so successful that many 

evil lycanthropes sought refuge in easier 

regions away from his deadly sword and 

burning zeal. 

DC30 Hrogar never remarried, and died without 

naming an heir, whilst his success lead to him 

being named as a minor saint by the Selûnite 

faith (although his name is rarely recognised or 

invoked nowadays). His famed breastplate, 

amongst other treasures, was claimed by his 

faith but all were stolen many centuries ago by 

parties unknown. It is said that the church would 

pay a handsome reward for the breastplateôs 

return. 

Hrogar Hereot, in the Year of the Secreted Phylac-

tery (280DR) 
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23rd of Alturiak - Cimbar, Chessenta  

Today I received information on Ataõlaiõs Breastplate as being in 

the region of the Border Kingdoms whilst deciding to move on from 

Cimbar. Who would have thought that a Sel¾nite paladin would 

have created such a fine piece of armour, and that his faith would 

have been equally careless as to have lost it after his death?! Fools! 
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Magic Item Type : Magical armour (studded 

leather) 

Price (Item Level) : 16175gp (14th) 

Body Slot : Body 

Caster Level : 15th 

Aura : Strong (DC23) abjuration 

Activation : -- 

Weight : 20lbs 

òThis bleached leather armour has been 

tinted a pale blue and bears the stylised 

symbol of a sun in the centre of the chest. A 

series of highly polished brass studs radiate from the 

sun, as if they are forming the very beams of light. The 

armour is faintly warm to the touch and is both flexible 

and supple.ó 

This +2 studded leather of spell resistance is sized for a 

medium humanoid and twinkles with a faint eldritch 

glow when worn (which has no effect on illuminating 

the immediate area). This armour provides the wearer 

with spell resistance 13.  

Craft Magic Arms and Armour, Spell Resistance  

8000gp (plus 175gp for the masterwork studded 

leather), 647xp and 17 days 

Knowledge (Border Kingdoms) would suffice in identi-

fying fragments of knowledge about this armour;  

DC15 Created for the famed paladin of Lathander by 

Milan Blansher over a century ago, the amour 

that became known as Atmaôs Bastion was 

created to protect her from the predations of 

many opponents who were able to cast 

damaging magic against her in combat, yet light 

enough to ensure that she was able to maintain 

her impressive mobility in combat. 

DC20 However, in the Year of the Shattered Altar 

(1264DR), the amour was lost along with the 

rest of her equipment when Atma lost her life 

fighting a green dragon somewhere in the 

Western Heartlands. 

 

 

DC28 The player character receives 1d4-1 credible 

rumours as to the dragon that was being fought 

when Atma lost her life, and in whose horde the 

armour now lies. 

Milan Blansher, in the Year of the Bold Knight 

(1249DR) 
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26th of Alturiak - Airspur, Chessenta  

A report on the armour known as Atmaõs Bastion has arrived in 

my possession.  How many things did this wench have? It has been 

passed on to me from an ally whilst passing through the Border 

Kingdoms, whose knowledge of a local legend intrigued him and 

began to enquire locally for more information. The presence of the 

green dragon also intrigues me ð I wonder what else it hides within 

its hoard, if it is strong enough to deal with a self -righteous paladin 

and her allies.  
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Magic Item Type : Magical armour (full plate) 

Price (Item Level) : 20650gp (15th) 

Body Slot : Body 

Caster Level : 10th 

Aura : Moderate (DC20) illusion 

Activation : -- 

Weight : 53lbs 

òThis impressive looking full plate armour is 

jet black in colour, having been tinted with the essence 

of shadow at its inception. Its very edges are hazy and 

its black enamelled plates remain difficult to focus 

upon, as if it is formed of shadow and smoke. However, 

with the few glances that strike solid surface, you get the 

twin impressions of both its inherent worth and that it 

was not born of this world.ó 

This +2 improved shadow full plate is sized for a 

medium humanoid but does not glow with any 

eldritch light. This armour is jet black and blurs 

the wearer whenever she tries to hide, granting a 

+10 competence bonus on Hide checks. (The ar-

mourõs armour check penalty still applies nor-

mally).  

Craft Magic Arms and Armour, Invisibility  

9500gp (plus 1650gp for the masterwork full 

plate), 826xp and 21 days 

Knowledge (the Planes) would suffice in identify-

ing fragments of knowledge about this armour;  

DC20 This dark armour was created for the renowned 

fallen paladin Vander Marquall by an unknown 

devil from the infernal planes, and gifted upon 

him by his patron. Marquall was as famed for 

political savvy as his bloody rampages, being 

owed many favours whilst besting a large 

number of champions in personal combat on the 

battlefield as he led his mercenary force from 

conflict to conflict. 

DC25 His mercenary force was known as Marquallôs 

Legion, a force that was formed from the 

remainder of a tribe of hobgoblins whose martial 

tenacity leant themselves to life as mercenaries 

for unscrupulous masters. It is not recorded 

where Marquall fell, but it is thought that he and 

his legion perished in one of the many conflicts 

between Thay and Aglarond. 

DC30 It is rumoured that Marquallôs patron was no 

less than the fallen infernal general, Moloch ï a 

fearsome and martial master indeed ï and that 

every champion bested by Marquall was 

sacrificed in Molochôs name. 

Unknown, in or around the Year of the Immoral 

Imp (1185DR) 
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26th of Alturiak - Airspur, Chessenta  

The report of the armour known as Black Hades reached my table 

this afternoon and I thoroughly enjoyed reading it over my dinner. 

Now this is an armour that I can appreciate! Perhaps the gold I 

shall receive for this report will allow me to pursue the attentions of 

a fine young wench I spied earlier in the baré 

BBB L A C KL A C KL A C K    HHH A D E SA D E SA D E S    



Magic Item Type : Magical armour (studded 

leather) 

Price (Item Level) : 19175gp (15th) 

Body Slot : Body 

Caster Level : 7th  

Aura : Moderate (DC18) necromancy 

Activation : Swift (command - ñGraôathôlaò) 

Weight : 20lbs 

òThis foul leather armour has been made 

from the dried flesh ripped from the hides of 

a dozen young women and dyed a deep, 

inky black. The leather has been expertly cured, beauti-

fully stitched and polished to a high sheen before being 

studded with hundreds of fragments of bleached white 

bone. A sense of despondency and horror permeates the 

environment immediately around the armour.ó 

This +2 fearsome studded leather is sized for a medium 

humanoid and does not glow with any eldritch light. 

For a description of the fearsome ability please refer to 

the Magic Item Compendium , page 11. 

Craft Magic Arms and Armour, Fear  

9500gp (plus 175gp for the masterwork studded 

leather), 767xp and twenty days  

Knowledge (Tethyr) or Knowledge (religion) would suf-

fice in identifying fragments of knowledge about this 

armour;  

DC15 This foul armour was created by the foul half-orc 

cleric Khrel Kas Obarkon, a depraved and foul 

follower of Yurtrus and assassin-for-hire. Raised 

in a particularly brutal orc clan within the 

borders of Tethyr, Obarkon found solace within 

the worship of Yurtrus and became adept at the 

killing of his oppressors through stealth and 

poison. 

DC20 After slaying and skinning more than a dozen 

valuable slaves as a sacrifice to Yurtrus, 

Obarkon was banished from the tribe and left to 

ply his trade up and down the coast regions of 

Tethyr and Amn. Brutally effective, he is 

thought to have killed more than forty people, 

each marked by a single skull tattooed onto 

his shoulders and back. 

DC25 Obarkon was eventually slain by a Shadow 

Thief who had been marked for elimination, 

caught unawares by the fact that his target was 

already dead and considerably more difficult to 

slay than Obarkon had first thought. None know 

what happened to his distinctive black armour. 

Khrel Kas Obarkon, in the Year of Silent Steel 

(1254DR) 

AAA R M O RR M O RR M O R    O FO FO F    T H ET H ET H E    RRR E A L M SE A L M SE A L M S    III    

5th of Ches - Hlondeth, the Vilhon Reach  

Today I received information on the armour known as Boneflesh 

from an allyõs brief visit to Tethyr, based upon the information I 

had received from a minor sage in Amn. Although he had gained 

much information, and prudently sent me the information, he had 

aroused the suspicions of the city guard with his indiscretion. I 

hear his head now rots on a spike at some city gate. Oh, well ð I 

guess he wonõt need his fee now, but I shall have to remain cau-

tious whenever I travel to Tethyr. 

BBB O N E F L E S HO N E F L E S HO N E F L E S H    



Magic Item Type : Magical armour (breastplate) 

Price (Item Level) : 25350gp (15th) 

Body Slot : Body 

Caster Level : 6th  

Aura : Moderate (DC18) abjuration and enchantment 

Activation : -- 

Weight : 30lbs 

òThis stunning breastplate is forged from the 

finest bronze, and alchemically treated to be as 

hard as steel. Across the chest are a pair of 

rearing horses, picked out in silver, and lengths of high 

quality steel chainmail guard both the upper arms and 

the upper legs.ó 

This +2 breastplate is sized for a medium human-

oid and does not glow with any eldritch light. 

When worn by a barbarian, or any humanoid with 

the ability to Rage, the duration of the wearerõs 

Rage lasts an extra three rounds. 

Craft Magic Arms and Armour, Rage  

12500gp (plus 350gp for the masterwork breast-

plate), 1014xp and 26 days 

Knowledge (Vaasa) or Knowledge (Underdark) 

would suffice in identifying fragments of knowl-

edge about this armour;  

DC20 This powerful piece of armour was created by 

the wandering horselord Unfero the Slayer only 

a few decades ago. A brutal warrior fond of 

picking fights, his foul temper was legendary 

and his bloodletting equally furious. 

DC25 Leading his tribe of nomadic barbarians along 

the ancient routes that his ancestors had always 

followed, Unfero met many opponents and 

bested many of them in combat, either adding 

their strength to the tribe or their dismembered 

bodies for the crows. 

DC30 Unfero was eventually slain by a cabal of 

strange creatures whose tentacles devoured his 

mind, before breaking the will of every other 

member of his tribe and leading them deep into 

the sunless caverns of their home. It has been 

reported that his fine armour now graces the 

stinking hide of a quaggoth, whose new-found 

endurance and ferocity has risen him to the role 

of bodyguard for his master. 

Unfero the Slayer, in the Year of Spilled Blood 

(1315DR) 

AAA R M O RR M O RR M O R    O FO FO F    T H ET H ET H E    RRR E A L M SE A L M SE A L M S    III    

6th of Ches - Hlondeth, the Vilhon Reach  

A report has reached my attention from Aldous the Gray and he 

has earned his money yet again! Both the Breastplate of Blood-

lust and the Breastplate of the Cabalist will certainly pique 

the interest of my masters, and earn me yet more coin. I have 

enjoyed these particular tales, and I think I shall pursue them as 

a personal project whenever I get the chance. I must ensure that 

Aldous receives a little bonus for his assistanceé 

BBB R E A S T P L A T ER E A S T P L A T ER E A S T P L A T E    O FO FO F    BBB L O O D L U S TL O O D L U S TL O O D L U S T    



Magic Item Type : Magical armour (breastplate) 

Price (Item Level) : 1350gp (4th) 

Body Slot : Body 

Caster Level : 3rd 

Aura : Faint (DC17) abjuration 

Activation : -- 

Weight : 29lbs 

òThis solid steel breastplate is tinted a deep blue, with a 

number of foul symbols picked out in the brightest silver. 

On the chest, a silver skull wearing a golden crown is 

prominently positioned and, as your eyes cast over it, 

the eyes flare briefly with a deep red glow.ó 

This +1 breastplate is sized for a medium humanoid 

and it glows with a deep blue eldritch glow, that illu-

minates the area equivalent to a Light spell (bright light 

radius of 20ft and shadowy light out to 40ft).  

Craft Magic Arms and Armour  

500gp (plus 350gp for the masterwork breastplate), xp 

and days  

Knowledge (Damara) or Knowledge (religion) would 

suffice in identifying fragments of knowledge about 

this armour;  

DC15 This fine breastplate was created by a minion of 

Zhengyi the Witch King just after he assumed 

power in Damara, as a reward to himself. 

Aeshere Earnaness was a tiefling warlock of no 

small power or influence, and had faithfully 

served Zhengyi for several years as a 

commander of a small contingent of 

spellslingers. 

DC20 Earnaness, a devoted follower of Velsharoon, 

continued to serve Zhengyi faithfully after he 

conquered Damara by becoming a master 

torturer and information broker ï running a 

number of informants within the Damaran 

communities and attempting to subvert the 

Ilmateran monks of the Monastery of the Yellow 

Rose to the way of his master. 

 

 

DC25 When Zhengyi was defeated by Gareth 

Dragonsbane and his allies, Earnanessô 

subverted allies either fled Damara or were 

caught and executed by their communities. 

Earnaness himself disappeared one night, along 

with his fine armour and a considerable fortune 

in gems and magic that had been acquired 

through dubious means. He has never been 

seen since. 

Aeschere Earnaness, in the Year of Bright Blade 

(1347DR) 

AAA R M O RR M O RR M O R    O FO FO F    T H ET H ET H E    RRR E A L M SE A L M SE A L M S    III    

BBB R E A S T P L A T ER E A S T P L A T ER E A S T P L A T E    O FO FO F    T H ET H ET H E    CCC A B A L I S TA B A L I S TA B A L I S T       


