The Darkwood Mask (and Eberron®) Glossary
For Those Unfamiliar with the Setting
Aerenel – The island homeland of the elves. It is a mystic society that places great value on its own ancestry. Sometimes the elves even raise their noblest ancestors from the dead (they call them 'deathless') in order to bring wise counsel to the living. The religion and government of the Aereni is the Undying Court, which is essentially a collection of counselors raised from the slumber of death to provide spiritual and political guidance. However, according to the Undying Court, even death is but a stage of life. And unlike the undead, the deathless are bodies animated by “positive energy.” 
artificer – A profession that combines a wizard with a scientist. Artificers are the “techno-magic” innovators of Eberron.

Blood of Vol – An ancient cult with a nefarious reputation for revering the undead. Followers of the Blood of Vol, known as Seekers, believe that the gods are pretenders (powerful bullies) and that true divinity can only be found within one's own blood. They place great value on bloodlines and lineage—the older and purer the bloodline, the more powerful it is. Higher members of the clergy can actually animate the dead. Though the Blood of Vol was all but outlawed by Karrnath's king, the cult has a long history with the nation. Earlier in the Last War, it was instrumental in saving Karrnath from true defeat when it offered to bolster Karrnath's armies by raising its own fallen solders as skeletons and zombies.

Breland – The largest and most tolerant of the Five Nations. It is a feudal kingdom governed by King Boranel and an elected and aristocratic parliament. The capital city is named Wroat, but the largest metropolis is Sharn.

changelings – A race descended from humans and doppelgangers (an alien species known for powerful shapeshifting abilities). Changelings have a limited ability to take the shape of any person; this deception isn't infallible, but it's always difficult to identify one.

creation forge – A powerful machine used by House Cannith to produce and “grow” warforged soldiers. Creation forges are always located in secluded (usually underground) facilities known as forgeholds.
Cyre – Once one of the Five Nations, Cyre was utterly destroyed by a magical cataclysm two years before the end of the Last War. No one knows what caused the Day of Mourning, as it is called. Today, Cyre is known as the Mournland—a devastated wasteland full of deadly magic anomalies.
Dark Lanterns – Part of the King’s Citadel, the Dark Lanterns are the secret agents of the King of Breland. Spies, assassins, and intelligence gatherers.

Day of Mourning – See entry: Cyre
Dolurrh – The realm of the dead. A spiritual plane where it is commonly believed that all souls pass into. Dolurrh is portrayed as a vast, gray, and memory-sapping realm.

dragonmarked houses – Thirteen extended noble families, some of whose members manifest dragonmarks. The dragonmarked houses are more like powerful corporations than real families, however, as they employ thousands of people and generally hold a monopoly on certain aspects of society. Members of a dragonmarked house use a d’ preceding their house name. (E.g. Aarren d’Cannith from House Cannith.)
dragonmarks – Magical birthmarks that appear on the skin usually during adolescence; they resemble elaborate tattoos but they're beneath the skin and grant their owners certain magical abilities, depending on which dragonmarked house they're a part of. Only members of a dragonmarked house can develop one.
dwarves – A stout, bearded, and industrious race originally hailing from mountainous regions.

elves – A long-lived race, elves are as tall as human but are typically more graceful and lithe in appearance. They have pointed ears and fair features. Their homeland is an island called Aerenal.
Eberron – The name of the world (or planet). It's also the name given to the progenitor dragon whose body is said to have formed the earth as told in creation myths.

Five Nations – Aundair, Breland, Cyre, Karrnath, and Thrane: the nations that once comprised the great Kingdom of Galifar. They splintered and fought one another over succession when the last king of Galifar died. That conflict came to be called the Last War.
Galifar – The great kingdom that once dominated the continent of Khorvaire, which was ruled by the royal ir’Wynarn family. When the last king of Galifar died, his children fought against one another, each desiring the throne. Thus the Last War had begun, as each of the Galifar heirs—each already a prince or princess of the five provinces (the Five Nations)—struggled for succession.
gnome – A knowledge-hungry race, gnomes are smaller than dwarves but taller than halflings. Their homeland is the nation of Zilargo.
half-elves/half-orcs – People whose heritage is a mixture of human and another race. Half-elves are fairly common, while half-orcs (orcs are brutish creatures) are less so.

halflings – A short, light-footed race (half the size of a human) originally hailing from the grasslands of the Talenta Plains.

House Cannith – One of the human-based dragonmarked houses. Heirs of House Cannith can manifest the Mark of Making, a dragonmark that grants great skill and power over objects. Among the many wonders produced by House Cannith are the warforged.

House Orien – One of the human-based dragonmarked houses. Heirs of House Orien can manifest the Mark of Passage, a dragonmark that grants great skill and power over movement and transportation. Among the wonders produced by House Orien is the lightning rail (a "train" that is propelled by a spirit of air across a "track" of electricity).

House Tharashk – One of the dragonmarked houses, House Tharashk includes a mixture of humans and half-orcs. Heirs of House Tharashk can manifest the Mark of Finding, a dragonmark that grants great skill and powers of investigation. Many inquisitive agencies are sponsored by House Tharashk. 

inquisitive – The Eberron term for a detective or investigator.
ir’Wynarn – Wynarn is the royal family name that once ruled the unified kingdom of Galifar. Descendants of this family now rule the Five Nations, such as King Boranel ir’Wynarn (ruler of Breland) and King Kaius ir’Wynarn III (ruler of Karrnath). The prefix “ir” is always used to denote a noble or royal surname.
kalashtar – A race descended from humans and dream spirits called Quori. Kalashtar look like beatific humans but possession powers of the mind called psionics.
Karrnath – One of the oldest of the Five Nations, Karrnath is also the most militant. Kaius III, who rules the nation under martial law, is known as a sinister and ruthless king but he was also one of the greatest proponents for the treaty that ended the Last War.

Khorvaire – The name of the largest and most populated continent in the world of Eberron, containing the Five Nations.
King’s Citadel – The eyes, ears, and sword of King Boranel of Breland. The enforcement governmental body of which the Dark Lanterns are the intelligence division.

kobolds – A race of small (3 to 4 foot high) dragon-like creatures. They have reptilian features but walk upright. They're usually thought of as uncivilized and cowardly creatures who live in the mountains and set deadly traps.
Korranberg Chronicle – The most popular and widely-spread chronicle (newspaper) on Khorvaire, based out of Korranberg, a city in the gnome nation of Zilargo.
Khyber – One of the three progenitor dragons (such as Eberron) of myth. Khyber’s body is said to have formed the "underworld" of the planet. In many ways, Khyber is thought of as "Hell"; it is a place of great depth and filled with unspeakable creatures, but it is a physical place to which you could actually go.

Korth – The largest city in Karrnath and also its capital. Korth is governed by the Justice Ministry but it is also the home of Crownhome, the palace of Karrnath's king, which supersedes all other authorities.

Last War – The name given to the war between the Five Nations that lasted more than a century, named because it was believed that after so much destruction and so many deaths, it would have to be the last. However, a cold war persists between the remaining nations; many fear that true war can be easily rekindled, and some want it to. The Last War ended in 996 YK (Year of the Kingdom) when the Treaty of Thronehold was signed. The current year is 998 YK.

magewright – Any artisan or worker who uses minor magic to enhance his trade.
Ministry of the Dead – A branch of the Karrnathi government that oversees the preservation of the nation’s dead and also staffs the wizards who can reanimate them. Some members of the Ministry of the Dead are also followers of the Blood of Vol due to that cult's obsession with undead.
psionics  - A power superficially resembling magic but derived solely from the mind. Psionic—or psychic—abilities are rare. Normally attributed to the race of kalashtar, psionics can include powers of telepathy, mind-reading, and sometimes even physical manipulation such as telekinesis.
Rekkenmark – A Karrnathi city and also the name of Karrnath’s most prestigious military academy.

Sharn – Also known as the City of Towers, it is the largest city in the world, built of mile-high towers and reinforced by magic.
Silver Flame – A religion that worships not gods but a powerful living force simply called the Silver Flame. Based in the theocratic nation of Thrane, the Church of the Silver Flame has a longstanding opposition to undeath of any kind. Consequently, Thrane and the Church do not typically have a good relationship with Karrnath.

Sovereign Host – A pantheon of nine gods. None can prove the existence of the gods, but if a priest's belief is strong enough, he can call upon divine power to cast spells. Magical healing is one such rare power.
Thrane – One of the Five Nations, Thrane is a theocracy ruled more by the Church of the Silver Flame than by its queen. Thrane was Karrnath’s most hated enemy during the Last War. The knights and priests of the Silver Flame religion clashed frequently with the undead-using armies of Karrnath.

the Twelve – An arcane institution established by the dragonmarked houses, named for the twelve existing dragonmarks. Its main “base” is the Tower of the Twelve, a citadel floating above the city of Korth. 
Undying Court – See entry: Aerenel
Vassal – Any follower, layman or clergy, of the Sovereign Host.
warforged – Living constructs created by House Cannith during the Last War, intended to replace human soldiers on the battlefield; living, sentient beings, capable of their own free will, though most were conditioned from "birth" to obey orders and fight whoever their masters instructed them to fight. A warforged's body is a man-shaped composition of wood, stone, and metal; most are big and strong, but they're not necessarily all of the same design. When the Last War ended, all creation forges were shut down and all warforged were considered "free."

White Lions – The “police force” of Korth. They are more like military police than city cops.

