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FULI METAT FANTASY ROTEPTAYING
A NOTE TO OUR FANS. OLD AND NEW
Soon aftel our hullrblc beginnings ovcr a dccade ago, Privateer
Press intloduced thc loleplaving communitY to tl-re Iron
Kirrgdoms through the Witch.firc Ttilog,lt.This epic three-part
adverrture thrr-rst plavcls into a tvorlcl n'he rc steam and sorcerv
.rre found alongside blades arrd bl.rsting pon'del in u'hat n'e
aifectionateh' callcd Full Metal Farrtasr'. The h'on Kirrgdorns
RPG n'as Lrorrr ir-r tl-rat grand adventure, and rvith it rve
created a lasting leg.rct' n'e latel cxpanded rvith our flauship
nriniatures games WARMACHINE and HORDES. While tl.rose

games har.e continned to expand and explore the r.ast setting
oi the h'on Kir-rgdoms, \\/e never stopped n'anting to return
to the personal and individual exploration the oligirral RI'C
oiferecl adventurers.

Tl'ris book is the culrnination of ovcl ten vears of developing
thc rich cultures, diverse peoplcs, aucl r,ivid n,orld that rrrake

r-rp the Iron Kirrgdor.ns. Just as WARMACHII,NE and HORDES
o\\,e much of their fonrrdation to the llon Kinedoms RPG, scr

non' does the nen' edition of the RPG o\\'e its ioundation to
thc huge amount of effolt n'e have lovinglv poured into tlre-

rniniatures games. \ot onh' has onr journev tl-rlough the Iron
Kir.rgdoms in IVARMACHINE and HORDES increased thc
scope and unde.rstarrding oi the sctting, the arvard-rvinrrirrg
garne rnechanics oi tlrose svstcms also providecl a strorrg
ioundation for' horv the rren. Irorr Kingdoms RPG pl.rvs.
Vcterans of WARMACHINE and HORDES rvill recognizc
r-narl' of the core concepts of comLrat and challenge resolntion,
rvl-rile nen'plavers rvill find these icleas c'.lsv to graslr let fu11

oi strategic possiLri I itr'.

At its core, tl-re Irorr Kingdorns RPG is .'rbotrt heloic individuals
doing suitablv heloic dee'cls. The ieat point s)'stem gives plavers
the chance to periorrn icats of strength .rncl skill rvorthv c'ri sous
and stor\'. Plavers earn feat points tr1' Lreirrg heroic, so evL.r'\.olre

is encouraged to plav to his character's utmost potential. Thc
Iron Kingdoms is home to a n'ealth of inte'r'esting heroes arrd

villains. lVhile desigr.rir.rg the chalacter creation portion of tl.ris
book, r've quickll, r'calized a single class choice coulcl never
represent the m.vliad character possibilities that fi11 the paees of
onl books. The. innovatir/e career svstem intloduced here allon,s
plavers to rnix and n-ratch various calc.ers and archetr.pes to

capture their character periectlr'. Flom Warcaster Pilate to Gun
Mage Aristocrat, tl-re dual caleel svstL'rr provides the flcxilrilitl'
to cover a huge range of possible chalacters.

Whether you cLrt yor-rr teeth on thc Wtclrf ra Trilo;1t1, took up
anns in the battles of WARMACHINE and HORDES, or are.

a nerv recruit, welcome to a ne\\' era of aclventure in tlre Iron
Kingdoms!

WHAT IS A ROLEPTAYING GAME?
A roleplaying game is a collaboratirze storytellint experic'rrcc
that is not only fr,rn and rervarding but also memorable ancl

enjovable again upon future reflectior-r. It takes place in thc
imaginatior-r of the plavers, n'here a set of rules provides the'

fr"rmen'ork for resolving conflict. Playe'rs take on the roles of

chalactcrs irr thc' ganre, tvith orre plavcr acting as the Ganre
Master. The- Garle Mastel crafts a stolv for.the othcr pJavers
to cxpelience. I-lc uarrates the action, plays all the. ch.rracters
not contlolled Lrt' anotlrel plavcr, arrd describes n,hat plar.er.s
see as the. game unfolds. As thc storv unfolds, the plavers act
in unexpectcd \\'.1\'s to create a fuu, errgaging, and mer-rror.rble
expelience. foL eve.Lr.one i rl'oh'ed.

The ch.rracte rs the plavers control are not mereh' irrhabitants
of the lron Kingdonrs. They arc also heroes and advc'nturers
n'ith thc skills to survir.c-and possibll' to help shape the
u'orld aroulrcl thern. Ther. arc exceptional people n,ho do
remarkable thir-rgs.

The cl-rar'.rctcr is.r plaver's alter c'go in the garne. Plavcrs create
their on n char.rctc-rs and decidc horv ther. rvill develop through
plar'. Plavels react to thc events of the garne bv directing the'
actiorrs of thcil characters. Whcrr detelminiug if a character''s
actiorrs are successir-rl, thev roll dice and lefer to the stats ancl
alrilities of thr. char.rcter.

Thotrgh thc'g.rr-ne cl-rief-h't.rkes pl.rce in the nrincls oi its
particilr.rnts, thc.re .rre timcs (n-rost often comlrat enccrunters)
rvhen tlrc. .rction oi tlre game lt1()\'L-s to tl-re. taLrle top, n'herc
characters ancl tl-reir at'h er'.lrics alc reLrreselltcrl Lrt' 32 mm
scalc mrrdcls. The rules for comLr.tt in this Lrook.tre rvritten to
r-rtilizc mini.rtLu'as irrr conrLr.-rt in this rr.rr,.tnc1 .r larqe varieiv of
miniaiures ;1r!. ar\'.ril.rlrle frtrrl Prir .rtccr Press for this pr-rrprose.

Unlikc L.o.rrri or c.rr!1 q.tnres, ilrcrc'i:1tLr \\'illner or loser at the
cud of .r rtrlcPl;1-111q game. Instc-.rrl, thr'pulpose of the garne
is to errjov thc r'rperierrcr'end iell .1 grcat storr'. \Vhethcr thev
sltcce'ed or iai1, pr115prer Lrr p!'risir. \'!)Llr chalacters rvill plal'a
central lolc in r.rrtrltip-ie .rt1,. cuttrrc:.

WHAT YOU NEED TO PLAY
Yotr orrll n!'trl .r ie\.\' things t.'ttrr.' \'(ru call begir-r adventr-rling
ilr thc Iron Kirrgcloms. in .rtiriitior-r to this book, r'ou need a
small grottl,r oi pr'gprlp. OrlL'l-rcr:\)rt leeds to take gn the G.rrne

Mastcl ciutics,.tnti then lou rlc'ctl prl;11's15 to contlol the. heloes
of the storr'. ,\ tlpri!.ll g.1n1e \\ ill irrclr,rtle orre'Game Master and
Lretl'eerr trvo .rrrc1 sir pl31 ers, l ith thc. itleal group size beir-rg

four rrr fir'r' pl.rlcls.

Each prl11 s1 nlclls .t characts.r shc..t for tr.rckiug the alrilities,
skills, arrcl .rcivancement of iris character. You car-r track this
infoltuation crrt\' \v('r\' \'ou prrgfgr-, l.ut n e'r e inclucled a character'
sheet at the. crrcl of tl-ris trook (p. 319) ior lor-r to pl-rotocopv ar-rd

use. To nraxir.nize votrr enjor nrcnt oi cr)nllrat encorrnters, ),ou
n,il1 n,ant .r 32 mm scale mot-iel to rcprcserrt each character, a

tape measnre or rulcl markecl in inches to neasure movement
and attack ranges, arrd a ien sir-siclccl elice. Six rvill be pler-rty to
cor.er all I'our nee'ds.

The Garne Mastel rvill need a t.rble or plaving surface rvhere
he can set Lrp or dlau' the plaving lield, ancl it's a good idea
to have a l-randfr-rl of tokens to l-rclp vou keep track of things
during the game.



HOW IONG THE GAME WItt IAST
- he beauty of a roleplaying game is that it lasts as long as you
r.,-:nt it to. lt all depends on the story the Game Master wishes
:-- iell. A typicat game session usually lasts two to four hours,
:1d most gaming groups meet regularly (usua11y once a week).

-.::npaigns can be as short as one or two game sessions, but it is
.--: uncommon for a larger, more complex, campaigns to last a

:,rr or more! The game is limited oniy by the imagination of its
:..'.', ers arrd Game Master.

THIS BOOK AND OTHERS TO COME
l:... book is the core rulebook of the game. It serves as an

.::lrrluction to the Iron Kingdoms and presents all the rules
r::.ssar)r to play the game. Chapter One details the history of
:-= :etting, from ancient history and cosmology to the more
:=::nt political events shaping the centlal nations. Chapter Two

:=.cribes modern life in the Iron Kingdoms and what it is like
: -:'.-e there. Chapter Three covers all the rules for characters:
--'...'io create them, what they can do, and how they advance

. :: time. Chapter Four presents the core rules of the game.

l.--. is u'here you will find directions for resolving combat

, : determining the success or failure of skills. Chapter Five

::'.- into the arcane arts and lists the spells available to all
-:...casting careers. Chapter Six offers descriptions and prices

: -.. eapons, armor, and equipment, and details rules on how to
: -.,: and use mechanika (the fusion of magic and technology)
,. ,:11 as how to prepare and utilize alchemy. Finally, Chapter
- ::: orovides guidance to the Game Master on how to develop
,-: :-rn a game of Full Metal Fariasy Roleplntling. At the end
: ::e book you will find playel resources like

- -:::.ier sheets, templates, and an index.

- :r book is just the beginning of your
-: :r:ure in the Iron Kingdoms. More books
: -: =:roplements will come in the future that

- ::h'e deeper into the major kingdoms
- ::ierfl Immoren, present new rules for

-: --ks and rvarbeasts, explore the non-
- -:::: civilizations inhabiting the forests

--: ::.runtains, and describe the ancient
-..--::ions that predate mankind. All

.- -: :re n'av the rules will expand
: - ::en' eqr,ripment, caleers, and

: - :: erperience.

GAME TERMS
The following game terms appear throughout this book.

Become familiar with them now for ease of reference.

' Game session - A game session is when you sit down
with your friends to play lhe lrotr Kitrydoms Full Metsl

Fantasy Roleploying Gnnte. It is a real world event, not an

in-game duration of time. For example, getting together

with friends for a night of play is a single game session

. Game Master- The Game Master is the individual
running the game, narrating the story, and setting

the scenes. Before playing the Iron Kingdoms Full Metal

Fantasy Roteplayittg Game, apotential Game Master should

familiarize himself with the setting by reading through
this book, paying particular attention to the chapter "Fu1l

Metal Fantasy Game Mastering" (p.327).

' Player character (PC) - A player character is a character

controlled by a player. Contrast with non-player character.

' Non-player character (NPC) - Non-player characters are

the background cast of the game and are controlled by

the Game Master. NPCs include all monsters, antagonists,

and allies with which the player characters interact.

Contrast with player character (previous).

' Enemy - An enemy is any character (PC and/or NPC)

doing something in opposition to the acting character'

fury
+€s@*-

- ,€4+g



}VELCOME TO THE IRON KINGDOMS
Welcome to a land rvhele magic and machinery intermingle
and nations engage in conflict rooted in ancient grudges while
exploiting innovatior-rs from an or-rgoing industrial revoh.rtion. The
Iron Kingdoms lie in the heart of r.vesterrr Immoren, r,l'ith thriving
cities separated by dark rvilderness regions that are home to feral
beasts, savage tribes, and dangerous cults. To survive you'll need
brains, brawn, and perhaps a loaded pistol or tlvo.

Divided b)' culture and geographl', the people of these nations
are diverse, r,vith attitudes and beiiefs shaped by thousands
of years of rich and bloodl. historr'. rrvot so long ago the region
u'as subjugated by the Orgoth, terrible invaders from across

the seas ivho plunged Immoren into a dark age of servitude.
Gaining freedom required making use of arcane might and

technological invention. The Iron Kingdoms norv fight each

other to control their own destinies.

The extensive cities grow by the year as people in rural regions
abandon the toil of their ancestors to better themselves in
soot-choked urban centers. The advent of steam power has

revolutionized every rvalk of life. Smoke-belching factories
pollute the air and dump alchemical rvaste into gutters, and

many make their living under harsh and cramped conditions.
Violence often seems the easiest solution to many problems.
Yet rvithin these cities exist endless possibilities for the clever
or courageous. New trades and crafts have emerged, offering
steam engines, clockwork machines, iactorl-forged goods, and

fiendish weapons for those rt,ith the coin to afford them.

Mechanika, the combination of arcane porver with engineering,
has resulted in sweeping changes. One of the first and most
dramatic mechanikal innovations rvere the mighty engines of
war called colossals by which the people of rvestern Immoren
defeated the Orgoth. Those machines were replaced by smaller

but more intelligent and agile automatons called steamjacks,

used extensively for labor. Steamjacks haul goods from ships

and trains, lift impossible loads for construction, and are

employed on the fringes of civilization to chop rvood or till
fields. When armed for war, these machines are called warjacks,

and some carry the most advanced weapons ever created.

The supernatural is a tangible and usually hostile thing in
western Immoren. The dead rise from graveyards at the behest

of necromancers to beset the living. The gods are real and to be

feared as much as praised, and their priests can invoke both
curses and blessings. Some say the Gift of Magic is more of a

curse than a blessing. It arises spontaneously in children or

young adults who become sorcerers and who cannot always

control the forces they instinctively channel. They have at times
been persecuted as witches, condemned by priests of both the

Menite and Morrowan religions that hold sway over spiritual
matters. Yet arcanists who master their talents and belong to
respected orders become vital members of their communities.
The militaries of every nation are eager to utilize such talents,
especially those rare few with the warcaster ability allowing
them to commune with the artificial minds of warjacks.

Though the Iron Kingdoms are dominated by humanity, other
races also live within their borders. Tro1lkin, ogrun, and gobbers

have adapted to urban life and can become rvell-respected
bodyguards, soldiers, alchemists, and mechaniks. The dwarves
of Rhul maintain their olr,n nation but freelv trade i,vith the
human kingdoms and are a commorl sight in the human lands.
The occasional Iosan or Nyss elf may' be encountered as an
exotic rarity, their agendas an errigm.r.

The southernmost of the Iron Kingdoms is Q1'gnar, nhich
emerged from the Corvis Treaties as the rvealthiest nation,
noted for its industrious cities and lands rich in resources yet
also beset by enemies on all sides. Cygnar boasts some of the
greatest minds in the history of the region. While famed for
technological innovation, this nation is also a bastion for the
dominant Church of Morrow.

Occupying a huge expanse of frozen northern land is the Empire
of Khador. Its citizens are tough, weathered, and proud of their
mutual solidarity. Khador has embraced industry as heartily as

warfare, and its people rvork to exploit what resources they can
scrape from these difficult lands. Khadorans have their own
great inventors, and it is from this region that Immoren gained
the steam engine and the railroad.

The western kingdom of Ord has its olvn distinct culture and
has earned the respect of its neighbors for its strong navy and

stalwart soldiers, but it has also endured great poverty. It is a

realm of foggy bogs, wet marshes, and rockl' farmland. The

Ordic people find diversion in song, gambling, and ale rather
than dwelling on life's inequities. Ord occupies a unique niche
as a neutral nation that has become a haven to all manner of
mercenaries and privateers.

Centrally located, the former nation of Llael is now occupied by
Khador and contested by Menite zealots. A beleaguered Llaelese

Resistance fights on, but many Llaelese see this cause as futile.
The chaos of this region has made life difficult while creating
lucrative opportunities foL mercenaries, spies, missionaries,
and anvone skilled at arms, engineering, or smuggling.

The Protectorate of Menoth is the nervest Iron Kingdom. This
theocracl'emerged from the Cvgnaran Civil War or.er a century
ago as a result of a religious schism. l\rhile once beholden to
Cvgnaran lan', the Protectorate declared independence and
committed to a violent crusade against those refusing to Pray
to Menoth, the Creator oi \Ian. Its priests enforce a strict
interpretation of their religion to keep the population in line.

The nonhuman nations of Rhul and Ios lie adjacent to the lands
of men, rvhile to the n'est across the Meredius is the Nightmare
Empire oi Crvx, an island realm ruled bi' the Dragonfather,
Toruk. Extensive n'ilds like the Gnarls, the Thornrvood, the
Bloodstone Marches, and the \\Ivrmn'all Mountains present
myriad savage hazards.

Those who would prosper in the Iron Kingdoms must be well
armed and band together rvith others possessing the grit
and fortitude to strike out in search oi adventure. There are

countless paths to fame and fortune-but just as many to death
and ruin. Which fate is in store for vou?







Fir filot€ of history has been forgotten and turned to dust than wns euer recorded, but we must delae

itfto the past to comprehend the present.

PREHISTORY

TheWritings of Asc. Angellia

Wurm, also called the Beast of A11 Shapes, a bestial and

forever changing monstrosity that would quickly become

Menoth's greatest foe. Where Menoth gave rise to hr-tmanity, a

race capable of highel thought, the Devourer Wurm spawned

an endless variety of ravenous beasts and the horrors of the

n,ilderness. A11 predators and dangerous beasts are thought
to have arisen from and be connected to the Wurm, and since

the dawn of time they have beset the offspring of Menoth and

the works of civilization. The Wr-rrm was filled with an endless

hunger and sought only to eat and ki1l, to destroy and rend

what had been created. Menoth knerv the Wulm at once for his
enemy and the,v would clash again and again in an unending
hunt, a battle that has occupied both of these primal Powers
since the dawn of cleation.

AND COSMOTOGY

The first brr-rtal and titanic clashes betrveen Menoth and the

Wulm took place across the surface of Caen, shattering the land
arrd tearing great tlenches in the deep oceans. Where one was

thrown by the other, great chasms opened to divert the course

of rivers, while the earth puckered with rvounds that became

- :., cultures of r,r,estern Immoren have deeply rooted histories
-::.,:ching back into prehistory. The oldest histories and
::f r.Lis dcrive from tales passed by word of mouth for untold

-.--ennia before the written word. Even once the region's
:::lrus cLlltures began to document history, records did not

:. .:\'s sulvive intervening centuries and so much of the
:: --ic,nt past remains obscured.

- .: is doubly true for the legends from the times before'
'-. trlciest civilizations. This includes myths passed down
'-:--:qh the generations abor-rt the creation of the world, the
-:::ns of the gods, and the cosmology within rvhich these

--:-::htrmalrle entities exist and perform their functions. Over
- -- :ireologians have attempted to add to these ancient mt,ths

,- unelerstanding gained flom trusted prophets or others
- ;-.-rim to have had special communion with divinities.

-:-rri€ these efforts, the gods remain elusive and enigmatic
: - ::i. Lrnh' rarel,v communicating their will and preferring to
: . :hrough signs and portents or cryptic dreams. No one
:--.:: ihe existence of divine beings; rather, even those who
: -:,---:ir'their lives to studying snch matters confront the fact
-: :::eir urrderstanding will forevel be incomplete.

CREATION AND THE PRIMAL GODS
T"TENOTH AND THE DEVOURER WURM
- ,: - :: :he lands of rtzestern Immoren dominated by humanitl',
- -: - .: ',r'irlelv believed storv about the origins of the world is
- -: '.I:rtrth the Larvgiver arose from the formless chaos that

: - -::::i Creation. He sl-raped Caen and its sun as an extension
- - -::r:erative to bring lasting order.

r: :risen self-made, Menoth adopted a form that pleased

-..- ihat u.as later echoed among his greatest creation:
-- - - . .-.;. In alt and sculpture Menoth is depicted as a towering
- - -' -: :i:r-rre, his sublime visage concealed from mortal eyes

r- ::ii ihem from his naked lvrath. This god strode Caen
- '-. :::::ral davs, and mankind arose from Menoth's shadorv
-. ' :-.- upon the still-forming rvaters of the lvorld as they

- -::.'.. irom the land. Menoth imposed his rigid order upon
' ' ,:.,::i erf the seasons and the cycles of life and death. In his
, ' : ::r.rnitv arose and began to gather into tribes.

.- :.'..'--rs not the only powerful entity to emerge from the
:::: chaos, as flom this darkness came the Devourer

THE V/URAA
AND THE NIGHT SKY

In ancient myths it was from the night sky that the

Wurm first emerged, and this bestial god is strongly

associated with certain celestial objects. This includes

the Eye of the Wurm, now thought to be a remote planet

also circling the sun, and Caen's three moons. Calder,

the largest, is sometimes referred to as the "lord moon,"

while Laris, the second largest, is often called the

"baleful moon." The third and smallest is Artis, which

is described as a timid and shy maiden forever running
from the Beast of All Shapes. Each of these moons has

other associations, some of them more romantic, but
through much of human history they have been seen as

ominous figures connected to omens of natural disaster
and ruin, particularly during key conjunctions. Followers
of the Wurm have long revered the moons and conduct
ritual feasts at times tied to Calder's cycle in particular,

celebrating when it was both full and empty.

; NSTORY OF \ATESTERN IMMORE



volcanic eruptions of lava. The hammered and bloken land
gave rise to jagged mountains and deep valleys.

Eventually this chase led Menoth and the Wurm ar'vay from
the physical n'orld to Urcaen, a spiritual milror of Caen. This
vvould become the afterlife realm lvhere the souls of those
born and eventually slain on Caen rvould travel. In Urcaen
the power of the gods was magnified, as this place proved to
be the wellspring of the formless energy the divinities draw
upon to shape reality. Urcaen is a region between the r,vorld and
the formless chaos from r.vhich Mer-roth and the Wurm arose,
given a semblance of form by proximity to and in reflection of
the material world. Like Caen, Urcaen would be shaped by the
clash between Menoth and the Wurm and this battle continues
there still, with no sign of ever ending.

Thus occupied by these battles, Menoth had no time to shelter
or guide humanity, and the scattered tribes were left to their
own devices in the wild places. Some say mankind was cruelly
neglected for a long era, left to live short and brutal lives while
trying to survive countless horrors. Menites believe this time
was a necessary crucible that stlengthened mankind and
allowed its tribes to find inner strength.

Much of humanity forgot their Creator and many turned to
worship the Wurm. A11 great predatory beasts and animals
are seen as incarnations of the Wurm's primal hunger, and the
tribes serving the Wurm glorified these intermediaries. They
worshiped the wo1f, the bear, the eagle, the serpent, and carved
totems in their gathering places and gave them offerings. Some

went so far as to profane the Creator's work by feasting upon
the flesh of their own kind.

DHUNIA
Trollkin, ogrun, and gobbers have their own creation myths
passed dorvn through the generations. These races do not
dispute that Menoth once rvalked Caen, gave rise to humanity,
and is involved in an eternal clash with the Devourer Wurm.
However, Dhunians insist their goddess is the first and most
primal of the gods and is not simply the creator of the Dhunian
races, but mother of a1l 1ife. In these legends, Dhunia and Caen
are synonymous, with the world described as the physical body
of the goddess. The feminine forms carved of stone to represent
Dhunia are abstractions of her aspect as a goddess of fertility
and do not represent her actual being. Dhunia is inextricably
bound up in the cycles of the seasons, r'r'hich represent the
natural process of death and rebirth.

These faiths believe that in the primeval days Dhunia and the
Wurm were the only divine polvers. To Dhunia was credited the
rise of plants, nurturing rains, species that feed upon leaf and
branch, the turning of the seasons, and the cycle whereby fresh
births renewed life by replacing those slain by age, disease, or
violence. The Wr-rrm was credited with the predatory species
that preyed on othel creatures to survive, as lvelI as the storms,
earthquakes, floods, volcanic eruptions, and anything in nature
that rvas abrupt and catastrophic.

The Dhunian races trace their origins to the often violent
mingling of these trvo primal powers. The Wurm is said to be

engaged in ongoing and repeated ravaging of Dhunia, the proof
of r'r'hich exists in the aftermath of every destructive storm and
flood. In the earliest days, the Dhunian species were born of this
coupling and it is for this reason that these races have qualities
of both their divine mother and father-able to be savage and
violent yet noble and honorable. In various times these races

have been closer to one or the other of their divine parents,
devoting their worship to either the Wurm or Dhunia.

The conflict between Dhunia and the Wurm is the basis for
Dhr-rnian legends about the origins of Menoth, whom they do
not believe was self-created. In these legends, Dhunia wished a

reprieve from the Wurm and so fostered a great hunter from the
greatest of her children, nhich became Menoth, who was set
upon the task of hunting the Devourer. The goddess bestowed
on him the power, virility, and strength to fight the Wurm. As
he hunted across Caen, humanitv arose lvhere he passed and
proved to be a race consumed by the same desire to subjugate

the rvilderness. Menoth eventuall)' chased the Wurm off Caen

and into a shadorvy realm born of the Wurm's nightmarish
dreams, a place humans call Urcaen.

Menites consider this tale heretical and this has exacerbated
violent confrontations betrveen these faiths. Yet whatever the
differences of opinions betrveen these mvths, Menoth, Dhunia
and the Devourer Wurm are rvidell' acknorvledged as the first
and primal gods. In this long dark era, tribes of these early
races employed primitive weapons, clothing, and shelter and
endured a variety of perils from the rvilds, including ravenous
beasts, natural disasters, and warfare from other tribes.

Neither Menite nor Dhunian myths give explanations for other
gods, such as the pantheons worshiped by the elves of Ios or
the dwarves of Rhu1. The origins of these deities seem rooted in

PERVASIVE EVIDENCE
OF MENOTH

Contact between the inhabitants of western Immoren
with other far-flung cultures has strengthened the belief
that Menoth is indeed a primal god and Creator of Man,

even among the scientifrc-minded. The first contact
with foreign humans occurred with the arrival of hostile
invaders called the Orgoth, who landed on Immorese
shores having originated from a previously unknown
continent to the west of Immoren. More recently,
Immorese ships have made contact with a different
culture thriving on the closer and more accessible

southern continent of Zu. In both cases, anecdotal
evidence suggests these vastly different human societies
describe their creator as a towering masked figure, even

if referring to him by a different name. Even the 0rgoth
are thought to have abandoned worship of the Creator in
favor of more insidious powers.
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oRBOROS.
THE WORTD SERPENT

r,',ihile most of humanity has long had an uncomfortable
:nd hostile relationship with the entity called the
):vourer Wurm and ignored Dhunia, a single ancient
s:cret society has spent time and effort to understand
::e natural world's cosmology. The blackclads of the
Lrcle 0rboros draw supernatural power from the
::aos embodied by the Devourer Wurm. They describe
.-: natural world in a way not entirely dissimilar

"cm Dhunian shamans, but together with a complex
:-:iosophy and systematic approach of their own. The

: ackclads believe both the Wurm and Dhunia are simply
-:rifestations of a single primal and all-pervasive entity
.-:;,call Orboros. By the philosophy of this group,

l::: and therefore Dhunia represents the tangible
: , sicality of Orboros, while the conscious will and the
-:st violent impulses of 0rboros are embodied in the
le,ourer Wurm. The Circle does not worship Orboros
:-: are often mistaken as priests or prophets of the
I =, ourer. The druids make use of this misconception to
-:'irulate Devourer worshipers. By dint of their powers

:-: esoteric mysticism, the blackclads exist outside

-::: ei),and are hated by Menites and mistrusted by most
::-:r religions.

Urcaen. Dhunians insist all lifc on Caen is connected to Dhr-rnia

and the Wurm, so the spccies created by other gods must be

connected to these primal gods.

URCAEN. REINCARNATION.
AND THE AFTERLIFE
From er.en the most ancient tirnes, priests and shar-nans of the

primal gods recognized that living flesh is conrrccted to more

ineffable spirit. Evervtl-rins that lives has spiritu.rl essence,

although the simplcst plants arrd creatLrrcs h.rvc sirnilarll'
simple spirits. Intelligcnt laces, those capable oi cornplex

thoughts, language, self-an,areness, and the ability to craft
tools, have more potent essence cailed souls. Sou'ls .rre ne.rrlt'
indestructible and ir-umortal, althor,rgh they car-r suffel and

change. After death, the spirit separates from flesh and passes

irrto another state of e-xistence. The mvsterv of thc afterlife is

inextricablv tied to religion and the affails oi the gods.

IIolv men have long Lrecn arvaLe of the spiritr-ral realm existing
paradoxicallr' both nearl and far removed from Caen, rl,hich
they. named Urcaen. It is here that most humaus bclieve their
souls trar.el after death. The consensus is that most of Urcaen is

clangerous and forebodir-rg, a spiritual mirtor to tl-re n'ildelness
betn'een cities on Caen. Tl-re onlr' hope for an afterlife be]'ond
tt'andering lost amid this spiritual n'ilderness is to spencl oue's

life in pious devotion. Aiter death, those n'ho n'cre piotts are

guided to the sheltered domain of their god.

The n,ilds beyond a god's dornain is Hell. This is an r-rnpredict;'rble

;rrrd terrifving expanse rvhele soltls are harried bY moustrous
beasts befole being scooped into the man of thc Wr:rn-r and

cligested for an interminable era before being cxpelled as

n'itherecl husks. Fear of dcath is entirelv natural, .rncl so is the
clesire to find religion as death nears. lVhether hastv pravers at

the fina1 hour are enough for sah'ation is unknon'tr; priests sav

the onh' sure course is a Iife'bctter spent.
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DHUNIAN REINCARNATION
Dhunians do rrot depict their afterliie in similarlv bleak terms
as humanitti believing in a cvcle of reincarnation. Thev do not
derrv Urcaerr exists or tlrat manv souls travel there after death,

but theil souls are instead ernbraced bt' Dhunia. Rather than
crossing over irrto the afterlife, their spiritual essence reioins

the Mothel and can arise again as rle\\/ life. It is from tlris vast

collective reservoiL that a1l life is reincarnated. The most refined
and stlongest spiritual essence becomes the sor.rls oi intelligent
laces like trollkin, ogrun, and gobbers. Most Dhunians expect
to live multiple lifetimes, theil souls strengthened tr1, past

experiences even if they are forgotten.

Not all Dhurrian races or tl-re greater natut'al beasts reincarnate
in this lvay, as some folloi,r' the Wurm into Urcaen. Certain
predatory creatures as rvell as rt'orshipers of the Wurm or'

anv foolish enough to spend tlreir' lives blirrded bv senseless

violence arrd gluttony share this fate. In Urcaen these spirits are

maddened by the ravenous hon,ls of the Wr-rrm to join the bestial
god in mindless hr-rnts on au endless cvcle of turmoil. Those rvho
wolship the Devourer are glad to join the Wr-rlm aftel death,

seeing these httnts as a ler'vard rather than a pttnishment.

BEGINNING OF THE WAR OF SOULS
Amid Menoth's battle with the Wttlm, the god becanre an'are of

the influx of souls to Urcaen from the humans he had cteated

in the dawn oi the world. Those of the fallen u'ho remembered
their Creator joined Menoth in his battles, stlengthening his
efforts by what small degree they r'r,ere able. In the aggregate

their souls strengthened his cause and were seen as lvorthv oi
protectiorl. So too did Menoth realize those r,r'ho had forsaken
him and ttrrned to the Wr.rrm rvor-rld be joined to his ancient
enemv. This is seen as the beginning oi the War of Souls, a great
cosmological conflict that continues to occuPv the gods and the
immoltal souls of all rvho have rvalked Caen.

On lealr-rirrg that much of humanitv had forgotten their Creator',

Menoth became u'ratl-rful and rettrrned his attention to Caen to
leprimancl the neglectful rnortals. In the iace of this fearsome
maniiestation, man\' human tr ibes abandoned their false
gods and l-rastih' sought to regain Menoth's, rvhile others fled
deepcl into the n'ilderness and lcir-rsed to give up their flarved
belieis. Nlenoth pror-nised to shelter his follon'ers aiter death in
a domain called the Citi' of Vlar-r n'here the l\/urm could not
reach thern-rrothing but endless tornlellt rvould an'ait those
n'ho tulrred irorn him. The \'Var oi Souls rvould eventualll' be
joined trv other faiths, br.rt began amid the stmggle betrveen
Menoth .rnd the !Vurr-r-r.

CREATION MYTHS OF OTHER
DIVINE PANTHEONS
THE DIVINE COURT AND THE VEID
Tlre eh'es that norv reside in the reclusive kingdom of Ios
h.rd their origins in eastelrr Immoren, nhere these people
had a particularlv close relationship rvith their gods. Elven
lcgends clo rrot contradict the creation myths oi Menites or
Dhunians Lrr-rt irrstead stand apart. Tl-re close relationship
Lretu,een tl-re eh'e.s and their creators alIon'ed eh.en civilization
to quickli' f-lourish. \\/hile e.h'c's c-lid not pledate humanitt,,
eh'en civilizatiorr spread across eastern Imnrorer-r and reached
great heights Lrefore hnrrrarrs h.rcl mastered Lrasic agliculture
or masollr\'.

The oldcst le'gencls of the eh'es do rrot speak of the rvorld's
creation but rather of the Divine Court of Lvoss n'hich came

into Lreing irr a spiritual lealrn called the Veld, believed by
human theologians to be an isolated area oi Urcaen. Amid the
Veld, the palace Lvoss n,as erected to house these gods and their
created servarrts. Eight in rrumber, these gods are associated
rvith o'cles oi the passage of time. The origin of these gods

has been attributed to a rningling betrveen the sun and other
celestial bodies like the moons. The eh'en gods r,r'orked together
to ensnle the seculitv of their lealm and to build a lasting
domain amid the r,vilds. They arrived at a hierarch,v based on

their respective powers and capabilities.

First among them and leader of the gods n'as Lac)'r, the

Nalcissar of Ages. At her side was the Incissar of Hours,
Ossvris-described as both consort and co-ruler. That these

gods waged \ /ar on the primal beasts beyond their domain is
demonstrated b1, the titles taken b1' tl-re gods. Ossvris n'as also

the Sovereign of Conflict and the Cerreral of Lvoss. Next in the
divine hierarchy were Ayisla and Nvrro, she the'Nis-Arsyr of
Night as \ /ell as the Watcher of the Gates of Lvoss, he the Arsl'r
of Da1', Seneschal, and Lorekeeper. Vigilarrce u'as their charge,

alternating dav and night. Last rvere the four gods of the

seasons: Scyrah, Nis-Issvr of Spring and Healer of the Divine
Court; Lurynsar, Issyr of Summet Anns lzlaster of Lvoss and
Chief of Scouts; Lvliss, Nis-Scvir oi Autumn, Court Assassin,

and Mistress of Poisons; and Nr.ssor, the Scvil of Winter and
Grand Crafter.

It was Lurynsar, whose responsibility' it \\'as to scout far afield
from the Veld, who observed mortal souls spilling into the
remote wilds. Reporting this discoverv to Lac-vr, the Narcissar



ETVEN REINCARNATION AND AFTERTIFE
Even as Lacyr sought to improve upon the mortals she discovered crawling the face of Caen, so too she implemented a different:
cycle for the souls of her race to experience after death. The elves believe their fate in the afterlile to have been a complex
arrangement involving reincarnation followed by a final rest in Lyoss.

Every elven soul that came to the gates of Lyoss in theVeld would be confronted by Ayisla, the Nis-Arsyr of Night, who would'
weigh their worth. Souls thought not yet ready to dwell among the gods were sent back to Caen and reborn. Others deemed

suffrciently rich with experiences would pass the gates and enter the palace city of the gods, there to spend eternity experiencing
spiritual refinement.

When an elven child is born, he or she might give rise to a new soul by the miracle of life, or alternately receive a reincarnated
soul sent by Ayisla. Some claimed to be able to perceive these "older souls" looking into the eyes of a child and seeing the
weight of his past. Such old souls were thought to be particularly wise, intelligent, and charismatic. These children have not
been born since the Rivening. Instead, some elves have been born without souls, perhaps empty receptacles for old souls that
have been lost.

: .rges followed the origins of these souls back to Caen. There
-.- '.'.'itnessed the barbarity of mortal existence. Seeirrg the trials
-.: iribulations undertaken b1, these short-lived creatures
-:- '.,.'<1s amazed at horv their difficulties strengthened their'
.::able spiritual essence, which in turn strengthened the gods
'.. hom they wele linked. She became aware of the ecology of
:-s and sarv horv her court could benefit from the cleation of
-.::e hound to theil rvorship.

-n legends irrsist that their creation n as a refinemerrt wherebt'
-: irLlde and bestial shapes of other mortals nere exceecled by
-.:: on-n forms as Lacyr committed to the exhaustirrg birth of
-. eher-r lace. Scyrah rvas midwife to this genesis, and so too
: c.rch of the gods play their palt, linking the lives of their

:.-::ion to the cvcles of the seasons and the passage of night
-,: ci..r' try the sequence of honrs.

--: eh'es that r'vere birthed of Lacyr's labor r'r,ould possess
jr:tri€r longevity, enlightenment, and other gifts that previous
-:-:. lacked. The elves spread cl.rickly across easteln Immoren

- r: rroved their superioritv to the other creatures that sought
' ::rir.e there. When Lacl'r rvas assured her creation n'as of
'-. .:ualitt'she sought, she made herself known to them and
, : '. it-led the i,visdom of the Divine Court, offering arcane
-.:::ts necessary so they conld snrpass all rivals.

KHARG DROGUN AND
THE GREAT FATHERS
--- drtarves of Rhul have their own
--.-.:ion myth. The dwarves believe
-.:r flesh is descended directly of their

-:.. rvho are theil actual and literal
- - :enitors, the Great Fathers. They came
-: t'eing in a place called Kftnr,q Drogutt,
-.ch translates as "The Land Beneath." Human theologians
:.ider this simply another way to describe Urcaen, similar
::.e \/eld.

The origins of the Great Fathers rests with a living mountain
and god named Ghor, the greatest and tallest mountain of
Kharg Drogun, which tonered highel than any peak on Caen.
This god-mountain n'as of tremendous pou'er and deep-
rooted malevolence. By his size and scope he rvas impervious
to ever,vthing that walked or flerv or swam. Yet Ghor was
alone and sought distraction from those who cor.rld marvel
at and appreciate his majesty. He searched u'ithin his bulk
and drew forth thirteen of the finest cr1'stals of his essence

and carved these into shapes that pleased him, intended as

useful slaves. Ghor bound them ir-r shackles and taught the
stone-born creatLlres that they rnust obey or be srvallowed and
ground into shapelessness.

The thirteen slaves created by Ghor had been created rvith
clever hands, sharp eves, and knen'all that could be knonn
of the shaping of stone and metal. Ghol desired thel' should
build a great morllrment to his immortal glory. 1yilo1 Ghor did
not realize was that they were not rnindless slaves, but each

had rvithir-r him a spark of divinity. Almost at once the thilteen
began to dleam of freedom.

The names of the thirteen slaves that rvould become the Great
Fathers are: Dhurg, Dohl, Dovr-rr, Ghrd, Godor, Hrord, Jhord,
Lodhul, Odom, Olm, Sigmur', Udo, and Uldar. Each would in
time prove mastery over certain tasks and establish his own
destinl'. In the earliest days they n'erc defined orrly b1. the
oppression of Ghor and the shackles that bound them.

While tasked to construct the great monument, the thirteen
discovered a true love for working stone and metal and a

perfectionism that would allow nothing less than theil best
work, despite the hatled they bore their master. They toiled
for 1'ears crafting thc most glorious tribute they could imagine
to immortalize the mountain-god. But rvhen the1, presented
it to Ghor, the cruel mountain mocked their achievement
and unleashed a heaving earthquake to crack tl-re earth and
swallow their work. Ghor demanded that they commence
again, and do better.



Knowing Ghor's complaints were baseless, the thirteen cleared
the foundation and began to build aner,v, toiling this time for
decades to create a work which was unquestionably superior.
By the end of their labors they had come to love their new
creation. Even this was not good enough for the tyrant Ghor,
r.vho pulverized their work to sand and dust and demanded they
build again. The thirteen despaired. More than enslavement,
thev could not bear watching their work destroyed.

It was Orm, who would one day become patron of masonry and
building, who called his brothers together and devised the plan
to destroy Ghor and thereby set themselves free. They would
appeal to the mountain-god's vanity and find a way to build
something he could not bear to destroy. Godor, who would
become patron of orators, was enlisted to propose to Ghor a

tower so high it would touch the sky of the Land Beneath-the
only difficulty being such an engineering feat would require
materials extracted from Ghor's orvn body.

Ghor was enthralled with the idea and consented to contribute
to the work. Dohl, rvho would become patron of mining, led the
efforts of the thirteen, proving his talent rvith pick and shovel
and his deep knowledge of stone. Ghrd, r.vho rvould become
patron of wealth, showed an affinit)' for follorving veins of
precious ore and discovering pockets of cry's1615. The thirteen
set about the task with all their pride and ingenuity, performing
feats of engineering far advanced of any'thing rvitnessed before.

Meanwhile the thirteen mined a laby'rinth of caves within
Ghor, extracting the best stone and the richest veins of metal.
Lodhul, rvho would become patron of feasts, distracted Ghor
by hosting great gatherings of supplicants rvhile his brothers
weakened the mountair"r-god from u,ithin, preparing the
mountain to collapse. As Ghor became holloiv and lt'eaker, the
tower grew taller.

Countless seasons passed as the thirteen committed to this
task, and the tower became the promised marvel, climbing to

scrape the sky. The mountain-god was transfixed and basked

in the adoration of petitioners who came to lavish praise on its
construction, which he accepted as his due. Jhord and Odom,
patrons of espionage and secrets, listened and learned all they
could of Ghor's deepest secrets, as well as the rvorld beyond
their prison.

At last the thirteen reached the end of their rvork. As soon as

they laid the last stone on the last spire, they set their plan in
motion. They shattered the columns beneath the mountain
beginning the rumbling collapse of Ghor. The thunderous din
could be heard across Kharg Drogun as Ghor's immortal life
was extinguished in an ever-widening cloud of dust and stone

as the cave-riddled mountain fell inward. When the rumbling
finished, the greatest mountain of Kharg Drogun collapsed
to become gentle hills, near which stood the monument that
would outlast it. This was the Tower Ghorfel, symbol of the
Great Fathers and heart of the domain of the Rhulic gods.

As soon as Ghor fell, great monsters from the periphery
of Kharg Drogun intruded, seeking to seize the lands for
themselves. Great Father Dovur forged weapons with which
to confront them, while Uldar forged armor to protect his

brothers. After girding themselves, Dhurg, Hrord, and Udo
respectively took up axes, blades, and hammers to wage war
and secure their borders.

After having fought to earn an era of peace, Great Father Dohl-
who had been mining belorv the ruins of Ghor-discovered an
endless chasm. Making his brothers au'are of this, and feeling
overcome by curiosity, the Great Fathers travelled through and
emerged on Caen, the land of the living. On rvitnessing the
proliferation of life they were inspired to leave their mark on
the world as well as to find companionship to end their ionely
fraternal existence.

Even as they had been birthed from stone, they sought to find
their equals in the earth, and so gathered the rich and fertile
clay along the Ayers River r.vhere it flowed into what would
become Lake Almsdeep among the Glass Peaks and from
this loam they shaped the Claywives. These would become
the matriarchs of the Rhulic people, as from the Great Fathers
and the Clayi.vives were sired the first dr.t,arves in the ancient
legendary days of the world's beginning.

For a time the Great Fathers and Claywives lived among the
first dwarven clans, which took their names from their divine
progenitors. The Great Fathers passed down the knowledge
and lore they had acquired both during their enslavement and
after. Most importantly the Great Fathers delivered the Edicts
by which their lives should be governed. This includes the
following core aspects of dwarven culture:

o The Edict of Authority, which outlines the familv hierarchy
around the clan

o The Edict of Building, establishing the importance of
craf ting and constluction

. The Edict of Duels, describing the right to resolve disputes
through Ph),sica1 confrontation

. The Edict of Feuds, rvith lalvs for larger conflicts between
entire clans

o The Edict of Oaths, which defines the importance of sworn
promises

o The Edict of Ownership, giving each dwarf the right to own
that which he has created, traded for, been freely given, or
won by lawful duel or feud

o The Edict of Unity, binding the dwarves to unite against
external threats

From these first fundamental Edicts grew the Codex, which
would become the written record and body of law for the
Rhulic people, and the onlv unbroken record that has persisted
from these ancient times into the modern day,. The Codex and
its Edicts rvould become not only the foundation for Rhulic
society, but also the holy text by which the wisdom of the Great
Fathers was preserved.

The Great Fathers knew they must return to Kharg Drogun,
which they had left unprotected. The Claywives left with
them and so the progenitors of the dwarves descended into
the caverns below the earth to return to the Land Beneath,



::..'er again stepping foot on Caen. Their legacy was assured
:: the thriving and prospering dwarven clans, beginning with
::: thirteen most directly associated with each of the Great
:::hers, as well as a proliferation of lesser clans that broke
:....-.r' from these first families to establish dynasties among
:,-.: Glass Peaks.

-l-.: Great Fathers were remembered by the people they had
..::d, in services and prayers. Every soul was promised a place

-. Kharg Drogun after death, where they would join the Great
l::hers at Tower Ghorfel and eternally refine themselves and
: - =ir avOCatiOnS.

TRIBAT ERA
,::h the exception of Rhul, all of the peoples of Immoren, west

:--j east, include in their legends a period of tribal existence
:=:--:e the onset of true civilization. This period includes many

- :rs and legends depicting direct interaction with the gods.
:. ielieved the tribal period of the elves was quite different

--:: that experienced by either humanity or trollkin. Elves
:::rized into small city-states that periodically warred upon
-= :nother but possessed many advantages and an advanced

-:::rstanding of mathematics, philosophy, and the arcane.
--= 

=l,.'es also had a short tribal period before the intervention
-::-rg to the rise of their civilization. Theirs rt'as the first great

- ..-zation built on Immoren, and also the first to fall.

; : ,: priests of the Great Fathers insist their massive Codex-
.-.: a vast library including both ancient tomes as well as

- r:rr legal decisions-includes written record tracing back
.-: origins of the first clans and the words of the Great

::--=:.. \o outsider has been given access to the most ancient
---::: :exts to confirm this boast. The information contained
- :-:.e tomes is narrowly focused on events within the Glass
-.:... :nd is of limited use to the more far-flung neighboring

- jr:.S sharing the continent.

THE GIFTS OF MENOTH
--.:=: believe humanity may have continued in barbarity

-:=i:rtelr- if not for the Gifts of Menoth. How long humanity
-:=* in perpetual turmoil before Menoth put aside his

::- . -..,-ith the Wurm is unknowable, but is thought to be

-:- :housands of years. While Menoth's wrath at having
:..- :::gotten was fierce, his rage diminished on witnessing
- ^::sh indignities of life among the human tribes. Those
- ::<ged his forgiveness he treated with mercy and

-,--'-'-ence. He consented to bestow on them gifts forming
- - -::-dation for Menite civilization: the Flame, the Wall, the

- -..: ::rd the Law.

- -, l ::r,e embodies many principles in the Menite faith,
- - -.:r:-S iaith and the legacy of the temple to preserve and

. - - :=-lcious doctrine, but it also represents the use of fire to
. :-."ck the darkness as well as to forge weapons and survive

" .--- -.'.'in:ers. The Wall represents knowledge of masonry
- -: =:::neering rvhereby the first permanent townships
. - - : ::rications \\'ere erected as shelter and also to divide
, - .: -::rds irom the rvilderness. The Sheaf is knowledge of

-- :-.:rre. rvherebl. settled tribes began to till the earth, sow

seeds, irrigate, and harvest grain to support larger populations.
It also represents the use of herds of cattle animals which would
in time give rise to horses used as steeds and oxen to pull heavy
loads, allowing Menite civilizations to prosper against rivals.



The Lan' is deerned the greatest oi Menoth's gifts, representing
the compact betn'een Mer-roth and hunranitv as n,ell as the

agreemerrts bv rt'hich marrkind settled into castes and combirred

settled tribes to cleate the first citie's. Legends that pledate
rvriting do not define specific larvs e'mploved Lrv the earliest
and nou, forgotten civilizatiorrs. Thc eldest compact betn'een
Menoth and mankind detir-red hon' righteor-rs lulers n'ere to Lre

legitimized and sanctified b)' the priest caste. To the priests fcll
the responsibility of conducting bulial rites to speed souls oi
the dead to Menoth's side irr Urcaerr, there' to join the Creator in
his War of Souls.

ANCIENT HISTORY
The el'r,es rvere the first to posscss the n'ritten rt'ord and have

the longest-reaching recolds, although their histort'is non' a

broken and shattercd legacv rvitl-r ntan\/ gaps related to the

collapse of thcir first empirc into rttin arrd devastation. The

drvarves of Rhul boast the onlt' unlrlokett aud continuous
civilization-the establishment of Ghold as a home ior their
Codcx took place more than tn'o thousand vears Lrciore the time

of Cinot, rvl-ro r,r,'ould begin the era oi recordet-l histolv amorlg

the human Menites.

ONSET OF CIVILIZATION
THE EMPIRE OF LYOSS
For viltualll, all of human lecorded historr-, eastel'lt atrd tvestern

Immoren have been divided. Little n'as kttotvn Lrv httmaruitv of

eastern Imrnolen. A1l that remaitrs are the p.rrtialh'Preserved
records carried to Ios by the sr-rrviving refugees of Lvoss, the

first great civilization of the age. Thev have lareh' sharcd tales

of their anciL'rlt past rvith otitsiders.

In those ancient times, after tire elves spread and multiplied
for generations across llortheasterlt it-tttttttrett, tl-re Divine
Court made themselves kuon'n and set them otr the path of

unificatiorr. The gods took an active l-rand in shaping their
lvays. Among the first task required oi the leaders oi the tribes

rvas the construction of nunterotts great f.rrtes-the temples oi
the eh'es-to facilitate commut-tion rvitl-r the gods. Connecting

these gar.e rise to the Empire of L1'oss.

While the urrification of the scattered trilres \vas a time of

\\'ar arld stlife, it taught the Lyossans the arts of battle that
seLved them n'ell against external threats irr the celrturies

to follou.. Sulrounded on all sides bv agglessive and more

prirnitive tribes of valious species, ir-rciuding ruthless and

vicious savages called skolnc, L)'ott committed to expanding,

patlolling its borders, and building vast cities. The continent
itself was different in that age', without the vast s\veePing

desert that fills its centet' today. This region '"vas crossed by

myriad rivers dividing fertile farmlands.

The golden era of this empire would r ise and pass into memory

before the first great cities of mankind. The oldest tor'r'ers of

N1'shyl, its capital, rvere already old and starting to crumble

before the first stones n ere laid for the Rhulic city of Ghord. The

empire rnight well have encompasscd all of Immoren in time, if
not fol a disaster of its own devising.

THE FEUD OF AGES AND THE
FOUNDING OF GHORD
In tl-re Glass Peaks oi western ImrnoLerr, the dn'arven clans

descended from the Great Fathers fell into a contlict that
escalated into a terrible corrflagratior-r. Tl-re rvords of the Great

Fathels had not been forgotten, r'et the Eclicts of the Codex

became tu'isted and trsed to justifv feuds of a scope be1'ond all
leason as clans beset clarrs and sollght one another's extinction.
Young clans felt oppressed b1, elder and more pon'erful ones

and banded together to seize prestigious holdings. These thelr
fought one anothel over dir,iding the spoils. This n,ar rvas the

Feud of Ages, the onlv rnajor internal n'ar in Rhulic historv, a

period vielved rvith shame.

Staltirrg in 8500 BR, The Feud of Ages is believed to have

lasted thlce hr.rndred vears, although the contlicts during this
time n'cre intermittent and irregular', occupving both small
ar-rd lalger battles as clans srvitched sides, allegiances, and

both seized and abarldolled significant claims. Control of the

mountain passes and other loutes of trade and travel sttch as

the great ri',,ers of the Glass Peaks and access to the inland sea

of Lake Armsdeep n,ere prinrarl' sources of contention.

The end of the Feud of Ages is closelv tied to the founding of

the great citl' of Chord in 8200 BR, norv capital of Rhul, the

most ancient of great cities in western Immoren. Several of

the foundational buildings oi Ghord were already sacred,

connected to the Great Fathers and Clayn ives. The thirteen
clans that still bore the namcs of the Great Fathers and deemed

most closeh' descer-rded from them came to Ghord in the spirit
of their progenitors to unite and join their estates and holdings.
The most violent and vindictive of the vounger warring clans

who would not bow were cast otrt. The fate of these exiled clans

is not r,r'ell documented; some likelv settled on the fringes of the

I

THE GIANTS OF BEMOTH
There is evidence of another ancient civilization of eastern
Immoren, one often overlooked due to its obscurity.
The elves of Lyoss had contact with a reclusive race of
giants that occupied several settlements in northeastern
Immoren, adjacent to and within the Suneater
Mountains, The giants stand over twenty feet tall, and

are said to be possessed of both tremendous strength as

well as extreme longevity and other supernatural traits.
Even at the height of their culture in ancient times they
were never numerous, and nov/ fevrer than a hundred live

in their last mountain city, Bemoth. Over the centuries
some fev/ of these giants ventured \uest, and their
passage inspired a number of legends. The most well
knor,,rn is that of Kohlasa, a giant rvho came to the human

city of Corvis during the Orgoth Occupation, converted
to the faith of Morrow, and is credited with numerous
heroic acts.



TIAAETINE OF HISTORICAL ERAS

PREHISTORIC ERA
c. 10000 BR Elven tribes unite as Empire of Lyoss in I AR

eastern Immoren

c.8500-8200 BR Feud of Ages among dwarves, Ghord settled 26 AR

c.7500 BR Rhul established, led by the Stone Lords and

Moot of Hundred Houses 86-160 AR

c.6500-6000 BR Canon of the True Law found in Icthier, Cinot
leads first Menite civilization 191-201 AR

c.4250 BR Construction begins on Bridge of Worlds in

Lyoss

c. 4000 BR Cataclysm as Bridge of Worlds explodes:
Lyoss destroyed and Icthier abandoned

c.3900 BR Ios established by refugees of Lyoss led by

the hallytyr

WARLORD ERA
:.3500 BR Morrdh founded

:.2800 BR ValentThrace establishes Calacia

c. 2200 BR Priest-King Golivant drives the Molgur from
the Wyrmwall

c. 2170 BR Priest-King Khardovic founds Khard

:- 2050 BR Calacia becomes Caspia

THOUSAND CITIES ERA
i;30-1894 BR Lives of the Twins, Morrow and Thamar, who

ascend as divinities

-:r',4-1612 BR Midar and Thuria established

=:,rr-1421 
BR Morrdh disintegrates and Khardic Empire

esta b I ished

-37--1073 BR Tordor and Rynyr established

c -100 BR Toruk driven from the mainland by his dragon
brood; Cryx founded

83: 3R Divine Court leaves Ios to return to theVeld

ORGOTH OCCUPATION ERA 6o3AR

-* 613 BR Orgoth blackships begin landing in western

Iron Fellowship declares Rebellion against.
the 0rgoth

Firearms invented by Order of the Golden

Cruci bl e

Leryn, Rorschik, and Korsk liberated and join

Caspia in Iron Alliance l

First colossals built; 0rgoth initiate the
Scourge; Orgoth defeated

IRON KINGDOMS ERA
202 AR Corvis Treaties defrne borders of Cygnar,

Khador, Llael, and Ord

Invention of steamjacks

r:3 3R

Immoren to begin conquest

Orgoth exercise absolute power over human
kingdoms in western Immoren

First and Second Trollkin Wars; Colossal War;- ,.3
invention of warjacks ;

Discovery of Cyriss

Church of Morrow becomes state religion of J

Cygnar; Border Wars l

Destruction of Issyrah by Everblight; ,

Everblight defeated

Cygnaran Civil War gives rise to Protectorate
of Menoth

First Thornwood War between Khador and ,

Cyg na r

MODERN ERA
Serfdom abolished in Khador :

Cygnar's King Vinter Raelthorne IV creates '.

the inquisition

Ios closes borders to outsiders

Scharde Invasions between Cryx and Cygnar ;

Lion's Coup in Cygnar: Vinter IV overthrown.
and replaced by King Leto I

:

Vinter IV attacks Corvis leading a skorne

army

Llaelese War, ends with Khador in control of
western Llael

Caspia-Sul War; death of Hierarch Voyle

Present year

241 AR

247-267 AR

283 AR

293-313 AR

390 AR

482-484 AR

510-511 AR

546 AR

579 AR

581 AR

584-5BB AR

594 AR

604-605 AR

606-607 AR

608 ARc ljt BR Thamar imparts the Gift of Magic to humanity

14: 3R The Rivening drives most Iosan priests insane

137-57 BR Human sorcery begins; Sebastian Kerwin
joins Circle of the Oath

Scyrah returns to Shyrr alone of the gods



region and eventually retoined Rhul, but others went elsewhere
either to establish communities as yet undiscovered, or to
perish in obscurity.

The thirteen Stone Clans restored the Codex and created the
government of what would become Rhul, with Ghord as its
center. The leaders of each of these clans became the Stone
Lords, and together governed and arbitrated disputes among
the clans until 7500 BR when the Stone Lords consented to the
founding of the Moot of the Hundred Houses, whereby the
hundred greatest clans of Rhul would together oversee the
laws and arbitration of Rhul, recording all disputes and their
resolutior"rs in the growing Codex. While duels and clan feuds
on a smaller scale were an ordinary aspect of Rhulic politics,
all such strife was carefully governed by the laws of the Moot
and its stern judges, and never again was the general welfare of
Rhul placed at risk.

Unlike some races, the dwarves did not multiply in great
numbers or seek to spread beyond the Glass Peaks, and
so while their civilization slowly expanded, it remained
isolated from the barbaric tribes beyond the mountains. The

passes providing entrance to Rhul were heavily fortified
and garrisoned, giving Rhul uniquely formidable borders
and allowing them to easily repel smaller and less ordered
groups that might threaten them. While contact and trade
was established between the Rhulic Moot and delegates of the
Empire of Lyoss, interaction between them was limited and
wary. As Lyoss continued to expand, the Rhulfolk prepared
for the inevitability of war.

ICTHIER AND CINOT
There are scholars who believe that Menoth's chosen tribes
established now forgotten civilizations, but there has been

little evidence. If any such empires existed, they were
swallowed by the sands to the east of the area now recognized
as western Immoren. What is known is that the largest tribe
of Menites undertook a pilgrimage west, following their
priests on a journey where their passage was challenged by
the godless until at last they reached the shores of Meredius.
Here they founded the first great city of mankind, Icthier. At
this holy site the words of the sacred Canon of the True Law
were made manifest on stone as the first writings, inscribed by
the hand of Menoth.

It was the study of these words that brought the knowledge of
reading and writing to humanity, one of Menoth's greatest gifts.
While first inscribed in stone, the words of the True Law would
eventually be copied and translated countless times. It remains
the sacred text of the Menite faith, although there are conflicting
iterations and many of the original stone inscriptions have

crumbled to dust over the passage of time. Historians that have

carefully examined these and other copies of ancient writings
from these early days believe Icthier was settled around 6500

BR, which marks the first recorded Menite civilization.

Passages in the True Law speak of kings that will arise chosen

by the will of Menoth and whose holiness allow them to
serve as conduits for the divine. These priest-kings are the
most revered leaders in the Menite faith, each capable of
manifesting awe-inspiring miracles in the name of the Creator

of Man. Cinot was the first great priest-king of lcthier. He was
said to be able to turn ash to grain and salt into nectar. It was
through him that Menoth delivered the gift of the Sheaf to his
people, and by his teachings Icthier' flourished and allowed
its growing numbers to be fed. He implemented aqueducts
and irrigation, and organized the laborers of the city into
quarrying stone with which to build both homes and walls. By
his guiding hand the Menites were exalted above the warring
tribes surrounding them.

As early civilization grew, so did the needs of the priesthood to
organize. Cinot set the first hierarchy of the Menite faith and its
clergy in place. His priests led the warriors of the faith in battle
against both the godless savages that surrounded Icthier but
also against the beasts of the wild. Cinot lived for four centuries
guiding his people, his longevity another of the Creator's
miracles. After he rvas gone the region continued to serve as a

cradle of civilization. By 5500 BR a warrior of the faith named
Belcor and a sage-priest named Geth led an exodus northward,
seeking to spread civilization.

THE DRAGONFATHER
Dragons exist in the old legends as fiendishly powerful monsters
or.rce thought to be embodiments of the Devourer Wurm. They
were imperishable terrors that passed overhead on shadowy
wings and breathed fire on an1. that offended them. As scholars
learn more of dragons the1, have become less certain of their
nature, for they have little in common with anything else that
walks or flies or swims.

All dragons originate from one progenitor: Toruk, called the
Dragonfather. For the last sixteen centuries this creature has

been worshiped as a god by those dwelling in the island empire
west of Immoren. Those who worship the Dragonfather claim
he has always been a part of the world, although he never
participated in the frenzy of fertility and generation that gave

rise to life on Caen. Toruk and the other dragons may not be

alive, by ordinary reckoning-the1. do not breed or propagate
as other species do, but possess immortality rooted in a

heartstone, an indestructible crystal called an athanc. Toruk's
worshipers believe that at some point in ages past Toruk became

tired of his solitary existence and created a brood to serve him.
He divided his athanc and from each splinter a new dragon
came into being, each uniquely terrible.

This act did not proceed as intended, for the dragons were
too similar to their maker. Each possessed inhuman pride
and thought itself superior to all others. They refused to bow
to their father and rebelled. Toruk was mightier than them
individualll', but together they were formidable. After a titanic
struggle amid the skies of Caen, the dragons scattered. From
that point forward, Toruk sought to hunt them down and gather
the pieces of his essence, to undo his mistake.

The other dragons in their scattered lairs kept watch for
their father and remained ready to flee from him. In the
meanwhile they took out their aggression on lesser creatures
that crawled upon the world. Many dragons earned their own
sagas and legends as they laired atop inaccessible mountain
peaks or other remote locations. Names such as Ashnephos,
Blighterghast, Charsaug, Everblight, Halfaug, and Scaefang



USE OF BR & AR
-re human dating system used throughout western
l:moren divides history into two distinct epochs

:=ined by the struggle against the Orgoth. Older dates

::unt backward from the start of the Rebellion and are
s:ed as BR (Before Rebellion) while more recent dates

:-runt forward and are listed as AR (After Rebellion).

l::iain other cultures use a different standard for
::unting dates. Rhul designates the 0 year as the
':-nding of Ghord, and so they consider the current

,:.i'to be BB0B G. Dates before the founding of Ghord
z-e designated with an X. Iosan dates are based on the
3::aclysm, which is indicated with the symbol ^ in

:-: appropriate location in the date. The year 608 AR is
- :574 by Iosan reckoning. Rhulic and Iosan dates are
-:: used in this chapter.

- -' r: ::e:rh' as mnch fear and dr ead in their legends as that
- --.. :re Dragonfather. On the ferv occasions a dragon has

' - :.:=.-:terl, often at great cost by vast armics, they have
' - -:=:Lrilitv to leform flesh and scale from their athanc

- - - - -: :::in. The onll'permancnt cxtinction of dragons has
:-:i L)ne has fallen to the clan's of Toruk or another

'- : ...:r.i. Gauh,ang, Nektor', Pvrornalfic, and Shazkz are
- - -:- r i::Sons that ale l1o more.

:i{E MOLGUR
I - - .:l: fields oi civilization spreading frorn Icthier,

--i :: -ir dominance and sur','ival occupied bands of
- ::rin, goblins, and the tribe's of humanitv that had

. -. -: -:'.r,ir Creator. The one uniting aspect shared bv the.

- -- r::'.\c1s a re\:erence for the Devourer wurm, embodicd
- -::.-=. iotemic forms. Shamans of these barbaric tribes
, - . -':::-i :he \\/urm through Lrloodv sacrifices, invoking their

' - ::--.i.. c-leemed r.rnholv bl' the Menites.

- .. ::lcse groups invoh'ed canniLralism, se'lflmutilation,
' - : ,: c:iing, conducted either r"rpon one anothel or
. .- r: :'.:ren thev cotild gather in stlengtlr ancl raid fringc

--::.. Bv and lalge thc Merrite communities had thc
. ' : -;i'-.line and the capacitv to orgarrize armed defense

' , -:r--:t€ of the Molgul stcadill' grerv, particularly as the
-.- :-- :.egan to gather in nnrnlrers. Though the Molgur

--.: ,::tie organization, and battles between competing
:- -!,mmon, thet, shared an identiiy dlawn frorn the

. - --- ,-,:::heir lites.

: - - :-- : -i.rs \\'or-rld pre1. orr even n'ell defended rival villagc-s
:'.-'. :..rr-nships. The Molgur le'arned to communicate

' -: -trrrther, creating a monerel tongue unique to
iran'n from disparate dialects of a thousand

- : - j-: runic alphabet. Shamans discovered that these

-- ::.-npo\\'ered theil mvstica'l rites. Barter and netvs

were spread from one Molgur tribe to auothet with runners
sent to challer-rge rir.als ot call a gathering for battle.

Records from the Menites of these early days speak of attacks

tr1, the Molgur in terrified language, dcscribir-rg them as "half
man, half beast." Certain humans n'ho have embraced the

Wnrm demonstrate the abilitv to transform, gron'ing itr size

and strength \r'hile filled rvith a mtrrderous ntaduess. In rnodern
tirnes such savages still exist, in a tribe called the Tharn,
lvl-rich are most celtainh' direct descendarrts of the Molgur.
The sight and sound of these blood-maddened rvarriors r,r'ith

their pounding dlums and great holvls rvas horrifl.ing and
blasphemous to the settled peoples. The Molgur poured florn
the wildelness and delighted in mtrrdet', feasting on the fallen,
r,r,illir.rg to destrov anything in their path.

THE CATACTYSM IN THE EAST
While the Menites spread their civilization and the Molgttr
lregan to band togethet a grL'at n'ork lvas undern'a]' in the east

n'hich n'ould forever change Imtnorett. Within the Empire of
L1'oss, a message sprcad florn thc great fanes that the gocls

sought to walk among them. Thc greatest priests commttned
r,r'ith the Divine Court and discclrred theil desire to cleate

the Bridge of Worlds, a great strlrctLlre r'r'hich r'vould facilitate
crossing between the Veld and Cacn.

The gocls had discovered that in the passing of millennia there
had been a thickening of the barriers betn,een the afterlife
and the rvorld of the living. While mortal souls rvere light and

insubstantial enough to pass through the membrane separating
the n'orlds, the gods could onh' do so bY exerting tremendotts
er-rergies, making it r,er)' difficult for them to beston' blessings

on their rnortal follon'ers. The Bridge of Worlds rvould allon' the
gods to pass to Caen u4renever thev n'ished. Its constluction
rvould be shared betrveen rnortal and divine, rvith half of the
blidge Lrr"rilt in the Veld, and the other half extending into the

skv flom Nyshyl, the capital of the empire.

Dilectec.l Lr)' the gods, the PeoPle of Lyoss began this
unclertaking circa 4250 BR. Arcane secrets were passed to them
thror"rgh tlre priesthood, including techniques bv nhich force
of rvill could be directed and rnagrrified to lift and manipulate
massive pieces of stone and rnetal. Through rniracles of
bot'h engineering and the arcane, construction of the Bridge
of Worlc-ls Ltcgatl. It n'as 1ot required that the L1'ossa.s
understand every principle of the work, but only that the1.

follorv the instluctions of the gods. Great arcane generatols
wer e e'r ected berreath the superstructurc of the torvering
bridge, rvhich ."vould be the lalgest and most impressive
engineering accomplishment ever attempted by moltal hands.
While the bridge r'vas being elccte d, a lattice of metal sigils rvas

inlaid across the streets of the capital, extending for miles ir-rto

the surrounding lines, an arcane foundation that distributed
ene'rsv from the c1'clopean structure.

Bolstered b1'their tremendous longevitl'and inspired bv divine
visiorrs, multiple generations carne to maturitt'and joirred their'
parents and grandparents in contributing to the ongoing labor.
Iosarr lecolds lecoveled from Lvoss sLlggest the blidge reache.d

completion by 4000 BR. As the date of completion nealed,
the people of Lyoss u,ere fillecl rn,ith eager anticipation and



CALENDAR USE
In the present era a single widely adopted calendar exists 4th Month
across the human and dwarven settled regions, having

originated in Rhul before being adopted by the Morrowan
and Menite faiths and kingdoms. Ios maintains a different 5th Month

calendar but any Iosan spending time outside that nation's 6th Month
borders learns to use the commonly employed one. The

names of the months are different among each of these 7th Month

cultures, with Morrowan month names being the most
widely employed throughout the Iron Kingdoms. Menite Bth Month
names are used in the Protectorate of Menoth and all-Menite
communities, and the Rhulic month names are only used in 9th Month

Rhul and other all-Rhulic communities 10th Month

The standard calendar is comprised of thirteen months, each

month broken into four weeks of seven days. This results
in every month having 28 days, and a 364-day, 52-week
year with a seasonal transition every ninety-one days (13

weeks). A slight astronomical flaw in the calendar requires a

periodic adjustment every three years, addressed by adding
an extra unmarked day after the last day of one year and

before the first day of the new year, which also corresponds
with the winter solstice. Called Odomsday by Rhulfolk, this
adjustment is more commonly known in human lands as

"The Longest Night," in reference to a celebratory festival
thrown during ihis period. Since this day exists outside the
calendar, some hold that the consequences for choices made

during this festival do not matter and should not be judged.

The following thirteen months of the year are listed with
names used by Morrowans (Menites, and Rhulfolk):

lst Month Glaceus (Glaceus, Dovern)

2nd Month Casteus (Casteus, Uldern)

3rd Month Trineus (Trineus, Dolern)

Tempen (Tempes, Ormul) - Vernal Equinox
after lst week

Cinten (Cinoten, 0dul)

Rowen (Prautes, Gordu)

Solesh (Septesh, Lodar) - Summer Solstice
after 2nd week

Octesh (Octesh, Durgar)

Katesh (Sulesh, Odomar)

Goloven (Golovus, Godesh) - Autumnal
Equinox after 3rd week

llth Month Doloven (Martus, Sigmon)

12th Month Khadoven (Khadovus, Rordon)

13th Month Ashtoven (Ashtovus, Jhoron) Winter
Solstice after last week ':

In western Immoren the days of the week are not named,
but traditionally the weeks of the month have a name. The
Morrowan week names are Vendarl (1st week), Malleus
(2nd week), Donard (3rd week), and Gorim (4th week). The
Menite week names are Ozeall, Luctine, Donard, and Vilmon.
Documents using older formal notation specify dates by

listing the day of the week within a month, although this has

fallen out of favor in preference for simply denoting the day

of the month. For example, the antiquated format: "Malleus
5th, Cinten" is equivalent to the more modern: "the 12th
of Cinten" or "Cinten the 12th;" Malleus is the 2nd week of
the month, so the 5th day of that week falls on the 12th day
of the month. Modern scholars have determined this system
is unnecessarily convoluted. Three Ietter abbreviations for
month and week names are commonly employed.

prepared for a great festival to celebrate the arrival of the gods.

The streets of Nyshyl lvere filled rvith pilgrims, the alreadv
crowded city fil1ed to twice its normal capacity, n'ith teeming
throngs concentrated near the base of the bridge, lvhere the
hopeful ir.rtended to greet the gods.

Unfortunately the hopes of the Lyossan people could not
forestall the Cataclysm. What went wrong is a mystery as

much to the ancients as the scholars in the present, and even

the gods themselves must not know, since otherrvise it seems

unfathomable they would have gone forward lvith their plans.

The fact that the Divine Court was neither omniscient nor
omnipotent was proven in the time to come. Not knol.ving
the doom arvaiting them, the Lyossans activated the great
mechanisms of the Bridge of Worlds. For a moment all seemed

r,r,'e11, as the eight gods of the Divine Court entered the r,r.orld of
Caen. At just that moment, the blidge exploded in a torrent of
vast and sweeping power.

The explosive force rtas so great Immoren itself cracked and
sundered. Along what was once the vibrant Hyless River
opened the Abyss, a chasm so deep it reached the hot arteries
of the world where molten stone flor,r,s like blood. Nyshvl, once
a glorious capital, was instantlv obliterated, together with the
millions of Llress2nr who had gathered. Where it stood was
nothing but a gaping chasm, a r,'nound in the world. The gods
endured, but they found the world consumed b1. devastation.

Unnatural blue-white fires spread in the wake of this explosion,
flames that burned indefinitely without apparent fuel and could
not be extinguished. The very stones burned like cordwood.
Weather patterns across Immoren changed irrevocably, and
what was once a small desert far to the southwest of Nyshyl
became a vast waste. Along the Abyss, freakish energies
combined with seismic upheaval to birth the Stormlands, a

region of unrelenting lightning and rain that still persists
thousands of vears later.



-= Impire of Lyoss ceased to exist, delivered into annihilation.
'-= iestruction went far beyond the capital, causing death
-:.arnage across a1l the major cities of the empire. Those
-,:-:iting the fringes starved or were set upon by predators
-:-reasts, including fresh horrors arisen in the wake of the
::::e devastation. The empire might have been erased without
.-:::1e survivor if not for the intervention of the weakened

-: =:ill puissant gods of the Divine Court. The eight gods used
-:.: fo\\'ers to shelter as many thousands of refugees as they

--:. Together they fled into the west where they would find
-=-:=r amid the isolated vale they named Ios.

=: :ds pointing to the Cataclysm can be found in ancient

-:.:n legends. In the annals of the ancient sage Angrund it
:. ::lled the "Time of the Burning Sky." A tremendous bright
.: : in the east presaged the destruction, when the night sky

=:,re like day, but with a baleful intensity that soon faded
-: -,'.'as replaced by howling winds and storms. The earth
:=:.-d to snallow entire towns on the eastern fringes while

,:i of fire lasting sixty days and sixty nights blasted the

::.-:l. creating what would subsequently be known as the
-:sione Marches. Lakes dried up, livestock became barren,

-: ::ngerous creatures fled before the wild weathet wreaking
. -: '.r'herever they passed. The Menites scattered and most

- .: up the coast to the fertile region near the Black River
' -.: '., rruld soon be named Calacia. The city of Ancient lcthier,
- -:: :.:',' oi men, was abandoned and would not be reclaimed

: :: -'usands of years.

THE RISE OF MORRDH
--- -r=:-:ne around 4800 BR, eight centuries before the Time
':.-: Burning Sk1,, a strong civilization began to take root
- : -. :11e1' amid the heavily forested region now called the

- - ':'.'..ood. It is thought the first leaders of Morrdh were an
---::.rt sect of the Menite exodus led by Geth seven centuries

.-- ::. There are fragmentary passages that hint of a schism
--: =; to the founders of Morrdh turning from their Menite
,.--:::gs, although inheriting many of the gifts of civilization

: - ::ed bv Cinot.

, 'r = -: knolvn of the culture and religious beliefs of Morldh,
- - -::ir in legends it is a kingdom associated with darkness

--: :--rruption. Whether the taint of Morrdh existed from
- : ::rding or iestered later, the lvarriors of the Valle1, of

-::r managed to drive back the Molgur tribes and secure
-: r :i'fl legac1,.

- - - .=;,ple of Morrdh explored occult rituals that would never
-- : :.en condoned by the Menite priesthood. Warfare with
- . .1-.-gur gave rise to an aggressive and violent civilization,

-:h convoluted and brutal internal politics based on the
-:=rtion betu'een rival r'varlords. The Kingdom of Morrdh
-- r:t united until 3500 BR, after the warlords of ten smaller'

', :-':ns came to an uneasy accord. This allowed the fledgling
-::rm to prosper against neighboring tribes.

- - -:::ired records suggest dark pacts and conspiracies at the
' -:: .rr \Iorrdhic domination. Long before humanity mastered
" : ::cane, the Lords of Molrdh were rumored to possess
-- :-e porvers, including the ability to make corpses rise from

' : : :rcrves ancl take up \\.eapons to become tireless guardians.

Descriptions of battles bv the neighboring Midar describe

serpentine monsters descending from the sky on bat-like wings
in answer to the call of Morrdhic generals. Other monsters

erupted from below the earth to swallow enemies r,r'hole. Some

of this has been dismissed as superstition, but all stories imply
that the leaders of Morrdh had access to lore mankind was

not meant to know. The tainted gains made by Morrdh as a

civilization would foster evils within the Thornwood that still
plague the present.

THE WARTORD ERA
The Warlord Era was the time when the Menite warrior-priests
and priest-kings had their greatest and most sweeping battles

against barbarism. It was a time of savagery and bloodshed
which marked the founding of new city-states and paved the

way for the proliferation of fiefdoms and Pockets of armed

settlements which would define life in western Immoren for
thousands of years.

Even the smallest village needed to erect walls against the

horrors that came from beyond the torch light, and prayers to

Menoth were seen as providing the only clear path between

life and death. In this era, the priest-kings of Calacia and

Khard tamed the wild with the rule of law and the ludgment
of steel. By their example, the True Law of civilization became

a weapon wielded against the barbaric throngs in service to

the Devourer Wurm.

CALACIA. GOLIVANT,
AND THE SHIELD OF THRACE
Between the Molgur who dominated the r,t'ild mountains to the

west and the inhospitable wastes of the Bloodstone Marches

to the east alose a thriving Menite community. Following the

example of Cinot and those rvho came after, they quickly set

to tilling the fertile land and created dozens of settlements,
outposts, and temples.

These communities were united under the rvarrior-priest Valent

of Thrace around 2800 BR. Dran ing workers by the hundreds
and hauling lumber from the nearby folests arrd stones from
freshly dug quarries, they created the Hold of Calacia, a gre'at

fortress that nould in time become a thriving citl'. A great line
of walls and fortifications lvas erected at his behest to stand
against the Molgur-the Shield of Thrace. The protected people
of Calacia thrived and multiplied.

The Calacians demonstrated as much ingenuity as faith, as

they had mastered the forging of iron and, in small quantities,
the precious steel by n'hich the blades of the priests' chosen

lvarriors carried the Creator's strength. The Calacians
innovated the recurved longbor.v, a fal deadlier weapon
than the short hunting boi,'u's used until this time. So armed,
encased in metal armor; they proved their superiority against
the spears, short blades, axes, and hides of the Molgur tribes.
Even more important was their discipline and tactics, as r'r'ell

as the support of leading Menite priests r.vho spoke pra)'ers to
set the followers of the Wurm ablaze.

In2230 BR, the man who n'ould eventually become Priest-King
Golivant was born. On his maturitv he rose to prominence,
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provirlg trlessed of the Larvgiver and br. his rule the kingdom
of Calacia began to lepay the Molgur for a thousand vears
of bloody conflict. The effectiveness of his forays rvest oi the
Shield of Thrace to track down Molgur tribes and burn their
villages did not go unrroticed, and in time the Molgur stirred
to retaliate.

A champion rose among the Molgur tribes, a great trollkin
chieftain named Horfar Grimmr, who gathered a vast horde
rvith the cause of breaking through the Menite walls to burn
Calacia to the ground. Grimmr was determined to show the
valley-fed and teeming humans the might of the Molgur, and
brought together the strength of their varied tribes. Bringing
dozens of kriels of his own people, Grimmr also marched
alongside ogrun, bogrin, and barbaric humans. Each of these
races brought their own skills in combat as well as their
courage, united by their worship of the Wurm and the desire to
see Calacia destroyed.

A great battle took place at the Shield of Thrace with the fate of
western Immoren in the balance. The Molgur crashed into the
walls in waves, heedless of their losses, while archers on the
walls rained arrows into their ranks and poured hot oil down
upon them. The Molgur ignored their losses and threw carved
logs up against the walls to climb them as ladders to fight on
the battlements, and for a time succeeded in overwhelming
the defenders.

Golivant led the army of Calacia to confront the foe and
brought with him the very fire of Menoth and an imperishable

u'ill. Golivant aud Grimmr fought several times, and in these
battles the Menites eventually gained the upper hand. Golivarrt
led his people in pushing the Molgur back and regained the
battlements. Horfar Grimmr was captured and presented to the
remaining barbarians in a grisly spectacle as he was tortured
and executed. While Grimmr continued to shout defiance until
his dying breath, the Molgur lost their will to fight and scattered
into the mountains. Golivant was not inclined to allow them to
lick their wounds and so set forth with his armies on a ten year
campaign to end the Molgur.

Remnants of the savage tribes scattered, most going north to
settle in the far frozen mountains, while others went west to
hide among the Scharde Islands. The barbaric peoples who
worshiped the Wurm would continue to plague civilized
settlements for thousands of years, but never again as a

unified people.

After Golivant's death, his son was slain by rivals and Calacia
fragmented as factions sought control of the river valleys.
However, in 2051 BR Golivant's grandson succeeded in uniting
the region once more. He renamed the capital Caspia, and under
his direction massive fortifications and walls were erected, all
consecrated to Menoth. In subsequent generations it became
known as the City of Walls.
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THE FALI OF THE MOLGUR
AND THE DHUNIAN RACES

The shattering of the Molgur was necessary for the rise

of human civilization, but it had an impact on the other
races that had joined in that tribal alliance. While humans
could convert to Menoth, the ogrun, trollkin, gobbers, and

bogrin were not given that choice. Members of these races
lrere often slaughtered indiscriminately or driven out. In
ihe wake of extensive persecution by Menite crusades,
ihese races dwindled and turned inward to their surviving
communities in remote and inhospitable places.

Cne of the largest impacts of the fall of the Molgur was
ihe widespread abandonment of worship of the Wurm
among these races. Though they knew the Wurm to be

ineir divine father, this entity had become tainted by

:eath and destruction.This led to the increase of Dhunian
',,rorship as these persecuted races turned to their divine
-1other, who offered fertility to replace the slain.

KHARDOVIC AND THE NORTH
: :. --.S Colivant lay dying, a fierce warrior-priest named

-.':.-.'.'ic n'as attempting to unite his people in the north.
: : :uccessors had come into this region to spread the word

-=:rrth, and their lessons took root among the mighty
' --= .':.1s n'ho warred with one another across the plains

--: --; the three great lakes. They adopted a written alphabet
- -:. :ie local tongues that would become known as Khurzic,
- -- '.'.'tuld in time give rise to the most prominent of the

- -'::::r languages. A warrior-sect of northern Menites fiercely

- -r :..: the knorvledge they had inherited, having translated
-: .:'.i of the True Law into Khurzic. Khardovic was the most

- ' -::::ent n'arlord of these people.

' ":::--'.'rc is described as a giant of a man, fierce and proud
. - : :::.:ticalh' pious. Khardovic felt the calling to unite this

- . r,.'blood and iron-it is said the crossroads in those days
- : :.irrrated rvith pikes suspending the heads of countless of
' :r:::.ies, those deemed too wild or irredeemable to convert.
. - ---ii'ant in the south, Khardovic was fil1ed with the pious

-::-=ion to rid his homelands of Wurm-worshiping savages.

-.--:--'.':c's campaign against those he saw to be in league
- ::.: \\'urm was brutal and efficient, going directly to

- : - ::.:mans and confronting them. Slaughtering shamans
- = ,'.'urm proved highly effective, as many of the survivors

- -:::::eh' converted to the Menite faith. Priests followed
- -: iihardovic to bring the gentler teachings of the True

- : ::.e remnants of the defeated tribes. By the time of his
- - -{r:rdovic had converted over a million savages to the

- - =r. spreading Menite worship across the great north
:.: '...'ould one day be Khador. Some mountain tribes

-: r:: bevond his reach, but he ensured the Menite faith
: -: :rcross the lowlands.

The people who inherited the legacy of Khardovic persist to
this day, and all who call themselves Khards believe they
have some connection to the chosen people who had gathered
around Khardovic. Nearly every noble family in modern
Khador claims descent from the vast family tree of Khardovic.
These crusades also spread the Khurzic language and gave rise
to lasting settlements. While the north would be caught up in
turmoil and warfare throughout the next era, its leaders built
walls around their towns, with impressive Menite temples at

their centers.

Some claim these wild northern lands never fully embraced

Menite teachings, adopting them from fear instead of belief.
It is true that the totems endured, as did many superstitions
in the remote reaches. The far northern Rustov Vindol, and

Vorgoi peoples never abandoned their beliefs, albeit in some

cases old rites were changed and disguised. Elsewhere the
fruits of civilization were enjoyed by brutal tyrants who sought
to protect the holdings they seized through conquest. Little
regard was given to the suffering of the peasants who toiled
the fields, labored in mines and quarries, and who worked like
slaves to erect temples and fortresses.

THE THOUSAND CITIES ERA
The spread of the Menite faith and the defeat of the Molgur
allowed for the rapid spread of civilization across the plains,
hills, forests, and coasts of western Immoren. Every fertile
plot of ground or marginally defensible hillock was seized by
ambitious lords. This nshered in an era no less torn by strife, but
bringing many advancements. The settled peoples of this era
had the luxurl' of ample food and shelter, as well as trade with
neighbors, at least when they lveren't at war. The battles of this
era were not those between civilization and the wilderness but
instead between rival city-states.

The spread of shipping and commerce also gave rise to new
professions as well as dangers, with influential merchants as

well as pirates and bandits preying on the citizens of the day. In
the grol,ving towns and cities, varied strata of society emerged,
giving rise to those who could dedicate their lives to crafts other
than farming or war. Across western Immoren a thousand petty
fiefdoms and strongholds sprung up each a fortified township
led by a ruler who sought to unite the surrounding settlements
and both protect and exploit them. By tradition, these rulers
sought the blessings of Menite priests to legitimize their claims.

Soon conquest and diplomacy saw the weaker fiefdoms
crushed or uniting paving the way for fewer but stronler
kingdoms, each vying for domination. By the end of this era

less than a dozen strong nations had cowed and consolidated
most of the rest.

For all the changes that marked this era, it is remembered most
for the rise of the Twins: a brother and sister from Caspia who
would exceed mortal limits and carve very different paths to
enlightenment before ascending to divinity.



ASCENDANCY OF THE TWINS
Morrow and Thamar were born in 1930 BR. The exact events

of their early lives are shrouded in uncertainty. The little that
is known comes from their combined writings, which were

assembled into the Enkheiridion, the holy text of the Vorrowan
faith, and from accounts of their followers. Whatever their
upbringing, Morrow and Thamar were brilliant and radical

thinkers whose teachings would redefine the world for those

who came after.

By the end of the Warlord Era, the Menite faith was

unquestionably dominant. Chains of unbreakable spiritual
fealty connected every human being to their Creator, and the

True Law governed all aspects of life. Menite priests advised

kings and sometimes governed their to'wnships, and it fel1 to

the scrutator caste to enforce the rule of 1aw. After death the

souls of the faithful would be governed by priests in the City
of Man. Though civilization had come to Immoren, for the

majority this meant servitude at the hands of spiritual tyrants.

Morrow was raised as a Menite and respected the Lawbringer
for the gifts that fostered civilization. Yet he questioned how the

True Law rvas interpreted, and in particular he challenged the

tyranny of the priesthood. Thamar was even more extreme in
her hatred of the Menite priesthood. Historians have surmised

that the Twins' parents had been executed by scrr.rtators, giving
rise to this shared sentiment.

Their respective teachings proved to be tremendously

subversive. From as eally as 1905 BR the influence of their
writings could be seen across the intellectual community of
Caspia and beyond. Morrow served as a soldier for a decade

of his early life, and he wrote about the horrols of war and the

challenges of finding honor in the darkest moments. He was

an orator beyond compare as well as a charismatic leader and

spoke wherever he traveled, first in the streets of Caspia and

later on pilgrimages abroad. He took time to lend aid to the less

fortunate, particularly those suffering from lasting injuries,
disease, or famine, and gained a reputation as a healer and

worker of miracles.

Morrow's path to enlightenment-and the questions he would
leave for later generations-emphasized the pursuit of a

greater good. He believed living a good life required more than
obeying the True Law, such as benevolence, mercy, compassion,

and self-sacrifice. He postulated that through reflection and a

deep understanding of the world a person could transcend the

flesh, unlocking the limitless potential of the immortal soul.
This power could then be rvielded to the betterment of all.

Although at the outset Morrorv and Thamar shared certain
beliefs, their paths divided and became opposed. Both
believed in questioning Menite authority and seeking
enlightenment, but Thamar did not agree this required
self-sacrifice. Rather, she asserted unlocking the potential
of the human soul required absolute freedom-physical,
mental, and spiritual. For her, the betterment of mankind
required each person to find his individual strength and to
rise above those rvho lacked the will. Thamar had a hunger
for knorvledge and came to believe the human mind could
perceive the very fabric of reality and shape it. In her quest
for enlightenment she immersed herself in the occult, seeking
masterv of the supernatural and the ineffable, including
unholy and forbidden lore. She learned to speak every tongue
and consumed tomes and scrolls with a voracious appetite.
While Morron"s teachings would take root and eventually
be embraced by established society, Thamar was looked to
by radical thinkers and outcasts as well as those seeking
freedom from t1'r3nny.

The Trvins' respective cults and writings came to the attention
of the scrutators across the south, who initiated a campaign
to eradicate their influence. Their followers were seized,

tortured, and then executed by being u'racked or burned alive.
Hearing of this persecution, Morrow and Thamar reconciled
and put out a call to all who had suffered under Menite rule.
Thousands sai.r'this as their chance to repay the priesthood for
countless excesses.

The gathering throngs became an army that marched on Caspia

in 1900 BR. The priest-king of that city, Hierarch Heletius, met

them n'ith his or'vn zealous soldiers, confident the Creator was

on his side. Amid a great battle, Morrow fought the priest-king
personalll., eventually disalming him and demanding his
surrender. Thamar intervened to impale the unarmed priest
with her spear before he could answer. Morrow vowed she

nonld ansu'er for this act after the battle was won. This was

the beginning of an irreconcilable divide. Soon the remaining
Menite armv was swept aside, ar-rd the Twins had their victory.

The pair rn"'ere r,r,elcomed into Caspia as heroes. Morrow was

urged to rule the citv and guide its people, a responsibility he

reluctantlv accepted, hoping to put his principles into practice.

The Enkheiridion speaks of this time as a difficult ordeal,

r.vhen Morror,r. faced dilemmas for which there were no easy

solutions. His rvritings admit to mistakes made in these years

and warn that achieving the greater good is never simple for
those in authority. His first travail involved cementing a Peace
with the remaining Menite priesthood. Morrow had no desire

to drive them from the city or deprive them of their religion'
Seeking harmony, he reached an accord: he promised to protect

Menite temples and pay homage to the Creator of Man-and
lastly, that Thamar would answer for the crime of murdering
Hierarch Heletius.

Morrow brought his sister before him and told her what had been

agreed. Displaying unusual humility, she begged forgiveness
for her rash actions. Morrow thought her repentance insincere

{



. -: .\iled her from Caspia, promising death should she return.
---. Thamar endured being cast from the city she had fought

:::e, ir,rrther embittering her to all who sat in authority,
- - -:inq her brother.

' . ::.rster of the city, Morrow felt driven to expunge evil
- :: i:s streets and ordered Thamar's followers imprisoned.

.. . ::,ught to eliminate all crime and corruption, a task
-. croved impossible and prompted increasingly stern

-:::.-:r€s. While life for the Caspian citizens was improved
-.:: =rdouslr' under Morrow's wise guidance, manv freedoms
-:= :urtailed.

- r: in exile, Thamar spent the next several vears pursuing
--:,: studies on the fringes of civilization. She mastered the

--::nentals of alchemy, sought shamans of the Wurm in the
:.:ness, and tracked down sages of the black kingdom of
: jh. She invented her own alphabet and a language called

-, :-.i, thought to be a key element of her eventual ascension.
- -. :-.o $'aged her own private war against the Menite priests
- - : . - -.,,'ed the seeds of dissent in Caspia f rom afar by contacting
- .= =mbittered by Morrow's rule.

--.:= ',vould be a climactic reunion between the Twins in
'-i -:R. Thamar returned to Caspia and took charge of an army
- -- :--:e r-rp from within, and those who had governed the city
- 1-:ron"s name were murdered in their homes or set upon
- :-= streets. Thamar carved a path of destruction through
-: -.-i'dS she made her way to Morrow's palace displaying
-: :'. ing powers over the elements. Those who tried to stop

--- :,=d, torn apart by fierce winds, set ablaze with dark fire,
- rr=rc€d by her spear. Buildings around her crumbled to
- - ..hile behind her the dead arose and set upon the living.

:: '.'.' realized the only way he could prevent more harm
-:= citr'\vas to confront her personally. At the outer gate
::t rvould eventually become the Sancteum, the Twins

-:--.: a fierce dr.reI.

- '.1,-.rron' sought to protect the innocent from his sister's
.. - - .'. pon'ers Thamar taunted him, accusing him of turning
- ..hat thev had both despised. She pointed out how weak
' :,-'.' had become under his rule, n'ith its people deprived
. :::tl and too meek to defend themselves from the hostile

: : revond Caspia's walls. In a frenzy of destructive power,
- . :-::rsed the sky to blacken and summoned a storm of smoke

, - - -:e that threatened to consume the city. Morrow saw in
- -- :'.nal moments hor,v his or,r'n choices had Ied to this, how
- ..:,'...'illingness to forgive had sent hel down a darker path.
- l--:mar prepared to destroy all he had built, he saw the only
, :-- stop her rvas to sacrifice himself. He stepped forward

- -: ":cepted the brunt of her rvrath.

-,:::: strr.rck him doi,vn in full sight of the gathered throngs.
- ::nessed as Morror.v's flesh became spirit and he ascended
-' .:re skv as the unnatural storm was dispersed by a light
'- -.:.r than the sun. The power of Morrow's apotheosis

.: the rvild air, crumbled the walking dead to dust, and
- - ::::ec1 those gathered from Thamar's hatred. Empotvered
' -:: example and no longer fearing Thamar, the masses

-:.'i'.elmed her. Rather than using her power to escape, she

- -' red true to her orvn path, unwilling to submit, and n'as

torn apart by the mob. In death Thamar, too, ascended, become
black smoke that dispersed as she passed to Urcaen. All that
remained of her were the black pages of her r.t,ritings.

One of Morrow's foremost disciples, a man named Laertes
Prado, collected Thamar's written works, intent on destroying
them, but an apparition of Morrow manifested and bade

him stop. Morrow told Prado to bind his own writings with
Thamar's. He insisted his sister's words should be preserved
alongside his own to illustrate the Volition, encompassing
both of their choices-in her writings were lessons as

important to those who would come after as his own were.
The figure then faded, but his followers did not mourn,
knowing Morrow would continue to watch over them from
Urcaen as a god.

THE PURGING
Morrow and Thamar became symbols of two distinct paths
of enlightenment. Word of their respective ascensions spread

despite efforts by the Menite scrutators to repress it. The
Menites broadened their hunts and this became the Purging,
a terrible time of religious strife pursued as vigorously as once

the Menites had contested with the Molgur. Entire communities
were declared anathema and eradicated as the fledgling
Morrowans were driven into exile.

While Morrow's teachings were never entirely expunged
from Caspia, the Menite Temple reclaimed leadership of
the city in 1882 BR. This was the year that Keeper Laertes
Prado nas captured, then publically tortured and executed
by the city's scrutators. The original Enkheiridion was lost
and thought to have been destroyed, although copies had
been transcribed by hand and were preserved by priests
fleeing the city. Prado became a hero of the early church as he
refused to name any Morrowans. In later centuries it came to
light he had hidden the Enkheiridion and taken knowledge
of its location to his grave.

In 1866 BR, a priest named Nolland Orellius heeded portents
he claimed came from Morrorv himself to found a fortified
monastery deep in the W1'1611'all Mountains, and dedicated
it to the preservation of the ivritings and teachings of the
Tr,r,ins. This was the Divinium, rvith Orellius becoming the first
primarch of the Church of Morrow. Under his direction the
chr.rrch hierarchy took shape while its clergy organized efforts
to hide the faithful flom Menite scrutators.

Even as Orellius rvas chosen b1. Morron, in death the god
appeared to usher his soul to the afterlife. Orellius became
the first Archon of Morror.r', an angelic spirit u'ho rvould assist
the god in Urcaen. A rveek later, this archon manifested before
Orellius' successor as a sign of Morrow's favor. From that point
forr.vard, every primarch after death has become an archon to
join a growing host working to fr.rlfi1l the will of Morrow After
the passing of the old, each nerv primarch has been signified by
a manifestation of one or more archons as an unequivocal sign
of Morrorv's guiding hand. Morror,r. rvas named the Prophet, as

through the archons he passed down prophecies to the faithful,
as rvell as other momentous portents.



While the very survival of their faiths was tenuous in these
early days, the teachings of the Tr,vins proved to be enduring.
Thamar's cult spread slowly even as Morrow's rose to
prominence. The relationships betrveen these faiths rvould
prove to be complex and ever-changing, perhaps reflecting the
relationships between the gods themselves.

THE FIRST ASCENDANTS AND SCIONS
Morrow and Thamar nere follorved by others heeding their
teachings who rose to greatness and eventually achieved
enlightenment, generally at the momerrt of death. Those who
follorved Morrow's path have joined him as ascendarrts, saint-
like figures thought to embody the noblest aspects of the
human soul. Those who follorved Thamar are scions, deemed
holy by her cult but vilified by the majority. The ascendants and
scions became essential aspects of the faiths of the Trvins-the
faithful look to these holy beings as patrons and pray to them as

intermediaries for Morrow or Thamar.

Morrow's first ascendant was a warrior woman of the frozen
north named Katrena, a shield-maiden of noble birth from the
Skirov tribes who heard Morrow's message and felt the calling
to join the fledgling church at the Divinium. In this time of the
Purging her martial ski1l was sorely needed and she inspired
others to take up arms to defend the faith. Katrena protected
the church's priests, including those blave enough to spread

its teachings despite the Menite scrutators hunting them. She

ultimately died and ascended in 1810 BR protecting the third
primarch, Orestus I, from assassination. At the sight of her
ascension, the would-be killers dropped their weapons and

begged the primarch's forgiveness, converting to the faith. In
subsequent centuries many who took up arms in the defense

of others adopted Katrena's sigil. She n'ould eventually bs

esteemed by those of noble birth who heeded Morrow's message

and sought to honorably fulfill their responsibilities.

In life, Thamar had been joined in her occult investigations by
Ekris, a man with a brilliant mind and an appetite for lore who
was also her consort and disciple. On word of her ascension he

vowed once to follow her path and rel'oin her in Urcaen. Ekris
spent decades retracing her steps and delving into the Telgesh

glyphs, confirming their connection to the old rvritings and

rituals of Morrdh. Ekris is said to have used forbidden lore to
bargain with infernal powers to greatly extend his mortal life.
For more than a hundred years he delved into occult mysteries
and achieved his vow. He ascended after his death in 1780 BR to
become Thamar's first scion. Ekris is prayed to by those seeking
enlightenment through forbidden lore.

Other exceptional individuals would rise to ascension, not
always predictably. The next scion was a witch named Delesle

who spent her lifetime terrorizing Menite temples through the
necromantic arts. While widely reviled, Delesle's attacks served
to protect the early Morrowan faith. Her dark ascension was in
1610 BR, her death self-inflicted by falling upon a black sword.
Scion Delesle became patron of necromancers as well as those

rebelling against tyranny.

In 1590 BR a woman named Ellena ascended to join Morrow
after spending decades traveling spreading the Morrowan faith

across l\'estern Immoren. Another selfless Morrowan paragon
named Doleth sor-rght enligl.rtenment negotiating the Meredius.
He is remembered for rescuing those caught amid the storms of
these dangelous waters. He ascended in 1411 BR and gained a

strong iollorving among fishermen, sailors, and river boatmen,
rvho prav to him in the hopes of safe journeys.

Demonstrating that not all followers of the goddess were as

openll' sinister as Ekris or Delesle was the unexpected ascension
of Scion Drayce in 1400 BR, a prestigious and influential noble of
earlv Thuria ivho had elevated his township to a regional power
through ruthless politics. and fostering trade. While openly
condemned for his corruption, many subsequent sovereigns
looked to Dral'ce's example and treated his writings as the
guide to pragmatic rulership.

Over the centuries, more ascendants and scions would arise
to strengthen their respective faiths. These holy emissaries
are thought to manifest periodically on Caen to guide mortals.
Ascendants work primarily through dreams and visions, while
scions prefer to possess mortals and control their bodies to
further their schemes on Caen.

WARS OF THE NORTH
AND THE FALL OF MORRDH
While in the south the rise of the Twins led to religious purges,
the Khards were at war in the north. The teachings of the Twins
would eventually reach the northern lands as well, but spread
more gradually over the centuries, facilitating accords between
old and new religions.

THE TWINS AND
THE WAR OF SOULS

According to Morrowan Church doctrine, the Twins
established their respective domains in Urcaen after
their ascensions and joined the War of Souls against
each other as well as Menoth and the Devourer Wurm.
The exact nature of these conflicts is little understood
by mortals except that periodic battles are thought to
transpire between these divinities and their followers,
with the Wurm being a constant threat to the domains of
all gods in Urcaen. The afterlife of each of these faiths is

described differently, but bothThamarites and Morrowans
believe their souls continue to experience refinement in

the hereafter. One's degree of piety is thought to affect
the likelihood of arriving safely at the domain of one's
patron, as well as being welcomed into its community.
Thamar's domain is described as relatively welcoming
but also possessing the least secure borders. Menoth's
domain is the most heavily fortified but also the most
discriminatlng, while Morrow's domain is between these
extremes. Mortal souls periodically contribute to the
defense of the realm of their divinity.



, 1690 BR the lands just south of the Nychatha Mountains
- -'.'. sporadic outbreaks of armed conflict between wariords of
--= Kossites, the Skirov and the southern Khardic horselords.
: . ;lever managed to unif1, as a kingdom, although its people
.:: fierce in battle and especially dangerous in their native

:---.:.ie11 Forest. The Skirov had turned as zealously to the
.rrte iaith as thcy had once howled at the moon in praise
' -rc- \Vurnt, and rvcre mottntain fightels without peer. Yet
^=r the Skirov arrnies malched onto the p'lains to meet

-..: Kl-rardic foes the1, were ridderr dolvn by heavv horse.
-..: battles may have continued intermirrably if a terrible

- ,:'-ie had not srvept through both the Skirov and Kossites,
- -::ric-ruslr' leaving the Khards r-rntor:ched. The Khards n'ere
.- : irr LIS€ this advantage to seize huge stretches of lands.

- :,g the cities conquered by the Khards was Molga, that
- c.r1led Khardov in veneration of Khardovic.

- - . ..irec1om of Morrdh, now in decline, was torn by internal
- : rnri n'ars abroad. An internal power struggle left the
-::-'m n'eak and ruled by madmen who antagonized

-- : :eighbors at a time when the people were desperate to
, -: j. Lacking the funds to pay for their wars, the lords of
-:::r committed an r-rnforgivable blaspheml' by ordering

- , : -::r.'lc.r of ser.eral burial sites in northern Midar to bolster
: -:lling treasrlry.

' ' - ::1,.-.rrrized the Midar against thenr, and soon these trvo
--- :r'.! lrecame' locked in a bitter struggle. Morrdh had

::. .iimirrishe'd ivithin the dark forests and vallevs of its
' : : rts r-nilitart'strength a shadorv oi rvhat it once had been.
' : -i: itrrds possessed dread porvers, these did not suffice to

.- :., enclure a lengthl' r.r'al of attritiou against the Miclar
- :.r:':r iertile farmlands and abundant population. The

:.:'..'..uld eventually become a bastion of the Morrowan
- - :::i so the fall of Morrdh by 1500 BR was seen by most

- 1-:rtrrtan triumph over an ancient evil that had plagued
" -. ::eis ior tn'o thousand years. The scattered descendants

:::r Lrecarre the Morridane, who have ever since been
-- .: ::rd treated n,ith suspicion.

- , :=.:::ction of Morrdh gave other neighboring kingdoms
' :: ::unitv to consolidate under strong lords. Slowly but
- :::--. tire Thousand Cities became apportioned off and

-.: ::' ihe borders of growing kingdoms. The kingdom of
^ - - : : :1,:tr dominance in the west, initially banding together

- ,, .-:. pr(rtection against the trollkin of the Gnarls. While
- ::: remairred only loosely confederated and never

- - -:= j centr.rl rulership, their communities made pacts
- -:-: .o1id.-rrit1', eventually coming to be known as the
- ---. \.rrthoiThuria and southof the Khardicplains rose

. - :: -- :n trf Tordor.

-: : I Kh..rrclo\. \vas the largest city in the north and began
::- ::- i:s tlominance over neighboring territories. Gains

- :: :. iiirs and the Skirov led the young but charismatic
- : :. :li-rrro to declare himself emperor, founding the

, -, , :::::r.'. The Kos \\.ere the first to fall to them. The last
:lcs finallv surrendered to the emperor in 1382 BR.

..:ir.'r proud horselords dwelling east of Khardov

descending directly from Priest King Khardovic. In his last

vears, the now elderly Emperor Skelvoro proved his political
acumen by persuading the horse lords they could ioin and

serve the empire without borving to his rule, accrediting
them as princes in their own right. Thus assuaged and with
the Khardic horselords united, the empire waged a'long lvar
against Skirov.

Skelvoro's successor eventually forced the Skilov from their
mountain strongholds and the Skirov joined the Khardic

Ernpire in 7263 BR, bringing the Menite faith to the mountain
communities. The empe'ror wisely allorved the region to be

gor.erned by Menite priests, freeing his own vassals to engage

in battles elsewhere. Eventually the Morrowan faith Sained a

foothold; the people of this region have long shown a predilection
toward faith and zealotry, whichever god they embraced.

Mirroring the wars of the r"rorth, Tordor fought with Thuria in
1322 BR and annexed that rival kingdom by 1313 BR. Thuria
remained largely intact and her citizens continued proudly to
call themselves Thurian even as their leaders swore oaths of
fealty to Tordoran castellans. With Thuria's strength behind
her, Tordor became a rising power, particularly notable for a

formidable fleet of Dirgenmast ships that dominated Immoren's

western coasts.

One of the last of the northern peoples to defy the Khardic
Empire were the eastern holselords, who in 1169 BR united
r"rnder the Tzepescis, Umbreykos, and Chardovosks to create

the kingdom of Umbre1,, which declared itself independent of

the empire. Korska became their capital and began to arm and

iortify in anticipation of war. Their position was strengthened

through ties of commerce and trade to the lowland PeoPles
settling a fertile region northeast of the Thornwood, which
became the kingdom of Rynyr in 1073 BR.

RECONCILIATION OF FA,ITHS
The Purging conducted by the Menites against the Morrowans
was at its most brutal in the early centuries of the Thousand
Cities Era. Early Morrowans knew they must worshiP in
secret anywhere the scrutators held sway. Morrowan shrines
and churches were hidden or disguised. Menite temples
were filled with secret worshipers of the Twins. The rise of
other ascendants and scions continued to draw converts.
Morrowan numbers in some regions made it difficult for the
scrutators to actively repress the Prophet's followers from a

fear of widespread unrest. This was particularly true where
the Morrowan faith took root among the sons and daughters
of ruling families.

Amid this time of religious strife lived a Morrowan soldier
and chaplain named Solovin, a healer versed in alchemy and
battlefield surgery who felt the calling to walk the war-torn
city-states of Thuria. He earned such a reputation for his
dedication to saving lives that that even the Menite priests
refrained from interfering with his work. In 7253 BR, after
years spent tending to the wounded of myriad conflicts, his
help was beseeched by the steward of a small fiefdom south
of Thuria. This steward's master, King Eldrin, had apparently
fallen prey to a strange illness.

:,-r'.\' to the emperor, claiming their own lineage
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Solovin discovered King Eldrin had unn'ittingly given himself
over to Scion Remel, one of Thamar's most malicious servants.
The king's possessed body rvas serving to incubate a terrible
plague that would soon be unleashed on the region. Solovin
attempted to sanctify the body to free the king's soul, but failed.
He realized his only chance of success would be to lure Scion
Remel into his orvn flesh and held him there, sr-rffering horribly
as disease wracked his body br.rt containing it in the process. At
his death, Scion Remel and his plague u'ere dcstroyed, rvhile
Solovin ascended to join Morrow. Solovin became the patron of
Morrowan healers, rvhile the Thamarites in subsequent vears
excised all records of Remel, claiming no true scion could have
been destroyed in this fashion.

Despite these and other miraclc's, the Menite Temple still refused
to acknor,r4edge the divinity of the Trvins. The first inroads
toward an accord betr.l,een these embattled religions was to take
place shortly after Solovin's ascension when a Menite delegation
rt'as invited to meet with Morron'an leaders at the Divinium.
Though they accepted this invitation, the Menites were not
disposed toward an accord, and in fact harbored among them
those plotting to ki1I the Morrowan primarch. This included
the infamous assassin Khorva. A devout Thamarite, she had
accepted a contract to murder the primarch after seeing visions
from the dark twin. Taking the place of the masked scrutator
Sicarius, she joined the delegation. Amid these negotiations,
Khorva was able to get close enough to Primarch Loriachas to
stlike him down.

While she succeeded in mr-rldering the Morrowan primarch
on holy ground, this set in motion an unprecedented chain of
divine manifestations. Ascendant Katrena appeared in a blaze
of silver light to avenge the primarch's death and killed Khorva.
As the shocked and amazed delegates looked on, Thamar
appeared to claim Khorva's soul as she in turn ascended.
Katrena and Thamar seemed poised to do battle when Morrow
manifested to gather the soul of his primarch, now become

an archon. These divinities clashed briefly before both sides
vanished in a blinding flash.

In the aftermath, councils of visgoths rvere assembled and

doctrine was written in 1,247 BR to explain these events to the

satisfaction of the Menite temples. These measures allowed
the Menites to reach a grudging accord lvith the Morrowan
faith. They determined that Menoth had allorved Morrow's
divinity by way of an accommodation whereby Morrow knelt
to Menoth as his Creator. Morrow is said to have been given
sanction to shepherd those who wolshiped him, so long as he

stood as guardian against the perfidy of his sister. Further, his
followers were required to acknowledge the Creator, attend
Menite services, and pay tithes to the temple. This theological
accommodation allowed Morrowans to worship openly and to
build churches of their faith.

THE AGE OF REASON: THE

CLOCKWORK RENAISSANCE
The consolidation of strong kingdoms, while responsible for
many bloody wars, also allowed advances in culture and
science. The reconciliation between the dominant Menite
temples and the Morrowans allowed for the dissemination

of ideas and contact between thinkers across great distances.
This was facilitated by safer roads and river traffic across
western Immoren.

By 1100 BR a number of alchemists had begun to exchange
correspondence on methods and formulae, making great steps
torvard codifying their art. By 1000 BR, the Khards had devised
a railed road upon i,vhich a horse-drau'n carriage could be
moved r.vith gleater speed, used initial11. for' hauling ore. In a

number of major cities, intellectual advancement came r,vith
the establishment of universities and organized efforts to find
bright minds and educate them.

Earh' in this era amid the kingdom of Rynyr rvas born a

prodigious scholar, historian, and linguist named Angellia.
A rvoman of singular pietl' as well as intelligence, Angellia
worked tirelessly to preserve the ancient history of the region
before turning her attention to the lives of the Twins. It was
through her efforts that the original Enkheiridion was recovered
from a forgotten vault in Caspia, together with the writings of
Keeper Prado n'hich described the ascension of the Twins. This
restoration is counted the greatest act of scholarship of the age.
Angellia penned the definitive translation of the Enkheiridion
into the Caspian of the day, as rvell as writing dozens of highly
influential theological rvorks that rvould guide the Morrowan
Church ior centuries. Angellia ascended in 1027 BR.

Soon thereafter, in tl-re southern cit1. of Mercir, a renowned
Morron'an rector tur ned clockmaker named Janus Gilder used
his expertise to create the first printing press. He rvas able to
run ink across the can'cd blocks and then feed vellum sheets
into the mechanism, quicklr- producing multiple prints. The

Janus block press \\'as soorr evoh,ed into the Janus type press,
and n'hen moveable tvpe \vas innovated and metal plates put
in use, the mechar-rism became extremely useful. Initially
emplot'ed to copy religious catechisms for wider dispersal, the
press helped the Church of Morror'v disseminate its doctrines
far abroad. This invention led to the wider spread of reading
and general education, allorving a variety of books to be
cluplicated and distributed.

During the next trvo hundred years, clockwork and other
precision-crafted inventions found new ways to address
familiar problems. This included lenses crafted to fine
specifications, allowing for high powered telescopes, as well as

appll.ing engineering to the arts of war, such as the first geared
repeatirrg crossbou,. The use of better telescopes and the sextant
for measuring stars and distance became a boon to navigation,
which in turn led to advances in cartography, with efforts
undertaken to update maps.

The advances of this era were almost undone by the Time of
the Long Sun starting in 822 BR, one of the worst droughts in
history. This caused crop failures across western Immoren. It
is thought that hundreds of thousands may have died, with
the tribal Idrians being hit the hardest. As far west as Ord and
southern Khador, temperatures were unseasonably hot and
rains few and far between, causing starvation and privation.
This period might have been much worse if not for the actions
of a Morror.l'an monk named Gordenn. He devoted his life to
alleviating hunger and overseeing food distribution, taking



FOUNDING OF A NIGHTMARE EAAPIRE
Before 1000 BR, the largest of the Scharde Islands
had become a haven for pirates and raiders preying
on the shipping sent along the Broken Coast. This
iarge island became home to thirteen self-proclaimed
pirate kings who had divided the region among them.
Each possessed a formidable fleet manned by pirates
and smugglers. Their strength in numbers combined
','rith the treacherous nature of the channels between
:hese poorly charted islands made it diffrcult for
nainland fleets to retaliate.

fhese pirate kings did not know that Toruk the
Dragonfather loomed in their destiny. For centuries Toruk had patiently stalked
his progeny across Immoren and beyond, cornering them in their lairs before
consuming their athancs.Those that were left were the greatest and most intelligent
ci his brood, and they gathered to create an alliance for mutual protection.Together

=ey attacked the Dragonfather above the skies of Immoren. In the greatest clash
s;rce the dawn of time, Toruk and the dragons fought with claw and fang, while the
s<ies boiled with the heat of their fire. Blighted blood and flame rained down upon
:e desert wastes.

=:r the ftrst time the Dragonfather was forced to flee, driven from Immoren.
3 '3hterghast, 

the greatest ofToruk's children, landed amid the highest peaks of the
fi_,'n!rall Mountains there to take up a tireless vigil watching to the west against
:-e Dra gonfather's return.

--: ord of alldragons landed amid the Scharde Islands, there to make his new lair

=-: lome.Toruk did not waste time recovering from his wounds, but immediately

-: arout subjugating the island inhabitants to forge a new empire that would
m':=hip him as a god.

==: Toruk sent an emissary to the pirate kings, bidding them gather to hear
-: cemands. They were too proud to listen, too arrogant, underestimating the
::-:;:e that had come among them. Toruk knew he must make an example to
r-r'1c€ them. His blighted breath consumed the largest and greatest vessel of
l'e:.:ate fleets, the Atromentous, transforming it and its crew into deathless
se-'?^ts of indomitable will. Seeing the scope of the power set against them, all
:r-: :-e prostrated themselves and begged mercy. Lord Moorcraig alone remained

--::crnly defiant behind the walls of his castle, but they did not avail him against
-cr-..'s all-consuming fi re.

5'ue:"-tg fealty to their master, the remaining pirate kings Toruk transformed into
lwE , = ;ch lords of Cryx and were sent rule over his dominion. This was the origin of
:1-'€ rr grimare Empire, which has existed since as a blight upon western Immoren,
e :-::i.ng presence west of the Broken Coast. Toruk would raise armies, plunder
t'1r€ !:"rd of its resources, and consume the very souls of its people. Eventually he
rc'- : rrleash his armies upon his progeny.

. : :len recent advances in agriculture and irrigation.
- :::iiied rvith countless miracles in this era, such
--:.::.: barren farmlands into fertile soil and calling
- :::ough praver. By the time of his ascension in
- :j=:n rvas credited for saving the lives of tens of
- :-..' oiher\\.ise nould have died of starvation.

The drought did not deter the Khardic
Empire from pressing its claims against
the Umbreans, and the Horselord
Wars began in 821 BR. This would
initiate nearl1, a century of intermittent
battles and conflict between these

two northern powers. Ultimately the

Khards proved they had the numbers
and the will to subjugate their enemies
no matter the cost in blood. The

Umbrean princes of the Black Ring
were forced to surrender to the Khardic
emperor in 716 BR, bringing these wars
to an end. Korska became the eastern

capital of the Khardic Empire while
Khardov remained the primary seat of
power in the west.

In the south, Caspia continued to
prosper, particularly as several of its
most fertile farmlands survived the
drought relatively intact. The Midlunds
came to rely on Caspia, becoming a

protectorate in all but name. The City of
Walls continued to grow and soon was

acknowledged as a wonder of the age,

a city unrivaled anyr,vhere in western
Immoren and once again a center
of education, invention, and lively
intellectual debate.

ln 7"12 BR the Church of Morrorv
decided there was no need for its
administrative and spiritual center
to be so isolated. While the Divinium
would remain a fortress monasterv to
guard sacred relics, the primarch and
the Exordeum, his advising council,
moved to the Sancteum within Caspia.
Soon construction began on the
Archcourt Cathedral, the greatest work
of architectu re of the era.

The cathedral was designed by a

genius named Sambert. A true man of
his age, Sambert was an unsurpassed
sculptor, painter, architect, engineer,
and mason, who devoted his work to
paying homage to the divine. While
remembered for countless rvorks of
sacred art and architecture, his greatest
achievement was the Archcourt
Cathedral, a building like no others

with flying buttresses and spires admired even by the city's
Menites as a testament to the unassailable hold of civilization.
Sambert ascended in 605 BR upon completion of his great statue
of Morrow, the light of his transfiguration taking place on the
very location where the Prophet had his apotheosis thirteen
centuries before.



Technology and innovation continued to advance on other
fronts-Copolius penned Crucibilus Sqnthetntus in 753 BR, the
most detailed rvork on alchemf in its time. Taking advantage of
printing presses, this book was n'idel), distributed, providing
a shared foundation for this field. Of even greatel significance
was the work of the engineer Drago Salr,oro, rvho built the first
steam engine in 743 BR. Advances in piston-driverr engines
eventually follor,ved. By 698 BR steam engines pon'ered most
of the heavy equipment in Khardic mines. Ore haulers, sifters,
drills, and other machines were colrverted to run flom steam
power instead of water driven mills.

These technologies would in time be duplicated irr neighboring
kingdoms and applied to man1, industrial r-rses. 620 BR brought
forth the first construction of steam-pon'ered vessels built by
Tordoran shiprvrights. Soon these vessels lvere being built in
Caspia as well. Around the same time, the first steam-powered
locomotive was built in Kolsk. The Khalds rvere amid the
beginnings of constructing a rail line bctrveen Korsk and the
mines in the Skirov region rvhen all such rvorks were put on
hold by the momentous landing of hostile invaders from across
the western sea. In one of the greatest tragedies of Immoren's
long history, just as the region was experiencing a golden era
of advancement, s'leek shadows crossed the Meredius-black
ships sailed by invaders bent on conqtrest.

ORGOTH
OCCUPATION ERA
The invasion of the Orgoth from across the Meredius and the
long period of their occupation forever cl-ranged this region and
had a drastic impact on its histoly. This dalk era lasted for e'ight
centuries but is divided into three distinct periods: the first trvo
hundred years of the invasiotr and bloody subjugation, for.rr
hundred years of occupatiorr, arrd the tumultuous tr,vo hundred
vear rebellion which eventually served to dlive the Orgoth out.

ORGOTH INVASION
The earliest survivir-rg accourlts of the invasion t\rere written
by Caspiarr sailols rvho r'vitrressed the arrival of blackships
landing on western shores. Bv that time the western Khardic
Empire hacl ah'ead1, been beset bv the Orgoth. The empire
rt,as bt' this point the greatest porver in tvestern Immoren but
could not slort. the advance of this foreign threat. Rumors of
chaos and bloodsheci aiong the empire's $restern coasts began
to filter south.

Manv of the early accounts written bv neighboring kingdorns
rt'ere less than syrnpathetic, as the Khaldic Empire had many
enemies. The gravitv of the situation became clearer when the
invaders fell on Tordor next, br.rt still no cohesive plan of shared
defense u'.rs considered. Manv thought the foreigrrers must have
outreached their grasp rvith Tordor, rvhose naval might r'r'as the
enr'\' of rvestenl Immoren, \'et the blackships of the invaders
u,ere rou'ed Lrv men rvith inhr,rman stamina, and supported by
sails that gathered a rvind that seemed to blorv onlv for them.
The great Dirgenrnast Fleet of Tordor sailed out against the
eneml'and rlever retlrrned, its prouci vessels fighting to the last
marr befole sinking into the depths.

The Orgoth broadened their attacks and blackships by the
dozens landed on other sholes, pouring iorth bloodthirsty and
ruthlesslv eificierrt u,arriors. The rulers of each kir-rgdon-r and
fleehold looked to theil on rr defenses and n,atched the fall of
their rreighbors, hoping to avoid the same fate. All attempts
to negotiate rvith the invaders rnet r,r,ith the return of the
decapitated he.rds of emissaries.

Fierce in demeanor and merciless in war, the Orgoth were
attired in armor and wielded weapons adorned with countless
howling forms. That the Orgoth had martial prowess was
provelr and confirmed early in these battles, but it was their
darker powers that added to the terror of their attacks in the
accounts of survivols. They proved skilled at exploiting the fear
of theil enemies.

In a time when the people of \,vestern lmmoren had little
exposure to the arcane beyond the miracles invoked by priests,
the Orgoth wielded dread powers that had not been seeu sirtce
the time of Morrdh. Among the Orgoth were warwitches, sirens
that invoked green fire and caused the sky to rain blood that
melted flesl-r. Alongside their soldiers marched twisted undead
abominations called dreads, disfigured corpses with limbs of
iron. On the battlefields where Orgoth warlords fought, they
carried spiked cages that collected the howling and tormented
souls of the slain, used to fr"rel othel unholy weaponrv. It

EXODUS OF
THE DIVINE COURT

Even as the Age of Reason proceeded in human lands,

the inheritors of an older and more advanced civilization
were experiencing considerable hardship. In the
secluded kingdom of los, the elves and their gods had

become aware of a deep cosmological imbalance that
was causing their people to atrophy. Fertility rates were

down, average life spans had shortened noticeably, and

disease was on the rise. The gods that walked among
them had been endeavoring to frght this decay for long

centuries, to no avail. Eventually they decided that
their absence from the Veld was the problem, and that
they must return. In 840 BR, to much sadness among
the Iosan people, the Divine Court left their fanes and

departed, seeking to find passage to the Veld.

In the aftermath of this, several of the Iosan cities that
had tended to their respective gods fell into decay. Most
notably, the inhabitants of the city of Darsael, which had

been home to Nyssor, the god of Winter, decided to leave

Ios on a holy pilgrimage. Led by a priest and prophet

named Aeric, who claimed to have received instructions
from Nyssor himself, these elves moved to the northern
mountains of Khador. Over time they became the Nyss,

a distinct people who reverted to a more primitive and

nomadic tribal existence among the frozen peaks of the
Shard Mountains.



-- :'Jggested that the Orgoth sought

--:1ier and the capture of souls to
-.: =acrifices to the dark gods they
--::ped. In return, the Orgoth seemed

- :--:.r irith invincibility, or so it seemed

- - :::.'.- .rfter army was swept aside.

- -- BR steam powered river vessels
r'. Thuria and Caspia began

--. :. raids against Orgoth outposts
,:lreved little. In the next three

. -- Caspia rvou'ld lose most of her
--:rr. holciings, and the Orgoth
- : conquer both Thuria and the

- -::.. The Khards continued to
'--- : desperate and losing struggle,

- ,- -. pushed east, but both Tordor
- - l^';ria n'ele enslaved and put to
-. .:cciing the first of what would
- -:'. Orgoth fortresses. From these

' '-:::.rme governors of this foreign
- : :- '..ould ovelsee their subjugated
- :,=a, accumu'lating resources and

- ,- :-. ship across the ocean. The
'.-: : Empire fell by 569 BR, and
- - -::renderedby 542 BR, although
-- ,:i regions continued to resist.

. -,: -;iation of the Thousand Cities
:: and bloody and required.

,-:*:ies of strife. Some kingdoms
:: : itr hold out for decades and
-:::re integrity of their lands,
' 

='. entually be ovelwhelmed.
'- '-- u-rrsoth seized, they kept, and

- - : .-:..-es to n'ork in labol camps,
- - - ::':r or cluarrfing stone to erect

' :,rriifications. These would
' - - ::::enetlable symbols of Orgoth

- -:: :: and as centers of their
* - -::.::On.
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':." ;lthough none felt victorious
:::rtr.: lengthened and the Orgoth strengthened their
, - .: rrn the region. Caspia was forced to pull back from
:-::'.'ierritories and by aB BR only the Citl'of Walls
: --::..th dclminion. So great was the sense of peril that
- :. iroth Menite and Morrowan faiths had put aside
':::-nc€S, rvith the armed protectors of both faiths

- ,:::rst the foe. Indeed, after Caspia's last king was
- --:::.r'. the heads of both churches stepped forward as

- -: -... Lrrked to ral1y the people of Caspia.

:- : :hcse desperate straits that the Orgoth warlord
. - -'.' scnt a messenger to Caspia, asking for these
. - ..i:rs to meet him to negotiate terms. It was thought

--::-:i-r. rrho had never faced fortifications on a scale

- : r,\-.-rlls, might be overextended. It seems likely the
- - : .:ntec1 to meet the Orgoth in the interest of buyi ng

time for her beleaguered armies. Not understanding this
enemy possessed no shared concePts of honot the Morro$'an
Primarch Gallumus and the Menite Hierarch Sadron IV rvent
forth in their full splendor to speak rvith the Orgoth warlord.

The spiritual leaders of Caspia were taken captive clespite flag
of truce and hauled r,r'ithin sight of Caspia's walls, where its
defenders watched on. The Menite cleric Carven Dratheus,
n'ho stood atop the walls and gave witness, wrote of the rvords
spoken by Kolegzein:

You are ours. Your lLlonten, rloLlr cltildrclt, they nre tto lottger rloLtis.

You belong to Lts, yoLu'crterv breotlr, eltar1 drcp of blood, ct,erv inch o.f

skitr.Euery teor,erlcrvlaugh,t'r,eryltroketrhone,etrerV dropof xt,ent is

otus. You nre the chnttel of this Intrd nlade fat bt1 your ol(tn ileoktlcss.

Tlrat I deign to spcnk to rlou tltis once is n 7Ltn1'niltg. Your bodies irt li.fc

are ours; in denth, rlour souls slnll nlso belortg to us.
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TIAAITS OF THE ORGOTH INVASION
Though the Orgoth were formidable, they were not omnipotent. Even as they held
most of western Immoren under their iron lash, they confined their exploits to the
inheritors of the Thousand Cities. Attempts against other neighboring powers were
less successful.

Rhul has been criticized for its neutrality during most of the Occupation, but to the
dwarven perspective there was little to differentiate this era from previous human
wars of unification, such as the rise of the Khardic Empire. Battle came to Rhul
unbidden in 542 BR, just after the capitulation of Rynyr. The Orgoth sent an invasion
force up the Black River to besiege Horgenhold, one of the great fortress cities ol
Rhul. Records in Rhul depict this as a grim and difficult struggle, one that tested the
limits of the defenders and nearly depleted the local garrisons. Eventually Rhulic
warriors rallied to drive the Orgoth back, and the tyrants never again besieged
Rhulic fortresses.

Perhaps contributing to the Orgoth decision to abandon subsequent attacks on Rhul
was the loss of a sizable fleet four years later. The first and greatest of the Orgoth
cities built on Immorese soil was Drer Drakkerrung on Garlghast Island. It was from
this fortress that the Orgoth launched ships sent to expand their holdings by seizing
the other Scharde Islands. This set the Orgoth against the Cryxian Empire, which
had previously ignored them. After a Satyxis fleet sent to intercept the 0rgoth ships

was annihilated, Toruk took to wing for the first time in centuries to deal with this
threat personally. By fire and fang Toruk demonstrated the folly of intruding on his

domain, sending the entire Orgoth fleet into the depths. This would be the last time
the Orgoth challenged Cryx.

No similar incursion was launched against ios. The reasons for this are unknown,
but it added to the mystique of this nation in the eyes of the human kingdoms.

After this speech Kolegzein cut the throats of the primarch and

hierarch and drank their still warm and flowing biood. Their
corpses were bled dry and dangled on gallorr-s by ropes made

from the hair of their own escorting priests rvithin sight of
Caspia's walls until their bones were picked clean by carrion
birds and fell untouched to the earth. The deaths of these

spiritual leaders prompted no holy manifestation, no wrathful
smiting by either Menoth or Morrow, and the defenders quailed
behind the walls thinking their gods had forsaken them or were
powerless against the vast evil embodied in the Orgoth.

While the Orgoth had proven their supremacy over the faiths
of western Immoren, Caspia would not fall in this siege or
subsequent ones. Its great walls and the ingenuity of its people
proved too difficult to overcome by force of arms, even combined
with their tactics of terror. Its unsurpassed walls could shield
its entire navy while at dock, and its garrison was formidable.
Starving Caspia proved to be impractical, with its access to the
river and the gulf, and its navy proved able to defend its fishing
fleet from the blackships. Caspia even managed to protect
its immediate farmlands, those in closest proximity to the

towering walls. Rather than invest in an extensive campaign to

break this city, the Orgoth created blockades both upriver and
along the main roads, Iimiting access and trade with the region.

Caspia would persist in virtual
isolation for the next several centuries,
its population steadily decreasing
and in some years existing in worse
conditions than those of the conquered
cities. Later ndren the seeds of
rebellion r.r'ere planted, Caspia became
a safe haven for escaped slaves and
others who fled Orgoth rule. The city
benefitted from the ingenuity and
courage of these rugged survivors and
their descendants.

OCCUPATION
With the exception of Caspia, the
Orgoth tyrants maintained their tight
grip on the human kingdoms for four
centulies. This is considered the darkest
era in the historl. of lvestern Immoren,
a bleak time l'hen the advances
that had been achieved in the late
Ihousand Cities Era lr'ere destro)'ed,
forgotten, or simpll' unavailable to the
vast majority oi the populace. This era
set back innovation and intellectual
advancement for centu ries.

Due to theharsh constraints throughout
the Occupation, reconstructing life
under the Orgoth lash has been difficult
for modern scholars. Additionallv, the
Orgoth destrol'ed most of their on'n
records, and so understanding their
goals and relationship with their own
homeland is nearly impossible.

VAST ENSLAVEMENT
Manv oi the greatest atrocities committed by the Orgoth
transpired in the early decades of the occupation, when thev
n'ere engaged in conquest and establishing their domain. The
appetite of the Orgoth for slaves was vast and they clearly saw
no need to treat their captives with an1' mercy or care. Using an
enslaved n'ork force combined with servants animated from the
dead, the Orgoth quickly erected tremendous fortresses and
temples in black stone. They connected these fortresses with
a netrvork of paved roads. While the blood of many innocents
rvould be shed in this work, these trade ways would eventually
benefit the region's inheritors, one of the few positive aspects of
Orgoth rule.

The vast slave camps required by the Orgoth were squalid
and inhumane, and the loss of life in these places was beyond
modern reckoning. Clear cases of Orgoth necromancy in
harvesting both the souls and bodies of the dead lend an aspect
of unnatural horror to these arrangements. This has left a strong
legacv of loathing for the practice of slavery that would persist
long after the Orgoth were gone. A vast number of slaves were
shipped across the Meredius to whatever homeland spawned
the Orgoth. It is unknown what became of these people.



'- : :ign oi hor.v horrible these times were, the people took
:::,rt irr unlikely places. The most famous folk hero to arise

- -: earlv occupation era \\.as a man named Aidan. A thief
- - : ::ave-robber, Aidelr became renowned for evading the
. -: .:. ar-rthorities at evely turn. Trvice he was captured and
-. ,:=l his chains. He evaded the Orgoth for years, inspiling
.--:.=ss tales of his exploits. His death through betrayal

,-- ::ci in Aidan's dark ascension in 344 BR, joining Thamar
- - -= -rltimate escape from ealthll'bondage. Though few had
. :::. in iollolving is example, his cult wor-tld experience a

- -::::1ce during the lebellion in later centuries.

' - . ::ris oppression, once the Orgoth pacified the region they
-:-::.d themselves in ways that seem almost indulgent.

:-.--uired absolute subservience flom the conquered
- : . :.r-rt \\'ere not in the habits of closely managing the

.-. e s oi the conqueled. For much of this era the Orgoth
- :r::: flom the Immorese. There may have been a strong
' :::lrrflg the Olgoth related to intermingling'lvith those

' -:tr spbjugated, as the mixing of Immorese and Orgoth
: ---\\aS\er) rar('.

*' :: Lri the Occupation the Immorese were al1or,l'ed to
' --: iti practice their faiths and to maintain other tightly
- :::i::Lrns. While many churches and temples had been

:: .rurirlg the invasion, the Orgoth allowed them to be
- - ,'-.i for services to be attended. The invaders did not

.::e:c1 their orvn faith, which they kept to themselves.

-,-- ,:.:tiorr period was particularly detrimental to the
- : . : \lenoth. Any claims about the authority of the

--::: :recame empty in the face of the tyrants r,r'ho ruled
- :.:arh- lacked the favor of the Creator. By contrast,
-: '.,'.rn message continued to spread, and its humbler

. -.- :::i priests \,\rere seen as a comfort to the oppressed.
' :'=r'.'ears the message of Thamar lvould help kindle a
'- -: :-: ..f indignation and rebellion, turning sentiments
: - - - : j ..:i the Menite priesthood toward the Orgoth. This

' - .- : see the Mollowans quietly become the majoritv
' -. .1::ite faith r.vaned, particularll. in the south.

'- l::.rth clisdain for governance, life in the legion
. * : r :::- the sulface veneer of normality, with new

-, : ::d commerce and trade t'esumed between them.
- - -:::-.-ir \\'as an alea the Orgoth closelv controlled,

* -: .: :he steam ships dismantled and destloved, a
- i ::. Orgoth did not nish to adopt or understand.

:: : rr-le ior rail travel, 'lr.ith only a fer,l' tracks utilized
' -: ::,::s L.eing pleselved. The Orgoth scrutinized

- :mi irom one region to another, requiling sealed
-,:-r::z:ng trade. Corvis is an example of a major

. -,: :i:.rutset of this era, situated such that the local

- :rrrr could legulate and control all river traffic
-- ..:.-:his r.ital trade route. One lasting legacy of

- - ::::'.i:ristration and buleaucracy would be the

=.::rn Immoren into quarters. This shaped the
. : - :r*:ri€flce of the Iron Kingdoms, as these legions

- -: --.---'.' itierrtiiv themselves.

, r: j: - r> \\ ere go\.erned by collaborators appointed
-: : - l-:riicularlf in the first trvo centuries of the

Occupation, the privileged upper class, those who lived the
most comfortable lives, were those who cooperated willingly
with the tyrants despite the enmity of those they ruled. The

woman rviro \vould become Ascendant Rowan was born into
one such family, living a life of privilege until she realized the
suffering inflicted on the ordinary people they mastered. Rowan
renounced all lvealth and gave her life to aiding the suffering
and making life more comfortable for the masses. By hel efforts,
which included passionate pleas by which other collaborator
families rvere shamed into surrendering their comforts, the
lives of thousarrds of poor and enslaved Immorese were eased,

and she ascended in 289 BR, having achieved enlightenment
through hel sacrifice. Rowan became by far the most popular
ascendant duling the occupation era, her example leading to

the conversion of many Menites.

Examining surviving logs of collaborator administrators
tabulating the distribution of slaves suggests the Orgoth
governors may have begun to have less regular contact with
their homeland after 190 BR. Slaves and materials shipped
west across the Meredius dropped off substantially, as did
new arrivals from the west to reinforce those on Immoren.
This mav have represented a period when the local Orgoth
governors \4.ere acting independently of their home empire. A
shift to viewing the conquered territory as a Permanent and
lasting domain may have been what led to eventual measures

taken bv the Orgoth to crack down on the Immorese religions,
rvhere resistance to their rule persisted most strongly. Near
the end of the Occupatior-r era the Orgoth suddenly began
repressive measures. In occult circles, it is thought that divine
presentiment of imrninent religious persecution may have

led to the Gift, one of the most important and yet poorly
understood events of this era.

THE GIFT OF MAGIC
Before the Orgoth, the humans of westel'n Immoren had limited
exposure to the arcane, primarily through the prayers and rites
of priests and shamans. The application of magic as a science

divorced from divinity was unthinkable. The Orgoth and the
lords of Morrdh were the onlv groups witnessed manifesting
sr.rch mystical porvers. The only other historical figures to have

studied these mattels were Thamar and her scions, each vilified
for dabbling in forbidden lore.

It is no r,vonder that the sudden emergence of magic among the

Immorese was met with fear. Yet without magic, the Immorese
mav never have had a chance to overcome their oppressors. The

sudden emergence of alcane power is known as the Gift, often
referred to as the Gift of Magic, the Gift of Sorcery, or the Gift of
Thamar, as the emergence of the arcane is tied to Morrorv's tlt'in.

The theological ramifications of the Gift have been the
subject of heated debate in the halls of temples, churches, and

universities. Menites consider the Gift to be an act of betrayal 
'

against the Creator and hold both of the Tr,r,ins accountable for
this violation of Morrow's guardianship over humanity.

Whatever the source of this power, in737 BR the first known
sorcerer was born, a young girl named Madruva Dagra, who
manifested the abilitl' to throw fire from her hands when
angered. Defending her sisters from Orgoth soldiers, she
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managed to slal' thlee oi them before flceing into the rt'oods

of the Olgunholt. In ret.rliation, thc Orgoth slaughtered her

entirc bloodline, but this did rrot prcvcrlt morc sorccrers front
appe.'rring across westertt It-umoreu in sulrse qtte nt ve ars.

Wherevcr thev sr-rrfaccd the Orgoth resporrded in a sin-rilar

fasl-riorr, ctrlling thc bloodline and pr-rtting l-romes to tl-re torch.

This reaction \'vas so slvift arrd brr-rtal it seemed fcarful and

sr-rgge sts a farniliaritl' n,ith arcatre arvakcnitrg.

It is nor,v undcrstood that sorcet'ers u'ere just a st'mptom of

a sr,veeping change across the Immorcse-the r-rnlocking of

arcanc potential in all lttmans. While n-rost rt'or-rld livc ordinarv
lives, tl-ris poner laving dormant in tl-rem, somc e'xccptional
fen' had such a strong connectiot-t r.vith this font of por'r'er that

thel' manifested sorccrl. spontane ouslv. C)tl-rcrs r'vere Lrorn lvith
the potential to u'ork rnagic but requirecl training and cffort
to master the Gift. Even thosc u'ho could not u'ield thc alcatre

might pass th.rt abilitv to thcir children. Tl-rc

emcr€lL)nce oi this potcntial provec-l to Lre highlr
rrnplerlictablc, .,r'hich meant it rvas inrpossiLrlc for
the Olgoth to star-up it or-ri.

\ot lorrg thcreafter arose a uumlrer of brave anrl
Lrrilliarrt scholars nfio began to make a svstematic
studt' of ar-cane lratters. The most notalrlc ancl

successful n'as .r genius named Sebastien Kclrvin.
lIe lvas the lirst to postr-rlatc the mc'tirodolosies
that n'ould give rise to snbsequent arcanists
theorizir-rg that magic u'as a tvpe oi sr-rperrratural
cnergv that n'as responsirre to intelligent u'ill.
lri 96 BR he. pr.rblislred his Disscrtnllons orl

TltoLrnrnttrrgicnl Forntttln u4-rich n'as a studv of hon'
lnagic could bc controlled bv the r-rsc of forrrrul.r
comprisecl of special rr-rnes.

Kern'ir.r n.oulcl n,ritc .r nur.rrlrer of otl-rer semin.rl
n'olks that laic1 tlie iounc'lation for this nerr
nrCcurc scieuce, incltrdinc Tltt Essetrct o.f Dilittt'
A4ngic iri 90 BR, Pt nrciytitt Arcnilo iv[n,]us in 73

BR, arrd most ir.nportantlv Syrrflrcsis in 6-l BR.

\4oderr-r alcanists consider SrTri//iesis to Lrc

pe1'haps tl-re t-nost it-nportant text evet' n,ritterr,
.rs rvithin its paees Kerrt'in tl-rr-olizecl thc
rncchanisnrs Lrv rvhich alclrerlv captr-tred ancl

stoled alcane erlerg\'. Bv Lrringing methodical
svsterns emploved for arcarre studv to alchemr;
this Lrook r-evolutionizccl u'l-rat n'as possible
in tl-r.rt field, rvhich 1-rar1 until this iimc'Lreerr
.r haph.rzard practice of tlial and error. More
sicnificantlt, this rt'ork rvould lav tl-rc- foundatiorr
fol mccharrika, a related field Lrv n'hich :rlchenrr',

the arcane, and engitrcerirrg coulcl lre conrbirrccl.

\,1arrv of thc possiLrilities strg*ested br' his n'ork
n,onld rrot come to frr,rition until the centuries
.rf ter Kcln'in's death.

THE CIRCLE OF THE OATH
The Orgoth nevcl bothered to repress erlchemr',

secing it as largclv inconscqucntial. Kern'in and

his derotees realized their rt'ork might reverse

t1-ris ar-rd arouse the suspicion of the tvlants. Thev

inrplementecl a number of secretive efforts bv rvhich thcv could
con-rmunicatc and share information. These becar.tre thc first
arcane societies, sr-rch as the Atcanist's Acacleme founded ir-t

81 BR. Thc first occult secre't societv of this age tvas tlre Circle
of the Oath, n'hich mat'have existed as eerrlt'as 150 BR as a

small sept of Thamarites givcn earlv portL'nts of the Cift and

prcparing b1' gathering occr-rlt lore. Kcrn'in and his group
folmalll' joincd this confederation in 67 BR .rrrd shifted its focus

to the systematic cxplorartiolr of the al'cane.

This follor,ved on the heels of ser.eral acts of defiancc against
the Orgotlr, inclutling a raid irr 69 BR Lrv Dorninic Cavanaugh,
a disciple. of Kerrvin, to Iesclrc over three hunc-lred Thr-rlian

sl.rves. The Orgoth tracked dort'rr those responsilrle and killed
tl-rem. The Orgoth believeci the Church of Motron' responsiblc'
for this uprising and committed one crt tlre nrost Lrrutal

lLpz.a tO*'
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-.:.- r,i this period: the Vicarate Slaughter. The leading
-'- ,..i Fharin rvere rnnldeLed and violence spread to

-::orrnships. By thc cnd of the year over fir.e hundred
- --i;r. frriests lr.ere executed.

- - :.:ris.rls had the opposite of the intended effect on
- ,:rrr1 his iollorvels. The Circle of the Oatl-r became
:.i to n,orking against the Orgoth as lefining arcane

:..-. Unfortunatel), the desire to disseminate arcane
. --.:.: made it easier for Orgoth spies to discover this cabal

- :-..r;'i.rn citr. of Ceryl. The Orgoth launched an attack in
: :r;ch cuhninated irr a pitched battle rt'here Kelrvin w,.rs

- :ir..ush not before he annihil.-rteci hundleds of Olgoth
-- :: dL'structive display of folrnulaic magic up until tl-rat

: .: .'. ln's lrodv rvas neveL recoveLcd.

In an effort to ensure that the knowledge gained bt' the order
rvas not lost, Agathius Nerrek, Kerr'vin's most pon eriul disciple,
took control of the older and in subsequent years established
safe houses in cities across Thuria, Tordor, the Midlunds, ar-rd

Rynyr. The Orgoth commeuced the so-calied Wizard Hunts
in 54 BR arrd killed httndreds of aspiring alcanists, ultimatelv
sl-ratterirrg the Circle of the Oath. Holvevel, the older's efforts
succeeded in spreading Ke'r'u'it-t's teachirrgs. The Order oi
the Golden Crucible n'as founded in 25 BR L-l1'5111f ir'6r's il'ho
sought to obscure their purposes ttnder the cover of simple

alchem1,. When the spirit of true rebellion began to kindle
and spread, the Order of the Golden Crucible contributed arrt-l

ultimately played a key role alming those cor-trageous enottgh

to defy their opplessors.

REBEIIION AGAINST
THE ORGOTH
With the seeds of ur-rrest planted, the subiugated popul.rtior-r

began to stir. The hunts orgauized to stamp out bloodline's of
so[cerers and rvizards did not atouse much genelal s1'mpatl-rv

dne to the suspicion n'ith n'hich most people vierved n'orke'rs

of magic. Mole than anything e'lse, it rvas Orgoth interfere'uce
irr organized religion that created an atmosphere lipe ior
rebellion. The Vicarate Slaughtel Lrecatne the example of rvl-r.rt

cc'rr-rtirrued life undel the Olgoth yoke rvould bring.

The firral spark came at the er-rd oI 1 BR rvhen the Orgoth
govemor stationed at the iortress in Fharin declared that
the cit1, must send a tithe of eigl-rt tl-rousartd slaves across the
ocearr. These n'ould be choseu bl, lots, arrd as the lottetv rt'as

irnple.mented it became obvious that the Menite and Morron'au
priesthoods nere talgeted, as cver\/ priest of both faitl-rs in thc
citv n'.rs chosen. ln response, Fharin's citizerrn'rose ttp itr.r
spontaneous and unolganized lcbellion, seizing pitchforks,
spades, clubs, and anvthing else that resembled a weraPotl.

Membels of the citr"s Older of the Golden Crucible distribute'cl
alchemical explosives to the uprising. Orgoth tloops autl
ivarn'itches u.ere overrvheh-ned and killcd. the fortre'ss gates

blasted open, and the Orgoth go\/emor's head stuck on a pike
and paraded thror.rgh the streets.

Word oi the uprising spread across the central regiorr .rud

soon became an olganized relrcllion. This n'as called the Iron
Felloivship, and it stated its declalation of u.ar against the

Orgoth in 1AR, dran'ing a vast follorving from across w'hat

had orrce beerr Thnria, the Midlr.rnds, arnd Caspia. Despite earlv
successes, the L'on Fellorvship suLvived fol only six vears aucl

rr,as cluashed b1, the Olgoth irr 7 AR, its leadelship scattcrecl,

arrd the'se terlitories taken back. Despite brutal replisals, the
rebelliorr had begurr and n,ould rrot be stopped. The reLrcls

rlislrt har.e balked l-racl thel' kncrn'n it n'ould requile trvo
hundrcd 1'ears of bloodl,battles to regain their frccdom.

Moclerrr histolians are convinced that the rebellion \vcls ilrl
irrei,itabilitl,, but that its success n,as not. The spilit of the peoplc
rvas rvilling, but the wcapons to overcome thc Olgotl-r had vct
to be developed, and n'ould ultimatelv lequirc tools and talents
relying orr the Gift of Magic. An unsung hero of this er'.r \\'.ls .r1

cosMotoGrcAr
IMPTICATIONS OF THE GIFT

3,ven how little is known of the thoughts and plans of
:rre gods, the mechanism behind the Gift is unknowable.
3ccult scholars unearthing records from this period

ald studying the writings of Thamar and her scions
:elieve the Gift may have required an arrangement
:etv/een the goddess and infernal powers.The infernals
?:e mysterious but vastly powerful entities that dwell
!eyond Caen and Urcaen, perhaps in some other realm.
-rey are intent on acquiring mortal souls, which they
ise for inscrutable purposes. Infernals are allegedly
rrodigiously skilled in the arcane, and some believe
:ie ''dark gods" of the 0rgoth were themselves higher
::cer infernals.

--amarite lore contains an apocryphal story to explain
:re Gift. In this tale, Morrow as the Prophet is shown

::cupied peering into the future where he sees the

- iimate extinction of his faith at the hands of the 0rgoth.
,','nile Morrow f retted over these portents, Thamar took
-::ion. She determined that empowering humanity

:uld allow them to stand against their oppressors,

=-d informed her brother that she had arrived at a

s:.ution. Morrow chose not to gaze too closely upon

l:amar's course of action, only to discern its inevitable
::iclusion. Looking ahead to the future, down the single
s:-and made possible by his sister, he saw the light of
-rpe. So it was he consented to her plan while avoiding
r.-c','rledge of its exact nature.

=ren i0 this fable, the actual cost of the Gift is not
::scribed, although it is suggested elsewhere that the
l-morese will pay some great accounting nine centuries
-.'ce. This prophecy of a vague doom connected to a
.-rering 

debt remains a popular subject of folklore and

s - ierstitio n.
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occult scholar named Nivara, an Llncompromising but brilliant
arcanist rvhom Thamarites deem the rightful successor to
Kerwin. Nivara innovated many of the fundamental principles
in the utilization of arcane energy as a weapon of rvar. She

trained dozens of arcanists in these techniques arrd manv of her
disciples becarne the rebellion's most notable battle-wizards,
presaging the warcasters of fr-rture eras. Nivara rvas also known
for her irrgenious clockwork puzzles she used to train students
in mastering arcane formulae. These dangerous and mentally
taxing devices rvere loathed by those str-rdents, br-rt r.vould play
a key role in a subsequent inventions that lvere key to toppling
the Orgoth. Nivara ascended in 25 AR as a scion of Thamar, an
event that cast a shador,v over her legacy and prompted manl'
former students to disavolv her.

THE INVENTION OF THE FIREARM
AND THE ARMY OF THUNDER
In 28 AR Aurumn Alchemist Oliver Gulvont inrrented the first
fir'earm, a weapon that utilized alchemical blasting powder to
propel shot. The need fol such a l\reapon \'vas soon pror.en in
one of the great early battles of the lebellion, when in 32 AR
a large region of Tordol became a bloody battlefield of smoke

and fire. This would latel be called the Battle of the Hundred
Wizards, the first great unveiling of Immorese battle-wizards
fighting alongside conventional forces.

Supported by local nobles, these formidable students of Kerrvin
and Nivara together rvith many sorcerers saved from Orgoth
extermination managed to repel the Orgoth entirely from the old
Tordoran borders. Wielding elemental powers of fire, lightning,
earth and frost, and in overlvhelming irumbers the sorcerers and

arcanists bested the arrogant rt'arwitches of the Orgoth. This
battle so was so decisive that it n'ould requile eight years for the

tvrants to retake the region. The Orgoth recaptured Tordor in
40 AR and executed hundreds of suspected alcanists. The people

of Tordor continr,red to resist by r'vhatever means they could.

Working primaf ily out of the city of Leryn, the Order of the
Golden Crucible improved firearm design bl' 80 AR and set to
work in hidden laboratories manufacturing them as quickly
as its voluntary laborers could manage. The legendary Almy
of Thundel rose up to liberate Rynyr in 84 AR wielding these

new weapons to deadly effect. The riflemen of this army left
the smoky streets and fields of Leryn and Melywyn slick with
Orgoth blood.

As with plevious rebellion efforts, the Orgoth proved they
would not be easily cowed, and quickly counterattacked to
drive the Army of Thunder back to the towering wa11s of Leryn.
At the Battle of the Thunderhead in 86 AR, Leryn held strong
and repelled an army of over ten thousand Orgoth with an

arsenal of battle magic, alchemical grenades, and row upon row
of riflemen firing deadly vo1leys. While the rest of Rynyr was

reoccupied, this city held firm and became a bastion of hope-
the first city since Caspia to hold against the enemy.

THE RIP LUNG PLAGUE
A terrible plague known as rip lung hit the region from 83 to
93 AR. It is uncertain whether this deadly disease took a greater
tol1 on the Immorese or the Orgoth, but both were affected and

it certainly slon'ed the rebellion. Rip h.rng scythed thlough the
streets of urban centers lea"'ing thousands of bodies in its wake.
The Orgoth pnt entire sections of cities to the torch lather than
bury the massive voiume of the dead. This act in itself did much
to arouse the ire of the people, for it had long been taboo to
burn the dead lvithout the proper ovelsight of priests, as this
act endangered the passage of souls to Urcaen.

Eventually an arcanist and alchemist of tremendous skill
named Corben was able to derive a cure for the disease. Even
more impressively, he was able to implement a system whereby
the treatment could be produced quickly and efficiently
by other alchemists. Corben's efforts saved hundreds of
thousands of lives, and perhaps also salvaged the spirit of
rebellion. By 93 AR the epidemic had been halted among the
Immorese, although it continued to trouble the Orgoth who
lacked similar alchemical solutions. Corben's ascension nine
vears later was a miracle that invigorated the Morrowan

THE RIVENING
While the Gift of Magic provided the weapons necessary
for humans of western Immoren to resist the Orgoth,
this event coincided with a terrible tragedy in Ios. In 140
BR, three years before the discovery of the flrst human
sorceress, Iosan society was thrown into upheaval by the
Rivening. In this year, for no apparent cause, most of the
priests of Ios were driven mad. Some killed themselves,
others committed murder or other depravities, and still
others tore out their eyes and ran through the streets
howling and screaming. This rash of insanity prompted
riots and chaos across the realm's cities.

Later it was determined that these priests had been
overcome by strange visions and were shorn from
their connection to the divine. The conclusion was
inescapable: something had happened to the gods of
the Divine Court while on their exodus. Priests of the
goddess Scyrah escaped the Rivening largely intact,
suffering milder versions of dementia and retaining the
ability to manifest minor miracles by prayer. This was
explained when Scyrah returned, alone, in 34 BR. She

did not speak and fell into a deep slumber on entering
the fane in Shyrr, giving no explanation as to the fate of
the other gods.

This would remain a mystery, but certain radical sects
such as the Retribution of Scyrah would view ihe timing
between the Rivening and the Gift as no coincidence.
This led to the belief that the origins of human magic
was directly connected to the Vanished, as the missing
gods were known. There has been no proof of a link, but
members of the Retribution need none. Belief in human

culpability would become the primary motive for the
mage hunters of the Retribution, who feel driven to slay

human arcanists.



'- . ;ir the long term, this ascension legitimized the efforts
,::..r.ists and alchemists in the eyes of the Church of
-: ',,. .rnd its adhererrts, and Morrowan churches began to
,: .:rr.ciuarv to lebellion arcanists.

:HE MECHANIKAL REVOLUTION
,-:::.. had done their part to free Leryn and had been

- -':r1e \\'eapons in thehands of rebellion soldiers. However,
- ::-:nrrlog\/ lvas stolen by the Orgoth, lvho responded by

'- - -, :::uring their own crude firearms called blackdrakes.
' ':,:: notential of the Gift to aid the Immorese would come

. -. :: the form of mechanika. This would be the science that
, : : end engineering with the power of magic and bring
-- . as that u.ould bring the downfall of the Orgoth.

. ::.: Clrdel of the Golden Crucible continued to l".ork from
- =::orts n'ere underway in old Thuria to restore Kerr,r.in's

-.. :he occupied city of Ceryl a group of dedicated
- - - : ;an1e together to recover lost lore of the Circle of the
- r-:r iellorvship resulted in the founding of the Fraternal

- , - : .\'izardr,v in 111 AR, u.hich rvould become a bastion of
. -.:::ne theorl' 3nd push the boundaries of the ner,r' art of

' 
-- - :..-:. The rvizards of the day had a better understanding

. - :r= energies than in Kerrvin's times, and the potentials

--:'::: in Squthesis became a reality. One of the first
:::.::rts n'as the runeplate, lvherebv arcane formulae

. .r i: '-icrilinentlv inscribed on metal and invested nith
-: l -l,CI.

: .:r:s rvork r'vas only made possible by the protection
:.-: :irese n'izards by the Chr-rrch of Morrow in Cerr.l.
-:: -:rtc'l routes betr,veen houses of lvorship allowed for

' - .:-:nspire in the cit1. without the governor's awareness.
-^-: i: couriers risked their lives to carrv papers

- r: ongoing rt'ork betr'veen the Flaternal Order and
. - : .:.re Golden Crucible arcanists, and together these two
, : - -:: ieved sr-rbstantial advancements. Af ter the rebellion,

::=:= il'ould becorne jealous rivals and prone to hoarding
-:r: .lod secrets, but at this time the,v were united bv

: ::.jr.rredenemy.

. :,,- -i:r fonvard occurred lt'hen Aurum Magnus Phineas
- -:.. trf the Order of the Golden Crucible succeeded in

-: : ::.:ble arcanodynamic accnmnlator, a keg-sized device

- : >iLrre arcane energy for an extended time. It l,r'as
'- .: :- -- large but rvas a proof of concept and the Cmcible
-- - : iJLrn for-rrrd lvays to make this device smallet lighter,

- -::=::L'h' more por'verful. Engineers and arcanists began
-. r scirematics and diagrams fol weaponlv that might
'-: :oiential of irnproved accnmulators.

. :::r t'levelopments in this era seemed tangential
- -: :::r'e major repercussions. A number of Immorese

- .-. :-=..i Lreen n'orking to bring back the steam engine,
' : -.' :' i.eiore the Orgoth. This led to the crucial work of
- .-::. \ivin, an alchemist and one of the fir'st arcane
, - . . '. . iro rr.as fascinated rvith clockrvork. He had been

-:.,-':ie small stean-powered automatons, primarily
'. -..-1-.:rplogical challenge. He had difficulty finding a
- - lich it could control its rnotions rather than being
- - .-:iristicated puppet. On the advice of colleagr-res,

Nivin made contact with the Fraternal Order and was soon

invitecl to join their nurnber.

Nivin soon learned of an area of abstract study that had reached

an impasse and which might have bearing on his project. A
number of the order's magi had been seeking to create a self-

sustaining circuit of arcane formulae that could emulate the

thinking processes of a living mind. Their work was based on

runic puzzles left behind by Scion Nivara and preserved by

the order. Excited at the possibilities, Nivin devoted himself to

this study, submitted himself to Nivara's puzzles, and quickly
thereafter succeeded in creating the first cerebral matrix, which
could mimic some of the reasoning capacity of a living mind.
Together rvithhis apprentice Elias Decklan, Nivin created the first
man-sized automaton in 158 AR. Decklan continued to innoi.'ate

the design after Nivin's death, and to rvork on refinements which
would ultimatellu prove crucial to the rebellion.

Opposition to the Orgoth rule continued in the form of small

uprisings across western Immoren. While each lvas quashed

in tnrn, these succeeded in diverting resources and made it
difficult for the Orgoth to letaliate. Up until 147 AR the scope

of the rebellion had been limited to the Midlunds, Thuria, and

Tordor. But in this year descendants of the proud Umbrean
horselords gathered and led an army of nomads to liberate

Korsk and Rorschik from the tyrants. In 149 AR the Orgoth
laid siege to the Khards and their Umbrean allies at the gates of
Korsk, but were repelled by unyielding northmen. Cracks had

begun to der.elop in the Orgoth domination.

Adopting a name chosen in homage to the original Iron
Fellorvship, the free cities of western Immoren became the Iron
Alliance. Cornprised of armies from Korsk, Rorschik, Leryn,
and Caspia, they came together under the leadership of the
ner,r.iv formed Council of Ten in 164 AR. While primarily a

human alliance, the ten leading generals included Grindar of
Tolok Kriel n'ho represented the Thornwood trollkin who had

suffered at the hands of the Orgoth. A1l of the Dhunian races

living outside of Rhul and Cryx 1-rad endured haldship during
the Occupation as the Orgoth vier'ved thern as animals, driving
their tribes deeper into the r'vilderness. Of these races, only the

trollkin joined in the Council of Ten and contributed maior'

forces to the Rebellion.

THE COLOSSALS
The r,r,ork of arcanists irr Ceryl was known to the Council of
Ten, rvho urged these great thinkers to relocate to Caspia for
their protection. Among those smuggled to Caspia lvas Elias

Decklan, whose exposure to the great four-rdries of this free

city changed his thinking on the scope of automatons. The

first cerebral matrix had been simple and crude, but he had
theorized a much larger device, one sufficient to emulate more
complex thought.

When Decklan presented this idea to other peers, its potential
use as a tonering \\.eapon of war became clear to all. Decklan
soon drafted schematics for a steam and magic driven
behemoth rvhich could assail even the greatest of Orgoth
fortresscs. The Cor-rnci1 of Ten rvas persuaded that here at last
r'vas a unique \,veapon the Orgoth cor,rld not counter. For the

next decade the greatest minds in \,\'este1'n Immoren drafted,
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debated, and planned the most significant engineering feat ever

attempted by humanity. Not only rvould these colossals require
coordination to construct, but a huge volume of ralv materials,
including iron-rich ore and rare metals and minerals needed for
the cerebral matrix.

The plan had obstacles, including the necessity to conduct
work in secrecy. When it originated in Caspia, fer.v ontside the
city knerv of the undertaking. But soon others in the Rebellion
learned of the project, prompting an uproar among the Khards
rvhich reignited long-buried rivalries between north and south.
As Korsk was also a free city and every bit as prepared to forge
great weapons as Caspia, the northerners began constructing
their own colossal foundries in turn, going so far as to steal

design schematics from their allies when these were not
voluntarily handed over.

A solution for raw materials came from an unexpected source.

Since early in the rebellion, various groups had sent emissaries
to Rhr-rl asking for intervention. A1l of these had been turned
down, but the political atmosphere in the Moot of the Hundred
Houses had begun to shift. Repeated pleas for help and the
increasing successes of rebellion forces finally persuaded the
Stone Lords. Rhul had begun to pay greater attention to affairs
beyond their borders and had gathered sufficient awareness

to recognize the Orgoth as pool neighbors compared to the
native Immorese.

The tipping point came rvhen emissaries of the Council of
Ten revealed the plan to construct the colossals, a calculated
risk at that time. The Rhulfolk became fascinated by the
possibilities of such technology, having been unaware of
the advances made by human arcanists and engineers. An
agreement was made r.vhereby in exchange for knowledge of
the alchemy behind firearms, the secret of the cerebral matrix,
and schematics for colossals, Rhul would give its support. It
r,r'ould not directly intervene in the fighting, but agreed to ship
vast quantities of materials-not only ore but Rhul-smelted
metals and alloys, as well as completed parts created in the
forges of Ghord. These contributions and later shipments of
coal proved vital in the 1'e31t u1-t"ud.

In 188 AR, the Orgoth discovered the Khardic facilities and
assailed the free city of Korsk. The Khards were overwhelmed,
their foundries were destroved, and captured alchemists
and wizards suffered indescribable torments at the hands
of the Orgoth. The Khards immediately suspected betrayal,
believing Rhul had entered into their arrangement with the
Council of Ten only after making secret arrangements with
Caspia that the colossals would stay out of the hands of the
northmen. Either the Rhulfolk or the Caspians are said to
have betrayed the Council by informing the Orgoth about the
Korsk facilities. In doing so not only would the northerners
be deprived of colossals but the battles in the north would



. i:i the Orgoth, Ietting the northmen take the brunt of the
-: :r's n'rath. The truth of this conspiracy is unknown, but

=: in this betrayal among the Khards intensified animosity
- :.n north and south.

, ing the assault on Korsk, the Iron Alliance tripled its
::. in Caspia and the first colossal strode from that city's

-. -: ir. 191 AR. With five more completed in rapid succession,
' . --: -{lliance \\ras ready. Controlled by battle wizards of the
: --.::.,i1 Order, these colossals and the armies marching with
'.- :.'siroved the Orgoth fortress near Fharin, along r.t,ith a

: :,rrrison. So began a decade long struggle as rebellion
-- :: irrok back lands that had been under Orgoth rule for
-'-::::. The colossals crushed all opposition.

" : ::e Orgoth were driven quickly from the southeastern
- .:.s. the rebel armies lvere hindered by supply lines and

. - : -,cultr- pushing deep into enemy territory in the early
- -- -:rc colossals consumed a prodigious volume of coal and

- ,- :1: required constant supervision and regular repairs.
' -r:rr.\ aclapted, finding it easier to destrov the wizards

.:rS the machines than the colossals themselves.
-' -tr Lrf controllers, colossals were diverted away, isolated,
- :.'::..i-ed.

' , ':::.res had to change their tactics. Small armies followed
' , ,-.sal, using it as their vanguard while safeguarding
-, -:.. :he alcane skills to control these great machines.

,::::.qement and the example of the rebellion battle
--:- ::e seen as the precursor to modern warcasters and
- 

-- -::.::roups.

- - l::oth n'ere steadily pushed back to the sea thev
- : r ir.€ Scor.rrge. The fleeing Orgoth did their best to
- : . -i'.' record the1. had n ritten and every structure they

. -:. .r.ti. Their great black keeps were demolished rather
.:: them to fall to the enemy. The Scourge reduced

: :::ies and towns to waste. The Orgoth salted fields,
- - : - :.:-ls, scorched the earth, and slerv untold multitudes
- -- :i ::rev f-led to their blackships and sailed u'est. The

' :. so thorough that not one map of the Olgoth
- - -: :-:s L.een unearthed in the centuries since. Very few

- -: . ::le Orgoth tongue survived, leaving their culture
- - : :i- ::: enigma. Yet in 201 AR, the Orgoth were driven
- -. : :::nent and never returned.

THE CORVIS TREATIES
The Council of Ten met in the city of Corvis and discussed the
borders of the newly independent kingdoms. The Orgoth had
left horrible scars upon the region, not only from their long
occupation but the destruction left by the Scourge and the

battles of the Rebellion. The new nations established by this
treaty would come to be known as the Iron Kingdoms.

While there was some discussion of restoring the old kingdoms
that had predated the Orgoth, this was rejected. The people had
come to identify with the larger regions set down by the Orgoth
governors. This gave rise to fonr kingdoms:

. Cygnar in the south, encompassing the Thornwood, the
Midlunds, Caspia, and a significant portion of Thuria.

. Khador in the northwest, including the old Khardic lands,
Kos, Skirov, and western Umbrey.

o Llael in the northeast including what had been Rynyr and
the eastern lands of old Umbrey.

o Ord in the west, unifying northern Thuria and Tordor.

Certain groups had already seized authority among the Council
of Ten. Caspian noble bloodlines laid claim to governing
Cvgnar, and none could refute the role of the City of Walls and
its industry in the Rebellion. The old Khardic nobility was well
positioned to claim governance over Khador and the Tordorans
rose to rule Ord. The once proud eastern Umbreans did not
contest the Ryn for rulership of Llael; Umbrey had suffered
particuiarly heavily under the Orgoth, with many of its eastern

noble bloodlines extinguished. The Ryn had the resources to
rebuild the shattered region and so cemented the loyalty of the
surviving eastern Umbreans of this area.

Not all n'ere in agreement over these borders and the debates

were heated. The Khadorans left dissatisfied, for they had
pressed to restore lands once claimed by the Khardic Empire,
r.vhich included a substantial portion of what would be ceded

to Ord, Llael, and the northern Thornwood. But in the wake
of the Rebellion, their blustel had no bite. The destruction of
their colossal factories combined with the ravages of war left
the Khards in a rveak position. No one but the Khards wanted
to see the Khardic Empire restored.

RECONSTRUCTION
AND THE NEW ARCANE ORDERS
The early decades after the Rebellion were dominated by
tremendous efforts of reconstruction across the ner'r' kingdoms.
Technological gains provided many benefits, particularly in the
swift reemergence of steam-powered machinery. In 211 AR, the
newly established Steam and Iron Workers Union consolidated
the labors of hundreds working to meet the demand of
engineered production and repair n'ork. Within twenty years
steam-powered boats were again travelinB the waterways.

The minds of arcanists and mechaniks soon turned to finding
other uses ior technologies. The arcanists of the Fraternal
Older of Wizardrv were involved in expanding arcane lore.
Experiencing unprecedented freedom, manl' of the order's
cabals followed once forbidden lines of research. Others

THE IRON
KINGDOAAS ERA

-. :=:,::ning of a new epoch was marked by the stirring
r.:= ,-.il in n'estern Immoren, it had been a long and
--:-::-:. It rvas not until 202 AR thf,at the new era was
- ::: Crrrvis Treaties. This was a gathering of the
' -:. :recessitated by some of the difficulties of tl're

- . ,,:::in.rth of the Orgoth, rvhere each region was
::. .:t.-rblishing order and organizing to provide

' - -.::.is n'ho n'ere suffering.
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expanded their influence, establishing major branches in
most significant cities, particularly in Cygnar, Old and Llael.
Establishing new chapter houses and acquiring lucrative
contracts fol mechanikal fabrication work or arcane consulting
necessitated paying bribes and doing favors fol nobles and
government officials, often of dubious legality.

This led to a major scandal irr 232 AR rvhen a pious rnagus named
Copernicum revealed that the Fraternal Order was riddled with
corruption. Copernicum and a number of his follor,r'ers left the
order aftel accusing manv of its highest officers of black magic
and other illegal activities. The Ordel rvould weather this
scandal, although its reputation was besmirched and a number
of mages rvere tried and executed aftel being convicted of
practicing necromancy and infernalism.

Copernicum went on to establish the Morrorvan Order of
Illumination. The Order became a significant agencv of the
Church, specialized in matters of the arcane. While the order'
included pious mages seeking to iollow in tl-re footsteps of
Asc. Corben, it became most notable for its role as the church's
dedicated witcl-r hunters. The Order of Illumination vorved to
stand vigilant against black magic in all forms, rooting out
infernalism, necromancy, mesmelism, and Thamarite cultists
responsible for spreading these nefarions arts.

Fratelnal Order arcanists continued their innovative lvorks.
Among their accomplishments lvas the refinement of the
cerebral matrix. Reducing its size and experimenting with
more complex arcane relays resulted in the invention of the
first cortex, a tremendous irnprovement which allor,ved for
smaller and more practical automatons. The first stearnjack
r,vas built in 241 AR bv the Fraternal Order Magus Bastion
Rathleagh, working with the aid of the Steam arrd Iron
Workers Union. Designed to be machines for labol instead
of war, more followed, made in a variety of sizes and
configurations. Imploved cortexes allo'lved steamjacks
to follow complex orders and their smaller size required
considerably less fuel and lvater. The demand for steamjacks
created an entire industrl', while also bringing a tide of
r'vealth into the Flaternal Order of Wizardry.

Khador meanwhile continr-red to seethe over hel lost
territories and the need to rely on a private agencies like the
Fraternal Order for its cortexes and the Order of the Golden
Crucible for blasting powder. Having restored much of its
industry and expanding both its mining and manufacturing
capabilities, this northern nation had begr-rn to restore
its armed might. The Khadoran sovereign, King Lavesh
Tzepesci, was a\,\,are that his nation stood in peril and cor,rld

never properly defend itself so long as colossals remained
solely in the hands of the Cygnarans. Secretly he ordered
new foundries built in Korsk. Lavesh's spymaster contacted
arcanists of Khadoran blood who had gone abroad to learn
the secrets of various arcane orders.

A conspiracy began amongst the northern arcanists, including
several that had gained the trust and conficiences of higher
officers in the Fraternal Order's Stronghold in Ceryl as well as

the Thunderhead Fortress of the Golden Crucible in Leryn. In
243 AR these conspirators stole hundreds of irreplaceable tomes

of arcane 1ore, alchemical formulae, and cortex fabrication
schematics. On their return, these patriotic arcanists I,vere

rer,r'arded by Lavesh, man)/ with titles, and they formed the
Greylords Covenant, an exclusively Khadoran order that
quickly became an extension of the Khadoran military and
connected to that nation's spy netwolk. Khador could nou'
manufacture her own cortexes and as much blasting powder as

access to rarv materials allor,ved.

THE TROTLKIN AND COLOSSAL WARS
C.vgnar did not immediately respond to Khador's rearmament,
being caught up in massive trollkin uprisings u.hich swept
the Gnarls and the Tholnwood starting in 242 AR. While the
trollkin kriels of these regions had been given allorvances in
the Corvis Tleaties, the kriels had for-rnd their lands violated
by humans seeking resources to fr,rel reconstruction efforts.
Combined rvith human efforts to exploit every tvaterr,vay for
shipmerrt of goods and materials, the kriels sar,v themselves
being or.errun and pushed out of several regions in dislegard
for old agreernents. Unrest escalated into a full war rt'hich
srvept northern Cygnal and southern Ord.

Eventually Cygnal committed its colossals to battle against
the trollkin, and l,vhere these giant machines strode, the
trollkin fell in droves .In 247 AR after sr.rffering several brutal
setbacks, the tlollkin surrendered and this ended the First
Trollkin War. By this time Cygnaran spies had learned of great
foundries r,r,orking on war materials in Korsk. Accordingll',
the Cygnaran colossals remained in this region rather than
returning to Caspia. These colossals and rvarcasters became
the Colossal Guard, headqualtered out of Deepwood Tower
in the Thornrvood, r'vhere they could rvatch the border shared
n,ith Khador.

Jr,rst three years later King Lavesh committed to massive
attacks against both r,r'estern Llael and northeln Ord, striking
to seize lands that had once been part of the old Khaldic
Empire. The ensning war engulfed a1l the nations of the Iron
Kingdoms as Llael, Cygnar and Ord fought together against
the Khadorans. Fol the first time colossals clashed face to
face as those built by Khadoran hands contested with those
from Cvgnar.

Older Cvgnaran colossals ciicl noi fare well in early battles,
suffering against more recently designed and heavily armored
Khadoran machines. Cygnaran foundries blazed dav and night
to produce newer and better colossals. The Colossal War was a

seven-year conflict that saw the old peace of the Corvis Treaties
permanentlv shattered. Massive iron giants tore each other
apart amidst fie1ds of rifle fire, bloodied pikes, and explosive
displays of arcane magic.

Ultimately Khador's war industry proved incapable of
sustaining the pace of production. Not onlv were Khador's
attacks repulsed, but the allied armies of the three southern
nations made advances onto Khadoran soil. Khador finally
surrendered in 257 AR after losing decisively at Volningrad.
The Khadorans suffered the indignity of agreeing to dismantle
their remaining colossals as r,r'ell as the foundries where they
had been built. Cygnar ceded back lands seized from Khador
in the conflict, having had no expectation of permanently
occupying them.



:.--.:tlor n'as pacified, the trollkin kriels of the r-esion
.---,:rretl their sttength and had gro\\.n rnore rnilitant,

.:.. .rnd indignant about the hnm.rn armies marchiug

-- -ireir lands. Trollkin inculsions into Ordic arrd
-,:.. ien'itorr. escalated irrto thc Seconcl Trollkin War

- -li. The tlollkin had lealned flom previor-rs battles
r-:-rcted thcir strikes stlategicallr', taking advantage
:.::---.in to covel retleats and make it difficult for the

-- -'.iarcl to letaliate. The gigantic machines hacl begr-rn
::'.:ir'1ir-nits, having been desigr-rccl for attacking fixecl

- - triher colossals, and masse s of enemv forccs. Thcy
:::-:ltl negotiating the dense forest r,r'l-rile tighting
- ,:.ing skirrnish tactics. Several times trollkin and
--'-rtrd trolls fightirrg alongsidc them managed tcr

:-':: colossals using prirnitir.e lncans, n,hich shanre.d
- :- r:rilitarr leatlers.

: r.'. Clgnar's King Woldled ordered his gcner-als
,'.r 11e\\. \\/eapons. Arcane ntechaniks along t\'ith

' . ,- f . i1or.n the Fraternal Order of Wizarclrr. presented the
: ;..:rlacks, making r-rse of smaller but still formidablc

- . r-:lL)\'erl for labor stcamjacks, but modifvir-rg thern fol
:::.i rvaljacks servcd in the final vears of the Second

- .-::'. Lrroying their effectiveness as the trollkin \vete
---:.,. King Woldred personall1, ;rttendccl peace talks
-- .:rrlt.rtives of the klicls to errd hostilities at Hadric.I
- -'. -{R. T1-re C\/gnaran clo\\rn c-leerned the trollkin

- : r:-,ir. grier-ances and granted the kriels expanded
-. ':...it1 sums for the restoration of destroved r.ill.rges

in acldltion to granting the trollkin reglllar fees fol the use of
certain \\rater\\'a)'s. The trollkin \\'ere to be subject to Cr.gnaran
l.rn. except n'ithin the lrarro\\/ confines of their kriel lands u.here
thev could govei'n themselves.

Militarv strategists and the voLlllgel gelreration of n'arcasters
u'ele quick to see the aclvantages of the neu' r.valjacks. These

constructs hacl been built rvith the latest and more sophisticated
cortexes, had mr-rch glcater range of motion and cor,rld be fielc'led

more easil\' alongside infantrr'. A cornbination oi adr.ances to
cortexes along n.ith theil abilitv to inclependenth. negotiate
terrain meant a \varcaster coulcl mole easih. control multiple
n'arjacks. In 286 AR King Woldrcd decommissioned the
colossals and had his engineers convert those great for-rndlies
to n'aljack prodr-rction. Ploduction of similal machines lvas
embraced in the othel nations as l,r'ell.

While n.ar fabrication proceeded apace, the peace \\.as

strengther-red b]' a changing oi roval dvnasties in Khador.
TI-re long and dalk leign of Lavesh Tzepesci thc Tormentor
endecl rvith his death to old age in 272 AR. King Dmitrl,
Dopater.ik ousted the narlike Tzepesci line and pror.ed to be
a more peaceful and diplomatic sovereign, tvilling to engage
irr negotiatior-rs u'ith forcign ambassadors. Indeed, an arnicable
relationship \\.as cstalrlished betneen Kings Woldred and
Dmitrv as the tt'o shared similar ruling philosophies.



THE GRIM YEARS OF KING MATAGANT
The political sitnation in C1'grrar changed aftcl Kir-rg lVoldrecl
dlaited his Accold-Br-Hanc1 Covenant in 286 AIl. Woldrecl's
Accorcl allon'ed the Cvgnalan kirrg to choose his o'rvr-r successor,

er.en outside his trloodlinc, so long as that sLlcccssor \\/.'ls ()f

sufficientlv noble' blood. To satisfl' probitl', Woldred reqr-rired

the terms of succession be n'itr-ressed and implcmented bv thc
Menite pliestl-roocl n'ho had long overscerr roval succession .rs

kecpcrs of the Tlue Lan,. While the Mcrrite religion hacl n,arrcd

to rninoritr,. status in Cl,gnar', tl-re1' 1g1-1n.6 sigr-rificant srvav

rvith the nobles ar-rd retainer-l autholitr' .rs an ancierlt right.

While this accord \\'olrld prove its merits stabilizing the Cvgrr.rr.r.t

succession in snbseqnent centr-rrics, Wolclred rvas r-rnable io benefit.

He c-lied suddenlv in 2E9 AR arrd his o\\'r1 terms disappeared. 
-l-hc

Merrite- pliesthood came forn,ard to act on his rvisl-res but faced a

sr-rclden coup b]'Woldred's nephen'NIalag.rnt, rvho led a small armv
to claim the clorvn. Called the Crim King, Malagant proved to bc

a bloodthirstv t),rant rvl-ro consolidatecl his porver Lrv execr-rting

rivals and gaining a stranglel-rold on the Roval Assemlrlv. After.rn
or-rtbreak of public outcrl', Malagant entered into an alliance. r'r'ith

thc Chr-rlch of Morroni rvhich had bee'r-r seeking b establis'h its

supl'emacv as thc kirrgdom's majoritv rcligion.

The Church of Molrorv's endolsement of Malagarrt's right to the

throne sen.ed to pacifl' tn.rtrt' of the kingdom's pior-rs citizer-rs

and nobles. But n'hen the Caspian Temple of Mcrroth refr-rsed

to do the same, Malagant accttsed its priests of treason and l-r;rd

thcm arrested, tried, and exccuted. 81' thc end of 290 AR, over
200 Menite priests and officials had Lreen sent to the gi'rllon's.

This pr ovoked Years of religiolrs un rest tl-rat creatc'd .r lasti ne rif t
betrveerr thcse religions irt Cr.gnar. Tn'o sepalate assassinatiou

attempts on King Malagant gave the king the justificatiorr he

required to make the toval decree irr 293 AR that the Chr,rrclr

of Morron, \vas no\\. the state leligion oi C1'gnar'. The ancierrt

lights once glar-rted the Menite priests n,ere revoked.

In a dark time fol Menites in Caspia; man)/ old temples itr
the n'estern cit\' \vere desecrated and sevelal \\'el'e set alrlaze.

Actirrg allegedll' to protect ordinarl, Menites, Malagant ordercd
hur-rdleds of farnilies forciblv relocated to eastenr Caspia, arrd

manv of their assets rvele seized. A larrge portion of the citv
east of the Black Rir.er became home to the citr"s large Venite
minoritl'. While this reduced the violeuce, it cemented the

division betu,een Caspi a's faiths.

THE BORDER WARS
King Dmitry of Khador l.as assassinated in 286 AR and the

throne rvas claimed b)' his rvife, Cherize. She proved to be a

bloodv minded monarch rvho quicklv set abotrt preParing for
u'ar. Queen Cherize hoped to take advantage of the Cvgnaran
succession problems by seizing the noltherr-r Thorrl.r'ood. She

hoped to gain access to the Black River, rvhich lvould enable

Khador to disrtrpt trade along that vital \\'ater\\'a\'.

Cherize entered into an unttsual arrattsement ,'vith the savage

Tharrr tlibes of the Thornn'ood-some oi the last descendants of
the Molgur-encouraging them to attack Cvgnar ivhile Khador's

armies made theil advance. The Tharn pror.ed to be iormidatrle
adr.'ersalies in this familiar terrain. Cygnarans put aside tl-reir

DISCOVERY OF cYRISS,
THE CTOCK\MORK GODDESS

In 283 AR, an astronomer of the Fraternal Order of
Wizardry named Aldophous Aghamore discovered a

celestial body, a "Dark Wanderer," by use of powerful
new telescopes. Soon thereafter, Aghamore was beset
by strange dreams which he claimed were visionary.
Through these he learned the name of this planet,

Cyriss, and became convinced he was in communion
with a divine being. Aghamore wrote of the planet as the
body of the "clockwork goddess" or "maiden of gears."

Aghamore was discredited by his peers until other
reputable astronomers began to have similar dreams
and started to correspond and then meet in person.

This gave rise to the Cult of Cyriss, western Immoren's
newest religion.

Cyriss' place in the cosmology is not well understood
by theologians. Her worshipers believe Cyriss to be

a hidden primal goddess-not a "new" deity, only
newly discovered. She embodies fundamental natural
principles, in particular those that govern the movement
of celestial bodies and the means by which the world
can be understood through mathematics. Her domain
is astronomy, mathematics, and engineering, and her

adherents claim she was awaiting discovery by those
intelligent enough to unravel her location and to decipher
clues revealing deeper mysteries. Enigmas and puzzles

are centralto this cult's relationship with the goddess, as

they believe she provides portents through hidden codes

and solutions buried in obscure mathematical formulas.
Rumors about "clockwork priests" that have surrendered
their bodies to gain immortality as machines seem
perilously close to necromancy by Morrowan standards,
but these rumors have not been conirmed.

reli{:ior-rs diffe'rences in light of this rren'threat, and the cron'n
mr-rstered its orvn armies rvhile also hlring large mercenarv
folces to bolster its numbers. This rt'as the start of an extended

conflict that rvould eventuallv be called the Border Wars.

Thc earlv years oi this conflict have assumed legendarv
proportions. Cherize has been described as a sorcerer-queen
of Khador, r'ilified in the southern kingdoms as a Thamarite.
Kl-radorans have refuted this, but Cherize rvas certainlv feared
by lrer on'n people and r,r.as suspected of havirrg killed her

htrsband. The irrvolvement of the Tharn tair-rted these battles
as these savages conducted barbarous rites including feasting
on the flesh of the fallen. While King Malagant rvas a t1'rant,

tl-re barbaritv of his e.nemies combined with the support of
thc. Cl-rurch of Morron' bror-rght rnanv Morron'arr knights and

priests into the contlict on his side. The rvar in the Thorr-rrvood

w.rs proclaimed a struggle betr,veen light and darkness, a

claim supported b1. Thaln maniiesting fel1 blood-sorcerv

ar



-:-e Vorrorvan battle-chaplains evoked miracles through
:'. -nt Prayers.

-::ng to the mystery surrounding this n'ar were the peculiar
: - r: of both sovereigns. Cherize vanished in 295 AR and her
- :' \\'as never found. King Malagant suffered a number

:.:sonal tragedies in the course of the war, including the
':::'.al of one of his most trusted champions leading to
" , je.rth of his beloved queen. Two rnonths aftel Cherize
: -::reared, he died of a wasting disease. The fighting in the
'- :::'.rood proved inconclusive, ar-rd the Bolder Wars would
, :.r both Cherize and Malagant.

- - . -'. gnaran succession had been cast into turmoil by the rise
l-:..rgant and the dismissal of the Menite priests, leaving

" . ..:rgdom for twelve years lvithout a king. During this time
" l '.-al Assembly and valious rnilitary leaders attempted to
, -::- ihe nation, but with limited success. Khador proved

- -r :rr take advantage of the situation. Their own succession
' , -: l -r child queen on the throne, but she was supported by the
- :...-rlrs Lord Regent Velibor rvho rr-r1ed in her stead. Seeing

=:kness of the Cygnaran position, Velibor launched the
--- :,.lansion War, the most successful years of the Border
, -- .-r Khador.

, -:: iiran confronting Cygnar, Velibor urged his armies to
' 

= -.gainst northeln Ord. While some of the initial assaults
-- :::ulsed b)'the stalrvart Ordic defenders, the Khadoran
-- :-:ined momentum and began to make solid gains. The
.- - ,r,-r\\'fr appealed to Cygnar for aid, but were only given

, ,- ::i.itarv support as the Cygnarans were torn by political
- : \'elibor expanded his operations and sent a smaller

- :.:-.-inst eastern Llael.

' :: grollrld on over several years as both Llaelese and
: ::::nies failed to halt the Khadoran advance. The Ordic
- - -,.'. ..r Cathor I u'as killed in the Battle of the Broken Sword
' - ,:.R. heroicalll' leading a charge agailst the enemv. His
. :- . e.-:poll lvas recol'ered and became an important Ordic

- . ::rresenting defiance. The Khadorans pressed on and
": -:\i vear gained the gleatest victorv with the seizure of
- : ^.:r1 port cit1. of Radahvo.

-IE SIEGE OF MIDFA.ST
' : .:libor's shrewdest maneuvers amid this extended

-: '. :s hnding a wa). to turn an internal conflict to
-.-:ri. Even as the trollkin inside Cvgnar undermined
--:,:: r€aC€, Khador struggled with its tribal peoples,

' - , - .. -'r ;r forgotten age. A large number of barbarian tribes
-..: ,r the irozen northern mountains and forests. The last

. - ':.ie of these tribes assembled late in 304 AR, intent on

- -: .:ie fertile farmlands of the interior which had been
.. - : -:::r.ied. \/elibor rnet with tribal leaders and convinced

- :-:^- rrr strike at the south, where the gains and glory
-::::a.1tef.

' , ---:::-..irs tr-rrned their numbers against Ord, laying siege
' -., :.-. fortifiecl city of Midfast. Velibor intended to use
- , - -. . :k fodder to plesage his invasion deeper into Ord.

-: : :.ienders had been pushed back to a long line of
-. : - . =:retching rvest and east from Midfast, lvhich had

proven difficult to assault. Seeing Midfast as the lynchpin of
Ordic defenses, Velibor hoped to crr-rsh the city beneath the

horde and sweep on to the capital.

Midfast held for rveeks against the horde while its defenders

dwindled. The Siege of Midfast would become one of the most

famous battles in the history of western Immoren, remembered

for the heroism of Captain Markus Graza, an Ordic officer and

devout Morrowan who led the defenders after the deaths of
his superior officers. Even before his legendary last stand,
Markus proved his skil1 and dedication, holding against

vastly superior numbers. Despite his efforts, an exPected

reinforcement army from the capital did not arrive, bogged

dowr-r amid muddy roads.

As Midfast's ammunition stores dn,indled and its wounded
defenders faced exhaustion, Markus went alone from the citv
under a banner of truce. Drawing on his knowledge of the

beliefs of the northern tribes, Markus offered a ritual challenge

to the chiefs of the horde. By their terms Markus was required
to fight all fourteen chiefs, each in turn, a seemingly impossible
task. As the gathered barbarians and the defenders on the wal1

watched, the siege was put on hold for a week as Markus faced

two duels a day with the mightiest barbarian chiefs. Amid this
crucible, Markus won victory after victory, suffering grave

injuries on the fifth and sixth days. His resolve daunted the

remaining chiefs. By the fina1 day even the barbarians of the

horde cheered for Markus above their own. In the last battle
Markus for-rnd the inner tesetves to endure, calling on his faith.
Ascendant Katrena manifested in the sky above as Markus
defeated the last chief and collapsed.

The light of Markus' ascension to join Katrena awed all gathered

even as the reinforcing Ordic army finally arrived to advance on

the horde. Thousands of barbarians were so stunned that they

surrendered at once, casting weapons aside. Those that fought
rvere swept from the field and ridden down. The Khadoran
Army had been camped to the north of the barbarians and
witnessed the miracle of ascension-seeing Morrow stood
against them, their ranking kommandant ordered them to quit
the fie1d. Against all odds, Ord stood victorious. The northern
barbarian tribes never regained their strength, while Markus
became a revered figure among Morrowan soldiers.

Despite this defeat, the Khadoran Army persisted in the
months ahead and the Border Wars continued for eight long
and bloody years. The Siege of Midfast is seen as a major
turning point, as Khador had no significant gains after this
and Velibor became increasingly hated and despised. Juliana
the Maiden Queen took the Cygnaran throne in 308 AR and
sent armies in support of both Ord and Llael. Cygnar soon
entered into a formal alliance with Llael, and Cvgnaran
soldiers and warjacks became a common sight in the last
battles of this period.

Queen Ayn Vanar V assumed her majority in 307 AR but it
was not until 313 AR that she realized Velibol and his military
advisors had bankrupted the kingdom treasury. Ousting the
former lord regent and his cronies, she put an end to the war
and negotiated peace. Laedry was ceded back to Llae1 but the
Khadorans retained Radavho, which they named Vladovar.
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Velibor was exiled and lived the rest of his davs as a pariah,
remembered for having wasted a generation of Khadorans
in his u'ars. While the cost was deemed too high, Velibor
succeeded in expanding the borders of the Motherland and
would be remembered less harshly by later generations.

THE QUIET CENTURY
The time known as the Quiet Century was an era closer to a

hundred and fifty years where the kingdonrs thrived and
prospered without being marred b1' open u'ar. This would be

a time of tremendous invention and growth, and also saw the
start of the rising middle class across several of the kingdoms as

the gains from industrialization began to manifest.

Though conflict was inescapable, the character of warfare
in this period shifted from open declarations of hostilities
between the Iron Kingdoms to smaller scale sporadic battles
as the kingdoms tested borders and added new innovations
to their armed forces. Espionage and sabotage became the
more common expression of hostility in this period. The Quiet
Century saw a resurgence of the mercenary tradition that had
thrived in the Thousand Cities era. With kingdom armies
reluctant to engage but governments still competing, it became

common for mercenaly companies to be hired to conduct
proxy \ /ars, earning considerable coin for their paymasters.

This century sarv the iounding of several significant
r-tniversities and militarl, academies, rvhile svstematic efforts
r'\'ere pLlt forth to expand scholastic pursuits, mastert' of
mechanika, and the training of militarl' officers equipped
for the changing face of 'lvarfare. A number of mechanikal
r'r'onders rvere created in this gap betu'een major rvars and
conflicts. In 343 AR, Magus Julian Montfort created the first
plototype for lvarcaster armor. The founding of the Khadolan
Mechaniks Assembl1. in 393 AR did much to promote and
enconrage engineering in that nation. This tvould eventualh'
lead to rnilitary advances such as Man-O-War armor and tlre'

implemerrtation of the first major railroads. While costlr. to
build and slorv to develop, rail lines began to be implemented in
nLrmerolls regions, first to expedite'mining but later employred
ior a rvide variety of shipping. In 436 AR Cvgnaran Magus
Ashlan Halstead invented the arcantrik rela\., precursor tc)

the moclern arc rrode, a mechanism that greatly enhanced thr'
tactical options for u'arcasters on the battlefield.

Religior-rs scholarship achieved advances as Sancleum
theologians sought to reconcile the beliefs of major faiths,
leading to a cohcsive cosmologl'. Several tomes oi scholarh'
studv rvere printed describing the memories of those who
had died briefl1' but then been returned to life br. miraculous
interr.errtion. This led to the publishing of Accotrrtts o.f Urcoatt

bv Exarch Rudyin Goresecha in 320 AR, an account of the
geographv of the aftellife that proved to be extremell'popular.
The Caspian Temple of Menoth responded fifteen years
latel rvith City of SotLls, a vivid depiction of the City of Man,
Menotl-r's domain, r,r,ith exhortations for humanitv to heed the'

n'ords of t'he Larvgiver.

As a leminder of Thamar's pervasive influence on Immoren,
the citi' oi Melcir rvas nearly burned to the ground in 415 AR
b1. Stacia Versh, n,ho had been branded a rvitch by the demand
of the citr"s Order of Fraternal Wizardry. Evading captllre
she subsequentlv declared \.var upon the citv's arcane societv
and nearlv consnmed the city in a conflagration before her
dark ascension. Stacia's struggle emboldened a number of
independent arcanists rvho struck out at the Order believing it
n'as ur-rfairlv hording arcane lore. Caspian spies took advantage
of this bv paf ing bribes to encourage thefts of specific materials
and therebv acquired schematics for their own use. The

Cvgnaran Armory subsequently began to construct its olvn
advar-rced military grade cortexes.

SECOND EXPANSION WAR
Canon fire off the coast of Ord sounded the end of the Quiet
Century rvhen Khadoran and Ordic navies clashed in 464 AR.

What began as a dispute over privacy soon erupted into the
Second Expansion War, as King Mikhail Vanar ordered the
invasion of Ord. The naval battles of this lvar were among
the largest and most impressive ever conducted in n'estern
Immoren, involving hundreds of warships in massed battles.

Turning to her naval power, Khador bvpassed Midfast with its
great arm\', landing forces to storm Corbhen instead.

While Cygnar was not allied to Ord, King Hector Sunbright II
foresaw future peril if this neighbor was compromised. He

DESTRUCTION OF ISSYRAH
AND DEFEAT OF EVERBLIGHT
In 390 AR the Iosan city of Issyrah was beset by horror
and carnage by the emergence of the dragon Ethrunbal,
also known as Everblight.This dragon had secreted itself
below the city and had been lairing there for decades,

capturing Iosans and exposing them to its draconic
blight. The existence of this dragon was discovered when
one of these blighted victims got loose from the empty
Fane of Ayisla and killed severbl innocents. The dragon's
existence was deduced by Iosan diviners, prompting

considerable alarm.

While military forces quickly gathered from the Gates

of Mists and Storms, the Iosans underestimated the
threat. Rather than evacuate the city, the soldiers sought
to confront the dragon directly. Ethrunbal erupted
from beneath the earth and began wholesale carnagej
laying waste to Issyrah and slaughtering thousands
of inhabitants. Eventually massed military forces
overwhelmed it, but only after suffering staggering
losses. Iosan sages knew enough to extract the dragon's
athanc, which they sealed away and sent from their
lands into the frozen northwest, hoping it would never

be disturbed.



-..: ilis northern fleet from Ceryl to harass the Khadoran ships
--,e his land forces secured the Rohannor River, preventing

. -:lor irom taking Berck, cleating a stalemate by r'r.inter. This
:red against the Khadolans, as they were overextended

" -: :heir supply lines from Corbhen remained vulnerable.
' - .: t\\'o years of bitter fighting, the mixed Cygnaran and
-:,c soldiers pr,rshed the northmen back. A large number of

'-::icndl\r companies flom as far away as Llael and Caspia
-.: in the conflict.

-.r ihe Khadorans were prlshed back to Corbhen in late

-"- ,iR, C1'gnal nithdler'v. The Ordic treasury was sorely
r -:-:id b1' the hungry mercenaries and could no longer pa1,
- : '.\-ages. The loss of the Cygnarans and mercenaries
-.:tre11 the war another year before the beleaguered Ordic

---. .iberated Colbhen and a truce r'r'as declared in 468 AR.
- - , ri'.adorans lost their taste for battle as King Mikhail fell
- ---:ress and died just weeks before the end of the war.

:YGNARAN CIVIL WAR
- 

= :nternal strife had been overlooked amid other conflicts,

-:--:: silrlmel'ed with a rising tide of religious animositv
- ::i! \Ienites and Morror'vans. This had occasionalll.

-::.i into isolated incidents of bloodshed, but previous
.--:: ',\'ere nothing compared to the rift that r'r.ould tear
.-: : :n half starting in 482 AR.

-- -: :ire Venites of the eastern citl' arose a charismatic alld
- :-::rking pliest named Sulon. He put forth a summons

. -: ,-tn al1 Cvgnaran Menites to come to Caspia and attend
. :-:.. This summons spread quickly and tens of thousands

'-::::s gathered from all corners of the kingdom. Before
' , :-:r.ses, Suion proclaimed himself hierarch, a special title
: ::.i rvith the absolute por,r.er of the priest-kings of o1d.

- -:l:.rneously seized control of Caspia east of the river,
-: - Lit anv not of the faith. Thinking a riot r'vas at hand but

unaware of the natnre of the Menite throngs, the Caspian city
watch tried to disperse the crowds. This prompted a frenzied
revoit as thousands of pilgrims rose uP and slert' over three
hundred watchmen.

This incident ignited the Cygnaran Civil War, which raged

fuom 482-484 AR. Zealous Menites nearly razed the river
districts on the west bank of the city in the fighting that
follorved. The fate of Cygnar's capital seemed to hang in
the balance until Sulon fe1l in battle. His death dealt a great

blow to the morale of the Menites and opened the door for
peace. High Prelate Shevann, head of the Morrowan Church's
treasul'y and a \l,.oman of spotless reputation, stepped

forlr'ard. Serving as spokeswoman for Cygnar's King Bolton
Grey V she entreated Sulon's successor, Visgoth Ozeall,
for an end to violence. After protracted discussions with
concessions on both sides, the Protectorate of Menoth r,r,'as

created to end the religious strife.

For a time this succeeded. The Menites were ceded an expanse

of land east of the Black River and the entiretl' of eastern

Caspia, which they renamed Sul in honor of Hierarch Sulon.

The Protectorate had leave to govern their people as they

san fit without interference by the Cygnaran throne. It was

understood that the Protectorate would remain part of Cygnar
and subject to disarmament and taxation. Shevann ascended to
join Morrow in 500 AR and is prayed to by any negotiating for
peace or signing contracts made in good faith. The peace she

achieved would not last indefinitely, but Shevann's name is still
invoked by those trf int 1o soothe religious disputes.

EXPANSION OF THE PROTECTORATE
The Sul-Menites quickly expanded into the harsh territories
east of the Black River. These largely barren lands were seen as a

challenge from Menoth and their subiugation a divine mandate.

The Protectorate would over time convel't most of the Idrian
tribes. A great earthquake in 504 AR arnid one of the largest of
these conflicts devastated the Idrians and left the Sul-Menite
soldiers intact. This was seen as a sign of divine intervention
and prompted the conversion of tens of thousands of Idrians
to the Menite faith, bringing with them the large settlement
of Imel. This city wor-rld become increasingly important as it
was built up through great construction efforts before being
transformed into the capital of the Protectorate.

The Su1-Menites soon discovered a numbel of previouslv
unknorvn resources. This included abundant diamonds
that could be bartered with foreign powers and massive

under ground deposits of a flammable oil which n as processed

into Menoth's Fury, a powerfui incendiary liquid. Additionalll.,
the hil1s east of Imer proved to be rich in iron and other
minerals, and in tirne the Sul-Menites discovered long-
abandoned quarries allowing the constrr-rction of great temples

and towering buildings in Imer'. One of the greatest finds of the

era was the rediscovery of Ancient Icthier and what remained
of the wa1ls bearing the original True Law. Through these and

other signs, the Sul-Menites grew resolved in the notion that
their settling this legion rt'as preordained and would facilitate
restoring Menoth's faith across western Immoren.

THE COIN WAR
: - ror but notable conflict broke out during this
r -: in Llael. Seeing Cygnar's swept up in civil war,
r -::cr invested in mercenaries to assault this smaller
-:::r. Llael hired its own mercenaries to defend its
::--:ories. The Coin War was an escalating series of
:::. :s conducted almost entirely by proxy. This was an
:-':-:lely lucrative time for mercenary companies in the
-:; :r as they entered into bidding wars with both sides.
-- : ,',ar ended inconclusively, but with both the Llaelese
.-: "liadoran treasuries diminished. This had the result
:- ':-:i:rg Llael to reduce its standing army, and after
r-::^d of the Civil War, Cygnar felt obliged to send
l:: : :ral troops into the region to protect its ally. This
:*- :: nrarks the start of Llael's growing dependence on

- ;-z-an military support.
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FIRST THORNWOOD WAR
Crowned in 489 AR, five 1'gs15 after the end of the civil war,
Cygnar's King Grigor Malfast led his nation into an era ol
growth not seen since the days of Woldred the Diligent.
Steamjacks became prevalent, and the once-depleted Cygnaran
coffers filled with coin. Instrumental in this was Malfast's
trusted vassal, Archduke Vinter Raelthorne II. The archduke
would play a major role in the conflicts of the region.

The Khadoran King Ruslan Vygor r'vas a man of dark tempels
and simmering rage. While no one dared speak it openly,
Khadoran nobles deemed their king mad-Vygor saw himself
as Khardovic reborn. While fired rvith Menite zeal, his mental
instability made him a difficult man for the Khadoran Menite
priests to embrace. Vygor nursed a hatred of Cygnar and its
prosperity and accordingly he initiated a r,r,ild plan of conquest.

Despite his dubious sanity, King Vygor implemerrted numerous
lasting reforms to Khador's militarv. At Vygor's request the
nation invested in rnore warjacks than had ever been produced,
and he also incleased the scope of martial organizations like
the Iron Fangs, tlair"red to fight enemy wartacks. After working
to create the greatest army seen in the modeln age, in laie

510 AR, Vygor sent a portion of this force, inclr-rding the bulk of
the renowned Khadoran cavalrr', to harass the border defenders
of Llael, knowing this r,vould folce King Malfast to respond.
As predicted, Cygnar's king sent its main armv led b1' Vinter
Raelthorne north to beat back the impending invasion. At the

same time Vygor personally led an e\ren larger force of r,r'arjacks

and the fuli might of Khador's hear.r' infantry straight into
the Thornrvood hoping to drive south and take key Cygnaran
territories unopposed. No one suspected \i1'gor's ruse.

The Khadorans chopped straight through the Thornwood,
razing a path two hundred miles long that later came to be called
the "Warjack Road." If not for the work of scouts from Fellig who
discovered this column, Cygnar ma1'have felt the full blunt of an

unexpected Khadoran army deep behind its borders.

Soldiers hastily drawn from the nearest ton'ns and cities met
the Khadorans at the Dragon's Tongtte even as the main army
rushing to defend Llael was recalled in a desperate attempt to
intercept the Khadoran advance. The Battle of the Tongue in
early 511 AR remains one of the bloodiest clashes in the history
of the region, seeing a loss of more i,r.arjacks in a single battle
than ever before. The war ended with V1'gor's demise on the

blade of Vinter Raelthorne II. This short but costly war left an

imprint on both kingdoms, deepening old hatreds and seeing

improvements to their respective militaries.

THE MODERN ERA
THE MODERN DYNASTIES
OF THE IRON KINGDOMS
The decades after the Thornwood War saw many changes across

the Iron Kingdoms as each of these nations entered modernity.
Industrialization began to be embraced in full, with factories
built and raih'oad lines beginning to cross the region. Each of
the kingdoms was ruled by a dynasty that would shape their
emergence into the modern era.

THE VANARS OF KHADOR
Khador's crou/n returned to the Vanal dl,pnslt' after the death
of Vygor, much to the relief of that kingdom's people. In the
decades ahead Khador began to experier-rce tlue change as a

rising merchant class called the kayazy became influer-rtia1 as

they' amassed great fortunes and put this rve'alth to bettering
the nation's infrastructure and industrv. The abolishment of
the serfdom ir-r 549 AR trrought man), eager rvorkers to freshlr'
built factories.

The beloved Vanal dynastl, that controlled the throne in
these years brought innovation and modernization to Khador
n'hile retaining the kingdom's national spirit. King Ivad Vanar
mairrtained the throne for an unprecedented 38 years, bringing
tremendous prosperity. The crorvn passed to his granddaughter,
rvho rvas just born r,vhen Ivad died. Throughout her minoritv the
great industrialist and statesman Simonl'gy Blaustavva ruled as

regent. He accepted not onlv the lcsponsibilitv of commanding
the nation, but also raising Queen A1'n yanal XI, n'hom he loved
like his on,n daughter. Ivad Vanal and Blaustavva had dreams
of restoring Khador to an empire, and these dreams passed to
Avn, n'ho n'ould see them fulfilled.

THE CATHORS OF ORD
Ord's transition into the modern era lvould come at the direction
of the Cathol dynasty vr'hich had established the longest rule in
that nation, only occasionallv interruptecl b1' their hated rivals,
the Mateus. While generally admired, the Cathols have been
an r.rnpredictable bloodline. King Stagier Cathor lI might have
helped bling a sn,ift end to the Thornwood War but was too
pararroid to trlrst his advisors and insisted his armies remain
neutral. This steadfast policy of neutrality marked the Cathors
in the modern era. Ord learned its survir.al required looking
aftel its on,n intelests filst.

Stagier's successor King Merin IV had an uneventful reign
before being assassinated. His brother Fardini attempted to
make the Menite faith the state leligion though Ord was stronglv
Morrorvan, but his reign rvas brought to a quick end with his
execution when evidence came to light proving his involvement
in his brother's murder. He rras succeeded bv the popular
King Alvor IV a shrewd politician who saw to the needs of his
castellans but neglected the masses. His elder sons would prove
to be unlucky, as Alvor the Fifth was killed in a fluke storm at sea

after just 3 months of rule, while Brogan sat on the throne tr4/o

months before collapsed stonework ended his life.

This brought the Ordic crown to a man who had never hoped
or dreamed of being king: Baird II. A notorious gambler and
wastrel who kept to bad company, many thought Baird rvould
bring ruin to his nation. Yet King Baird II proved as shreilrd
and wise a king as ever sat the Ordic throne, establishing
an extensive spy network and taking measures to bring fair
taxation to the masses, shifting this burden onto the r,vealthier
castellans instead. Beloved of the people, if hated by some
of his embittered nobles, Baircl enjoyed allowirrg others to
underestimate him while proving adept at the games of politics.
Like his predecessors, Baird maintained the neutrality of Ord
even amid terrible wars-he only occasionally committed his
nation's navy against Cryxian interlopers while keeping his



.'--. in reselve to defend his cities and borders.
: , :-: has begun rnodernizing Ord, but this has
- = limited by the nation's paucity of resor-rrccs.

_:E 
MARTYNS OF LLAEL

. -. '.,.-as less foltunate in its sovereigns, nith a

-. ': rteak and ineffectual kings contributing
:r intelnecine coLlrt focused on petty

: :',ies. The Martyn family '"vhich held the
' : r: of Llael from 396 AR p1'odlrced no great
-:-:.. Artvs di la Martl,n V n4-ro ruled during
- l:.rrnn,ood War rvas purel1, a puppet of the

- -::il of Nobles. Artys VI attempted to exert
- - :.riter but onl1' succeeded in enraging one

- . .-rrchdukes into strangling him at court.
- : -{rtvs VII rt'as a scholar and an intellectual
- :rLr\ cd to be more focused on rvriting than
- -: his nation.

- ' , -..:t king of Llael u'as Rvnnard the Fruitful,
' :'. trllld rule fol over thirty years and proved
-. ,1-rite populal and charismatic, although
::,.rLlght no significant reforms. Famotts

- -: . for his virilit1, after siring sixteen knon'n
-:::nq rvith various \\'ives, this did not

- -:r',€ his d1'nastv after his death from old

- l:.e Llaelese rrobles fell into a scheming feud
. ' : : .eries of assassinations marraged to result
- , -': Rr.nnald's knou'n heirs being slain. The
-. -:rke of Southlvne, Prime Minister Devar
---:'.n, seized control arnid this chaos and
.,::: ruler of his kingdom irr the absence of

' .:iiimate loyal. While shlen'd arrd rnthless,
. :'. n is thought to have play'ed a key role irr

:-::rinent dor.vnfall of his nation.

- ::.ARCHS OF THE
: -- fTECTORATE OF MENOTH

- 
= :ire Plotectorate has no cly'nasties in the proper sense, it

- -=: into the modern era under t]re firm direction of several
. r-rr\. hierarchs, each of nhom moved this nation torvard a

- , -:=: role irr the affairs of the regior-r. After the Protectorate

=:ed Icthier during the reign of Hierarch Turgis and its
- -.:. had been gleatlv expar-rded, his successors began
-:::rtlv arrn the theocracl' despite prohibitions against

. - :-.e.lsures irrposed b1. Cygnar. Hierarch Kilgor Ravonal
- , -:?r1 a doctrine of emancipation and rvorked to expand the
- -. := Excmplar and Temple Flameguard, shaping them into
-=ris oi a modem army.

. - '.trrk n'as accelerated b1z |ligl..ch Gallick Vo1,le, tvho
.:-i-rcl n'arjack production arrd implemented the Vassals
.rtrth as a means fol tlre Plotectorate to craft its olvn

' -., Lregiuning by kidnapping knorvledgeable arcanists
-' :irer kingdoms. Vovle vorved to see the Protectorate as

' -:-'-'cudent kingdom, and n'ould have his chance to put
:::.ics to the test n'ith the launching of the Great Crusade.

-. i'-rttles led eventualll. to his on'n death in the stlects of
'- : -'.rrd tl-re rise of his successor, Hierarch Sevelins, tvho
- .'-lc!i the crusades.

THE RAETTHORNES OF CYGNAR
In Cvgnar, just a fen'short vears after the Thornn'ood War',

King Malfast fell ill and on his deathbed b1' 11.n1. of Woldred's
Covenant, he handed his cron,n to Vintel Raelthorne IL In
515 AR, Vinter II ushered in the Raelthorne dl.nasty r'vhich

sti'll rules Cygnal toda1,. Vinter ruled n,ith the same prr"rdent

approach he had adoptecl managing Malfast's kingdom, priding
the utilitarian or.el the frivolous. In 539 AR the cron'n passed to

his son, Vintel Raelthorne III, rvho filled tire kingdom's coiiers
through burdensome taxes to bolster the navy and secure the

u,esteln sea-lanes from pilates. Whilc unpopular, Vinter III
rulcd Cygnal rvith a firm hand and strengthened the kirrgdorn.

Vinter III had trvo sons: his heir, also named Vinter, arrd Leto.

When Vinter III died n'ith suspicious suddenness irr 576 AR, the
kirrgdom fell to his eldest son Vinter IV. Vinter IV proved to be

paranoid and tyrannical. Some of the darker inclinations of his
linc'took firmer root in him, and he bole a hatred of the Chulch
of Morror'v that defied all reason. Perceived dissidents r.vere

silenced or forced into obedience. His paranoia gar.e rise to the
C1'gnaran Inquisition, rvhen he transformed his father's netn'ork
of spies into a merciless s),stem of judges and executioners. With
theil assistance Vinter rr,rled b1. terror and murder. The targets
of the Inquisition rvere alleged rvitches, but more often those
talgeted and conr.icted r'vere innocent of any crime.



OF WESTERN IMMOREN

THE RETURN OF VINTER
While Vinter IV was thought to have perished in his
journey into the Stormlands, rumors of his death proved

premature when he returned at the head of a strange
army in 603 AR. Crossing the Bloodstone Marches

alongside a race called the skorne, a brutal and cruel
people. Vinter proved his ambition to seize back his

throne when he attacked the city of Corvis. His invasion

failed. The exact circumstances of Corvis'liberation
are still poorly understood but seem to have involved
an old Morrowan prophecy related to an entombed
legion of mercenaries from the time of King Malagant.
Vinter IV survived and fled back to the east with the
remnants of his inhuman army. The skorne have more
recently reemerged from the desert and begun to build
fortifications in the Bloodstone Marches.

The middle vears of Vinter's reign n'ere marked by a rise
of Crvxian activity as Cvgnar n'as battered b1' coastal

assau'lts known as the Schalde Invasior-ts. From 584-588 AR,

blackships emerged flom the mists to send rapacious raiders
into unsuspecting villages and torvus, bent on slaughter,
arson, and pillage. Graves r'r'ere despoiled and slain soldiers
rvere dragged away to feed the indr.rstries of the Nightmare
Empire. Counterstrikes against the Scharde Islands resulte'd in
the loss of a great nnmber of ships aI-rd their crer'vs, br-rt both
King Vinter IV and Prince Leto'led armies in this rvar; provirrg
their commitment to the defense of the nation. Er.errtr-rallv the

Clyxians wele driven from Cygnaran shores.

While such heroics made that kingdom's people more acceptiug
of King Vinter IV's extleme measures, )'eals of blutal tleatment
leminded them he was a tyrant. As rumols of torture at the

hands of the Inquisition persisted, many began to doubt their
king's sanit1.. Prince Leto felt driven to act and u'ith the aid of the

Morrowan Church he overthrerv his brother during the Lion's

Coup of 594 AR. Before King Leto could submit his brother to a

trial, the Elder escaped, using Leto's queen as hostage to seize

an experimental airship at the top of the palace. He rose ottt of
reach of his pursuels but fel1 mercy to the whims of the wind
and dlifted east over the arid Bloodstone Marches.

The Royal Assembly conducted a trial for Vinter IV in absentia

whereby thel'stripped him of all powers for l-ris proverr crimes
and dark alliances. He was convicted of high treason, and his
life was declared forfeit. Leto Raeltl'rorne proved tlue to his
word in the years after the coup by abolishing the Inquisition
and restoring the nation. The next decade under Leto's rule
was seen by many as a golden era of unprecedented growth,
mechanikal inventions and advancements, flourishing trade,

and the harmony and efficiency that is the hallmark of a fair and
just government. But he was not the only sovereign working to
strengthen his nation, and the schemes and ambitions of other
rival powers would soon see this nation beset on multiple sides.

THE ILAEIESE WAR
With little warning, Khadol massed their full might and
lar.rnched an invasion against Llael in the last rnonth of 604 AR.
This attack r'r'ar .u."1rllv planned and executed tx' Kommandant
Gun'aldt h'usk, the Motherland's foremost militarv genius n'ith
extensive knon4edge of Llael's defenses. Irusk had determined
the key to victory r.vould be seizing an overr,r.hehning advantage
before Cygnal could march its armies to reinforce its 'longtime

ally. The assault in the rvinter was planned knou,ing Khadoran
soldiers rvere better prepared and equipped to fight in this
season than its enemies. Llael's plime ministel collaboratecl
in betlar.ing his nation in the months leading up to invasion,
undermining the Llaelese Armt, and delivering ke1, information
to the Khadorans. The westetn boldel u'as penetrated in dals
and the Khadorar-r Army marched on the interior.

Cvgnar lushed to its allv's defense and rvas caught up in a

series of increasinglv desperate battles across the Llae'lesc

countrvside. A brutal series of battles took p'lace at the
northern city of Riversmet, r'r,hich boasted kel, bridges over
the Black River'. Ultimatell' Khador proved victorious ant-i

made a demonstration of this city to break the will of Llaelese
still resisting in the eastern legions. Riversmet rl,'as razed
to the ground and bloodthirstv doom rea\/ers unleashed on
its survivirrg populatior.r. This demoralized the Order of tht'
Golden Crucible army holding the fortified citv of Leryn, whose
leaders sr"rbsequently opened its gates and surrendered.

The last and most intense battles of the u'ar took place in defense

of the Llaelese capital, Mer\/\\ryn, rvhich enduled a long and

difficult siege. On hearing of Khadoran forces moving on the
Thornn'ood, Cl.gnar n'ithdren' its armies to defend its border,
and soorr theleafter the capital fell. The r,r,ar lasted less than
six months before Llael's nobles sulrendered. Khador entered

a nerv phase of the conflict, this time battling on Cvgnar's soil.

Meanr.vhile, a burgeoning Llaelese Resistance r,r,'as born in the

captive cities and the one free citv of Rhvdden, but lt'ould face

man), difficulties trlring to organize against Llael's conquerors.
Many' 61 Llael's assets were seized by Khador arrd its industrial
cities u,ere quicklv turrred to supporting the Khadoran war effort.
With the lands of Llael in hel grasp, Ayn Vanar declared helself
empress and announced the darvn of the Khadoran Empire.

THE CASPIA-SUI WAR
AND THE GREAT CRUSADES
The timing of the Llaelese War was difficult fol Cygnar. Relations
with the Protectorate of Merroth had worsened considerabh
in the preceding vears and it had become clear that the Sul-

Menites were in violation of its disarmament agreements. King
Leto had been debating measlrres to enforce compliance r,vhen

war in the north erupted. Hierarch Garrick Voyle capitalized
on the distraction provided by the war to call a crusade against

the enemies of the faith. This coincided r,r'ith the arrival of a

Harbinger of Menoth to the Protectorate capital of Imer, a holr'
messenger r.t'ho spoke Menoth's u.ill. Not onll'did this woman
and her miracles revitalize the Menite faith, but r,r'ord of her

arrival resulted in thousands of Menites from other kingdoms
giving r.rp their old allegiances to join the Protectorate.



:: r-luickly erupted betn'een Caspia and Su1, with attacks also
,.::g place inside Cygnar's interlot' as Menite forces snuck

- --: :he border patrols to conduct acts of sabotage. Cvgnar was
-:.!i to divide its military folces between defending its capital

- - - .ire w,ar in the north, rt hile also preserving garrisons along
- ..estern seaboard against the threat of Cryx. Indeed, it

r became apparent that Cryx had infiltrated the mainland
- ::eater strength than had ever been suspected. Cygnar's
: :iaster eventually concluded that the Scharde Invasions had
' .-, r used as a complex diversion to land forces unseen.

:r turmoil in the south steadily worsening, King Leto
-.:nted to isolate Cygnaran citizens of the Menite faith in this

,: ':r lest they commit treachery. At the same time, in response
'^: Protectorate's failed siege on Caspia, the Cygnaran Army

--::red an invasion of Sul. Su1's previously impenetrable
- .. i,r'ere breached and Cygnaran forces swept into the city.
: .t:ouS fervor gave the Sulese defenders desperate fortitude
- : .ct1 to an exhausting year of street-to-street fighting. With
, :r.1r's army unable to seize a quick victory, the Menites
.::-uped and eventually drove the Cygnarans back. Led by
.::rch Vovle, Caspia was in tum invaded by the Sul-Menites.
-: Leto joined the defense personaliy but was nearlv slain in

- : : rrith Hierarch Voyle. It was not until the Menites were at

- :-?tes of Castle Raelthorne that the tide turned at last. Like
-., :L in the Civil War, Hierarch Voyle was struck don'n. This

: :i' arrirred only after Voyle had carved a tremendous path
:..iruction through the ancient capital.

- : nghting was taking place in the streets of Caspia and
--:irer forces of the Protectorate were on the march. Grand

- - --:::or Severius had led the Northern Crusade deep into the
- :r-i,,ood. Armed for war, the Harbinger of Menoth joined

- - llsping to eventually deliver Menoth's message to the
, -::es of Khador'. In a bold campaign this crusade destroyed

'- J-,-gnaran city of Fisherbrook, obliterated an important
::r-,\'ar1 ntonastery outside Fellig, and helped thwart the

-' , .:n Lich Lord Asphyxious who had seized control of an
-: ::iried Orgoth temple in the Thornl.vood. Not resting on

" , -. .:ccomplishments, Severius led the Northern Crusade into
:-:ied Llael and soon used holy manifestations to seize the

: Lervn as a northern stronghold for the Sul-Menites. After

='. c-leath, Severius was chosen as the new hierarch to lead
- r::ion in the Great Crusade.

=ALL OF NORTHGUARD,
IJVASION OF THE THORNWOOD
- . Cvgnar r'r'ould ultimately hold its capital and arrive at a

": : cease-fire with Sul, she faired worse in the north rvhere
-,: :.rg network of trenches alonnd the fortress of Northguard
'--,.=-lled the Khadoran advance. For months Cygnar and
::-.r fought a grueling war of attrition across a blasted no

- " - . land of craters and barbed wire. Attempting to end the
- .:::te, Khador twice attempted to overrun the Cygnaran
.r;ers. While the first full assault on Northguard in late

- -R. n'as a costly failure, with Cygnar holding out against a
'--=:icalll'superior foe, Khador proved swifter at recouping
- ::es. While Cygnar struggled to reinforce Northguard, a

. r:. massive attack was launched in 607 AR and this time

succeeded in toppling this fortress. Cygnar's northern army
endured a fighting retreat through a Cryx-filled forest to regroup
along the Dragon's Tongue River. Khador seized the Thornwood
for itsell but has discovered it to be swarming with manv
Crvxian undead, making for supply line difficulties.

While Khador was victorious in war, she has endured threats
from other quarters. Earlier in 606 AR an inexplicable Cryxian
fleet sailed north past Ordic waters to assail the Khadoran Navy
statior.red at Port Vladovar, dealing a crippling blon'to Khador's
naval strength ar-rd inflicting severe damage on this port city.
Additionally, the catastrophe in the northern Shard Spires
which destroyed the Nyss people has had unexpected fallout
which has affected Khador more than other nations. There are
rumors of bloodthirsty dragonspawn together with blighted
Nyss that have terrorized a number of outlying communities
among the northern mountains. Nyss refugees have fled the
north to seek refuge anywhere they can find it, particularly in
the Khadoran capital of Korsk.

This is the state of affairs in western Immoren at the present,
in the year 608 AR. Fighting between Khador and Cygnar has
stalled, albeit each side is arming along the Dragon's Tongue
River. Battles between Cygnar and the Protectorate have
entered a clandestine stage. Yet while there is a 1u11 in the
conflicts, it is tense. Each side continues to mass its soldiers
and stand at war readiness. Additionally, the trollkin kriels
of both Khador and Cygnar are stirred up and ready for battle
after intrusions on their lands. That fighting will resume is
certain, with the rising menace of Cryx along the coasts as

well as within the Thornwood. It is a troubling time for all the
nations of the Iron Kingdoms.

DISASTER IN
THE SHARD SPIRES

The near destruction of the ancient culture of the Nyss of
northern Khador would come to pass with little notice by

the human kingdoms in early 606 AR. While the source of
this trouble is not widely known, it relates to the athanc
of Everblight sent into these northern mountains by

the iosans after the destruction of Issyrah. The dragon
lured an ogrun named Thagrosh to his location and bid

this new minion shatter the seals of his imprisonment.
Rather than reform his draconic body, Everblight sought
to create a blighted army commanded by dark generals

each sharing a fraction of his essence and power. The

Nyss were selected to become vessels of his wrath,
and Thagrosh corrupted them through the dragon's
blight. Not all Nyss were corrupted to join this Legion of
Everblight, as several thousand fled south as refugees.





- :i.. the Iron Kingdoms is full oi contrasts. Laborers and
- -:rants engage in their generations-old tlades, but they do

:. :he n-ridst of an industrial revolntion. They pray to the
.-. sods their families have worshipped for centuries, br-rt
' - : :raditions are challerlged b1, a rapidll' chalging n'o1ld.
-- '..lrnders of mechanika-the merging of technologl, and

- . -.i-are increasingly commonplace in somc cities, but
: : -.,:tions far from the walls of civilizatiorr still fear tl-re beasts
, -: :-..\'dg€s of the'rvild. In the year'608 AR, the Iron Kingdoms
.' --..:ions on the edge, rvith the rvonders made possible bv an

: r€c1sor on one side and the abt'sr o6 ro,ut \var on the other.

THE IRON KINGDOMS
- : -:rions oi the Iron Kingdoms comprise the human powers

:::ern Ilrlmoren. These are the dir.erse kingdorns r'vhose
'-i:r: \\'€r€ initially defined in the Colvis Treaties signed in
,:::rrnath of the Rebelliorr against the Orgoth. Thosc. borders

::'..rnged considerabll' or.e.r'the centtrries, and rnanv oi the
--:1r \\-ilrS are extensions of ongoing territorial disputes. In
' :.f the Iron Kingdoms are in a momentary h-rll ir-r an era

-::.endoLls strife 'lr'hen rrations have toppled nations and
- -:. irar-e treen pushed to the brink.

' =:e uncertain times the people of rvestern Immoren
- . -:e or-l as best the1, can, laboring in factories and on farms

- - - -;ing the rvinds of u,ar do not sweep up theil homes and
- ,!)c1s. Tllere is great opportunitv for those u,illir-rg to take

'-: >\\'ord in defense oi their nation or their principles or
--: ' :n thc pursuit of coin and adventure.

CYGNAR
One of the' great po\\rers in thc Iron
Kingdoms, the southern rration oi Cvgnar is
beset by cnemies lvithirr and r'vithor-rt. She is
ruled by a kirrg most consider just and is the
most laPid'l), moderlizilg state i1 \\'esterr-r

ImmoLe'n. Her people' are proud clf the
freedom and opportunities ar.ailable to them,

-:-:i anlous their nurnbers sofile of the most blilliant
-.. .ir Caerr. Ther. are arvare thel' crrjoy higher qrrarlity oi
-::. ntanv othels in tl're region, rvho understanclabll' 9111.1'

- ::.'sLrL'rit\'. Even the lon'er ciasse's in Cvgnar lir.c better
- .:-,'.n those elservhele, due to adr.ances in mechanika and
- ::-olemented under the cr-rrrent sovereign leforming
-::,..ctices.

-:: rras Lrecome a celltcr of industrr. and trade knon'n
- -r.trut the Iron Kingdoms. Blessed rvith alrundant
-.::::. A long coastline, a diverse geographv and citizenrl',
-:'::,.- othel assets, the nation is sometimes lefellecl to
.:::r)ple as the "Jen'el of the Iron Kingdoms." Hel blue

- -: L..rrrrrer featr.rres the heraldic s1'mbol of Cvgnar,

the r-rnmistakable C1'gnus. The Cygnus dates back to the

unification of Cvgnar at the end of the Rebellion, formalized
during the Corvis Treaties, and was chosen as a symbol of
the solidarity of the southeln peoples. It also lepreserlts the

bright future of this nen' nation, rvhose people relied orr their'
combined faith arrd courage to battle the Orgoth and forge the
weapons that r'vould ultimately defeat those tyrants.

Traditionalll', Cygnal has been the nation most accommodating
to outsiders and other races-i11 addition to ltutnans of all ethnic
groups, gobbers, trollkin, dn'arr.es, and ogrun are n'elcomed
for the most part. Her lands are split Lretw,een mant' ier"rdal

duchies and provinces, but Cygnar's cities are her greatest

strength. The nation's bustling capital, Caspia, is called the Citv
of Walls after the ton'ering fortifications surroundir-rg it and
rurrning throughout its varied distlicts. The n'alls oi Caspia

are so massive ancl ancient that entile r-reighborhoods ar-rd

thoroughfares exist n ithin thern. More than a milliorr citizerrs
Iive and rt ork rt,ithin the maze of these u,alls.

A hub for commerce br. ship, r'oad, and lail, Caspia is also one

of the oldest cities in \vestern Imrnoren. It is home to both the
throne of Cygrrar and the Saucteum, a soveleign citl' rvithirr the
city that is the seat of the Morror\ran faith. C1'gnar rvas irritialll'
founded b1' Mer-rites, and Caspia still retains man)/ irnPress ve

temples to the Creator. The civil n'ar that dii'ided the capital
into the twin cities of Caspia and Sul resultcd in most southcrn
Menites relocatirrg to tl-re Protc'ctorate of Menoth, rvith the lesult
that todal' C1,gnar is predominantll'N.{611e11,1n. Although the

nation feels the strain of the Protectorate's crusades, the Crorvt-t

nonetheless still advocates religious toleratrce, and its srttall
Menlte minolitl' have a plor.rd legacv going back to Priest-Kings
Colivant and Cinot.

Cvgnar's cities are alnong the most urodern in n'esteru
Immoren, her people among the best cducated. Most Cvgrraran
citie.s feature solid infrastrLlctures n'it'l-r reliable plunrLring,

rvell-maintained loads, and measures to comlrat corrr-rption

and foster vital inclustrv arrd public l-realth. Onlv the poolcst
qrrarters of cities are sclr-ralid, and even there, reprcsent.rtii'cs of
thc Church of Morlon' make effolts to help tl-re trr-r11' clestitute.

C1'gnar boasts a lalge middle class of successfnl claftsr.nerr,
merchants, mechanikal innovators, and scholars, and the eap
betn.een the' poor ancl those oi means is less plonounced thar-r

in other natiorrs.

Cer1.l, to tl-re northw'est, is the rration's secorrd-lalgest cit1., once
the heart of the arrcient kingdorn of Thr-rlia. Norv it is a shipping
center that is home to the northerr-r fleet ancl is famed ior the
skill and lore of its arcanists. Irr the northeast, Corr.is sits at the
confluence of t'uvo major rivers, rvhere a steadv florv of riverboats
passes through the br-rstling docks amid multiple-stolied
buildings that are slorvll' sinking into the muddr. grourrd. Far'

to the south is Mercir, a citl, onh,easilv reached bv boat. In this
relatir.e isolation, Mercil has developed its on n distinct cnlture,
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including a larger than normal population of trollkin, who are
sometimes exploited as cheap labor. Highgate, in the west, is
seen as a guardian of the Broken Coast. From its perch among
the Wyrmwall Mountains, its massive steam-po\,vered cranes
hoist ships from the waters to safeguard them from Cryxian
pirates. These cities and the other major Cygnaran towns are
all vibrant urban centers conducting vital manufacturing work
amid complex local politics. Many boast pioneers in industry
and scientific advancement as well as a number of prestigious
universities. Yet with prosperity comes other dangers, and
each city and major township is preyed upon by criminal
communities seeking to exploit any opportunity.

The civilized Cygnaran countryside with its lush farmlands is
divided by several untamed regions, including the extensive
Wyrmr,vall Mountains, the Gnarls, and the Fenn Swamp. Though
the nation maintains several highways and rail lines, these
wild areas remain inhospitable and are populated by savage

humans, wild trollkin kriels, and all manner of predatory
beasts. Travel between major cities can be risky, with occasional
military patrols and overworked road wardens able to protect
only the main roads and railways.

In the past few years Cygnarans have seen the fall of their
allies in Llael, the loss of the northern Thornrvood Forest to
the encroaching Khadoran Empire, and years of turmoil in
their capital and neighboring Su1 due to open warfare with the
Protectorate. Cygnar remains on friendly terms with the nation
of Ord but that kingdom's sovereign has proven reluctant to
enter into a formal alliance and has shrewdly negotiated for
considerable concessions in return for even the most grudging
and minimal military assistance.

Cygnar's King Leto Raelthorne has a reputation as a just and

resourceful monarch who has ruled r.vith intelligence in an

extremely difficult time. A far cry from his hated brother, Vinter
Raelthorne, Leto tbokthe crown and freed Cygnal from tyranny.
Despite holding strong against multiple enemies, though, King
Leto has seen his support eroded by years of strife and several

significant-if arguably unavoidable-defeats. While many
military experts insist no monarch or general could have done

better in the same circumstances, the loss of Llael and the
Thornwood combined with considerable trollkin-related unrest
have given considerable fuel to Leto's detractors, particularly
in the north of Cygnar. He retains many staunch supporters,
but increasingly strident voices claim he has been too indecisive
amid the nation's wars.

The recent clashes between Caspia and Sul are a testament
to Cygnar's precarious position. Hostility began during the
Llaelese War while Cygnar's troops abroad were engaged

against Khador, with Protectorate forces laying siege to Caspia's

eastern gates. This was unsuccessful but demanded retaliation,
and the Cygnaran Army eventually breached the walls of Sul.

Their invasion into this city proved to be costly and extended,
consuming the lives of thousands on both sides. Eventually the
Protectorate reclaimed Sul and conducted a counter attack on
the streets of Caspia, one which seemed near to swallowing the
entire city in conflict and threatening the palace. Disaster was
only narrowly averted after a prolonged battle in which the king
himself took up his blade. In the end, the battle ended when

the Protectorate's hierarch was struck down by one of Cygnar's
commanding warcasters. Their morale broken, the Sul-Menites
withdrew and there has been a tense cessation in hostilities
between the two cities. Massive garrisons in both cities stand
ready to continue the conflict at the slightest provocation.

Despite these threats, Cygnar is well defended. Many sav
Cygnar's greatest asset is her advanced mechanika; indeed, the
nation is unequalled in the synthesis of magic and science. Her
advanced technology is no more evident then in her specialized
military forces such as the fabled Stormblades and gun mages.

But even frontline infantry fie1d high-quality rifles and other
ordnance and fight alongside some of the most sophisticated
rvarjacks ever designed. Cygnar's ability to manage the
division of military resources between its armies has been
key to its endurance. Each operates independently to confront
various threats, one in the north, one in the east, and one in
the southr,r'est, all supported by the reserves of the smaller
Fourth Army. Similarly, the Royal Navy has divided its fleets
betrveen theaters of operation. Cygnar's navy is peerless in
its technological might and has become pivotal in preventing
incursions from the sea.

It r'vouId seem war is changing the pace of Cygnar's technologl
as sr,r.iftly as it is changing the pace of her people. Her foundries
produce more weapons, warjacks, alchemical components, anci

material to support the war effort, and goods and rare materials
throughout the kingdom are now rationed for the military. In
truth, the Cygnaran spirit preserved in the hearts of her soldiers
is the nation's true strength. The people of Cygnar are bloodiec
but unborved. Every Cygnaran knows at least one friend or
family member r,vho has died as a consequence of war, but even
after massive losses over recent years, many citizens are stil-
eager to take up arms in the defense of theil crown and countr\'.
They are more than willing and ready to defend themseh'es
and their beloved kingdom from those who would crush the
principles of freedom and aIl for which Cygnar stands.

THE KHADORAN
EMPIRE
Khador is a land of sweeping expanses
fertile plains, imposing mountains.
and dense forests. Her people are

the stalwart inheritors of an ancien:

civilization that once dominated the

north. This history is ever present in the minds of the Khadoran
people, as every generation repeats the tales of the legendar..
horselords. These fierce warlords banded together, conquerei
the weaker tribes, and fashioned the proud Khardic Empire.
Some say the empire never truly fell but simply endured a dari
age until it could emerge and evolve into the modern nation o:
Khador. In 606 AR, bolstered by sweeping military conques:
Khador's sovereign declared herself Empress Ayn Vanar
and the kingdom of Khador became the Khadoran Empire, :
continuation of this ancient legacy.

Since the dawn of the Iron Kingdoms, the Motherland ha.
looked on her neighbors with contempt; the Khadorans ne\-e:
felt compensated for their suffering at the hands of the Orgoti:



-' .:: Corvis Treaties, Cygnar, Ord, and Llael all claimed lands
-:, rad once belonged to the Khardic Empire, a bitter pill to

: -rr\\' combined with the suffering of the Khardic peopie
- ^: centuries of the Occupation. It r'vas not long before the

- - :: Khadorans sought to readdress these borders. Over the
- ::ies Khador has made numerous attempts to expand her

' :::rgs. Time and again Khador's monarchs have felt the call
:.=.tablish the empire of old, blurring boundaries with the

^ 
--. trf border wars.

- . -{hadoran people see their empress, Ayn Vanar XI, as
' :=r'onification of their nation and call her the Pervichyi

::..rvna, the "Prime Daughter" of the Motherland. The
-:::st of Llael fulfilled the ambitions of generations, and

" .uccess has only emboldened the empress. More than
-':=:r:lism, more than nation-building, for this ruler the
- - -:q \\'ar is the expression of a manifest destiny. The
- -:::c people by right should rule the Iron Kingdoms, and
', :. i..'illing to expand Khador's dominion by any means

' -::>,i!\'. Her armies have marched south and struck down
' :::-':i Cvgnaran fortress of Northguard and with it claimed
' .r::retv of the Thornwood Forest. Having redrawn Khador's

---:::r border at the northern bank of the Black River, the

- - -{..mmand and its legions pause to regroup before their
- - :-:noaign begins.

- -::ch her rivals, over the past centuries the Motherland
- -:....:n great strides towald reinventing herself as a major

'--.::;l po\ver. As a result of unchecked mechanized

- . :nost Khadoran cities lie shadorved under a constant
- . .f smoke and soot. Khador's industrial revolution

. . ::cked her citizens 'lvith gror'r.ing pains, but the
- , merchant princes and other royal supporters have

-::r:ior1 of backing from their goal of total superioritv.
' : :-rr1€ notrle families may wonder if the cost to ancient

. - -r i: rvorth the renards of the moderrr age, the grip of
' - - -::--'.lization no\v spans the empire.

r :-:-:rs .1re assiduous laborers rvho fervently devote their
-'::.i Lrlood to their way of life. Patriotism is in their
.-. .lnr-l service is a badge of honor. Khador comes first,
' ::jirrn and ethnicity follon'ing. Though the citizens
- -::,.'.'.h' split betneen the Morrou'an and Menite faiths,

' ,-::.-ligious ieuds have been set aside for the call of the
-.:.,,:r.1. \'lembers of Khador's Menite Old Faith practice
- ::-::l()rr r-nuch the same as the ancient horselords did, and

: :he aristocratic families are devout followers. Even
-: r:Jlflt emergence of the Harbinger in the Protectorate
: -.:-: ihat solidarity as tens of thousands of citizens chose

- . .: -^.:r call to join the Protectorate's crusades, and more

' , : r : steamjacks are built in accordance with the
'. ::.i's emphasis on endurance and raw strength, and

' , ,:-. is a source of much pride. A nation once comprising
: .,rl-rnic societies, isolated in their remote forests and

' . -'r.::. ir.rs transformed into an empire rising on a tide
:,-,-::m. Her capital of Korsk is ever1. bit as impressir.e
- ::irern citl'rvith its great factories, schools of higher

- -: .:d glorious cathedrals.

k

+

The people of Khador have not enjoyed the fruits of the modern

era as thoroughly as their southern neighbors, a fact that fuels

their dreams of empire. Most Khadorans still work as unskilled
laborers, although every year more of them join the ranks of

craftsmen and the great cities of the north house branches of the

Khadoran Mechaniks Assembly as professional and innovative
as any of their Cygnaran counterparts.

Military service is required of every adult male in Khador,

and women are equally accepted, though not compelled. More

citizens pursue military careers than in other nations, and

combat skill is well respected in all arenas of life. Even the

politically powerful have served their time, creating lasting
bonds that transcend class barriers. Only a small number of
Khadorans seek to evade miiitary service, generally those

found among the criminal fraternities of Korsk and other
major cities.

DIVIDED tLAEt
A fallen and fragmented nation, Llael's
demise began in the winter of 604 AR
when, in a lightning attack, Khador
invaded and caught its people and their
Cygnaran allies completely off guard.
Seven months later, the Llaelese War

ended with the surrender of Merywyn,
the former capital. This has entirely
changed the face of the nation, entering
Llael into four long years of turmoil and

constant adaptation to the changing
face of their nation as it has been occupied, conquered, and
repeatedly battled over by foreign polvers. Most of the people
had no desire to host the largest conflicts b)' the battle-ready
armies of the h'on Kingdoms and desperately desire son-re

return to nolmality', even if that means accepting foreign flags

and masters. A minoritl' of patriotic, stubborn, or embittered
and enraged individuals refuse to give up the dream of Llael
and fight on, forming the core of a Llaelese Resistance n'hose
strr-rggles become more despet'ate rvith each passing \veek.

At present, what was once western Llael is increasingly
accepting its lot and has begun rebuilding. A sizable number
of citizens of Umbrean descent look on the nen, era n'ith some

optimism, as their once-divided people have been reunited
\,\'ith bloodlines from the rvest. Eastern Llael contains several
Resistance havens but is increasingly dominated by the
Northern Crusade of the Protectorate of Menoth and their
religious zealotry.

In truth, Llael u'as a failed state rvell before the Khadorans
marched on their shared border. The last strong Llaelese king
died of old age almost ten years before the onset of this war,
and his death phrnged Llael's nobles into a frenzy of self-
consuming plots and politics. This included the assassination
of al1 the former king's heirs as well as a number of duels
and assassinations further thinning the ranks of the nobilitv.
Prime Minister Deyar Glabryn took pou'er and proved
to be a corrupt and self-interested leader more intent on
lining his pockets than governing his nation. The sma11 and
poorly funded Llaelese Army was further reduced in favor
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of mercenary contracts and an overreliance on Cygnaran
aid. The Cygnaran Army spent considerable lives seeking to
slow the inexorable Khadoran advance but n as ultimately
forced to rvithdra'"v to defend Cygrrar's own borders. It is
widely believed Glabryn collaborated'"vith the Khadorans by
weakening thc nation.

Prior to the invasion, Llael had a centuries-old reputation
as a haven of court intrigue and shrewd financiers. Llael
maintained sovereignty throngh intense poiitical brokering. Its
income came from the collection of tariffs made possible by its
central location betrveen several of the major powers of lvestern
Immoren. The region, in the midst of the trade route between
Cygnar and Rhul, is of considerable strategic importance. This
has been a blessing and a curse, filling Llaelese pockets in times
of peace but constantly drawing the covetous eyes of Khador
since the signing of the Corvis Treaties.

Despite the recent turmoil, most of its surviving citizens simply
try to carve out lives for themselves as best they can and see

to the needs of their families. After almost four years under
Khadoran rule, most have come to terms with being part of the
Khadoran Empire. Their lives, similar to those in Cygnar and

Ord before, have in some respects improved under the efficient
management of the Khadorans.

Many opportunities have come into this region as a result of

Khadoran investment, including tvork extending rail lines

as well as considerable militarf industrl', particularly in the

capital of Merywyn and the large rvestet'n city of Laedrv.

There is no doubt the Khadolans have improved the nation's

infrastructule. Despite these factors, resentment towatd the

Khadorans lingers, particularly in parts of Llael that saw the

worst of the war. The tally of deaths from the invasion remains

unknown. Tales of the burning of Riversmet and other n'artime
horrors reverberate throughout the kingdoms. It will take more

than a few years for these incidents to be forgotten.

In both Merywyn and Laedry there has been something of a

reversal of fortunes between the Ryn and the Umbrean people.

While many Llaelese Umbreans were proud of their nation,

they were also marginalized, with military service their only
hope for advancement. Many of the most fervid were kil1ed

in the invasion, fighting to save their homes. Those who
remain remember the lack of respect they suffered from the

Ryn. A renewal of Umbrean spirit has swept the region, and

increasingly Umbreans are gaining positions of authority and

influence, while Ryn scramble to curry favor. For the Umbreans

in particular, life has improved under the new government,

even if the region remains in turmoil.

Llael also possesses natural resources that for centuries enabled

it to stay competitive with its larger neighbors, notably a high
content of coal and, in the northern mountains and particularly
around Rynyr, great quantities of the minerals required for
making blasting powder. With nobility owning the lands,

Llael's upper classes increased their wealth from coal and

powder profits while the nation's poor did all the work. Indeed,

the disparity between the classes appeared more clearly in Llael

than anywhere else in the kingdoms, yet thousands of workers

from all over western Immoren arrived daily to work the mines.

THE IIAELESE RESISTANCE
Life among the Resistance is hard;food is scarce, and one
must remain constantly on the move. Any Llaelese found
to be supporting the Resistance in any capacity, even by

unknowingly providing food or shelter, face execution at

the hands of the Khadorans. Rhydden is the last city in

the hands of the Resistance and has transformed from a

tranquil city of wine into a heavily fortified encampment.
Elsewhere operatives must make do with the dubious
security of safe houses and underground dens in

Merywyn and Laedry.

The Llaelese Resistance is in a state of transition but
remains fiercely dedicated to its cause, perhaps all the
more so as the dream of restoring Llael becomes even

more unlikely. In Rhydden their emphasis is on the
immediate needs of the citizens collected there, ensuring
their preservation amid desperate circumstances.
The objective of the Resistance outside Rhydden has

become the disruption of Khadoran bureaucracy and

harassment of the military however possible rather than
the pursuit of conventional military gains. The surviving
Resistance leaders have years of experience fighting
diffrcult battles while outnumbered and outgunned;
some of them are former members of the Llaelese Army
or held prominent positions in esteemed groups like the

Order of the Amethyst Rose, gun mages who have long

dedicated themselves to the kings of Llael. These veteran
commanders are training the next generation of warriors
for a different sort of war, one fought in alleyways and by

small groups seeking to evade detection as they strike
at their enemies and exact a cost in Khadoran blood for
the occupation.

Funding for the Resistance has also changed. Much of
its frnancial support has come from a group identifying
themselves as the Highborn Covenant, former nobles of
Llael who feel betrayed by the former prime minister.
Many of these nobles, now living in exile in Cygnar or
Ord, are still willing to support those fighting at home,

but as their own situations have changed, the funds they
supply have dwindled. Increasingly the Resistance relies
on alternative sources of support, including selling their
services as mercenaries and raising sympathy for their
cause among displaced Llaelese. Fundraising for the

Resistance has taken place wherever former Llaelese

have settled, most particularly near Corvis in Cygnar and

in certain Ordic cities like Five Fingers, Berck, andTarna.
Both fulfilling mercenary contracts and the need to raise

funds, sometimes by questionably legal means, often
requires Resistance agents to go abroad on a variety of
dangerous missions.



--.-: has changed except that now Khadoran laborers work
::side former Llaelese citizens and the fruits of their toil

',:. :trod on the tables of the kayazy industrialists rather than
-. Lr.nnish aristocracy.

- - :gh battles betrveen the Llaelese Resistance and the
- : ilrran occupiers still flare, the central conflict in this nation
- :r:ed n'ith the arrival of the Sul-Menite Northern Crusade.

-.--.-ricallv allied to the Resistance, the Northern Crusade
' - - :eized vast srvaths of Llaelese land for the Protectorate

'.1enoth. New battle lines have been drawn between the
'- -:.!rrans $,ho have conquered the region and the Sul-Menites,
'- :ire Black River as the main divider.

: . -:=:n Llael past the Black River remains in greater chaos,
'- :he southern portion still held by the most dedicated

--::> oi the Llaelese Resistance and the northern city of
' :. and its environs in the grip of the Northern Crusade.

-- . :-i.-rtionship between these allies of convenience became
-- ::d aitel the Protectorate rnoved into Leryn and it

' -::-.e clear the Menites rvere more irrterested in gairring a

- -.lri and converting the Llaelese citizenry than in driving
-' : -: Khadorans. Many here rvho are rtot of the Menite faith
- . i":gun to wonder if their lives might have been better

. -:= Khadoran rule. For others, the difficulties of the last

.:-:- r-ears have provoked renerved pietl', and they pray for
. --:.-lf r-r, miracles, divine intervention, or merc)'. The faith of

- l.lr)rlo\\'dns and Menites in the region is stronger, and
- . - laclese see the Northern Crusade not as iuvaders or

- -:.:rs Lrut as deliverers.

-- :r:i significant pon'er in the region is the looming
. -::Jr' of Rhul to the north. Even the Khadoran Empire
--.::. Rhul's militaly might and ale aware of its irrtelests
- -:-1. to ongoing vital tlade througir the region. Manv
,- -..::. Rhulfolk disapprove of the Khadoran Empire and its
- -sri-a number of Rhulic citizens n ho lir.ed and rvorked

- ,= :=e cities r'vere casualties oi the r,r.ar-but ultimately
' :::i.rvation of tlade is their priority. Rhul trades with the
',- :--,n Enipile as much as n'ith otl-rer nations so has been
- :r.g trr take sides.

-, :: Kiradoran control of the Black River through Llael,

- .i',ipments have found rval's to reach Cygnal and Ord.
' -' . -::{rr€ of Khadoran complicity seerns likely, even if onlv
' : r-,rr-l of bribes. In truth, the costs to Rhulic interests are

- -:.:-:ntiallY greater than they' rvere before the rvar; the coin
- ::.i to Llaelese nobles and merchants as exorbitant tariffs
. --:,-. norv spent on bribes and smr-rgglers.

' - :-.:r.ering strife makes the region a considerably less
--:.- p.l.1gg to live, but it also provides opportunities for
- -:.:qeous and ambitious. This is particularly true for

' - ,:,::ics, as therc is no end to clients looking for armed
- -. ...tt1 indir.iduals. Whether motivated by greed or by
"::'-:-.. ior the locals, rvarriors-forhire have flocked to the

- - --,:rl a varietr. of commerce and services have sprung up
. - :::rr)L1ate them. Locals may disdain such trade as rvar-

::::r^.{, L'ut they also may find thcmselves needing to rely
' '. --,1-:rvords for protection.

ORD
The kingdom of Ord is a land of fog-

shrouded moors, rolling highlands,
and locky coasts. Bordered by the

hungry Khadoran Empire to the north
and east and the powerful Cygnarans
to the south, Ord has maintainecl
its sovereignty through skillful

diplornacy backed by stalwart soldiers and a navl' caPable of

holding its orvn against an1' fleet on Meredius'

The Ordic people are descended from two rnighty kingdoms,

Thuria and Tordor', and its people are proud of that ancestry'

For some the tales of ancient glories help distract from their

difficult lives, as this nation has r'r'idesPread povertY and a

sharp divide betrveen the rvealthl' and tire poor' Tire Tordorans

dominate the upper classes and are particularly populor-rs in
the north, where they own and control the most fertile and

prosperous lands. Many of the wealthier Tordorans have made

their fortunes irr livestock; the region is famed for its cattle.

goats, sheep, ancl horses. The Thurians, more numerous in the

sonth, are far scarcer in the halls of power; even those families
that have risen to power are generally subordinate to their
Tordoran counterparts. Those Thurians lvho have attained any

success have had to clo so rvith rvits and hard r,vork.

The nation's ports are home to the finest sailors and dock

men in western Immoren. Ordic fishermen and sailors exert a

great deal of corrtrol over seaborue trade rolltes all across the

r,r,estern seaboard. True, some Ordic ports are pirate havens

and thieves' dens, but the goods their merchantmen Procure
irom all over the Iron Kingdoms can make even the most

disreputable cities worth the trip. Ord's largest citv and most

thrir.ing trade center is Berck, rvhere the leaders of merchatrt

houses domirrate city politics. While it is a city rvith a dark
criminal underbellr', it is considered the fair face of Ord ar.rd is

home to the famed Ordic Nar'y,.

Eclually important ancl of far darker reputation is Five

Fingers, also knorvn as the "Polt of Deceit," a citv sprarvling

across nllmerous islands at the mouth oi the Dragon's Tongue

River' Five Fingers is a citl' that has made an industrv of vice,

including smuggling, gambiing, and extortion. The seemir.rglv

lar,vless environment here, combined with Ord's neutralitv in
the r".ars abload, makes Five Fingers appea'ling to mercerlar\'

companies, and it has garnered a reputation as a place rvhere

deals can be strttck for ani.thing under the sltn. As dangerous as

it is, for many the ttnique opportunities offered in Five Fingers

outr.r.eigh the risks.

Orci is the pool'est kingdom in n'esteln Immoreu. Aside irom
peat harvested from hundreds of bogs, Ord has little natut'al
resources, rvith livestock the onl1' other significant exPort.

The coal deposits in the rivelbanks near Merin are considered
abundant but ale onlr. sufficient for the rreeds of the capital

and the northern citl. of Midiast. Inland residents tend tou'ard
farming, raising livestock. or trade in peat or tvool.

Like the craggy hills and boggy moors, the people of Ord are

rugged, lveatheted, and difficult to tame. The1, are mostlv a

common people r'vho enjov a rvide varietl' of sport and gambling

1
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diversions from their everyday lives of dock
work, shipbuilding, or tilling fields. Those

born to wealth live on large estates high
above the lowlands. Both classes can fall
prey to the numerous brigands that
plague the nation despite the efforts
of its kings to eradicate them.

While more famed for its navy,
Ord has an army that has earned
respect in countless border
wars. The Ordic Army has

managed to repel numerous
Khadoran rnvaslons
throughout history despite
its chronically dated
arms and relatively
small size. Its soldiers
are traditionally well
trained and brave, but
the nation lacks the

economic might to outfit
them with the advanced

mechanika now common in the
other armies of the Iron Kingdoms.
Much of Ord's security has been

derived from the rugged border between
Khador and the Ordic interior, jagged hills
fortified with dozens of holds and fastnesses.

The recent seizure of the Thornwood by Khador
has imperiled that, prompting the Ordic Army
to increase recruitment and commit to a frenzy of

construction along their eastern border.

Ord's King Baird Cathor II, known as "the Baird" among his
people but sometimes called "the Bandit King" behind his
back, relies on shrewd political maneuvering to ensure his
kingdom's survival. Some say he earned his less flattering
moniker as much from his shady associates as from the

curses of castellans complaining of his high taxes. While he

presents himself as a simple pleasure seeker, he has proven

to be one of the shrewdest and best-informed monarchs in the
kingdoms and possesses an expansive network of spies. Since

the outbreak of war, he has carefully maintained his country's
neutrality even as he attempts to play other nat'ions off one

another. While Ord has suffered repeated attacks from Khador
over the centuries and Baird's sympathies rest with Cygnar,

he is too pragmatic not to exploit opportunities to enrich his

struggling kingdom.

Such opportunities lately have bestowed the nation with the

chance to become a more significant power. As the only kingdom
not yet actively engaged in war, Ord is in an advantageous

position. After the fall of Llael many refugees, some possessing

valuable skills, sought refuge in Midfast and Merin. This led

to the Free Order of the Golden Crucible establishing its new

headquarters in Midfast, bringing with them a wealth of
alchemical expertise as well as considerable income from their
far-flung membership. Cygnar seeks to solidify an alliance with
the kingdom now that Llael has fallen, and the Ordic throne

\-

recognizes its increased value to Cygnar. This has resulted
in some exchanges of services and mechanika between the

Cygnaran Armory and the Ordic Navy, spearheaded by King
Baird's second son, a distinguished naval officer who has taken
up the cause of modernizing the kingdom's military assets.

The annexation of the Thornwood by Khador resulted in an

unexpected development when the Cygnaran city of Fellig was

cut off from the rest of its nation after the fal1 of Northguard.
Mercenaries working together with the Ordic Army were able

to provide the city relief from a Khadoran siege, and non'
Fellig has become an Ordic possession, creating a stalwart
northeastern bastion for the Ordic Army. Cygnar's King Leto
has seen fit to allow this situation to persist, at least until his
nation can recapture the Thornwood. For now, it is better
that Fellig be in Ordic rather than Khadoran hands. The city's
citizens find themselves in a peculiar position, as it is populated
by proud Morridanes who remain fiercely patriotic to Cygnar;
most residents are grateful to Ord but become prickly at anv

talk of the city being anything but Cygnaran. Nevertheless, the

n
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-, ,. ..i Ordfolk including fresh soldiers has been a boon, and

--::' is in the midst of finding its nelv identity.

-- :-:r Khador has proven leluctant to test Ordic borders.
- :.::rior's only source of outside commerce, Ord is a market
, ..::.12v rvish to preserve. Like the tides Irom which the
-::--n tlerives mnch of its livelihood, Ord's outlook seems
:: -::re1 t-lon'from day to da1',3nd her leaders and king cast

: : ::is into the choppy seas of politics and intrigue to see
- .: : -,uirties they might drar,l. forth from the deep.

PROTECTORATE
OF MENOTH
The newest of the nations
recognized as the Iron Kingdoms
was not forgecl in the fires of the
Rebellion and defined at the Corvis
Treaties but was born from civil war
and religious strife. It is unique in

- :=.:ects, rnost notably for being a strict theocracy, ruled
'-: r.rir hand and watchful eye of the Temple of Menoth.

- :. ...nLf govel'nment go hand-in-hand in the Protectorate
. -:h; religious faith and the worship of the Creator is

: -r=i. tri dail1' life for even its most ignorant laborers.
: r -: everv citizen of the Protectorate is equally pious or

-: :here is no escaping the omnipresent influence of the

Menite priests, who control the nation's government, police,
judges, and executioners. Ardent believers view themselves
as the last bastion of the true religion of mankind and see

around them endless examples of heresy and blasphemy.
Their nation and faith are inseparable, and now they are part
of a key moment in history when a great crusade has been

called to bring the wayward back into the fo1d.

The Protectorate began as a compromise during the peace

talks at the end of the Cygnaran Civil War in 484 AR, and
for most of its history it was beholden to Cygnaran authority.
Even in the earliest years the Cygnaran Crown preferred
to leave the Sui-Menites to govern themselves. The only
stipulations imposed on the people of the Protectorate were
that thel' continue to pay taxes to the throne and that they
not create a standing army. Even these mild limits would
eventually fall by the wayside, and for the last several decades

the Protectorate has acted as an increasingly sovereign state.

The situation reached a head during the Llaelese War when
the Protectorate launched attacks against Cygnar and the two
severed al1 lingering ties.

Over the last century, the Protectorate developed a unique
culture centered on a strict caste-based theoclacy. While the
Menite priests like to think of their role as an extension of
ancient beliefs, their theocracy is a uniquely modern invention
and includes many reinterpretations of sacred text. The leaders

of this nation are both more fanatical than Menites of the
recent past and pragmatic when it comes to making use of
developments such as mechanika. The Protectorate is noted
for extremely strict laws controlling virtually every aspect of
its citizens' 1ives. Within the walled cities and fortress temples
of the Protectorate, Menoth's will is the Law meant to govern
all mankind, honoled above all else and followed without
question or hesitation.

In past decades the Protectorate was heavily taxed by Cygnar,
which stoked the fires of enmity. In retaliation, the theocracy
prohibited the use of Cygnaran coinage within their borders.
Visiting merchants and travelers had to change their coins at

exorbitant rates for Protectorate currency or risk engaging in
illegal transactions. When making arrangements rvith those
who would not accept their currency, the theocracy has paid in
uncut diamonds harvested from its mines-to the surprise of
the Cygnarans who had ceded the land believing it barren and
devoid of resources.

Despite the accord in 484 AR that ended the Cygnaran Civil
War, Sul-Menites vier,r'the Cygnaran Crown and adherents
of the Morrowan faith as Menoth's enemies. The Sul-Menites
believe the Morrowan faith usurped the rightful place of the
Creator to gain influence over most of western Immoren. With
such deep and f undamental disagreements with the Morrowan
rvay of 1ife, a renewal of this conflict was perhaps inevitable.
This sentiment has become increasingly entrenched among
the Sul-Menites since the rule of Hierarch Ravonel, who
had overseen the initial development of the Protectorate's
nascent standing army. Ravonel's work was carried forward
by his successor, Hierarch Voyle, who continued to expand
the Menite war machine and went so far as to state that the

HOUSE AAATEU
If any group in Ord could be said to rival the authority
of the throne, it would be the powerful Mateu family,
believed to have its fingers in virtually every major
financial dealing across western Immoren.The family has

been led for over fifty years by Castellan Izabella Mateu,

known as a merciless tyrant who will stop at nothing to
increase the power and reach of her house. Where wealth
r'/ill not achieve her ends, she is said to turn quite readily
io extortion and even murder.

The Mateu Merchant House is most influential in Ord
and headquartered in its largest city, Berck, but its reach

extends to a number of Ordic and Khadoran port cities.
The powerful family's only rival is the vast Mercarian
League, and in recent years the conflict between these
:',,/o groups has escalated into a bloody shadow war
spanning multiple nations.

Adding to its nefarious reputation is the house's
ongstanding rivalry with the Cathors, Ord's current
'oyal dynasty. From 381 AR to 421 AR, a Mateu sat on
:he throne, having seized the crown by assassination and

csing it by the headsman's axe. Many castellans in Ord

a:e convinced the Mateau house seeks to topple not only
:ie Mercarian League but the Cathors as well.
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Civil War had never ended but that there had simply been a

prolonged ceasefire.

By the terms of the treaties allolving its relative independence,
the Protectorate was prohibited to establish an army, a law
that proved futile. Publicly the visgoths agreed to Cygnar's
conditions for peace, but they continued to train soldiers in secret

and hide stockpiles of arms. When Cygnaran dignitaries raised
the question about the increasingly obvious militarization of
the Protectorate, the standing forces were justified under the
pretext of protecting holy sites from "the savage natives."

The Sul-Menites had indeed become involved in armed cor-rflict

with local Idrian tribes drvelling east of the Black River. In
one of the first and most spectacular miracles manifested by
Menoth in the modern era, a massive earthqr-rake strr,rck the

largest Idrian city even as they r.t aged battle r'vith the Menite
crusades in 504 AR. The Sul-Menite forces were untouched,
while thousands of resisting Idrians were swallowed by the

earth and their homes demolished. This demonstration of
Menoth's power ultimately saved man)' more lives than it took,
as the majority of the local Idrians immediately surrendered
and converted to the worship of Menoth, joining the new nation
and eventually becoming a significant portion of its population.
The blend of converted Idrians and Sulese (once Caspians)

would give rise to the rich culture of the Protectorate, which
over time would adopt a number of Idrian customs. The event
did not end Idrian resistance to the spread of the Protectorate,

however, and more far-flung tribes continued to refuse to give

up their beliefs and fought and died by the thousands in the
following decades. Despite this contentious Past, Idrians have

become a vital part of the theocracy, particularly valued among

the Temple's martial orders for their loyalty, discipline, and
fighting prowess.

Geographically, while the Protectorate lacks fertile farmland as

well as forests to harvest wood, it has other resources in great

abundance. Modern mining techniques have unearthed rich
iron veins in the hills east of Imer. Several high-grade quarries
have been excavated in this region, fueling the expansion of

the capital, Imer as well as other great structures like Tower

fudgment in the north. The harsh wilderness of the Protectorate

is blessed with rich diamond veins, and the lands have proven

rich in the crude oi1 that can be refined into Menoth's Fury,

a highly flammable substance that has become vital in the
defense of the nation. The greatest blessing has undoubtedly
been the Idrians themselves, a people who have bolstered the

numbers of the Sul-Menites and brought with them skills at

warfare, numbers useful for labor, and a fierce dedication to

their adopted faith.

For decades, the Protectorate quietly stockpiled weaPons,

bribed inspectors, and gathered its strength. This included the

production and refinement of steamjacks, purportedly for labor

but in fact as weapons of war. The adoption of warjacks was one

of the first pragmatic concessions made by the Synod of Visgoths
in the early days of the Protectorate. The religious tenets of
the Menite faith have long disapproved of any magic that was

not invoked through the prayers of Menite priests, including
inventions made possible through mechanika. The Cygnaran

Civil War amply proved the worth of these machines in battles
rvaged in Caspia's streets, and the Synod decreed these and
other weapons might be used by the faithful if cleansed through
prayer and other rites. Each warjack built by the Protectorate was
therefore purified and blessed as it was assembled and made
ready for battle, a practice that continues today.

Other related doctrinal concessions have been made in more
recent decades. While Protectorate foundries were capable of
creating the basic chassis and n'eaponry for warjacks, the'r'

ivere initially unable to produce the cortex, a highly technical
and advanced piece of mechanika. Early on, its artificers had to
rely on foreign-built cortexes salvaged from fallen machines or
smuggied into the nation, such as from Menite sympathizers in
Khador. This ended when Khador launched the Llaelese War
and declared all cortexes too valuable to be sent abroad, even to
a porver hostile to its enemy. Those involved in the smuggling
trade were declared traitors, and the Protectorate was left to
find othbr means of acquiring cortexes. This gave rise to the
founding of the Vassals of Menoth, an extreme measure that
began with the capture and enslavement of foreign arcanists
capable of cortex construction. Several highly skilled arcane
mechaniks from Ord and Cygnar were forced to create nen'
cortexes and train others to do so. As with the purification of
warjacks, the Protectorate believes this work is dangerous and

involves unholy energies but that the ploper measures can

reduce this taint and allon, for cleansed weapons to be built
in order to bolster the Great Crusade. Today, mechanika has

become an accepted part of life in the Protectorate, even if the

arcane is still treated with suspicion.

Well before Hierarch Voyle's declaration of the Great Crusade,

relations between Cygnar and the Protectorate had been on a

steady decline. While the Sul-Menites had taken measures to
hide the full extent to which they were preparing an army, it \\'as

quite obvious they were not in compliance with the treaties that
had ended the Civil War. just as his predecessor had, Cygnar's
King Leto Raelthorne chose not to enforce these treaties,

knowing armed conflict would be the result. Furthermore,
Hierarch Voyle intentionally forestalted the conflict for whicl.r

he was preparing by periodically sending emissaries to discuss

grievances between the two powers, leaving the impression a

diplomatic solution might be possible.

Several key factors inevitably converged to whip the Protectorate
into the frenzy required to launch its crusades. The first and

most important of these was the rise of the Harbinger of Menoth
in the northern Protectorate. A young girl emerged from a

small village, one who had clearly been chosen by Menoth to
serve as the Creator's prophet on Caen. Floating in the air bv

dint of holy power and capable of channeling the raw might
of the Lawgir.er, the Harbinger was also gifted with visions
wherein the will of Menoth was revealed to her, and through
her, to the Synod and the hierarch. For centuries Menoth had

been a remote presence, occupied by higher matters in Urcaen

and rarely deigning to pay heed to Caen. The arrival of the

Harbinger sent shockwaves through the religious communities
of western Immoren as a tangible sign not only that Menoth
was willing to intervene in the world but also that he clearh'
supported the Sul-Menite cause. Together the Harbinger ano



-. hierarch decided the time for crusade was upon them,
:,::icularly with Cygnar distracted in the north with the onset

- :re Llaelese War. Knowing Caspia might be left vulnerable,
- .:ilities erupted in fu1l.

- ::righty armed expedition marched north from the
- - :L'ctorate, led by Grand Scrutator Severius and accompanied
- :re Harbinger. This would become known as the Northern
,-:.:dc, and it would battle heathens in Cygnar and the
- - :nn'ood and eventually seize gains in eastern Llael.

=:rrvhile, southern forces laid siege to Caspia in the opening
, r of rvhat would become the Caspia-Sul War, a fierce and
-=:r.sir.e clash between the two adjoining cities that has only

, -.:-:h' ended. This war was costly on both sides and included
. -,:-l invasion into Sul followed by nearly a year of turmoil
- r:> streets, and then a counter-invasion into Caspia after
-:.:ring Sul. Neither city escaped these conflicts unscathed,
-: :he inhabitants of both remain at high alert. The conflict
-:: to an end with the death of Hierarch Garrick Voyle and
' . :::reat of the crusading armies. The ieadership of the nation

- ,..=el to Hierarch Severius. Sul has since entered a period of
--:i1cling, and a tense cease-fire has been established between

-: ::rf isons on either side of the Black River, although smaller
--.::nittent conflicts between these armed powers sti11 erupt
'. .'irere along the border.

-..: ihe battles between Caspia and Sul resulted in each side
:.:ing their respective cities, the Protectorate has made

,-.-,: ,gains in recent conflicts. The Northern Crusade seized
'- 

--aelese city of Leryn, an extremely defensible mountain
.-:css that has become the home of the crusade and the
-:-: of ongoing operations in that region. Imer remains the

.: :,:1. but Hierarch Severius has made Leryn his temporary
,' -..nd from there supervises the Northern Crusade, which

' , -:: .1 sizable portion of the Protectorate's military might. The
- - : continues to govern the Protectorate's heartlands in the

-:-. their actions continually scrutinized by junior scrutators
, :.r the hierarch. In addition to furthering the plans of the

-.-: Crusade in the north, the seizure of additional lands has
' ,i1t additional converts and resources to the Protectorate.

- - 
-,:elese region is far more fertile than the barren soil in the

- : ^.rst, and such gains may rvell be a boon to the Su1-Menites
- '-- L,ng term.

- - - - ::ins take time to trickle dolvn, particularly in a time of wat
' .: ::e citizens of the Plotectorate live in austere conditions,

- :irn'Lpaled to the smaller to$'ns of the Khadoran north. A11

:1S ilr€ expected to contribute to the temple, in terms of
'- :oods produced and strength of arms 'lvhen needed. In

:-.. :ire citizens require little more than their faith, but not
- --ne is equally devout. The scrutators maintain a watchful

" -:iir€, as do Menite monks dressed as ordinary citizens
- :.'atch for any who would speak out or act against the
- -::c\'. Such blasphemers can be incarcerated and subject
, -::shment at any time and lequiring no evidence beyond
. - -::Lricion of temple authorities. While most Sul-Menites are

- ,- ,..rd love theit'Creator, there is no question that worship
- ::s are zeaiously attended by all as much from fear of the
- -:::,-,rs as out of pure religious sentiment.

LIFE BEYOND THE
IRON KINGDOMS
The nations of the Iron Kingdoms are not alone in western
Immoren. Other civilizations and empires have existed for
millennia beyond their borders, separated from the kingdoms
of men by mountains, seas, and secrets. In the wilderness great
forces are stirring to heed ancient calls, and from the east comes

an army of cruel invaders.

CRYX
Just across the waters west of Cygnar
lie the Scharde Islands, home to Cryx.
Lord Toruk, the Dragonfather, is the

unquestioned ruler of this empire,
though he rarely condescends to the
vulgarities of governance, leaving
such trivialities to his council of
twelve lich lords. Ancient chronicles

place the dragon's arrival at the Broken Coast around 1,000 BR,

but even older evidence indicates he has plagued western
Immoren for more than four millennia. Toruk may be the oldest
known entitv on Caen, which makes his self-proclaimed status

as a god extremely convincing.

In the r,r.estern seas, sheltered by rings of razor-sharp reefs, a
long and foreboding coast of jagged peaks juts from dark waters
like the fangs of a monstrous creature hungry for the flesh of
the sky above. On the main island in the shadow of its iungles
and mountains, terrible creatures inhabit putrid cities and

villages of collapsed and crumbled architecture, communing
and festering like ticks on a mangy wo1f. Though Cryx is the
host to Lord Toruk's undying legions, its black cities house

desperate, disposed mortals attempting to eke out their lives
within the borders of the Nightmare Empire. In these wretched
places, the weak survive at the mercy of the strong, and the
strong know no mercy.

Toruk rules from his capital of Skell, where the blight emanates

from him like a sickening fog. The major island and several

nearby are awash in this blight, darkening all aspects of life. The

living cannot abide proximity to Toruk, and Skell is populated
only by the dead and those few priests of the Dragonfather in
the final stages of their deathless transformation. A11 things on
the main island are corrupted. Nothing is untouched, and very
few outsiders who journey to Cryx, however briefly, can say

they left unchanged. Even the familiar races are often blighted
and twisted into forms alien to their mainlander kin. In
addition to the many necromantic monstrosities haunting the
islands, Cryx is home to Satyxis, trollkin, ogrun, and gobbers,
all of whom have a stake in-and are subject to the predations
of-the Nightmare Empire. Although humans account for the
majority of the population, Toruk's kingdom is clearly not a

place ruled by living men.

The wilds of the Scharde Islands are home to terrible beasts
of fiendish cunning. They are driven by more than instinctual
hunger, for the beasts of this land are capable of malice and

:
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THE DEATH BETOW
iThe people of the Iron Kingdoms have never comprehended
,the machinations of Lord Toruk and his lich lords. For

:centuries, Cryxian raiders struck the coasts of Cygnar, Ord,
j and Khador seemingly at random, slaughtering entire villages
without warning. Occasionally, Cryxian raiders struck further

I inland, but their purposes were obscure. 0nly a few decades
:;ago, in what came to be known as the Scharde Invasions,

,Cryx carried out a series of brutal raids along the Cygnaran

coast. The Cygnaran Armory's close examination of the events
resulted in the Hurstwallen Report, which drew the disturbing
conclusion that the seemingly random raids and attacks
contained a sinister purpose: to draw attention away from

iCryx's drive into the mainland interior.

;.Such action have borne a dark fruit in several hidden locales,
including the Wyrmwall and beneath theThornwood Forest.

:The Cryxians possess a tremendous network of tunnels
'there, within them a factory complex to rival any in the

Scharde Islands. The twisted passages were inherited
a race called the cephalyx who were eager to join with the
undead minions of Toruk for purposes known only to them.i
With this alliance in place, the dominion of the lich lords,
has begun to spread across the Thornwood and beyond. :

Necrotechs labor endlessly to create a legion of helljacks;
and bonejacks to exceed any Cryxian army in history, and ,

the thralls at the disposal of the lich lords now number in.,
the tens of thousands.

The Cryxian armies have begun to stir, preparing to carry out
the next stage of Lord Toruk's plans. The Iron Kingdoms know
Cryxian activity has increased in the mainland, but they do not ,

suspect the extent of the death that lurks beneath their feet.
Nevertheless, no one travels alone through the Thornwood,;
where even armed patrols have begun to disappear, and
those who live on the edges of the great forest whisper of
sinister shapes moving in the night.

cruelty, a subtler effect of Toruk's pervasive blight corrupting
even farther than is visible to the eye.

Toruk's legions have spread plague, death, and famine across

western Immoren for ages. Before the Scharde Invasions,
the Dragonfather and his servants \\rere a mysterious and
formless threat preying on the outskirts of civilization. But
in recent decades they have begun to make their presence
known across the mainland. The days lvhen Cryx was known
by little more than legend and the sporadic predations of its
blackships are no more.

It is no great secret Toruk has designs on western Immoren,
though not for the frivolous motivations of mortal conquerors.

The Dragonfather is consumed with an ancient war and longs
for the day his legions will raze the lands of men and drive his
progeny from their hiding places where they will be consumed
by his deathless rage.

{$}
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The forested interior and mountainous
borders of Ios have never welcomed visitors.
It is a nation of dreadful secrets and
enduring tragedy. Few visitors have ever
been invited in, and any who have attempted
uninvited entry have vanished. Scholars
and historians know little of the history of

the Iosan people-only that they are the diminished remnants
of the great Empire of Lyoss that endured for millennia before
annihilating themselves in a moment of great hubris. Academics
who have studied and spoken with the few Iosans that venture
into the Iron Kingdoms believe the barren, wasted Stormlands
beyond the Bloodstone Desert may have been generated by
whatever force smote the Empire of Lyoss.

Since settling in western Immoren, the Iosans have maintained
only llmited contact with their neighbors, an isolationism
that has become almost total in the past three decades. This
isolation comes from a deep source of misery. Ios is ill. Its
people struggle rvith a terrible cancer, for the nation is slon'h'
dying from the inside. This sickness has led them to mistrust
anything unfamiliar, and it grows ever worse. Before 581 AR, Ios
sometimes sent emissaries and diplomats beyond their borders.
Though always aloof and reluctant to part with their secrets,

these ambassadors made an effort to negotiate commerce anci

maintain some relations with the other kingdoms. Today the
Iosans no longer entreat the other kingdoms whatsoever.

The reclusive nature of this nation is facilitated by a number
of geographical barriers, including looming mountains to
the north and south and a vast and maze-like western forest.
Beyond the forests and mountains, monolithic cities of stone
and glass are filled with wonders beyond the comprehension oi
men, but there are also wide tracts of land that much of the time
are cloaked in a drifting brume of pale gray that obscures sight
and distorts sound. It is said this mist is sentient, that it has a liie
of its own and whispers in ill-defined voices. Some Iosans sav

it is the mist that takes the souls of those born soulless and thai
the whispers are the anguished spirits of those souls casting
vengeful aspersions at the living. Amid the natural beauty of the
wilderness abandoned cities lay in ruin, as do forgotten temples
to dead gods. Many of these sites are inhabited by dangerous
and horrific spirits, and worse. The Iosans themselves tread as

carefully as any outsider in some portions of their lands for fear
of awakening things ancient, terrible, and vengeful.

Travelers who stray too near the region invariably discover
fortresses called aeryths manned by merciless riflemen, archers,



::i s\\rordsmen. These warriors line their ramparts and patrol
'::rr borders in search of any who venture too deep into their
-:::cd domain, for the footsteps of outsiders despoil the earth
:: j n-eaken their lost gods with every stride.

::ns possess a deep and unique understanding of the arcane
,-: have mastered principles radically different from the
:-:Jitions of human arcanists. They use tremendous stones

- - -::ed and laid with expert precision to create their imposing
- r.:ctures, many of which are pyramidal, made of massive
,:::ced stone blocks. Portions of the stonework are covered

:r ancient engravings and reliefs. Incredible engineering has

- r. into these fantastic structures; some feature giant doors
-::e irom a single slab of stone hundreds of tons in weight
.. -ralanced so perfectly that a child can push it open. The

- - -ritecture seems to defy physics, and it is a mystery whether
'- . is an illusion or actual magic at work.

-: ::re center of Iosan society, hundreds of noble houses called
: ,:!L ot "high house," oversee the various aspects of culture.

: -::esentatives of the fifteen most powerful hallytyr constitute
- - Consulate Court, which has ruled Ios for many centuries.

--..ickness that plagues Ios is due to the departure of their
.-. :r:s, known as the Divine Court or simply the Vanished. Of
-. 

=;ght gods that once lived among them, oniy two are known
.:ril exist, and both are uncommunicative with their faithful.
:: Iosanslvorship Scyrah, the goddess of spring, who appears
::.,r'e closer to death each day. For centuries her priests had

- -i.rs\\rers to what ails their goddess or how they should
-- -:ed, but in recent years things have changed rapidly. In the

---=:math of a violent civil war, the marginalized group known
-- ::!' Retribution of Scyrah has risen to sudden prominence in

r-.:- politics. This has been accelerated by the recent discovery
-.: :nother of the elven gods has survived-Nyssor, the god
. .:lter. Proclaiming that the answer to the sickness of their

- :. lres in the death of all hr-rman arcanists, the Retribution is
- -:=-:singly urging the nation to pl'epare for war.

- - 
= :hreat of annihilation lveighs heavily on the people of Ios,

'- .:-!e\' l-rave begun to see the Retribution's argument that
- -:: is a chance, as desperate as it is, for salvation. Others still
: .'.'e the Vanished may yet be found, and a small group called
- - ::ckers is dedicated to investigating any leads about the
- ...:1g gods. This group has not succeeded in convincing the
-- - :i:r' of their beliefs, and recently even they have become
* :. .r'mpathetic to the Retribution's goals.

RHUL
Rhul is a great expanse of soaring
peaks, rugged mountains, sheltered
va1leys, and deep gorges. The landscape
is both beautiful and terrifying, for the
Borokuhn Mountains, Silvertip Peaks,
and Glass Peaks boast some of the
tallest mountains in western Immoren.

-..:rg the outer mountains from the south or west requires
:dge of the dangerous icy roads and trails created by

:'..'arves over the centuries. Some iead into chokepoints,
:-:ier massive fortifications, or twist back on themselves

as they climb the mountains, allowing watchers to observe
those venturing inward. The outer clans that man the major
fortresses like Horgenhold and Hammerfall take their duties
seriously, and only those travelers lvho ask permission and
pay the proper tolls are given easy passage. Nestled safely
within these barriers, the great lake Armsdeep stabilizes the
harsh northern weather and provides life and livelihood for
over a million dwarves and a hundred thousand ogrun.

The greatest cities of Rhul rest on the shores of this lake. The

timeless capital of Ghord and its sister city Ulgar are sprawling
complexes of intricate stonework that have taken dozens of
lifetimes to complete. The Rhulic gift for crafting metal and
stone is second to none in the kingdoms. Even minor landmarks,
roads, and towers rival Caspia's Sancteum in grandeur and
perfection. The mountains of Rhul contain vast quantities of
ores and minerals, including rich deposits of otherwise rare
minerals difficult to find elsewhere.

Some of these minerals are required for advanced metallurgy,
and Rhulic genius at this craft has placed the du,arves and
their ogrun clanmates at the pinnacle of smithcraft. Some clan
lords, for instance, wear armor that seems truly impenetrable.
A portion of the peerless goods produced by these craftsmen
find their way down the Black River from Armsdeep, one of the
primary trade routes to the southern lands.

The dwarves of Rhul claim to have the oldest and most stable
civilization in western Immoren, with records dating back over
eight millennia. They have always lived in the great northern
mountains and seem to have no thirst for conquest. They once

€
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THE SEEKERS
Convinced that they can prevent the demise of their
goddess and locate the Vanished, the Seekers have

in recent years become increasingly desperate. All

members of this sect have sworn a solemn oath, devoting
their lives to restoring Scyrah's health and finding the
Vanished. Certain Seeker philosophers theorize that
Scyrah suffers because she does not have the power to
support the entire divine order by herself. They believe
she is overtaxed and the Vanished must be restored to
help shoulder the burden. To this end, Seekers frequently
leave Ios and interact with members of the other races

in an effort to learn more of their faiths.

The Seekers have always had strong religious
overtones, and several fane priests have become
invaluable to the sect, even to the point of providing
secret information to the organization. Priests found
to be aiding the Seekers are ostracized and face harsh
punishment. Nonetheless, there are many within the
fane who secretly admire and sympathize with the
Seekers and lend them covert assistance.
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enjoyed friendly trade arrangements with Ios but now find
those borders sealed to them as well as hnmans.

Rhul keeps a close eye on the politics of the Iron Kingdoms.
Though it has maintained neutralitv in the affairs of humans
for thousands of years, it started to change this policy during
the Rebellion against the Orgoth. For the first time raw
materials and Rhulic industry were loaned to humans to aid
in the construction of the Colossals. The Rhulfolk have since

taken an interest in the south, impressed by the innovations
of humanity and see great opportunities. Many dwarves
are pragmatic by nature, and those involved in affairs
abroad prefer not to let opportunities for profit or industrial
advancement pass them by; others watch humanity knowing
foreign politics could threaten their or'vn security. Having
enjoyed trade relations with Cygnar and Khador as well
as Llael, the merchants of Rhul suffered in the recent wars
when they lost direct rontes to the south through Llael. They
have since found solutions to some of these issues, but it
seems they must increase their dealings 'ivith the growing
Khadoran Empire.

Life in Rhul has always centered on the clan, a tightly
knit extended family of shared bloodlines and marriages.

Clans vary considerably in size, r'r.ith the most important

encompassing thousands of members. Ner,r, clans arc
periodically formed by youths seeking to branch out fror:r
their family and start a fresh tradition or industry. In marliage
the wife usually adopts the clan of her husband, but thr
reverse may also occur. Clan lord is the most fundamental
rank in Rhul; these leaders are the patriarchs or rnatriarchs
of their extended families. Clan lords are given respect anc
deference proportiorrate with the size, prosperitl', and honor
of their c1an. The thirteen most powerful clan lords are

known as the "Stone Lords of Rhul," the ultimate authoriti
in the nation. They are lesponsible for the defense anc
prosperity of the dwarven people and handle all interactions
with foreign arnbassadors and sovereigns. Not al1 stone lord:
are equally talented, intelligent, or suited to their position
yet each is descended directly from one of the Great Father.
and is thus deemed worthy of respect and obedience.

The irrternal politics of Rhul revolve around complex tallie=
of clan influence, honor', and industry. Disputes amons
individua'ls rvithin a clan are resolved by their clan lold, bu:
those between members of competing clans can be settled t'r
lawful duels. Larger disputes between entire clans can also b.
resolved by iegally sanctioned feuds which can extend acros.
decades 01'even centuries. While violent, these martial clashe.
are governed by strict laws and rules and bear no resemblanc;
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@W' THE OGRUN
,'Millennia ago, the dwarven clans provided shelter and food

i.,for neighboring ogrun tribes during a famine. The ogrun

,: Flaced the same great value on duty and honor as their

I dwarven saviors, and in only a few generations the ogrun had

I become citizens of Rhul. Over time they have grown much

more civilized than their forebears, but they retain a unique, if

: rcomplementary, culture within Rhulic society.

f. 
OSrun culture is strongly feudal in nature, with young warriors

, seeking to improve their martial prowess and provide good

;l service to a strong lord. This allowed them to adjust easily to

I dwarven society with its clan lords, and in some cases entire

f, tamilies of ogrun look to a specific clan and its lord to lead

I tnem. To the ogrun this ties into a vital concept called korune,

Ia t'iglrty personal relationship. In traditional ogrun culture,

I there could be several layers of korune, whereby a young

Iwarrior serves his korune, and that senior ogrun is himself

I r*orn to an even more influential korune. The oath-sworn
j bond of korune is very strong, broken only in death. Those in

' service to a korune are willing to offer their lives to protect

. their lord.

i, ogrrn may spend years or even decades seeking a
: korune, during which they are termed bokor, which means

"unsworn." Bokor are in a continuous state of seeking a

OF RHUI '@

worthy master to whom they can dedicate themselves, all ,
the while honing their own battle prowess so as to impress !
their future lord and be worthy of service. Bokors will
often lend themselves temporarily to a cause or a specific
individual in order to get to know his merits and determine
whether a more permanent oath should be sworn. It was

once unseemly for a bokor to extend this status too long,
but this is no longer the case. Rhul and its martial clans.
increasingly offer their services as mercenaries and have'

encouraged the ogrun to join them. Experienced bokors are

highly valued for their loyalty and fearsome skill.They might
spend their professional careers as bokor and wait to swear
this ultimate oath of fealty to their clan lord when ready to
retire. Such aged but highly experienced ogrun make for:

excellent bodyguards and advisors to the Rhulic clan lord
and are almost always welcomed.

Even when they have not yet declared their korune, most
Rhulic ogrun are full members of dwarven clans and are'
thus subordinate to its clan lord, whom they obey and.

treat with great respect. Such fealty is still binding but less
personal than the oath-bond for a korune. In purely ogrun
communities korune will speak for their vassals, and there
may be a single great korune who leads the entire community
through a chain of vassalage. i!
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.:re chaotic brar,vls of other
-::=s. Indeed, duels and feuds
- - .'iten fought as a matter of
-: :iied competition between
.:.s seeking to secule tl-re

'-:'is to certain building
. - rLts ol'contrJcts for m,rjor

:,-. As in most extended

-:: .iies, the clans typically
.:. aside their conflicts

-:r1€\'€r they are threatened
-,utside forces.

-. solidarity of Rhulfolk
-:.::s outsiders is legendary
- -.cstern Immoren, and it
- ..ll knor,r'n that any dwarf

rr,rt aside other concerns
'- :i.1 the homeland be
-:-.rtened. Indeed, Rhul
.: no "standing armv" in

. - -r.r'entional sense, vet it
- ,i::> perhaps the largest
- -: best-armed fighting force
- .'estern Imntoren, as so
- .'.'of its citizens stand ready to rallv for national defense.
:.-- clan has its orvn host of disciplined warriors, lvho

.. together in border regions to garrison major fortresses
, - - .trLlld be gathered under the stone lords against outside
,-::=ssors \vere it necessary. Any of the stone lords could
- - -..lv muster as large of a Rhulic force as lvould be rreeded

' -:lr conflict, though this has rarely been necessaly.

, -> a sacred plinciple amollg the dr,t'arves, inextricable from
: r-iuS belief. The 1egal system in Rhul is governed by the

:.-., a living record of all judicial decisions made in Rhul
-:. i:s iounding that contains at its core the Edicts of the Great

:.'-.:s, the central principles set down by the progenitors
. -: :!rr1s of the Rhuiic people. Its interpretation and the
-' :..ment of its rules are supen'ised by grim judges of the

lrf t11e Hundred Hor-rses, Rhul's major legislative and
- -::ring bodv. The priests of the Great Fathers ar.e respected
. - :::i:ers oi dlr.arven honor and jurisprudence. The members

:: - Tribune, the highest-ranking priests, are freqr-rently
- --:-ied in matters of state.

'. ..-:thoritv of clan lords ovel their families is absoh-rte, but
::lese lords must obey the laws of the Codex and heed the

-::.-..nds of the Moot and the stone lords, who alone have the

- -: :r declare feuds rvith rival clans. Clan lords are advised
:--:.ier builders, martial champions, and priests. These

- - -.:e of equal import to the Rhr-rlfolk rvho approach battle,
--::'-rciiorl, and religion as three expressions of the divine

. -::ev obey.

- jljroLrt Rhulic history, strong clan lords have bandcd
-.:r=r in cor-rncils to oversee the counties, torvns, and cities,

- ,:e most important body being the Moot itself. The Moot is

Rhr-rl's central legislative and judicial body and meets frequently
to discuss the concerns of the nation. Only the hundred most
powerfui clans can send speakers to attend. Membership
changes periodically as clan fortunes rise or fal1, but most of
the top clans have held their status for centuries. Moot judges
are special experts appointed by the stone lords. These are
well-educated arcanists, priests, or scholars who spend their
lives studying the Codex. Moot Judges have jurisdiction over
entire clans and can pass judgment on clan lords. While this
system has worked well to maintain stability, the Moot is often
cliticized for being slor,r, to make decisions.

Several dwarven enclaves have been established abroad in
the human kingdoms, rvith the largest in Khador and Cygnar.
These commr-rnities usually r.vork closely n,ith neighboring
humans and have been a gleat asset to those nations' labor and
industrv. They lvere created after the Corvis Treaties as a way
of recognizing the Rhulfolk for helping constrLlct the colossals
by v,'hich the Orgoth r,vere defeated. These communities are
considered Rhuiic soil and are govelned by Rhulic la-"v, although
citizens ale expected to be respectful of the ordinances of the
host nation. When these comrnunities rvere established, the1.
attracted many arnbitious and younger clans u4ro felt they had
little hope for advancement in Rhul. Working in one for a time
remains a tradition among young drvarves seeking their on.n
fortunes before deciding where they n'il1 settle permanently.
The same is also true for many of the ogrun who belong to
dwarven clans.

1
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IRON KINGDOMS

THE PEOPLE OF
V/ESTERN IMMOREN
HUMANITY
Mankind holds sway f rom the far north of Khador all the way to
Bloodshore Island in the south. There is great diversity among
humanity. A traveler across western Immoren can exPect to

encounter numerous ethnic and regional grouPs, most of
which identify themselves based on the most prominent old
kingdoms from the Thousand Cities era before the arrival of
the Orgoth. Those cultural identities are deeply rooted despite

the rise of the modern kingdoms defined after the Corvis
Treaties. Cultures and appearance can vary dramatically
among these groups, as most of these identifications were

regional rather than based on bloodlines.

CASPIANS AND SULESE
The most numerous people of western Immoren are the

Caspians and Sulese, native to the southern region that has

been home to their ancestors since the founding of ancient

Calacia. The distinction between the two is very lecent but very
important to both. Those descended of the ancient Caspians

and living west of the Black River in Cygnar refer to themselves

by the o1d name of "Caspians." People of the same ancestry

east of the Black River in the Protectorate of Menoth refer to

themselves as Sulese to honor Hierarch Sulon, who initiated the

Cygnaran Civil War and who is the namesake of the city of Sul,

which was once eastern Caspia. While this may seem a matter

of semantics, in can be argued that in the century since that
war the Sulese have established a distinct culture, largely due

to their intense religious beliefs.

Even the appearance of the two peoples differ, as the less

comfortable living conditions experienced by the Sulese in
the Protectorate of Menoth often weathers their features. Both

groups share common traits, although the populations that
melded into this region were diverse enough that there is a

tremendous variance. Many Caspians tend to have cream-

colored complexions and lighter hair, lvhile others are darker

hued and have black hair. Intermarriage between Sulese and

Idrians is relatively common, contributing to further subtle

changes over the last several generations.

IDRIANS
The Idrians of today were once made up of a number of diverse

tribes native to the eastern region known as the Bloodstone

Marches. These formerly nomadic tribesmen have largely

taken up the worship of Menoth, although some tribes have

remained outside the Protectorate and retain some of their
older traditions. While the Idrians were labeled as worshipers

of the Wurm before their conversion, their spiritual beliefs

were more varied. Some were indeed followers of the Wurm,
while others practiced a variant of ancestor worship. Both were

deemed intolerable to the Menites of the Protectorate, and

crusades were conducted to bring these people back to the faith
of the Creator. Idrians typically have olive skin, dark brown or

black hair, and almond eyes.

KHARDS
North of Ord, the Khadoran Empire is dominated by the

second-largest culture in western Immoren, that of the Khardic
people, descendants of the empire that ruled the north before

the coming of the Orgoth. Over a thousand years ago, thE

Khardic Empire and its western horselords conquered manl
sma1l nations, city-states, and tribes, and the Khards of thc
present day descend from the strongest bloodlirres of those

times. Like the other peoples of the north, they tend to be tal-
and physically robust on average, generally larger than thei:
southern counterparts, mostly with pale skin. At its height the

Khardic Empire stretched across a sizable portion of westerr-

Immoren and included many different peoples.

KOSSITES
In the far northwest the once-wild Kossites have preserved muci--

of their culture. They are a ta1l and lanky people, descendant.
of the forested tribes of Kos. The Kossite people are notoriousl'^'

hostile to outsiders and retain certain tribal customs, e\/e..

within larger towns and the great city of Ohk. Kossites have :
reputation for wood lore and survivability in impossibly harsr:

conditions, deserved after centuries negotiating the froze;:
Scarsfell Forest. They are frequently sought after as scouts anc

trackels, and many serve the Khadoran Army in this capacitr'.

MIDTUNDERS
The populous Midlunders of northern Cygnar dominate tha:
nation's northern heartland. They are a rugged and practica-

people who have embraced an attitude outsiders sometime:
mistake for stubbornness. During the Thousand Cities Era th;
Midlunds was a vast region with numerous farmlands anc

townships, and it was arguably the unification of the pragmati;
Midlunders r'vith the urbane Caspians after the Corvis Treatie.

that has given Cygnar its cultural identity. Many of the caree:

soldiers of Cvgnar's armed forces are Midlunders, particularl'.
along the northern and eastern borders. Even from ancient time:
this was a region that saw the blending of dozens of differer.:

cultures, and so there is no particular look that defines therr.

although more are dark-haired and ruddy-skinned than fair.

MORRIDANES
Hailing from the bogs and forests of the Thornwood, th.
Morridanes are the descendants of the lost kingdom of Morrdh
territories that fall largely within the borders of moder:
Cygnar. Outsiders sometimes hold them in poor regard for the::
rustic ways and taciturn demeanors, but beneath that exteric:
the Morridanes are shrewd, stalwart, and loyal individual=
Physically, they are noted as being shorter of stature an:
slighter of build than their southern countrymen.

RYN
The eastern nation of Llael was dominated by the fair-skinne:
Ryn, a people of slight build and short stature who made up ti--=

majority of that nation's populace. Much of the Llaelese nobili:-
were of Rynnish blood. Ryn were particularly dominant ::
the Llaelese capital and eastern farmlands. They consicit:
themselves the inheritors of a long and esteemed history ar::

are proud of their language and culture but now face the fai:
that their nation lies divided, most of it conquered by Khadc:



- . the east has fa11en to the Protectorate's Northern Crusade.
--- fl.. take credit for inventing the firearm and refining the
- - --i pistoi dueling in particular but were a shrewd and r.vell-

: . :n people with a fondness for negotiation, the fine arts, and
, -:rr!\' dS 'r.r.e11 as a taste for ornate architecture. Thousands
' :.'..n fled during the Llaelese War and scattered abroad,
. :rg the nearest cities in both Ord and Cygnar, while some

- r ;lrught sanctuary in Rhul.

5CHARDE
-::ime, as civilizations rose and fell, some of their people

- :st to the Scharde Islands. The people here are thought to
, :::narilv a blend of those who lvere once Morrdh, Molgur,
-- rans, and Thurians. Before the coming of Toruk the
- -:.iing archipelago was fertile enough to support a thriving

- - -..:iion, and it became a haven for pirates and raiders that
.: orr the rnainland whiie erecting fortified fiefdoms. When

' . l:...gonfather arrived he seized control here, transforming
' . ::rate lords into undead and immortal lich lords who

- --- oversee the squalid lives of the petty mortals that u.ere
- --:i his notice. Over time his por'verful blight has seeped

' ..,'ervthing here, transforming the people and the land. The
, - .:-r:ions spawned by the survivols of Toruk's arrival and the
- : Crvx have been irrevocabll' tainted b1. the presence of
' J::gor-rfather. These people, nor,'n' called Scharde, are easily

::.izable by theil ritual scalification, tattooing, and bone
:iercings. Some, horvevel, bear the taint of dlaconic blight

^ -. :r'ious11'. Solid black eyes, razor-sharp teeth, scaled skin,
- : -rer deformations are con-rmon. Even those less blatantly
---:: jrave beerr influenced by the dragon's proximity, and

' r:.-?rde are largely a cruel and violent people.

:KIROV
' :l-.cr once-rt'ild people of the north that were tamed bv

I :--.rcls n'ere the Skirov the people of Khador's northern
-,-:,:ins. These thick-bodied and imposing people are among
' - >r stoic and fealsome of Khadolans, noted for their strong

- - . > .rrrc1 intense pietv. The people of this region have long
- ::eplv religious-in ancient days they were zealous
---r:ers oi the Wurm, but most took to Menite conversion
- ::: crusades of pliest-kings emulating Khardovic. Many

" .,-:-..:n communities ale counted among the most stalwart
- - ::ers of the Old Faith, while others converted to the faith

::-,'.r'and embraced its principles n'ith a similar intensitl..
'- --mples and churches dominate these lustic mountain
-- -..nc-l the people of this region are among the most
-:-:,:i!)Lls and distrr-rstful of those suspected of witchclaft.

,.-re iairer of skin and generally have lighter hair than
-:er Khadorans.

_!.{URIANS

--:.: are one of two major cultures that dominated the
- :r .eaboald in ancient days. The Thurians of today are

:-::nts of a kingdom norv divided between northrvestern

- - -:: ,:1d sor-rthern Ord. Thurians have long prized sharp r,r'its
- -. :ccr-rmulation of secrets and lore; sorcery is unusually
- - :. .lmong them, and this region has seen more than its
' --:i: of plestigious arcanists. Organized human magic

. '. :r,ris in this region, and the Stronghold of the Fraternal

Order of Wizardry is based in Ceryl, the heart of what was once

Thuria. Like Caspia and the Midlunds, Thuria was a welcoming
kingdom that brought many diverse peoples into its community,
and thus the physical features of Thurians vary considerably,

though a slightly higher than average number have red hair and

green eyes. Many Sinari, discussed below, settled in Thuria early
in the kingdom's history and left a legacy of dark-skinned, black-

haired individuals. Both proudly call themselves Thurians and

can trace lineages back before the Orgoth.

TORDORANS
The other great western culture was the Tordorans, who are

rightfully proud of their ancient traditions, particularly related
to mastel'y of the sea. Ord's northern regions and particularly
its aristoclacy are dominated by the descendants of Tordor, a

nation that conquered Thuria before the arrival of the Orgoth.
Tordorans rarely marry outside their orvn ethnicity and so have

a more distinct and identifiable appearance than many of the

region's dominant cultures, with black hair and olive skin. The

ruling castellans are known as High Tordorans, but even lowborn
Tordorans pride themselves on their blood and ancestry.

UMBREANS
Several other distinct cnltules have survived in Khador amid
the trackless wastes and vast wildernesses that naturally
divide the nation. In southeastern Khador and westerr-r Llael
are another once-divided people, only recently unified under
Khadoran rule after the Llaelese War. Heirs to the ancient
eastern horselords of old, the Umbreans once contested with
the Khards for domination of this region, and distrust and

animosity persists between them. Tales of the ancient battles
fought between Khards and Umbreans are stil1 told in this
region, particularly near the grim battlefields where generations
of blood have been spilled. Umbreans have intermingled with
many other groups but retain a strong sense of cultural identity,
and many harbol dreams of a nation of their own. Their size

and build are similar to that of the Khards, but they usually
have slightly darker skin and black hair.

OTHER HUMAN ETHNICITIES
There are several other smaller ethnicities in the Iron Kingdoms.
The dark-skinned Radiz and Sinari are nomadic peoples found
across the southern Kingdoms, some living in caravans moving
across westeln and Central Cygnar. Both of these groups
have drvindled over the centuries as families have abandoned

the old rvays and integrated with other cultures, bringing
greater diversity to the Thr-rrians, Midlundels, and Caspians in
particular. Pocket ethnic gl'oups in Cygnar include the Gnasir
and the Arjun, both of which shun contact with outsiders
and speak their own somewhat incomprehensible dialects. In
northern Khador a number of isolated groups persist that once
contended with the Skirov and Kossites for resources, including
the Vindol, the Ruscar, the Bolotov, and the Yhari-Umbreans.
Some of these people live in tribes little changed since the days
of the Molgur and stiil proudly display totemic emblems of the
wolf, the bear, and the raven.

*j

ffi



IN "T.HE IRON KINGDOMS

NONHUMAN RACES
Although humanity accounts for the greatest part of the
populations of the nations of the Iron Kingdoms, many other
races are also present, particularly in Cygnar. Gobbers are
a common sight in most major Cygnaran and Ordic cities,
having adapted well to urban life. They are encountered less

often in Khador and Llael. Khadorans tend to be more insular
and distrustful of other races, r,vho may not share their bold
nationalistic feelings, but gobbers can still be found in major
industrial centers like Korsk and Khardov.

Though the Iron Kingdoms themselves can rightly be thought of
as human nations, all are also inhabited by a variety of races who
possess varying degrees of loyalty and recognized citizenship.
Other races are most common in the major cities, where they
are drawn to seek employment. By and large, members of the
other races are treated with tolerance by urban dwellers where
they lead similar lives to humans, although sometimes they are
pressured to settle in ghettos or communities of their own. They
are less welcome among rural communities, where prejudices
are stronger, particularly in-areas that sometimes endure raids
from nearby wilderness tribes or kriels. Where larger groups of
certain races have settled in a citl', they may retain some of their
tribal organization within their district or quartet and often
their leaders become influential outside of the community as

well. It is not uncommon for places with large communities of
trollkin to find that the kriel's elders wield significant clout in
city affairs; the threat of strike is a potent weapon in modern
labor disputes.

GOBBERS (GOBHNSI
There are two distinct species of goblins found in western
Immoren, and attitudes toward each are markedly different.
Gobbers are the most numerous of the two species and have had
great success in integrating into the communities of other races,

including human cities. Their small stature-most of them are

around three feet tall-makes them appear non-threatening,
and they have undeniable aptitude for mechanikal devices

and alchemy. Next to humanity, gobbers are the race that has

most successfully adapted to urban life. Inquisitive, cunning,
and entrepreneurial, some gobbers have earned their place in
society as owners of small businesses, often running salvage,

scrap, and repair services. Less civilized tribes of gobbers with
shamans and tribal chieftains still exist in the wilds, but by and
large, the race has moved into the cities.

BOGRTN {GOBLINS)
By contrast, bogrin are a largely reviled species of goblin
usually only encountered in the wilds, with only a few
established communities existing in human cities, such as Five

Fingers. Bogrin are larger than gobbers, are recognizable by the
distinct ridge on the top of their heads, and are likely to display
body piercings and tattoos. They are generally considered
more violent and aggressive than gobbers, and repeated

conflicts have pushed them away from most townships and

cities. Accordingly they encounter considerably more prejudice
than their cousin race, even in cases where an individual has

demonstrated a willingness to coexist in society. They are most
numerous among the Scharde Islands.

TROttKIN
Trollkin largely live in the traditional communities of krie,.
centered on villages far from human civilization. Until recentl..
the trollkin were a scattered people, living in much the same \\'a-.

as they have for centuries, but recent warfare and displacemer.:
have shattered their lives. Some leaders among them har.
begun to foment radical ideas, and previously peaceful trollki:
communities are uniting in lvar against all those who rvou.:
oppress them.

Trollkin are also commonly found throughout the cities c:
the Iron Kingdoms and are particularly valued in industric.
that depend on freight or heavy labor, althor-rgh their size an:
strength can also be intimidating. In most cases, they work ic:
lower wages than human workers and may face other difficultie.
as they are often treated as lower-class citizens. Some krie-.
have transplanted in entirety and live as communities amon:
the populations of major cities. These urban kriels face troul'..
adjusting from their traditional lifestyle, and many of their I'ou:i-
have begun to give up the old ways in favor of human culture.

RHULFOLK (DWARVES)
With records dating back over six millennia, the drvan'e.
of Rhul have the oldest and most stable continuou:
civilization in rvestern Immoren. Though they have official--
maintained neutrality in the affairs of humans for thousanc.
of years, Rhulfoik keep a close eye on the outside rvor.:
and periodically do involve themselves in outside afiair=
Rhulfolk have become a commorl sight among humanii'.
both on and off the battlefield. Although Rhul itself seems::
have no interest in conquest, its leading clans do seek pro::
and happily adopt mankind's technological development.
In some parts of eastern Khador and the Upper Wyrmrra.
Mountains mixed communities of humans and Rhulfolk ha',.
been established, though recent tensions between Khador ai:
Cygnar sometimes threaten their safety.

OGRUN
The ogrun of Rhul are fully integrated members of Rhui-:
society despite constituting a minority of the populatio:
Ogrun are also found among some human communitie:
especially those that are home to mercenary companies. Ti-.
raw strength of the ogrun also makes them highly value:
laborers, particularly in regions that see heavy shipping traf--
and the sense of honor treasured by most ogrun makes the::
prized as bodyguards. It is worth noting that many of the ogru'
of Rhul refer to themselves as "Rhulic" although the ter::
"Rhulfolk" is usually reserved for dwarves. There are also :
number of ogrun tribes living outside Rhul, most numerous.,
among the northern mountains of Khador and also among tl-.
tainted people of Cryx.

rosANs (ErvEs)
Though the nation of Ios closed its borders years ago, a i.:
of its people can still be found among the Iron Kingdon:.
Notoriously tight-lipped regarding their home, Iosans a:.
poorly understood, and most people react to them with ufl€d>:
Some few of them are found roaming far and wide, consultir:
ancient libraries and scholars on historical minutiae. A ve:



-- : -; number make a life as mercenaries, plying a bloodv trade
- ,-: coi11 in'lvhich they seem barely interested.

{Yss (ELVES}
- -: .trsdrls can seem almost loqnacious in comparison to their'

--.ns, the Nyss. They are a highly insular people who until
.:ih rvere ralely seen outside of the farthest reaches of

-. rirrth. In the past ferv years refugees have begun to make
: r.\'av to the cities of Ios, Khador, and Ord, fleeing some

- - .: disastel' about which they are reticent to speak. Skilled
.-:-;rs and trackers, the Nyss are a proud and self-reliant

' :-c; that their tribes have been scattered implies a tragedy
: : -.iound consequence.

STHER RACES
-:r: ir€ other races across the expanse of westel'n Immoren,

- ::rer- have little truck r,vith the civilized nations of the Iron
-:ic.ms and their ncighbors in Rhul and Ios. Scholars have

-- ::ingl1. admitted that certain species such as gatormen,
. -- :,.', bog trogs, and croaks are technically intelligent,

- :iqh they are usually seen as a menace and ofter-r labeled

- :rsters. The same is true for groups like the Tharn and the
- . ..is, both of whom may once have been human but who have

, ---trrmed into distinct-and hostile-species. Additionallr,,
' .:: -rr€ some possibly intelligent but ferocious creatures that

-:'.- an uncomfortable middle gror-rnd between beast and
' : :. sr-rch as ravenous trolls, satyrs, and the eastern cyclopes.

- -: fen'\rears ago the vanguald of a great army of invaders
' :i on the westeln edges of the Bloodstone Malches. The
--: are a truly vicious race that honors its warriors above
:::rs. Fell, citizens of the Iron Kingdoms have met a skorne

'-,:; oi a battlefield, and little is knor'.,'n of their culture.
" - . :rrev seem bent on the complete subjugation of nestern
-- - :en, they are likely to remain an enigma. Very little contact
' - ::.n made with other possibly intelligent species from

- -:r Immoren, such as the efaarit, lvhich mav be a race of
- --:r. or the primitive lethians. Somewhere in remote easteln
-' - :.n tlrere ale rumoled to be highly intelligent giants, but
, - :3'-rorts are often looked upon as fancifr-rl legends.

TANGUAGES OF THE
IRON KINGDOMS

- -,-..ies in rvestern Immoren have been evolving since before
-:=rl history. ln certain eras there has been a proliferation
-:res even more ber,vildering than the war-torn political
-:::e of the so-called Thousand Cities. Language has

.-i in the r,vake of culture, and walfale betn'een tribes has
, :.-i in the dominance and subjugation of tongues, while

-:. har,'e sprouted and evolved in isolated communities.
- : ihese tongues has a complex and varied history and
- :.-qional r'ariances, and dozens of lesser languages linger
-- rringes. It is quite common for ir-rhabitants of western

-- :=r to speak multiple languages r,r'ith valious degrees of
- - .. 3eing able to communicate effectir.ely in two or three
-:.1i iongues is common, as is exposure to multiple dialects
::. \\'ritten fluency is another mattel and varies from

-: :'. io kingdom. For many there is a wide gulf between
: iLrmprehension and written fluency.

Languages are grouped based on their origins. Among
human languages, there are four main language families,
each named after their respective major languages: Caspian,
Khurzic, Molgur, and Morridane. Of these, only Molgur is
sti1l spoken; the rest are knorvn only to those interested in
ancient documents.

CASPIAN TANGUAGES
While Caspian itself is no longer a living language, it is the
largest language family and therefore of great interest to
scholars and theologians. It spread 'lvith both the Menite and

Morlowan faiths before it changed and flagmented into distinct
regional languages with some commonalities, such as the

alphabet they use. Several languages descended from Caspian
are still in common use; the most significant are described
here. Additionalll', thst. have been a nttmber of intermediarr'
Caspian languages; most are of interest only to Iinguists, but
some are still spoken in certain regions, although rarely as a

primarv tongue.

cAsPrAN (EXTTNCT)
Caspian is a descendant of several ancient languages of the first
major Menite communities in western Immoren, including that
used in Ancient Icthier'. The first written documents, such as text
of the True Law, were in a tongue that pledates Calacian, rvhich
r,r.as the immediate precursor of Caspian. The Caspian langtlage
reached its height during the Thousand Cities Era and became

the language of educated discourse. Most ancient Motrorvan
and Menite texts in the south were written in Caspian, with
the most modern and internally consistent version being set

dorvn bv Ascendant Angellia rvhen she presented the defirritive
translation of the Enkheiridion.

CYGNARAN (AND SULESE)
The language most dilectly delived from Caspian, Cygnaran is

the dominant language of the southeln Iron Kingdoms, having
been wide11.adopted b1'the people of the Midlunds and Caspia

itself. It is used thror.rghout the region as a trade language and
is the national language of Cygnal and the Protectorate of
Menoth, although the lattel refers to the language as Sr-rlese. It is
a rich langr-rage that inch-rdes a number of rt ords bolror,ved from
the Orgoth tongue that came into use during the Occupatiorr
as well as n-ranv commonll' used trade terms for alchemr.',

engineering and thc arcane.

Given its bload geoglaphical region, Cygnaran has numerous
dialects. Sulese is easilr' nnderstood by any Ct,gnaran speaker
but has adoptecl a number of Idrian terms and phrases and
includes distinct religious terms. The liverfolk and sr,vamp

denizens of the northern stretches of the Black River are
infamous for their "Sr'vampie" language, a dialect that includes
many terns from Morridane and is thus difficult to undelstand
by the uninitiated. The Arjun ernploy a similarly dense dialect
that mixes old Thurian rvith Cygnaran.

ttAELESE
Llaelese is a direct evolution of the Ryn language of Rynyr and
has changed very 1ittle since before the Orgoth Occupation. The
people of this region have ah.vays been proud of their language

"c

i*
-g

-g



I.FE IN THE IRON KINGDOMS

KHURZIC TANGUAGES
Most Khurzic larrguages have begun to fall bv the r,r'avsicle '-
favor of lnodern Khadoran, rvhich is spoken pervasively acro..
the Khadoran Empire.

KHURZTC (EXTTNCT)
The roots of the Khurzic languages are difficult to trac-
stretching back to prehistorv in the north. It is believed sever:
of these tongues came with pilglims from the southern Exocli:.
u'ho spread Menite teachings into the northlands. The::
disciples sought to translate the True Larv into local tongur.
and preserve these scliptures in writing. Khurzic uses a distir.c:
alphabet, although it was likell, derived from the pre-Caspia:
alphabet used in Icthier. Like Caspian, Khurzic is no lonsr:
spoken but is studied bv scholars of ancient history. Most otht:
Khurzic languages have begun to fall by the wayside in favc:
of modern Khadoran, which is spoken pervasively across ti-=

Khadoran Empire.

KHADORAN
The language of the Khadoran Empire is the enduring langua:.
of the north and has been learned by many in the regio::.
bordering its expanding territories. Over the generatio.:
Khadoran has steadilv swallowed up rival languages irr ii-.
north, incorporating a variety of words and phrases iro::

as an essential element of their cr-rlture, although nost Llaelese
also speak Cvgnaran. Since the nation's occupation b1, the
Khadoran Empire, inhabitants have begun to learn to speak
Khadoran, but the Llaelese still use their traditional language
among families and friends.

ORDIC
The modern descendant of Tordoran, Ordic is the most u,idely
spoken language of the Ordic people, r'r,ho ale verv often
multilingual. The vocabulary inclr.rdes many rvords from
Thurian as well as a number of Orgoth terms. Other rvords have
been borrowed from a variety of languages, likely as a result
of Ord's status as a seafaring melting pot. Ordic is notable for
having established many widely accepted nautical terms, which
are familiar to sailors of all nations.

SCHARDE
There has been some debate as to r,r,hether Scharde, spoken
throughout the Broken Coast and among the denizens of Cryx,
can be considered its own language or should be classified as

a dialect of Cygnaran. As the Nightmare Empire of Cryx has
absorbed denizens of every mainland kingdom, its language
includes words from Molgur, Morridane, Ordic, Llaelese,
and Khadoran. Mar-ry traders and sailors of the Broken Coast
become passably familiar with the Scharde Tongue.
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-: other Khurzic tongues. Khadoran includes a number of
::..th-derived terms as well as some taken from Molgur. Most

, -,=.ioran speakers can communicate easily lvith one another

-..:ite regional accents and colloquialisms, although fewer
- 

-, 
jorans in the rural regions can read and write compare d to

- .e ir-r other kingdoms.

KOSSITE
..ite is now a little-used tongue, perhaps due to its scarcity

' ritten literature. The Kossite people r'vere largely illiterate
- :rost of their history, even after manl' tribes convelted to
.r.rth. In some remote forest communities and among certain

:::lies the language is preserved, but Khadoran has nearlv

=:i it aside.

UMBREAN
--::ean is a distinct language, although it bears strong

--.-rrities to Khadoran; theyz sh31s a structure as well as an

- ---:bet and contain many similar words. Umbrean has been
: ' . -=rved by the people of eastern Khadol and those of what r,r''as

-:: '.'. estern Llael and is stil1 spoken both in homes and among
- -: Umbreans. There are distinct Umbrean translations of the

-- -- Larv, r'vhich differ in small but noteworthy ways from their
-,.,ilrran counterparts. This language has persisted despite

' - ::evalence of Khadoran, although most Umbreans speak
' '^ .rncl manl' also speak Llaelese, Ordic, or Cvgnaran.

ATOTGUR TANGUAGES
':--''rgh Molgur has given rise to a number of distinct
.-:j.1ges, they shale many roots and elements; rt'ith a

: erposure and familiaritv speakers can often make
'-:.elr'es nnderstood to one another, although conveving
-:-er ideas can be difficult. One of the most distinct
: .:is oi Molgur is that r-rsed by the Tharn, r,r,ho have their
- -.','errds and phrases but lr.hose language is otherlvise

- :- -imilal to ancient Molgur.

-.TOLGUR

rL)st ancient living tongue, Molgur originally spread
.. \\'estern Immoren r,vith the dominance of that tribal

- :.- before the Warlord Era. It lvas once pervasive among
-l:er-rvorshipers, but its r-rse is nor.v confined to fringe

::.ents and dialects adopted by Dhunian races. Due to its
- :.:tion rvith the Wurm, it is sometimes referred to as the
: --=:ker's Tongue."

:CBBERISH
- :- Sorn€ linguists disdain to consider this a distinct

.---::e, it is arguably as divergent from the original Molgur
l---:r,rr-Tru1 and is difficult for outsidels to comprehend.

, ::::sh is less cohesive and consistent than the othel Molgur
---=.. irequentlv becoming an amalgam including 1ocal

- '1 iongues of the region. The most broadl1, spoken dialect
' -:3. manv Cygnaran terms. Since most southern gobbels
- .-, ... speak Cvgnaran, the1. sometimes seem to emplov
.- =::.ir jr-rst to confuse hnmans that annoy them. Thev

-.: it to speak privatell' to one another, often speaklng
" - -:-;rlv quickly to further confound outsiders.

MOTGUR-OG
Molgur-Og is common to the ogrun, n'ho have added their own
r.vords and particularly expanded the language's range of curses

and swearing. There is no written form of Molgur-Og. Those

ogrun u'ho make their homes in Rhul write in Rhulic, and even

in speech this language has become increasingly prevalent.
Molgur-Og is on the decline among Rhulic ogrun, who retain its

use primarily for Dhunlan services and family matters.

MOLGUR-TRUt
Molgur-Trul is the most lvidely used Molgur tongue and

is used by trollkin throughout u.estern Immorerr. It has

diverged more dramatically from its linguistic roots than
other Molgur languages to become the most versatile in that
family. The trollkin possess a rich tradition of runic carving,
and their rvritten language is as versatile and expressive

as their speech. Use of this language splead to other troll
species, including full-blood tro11s, pygmy trolls, and dire
trolls, although their vocabr,rlaries and sentence construction
are much more limited.

MORRIDANE TANGUAGES
The most obscure and least r,r,idespread of the human language
families, the Morridane languages are in serious decline. While
Morridane has a distinct ancient alphabet, the two living
tongues in this family abandoned it long ago.

MORRTDANE (EXTTNCT)
The language of the people of Morrdh, Morridane is one of
the more difficult ancient tongues, subject to far less scholarly
study than Caspian. Morridane and Caspian are distantly
related, having diverged from one of the tongues of Icthier
after the Exodus prompted by the Time of the Br-rrning Sky.

The ancient '"vritings of Morrdh are highly prized b1' occultists.
Molridane's original alphabet shales only a few symbols with
the Caspian one.

IDRIAN
idrian is on the decline but is still spoken among the remaining
tribal nomads on the flinges of the Protectorate of Menoth and
elselvhere in the Bloodstone Marches. The majority of Menite
Idrians slvitched to Sulese after converting a century ago.

Idrian is classified as a Morridane language even thougll it was

heavily influenced by other tongr-1es used in this eastern region.
In ancient times a number of Idrian tribes r'vere conquered by
Morrdh, nhich had a tremendous impact on their language.
Idrian also incorporates many Molgur terms. Although written
Idrian once had its orvn alphabet, it has been largely forgotten.
Most rvho speak this tongue cannot read orlvrite its original
alphabet. Idrians converted to Menite lvorship who still speak
Idriar-r use the Caspian alphabet for rvriting it. Other tribes have

taken up the Molgul alphabet instead.

THURIAN
The most lvidely spoken of the Morridane languages,
Thurian has persisted in Ord and northwestern Cygnar, as

the descendants of Thuria are ploud of their ancient roots.
Thurians do not consider themselves descendants of Morrdh,
but their kingdom had regular contact and periodic wars
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IN THE IRON KINGDOMS

with the dark kingdom and eventually adopted a variant of
Morridane mixed with tongues local to the coasts and bogs
of the Thurian region. Thurian has evolved considerably
awa1, f1e6 its Morridane roots into one of the most distinct of
western Immoren's living tongues, making it difficult to learn
by outsiders, although most Ordsmen know some Thurian as

a matter of course. It is considered a "1ow" language in Ord
compared to Ordic or Tordoran, a matter of dispute between
these two peoples. Thulian literature is quite popular among
the nobles of northlvestern Cygnar, rvhere the tongue has a

more romantic connotation. Modern Thurian is written with
the Caspian alphabet.

The so-called "Five Cant" is an artificial dialect of Thurian
blending old Tordoran, Cygnaran, and Caspian. It is a very fast-
spoken and intentionally confusing dialect used extensively in
the town of Five Fingers that originally arose among the port's
criminals and has spread to the criminal circles of other cities.

RHULIC
All dwarves and most northern ogrun speak Rhulic, and this
language is not generally well known outside of Rhul. Although
some human scholars have undertaken its study, particularly
in communities with dwarven enclaves, drvarves trading with
humans prefer to speak in Cygnaran or Khadoran. Written
Rhulic is complex, consisting of numerous runic combinations
of geometric shapes. The alphabet also has a distinct variant
used for written correspondence that differs from the angular
variant used for inscribing text in stone or metal. Most ogrun of
Rhul can speak Rhulic with fluencv and some can even read and

write it as a second language, rvhicl"r is useful when aiding the
Rhulic mercenary companies n,ith their copious records. The

language contains a variety of minor dialects, with the most
distinct used among clans who associate least with outsiders.
The miners of Ulgar have a distinct dialect, for example, as do

the dwarves of remote eastern Farhallorv.

SHYR
The Iosans speak a language called Shyr, a name shared with
their capital in Ios. This is an ancient and extremely complex
language, with rigid rules of syntax and grammar entirely
dissimilar from human and dwarven tongues. Written Shyr
is not phonetic and uses thousands of intricate glyphs. Shyr
is almost never heard outside of Ios, and as the Iosans guard
their language as tightly as all their secrets, only a handful
of scholars outside Ios are familiar with its written form.
There are distinct dialect differences between the language
used in Shyrr, Iryss, and Lynshynal as well as among those
used in some of the outlying fortifications. Additionally,
the numerous houses have developed terms specific to their
use, although these do not generally represent a barrier to
communication. Members of the Retribution of Scyrah have

created an extensive system of gestures to be used in place of
spoken language for certain tasks.

AERIC
Aeric, the language of the Nyss, is related to Shyr but diverged
considerably after the Nyss left Ios and settled in northern
Khador. The written form bears no similarities to Shyr's.

Written Aelic is closely connected with Nyss religion anc
learned almost exclusively by pliests and sorcerers.

OBSCURE TANGUAGES
There are many other languages in rvestern Immoren
including dozens of tongues among isolated areas on th.
fringes of Khador or other nations. Some are obscure like Satr-r
the language of the Satyxis, and the nearly incomprehensiblt
Thrallspeak utilized by the more advanced undead. Some ar;
guarded, blasphemous tongues such as the lvords of inferna-
entities or the occult runes of the Telgesh script studied L':

Thamarites. The Thousand Cities era saw the development o:
dozens of tongues now of use only to scholars attempting ti
piece together the distant past.

STEEL. SMOKE.
AND CITIES
THE CHANGING FACE OF THE
IRON KINGDOMS
The rise of industry has defined the lives of the people t,:
the Iron Kingdoms more profoundly than any war, plague
or treaty. In the modern era innovation and technolog-.
build upon one another at a feverish pace, transformini
the landscape itself in ways undreamed of bv previou.
generations. Smokestacks rise to the skv in everl' majc:
city, bsl6hlng smoke that creates a perpetual haze abor =

the streets. Steam-powered ships plv the rivers and ocean>

braving currents that could not be overcome by sail alor-=

and opening trade between distant ports. The blast engine.
of great factories burn day and night, producing might'.
machines of i,r.ar that have revolutionized battle.

As more and more people have become emplol'ed as factor'
hands, textile laborers, or ironworkers, societl' has change:
radically. No longer does the average person expect a life spe::
toiling at his family's farmstead. Instead, he looks to the citie=
where he can earn a fair coin for his labor and enjoy some of tl^:
benefits of the modern era. The rr-rlers of nations see opportuni:-
for immense rvealth and innovation in warfare, and the ma!-.-

soldiers carry weaponry of startling sophistication. None i:
these marvels would have been possible were it not for i.=
invention of the steam engine and the subsequent fusion .:
magic and technology known as mechanika.

Magic is still a fearful mystery to most, but its application :.
increasingly common. The roots of industrial thaumaturgr' -.=

in alchemy, a skill known to humanity long before the Gift r:
Magic. By the careful preparation and mixture of sometirn-
rare but mundane ingredients, alchemists can create solutio:-.
with arcane properties. While wizardry and sorcery rema:-
exotic and uncommon, their practitioners are increasins-'
accepted as valued members of society, particularly in the citie.
The arcane mechanik is a figure respected by even the commc:
man, as his most wondrous creations-steamjacks-are amo:.
the most iconic symbols of the modern age.



The introduction of the steam engine revolutionized
Immorese industry as nothing before or since. In the
740s BR, a Khard named Drago Salvoro built the frrst
steam engine. Little did this engineer know his invention
would irrevocably change western Immoren forever
or that people would still know his name well over a

millennium later. The widespread use and adoption of
steam technology was nearly halted during the Orgoth
Occupation but was picked up again by the mechanikal
inventors working on weapons for the Rebellion. After
the Orgoth were chased into the sea, the steam engine
began to proliferate once again, applied in new ways.
Legions of workers and engineers interested in steam
power have since unified their efforts, resulting in
powerful organizations like the renowned Steam & Iron
U/orkers'Union in Cygnar and Ghordson Arms in Rhul.
Currently, steam engines perform numerous functions:
cjigging, drilling, powering cranes, pumping, and
manufacturing as well as powering locomotives, ships,
steamjacks, printing pressesr and more.

- .'iivided by national borders, imposing r,r'ildernesses,
.- ...rrguage, the people of the Iron Kingdoms share manv
: -:-rrnces in their daily lives. The common people of
- nation are ruled by por't,erful aristocrats, priests, or

,. -.:ri.rlists, and sometimes by all three. The elite choose hou'
- -. -. iron' much tl-re1, tax their subjects, and hor.r. to govern.

:.; knon'n no other form of go\/ernance, few people
-:r,rn srlch feudal monarchies.

.': ,:n has been largely abolished; most people rent their
-.r :rnd the lands ther. n ork and keep an1, profit in their on n

. .::. In some cases the poorest may be so indebted to land
-.:. that their freedom is arguabl1. illusory, but for most of
-. :rmon people this has brought a greater degree of liberty

- rcrcased oppoltunitr. to earn a comfortable living. Everv
.-::ore people gir.e up farmirrg and toil in the cor.rntn'in

'f citr'1ife, rvhile others continue to live as their families
- : ,r generatiorts.

-' :itv drvellers find rvork in labor or manufacturing,
-,-..ii' related to the dominant industries of the cities in
-- :jrer. 1ive. Coastal cities like Highgate employ numer.ous
.,:.'res and shipl,vrights as r,r,el1 as crews for the numerous

.:--lorvered cranes, but a laborer in lronhead Station rvould
-. :e likell' to find emplo1'ment in a steel mill or hauling
. -:i ores. Some institutions, such as textile mills or freight
-:.rrt interests, are common to almost everv city' and

: ', irr-rge numbels of individuals across the Iron Kingdoms.

: '. ment in the cities does not necessarily equate to a better
: -,:d of living. There are far more people seeking r,vork than

'. ..re available positions, even rvith industry booming in

the midst of ongoing wars, and the positions that are ar.ailable
are usually for the most onerous and unpleasant work. This
demand means industrialists can choose to pay poor wages
or demand tremendous r,n'orking hours from their employees.
Not every factorl'boss is greedy or unreasonable but enough
are that labor has begun to organize in resistance. The Steam &
Iron Workers Union, ol the "Union Steamos," as they are more
commonly knon,n, provide a powerful organization to demand
fair pay and vocational training to its members in return for
reasonable yearly dues.

THE RAVAGES OF INDUSTRY
The industrialization and mechanization of the modern era is

wreaking havoc on the land, air, and water. Countless acres

of forests are destroyed to carve out regions for farming and
grazing livestock and to satisfy the great demand for timber.
Often, conflict arises in areas claimed by groups and races

that do not recognize the authority of those conducting these
harvests. Loggers commonly report run-ins with hostile trollkin
kriels, bogrin, or blackclads, sometimes leading to bloodshed.

The burning of coal, especially during the winter months,
commonly creates a smoke hazard in the more populated
areas of Immoren. Cities in cooler climes, such as Korsk
and Khardov, with their burgeoning industries and dense
populations, live almost constantly blanketed in soot and fog,
as do many of the cities of Cygnar. Both Corvis and Fharin
are renowned for smoky fogs and for the foul-smelling coal
fumes known as "stinking fogs." Some cities have made
proclamations limiting the amount of coal that can be burned,
but such regulations rarely succeecl in spite of the threat of
fines and more drastic deterrents. Industry is too important to
t'he Iron Kingdoms to be slowed.

The tanning and slaughterir.rg industries have added greatly to
the diminishment of the rivers n ith the dumping of chemicals
and other byproducts of industry. Areas rvith thriving alchemy
production add even more exotic arrd often lethal waste
products. Municipal statutes attempt to regulatc such matters,
jr-rst as the1, do the leaving or thro\"r'ing of garbage, but in most
cities all of this-loss of forests, unbreathable air, poisoned
rv.rtcr', and litter-is Jn ever'-gro!\ ing concr'rn.

TRANSPORT BY LAND AND SEA
The staggering demand for resources has spurred rapid
gror,vth of transportation on both land and sea. While small
components and trade goods are often still moved by caravan,
material resollrces like lumber, ore, and harvested grains are
non'required in quantities for rvhich roads are insufficient.
The resulting rail boom of the past century has entirell'
changed hor,v people judge distance and travel time across
western Immoren.

RAIL TRAVEL
The first true rail line rvas a Khadoran innovation. Completed
in 487 AR after twentl-seven vears of construction, it connected
the cities of Korsk and Skirov. A cron'd of hundreds gathered
in Korsk to n,itness the launch of the Korska, the first steam-
porvered locomotive. This engine could pull thirty tons with a
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IRON KINGDOMS

INDUSTRY AND AGRICUTTURE
Farming and ranching are essential functions, and a significant portion of the
population in each kingdom are employed working the land. Thriving cities and
marching armies need food. Many people would starve if not for markets frlled
with fresh produce and meats. Those working and living on the fringes of rural
regions are more vulnerable to dangers from the wilderness, however. Nobles who
own these lands are expected to defend lease-holders, but these efforts are often
retaliatory, too late for victims of trolls, Tharn, undead, or other horrors.

Most of the wealth from food production remains in the hands of nobles. The
wealthiest are those whose lands encompass the most fertile and varied farmland
and pastures. Controlling the food supply for the capitals and major centers of
industry gives such nobles political clout beyond their rank and station. That
said, a number of private interests have made inroads into industries such as the
shipment and distribution of essential goods, using trains and wagon caravans to
bring produce and livestock to market. Wealthy merchants of the middle class have

begun to compete with nobles for control over the farmlands and herds, sometimes
buying lands and even noble titles to legitimize their family lines. Established

families treat these new nobility with disdain.

The old professions of farming and herding cattle have changed significantly as a

result of modernization and industry. Larger consortiums and progressive nobles

have access to steamjacks that can be used to plow difficult land, remove rocks

and other debris, and so on. Other advances include steam-powered pumps that
extend natural irrigation and the breeding of weather-resistant strains of grain.

These developments allow larger tracts of land to be worked by fewer hands as well
as opening up regions for farming once deemed useless.

maximum speed of sixteen miles an hour and could make the
218-mile journey in roughly fifteen hours. Though primitive
by modern standards, the Korsk-Skirov line was a tremendous
achievement noted by every power in the Iron Kingdoms.

In just a few decades the Cygnaran military and the Steam &
Iron Workers Union had collaborated to lay tracks connecting
Caspia and Steelwater Flats and then, through a miracle of
engineering, dug sixty miles of tunnel through the Upper
Wyrmwall Mountains connecting the line to Ironhead Station.

In 577 AR the Cygnaran engine Caspian ran the line bearing
a load of forty tons in just under four hours. The rail boom in
western Immoren had truly begun.

Rait lines now interconnect the major cities of Khador and

Cygnar, and steam locomotives have captured the imagination
of people across the continent. Though trains were first built in
Khador, the refined look and function of the Cygnaran steam

locomotive have become the standard by which all trains in
the Iron Kingdoms are judged. The engine car that hauls the
train is dominated by a massive steam engine at its fore. Atop
this, smokestacks vent huge streams of coal smoke, making
the train visible for miles. Within the car the engineer uses

the engine's instruments to slow and accelerate the train and

to monitor boiler pressure, while his assistants fuel the great

boiler system. A huge firebox at tl.rc

front of the engineer's cabin converi:
stored water into the steam that dlive-
the locomotive forward. The engin.
hauls a set of cars mostlv devoted ic
freight and, increasingly, militar'.
troops on their r.va1' to the front lirre:
Many trains also include armed car.
or even carry guardian rvarjacks n'he:
traveling near battlefields or acro..
dangerous tracts of lvilderness.

Life as an engineer is rarel1' dull; i:
times of strife, trains are often militar'.
targets, and it is rroI urrcommorr ir'-
them to encounter savage r'var partic.:
far from civilization. As these engin.-.
are considered vital to nation:,
interests, most kingdom militaries har.
taken efforts to bolster their securii'.
Cygnaran soldiers and Khadoran R;:-
Korps are {requently stationed aboar;
their nation's trains to protect ther:
Khador has gone so far as to equr:
many of its trains rvith gun turrets an:
other armament. Train crews also ten;
to travel well armed, and only the tres:-

prepared or most foolhardy barrdi:.
rvill attempt to rob a train.

The use of passenger cars ::
increasing, especially in Cygnar, bu:
they are still something of a no'r'eh'.
For now, most individuals seekin:

passage take rvhatever space is available among the freigh:
in exchange for their coin. While expensive, rail trati'-
offers one of the fastest ways to cross long distances, great-',
accelerating the spread of news.

STEAMSHIPS AND STEAMBOATS
The application of the steam engine has revolutionized trar'..
on water as rvell as land. With steam power the ships oi ti-..

Iron Kingdoms are no longer at the mercv of the waves, n'inr:.
and tides, and the combination of engine and paddlen'he-
has greatly expanded the industry of trade-by-water. A stear-
powered, flat-bottomed paddlei,vheel craft can travel farth-:
upstream than most sailing ships through its ability to fig::
currents and to keep moving without rowers when the wind ..
not favorable.

Towns like Riversmet and Cherov-on-Dron sprang up almt =:
overnight, and the size of others such as Khardov, Mervn'r':
and Corvis easily doubled or even tripled thanks to increase:
river trade. Once steam was profitably applied to the rivers an:
seas, the popularity of ships relying solely on wind power beg::
to decline. The paddlewheel and the ship's engine were indet:
pricey and difficult to maintain, but travel stability, especiai-.
upstream, more than made up for the cost. Steamships have ti.
added advantage of being able to outrun many pursuets n'h;:



. trgir-lg in r"emote stretchcs,
:ror-rgh their paddlen4rccls
. easilv cl.rn-raged b), the larger'

-::rtic pled.rtols found in somc

- : ails.

rlue coLlrse, steamships

-.rrre the craf t of choicc
' rhe more progressive ar-rd

:peroLls liver tradels, ancl

.:-. on the scas the retrofittecl
.-:rship has Lrecome ar"l

-:-:singh' connlon siglit.
..r... s.rilirrg ships rerrr.rirr

:iprcad in the deep watL.rs,

:\.'e n these ale mostlr. hvbrids
.' utilize auxilialv steanr

- :r:s and paddlervheels tt>

. :i'rem reliable rnotive porver

-,.:illess oi thc rvinds. Witl-ror-rt

. .:1.t, :lra ) lorr -keeled, ste.r rn-

. . ing, coal-pou'ered vessels
: o\-ertaken the rivers arrd

--. ]l1S.

.. ::ll tr.rvcl (lcross \\'cstenl
.r,rcn, river trade is not

' ' ",it its perils. River piratcs
- .. icious prirnitive trilrcs

: rS trogs and gatorr-rre n

-:::r-r1cs attack merchaut
-. Cvgnaran and Khadorarr

- - :':ties conduct patrols,
:-.rst merchants r'r,ho n,ish

:.::io1r either contract
- -::1]r'\' r,essc'ls to accompanv
- :,:ets or l-rire sell-srvords to

-.lrrrt,jsicle tlteir cren..

-.,...inglv common siglits
:,: thc stoamers, espcciallv

;ccks, ale the pint-sizc'cl,
-:-snlcilrcd gobbers. The

- ::rg hcre is simple: thev
-:-.'.,1 .rrrci just as proficierrt .rt
- ::l mattcls as anv hunt.ru.

.:-:,::ing golrbers are ablc. cannoneers. ln a hum.rn, these
- ::-,r\c for.r good sailoU ilt a golrlrcr n'ho takes up less than
.-::'rtrclt space as a huurarr, this package of tr.-rits c.rn Lrc

-:.:....rlrlc to ntanv a captain. Colrlrcls also use up half thc
--::.rrld.rre rarelt'knon'n to bc l.rzr'. Thc.r'"rle often thc.
- : ;ircir humarr collllterparts cvcn asidL' iror.n thc.il brutc
-: -. .rnc1 not manv hum.rns carl match.r goblrer's zeal in
-: --, rror.rblesome repair.

THE RISE OF THE CITY
lVestern Imr-norcr-r's grorvirrg citics rcpreserrt the tlue t.rcc of
the Iron Kingdoms. These br-rstling cL.rlters of inrlustrv oiier
increcliLrle opportLlrlities, bnt no opLrortunitl is n'itl-rotrt risk,
.rnc1 urban life blirrgs rvith it unicluc ch.rllenges.

Each of the cities oi the Iror-r Kinsdonrs is a reflcction oi its
historr', its rr"rlers,.rncl the aspirations of its citizens. The
rrrcient n'alls of Caspia errclose a tcclring popr-rlacc .rnd the
hc.rrt oi both thc Cvsnar.rn crorlrr antj the Vforron'.rrr Cl-rnrch,
thc Sarrcteur-n. Jnst .rcross the Black Ilir,cr, Caspia's sister citr;
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BTAUSTAVYA SHIPPING €7 RAIL
'Founded in 551 AR by Kayaz Simonyev Blaustavya, a man
'iwho rose to become lord regent in 572 AR and great vizier
: in 606 AR, Blaustavya Shipping & Rail is the foremost
mercantile power in the Motherland. It moves goods, food,
and coal across the entire breadth of Khador. BS&R also has

I a substantial interest in commercial fishing and merchant
:security out of Ohk, dealings with heavy industry in Korsk,

,and a massive distribution center based out of Khardov.
'Most other merchant companies and guilds live in the
i shadow of "Big Iron."
i
With rail stations in Ohk, Khardov, Korsk, and Skirov, BS&R

, moves goods rapidly, effectively, and inexpensively. It is the
largest commercial user of steam engines and steamjacks in

all of western Immoren and has acquired several companies':'
that produce the parts to maintain its equipment. Big Iron
steamjacks, trade trains, and other vessels all carry the image
of "the stack;" a stylized smoke stack billowing plumes of ,
smoke. The icon is stamped on the sides of their armored ,

trains, displayed on placards on their warehouse walls, and .

emblazoned on the sails or smoke stacks of their ships.
Since the creation of the frrst rail line in Khador, Blaustavya,
has become a household name in the nation's metropolitaril
centers. BS&R is the largest private employer in Khador and
offers better working conditions and pay than any of its
competitors. Laborers, alchemists, technicians, and arcane
mechaniks alike make their livings at Big Iron.

Sul, is not only an industrious modern city but a site of Menite
pilgrimage. At prayer time the bustle of commerce in Caspia
is matched in Sul by crushing silence. Far to the north lie the
urban centers of the fallen state of Llael. The tread of occupying
forces gives rhythm to the alchemists and industries of Laedry
and Merywyn, whose populations are already beginning to

resign themselves to Khadoran rule. Farther north and west
is Khador's capitol, Korsk, a massive cit1. thrumming with the
power of conquest as its people endure hard labor to support
the efforts of their empress. Still, the1, endure less hardship
than their comrades in the city of Khardor', r.vhere the rvheels of
industry grind day and night, turning their sky to ash in order
to advance Khador's engines of r'var.

Technology, alchemy, and mechanika have all undergone
incredible revolutions over the past decades, and whole
industries have arisen. For centuries, most of the inhabitants
of the Iron Kingdoms made their livings as craftsmen, soldiers,
or field workers, but in the modern cities people have a greater
choice of professions. However, most individuals seeking work
are untrained and lack the education and capital to found
merchant ventures of their own. Thankfully, the demands
of progress have created countless jobs for the common
citizen, driving many to seek opportunities in the cities and
transforming small trading hubs into smokestacklittered
centers of industry.

THE RUIE OF LA\A/
Each kingdom has its own laws and those tasked to enforce

them, and there is considerable regional variance. Most
ordinary people live their lives without much concern for
law, mindful that wrong-doers will be punished and that this
protection keeps them safe. Nonetheless some areas are more
unregulated and lawless than others and some regions house

particularly biased judges and enforcers. Citizens may need to
learn to cope as a matter of survival, such as by paying bribes

or for protection. If such measures are a minor burden and ar.
enforced predictably, they might not unduly affect daily life.

The law is often more consistently applied in maior cities. Cit'.
r,vatchmen or their eqr-rivalents, such as Winter Guard garrisons
are charged with keeping the peace, and experienced veteran:
among their number are tasked with investigating notervorth'.
crimes. Certain capital offenses receive considerable attentio:
and funding to track down the guilty, particularly if pressur€
is applied b1' ranking nobles or clergy. But for petty stree:
crime, those responsible are only arrested when caught rec-
handed. In cases where the local watch seems disinterestec
crime victims might seek freelance help instead by hiring thei:
own investigators, placing a bounty on the heads of those n'h;
wronged them, or offering a reward for the return of stole:
goods. Bounties are a common incentive for hunting dou-:
the guilty for both lesser and greater offenses, and it is nc:
uncommon for nobles or others in the government to offer heit'.
bounties for wanted criminals. Freelancers with the prop€:
skills are often better equipped and experienced at trackin=-
down such wrongdoers than the local watch and can make :
good living as bounty hunters.

It is also common for major organizations to enforce intern:.
rules and laws on members, carrying out certain punishmen::
without involving the authorities. Traditional apprenticeship.
give considerable leeway for a mentor to discipline his apprentic.
for example. Other groups are also allowed some legal contrc
over their sworn members, including major religious institutior..
such as the Church of Morrow or Menite temples as 'lvell a.
mercenary companies, arcane orders, and several major craft ar.:
trade guilds. Usually these groups have limited jurisdiction ar,.:

will have to turn members over to the authorities if requested- I:
much of western Immoren, the Church of Morrow has specii:
rights to investigate and persecute cases of occult maleficia. Fc:
other unusual crimes, properly qualified specialists might b=

empowered to assist local 1aw.



- :1ost areas, the acclrsed is considered guiltl, until pro\.en
- .rcent and his case heard b1' a judge or tribunal, depcnding
- :i-re city and country. Policies for the enforcement of law and
:.Lrtion of punishments against violators varies considerably

- :-i nation to nation, as does the degree of jr,rstice across class
-... \Vhile nations like Cygnar and Ord have implemented

- :--,:Ll1'€s to promote fair treatment of commoners, in practice
- .e lacking in lvealth or influence may be powerless and
:,1 even face summary judgments. In the Protectorate of
.:.rrth, ior example, every priest has tremendous authoritv

- -r can legally dispense 1'trstice rvithout trial. That said, Sul-
.1ire priests are themselves r,vatched by the scrutator caste,

.---. internal corruption is not tolerated. L-r Occupied Llael,

--:ected troublemakels may be immediateiy flogged bv
:.:er Guard u,ithout proof of rvrongdoing, somethir-rg that
:..1 never happen to a Khadoran citizen.

-::.,.ens in Khador, Ord, and Cygnar car-r generally expect a
- --. :rnd to face theil accr,rsers, although specific jr-rdges may
' - their olvn biases that r,r,ill affect the outcome. The rvord

:'.e prii,ileged-rvhether noble, priest, or head of a major
.:::rant house-is ah.r,ays trusted above that of a common

. r :cr or freelance sell-srvord. Where guilt can be clearly
- -:.ished, hor.r.ever, even those in the highest positions can

:eiore the rveight of public outrage or bv being dishonored
:,: :e their peers. Ever1, rration also has its own penalties for

. .'.is offenses and may prioritize crimes differently. Some
- --i:.: dr€ universally dealt with severely, most particularly

-,::..'r, treason, and piracy. In some corrupt cities a highl1,

.': arbiter or a properlt, greased palm can transform

murder into lustifiable homicide, treason into a simple lapse of
judgment, and piracy into authorized privateering. But if these

attempts prove unsuccessful, those facing capital crimes can

expect executior-r, sometimes by gruesome means.

Standard methods of execution include hanging and beheading,
but in some regions it is common to be burned alive or to suf fer

tortrlre before execution, and gibbeting is a typical penalty for
piracy in particular'. The Protectorate of Menoth has the harshest
penalties of the Iron Kingdoms, with the scrutators being
specialized in extracting confessions and dispensing painful
justice. Other severe offenses deemed not wolthy of execution
warrant branding or maiming, although this is less commonly
done in the modern era. Imprisonment combined r,vith forced
labor is an option favored in Khador and the Protectorate.

Cl'gnar has set aside Bloodshore Island as a prison for those

deemed dangerous but for whom execution is undesirable-
generally politically connected prisoners or those who may

have information making them too important to be eliminated.
For minor crimes, flogging arrd public sharning is the most

usual punishment, although perpetrators can sometimes evade

this by paying fines. Others who cannot pay may be imprisoned
for at least a short duration.

Manv lar'vs simply do not apply to nobles, and they mav
legitimatell' be able to act rvith greater liberty than their lessers.

It has long been the practice that landed nobles are not to be

prosecuted on petty offenses such as drunkeuuess, improper
speech, small acts of theft, burglarl., ol in some cases, even

extortion and assault. Bringing serious chalges against an)'

Founded in the Cygnaran city of Mercir
as a confederation of traders and noble
interests, the Mercarian League has

become arguably the most powerful

mercantile interest across western
Immoren. The league wields vast
power over the financial markets of
the kingdoms. While most prevalent

in Cygnar, it has significant holdings
in Ord and even influence in Khador

inrough shadow ownerships or secret partnerships. Most of
ihe league's wealth is related to shipping, and in the centuries
since it was founded it has accumulated a formidable and
,,,,'ell-armed navy to protect its merchant vessels.

The league maintains a network of influential contacts within
many major cities and has established a virtual monopoly over
several of Cygnar's major ocean-based trade routes. It has also
:aken part in trading in shares to acquire investment capital
:or extended voyages and is one of the few groups in western
immoren that has been willing to invest in exploration beyond
'rne immediate shores. The intelligence-gathering arm of the

THE MERCARIAN TEAGUE
league is known as the Eye of Mercir, and while primarily
involved in commercial espionage, the league has no fear of
dabbling in politics.

One of the greatest recent gains of the Mercarian League

happened in 593 AR when it won a power struggle over
the control of an Ordic company called the Berck Imports
House. Once owned by the Mateu Merchant House, this
company was the pioneer that established successful trade
with the southern continent of Zu, bringing back a wealth
of exotic imports, including spices, fabrics, ivory, and other
luxury goods. The struggles around control of this trade
route have resulted in allegations of kidnappings, murders,
and worse. The two mercantile groups remain bitter and

dangerous rivals, each going to almost any lengths to
sabotage the efforts of the other. Meanwhile, the Mercarian
League continues to invest in additional expeditions abroad,
having been chartered by the Cygnaran crown to flnd other
untapped resources and potential trade routes. The first
Immorese settlements on Zu have sprang up the last few
years, drawing a number of adventurous individuals to risk
their lives traveling abroad to start a new life.
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landed noble or government officer is a difficult and risky
proposition; the evidence must be or.errvhelming, and the
accusation can prompt reprisals. This extra burden of ploof
for the nobility is found in everv kingdom with a noble class

and was particu1arI1. exploited in L1ael prior to the Khadoran
occupation. Khadoran great princes and their heirs, Cygnaran
dukes, and Ordic lord castellans are more or less above the
lar,r' barring intervention by agents of the Crown rvith charges
of treason. While the Protectorate does not have nobles, the
priest caste is treated similarly. There is comparatively little
corruption there thanks to the watchful eye of the scrutators-
but rvith the latitude given pliests, the standard for abuse of
authority is far different than in other nations.

The threat of punishment seems to do little to deter many
lalvbreakers, and most cities are home to countless criminals,
professional or otherwise. Many people who have moved from
the countryside in search of jobs that were unavailable turn
to lives of crime. Some criminals are quite sophisticated, or at
least well connected. The Iron Kingdoms are rife with criminal
organizations like the notorious gangs of Five Fingers and
the vicious bratyas of the Korsk underworld. Some of these
criminal fraternities wield significant political power and

control staggeling rvealth. In times when borders are hostile.
the lucrative trade of black-market goods is tempting for thos..
willing to risk life and limb. Extortion, theft, and smuggling ar.
the crimes of choice for these groups, with banditry and piracr
outside the cities.

EDUCATION
Though the state of general education varies from nation tt
nation and city to city, the Iron Kingdoms are home to a nnn.r_be:

of prestigior-rs establishments of higher learning. Institr,rtion.
Iike the centr,rries-o1d Corvis University and Khadoran Institute
of Engineering are bastions of intellectual respectability'. Th.
best universities are typicalll, r".ottr'r"O b1' royal chartel anc
offer prestige and a moderate arnount of rvealth to the highlr
qualified professors that comprise theil staffs. The suppor:
and maintenance of such institutions is invariably a matter o:
national pride, as thev exist for the betterment of society, anc
they produce some of the finest minds in the Iron Kingdoms.

Graduates of academic institutions may find employment a.
professors themselves, but many set out to explole more practica,
applications of their studies or condnct research in the fielc
Those whose expertise lends itself to mechanikal, alchemica.
or physical engineering mav rvell establish independen-
r'vorkshops outside the university, presenting papers on thei:
inventions and discoveries out of a sense of duty in advancin:
the state of knor,vledge or the rnere vanity of recognition L''.

their peers. If their experiments might be nsefr-rl in walfar=
they may find themselves courted by the military academies c:
their nations. Scholars lvho specialize in the natural sciences r-:
historical pursuits mal, spend significant time in the field.

Field expeditions maf include several professors of dispara:=
studies who band together to make the most effective us=

of their grant funds. Traveling far afield in the pursuit c:
kno'lvledge, they might seek out an ancient ruin where one c:
their nr-rmbel can study inscriptions in the language of Morrii-
while a colleague researches the habits of the razor bats th;:
norv live in those ancient tunnels. Such expeditions are ofte:
flaught with peril and invariably budget for mercenar
protection. The scholars themselves t1.pically possess :
certain aptitude in self-defense-as rveI1 as surprisingly leth:
artifacts of their former expeditions.

Any citizen may attend university lectures, but only registere:
students have access to many university facilities, suc.

as housing, libraries, workshops, and laboratories. lIo.:
universities charge tuition on an annual basis, although th-.
rarely covers more than a portion of operating expenses. Whi-=
these fees are not onerous for the wealthy, they are too much:c:
the poor to endure easily. Particularly promising 1.oung minc-
may be forced to find patrons among the clergy or the nobilit-.
often with strings attached. Tuition fees must be paid before .
prospective graduate can stand before a panel of professors :,
be tested for expertise in his chosen field. These opportuniti;.
arise once a year; those who fail must either enroll for anoth.:
vear or abandon their aspirations. If this finaI assessme.:
is passed, the aspiring scholar receives a sealed and signe:
certificate attesting to their qualifications. Proof of graduatic:



- .'.le11 Lrv those interestecl in Lrecomir-rg professors or r-naking

. :'L irl resciirch ol' .tc.tdctl i.t.

::eat r-nilitarv acader-r-rics of the'L'on Kir-rgcloms arc another
..';r of lcalning. Bv ancl lalge, these state-supportecl

.--;:ries .-rrc c-lcvoted to the grooming of militarv officers.

- :nar, thc Stlategic Ac.rdernv edr-rcates all comnrissior-red

-,:., nhile the Tridcrrt naval academy trains Ot'd's most
--:.inq stuclents in thc .-rlts of rvar'. Tl-re Druzhina is Khaclor's

,:irccr tlaining school. It is in these places tlrat those

-.rmlnc-lur1 men ir-r b.-tttle lcaln their trade at thc l-rar-rds of
.:'-:.iors n'ho almost irrvaliablr' graduated frotn the same

:-.:ions iu decadcs past. Vost oi thcse academies spend at
-' ,:rc \cAl' instrLlctir-rq pupils on practical combat tactics,

-:.. rleplolment, logistics, militarv historr; thcorie.s of
.-.,ntl, ancl the application of ch'ills.

- -,- i:ers usu.rllv begin thcir: forr-nal trairring at thcse
'.::'.rls. Tl-reir irrstructiorr inclr,rdes the mundanc studies
.:: prgg15 Lrut is sr-rpplcr-ncnted Lrv itrtetrse arcauc ir.rining
: ih.'tutelage of scnior \\.alcasters. \,\Lrrcasters are

'--::.rl .rlllong the most valuablc asse ts of theil nations'
.-r...:, c-urd their trainir-rs is exhaustive ;rnd lengthr'. Thcv
-r:ructcrl in both thc tlirect applic.rtion of t1-rcir.rrc.rrre
: :: .rr1tl the contlol of n'arjacks. This academic training
-- .. l.rsts fol or.cr a 1'car Lreiore thc w,alcaster bcgins field

-: ls .r jourrrevman.

'.:'. rc.rclcmiL's are als() home to r.norc esoteLic scl-rools.

::'.-:r' thc Strategic Ac.rclcmv controls several spccialized

- -,.:, incluclir-rg the Militant Older of the Arcarle Ternpest,

- -i :tr tlte tr.rining of Cvguaran gLltl lt-l.rses. h-r Kl'rac1or, the
:-... iikcrr,ise providcs acadenlic and occr-rlt trainirrg for
:';r-rcte d arcallists of thc Gler'lords CoYenant.

COMMERCE
AND TRAVEL
Cities har,e Lrccrr the birthplace of ne\\' institutions, spr"trred

bv increasing tr.rde and travel betrveerl rcsiotls. The' rise of

Lranks and otl'rcl finaucial irtstitutions cor-rld not have occurred
u'ithout the saictv aud sc'cttritv providcd bv citr' \valls alld
stalrle goverrr.rnce. Merchartts and travelcrs .rlike havc iound it
rlecessarv to kcep large sttrns of coiu ou h.rncl to l-rarrdlc bttsiness

tra rr sactions. Given the sot-t-tcti r-nes tt tr f avoralrle exchauee rates,

it'is also aclvantageous to l-ravc a source oi local ctlr'rerlc\'.

Internation.rl travel is sr-rpclvised. To allorv for tt'adc, e.r'erv
government I-ras a trade board that regulates ir'.lvt'l and

dispenses liccnscs, or "Lettcrs of Reqr-re st," trotarized Lrv pr-rblic

ofiicials. To g.rin tl-rese pape'rs, a tlaveler tvpic;rlh, goes through
.rn intelvien' pl'ocess and pavs a uotniual iee set bv thc local
tr.rclc boarcl oi the target destirratiou.rlons rvith anv t.rxcs or
dutie s. Indeed, oiterr travclcrs joulnev n'ith trade or cliplor-natic

cal'avans to avoicl interrog.rtion at bolclcls, toll hotrscs, citv
gates, and harbor docks. Tl-rough it h.rs bccome easic'r, travel
has br' flo mL.clns becot.ne saier; carrvitrg Iarge sttr-ns tJrt'ou5;h

thc rvilderness can be extremelv riskr', .rs bandits arrd brig.rnds
pl.rgue the n-r.-rjol tr.rr.el artclies.

Duc to the strairred relations Lretu'een nations, tl-re roacls of
thc h'on Kingdoms are frorc dangerotrs to tr.l\'erse tl-rcse davs

than thev have bce.n ir-r some. time. Forcigrl trade is especiallr'
cl'rallenging Lrut also much r.nore profitablc. The neccssitv of
safcguardir-rr: roads, rivers, and tradc has lecl to the atlvent of
thc professional road n.arclen. h-r Cvgnar, thcse indivicluals are

paid bv the statc to travel the nation's'l-righrvavs to kccp them
clcar of Lrrigands and thrcate.ning beasts. Most road n';rrclens
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COINS OF THE KINGDOMS
Each kingdom mints its own coinage as a right of sovereignty.

' Standard weights for coins of each major precious metal
,were established during the Corvis Treaties, so Khadoran

and Ordic coins generally have similar weight (though not
always size, shape, or purity) as Cygnaran ones. Most coins
have different images stamped on each side, with one bearing

, the face of the monarch reigning when the coin was minted.
All coins include decorative features intended to
discourage counterfeiting, but some currency is

. more trusted than others.

'Gold, silver, and copper have been favored

.for currency, with copper falling out of use

for commerce but still widespread among the

lower classes. Many reputable establishments
refuse to trade in anything less than silver.

,With the exception of Cygnaran gold crowns
and silver shields, which are widely accepted

across western Immoren, most establishments
refuse payment in foreign coin or will require

: a substantially higher rate. Dedicated money

changers operate in most sizable towns, usually

taking a percentage service fee.

Of other currencies, Rhul's coin is trusted due to
the dwarves' exacting standards for weight and

metal purity, but as its traders use Cygnaran coin
'abroad, Rhul's currency is rarely seen outside its

'r.borders. Khadoran and Ordic coins are accepted

inside their nations of origin but are devalued

elsewhere. Coins produced by the now-defunct

state of Llael are essentially without value beyond
,their basic worth as precious metal, and much of

' this coin has been melted down and re-minted as

r Khadoran currency. Inhabitants of the Scharde

Islands do not mint their own coin but will usually
possess an assortment of currencies.

The Protectorate of Menoth was originally forbidden from
minting coins. Shortly after the Protectorate's founding, the
scrutators created a special currency to prevent citizens from
amassing wealth or seeking to trade outside Protectorate
borders. This coinage, made from fired clay, is worthless
in other nations. For trade abroad, the Protectorate uses
gemstones and raw materials.

crown gold trade standard

shielcl silver l0shielcls = I crown

farthing copper lOfarthings= lshleld

swan gold 2 crowns

half-crown gold 5 shlelds

half-shield silver 5 farthings

koltina gold eq. crown

denescka silver eq. shield

kuppek copper eq. farthing

goldbust gold eq. crown

keep silver eq. shield

kettle copper eq. farthing

royal gold eq. crown

silverweight silver eq. 2 shields

galleon sllver eq. shield

half-galleon silver eq. 5 farthing

blackpenny copper eq, farthing

clecastave clay eq. lO crowns

stave clay eq. crown

mark clay eq. shield

trace clay eq. farthing

operate in small groups, sometimes accompanying caravalls.

When they anticipate threats beyond their orvn abilities they

may hire mercenaries to aid them at the kingdom's expense. In

more remote areas, wardens are almost nnheard of, and travelers

must rely on their own wits aud resources against attacks. The

Khadoran government sometimes similarly employs wardetrs

but generally prefers to use Winter Guard to patrol.

Roadhouses along the highways provide peliodic stopping
points between cities and towns, some just outside them and

others far from any settlement. Some are little more than supply

shops with outlying areas fot camping in relative safety, while
others serve as some mix of inns, taverns, or brothels. Others

are posts for road wardens that may double as royal messenger

relay stations, and remote roadhouses are often fortified i.:
defense. When visiting a privately owned roadhouse, travcle:-
are well advised to remember that the ploprietor's rvord is l.-r'.

Every kingdom has soldiers patrolling its borders, thouc:
Cygnar's are far the most plentiful. Alert for enemy tror:
movements and unlawful smuggling operations, these patrc .

regularly stop and search both land and river traffic and questi. l
travelers. Generally made up of four to twenty soldiers, patrt- .
are very suspicious of heavily armed groups, particularly tht -.
including improvised warjacks or strange beasts.



IvtItITARY SERVICE
: .:r klngdom maintains its or,r.n standing armv and militarv
.:'.ice is a common element of many people's lives. The

-- ::arv forces of most nations offer a modest wage, regular
: and board, and some possibility of advancement, although
. rare for enlisted men to rise to the rank of a commissioned

- :,er. 5ti11, advancement by rnerit is possible and more likel1.
- :imes of war. Those born into nobility or rvealth typicalh'
-:=r sen.ice at militarv academies as cadets and on graduation

-:.-n1e officers by purchasing their commissions. Toda1. most
-:-:t-i iorces make some attempt to promote the most competent

. - -: .killed officers r'ather than indulging the privileged, but an
-. :er from a good family carr stil1 expect to rise more quicklr'
- :1-- ranks.

-:-!.rn \\.arfare emphasizes combined arms. Everv soldier has
. - .c. and is expected to heed orders rvhile fighting alongside
* :: specialized and elite forces as well as the steam-porvered

r:'.-rcks that are often essential to victory.

--. citizens of almost every nation, especiallv those near
-:..:rened borders, can readily see that their wavs of life
--: .irlangered. Among the people of Cygnar the loss of the
- - :r,,r'ood, the fa1l of LIael, and the invasion of their capital has

. ,.ccl a surge of patriotism. Many are doing lt'hatever they can
--;:.port the rvar effort. Khadoran citizens have less choice,

- - :ilitarv duty is mandatory for all male citizens over the age
' ::-.'cllteen and open to females of the same age range, but

.: Khadorans are proud to serve their nation rvhen cal1ed.
- : onlr' four years of service is required, manl' Khadorans

-rtarih, serr.e longer. The life of a Khadoran soidier is hard

-. ::ings considerable honor and respect.

' :ns oi the Protectorate of Menoth can be called upon
-:';litarv service at any time, no matter their age. In rare

- .::encies militias are formed from 'ir.hole villages, almirrg
- :e capable of holding a spear. Professional soldiery is an
- :ed profession among the Su1-Menites. Tl-re ranks of the

- 
. - : e Flameguar d are ful1 oi citizen-soldiers eager to do their
- -: :r Lrrotect their faith.

:-'.rr seLvice is on the rise even in the neutral nation of
-: '.'.irich has bolstered its border defenses and increased

- -': -. iroping to pre\.ent a similar fate as L1ael. Serr.ing in the
'-:-- \rm\. does not carry the same peril as for those nations

,:r but is stil1 hazardous. The borderlands frequently
: :lc battlefields, and the preserrce of Khadoran soldiers

- -:-.-ng through the Thornr,vood has created a new region of
-.:.-:bilitr. fol Ord along its eastern border. Khadorans have
i :r.-rde a habit of launching small incnrsions across Ord's
':.:. to test defenses and to season their elite branchcs with
-:-..: experience. King Baird II has been keen to improve

- -:- -rllernize his armed folces, ar,r'are of the looming threats
-..ingdom.

MERCENARIES
' :. iristory of b1ood1' conflict in the Iron Kingdoms has

-:.-r endless opportunity for those willing to do violence for
. . -ir is so ubiquitous ir-r the h'on Kingdoms it is only natural

that a certain breed approach it iike any other trade. These are

the mercenaries, soldiers of fortune genera1l1. loyal only to the

pavmaster currentlv filling their pockets. Where war thrives,
mercenaries ir-revitabl), follorv.

A longstanding code of conduct called simply "the Charter"
defines the rules and strictures under which mercenaries
operate. The fourrdation of these codes arose from extensive
mercenary activity during the Thousand Cities Era, but the
Charter r,l as formalized and rvidely adopted in its modern form
after the Corvis Treaties. The Charter clarifies how mcrcenaries
are expected to treat employers, civilians, opposillg and allied
militaries, prisoners, and other mercenary companies. It offers
rules for claiming territory, dividing loot, and ransoming
prisoners. It also lays out what constitutes armed rebellion and

what orders a company-for-hire can larvfully disobey, such as

the slaughtering of civilians.

Every mercenary company is obliged to operate under the

terms of the Charter. The Charter is supplemented by the
specific codes and oaths srtotn by individual mercenaries and

companies. These lesser charters define the kinds oi contracts

COMPANY CHARTERS
A mercenary company is incorporated by a charter, which

is a contract between a consenting government and

the mercenary commander. Possession of this contract
represents ownership of the company and can be passed

down to successors. When the contract is burned or

otherwise destroyed, the company is disbanded.

Company charters often detail day-to-day operations,
including pay shares, ranks, recruitment (which is

usually, but not always, voluntary), and length of service.
All mercenaries employed by a company must observe

its chain of command. Violation of this tenet can result
in arrest, disciplinary action, or even execution in the
case of severe insubordination or desertion. Company

officers are responsible for the behavior of their men.

Mercenaries are expected to behave with honor. Looting,
torture, and the execution of prisoners is prohibited.

Once contracted, a mercenary company must fulfill
its obligations to the letter of the contract. Breaking

a contract to switch sides in the midst of battle for
reason-such as on offer of better pay-is unlawful
and dishonorable. Once a company has fulilled its
contract, it is free to depart or negotiate new terms of
service. If a contract stipulates a cooling-off period,

the hired company cannot accept contracts against its
previous employer for a specified period. Furthermore,
a company can never take action against the authority
that approved their founding charter. It is for this reason

many mercenary companies prefer to incorporate their
companies in 0rd, a historically neutral nation.

.i
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a comparly will accept and the tvpes of cotnlrat they errgage

in. Companies or irrd'ividuals deemed itr breach of these rttle's

can suffer legal and even militar'), retaliation-nhat tvas once

a proud mercerlar\/ conrpan\. can lreconte a Lrand of L-rrigands

or outlan's. Botrnties offered for tlrese criminals can serve as

an incentive for other, once-competing cornpanies to httnt
them. Even if an outlarved compar-rv keeps a lorv profile and

avoids destmction by force of alms, they might face the most
ignominious of fates: death by unemplovment. \zlost nations

consider it a matter of policy never to employ those r.r'ho violate

the Charter, although times of extended rvar bring inevitable
corruption and can prompt individual pavmasters to be less

particular in their hiling policies.

Most successfnl mercenaly colnparties have become adept
at interpreting the lettel of their charters to suit their
needs. Additionalll', an)' mercenarv rvorth his salt rnust
learn contract negotiation and tlade larvs as a side vocation.

Less Iegitimate outlits tr-r
to have vague, incomplete,
corrtradictorv chartcrs, or simp.
take the expedient of ope.rati:
rvith no charter at all. Desp::
the. sanctions, there are ahr'.:..

lenegade melcenar'\ comp.rr::
n'lro refuse to follou,the o

codes, along rt.ith private intere.:
rvilling to hire them.

Vost mercerlar\ comparries,:-
lclativell, small, usually led br
seasoned mi1itar1. comrnandcr r,.'i:

some years of service n'ith a natior-
arrnv or a chalismatic llegotia:
capable of securing nen' rvork. T:
majoritv of these outfits comprir
feu,er than thirtl' mernbeLs Lrour
tu rrder the company's chari.
altlrorrgh tlrc more sllccL's-: -

can deplol. hundreds of soldi.:
at a time. Qualitr. of life in tl-

snrallcl mcrccnJrv comp.rr';.
r.aries conside'rabh', depend;:
orr that gloup's leadership, sk:
repntation, and clientele as \\'e11 :
the stability of the h'orr Kingdor
31 np1' gil.en time.

Manv small companies are simp.i'.

collection of individuals rvillinc :

fight together for coin. Cornpar.:.
rvith strorrg reput.ttions can:
picky' and rvill turn away thu:
but .rlmost an) compan)' is ea-.
to srratch up those rvith arcane
mechanikal talents. Since m::
cor-npanies spend protracted ti::
in the field (and are expected :
provide for themselves lvhile clor:

so), the,v are often on the lookout for cooks and people n-::

rvilderrrcss survival skills. The more respectable compan:.
ter-rd to be. highl1' professior-ral and specialize in certain com:.
roles. These groups ale often in high demand, especiallr'durr:
the traclitional campaign season starting in the earlv spring.

The best-eqr"ripped companies bring with thern one or m.:
rvarjacks and armed laborjacks. The presence' of a 'jack -

two on the battlefield can be a pou.erful force multipl:.
and those merccnaLies lr.ho can afford to purchase ::
maintair-r these expensive machines are alrvavs in dema:.
While rvarcasters remain rare among mercenar\/ bands, 'j::
marshals are not uncommon. Mercenaries who spend rr.r:
than a ferv ),ears in this line oi n'ork are invariablv expo>:
to rvarjacks, and many take the trouble to learn the basic:
commanding thern in combat.

Not all mercenaLies join compar-ries. Many begin their carc.:
as lone sr'vords or guns-for-hire'. Some indir.iduals brirrs s'.::
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. :11r' r'alued skill sets to the battlefield they can pick arrcl
- .-se n'hom thet' w,ork r'r,ith. Warcasters, alchemists, arcane

- .:rr.rniks, and comtrat arcanists of all stripes possess abilities
,-: :re alrvavs in demand. It takes skill to remain indeperrdent,
--. those rvithout the chops are either left littering the
-.:-:field or recruited into a larger outfit. In general, the life of

. - ,r mercenar), is short and darrgerons.

. ever\/ mercellar\' 'lvolks for national interests; there is
' .;11rrtage of ivealthv plivate individuals or orgarrizations

:: .r need for hit'ed soldiers. In practice, anvone rvith deep
- -::h coifers arrd a lalge enough grudge can hire a small

. --- .. Private armies make local govelnments nrreasv unless
.rre undertaking duties that presents at least the fagade of

- ::nate r.r,ork, such as assisting in maintair-ring public order.
-:.'private armies are rare, but can provide the muscle to
' :j theil consideralrle political liberties. Several of thc most

-riul nobles and merchant plinces in Cr.gnar, Khador, and
--r r;rve access to such forces arrd deplot. ther-n to selve their
- --,:e agendas.

RUNES OF MAGIC AND
TELGESH GTYPHS

The first sorcerers gained glimpses of glowing runes of
power as they began to manifest their powers, and soon
learned these arcane glyphs played a role in shaping

reality. As the barely controlled arcane energies poured

through them, they manifested ephemeral circles of
runes in the air about their hands and bodies.

Over the centuries arcanists have taken a more
systematic and scientific approach to the study of runes

and formulae. initially arcanists accepted these glyphs as

fundamental to magic but knew little of their origins nor
how to innovate new combinations, relying only on the
genius of early arcane innovators like Sebastien Kerwin

recorded in early tomes. In time occult scholars began to
scrutinize those old documents and other, once spurned,
occult texts. They began to confront the unsettling but
unmistakable fact that the arcane runes they wield
bear some relationship with Telgesh, the ancient occult
glyphs first penned by Thamar in the years just before
her ascension. Whatever their origins, by studying
these runes, properly gifted individuals learn to master
the arcane arts, able to craft complex formulae which
have in turn revealed new runic combinations, some of
tremendous power.

IlAAGIC
.::c is.rrr urrdenial-rle iorce irr tl-re ]ives of the people oi the Iron
-:,ilrnls. Priests iuvoke blessings and perform small miracles
::otf of the polver of the divine. Sorcercrs intuitively
--rlsi-r ran. elemental energies, n,hile alcanists learn to use
-:. capable of deff ing the ordinarv lan.s of nature bv n,av

' ::nulae. Rightlv shunned b1. societl, and r,r'orking from the
,' :'.,.'s, necLomance.rs and infernalists make truck r,vith dark
: :-.iruptive forces. The nl\/ster'es of the occult are still held

- bl the comlnon people even as the rt'ork of arcanists
:.: iuclustrl'and occasiorrallv spills over to affect dailr'life.

:r .1r!. mvriad methods b1' rvhich rnagic is irrvoked. The
::;e oi contlollirrg that port,el is not fully' understoocl,
:. rrr', cverl b1'tl-rose tr.ho speld their lives in its studr'. Ever1,

.-.ir1 culture has its on'n relationship ivith the arcane and
-- iL)nle aspects lvhile incorporating others irrto religion,
'--::.,, and industrr.. A nnmber of races, such as the Nyss,
-. Ilhtrlfolk, and trollkir.r, are perfectir. comiortable n'ith

:'roprle practicing rnagic in both its divine and arcane
--- These cultures believe that priests and arcanists alike
:-,,cticing gifts passed dorvn bv the gods but approaching
r '.\ c'r tr\- diffelent means. This perspectir.e is cluite distinct

- ,:-rrt of the humans, nhose relationship n'ith magic has
-::ruJ complicated ovel time.

' . ihere ale n1ar1\' shades of complexitv to human
- -i-. torvard n-ragic and the countless individr-ral
:::rts Lrv w,hich its po',r,er can be harnessed, most can
-,;llcc1 to t\\'o fr-rndamental distinctions. First is the

-:.:r:iation betn,een divirre and arcane magic. Second,
- ,lccl and "legitirnate" magic is set apart from that
- :: ullrestrairred and urrlegulated.

-- .: tri recorded histort', humanitl, openl1. acknon4edged
-': . ;ne ntagic and had little exposure to systematic studies

::carlLr. Onlv priests n'ho communed nith the gods ar-rd
-: ::r',!) in pravcr n'ere knon'n to n'ield magic, r,r.hich rvas

-. --. iivine intervention. These powers might be maler.olent

and fearsome curses or benelicial arrd protective blessings, but
in all cases, magic rvas thought to originate from tl-re gods and
requile their chosen vessels as intermediaries.

Or-rlv a fen' instances of arcane magic can be found before
the arrival of the Orgoth, limited primarill. to the dark rites
and necrornancv of Morrdh and several isolated cases of self-
empon'ered occultists. In life, Thamar u'as counted one of
these, and some believe her dogged pursuit of these seclets
rvas tl-re kev to her ascension. All the ancient tales of ple-Gift
magic inch-rde elements of necromancv and infernalisrn, dark
practices dran'ing on the energies of death and compacts n'itl-r
sir-rister intelligences from some leahn beyond Urcaen.

This legacl'of the tainted natLue of magic n'as leinforced lrv
the arrival of the Orgoth, n4ro dernonstrated such destructive
and corruptive power. The invaders rvere horrifically profligate
irr human saclifices ar-rd gatheliug the souls of the slain to fuel
their dalk rites and erected black temples to accumulate and
store tormented spirits. In the era rvhen the Orgoth dominated,
priestlr. magic from both the Trvins and Menoth did little to help
the inhabitants of u'estern Immoren resist their oppressors.

It u.as at this time of despair that the Immorese n,ere given
a sccd of hopc. The so-called Gift of Magic is an e'\'ent more
legendarv than factual. But it is nidell' []slis1'g4, particularlv
b1, occult practitioners, that this "Gift" r,vas made possible bv
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Thamat Morror.r,'s dark tn'in, n'ho iouud a l\'av to grant to
humanity powers never bestou.ecl to them bv Menoih. Thamar
found a r,.n'a1. to break this sanction and delir.el unto the humans
of western Immoreu arcane potential.

From this point forward, hnman sorcerers began to be borrr with
regularitf in u'estem Jmmoren. These intuitive spellcasters

n'ield primal elemental magic and sometimes have difficulty
controlling their porver. Their emetgence \\,as later seen as just
a symptom or side-effect of a deeper change that had happened
across western Immoren, lvhere norv many others were born
with the talent to unlock theil innel potential to r.vield magic.

Grorving groups of arcanists tregan to study and develop the

principles that rvould become the fundamentals of all modern
arcane theory.

Even so, the people of western Immoren retain a conflicted
and suspicions attitude torvat'd magic and those who wield
it. Through the association nith Thamar, human tnagic
unquestionably suffers a dubious reputation, a fact that has

occupied many priests, particularly of the Menite faith. And
yet without magic, it is likely the current nations and their
prosperity would not exist, and that the very religions that
view magic with skepticism would have been extinguished
amid a continerrt of slaves.

Most people of the Iron Kingdoms have gradually become

more accepting of magic that does not have a divine origin, but

it has not been a smooth or steadl, process. In manv lemote :::
rural communities, sr-rspicion of arcanists remains ranrF:-
and thele is still the rvidely held belief that all of this po-. ---

is tainted and tnrns to erril. In urban cellters attitudes::.
considelably more acceptirrg, given the berrefits of mechan:. -

in particnlar ale er.ident in all rt'alks of life. In these are:-
there is more of a distinction betr.r.een regulated and accer:.:
magic contrasted rvith those n'ho are seelr as dangerous ::-
unprincipled wielders of this pou.er. A number of promir.=:
arcalle orders have reptrtations for being solid and upstano:- -
contributors to their communities, offering their services :::
wares as would any other crafts guild. Amclng Morron'::-
the practice of magic became more rvidelv accepted a::.-
the ascension of Corben. His example is seen as prooi :t -

n'hatever the dark origins of magic, it is a tool that can be :-
to good use or ill.

Nonetheless, not all magic is accepted, and sorcerr-
particular has retained a darker reputation due tc. ..-
spontaneous and often uncontrolled nature. Sorcelers l:: ,

occasionally been responsible' for dramatic accidents in :-.
course of mastering their unpredictable powers. Simil;:
it is known that some arcanists turn to the black ari.
necromancy and infernalism in their pursuit of unear:r
knowledge. A11 of these groups have endured var:. --
degrees of persecution, and ensure that magic is still see: : -

a potentially insidious practice by the pious.

AAAGIC AAAONG THE OTHER RACES
The elves of Ios mastered unthinkable arcane energies at a

time when mankind still lived in primitive tribes, barely able
to build shelters to protect them from the elements. Some of
the Iosans'secrets were lost in the aftermath of the collapse
of the Bridge of Worlds, but the descendants of Lyoss remain
potent masters of the arcane. Iosans do not utilize mechanika
but rather their own arcane fabrications called arcanika. These

items serve a similar f unction but operate f rom very different
principles. Iosan sorcerers are more likely to manifest power

over fire than cold.

I The Nyss evolved their own culture, in which sorcery became

a valued and vital aspect of religion. Sorcerers and priests

were the only Nyss who learned the written form of Aeric, their
language, and this fascination with the written word aided in

their mastery of the arcane. Nyss sorcerers are predisposed to
ice magic, perhaps as a link to their frozen god.

In Rhul, the gift of the arcane is a rare talent, firmly controlled

' by the Brand of Odom, a reclusive cabal, well respected by

the nation's ruling bodies despite its secretive nature. They

closely guard the mysteries of Great Father Odom and take a

conservative approach to the use of the arcane, governed by

the laws set forth in the Codex. It is the Brand of Odom thatr
controls and oversees the production of Rhulic steamjack
cortexes. Among their sorcerers, frre, earth and cold are all
relatively common.

The trollkin are unusual among Dhunian species to have a

strong affinity for the arcane; sorcerers are born with some
frequency among them and are capable of gaining high status
in their kriels. Many trollkin sorcerers are born as albinos,
their pale skin tone a sign that potent forces await their
command. The trollkin have several sorcerous traditions, the
most pervasive and organized being among those with the
power to shape stone.

Ogrun and gobbers have no affinity for arcane magic and no
history of sorcery. The closest they come to working magic is

the intuitive grasp on alchemy possessed by many gobbers.
Alchemy is an art that allows magic to be released indirectly,
by combining substances that have inherent power or that
release power in certain mixtures and combinations.



SORCERERS
r r'.ce1ers are the most intrlitive of spellcasters; thel' are

riividr-rals rvho are born to the arcane without prompting
: ilrtelage. Unfortunatell', many are consttmed by their own

:.'.\'ers before they gain the sophistication to control their
-=...dh'gift. Sorcerers ale predisposed to the control of one of
'-.'elements. Manv only manifest their sorcerous por'r.ers in the
--::e of extreme danger or stress, or in lesponse to some crisis.

:.clson's filst enconnter with his or,vn abilities is usually as
-:::irtening to him as it is to those who witness it. There are
., ..s of sorcerers consumed rvithin the conflagration of their
::i poorl\. channeled spell, destroyed along n ith lr.hatever
r.-mv had caused them to manifest their'lethal po\ /ers.

-.-..',rgh the Gift is knor,r'n to appear spontaneousll., it is
,::icularly strong in somc hereditary lines. The spark is

. :.redictab1e, honever', and can die rvith passing generations
,.-:.rs it can flare to life in ner.v bloodlines. In certain times and

-:ccs in the past, the persecution of sorcerers \,vas common.
-.-:n'mobs have burned more tharr a fen sorcerers at the
- -..e, and despots have given sanction fol them to be hunted

.= elangerous beasts. In the modeln era, societv has become
-' :e accepting, but it is still not unknor.r'n to find ar-r accused

::.rer or rvitch su,inging from a tree on the outskirts of some
- 

- - -.te r.illage, accused of acts of black rnagic. Some sorcerers
.. for acceptance through military service or make use of

-.:: talents as adventurers or outlarvs.

ARCANISTS
:--.-,nists are the learned practitioners of the magical arts.

-::ressing magic as an arcanist lequires a steadl'hand and a

,:: .-lnd confident rnind. Unlike sorcerel's, arcanists are drar,l'n
.,:t'k- arcane formulae, r'vhich r,rnlocks in them the buried

.:--..iir- to rvork magic. That said, some sorcerers eventua111,

;rmpelled to adopt a mo1'e systernatic apploach to their
- ::; through training and disciplined studlz. Arcanists vien,
- - . :rnec'l sorcerers as undisciplined, ignorarrt, and sloppl.

-- --:.lrrnallv tlained arcanists begin their str-rdy under a

- -:. r..rlthoughsornebrave felhaver-rndertakenself-directed
-::.:. Apprenticeship traditions var'1. 'ir.ide11. across western

' - :en br-rt usr,rally require thankless years of grueling stud1.,
- - --, lalror to instill discipline, and long preparation rvhile

-- :rg the fnndamentals of magical theory. If an apprentice
' .. dependable and skilled, he rnight eventualll'be

-:.!'l into the order of his rnaster. Opting to join a different
-- ". usnallr' perceived as a serious insult and can have

- :. ramifications. Some olders, like the Grcl4olds Covenant
- . :,.-.1or or the Protectorate's Vassals of Menoth, requile

-:=iship b1. practicing arcanists as a matter of law.

--:a;lne oLders of the Iron Kingdoms have attempted to
-:,::n .r tight grip on magical knorvledge in order to further

' - :s rreither ingenuity nor invention. Although arcanists
- r::tlered the foremost experts on abstract magic and its
, .: :rinciples, their usefulness in society is sometimes

. - '.-i. Particularly in the modern era, arcane mechaniks are

at tl-re forefront of plactical innovation, leaving traditionalists
behind. Nonetheless, major groups such as the Fraternal Ordcr
of Wizardly and tl-re Greylords Covenant possess a rvealth
of arcane lore and are political and social forces as much as

affiliations of like-minded alcanists.

THE FRATERNAL
ORDER OF WIZARDRY

The Fraternal Order of Wizardry is the foremost
arcane order active in western Immoren. At its height
it maintained chapter houses in each of the Iron
Kingdoms. Wielding tremendous political influence,
the Fraternal 0rder has frequently advised kings
and nobles on matters pertaining to the arcane and

has cemented a reputation for producing the finest
steamjack cortexes in western Immoren. The Fraternal
Order once possessed these techniques almost
exclusively, but it has recently begun to decline and

the kingdoms now see to their own cortex production.
The Fraternal Order continues to earn considerable
wealth from the sale of high-grade cortexes, whose
production is vital to commercial and military'jack
production across both Cygnar and 0rd. It had similar
dominance of the Llaelese market until the Llaelese
War, when it was targeted and driven f rom the nation.

Some within the order argue that the emphasis on cortex
production has hurt the order in other ways, lamenting
that fewer members are working to push the boundaries
of arcane knowledge. Established in the depths of the
Rebellion against the Orgoth, the Fraternal 0rder of
Wizardry was once instrumental in advancing the
research and experimentation that resulted in numerous
arcane and mechanikal breakthroughs. Despite its
decline, the order remains a prestigious, wealthy, and
powerful institution with lodges in most major cities
across Cygnar and 0rd. Each of the occult libraries within
these lodges is extensive, most particularly the one in

the organization's main headquarters, the Stronghold in

the northwestern Cygnaran city of Ceryl. The Fraternal

Order's fully vested members number no more than a

few hundred, but among those are some of the most
talented, brilliant, and arrogant arcanists and arcane
mechaniks in the Iron Kingdoms.
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GUN MAGES
In recent centuries a number of arcane specialties ha

developed to meet the needs of society and the military. One

the most notable is that of the gun mages, arcanists who combi
firearm skill with the ability to channel magic through rur
inscribed bullets. Gun mages carry a particular mystique in t
minds of the people. To the average citizen, they are seen

romantic figures: dashing officers aud arcanists as skilled w
their weapons as with magic. In trnth, these arcanists pract
their magic as a dedicated martial discipline. Tn'o notal
orders have arisen to master and pass down their techniqu
the Militant Ordel of the Alcane Tempest in Cygnar, rvhich t
been a recognized branch of the Cygnaran Army for seve

decades; and the Order of the Amethyst Rose, whose remaini
membels can be found either assisting the Llaelese Resistar

or selling their skills for hire.

To ful1y harness their abilities gun mages make use of spec

firearms called magelocks, made of an expensive heat-resist:

and magically responsive steel al1oy. Some might consider

gun mage!'s reliance on firearms and arnmnnition to be limiti
compared to other arcanists, but the deadll, effectiveness o

practiced gun mage in battle is indisputable. Firearms are Pot(
weapons in their olvn right, but ar-rgmented b1' a gun mage

magelock pistol becomes an incredibly versatile weapon.

NECROMANCY
Perhaps the oldest of human arcane arts, uecromancy is almr

universally reviled. Though the actual rituals and practices

these dark arts are veiled in superstition, the horrific real

is known all too well by the people of u'estern Immorr

The Iron Kingdoms are plagued rvith undead, includi

lllllll5i,lful 
spirits, as rvell as the shambling creations

There is power to be had if one is r,r'illing to delve into I

forbidden lore of necromancy, and the kingdoms bear rvitness

the foul creations and experiments of dark mages. More sirris

yet are the organized groups that have made a dedicated stu

of furthering these dark arts: Thamarite necromancers of I

Shroud as well as the necromantic generals of Clvx. These t'

groups are the foremost exPerts in this horrid field and are b<

feared for their knowledge and porver.

The necromancers of Cryx, slaved to the tr,velve lich 1or

that govern the Nightmare Empire, are each a fulcrum
necromantic power and research. Cryliut', necromanc

arguably boast a more pervasive and advanced mastery of 1

necromantic arts than any others, a result of Cr1'x being one
.^'L-"^ +1"i. -eoin ic ^nonlrr ntaelia
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THE ORDER
OF THE GOLDEN CRUCIBLE

The most respected arcane trade guild in all of western
Immoren, the 0rder of the Golden Crucible is also

one of the most inclusive. Alchemists make up the
bulk of its membership, but they are joined by arcane

mechaniks, arcanists, apothecaries, and even mundane
tradesmen. Given the value of its wares, it also employs
a substantial number of armed guards and has its own
private mercenaries, among them notable pistoleers and

riflemen. The organization produces high-grade blasting
powder and other valuable alchemical mixtures, and its
mark upon a product indicates it is of the highest quality.

The Order was originally headquartered in Thunderhead
Fortress in the Llaelese city of Leryn. After the invasion

of Llael, the majority of the 0rder's members scattered
among dozens of strongholds across Cygnar and ord
without cohesive leadership. Ord's King Baird Cathor II
saw an opportunity and entered into negotiations
with leaders of the Order in 605 AR. As a result, the

Order reformed itself as the Free Order of the Golden

Crucible and with the help of the Ordic monarchy
began construction of a new headquarters in the Ordic

city of Midfast. Completed in early 608 AR, the Midfast
guild house has become a small fortress containing
comfortable lodgings, state-of-the-art laboratories, and

first-rate workshops in addition to advanced alchemical
research and production facilities. The Order has also

expanded its security force, ihe Crucible Guard, and has

begun recruiting new members.

Some members of the order remain in Llael, either
serving the interests of the Khadorans or inducted into

the Vassals of Menoth. A small number have effectively
left the 0rder to support the Llaelese Resistance by

supplying blasting powder and alchemical arms.
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Cryxian necromancers want for nothing-corpses, living
victims, terrible ichors, forbidden tomes, and even the blood
and knowledge of Toruk himself are all within their grasp.

Though Cryx casts a long shadow over Immoren, there are subtler

threats originating within the Iron Kingdoms themselves. Even

independent practitioners of the necromantic arts may Possess
formidable power. The Thamarite Shroud sept in particular has

a wealth of necromantic lore drawn from centuries of occult

tudy dating back not only to Thamar herself but also Sci-

)elesle, who was the terror of the Menite priesthood. Thc.
rho practice these forbidden arts are in a constant state oi r'.:
rith those who would stop them, such as the Morrowan Orc.
f Illumination, and these battles sometimes spi1l over o::
nnocent victims amid the dark alleyways of major cities.

:.,*d
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INFERNATISM
--- stud). and invocation of infernal entities is a discipline
-- :.'blasphemous and feared than necromancy. Few are mad
- :e sperate enough to trr-rck lvith these cleatures from realms

-. .'nd Caen and Urcaen. Contacting the infernals is perilous,
.--: those r,r'ho possess the knorvledge guard it jealouslv.
..nite having learned horv to summon infernal creatures,

- -: them into service, and make terrible bargains rvith them,
- ::':nalists often knorv little about the creatures themselves
-...hat deeper desires they mav foster be)'ond a hunger for
-: sorlls of the living. Most infernalists are arcanists who

- : : opened a font of por,vel that grants them frightenir-rg
----. terrible gifts. The price is invariably paid in souls, and
- :-:nalists often barter pieces of their or,r'n essence as r.vel1

-- .elling souls stolen from others The dreadful actions of
- :.:nalists have magnified the suspicion and distrust heaped
- -rll n'ho practice magic, making them as hated by other'

- -::ic practitionels as by the pious.

ALCHEMY T,
APOTHECARIES

:rcmr; the synthesis of arcane formulae with the systematic
---rl of naturalll' occurring elements, chemicals, ancl

-:::nr1c€s, is one of the rnost diverse and respected arts in all
-. iion Kingdorns. Alchemical salves, ungrlents, and potions
.-: ,rsecl to address all manner of needs. A learned student of
. -.emv can produce sol-rtions to quicken the healing of dire

.lnrls, ploduce r,rseful acids and distillations, or subtly poison
.r ihe most vigilant of victims. Alchemv is a vital component
lrLrdern industrli as man\. technological, rnetallr-rrgical,

.--' :nechanikal marvels of the modern day require the use of

. --'.cmical processes.

The stud,v of alchemy began millennia ago in arts practiced
b1, tribal shamans seeking primitive medicines from natulally
occulling plants and animal parts. As they experimented with
substances available from nature manv tribes accumulated
a thorough knonledge of the world around them. Eventuallv
this study became formalized by apothecaries, rraturalists, and

poisoners. This field u,as already thriving in the Thousand
Cities Era but truly came into its own during the decades before
and after the Rebellion, playing a key role in the development of
mechanika ar-rd assisting in countless industrial tasks.

Scholarly practitioners experiment rvith naturally occurring
substances and produce many of the mundane reagents needed

in the manufacture of more advanced alchemical substances. For

the most part, apothecaries deal in the creation and extlaction
of naturallv occurring acids, antitoxins, purgatives, and other
medicinal aids and poisons. The study of poison is essential

to understanding rnedicine, although the occrlrrence of
opportunists specializing in this field in order to supply would-
be assassins has given some apothecaries a dubions repntation.

Today's alchemists are professionals and innovators r.vhose

selvices are in high demand. The best among them may join
porvelful trade guilds or serve their kingdom's war industrv.
Mar-rv aid in the fabrication of mechanikal accumnlators and
other essential components. The creation of blasting polvdel
and other explosives for munitions has becomc highll'valued in
both cornrnercial and militar1. markets. Other alchemists prefer
to make their'livings as private dealers of medicinal alchemical
substances. Some open permanent shops, r,r,hile those with less

coin (or shadier reputations) travel from town to town by wagon
to hock their lr'ares.



IN THE IRON KINGDOMS

MECHANIKA
Of al1 the benefits of magic that have come to \,vestern Immoren,
it is mechanika, the synthesis of the alcane and the mechanical,
that has had the most profound impact. Mechanika has
revolutionized industry and rvarfare in every way imaginable,
and its innovators continue to create new marvels. Utilizing
magic to overcome engineeling obstacles, mechanika allort,s
for the reliable production of tools and n'eapons that harness

arcane energies and apply them in useful ways. Many gifted
irrdividuals make their livings as arcane mechaniks, practicing
industrial thaumaturgy to craft potent devices.

The merging of magic and technology began in the midst
of the Orgoth Occupation, in the rvork of arcanists and
alchemists seeking weapons b1' r'vhich to defeat their
oppressors. The first applications of the arcane to mundane
mechanical items arose from Sebastien Kerrvin's early
theories and research into the formalization of arcane
formulae. Kerrvin had proposed that arcane energies could
be harnessed through the application of sttch runic formulae
to specially crafted components made from rare and precious
metals. Eventually these efforts led to the first functionirrg
mechanika devices. Crude bv modern standards, these items
nonetheless contained the rnost fundamental component of
all mechanikal devices: the accumulator'.

The first accumulators, massir.e and blrlkr', 'r.tere anything but
portable, housed in immense, porcelain-lined vats. The result of
hundreds of yeals of scientific progress and experimentation,
modeln accumulators are much mole efficient, capable of

storing vast amounts of alcane enelg).. A small accumulator
easily fits in the palm of a hand and holds enough energy to
power mechanikal weapons or armor.

Alchemy also delivered the next mechanikal inno.,'atio:.
Sebastien Kerwin's notes described attempts to transcrii:.
mystical runes used to control magic, in rvhich he quick.'.
discovered that parchment burst into flame if such writte:
runes were empowered. Seeking a more dnrable solution, i-..

hypothesized it should be possible to inscribe arcane formul;=
into speciall1, treated steel and then empower the lunes i''
channeling accumulator charges through the plate. While ,:

wonld not be confirmed until generations after his death, th-.
hypothesis proved to be true, resulting in the development .:
runeplates. As Kerwin theorized, a mechanika user can trigs.:
the plate's captive arcane force by channeling energy throus:
the plate using an accumulator. Inscribing runes on movir:
parts with interlocking gears and coils has led to even mo:=
sophisticated inventions, such as the arcane turbines used -:
\,varcaster armor.

A11 this development has given birth to new discipline.
Any good mechanik can assemble and maintain a piece r:
mechanika, but, arcane mechaniks-the leaders in this rapic-
growing field-focus on creative and innovative utilizations .
runeplates and more specialized components.

STEAMJACKS
To most citizens, steamjacks are but one of the greatest mode::
mechanikal r,r.onders, but their impact is far-reaching, as th.'-:
use has revolutionized warfare, industly, and agricr-rltu:.
Laborjacks n'ork in logging camps, freight yards, docks, ar::
construction sites throughout \\'estern Immoren, and ere:
citizen of the lron Kingdoms is familiar with the fearsor::.
rvaljacks-steamjacks armed with dedicated militarv weapon:-
and possessing the highest grades of cortexes. Wherever th.
are found, steamjacks embody progress in the modern age.

:The necromancers of the Cryxian Empire acquired the secrets

of mechanika from the mainland. After stealing the corpses of

: arcane mechaniks and arcanists, they were able to compel the

dead to share their secrets. In just a few decades the servants

of Cryx had not only learned the fundamentals of fabricating

mechanika but also managed to modify and improve these

:processes to suit their own methods. By using necromantic
rshortcuts, they were able to craft their devices more quickly,

giving birth to a hideous fusion of mechanika and the

magic of death, an arcane science known as necrotech. The

iexistence of this dark science is abhorrent in the eyes of the

mainland kingdoms, and the use of such technologies there is
punishable by death.

:Necrotechs also benefit from access to sources of fuel and

tenergy too grotesque for others to consider. The foul mineral

called necrotite, found in grounds thick with carnage:

and resonating with atrocity, is one example. Extremely
concentrated, it functions similarly to coal but is able to burn
far longer. Necrotite is as toxic as it is efficient, however, and

both the smoke and the residue produced from burning it is

harmful to the living.

Necrotechs have also toyed with older, darker power sources,

including those adapted from the Orgoth. One of these,
inherited pieces of nefarious technology is the soul cage, a

device that captures and imprisons souls freed from the body

during death and trapping them indefinitely until they can be

tormented and drained to fuel other necromantic devices.



.-. constructs combinc all the principals of mecl-ranika. The

.-.:rg of magic and indnstlv in their manufacture shon,s hou,

:ire tn'o disciplines can together crcate something tlr-rlv
. ':nq. Stearn-clriven engines po\\'er rnet.rl chassis c1r'iven

.oltex, the steamjack's nrechanikal brain. Thor-rgl-r not as

:: or' .rdaptable as people, stearnjacks do possess a native'

::cnce and the abilitv to solve specific sorts of ploblcrns,

- r rrakes them incrediblv Vaiuable as hear,). labor.els. ,Jacks

-..' prolonged r-rse tl.pic.rlh'develop quilks and even distinct
- :-..ilities that ma1. r'eflect the proclivities of thcir operators.

. ihese irorr giar-rts are expensive to mannfactr-rle, their
-.:ial applications are so varied that all tl-re' nations of

--.:r Imrnoren consic'ler tl-rem indispensablc fol a n'ide

-. .rf tasks. Laborjacks are the backbone of Cvgnar's and
' - :iillsportation and mercantile cffolts, making it possible
- '. e goods in massive crates and handling cont.riners,
- -,:.ing cornmercial efficiencr'. ln Khador, the tireless

. rs rvork in rnassive forges pounding metal plates and
. - '-..rrts fol locornotive s, ste arnjack manufactule, and
: :'.:avv indr-rstrr.. While the Protcctorate has priolitized
, ::ng u'arjacks ovel laboljacks, the latter can still be for-rnd

-:::..1 in constlr-rctior-r efforts and other hear.v tasks, ar-rd

:';chines can qr-rickh'be armed if the need arises. Khador

- . :rrar are the trvo largest producers of commercial and
'-: steamjacks, althotrgh both Ord and the Protectorate

-'-iicatecl 'jack foundries .rs rvel1. Llael rv.rs the smallest
-:,.: of 'jacks befole it u'as inr.aded, but its foundries are
-.'-r'tlre coirtrol ol its occr-rpicr>.

WARCASTERS
Fen in number, rvarcasteLs are pon'erful arcanists born u'ith
the innate ability to mentalll' contact and control the cortexes

r'r.'ithin steami.rcks. Their inttritive connectiott to the arcane also

enablcs them to bond r,r.ith othel mechanikal devices, providing
vessels for their channeled po\\.cr. Walcasters ale mttch sought

after Lrv the militaries of the lron Kingclorns for theil martial
and n-ragical p1 o\{ess.

Most n,arcastsl5 begin experiencing extlaordinarl' perception
of the n'orld before thev realize the natr-rle oi their gift.
Their senses begin to au.aken to the flon's of mlstic.rl encrt\'
alor:nd them, .rnd solnc [la\r st.lrt to feel a strange sensatiou
neal advanced mechanika as thcil minds detect the energv
moving thror-rgh concluits and runic formulae. Such pou'er
can lie rlorm.rnt for a lifetirne; on11' through rigoror-rs training
and mentoring can a u,arcaster's potential be ful1r, unlockecl.
Developing these skills requires tr-rtelage tl-rat is nearlr'
impossible to find or-rtside of a kingdom's militarl' or oue of the
major mcrcenalv companies u,here a fledgling u'arcaster can

find a mentol capable of instmcting him in the finer points of
controlling his pon'el.

While not all rvho have this abilitl' are eager to join the
rlilit.rlr', \\'arcastels enjov a revered station in anv arm\'.
Tlie rnilitaries of the Iron Kingdoms cxpend considerable
lesour-ces to eqr-rip their u'arcasters n'ith steam-pon,ered and

rnechanicallt. augmented armor, n,hich affords thern far better
protection than most soldiers of similar r'.rnk. Warcaster armor
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utilizes an arcalle turbine to provide a constant flow of energy
used to reduce the perceived weight of the armor and generate

a protective power field.

The presence of a single warcaster can turn the tide of a battle.
Even the most powerful and sophisticated warjack can perform
only a limited number of combat functions under the guidance
of a'jack marshal, but a warcaster can command warjacks like
finely tuned instruments of war, often controlling many of the
devastating machines at one time.

Due to the tremendous powers they harness and the importance
of their role, each nation's warcasters seem larger than life to
its citizens who most often do not understand the difficulty of
their jobs and the stresses under which they operate. The more
famous warcasters, known by name across their kingdoms, are
treated as heroes.

RELIGION
While the modern era has brought many changes from the
spread of industrialization, urbanization, and greater education.
the importance of religiorr in peoples' lives is undiminisheci.
Religious institutions form a bedrock of stability for the
cultures of lvestern Immoren and help define the deeper beliefs
of their inhabitants, shaping views on morality, spiritualitr
and the hopes and fears regarding the afterlife. The mos:
snccessful religions of western lmmoren have adapted ove:
the centuries to accommodate evolving societies, and everv er;
has experienced the rise of nerv faiths and cults that threater.
established beliefs.

While most people outside the clergy do not spend mucl
of their daily lives in religious contemplation, the faith of ;
person's upbringing has a major impact on attitudes tou.arc
neighbors and outsiders. Levels of pietl' vary widely, fror::
neal indifference to absolute devotion, but even less piou.
citizens may turn to spiritual leaders during life transitions
like weddings and funerals. Major churches and temple=
exercise considerable social arrd political influence, whil:
subversive cults work to advance secret agendas while hidin:
from those u'ho would hunt them. Unsettling supernatlrra
events plague western Immoren, including the insidious plo:.
of otherworldly infernals, necrornantic horrors rising fror'
despoiled graveyards at the behest of necromancers, an:
attacks by monstrous creatlrres lurking beyond the city r,val1.

These dangers lend gravity to the admonitions the clers'
deliver during religious services.

No one doubts the existence of the gods or their influence on ti^..

world, even the obstinately impious. Priests can invoke porr.:
through ritual, and their prayels have tangible and irrefutal,-.
impact, whether through withering curses, blessings duri::
battle, or small miracles that reduce the suffering of the disease:
or infirmed. Witnessed acts of divine intervention, while rar-
have been recorded often enough over the centuries to becor:.
accepted as fact. Superstition is widespread, particular-'
among the less educated and in the rr-rral quarters. In ma::'
areas, belief and superstition mingle to create customs that be::
little resemblance to sanctioned religious practices vet have .,
less importance to those practicing them.

The tremendous diversity of religious sects and practices acrt..
western Immoren can lead to dangerous misunderstandins.
Religion can be a comfort against a hostile world but c::
also prompt violence and bloodshed between faiths. Loc.
laws and social pressures reduce such incidents, but thev si:-
occasionally erupt. Those of like beliefs tend to congregate a.:
avoid those whose faith offends them, although in the lars=:
cities it is common for citizens of different faiths to coer:.-
in close proximity. Sometimes an otherwise peaceful ton'n :.
thrown into religious uproar over unexpected events at hc,r.
or abroad. In even the most civilized kingdoms, persecution -

sorcerers and overly zealous witch-hunting is remembered, a::
not evervone believes such extreme measures are unwarranta:

THE CORTEX
One of the greatest early mechanikal inventions was the
cerebral matrix, which was subsequently refrned into the
cortex.This artificial mind can give life to a steam-powered
automaton and allow it to respond to commands. As it
accumulates experiences a cortex is capable of slowly
learning over time, although this can lead to unexpected
quirks as well as improved performance.

The cortex serves as the intermediary between a

steamjack's chassis and the sensory apparatus by which
it perceives its environment. 'Jacks rely on vision and

sound to react to the world and are usually designed to
operate within a specific environment, such as a factory,
a dockyard, or the battlefield. Although they may seem
quite clever when focused on a familiar task, cortexes
of the simplest grades do not adapt well to unfamiliar
environments and require supervision when operating
out of their element.

A laborjack might adroitly handle even fragile crates and
perceive when a damaged one requires attention from
its handler. All 'jacks can discern the identities of their
handlers by appearance and voice and are generally

capable of reacting to unexpected threats. Steamjacks

with higher-grade cortexes can handle a wider variety
of environments and are better at acting with limited
instructions, although they still have limits. A warjack is

extremely skilled at recognizing friend from foe on the
battlefreld and negotiating obstacles to seek its targets
but is more likely to require supervision on a bustling city
street where danger is not always easily apparent.



I'rr ilre other hand, churches and temples serve as vital gathering
:,.rces rvhele citizerrs of diffcrerrt classes can discuss the issues

the dav as rvell as conduct important rites of passage.. Often
:rc climate of a given community cau be gauged b1'rvhat
::.rrrspires at honses of n'olship. During times of rl,ar., farnilie's

-.r:her to honor the fallen dead, complaill about the choices of
- ,i'les and kings, and point fingers of blarne at shared enemies

- r.l clamor for action. The priests ivho lead congregations u'ield
- :rsiderable power to either leassure the faithful or fan the
: .-.nres of zealotry.

RETIGION BY REGION
Additional details on these faiths will be provided in
forthcoming books for the Iron Kingdoms Full Metot
Fontosy Roleploying Gome. Regional variance in religions
for the human kingdoms will be provided inVolume 2; the
religions practiced by those dwelling in the wilderness
regions will be explored in Volume 3; and the faiths of
those nations beyond the Iron Kingdoms including Rhul,
Ios, the Skorne Empire, and Cryx will be covered in
greater detaii in Volume 4.

entered a drastic decline during the Orgoth Occupation, rvhen
the oppressed population increasingly turned to the comforting
teachings of Morron'.

Morrowans do not consider themselves opposed to Mer-roth,

rvhom thet, acknon4edge as humanitr,'s Creatot but thev
have chosen to entrLlst their spilitr-ral lt'ellbeing to Morron.
and his priests. The Morrol.van belief in free r,r,ill and personal
accountabilitl. combined rvith the sympathetic examples of
the valior.rs ascendants prompted thc rapid splead of this faith
across rvestern Immoren. The Morron,an faitl-r is presently the
majoritv leligion in Cygnar, Ord, Occupied LIael, and Khador.

Man1, hlslellarrs believe the advances in er-rgineering arrd

mechanika that define the modern age were made possible
orrlv after the teachings of the Tn,ir-ts, u.hich promoied critical
thinking and challenged old beliefs. Menite theologians argue
instead that these faiths gave lise to widespread colruption
ar-rd exposed mankind to insidious and unhol1. influences.
There may be truth in both perspectives. Morrorv's dark tn,in,
Thamar, is a pervasive shadorv in every Morron an commnnitv,
n,ith her r.vorshipers and teachings existing in those places
Mot'row's light canrrot reach. The Trvins remain philosophically
connected, and it is impossible to examine the faith of one
rvithout the other.

THE CHURCH OF
MORROW
Acloss western Immoren, the
Church of Morron is ir-rdisputablv
the domirrant iaith, n,ith a sizable
r-rrajoritv in er.erv hulnan kingdom
except the Protectorate oi Menoth.
Khadol is the only kingdom lvith a

substarrtial minoritl. of Menites, but
even there Empress Vanar is a recognized Morrolt'an and the
chr-rrch has tlemendous reach and influence. Ord arrd Cygnar
both recognize the Church of Morron. as their state religions,
as did L'lael when it was independent. The Morrowan faith
emphasizes the indir.idual as a potential agency of good and
stresses hon' each person can contribute to society. Its beliefs
resonate rvith people in many tvalks of life and social strata,
adr.ocating improvement through self-reflection, good u.orks,
honorable conduct, and self-sacrifice.

Core to the Morron'an faith is the idea of Volition-that even.
person in li{e makes choices that determine rvhether they lvill
be a force fol positive empowerment or for selfish gain. Bv
association, pior-rs Morrorvans are seen as good and reliable
citizens rvhile those rvho succurnb to tl-re "dark path" of Tharnar
are seen as evil, self-serving, and destructive. This is a simplistic
recluction of the sr.rbtleties of Morrow's arrd Thamar's respective
phiiosophies, but cleal distinctions appeal to the masses. The
ntore nuanced aspects of the Tr.vins are leit to theologians and
scholars. Before his ascerrsion, Morrorv rvas both a philosopher
and a soldier, a thinker lvho endorsed the rzirtues of peace but
r,r'ho allor'ved that armed conflict r,r'as sometimes necessar\..
The Morron'an faith teaches that hor-ror can be rnaintainecl
arnid violent strife if applied judiciousll,, snch as to defend the

trDOAAINANT FAITHS OF
THE IRON KINGDOMS
-::e nre trvo broadlv accepted religions among the nations
' :-.enkir-td, represented bv tl-re Church of Morrou' and the- --'-.le oi Menoth. The lelatior-rship bet,"r'een these religior-rs
- -.,mplex arrd has changed over the centuries, alternating
' r .. r'€lr periods of relativelv stable peacc and ones of strife ar-rd

:nce. UsLlalh' the tensions betrveen these religions are more
,-:le. Irr rnost large commurrities, membels of these faiths

- . le.rrrred to coexist.

- -:.ive commnnities e'xist, particularlv in the Protectorate oi
- - -.il-r, a nation alising from a religious schism in Cygnar and
- :l'.at is rrear'lv exclusivelt'Menite. Even in commurrities sucl-r

- ::.:e there can be differences in belieis and the possibilitl,
--.-:ltiple sects. People attending a specific church or ternple
:- .inrilar belieis, but those beliefs rnav be starklv clifferent
-- :he orres held by people attending church in another

.-r oi the same tou'l1. Anv sizable to\\'n or cit1, lvill have
.:. oi smaller churches and temples and usuallv a lar-ger
-.:.r.rl, central temple, or. abbey that is overseen bv the

--..ir.rnking priest of the commurritr,'s majoritv iaith. lrr
-- .r'ith multiple sects, this hierarcl-r1,is less clear, and some
-:: irlct\. act independenth'.

-'rship of Menoth is particularlv ancient, as this gocl is the
' ::.r r,i \,Ian. In rnanl,r'egions, hon'ever, this faith began to
-' :.-.h as it rvas replacecl bt' the rapid spread of the Morron,an
- ,:;iu'r the ascension oi the Trvins. The Menite religion



he'lpless. Morrow insisted the better side of rnan's nature cottld

lise to the fore even amid the bloodiest of conflicts. This allorvs

his message to have impact in times of both peace and rval and

to appeal to soldiers as rvel1 as those the1. protect.

The preeminent status of the Church of Morrow is a relatively
recent phenomenon; before the arrival of the Orgoth this faith
existed with the reluctant sufferance ot, and occasional bloody

clashes with, members of the Menite temples. Morrowans look
back on that time as a period of religious oppression, when

they were forced to pay burdensome tithes and attend Menite

temples despite their true beliefs. They rvere quick to reverse

this situation after the Orgoth r,vere driven from Immoren.

Since the Corvis Treaties were signed, the Church of Morror'r'

has worked to unravel the hold the Menite clergy maintained
over the ruling castes of the various kingdoms.

These efforts have largely succeeded, r,r'ith the Morrowan church
now holding primacy of religion outside the Protectorate and
having tremendous sway over all walks of life, from commoner
to noble and among laborer and scholar alike. The church has

a hand in kirrgdom politics and cultivates its own formidable

netrvork of contacts and spies to keep ii.
leaders n,ell informed of matters abro.rc
The heart of the Church of Morron', th.
Sancteum, is a sovereign nation rvi:-:-

its orvn armory, soldiers, and r,r'arjacl.
dedicated to protecting the faith, its clerq'.
and its holy sites. Lou'er-ranking priests a:.
spilitual bastions for local congregation.
while the highest-ranking ones stand :.
trusted advisors to nobles and sovereigu.

CHURCH HIERARCHY
One of the great strengths of the Churcl-
of Morrow is its extremely cohesive an:
inclusive hierarcht, allorving it to functic:
as a single body despite being spre::
across mnltiple nations and being argual.,-
the most pervasive human organization ::
western hnmoren. While there are man'
individual interpretations of Morror'. .
message nearlv all are r'r'e'lcomed into i:.
larger hierarchy. Only a few unusu.ri-
radical reirrterpretations of the message .:
the Twins have been excltrded from beir.:
recognized as official arms of the Churc:
Individual priests r'vithin the hierarchr' .'r:.

given considerable leewav in follorti::
their orvn paths to enlightenment ar.:
finding a personal connection to Morrr''
and his ascendants.

Individtral chulches are simil.-rr-'
given considerable autonomv but ;:.
supported b1' the larger hierarchl.. Suc.

a large organization requires a siza'r.=

bnreauclacl., handled Lrv priests n':--.-

an aptitude for administration as n'.'
as pious laypersons chosen for the tas.

There is regular correspondence bet\\'cr:
church leaders and their superiors. In the aggregate thc>.
reports provide the Church's hierarchy rvith a high degr.=
of awareness of events occurring across the Iron Kingdor-.
Kingdoms. Ranking church officers and their clerks m;!..
decisions based on ir-rcoming reports as well as person:
inspections and determine when additional support or shi::.
in personnel might be required. For example, a local prit.-
who suspects a cult of Thamarites in his community rvou-:
send an urgent plea to his superiors for assistance, who mis:-
in turn hand the matter over to the dedicated witch hunters -:
the Order of Illumination, u'ho would then dispatch an arm<:
investigative force.

As the center of this faith, the Sancteum in Caspia is afforc=:
sovereign status as a state in its own right, a courtesy affordec :

church grounds across the Iron Kingdoms. Although it pref.:-
to remain neutral in ongoing wars, the Church has considerab .
militarv might and can field small armies fully equipped rv::

modern mechanika and wariacks if need be. Most of this arm=:
might is housed in the Sancteum, but elements of its arser:
may be sent abroad to protect cathedrals or commit to bat:.=-



i:emed vital to the Church's interests. The Church's size and
-..-pe make it difticult for the organization to act quickly or
'.cisir.elr. to intervene in foreign matters, as any action it can
',.e is likely to be opposed b1, somc blanch of its membership.

-:-.' current leader of the Chulch of Morron, is Primarch
:ir.rs, n,ho rarelv lear.es the Sancteum-or even tl-re Archcourt

--,-,ihedral, rvhich is his ecclesiastical seat. Primarch is a lifelong
: .ition, and ner'v primarchs are elevated only after the death
. :ireir predecessors. The1, are selected through a clisplay of

- . ine approval that includes a manifestatior-r of archons
-.:resenting the Host of Morron. This gives the primarch

--.egree of authoritl' rarely for-rnd in other faiths, but each is
- :.etheless a mortal rvho serves as best he can, making the
,:-:cial decisions for this far-flung faith. Primarch Arius has

.c ties to the Cygnaran government, being a mentor and
. :::ondl advisor to King Leto Raelthorne. Because of this, some

:..igners consider him too careful of Cvgnaran interests and
- .-...'d against Morrort'ans of otl-rer nations, especialll. Khador.
': : detractors are vocal but have been largelf ineffective in
--,rging the situation. For thc moment the Church of Morror'r,

'..:rs strongly ir-rvested in the securitv and safety of Cygnar.
-.:-rs is an aged priest, and eventualll'mortalitv rvill claim
- :-.. necessitating ar-rother to take his place.

The primarch is aided in governing the churchby the Exorcleum,

a governing bodv of thirtl,-six leading priests with the lifelong
rank of Exarch rvho manage the majority of day-to-day matters.
While they also convene and dn,ell r,r'ithin the Sancteum, the
exarchs are drarvn from across the Iron Kingdoms and inc'lude

prominent members from Khador, Ord, and the Llaelese

region. Exarchs are appointed b1. the primarch to replace those

who die-or, rarely, those rvho r'vithdrai,v from the post. The

dictates and decrees of the Exordeun are passed to vicars who
are the seniormost priests dr've1ling outside the Sancteum and

r,vho oversee sizable regions called vicarates. Most vicars are

organized into Vicarate Councils, each composed of seven

vicars, rvhich are present in many maior cities, including:
Caspia, Ceryl, Fharin, and Mercir in Cygnar; Meryn'yn in Llael;
Merin in Ord; ar-rd Khardov, Korsk, Ohk, and Skirov in Khador.
Answering to these councils are the prelates and high prelates

r'vho oversee Church business in individr-ral cities and tort,ns,

taking care to ensure m1'riad smaller churches are adeqttatelv
staffed and tending to the faithful. The church also couuts
among its membership hundreds of battle-chaplains, members
of the military in multiple nations who serve as soldiers
lvhile performing church services, tending to the injured, and

providing last rites.

I
*
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THE ENKHEIRIDION AND ITS MYSTERIES
The Enkheiridion is a complex and diffrcult sacred text that
contains the writings of both lvlorrow andThamar accumulated
before their respective ascensions. These ancient books
include many deliberately cryptic passages. The original
Enkheiridion was written in Old Caspian and is kept in the
Archcourt Cathedral of the Sancteum. Immediately after their
ascensions, Thamar's and Morrow's writings were lost. It was

several centuries before they were restored by the woman
who would become Ascendant Angellia, who compiled them
in their present form. Asc. Angellia was also the frrst to copy
and translate the texts into formal Caspian, which at the time
\vas the language preferred by the educated. Modern copies
of the Enkheiridion are copied by hand f rom Angellia's text-
itself a sacred relic-to preserve its complex inscriptions,
notations, illuminated pages, and intricate symbols. In Khador
a similarly precious translation of the original book exists in
Khurzic, translated by Khardic Angellian monks.

Due to the cost to produce these tomes as well as the nature
of the ancient languages, the Enkheiridion is not accessible
io the common layperson. The text is studied by clergy
or university educated scholars. Morrowan priests have

long warned against allowing untrained laity from reading
Thamar's portion of the Enkheiridion in particular, asThamar's
ieachings are considered highly subversive and dangerous to
unprepared minds.

The religious text commonly used by the vast majority of the
:aithf ul is a heavily abridged and translated catechism. Varying

slightly by region, catechisms are written in the common
vernacular tongues, such as Cygnaran, Ordic, Llaelese, or
Khadoran, and are produced by church printing presses. The

most widely available catechisms focus almost exclusively on

Morrow's teachings and include only a select few passages

f rom Tha ma r to h ig h lig ht the Volition. They a lso include tracts
written by later ascendants, particularly Asc. Angellia and

Asc. Rowan. Some catechisms include explanatory notations
by revered theologians.

Different Morrowan sects emphasize different passages of
this holy text or focus on a specific ascendant as a Iens for
understanding Morrow's philosophies. The most widely read

collection of Morrowan doctrine is the Proyers for Bottle,
a tome focusing on Morrow's life as a soldier as well as

lore about the Martial Trinity of Ascendants: Asc. Katrena,

Asc. Solovin, and Asc. Markus. Proyers for Bottle describes
honorabie conduct in warfare and the last rites for those
who die by violence. This book is favored by pious Morrowan
soldiers and is fundamental to martial orders allied to the
Church of Morrow. A less widely distributed collection called

The Flickering Flome is required reading by agents of the 0rder
of Illumination and includes passages by Asc. Corben and

Asc. Solovin but also a large number of Thamarite references,

including tracts by Scion Ekris, Sc. Delesle, and Sc. Nivara in
addition to Thamar herself. This collection is deemed vital to
witch-hunters but is kept within the order lest its contents
encourage the profane cults the order battles.
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, A number of specialized groups and orclers serve the Church.
r Dozens of regional martial ordels exist to protect holy grounds

and cathedrals, one of the most prominent being the Precursor
Knights of Cygnar, members of rvhich sometimes march to
war alongside the Cygnaran Army. The Order of Keeping is a
monastic and reclusive branch interested in the preservation
and protection of the Church's greatest relics and secrets,

and its well-armed and armored knights sometimes serve as

bodyguards for high-ranking priests. The Church has sanction
to root out organized Thamarite sects as well as those practicing
the dark arts of necromancy and infernalism arrd is aided in this
capacitv by the Order of Illumination, a powerful and militant
group of witch-hunters and pious arcanists. The Exordeum
and the primarch are extremely r,,,'ell informed about current
events abroad by their vast network of contacts and informants,
including those stationed in high office. Intelligence gathering
is overseen by the Llaelese Exarch Dargule, one of Primarch
Arius' most trusted confidants.

THE CHURCH
WITHIN THE COMMUNITY
In most of western Immoren, r'vhen a person speaks of going to

church or attending to prayers, it is presumed they are speaking
of Morrowan services. Sma1l churches of Morrorv are numerous
in most cities, excepting those fer'v ton.nships that are exch-rsively

Menite. Generally there is a church or sheltered shrine for every
few hundred Morrowans. In some cases the faithful may be

tended by a pious lay preacher rather than a consecrated member

of the clergy with formal religious tlaining.

Larger and more established churches become centers of their
communities and are among the most impressir.e and well-
built structures in their townships. These are usuallv assigned

at least one ordained priest, along n'ith supporting novices

and pious volunteers who attend to the grounds, cooking, and

other needs. Ordained priests var1, r,r'idelv in temperament
and intelligence, depending on their natural gifts. By and

large priests are literate and well educated, being versed in
Morrowan philosophy, history, law, and extensive studl' of the
Enkheiridion, the sacred text of the faith.

Priests are expected to make themselr.es available to their
congregation to advise them on matters of spirituality and
morality in addition to conducting regular services and

performing significant ceremonies. Funeral rites are deemed

one of the most important and essential of Morrowan services,

particularly in recent years, as the evidence of the misuse of
corpses through necromancy has been on the rise.

Through training and faith, priests can pray to manifest
small miracles, acts of sacred magic that can be a boon to
their community. This includes attending to the injured and

diseased. These efforts are limited; despite the expectations of
the suffering, priests cannot erase all illness or affliction with
the wave of a hand. Morrowan priests following the example of
Asc. Solovin are well versed in the mundane aspects of caring
for the wounded, such as splinting broken bones, binding cuts,

and applying alchemical salves to cleanse wounds and prevent
infection. Such priests can lend their prayers to quicken the

- healing process, but primarily for superficial injuries. In mosttb

cases a body must heal naturally, and particularly glievo'.:.
wounds require extended bed rest even when closely attended b'
the most capable of Morrowan healers. Truly miraculons healin:
requires the direct intervention of the divine, which rare-'
happens and can only be invoked by the most spiritually pote::
pliests when the need is tantamount for the common good. Suc-

great miracles usr-rally come r.vith unpredictable repercussion.
as the raw energy of the divine does not easily manifest on Cae:

A priest does not have the time or ability to attend to er-e:'
injury or complaint among his congregation and must manas=
expectations. In large cities major churches are innndated i:
those seeking assistance, requiring strict policies to mainta::
public order while providing charitable aid. These policies va:'
from church to church and priest to priest, with those emulatin:
Asc. Rowan being the most accommodating to the masse.
Overworked priests may refer petitioners to neighborir:
churches or recommend nearby apothecaries or physicians.

Each commnnity is expected to donate time and fnnds torva::
the upkeep of local churches, although the clergy prefe:.
voluntary donations and does not impose strict tithes-a point,- :

differentiation with Menite temples. Major construction plojec:.
or commissions for significant works of sacred art, stained gla:.
or sculpture are supported by funds drawn from the Sancteu:
treasury, often augmented by sizable donations from sponsorir:
local nobles. Supporting the church is expected of landed noble-
who gain good will among the common people and preferent::
treatment for burial rites and entombment. In regions lvhe:=
Church leaders are actively involved in politics, having ti-=

sympathy of the clergy can be of pragmatic value.

Among the greatest works of architectr.rre in the modern a:=
are the massive cathedrals of the Church of Morrow, four:
in many major cities, with notable examples in the capitals r:
Cygnar, Khador, Old, and Llael. These vary considerablr- ::
style and ornamentation, drawing on the regional cultur;.
rvhere thev stand, but most are intricately ornamented a::
set r,vith gargoyles and other statuary depicting legends frc:
the long history of the faith. The Archcoult Cathedral in il-.
Sancteum-rvhich houses the primarch and the Exordeum-
r'vas built just before the arrival of the Orgoth and is couni-:
a wonder of western Immoren. The construction of cathedra .
and major abbeys are tremendous works, requiring decades :

labor by hundreds of craftsmen and thousands of laborers.

These structures are major attractions for their cities, drarvir:
an influx of pious pilgrims and other visitors, thus supporti::
commerce in the city. Many of these cathedrals preserve rel::.
of the faith, items of great historical and spiritual significan.=
often associated with specific ascendants or notable holy pries:.
Only a handful of relics of Morrow himself exist, and these a:=

preserved either in the Sancteum or in the hidden Diviniu::
the o1d seat of the Morrowan Chr.rrch. The wonders of il-.
Sancteum bring hundreds of thousands of pilgrims to Casr .
every year, along with donations and vows of support. Ma'-:
holidays like the Ascension Feast draw additional worshipe::
pilgrims, and funds.

Smaller churches in remote areas may be more modest, b:--

the Church of Morrow as a whole is an extremelv wealll-
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WITCHCRAFT AND BTACK MAGIC
Witchcraft and black magic are legal terms in the Iron Kingdoms that can be

acted upon by the authorities, particularly the 0rder of Illumination, which has a

mandate given by the Morrowan Church to investigate and persecute offenders. A

witch is defined as an individual who is practicing black magic, a charge that can

carry severe penalties, including execution.

Within the Morrowan Church, black magic and witchcraft have traditionally been

defrned by the primarch and Exordeum. The current standard is any magic used for
the following:

1) Infernalism-the practice of communicating with and negotiating with infernal

entities.

2) Necromancy-the practice of animating the dead, interfering with the immortal
soul, or using magic that draws in whole or in part on the energies released by

death or suffering.

3) Mesmerism-any magic that interferes with free will by forcing a person to make

decisions or actions not their own.

The third category is the most diffrcult to prove or disprove and is consequently
the most rarely utilized in accusations.This definition has sometimes been deemed

inadequate by specifrc sovereigns or other authorities, who have implemented
broader stipulations. For example, during the reign of Vinter Raelthorne IV the

Inquisition in Cygnar created an extremely broad standard for witchcraft that
included anyone born a sorcerer, though there was special dispensation given

to those employed by the Cygnaran military. The Inquisition did not leave these

matters to the Church but conducted its own investigations and was notorious for
its excesses, as virtually anyone could be accused of and executed for witchcraft,
even those incapable of magic.

:::nization. Ranking priests allocate this wealth to broadening
-= :each of the faith through the construction of new temples,

--::res, and cathedrals as well as printing and distributing
-. ::ious texts and fostering charitable works. Considerable
'-rjs are also spent on special branches of the church
-==:..nsible for its protection, including its own well-armed
-- ::ers and groups like the Order of Order of Illumination.
- ::dition to remaining ever vigilant for signs of infernalism,
-= Illuminated Order is also a prime reason the Church has

-.::-:ined free of widespread corruption despite its wealth, for
- ...:s that senior Church officers are subjected to scrutiny and
':::.ar tests of piety. These efforts have largely eliminated self-
-': ,ng pretenders, so while it is possible for priests to be lured
: . :. tl-re rvlong path of the Volition, compromised individuals
-::=,'. reach the upper ranks. Scandals over local priests

:::oting Morrowan philosophies are dealt with swiftly by

-::.inated agents while rumors are quashed by the church
- =::rchr; often with the help of pious nobles.

.: people view the Church of Morrow as a positive,
:t -:-. trlent organization. The criticisms it does receive are most
"-":. ior simply not doing enough. There are many who clamor
- ::e Church to exercise its power to intervene in specific

, -:.:.rns. The Church has a history of neutrality in times of

war, rarely participating in the conflicts
except to defend its holy sites. Regional
biases are nevertheless inevitable,
which has sometimes threatened the

cohesiveness of the church leadership.
Ranking members of the clergy are

eager to avoid a schism, but the divide
between the northern and southern
church is expanding.

While unified by a single hierarchy, the

Morror,r'an faith is far from homogenous,

differing considerably by region and

particularly by nation. These distinctions
can be seen at every Ievel, from church
architecture to worship rites and holy
days. Such differences can cause friction
between the faithful of different sects,

but they illustrate an essential part of
the Morrowan philosophy.

ASCENDANTS AND
ARCHONS OF MORROW
Caught up in the trials and tribulations
of ordinary life, most who follow
the faiths of Morrow and Thamar-
even exceptionally pious priests who
give their lives to worship-have no

expectation of ascending themselves.

In the centuries that followed the
Twins' lives, however, some exceptional
few rose to prominence and paved
their own paths to ascension. Those

associated with Morrow are known
as ascendants and are revered as

rhamar a re calle d,., J:] :::15r0fi?,tn;: ji'"T^:i;:il:
that spread corruption to mortai minds, yet to Thamarites
honored as singularly holy and proof of the myriad routes to
enlightenment. These beings are not treated as gods by either
faith, being subordinate to Morrow or Thamar, but are vital
intermediaries with the divine.

After ascension, each individual became part of the religious
canon, held as examples to demonstrate the vastly different
ways in which both Morrow's and Thamar's teachings could be

interpreted. The rise of a new ascendant or scion is a major and

exceptionally lare historical and theological event. Each of the
spectacular miracles by which the ascendants have transformed
into divinity has demonstrated the proof of Morrow's teachings
and provided an ideal toward which the pious strive. Scions

are seen by Morrowans as proof that the dark twin continnes to
exert her own insidious influence on the world.

The ascendants play a vital role in Morrowan worship, and
many individual churches and cathedrals are dedicated to one
or more of them. Most Morrowans see them as approachable
and comprehensible examples of their faith. The ascendants
are thought to hear prayers closely tied to their spheres
of influence and on extremely rare occasions have even
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MBOTS AND PATRONAGES OF THE ASCENDANTS OF MORRO\M
In addition to their use as ascendant talismans, the symbols of the ascendants are sometimes imprinted, embossed, or
engraved on items associated with their areas of patronage. Religious books bear on their spines the symbol of Asc. Angellia.
Asc. Corben's symbol can be found on alchemical formulae. Battlefield hospital tents or rooms set aside to attend the sick or
dying bear Asc. Solovin's mark. Asc. Markus'symbol is found on keystones of city arches and gates, Asc. Doleth's symbol is
branded into the prows of ships, and Asc. Gordenn's symbol is affixed to the hafts of farming implements. Asc. Katrena's symbol
is engraved on the arms or inside the armor of nobility and protectors of the church. Bank documents and other contractual
papers often include the symbol of Asc. Shevann.

Asc. Angellia (f) ascended 1027 BR

Patron of history, lore, and the written word

Prodigious Rynnish scholar, historian, and
linguist. Wrote the definitive history of western

Immoren up to her time. Recovered the lost Enkheiridion and

wrote its definitive notated translation.

Asc. Corben (m) ascended 102 AR

Patron of alchemy, astronomy, and the arcane

Notable arcanist who advanced astronomy,
mechanika, and alchemy. Cured Rip Lung

plague. Ascension seen as sign of Morrow's endorsement of
arcanists who apply their powers to good works.

Asc. Doleth (m) ascended 1411 BR

Patron of sailors, boatmen, and frshermen

Fisherman on the western coast. Followed
quiet, solitary path toward enlightenment.

Meditated on Morrow's teachings while at sea. Selflessly
rescued victims of shipwrecks amid storms of the Meredius.

dangerous era. Spread teachings of Morrow to farthest
: corners of continent. Proselytizing ensured rapid spread of

. the faith. Performed charitable works where Menite temples
r,had turned a blind eye to suffering.

Asc. Gordenn (m) ascended 812 BR

Patron of farmers and family

Monk and farmer devoted to alleviating
suffering during Time of the Long Sun, a

H -oa'1*- Asc. Ellena (f) ascended 1590 BR

;t djlffi Patron of pilgrims, proselytizers, travelers, and

e{!ffffif messenqers
c #,W'rrErtrFF'*ffiry Conducted pilgrimages in a particularly

/ffir. Asc. Markus (m) ascended 305 AR

ffin Patron of soidiers and citv watchmen

W :;'; :,#it T. J:;..' ;: l: J :?',',i',, ::1':1
Midfast by challenging its fourteen chiefs to a series of duels.
Died and ascended as the siege was lifted.

dh Asc. Rowan (f) ascended 289 BR

Patron of the Door and downtrodden

ffi6p LiveC during height of the Occupation.-!W Renounced all material wealth and spent her
life alleviating the suffering of the enslaved Immorese.
Achieved enlightenment through self-sacrifice.

4m.., Asc. Shevann (f) ascended 500 AR

ffi Patron of merchants, oratory, and conciliation

W*d;fl Most recent ascendant. Negotiated peace wrth

W the Sul-Menites after the cygnaran civil war.
Considered patron ascendant of Caspia.

@ ;Hil *#*{l':ii;1:":Tffi ,-
on Caen through craft. Revolutionized sacred architecture
with Archcourt Cathedral and other buildings in the
Sa ncteu m.

Asc. Solovin (m) ascended 1253 BR

Patron of healers, battle-chaplains, and

midwives

Sold ier
countless battlefields
affi liations. Sacrifi ced

and priest from Thuria who visited
to treat wounded regardless of theirr
himself to destroy Scion Remel. ,

,horrible drought. Credited with countless miracles, such as

lurning barren farmlands fertile and calling down rainfalls.
'Saved thousands from starvation.

Asc. Katrena (f) ascended 1810 BR

Patron of valor, knighthood, and nobility

the Menite Purging.0ne of the first and greatest

ers of Morrowan faith. Died from wounds suffered in
with Menites defending one of the frrst primarchs.



::ranifested on Caen to lend their aid through visions or more
:'.'ert displays of holy power.

i:ch ascendant has a history, a distinct philosophy, and
:.sociated rites and prayers. The remains and possessions

--: each ascendant are holy relics that are preserved and
.:rsplayed at various major cathedrals and monasteries. Most

-:' these are reputed to possess miraculous properties and

:€rve as conduits for the divine. Occasionally a revered priest
ill receive similar treatment after death. Each of primarchs

:in Vorrow after death, transfigured into special messengers

::lled archons. Their remains are preserved in the catacombs

:elou. the Archconrt Cathedral, contributing to the holiness of
-::s most sacred ground.

r-:cendants and archons are reputed to sometimes manifest

:eiore chosen faithful to deliver signs and portents from
',1.rrrorv, the Prophet. These manifestations are sometimes
:::nslated into cryptic prophecies, the meaning of which
; studied and interpreted by theologians. A11 witnessed
:::nifestations of ascendants and archons are preserved and
::;orded in chr,rrch records and are frequently the subject of
:=-rgious art and sculpture.

l-.e faithful sometimes feel a closer relationship with their
:::ron ascendant or ascendants than with Morrow himself and

;:end much of their time in prayer addressing this patron. It is
: rmon for Morrowans to keep splritual tokens on their person,

:---:t commonly a necklace bearing the Radiance of Morrow
- ::ther with coin-like talismans representing ascendants.

-::se vary in detail and quality. The finest of these talismans
;:= minted in the Sancteum and sold to pilgrims who visit the
r:-'.' cit)'. Even the less pious will often superstitiously pray to
.: :-ame an ascendant when engaged in a difficult task related
'- :heir areas of patronage. A physician cleansing a difficult

:rnd might mutter a prayer to Asc. Solovin, for example.

THAMARITE CUTTS
,-:ie Morrow has become the

:,.: prominent deity of the Iron
n ::doms, the cults devoted to his
, ::- sister Thamar exist in relative
:.:uritli a fact her adherents prefer.

, =-:ite this, the teachings of Thamar
-.. 

= had tremendons impact on the
r ::.rn'an faith, forming a conceptual

-:.:erpoint by which their beliefs

--: norality are defined. To adhere
t.:!rrro\v's path one must reject Thamar's, and vice versa.

-:::.ar has had just as profound an impact on the thinking
- -: :hilosophies of mankind as her brother, but her legacy is
,'- ,:r shadow since Thamar's faith is inherently subversive

- -: :. associated with the darker aspects of human nature.

*-: 
,rrnC€pt of transgression as a gateway to enlightenment is

'- -::mentai to Thamarite belief. For this and other reasons, this
: -: las ah,l'ays been relegated to cult status, and its adherents

-.-, _:ih feared and loathed by the dominant religions. Those
- :rull understand Thamarite philosophy know there are

*-,-'. :oads to unlocking one's owninner potential, some subtler

than others. Thamar is seen by her faithful as the goddess of

knowledge in all forms. She is a champion of the downtrodden,
the outcast, the vengeful, and the iconoclastic. She is a goddess

of freedom, self-expression, and perseverance. Those drawn to
her darker aspects for their own sake or who use their faith as

an excuse to justify atrocious deeds are biind to her true path.

Besides the nefarious villains among her faithful there have also

been heroes advocating the liberation and freedom of the spirit.
When it has suited their ends, Thamarites have even shown a

willingness to come to the defense of pious Morrowans.

The relationship between Morrow and Thamar and their
respective paths is complicated and difficult to quantify even

for theologians. On one hand, Morrowan doctrine suggests it is

natural and inevitable that some people will choose the "dalk
path of Thamar" when confronted with the Volition' Church
doctrine suggests these people are to be pitied and treated

humanell', advising that those who have taken this turn might
be set back on the path of light. The Church of Morrow makes

a significant distinction between those who have unknowingly
fallen under Thamar's sway and those who outright worship
the goddess, forsaking all other faiths. Those who act from
selfish or misguided desiles but who have not actually devoted

themselves to the Dark Twin can be redeemed, while those who
have sworn allegiance to Thamar are enemies of the faith'

There is a broad spectrum of people labeled Thamarites, among

them many who do not actively worship the goddess or her

scions. The Church of Morrow has sometimes placed emphasis

on "unknowing worship" as a proof of Thamar's corruptive
influence seeping into a community and to frighten the wayward
back to lives of rectitude. Anyone prone to pursuing vices can

be subject to this scrutinl', and this has 1ed to persecution by

groups like the Order of Illumination, ivhich is charged with
rooting out Thamarite cu1ts.

Even as Morrow and his ascendants look after those who are

kind and generous, Thamar is thought to watch over and lend
aid to the wicked. Those raised in Morrowan communities
who turn to lives of crime may seek Thamar's benevolence,

knowing Morrow would not accept them. This is particularly
true for those contemplating imminent death and an uncertain
afterlife. Thamar's followers encourage this, supporting
the notion that Morrow's faith is judgmental while Thamar
is welcoming. Her worship finds the warmest welcome in
underworld and criminal circles, where her teachings most

easily take root.

Nearly all acts of transgt'ession, crime, and pathos are seen as

the purview of Thamar. For Thamarites morality itself is an

enslavement of the spirit. Acts of crime and rebellion for their
own sake are hollow in the goddess' eyes, however. Thamar and
her follon'ers find enlightenment only in unshackled spirit and
the triumph of the individual over the many. She is the Patron
not of selfishness but of self-accompiishment.

While the broad persecution of Thamarites may seem unjust
at times, the septs of Thamar do include many genuinely
dangerous and insidious individuals. To those who follow the
dark goddess, nothing is forbidden.
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THE MANY PATHS
In life Thamar had a strong fascination for the occult and

ardently pursued alcane lore at a time n'hen such powers were
almost unknown. Delving into these mattels was key to her
ascension. She pieced togethel an occult alphabet called Telgesh

that is related to the alcane alphabets used by all arcanists ir"r

western Immoren who shape reality by force of r,r'ill and that is
believed to be fundamental to neclomancy. She also obscul'ed
knor,rdedge of her orvn path by placing enigmas and ridclles in her
writings, intending her follon ers activel)' pursue enlightenmer"rt

their orvn rvay Indeed, this need to rvork tl-rrough the tortuous
philosophical conundrums to understand the secrets of realitv is
a central tenet of Thamarite faith.

According to Thamar's r'vords, every path to ascension is
diffelent and every worshipel must find his orvn interpretation
of her teachings. Some beliefs and aspects of her faith have

been codified over time, however', and like-minded rvorshipers
drawn to a particular aspect of the goddess mav form septs.

Most often a sept is a small group, trut the most prominent septs

contain hundreds or even thousands of n'orsl-ripers scattered

across n'estern Immoren. Some argue that banding together in
this way is inherently antithetical to Thamar's teachings, but
the scions who have ascended prove that some paths are more
viable than others. Septs are a mealls for Thamarites to work
together toward common euds aud to share insights, lore, and
rituals. Several of the largest septs are dedicated to specific areas

of forbidden knor.vledge, such as necromancy or infelnalism.

Thamarites reject the term "priest" for those rvho study the
goddess, preferring to call themselves advocates. At the heart

of the most lasting septs are adr.ocates of an intellectual
inclination who seek to better themselr,es b)' understanding
Thamar's philosophies and acting upon the goddess' words

and the examples of her scions. There is no single organization
that unites all the divergent Thamarite advocates, although
some of the larger septs have established hielarchies and

rules. Thamar's symbol, called the Ternion Brand, is adopted
by dedicated followers as a sign of their commitment. It is
sometimes displayed openly in defiance of authorities but more
often is kept hidden.

Thamarite advocates do not usually channel her porver through
prayer like priests of other faiths; rvhile dark miracles have

been known to manifest when her name or those of the scions

are invoked, this is exceedingly rare. Most believe the best way
to gain power over reality is to master the alcane alts. Thamar
is the goddess of magic as lvell as knorvledge, as it was she

who bestowed the Gift on humanity. Arcane practitioners are

thought to carry forward the mystical work Thamar began

before her ascension. No arcane path is forbidden to Thamarite

worshipers, at least in theory. Necromancy in particular has

been embraced as one of the oldest and most primal of arcane

arts, inextricably linked to life, death, and the power of the
immortal sou1.

The Church of Morrow brands all Thamarites malefactors,
a term conveying the belief they are irredeemably profane.
Thamarites are viewed as a major threat, an enemy of
civilization itself. They are actively persecuted by both Menites
and Morrowans. The Church of Morrow's belief in the Volition

extends mercv only to those lvho unknor,r'ingly walk the d::'
path and can be brought back to the light; those who consciou.'
choose to explore Thamar's teachings are deemed r,r,orse ti-.,-
damned. ln most rrations the Church of Morrow is larrfu-
empowered to capture, intelrogate, and sit in judgment o'..-
Thamarite malefactors. For these reasons most Thamarites s--,
to hide theil religious beliefs, particularly in regions n here :--.

Church of Morrow is prominent. Thamarites with positior. -

society pretend to be Morlowans, at least to a minimal de.::--
attending church services and keeping Morrowan iconogra:'
prominently on their persons.

The most pious followers of Thamar keep a small, secret sh:-:.
for worship. This usually includes a small metal or clay statu.
Thamar and possibly a second smaller statue representing --:.
or more of the sciorrs. Due the secrecy of Thamarite rvorsi-:
open funeral services are rare. More often, Thamarites :-.
buried in Morrowan ceremonies.

SCIONS OF THAMAR
Even as Morrow has saint-like ascendants, there have bee: -

number of individuals who have ascended to a higher stat=

being at the moment of death by heeding Thamar's teach;::-
and seeking their own distinct paths. In keeping with :-,-

iconoclasm endorsed by this faith, these individuals h. -

often been branded by history as notorious criminals :-.:
madmen, as infamous as Morror'r"s ascendants are reverec. -
the Morrowan majority the list of scions is a roster of villa::-
while to Thamarites it represents the infinite wavs in n'hic: :-

INFERNALISM AND
THAAAARITE ARCANISTS

The Thamarite faith has a complicated attitude toward
the practice of infernalism. According to Thamarite
teachings, all routes to power are acceptable. This
would seem to endorse seeking infernal fonts of arcane
knowledge and empowerment. Certainly most of western
Immoren's experts on infernalism are Thamarites who
have studied and accumulated considerable lore about
these beings, including the names and titles of many.

Scion Ekris is reputed to have had dealings with infernals,
and the very Gift of Magic may be rooted in contact
between Thamar and the greatest infernal powers.

However, mostThamarites do not endorse contact with
or arrangements with infernals. Infernals ultimately seek
to enslave mortal souls and are exceptionally intelligent
and manipulative besides being immortal. Thamarites
are expected to keep their souls free from entanglements
and enter Urcaen after death unfettered by the Mark
infernals place on those who have bargained with them.
Maintaining the upper hand with these powers over an

extended period of time is nearly impossible for most
mortals, even the most learned Thamarites.
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SYMBOTS AND PATRONAGES OF THE SCIONS OF THAAAAR
It is quite rare to frnd the symbols of theThamarite scions on anything other than a small coin-like talisman a worshiper may

carry for luck or to use in prayer.These symbols are sometimes used in underworld circles as markings to designate access to
areas utilized as safe houses or meeting places, such as hidden shrines.

Outlaw and grave robber
Orgoth rule defying their laws and evading

Desecrated Morrdhic, Rhulic, and Orgoth

occult lore.

Sc. Aidan (m) ascended 344 BR

Patron of thieves, relic seekers,

and the hunted

Sc, Lukas (m) ascended 995 BR

Patron of the depraved, the mad, and the
visiona ry

Sadistic hunter and killer, least understood of,

the scions. Sought immortality through a legacy of horror

by murdering and torturing hundreds, including Morrowan
priests. Chose victims based on prophetic visions and

dreams. Feared even by Thamarites.

Sc, Nivara (f) ascended 25 AR

Patron of arcanists, artificers, and teachers

Most influential arcanist of the early Rebellion.
Kerwin's true successor, who innovated use

of arcane power in war. Her rune-inscribed puzzles laid the
foundation for the cerebral matrix.

Sc. Remel (m)

Pscended 1/00 BR, destroyed 1253 BR

no current patronages

Ancient scion noted in Morrowan records as

Solovin. Most moderndestroyed during the ascension of
Thamarites disavow his existence.

Sc. Roth (m) ascended 687 BR

Patron of bandits, mercenaries, and outcast
so ld iers

Bandit lord who carved out a fiefdom along the

Dragon'sTongue River leading an army of cutthroats. Displayed

brilliant tactics when he was almost victorious against three
vastly superior armies in the Battle of Roth's Stand.

Sc. Stacia (f) ascended 421 AR

Patron of arsonists, revenge, and the
persecuted

Sorceress of tremendous power branded a

witch and sentenced to death. Defied authorities in Mercir,
where she obliterated every arcanist in the area and
consumed three-quarters of the city in an inferno.

who undermined
those hunting him.

tombs to acquire

@;;;il**#h;;:;:*
vice and laid foundation for Five Fingers to become a free
haven of crime, manipulating 0rd and Cygnar to do so.

€i',{r* ;""'1,..,,.
temples and priesthood in the early Thousand Cities Era.

Desecrated burial grounds and animated the dead to make
y/ar on Menites. Shielded Morrowan communities from
scrutators during the Menite Purging.

Sc. Drayce (m) ascended 1400 BR

Patron of Iiars, politicians, and pleasure

seekers

Most charismatic and subtle of Thamar's scions.
Influential leader, master of human weakness, singularly
ruthless and manipulative politician, and notorious hedonist.
The full scope of his influence was not realized until long
after his ascension.

gkffiffim-m;
determined Telgesh glyphs derived from Morrdh. Expanded
early mystical writings of Thamar. Made pacts with infernals
io extend his life and complete enlightenment.

*fltxi:::ffi:1:;: ,
Primarch Lorichias in the Divinium. Her actions and ascension
rvere witnessed by a Menite delegation. This eventually
ended the Menite Purging, allowing Morrowans and Menites
to coexist.



IN THE IRON KINGDOMS

individual soul can cast aside its limits to transcend mortality.
These ascensions have been infrequent but spectacular events.

The scions are thought to hear prayers closel1. tied to their
spheres of influence, and records of the Church of Morror.r'
relate incidents where scions have n'orked through mortal
intermediaries by bestorving visions or outright possessing
them and manifesting remalkable powels. On extremely rare
occasions they have manifested on Caen for direct intervention.
Each scion is associated r.vith a unique patlr to ascension, a

distinct philosophl', and associated p1aye1s. The remains
and possessions of each scion are relics that are preserved in
secret places by the most powerful of Thamar's septs. They are
reputed to possess miraculous properties and serve as conduits
for the divir"re.

THE MENITE TEMPLE
While the Menite re'ligion played a central
role in the rise of human civilization, this
ancient faith has been on the decline for
centuries. Onlv in the Protectorate of
Menoth are Menites the overwhelming
majority, as that strict theocracy was
established specificall), to restore the

faith to prominence. In the Protectorate life is quite different
than anywhere else in the Iron Kingdoms, as religion is an
inextricable part of life. The Sul-Menites of the Protectorate
claim to have restored the old traditions of their faith, but in
many respects their society is unique and does not resemble

that of ancient times. The priest caste is in absolute control of the
government, with the temple's hierarchy filling the positions
held by the nobility in other kingdoms. The leader of the
temple is also the head of state, a position presently occupied
by Hierarch Severius, a formidable scrutator who leads armies
of the faithful to war. The Protectorate's army is simply an
extension of the temple, and its clergy also enforce the law.

Sacred rites and rituals pervade all aspects of life, and these,

too, require the guiding hand of priests. Though not all people

who live in the Protectorate are equally pious, all are affected
by religion daily in countless ways. The har dship of r't'orking the
barren lands east of the Black River only amplifies the pravers

of the faithful who look to Menoth to improve their lives and

shelter them in the afterlife. For the poor, the promise of Urcaen
has more appeal than daily existence, which lends greater fervor
to prayer. The best chance many have to improve their standing
is to serve the temple more actively and directll', such as bv
joining the Temple Flameguard that serves as the Protectorate's

citizen militia or by aspiring to other temple positions.

As a matter of course every Menite in the Protectorate is aware
they may have to take up arms to defend the faith. They each

know to whom they must report should the call to arms be

given, and there are weapons stashes in most communities for
this eventuality. The prospect of war and crusade is a real fact

to every Menite in this nation, since they believe themselves to

be the last bastions of their faith, a religion that has been under
constant attack by the godless for centuries. This attitude stands
in contrast with that of Menites in other kingdoms, who have had
to learn to live alongside their countrvmen of other faiths.

Unlike the Church of Morrorv, the "Temple of Menoth" is nc: -

single organization, but many. The Sul-Menite temple is disti: --

from the Old Faith of Khador, and independent temples e'..:.
in both Ord and Cygnar with no connection to these grou:-
While this may change in the course of the Sul-Menite crusac= -

at present the Menites do not share a hierarchy.

This has become a topic ofheated debate after one of the n::-
momentous spiritual events in the last decade-the appeara: ::
of the Harbinger of Menoth in 603 AR. This 1.oung \\,oman :, -

conduit for the divine and can speak n'ith the rvords of !Ier:-: -

himself as she channels miracles on Caen. Her arrival i:-
set'ved to spark a call Menites from all over nestern Immt:.-
to the Protectorate tlren to ignite the Great Crusade, reiniorc:: -
the Sul-Menite claim to being the true successors of Meno:,- -

chosen people on Caen. Word of the Harbinger's existc:-,
sent shockrvaves through Menite communities in o:,:. -

kingdoms. In addition to an initial r'ush of converts r,r'ho.:-
theil communities to join the Protectorate, the Harbinger i'--
been the cause of ongoing dissent within Menite commun:: .
as spiritual leaders tr1'to reconcile their beliefs rvith this c-=:'
sign of divine favor.

MENITES TIVING
AS A MINORITY FAITH
Menites are a significant minority across the Iron Kingdo: -

where they conduct their lives much the same wa)'as:l-. -

neighbors except on days of worship, when they at:.::
their temp'les. Most Menites carry a small Menofix, a svr:--
representing their god as well as the creation of huma::
Menites are generally hard rvorkers, as their faith empha.,-..
diligence; the most pious among them eschew sloth and =.
indulgence. They are not often found in taverns, gamb-::-
halls, or other common places of entertainment. Because of ::
thev mal' be r.ierved as insular, humorless, and disapprovin: :
Morrolr,an neighbors, who will admit they are also serious :-:
productive in their chosen trades. Menites in turn disappro.. =

the indolent lifestyles they believe to be rife among Morror.,':' -

Small daill' friction sometimes masks religious tensions 1'. ----
beloi.v the surface, and relations between these faiths i:
become increasingly strained. In large communities, incic.:-:-
of religion-inspired violence are not uncommon.

Of the kirrgdoms, Cygnar has the smallest proportior-
Menites compared to the rest of its population. The en; '

the Cygnaran Civil War saw the majority of Menite fan'.: ,-
emigrate to the newly created Protectorate of Menoth, anci :
small Menite communities persist in Cygnar. The Protector.::.
crusades have greatly escalated tensions between Morro',..:-
and Menites in this kingdom, particularly in the east. .-..
situation has not been helped by Protectorate mission::.:.
and agents looking to infiltrate Menite communities to con .-
those citizens to their cause. Many remaining Menites ch--'--"
to worship in secret, although there are no laws forbidding :-:. :-

beliefs and old Menite temples and shrines stand in most c-:.-r'

and towns. Such secrecy is particularly widespread ar:---r:
Menites enlisted in the Cygnaran Army. Anti-Menite senti::='-r
is not endorsed by the Cygnaran government or rar.. --
military officers, but as a matter of widespread and pen':: .
antipathy it is difficult to address.



-r. Ord, Llael, and Khac-lor there are sizable and respected
'.Ir'rrite communities lvith deep roots. Yct everr here the spread
: the Protectolate's crusades has had an impact. In lvar-tom

::qions, the loyalties oi strch cornrnunities mav be calle.d into
:-restion, particularlv since the appeal'ance of the H.rrbinger.
:-',r.rl frorn the front lines, Menites live in relatir.e pe'ace. ancl

. 'pperation rvith the Morron'an rnajoritl.. Khador is notable for
-.-,r'ing a patticr,rlarly large Menite populatior-r, most belongint

a sect calle.d the Old Faith, rvhich did not sr-rffer as gre.at of
-reclirre as other Menite sects duling the Orgoth Occupation.
'..rL- are man\. exclusivelt' Menite conrmunities in Kl-rador as

.il as cities nhere thet'r'epresent a substantial segrncnt oi the
: lulatiou. The OId Faith has the lalgest organizeci hieralchv

: :nv Menite sect in rvestern ImrnoLen or.rtside the Plote'ctorate
: \lerroth but lacks centralizcd leadership. lts lanking visgoths
.' scattered and focused on atterrding to the temples in tl-reir

-.-'-.ective regions. Belon' the visgoths are influential priests
. .-cr1 sovelcigns r'r.ho o\/ersee irrdividual temples.

:.:1ite comrrunities r-rslrallv demonstlate higher levels of general
. .:.. than Morron'an ones, perhaps due to strict uplrrir-rgine and
-- :e consistent traditions of teaching lcligior,rs doctline to the

-:;-rg. Even the less pious prefer'lives oi discipline and adhele.nce

:::e rnle oi larv. Mant'Menites adapt readilv to militaly sen.ice
- - .rcquit tl-rer-r-rselves adrnilablri n'ith carccr soldicr-ir-rg being a

' -:r'cted proiession. Merrite cornmur-ritics plcier to self:-goveln
--:e possible, adhering to the dictates of the Canon of tlre Tlue

.. . their core religior,rs doctrine. Originallr' inscribcd on the

. r:s of Ancient Icthier, this ancient text has been tr.rnslated
- -- interpreted numerous times. The most rvidelr' uscd Old

::'. tr'.rnscription of the Canon dift'ers florn the onc used bv
- -\lerritcs irr impoltant respects, particularlv in lts explanation

.:'.: autholity' oi the priesthood.

.,\ENITE PRIESTS AND SCRUTATORS
- :'-:qhout Menite cornmunities, the masked pricsts oi the

:;rer are r.ien'ed as legal authorities, althoush those
:-:t-le the Protectolate must obey the lan's of the kingcloms
.:-: thev reside. In communities in n'hich Menitcs have

' ::ght to sclf-rule, therc alc ttvo castes of clergr': priests,
:rc.rch, teach doctrirre, alld Ieac'l re'ligious serviccs; and

'- :.rtL)rs, n'ho serve as judges and exccr-rtioners among their
-' .'. In arcas n'hele the Mcnite faith is particularl\,strong,

' --,'-rthtuitv of the scrutators over Mcnite citizcrrs is all
-:-..olute and lale'h' challe.nged. Onlv in the Protcctorate
l.noth, n'here Menites are the overn'helming r-n.rjoritr',
.'. cr, rloes a true theocracv exist.

1=rritcs attend tenrple on dat's of n,orship, u'ith exceptions
.' ,rh for those n'ho are severelv ill, attcnding to othcr tenrple
- '-:>., ()r otherrvise lc.gitir-r-ratelv nn.tvail;rble. According to

:-: l.rir, Menites are also reclnired to donate ouc-tcnth of
- ..,.:r'lv earnings to tl-rc' ternple. Failulcs to attend religious
-:: (rr pc1\' tithes arc crimes arrd sllbject to punishments

- .-:ir:Llr(rtc n'ith the severitv of the ir-rfraction. Thc abilitr. of
.:-.'-.lc to erriorcc this r,.rlies considcralrhi but the scmt;rtors
: -- Knights Exernplar n'ho serve them often take.rn active
- errforcing temple lalr; even if such measurcs are not

. ::cr1 bv secular lan'. In most cases go\iL.t'nrrrent ofiicials are
:..::r ro interfere iu thc internal affairs of these comnruuities.

PROTECTORS
OF THE TEMPTE

Menite temples and clergy are protected by warriors
of the faith who patrol holy grounds and escort the
masked priests on their duties. Outside the Protectorate,
citizen worshipers are charged with the defense of their
temples.These groups are more similar to militia than to
the disciplined and drilled soldiers of the Protectorate's
Temple Flameguard.

The most elite warriors of the faith are the sworn Knights
Exemplar and paladins of the Order of the Wall, who

have devoted their lives to temple service. All Exemplars

heed a code of absolute obedience to the Menite priest

caste, while paladins seek to protect the faithful from
external threats. These knights are highly skilled in

martial disciplines and are partlcularly stalwart temple.

MENITE ATTITUDES TOWARD OUTSIDERS
Reeardless of theil specific sect, lnost Menites do rrot understand
hon' those of other faiths can easih' separate spiritual matters
from dailr'1ife. Menites often find it r-rncor-rscionable that so man\/

pe'ople.have ioresn,orn theil Cleator to borv to another god. To

a Menite the giits that humanitv possesses derive irom Me'r-roth

.rlone and shor-rld not be squandelecl. In the centuries beiore
the' Orgoth, rvhen the Menites n'ere the majoritl., Morron'ans
rvere forced to heerl the Tme Lau', including paving tithes and
.rttencling templc, .rrrd traditionalists among the Menites vearn
fol their temple to return to such prominence.

Menite communities outside the Plotectorate nrust grudginglr-
accept Morron,aus Lrut are not tolerant of other faiths. Menites see

the Devour er Wulm as the ancient foe of thc.ir god and its cultists
ars cieservirrg of violcnt extelmirration. This is onc area n,ltcre
Morron'ans anc-l \rlenites funrlamerrtalh' asree. Historicallr;
Menite confnsior-t aLror-rt the distinction betn'ccn Dhunia ancl the
Dcvouter Wnlm hirs plomptec-l violence agairrst tlollkin, ogrun,
artd gobl.el tlil.es a> rr ell.

Similarll; nrost \4enites arc uucomfortablc- rvith the arc.rrre.

Merrites see tl-rc spread of the Gift as an affront to thc Cleator Lrv

MoLLort' and Tharmar. As a corrscquence, thosc'trorn rvith stlong
arc.rnc abilities n'ithin Merrite comtr-runities liave difficultv
cot-uing to srips n'ith their po\\'ers, sometilncs denvirrg tlrcm
outlight. Others ieel cornpelled to purifv ther.nselves through
ritual and prayer. ln temote Mer-rite communities, local priests
har.e been knorvn to put to dcath t'oung childr:en manifestir-rg
sol'ccr\,. In thc Plotectolatr' of Menoth, thc onlv sanctioned
arcanc practitiorrcls are those Lrelonging to tl-re Vassals of
Mcnoth. This group performs n,orks i,ital to thc Sul-Menite n,;rr
eiiolt, but its arcanists are kept under constarrt superr.ision ancl

arc tleated akin to indentuled servants oi tht state, enjoving
onlv limited freedom.
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OTHER FAITHS
While Morrow and Menoth are the most pervasive religions in
the Iron Kingdoms, a number of other faiths exist, especially
among the other races that call tvestern Immoren home. The
degree of awareness that humans have of other religions varies
but is usually limited. Most people in western Immoren are
aware that Iosans, Nyss, Rhulfolk, trollkin, ogrun, and gobbers
have their own faiths but are rarely interested in the particulars.

The primary exceptions to general acceptance of other faiths
are the cults of the Devourer Wurm that have long been seen as

an enemies of civilization.

CUf,T OF CYRISS
Despite the relatively recent discovery
of the goddess Cyriss, her following has
spread rapidly among the members of
specialized technical fields, including
astlonom)', mathematics, engineering,
and mechanika. Her faith has
adherents at most major universities,

observatories, and machine shops.

The worshipers of the Clockr'r'ork Goddess have yet to experience
much persecution. They are fortunate to have risen to prominence
in an age when the more tolerant \4orron'an faith holds the
majority. Furthermore, its adherents have no longstanding
animosities and few religious rivals. Unlike Thamarite and
Devourer cults, they are not associated \vith black magic or
unwholesome rites. In certain areas of C1'gnar the rvorship of
Cyriss has even gained nominal acceptance, and the Crown has

\sanctioned 
the construction of a large temple to Cyriss in Caspia.

Most followers of the Maiden of Gears r,r'orship discreetly,
reluctant to identify themselves as believers to outsiders. They
quietly practice their faith by engaging in scientific pursuits,
working on mathematical theory, crafting intricate pieces of
machinery or mechanika, studying astronom)', or deciphering
codes and enigmas. Members may carry a small token of their
belief to identify themselves to one anothet such as a pendant
inscribed with her symbol amid interlocking gears. While this
faith is not actively persecuted, many Menites and Morrowans
view its members with suspicion. Rumors among them suggest

inner cabals that practice peculiar rites related to the celestial
cycles. These cults are said to have built sizable hidden temples
across western Immoren, each filled with a dizzying array of
wondrous machinery and protected by automated guardians.
Some even whisper that high-ranking priests of Cyriss can
transfer their souls into machine bodies to attain immortality.

That the cult possesses different layers of membership is true.
Those who prove their loyalty and impress ranking priests
with their intelligence and skill may eventually earn access

to the cult's inner workings. With its own distinct beliefs,
goals, and purposes, this group is almost a different faith,
its members separate from the worshipers who simply revere
Cyriss as a patron.

CUIIS OF THE
DEVOURER V/URM
Cults of the Devourer Wurm are consider-:
dangerous and worthy of expunction bv bc:,-
Menites and pious Morrowans. Adherent. :

the Beast of All Shapes can be found amo::
barbaric humans, bogrin, trollkin, a::
several other wild races, although ther' ::=

fewer in number in the modern era. The Devourer-worshipi- :
Molgur, which included many of these races, Ieft a legacr' -:
fear that lingers still.

With the memory of Devourer-worshipping barbaria:.
engendering such strong antipathy, it is no coincidence ti:-
most Devourer cults exist on the fringes of civilization ::
deep within the untamed wilderness. With few exceptio:.
these cults are isolated, have no shared religious accord, a::
demonstrate a wide variety of rites and rituals. Each De'r'ou:=-
cult has its own customs, adornments, and depictions of -:-
multifaceted god. The so-called Beast of All Shapes has t'e.-
portrayed countless ways, most often as a predatory totei: -

animal such as a wolf, serpent, bear, eagle, or shark. There ;:.
also groups that worship the Wurm under another name. \1a:
gatorman tribes worship an entity called Kossk, described :.
a primal alligator or gatorman with a voracious appetite, :--
instance; blackclads of the Circle Orboros consider this anoti.-
aspect of the Wurm rather than a distinct entity.

Human worship of the Wurm was still practiced by 1a::.
numbers as recently as 305 AR, which marked the last gre.-
gathering of uncivilized human tribes from northern Khac:-
These tribes endured massive casualties and conversir:-
during and after the Siege of Midfast and never recovered th: -

numbers. Remnants of these people and similar tribes per.:.

While the Cult of Cyriss has avoided clashes with the
majority religions, its inner cabal has been at odds with
another secretive organization in western Immoren:
the Circle Orboros. Both groups believe in geomantic
occult principles and seek to tap into flows of natural
energy at significant geographical sites. This includes
the mouths of major rivers but also other waterways,
lakes, mountain ranges, and more remote locations.
Competition to secure these sites is sometimes violent,
particularly as the methods of these two groups are
diametrically opposed. Although such battles are usually
small and in remote areas, occasionally they have spilled
over to affect nearby communities. In recent decades
a third cabal has joined in the battles over these sites:
a radical Iosan sect called the Retribution of Scyrah.
Conflicts between all three cabals is likely to increase as

each group seeks to advance its agenda.



:n the more remote wilderness regions, particularly in the
rorthern mountains and forests of Khador, on several of the

-.uter Scharde Islands, deep in C1'gnar's Wyrmwall Mountains,
:nd in the Bloodstone Marches.

\lost Devourer cults revere the moons, particularly Calder, which
:he1' associate with the Wurm, and feast rites are conducted both
'....hen Calder is new and when it is full. Bloodletting rites are

ierrrlrnon, with human sacrifice and cannibalism also practiced,
:lihough cannibalism has never been as widespread as attributed
:',- Menite and Morrowan clergy. The most feared of cultists are

:re Tharn, attributed with supernatural transformative abilities
:. a birthright of their long association with the Wurm. The

-harn were thought on the verge of extinction but have had a

:-cent resurgence as a result of an alliance with the blackclads
r'.'ho inhabit the wilderness.

DHUNIAN FAITHS
While in ancient days the worship of the

Wurm was widespread, the fall of the
Molgur led to the adoption of Dhunian
practices by surviving trollkin, ogrun, and

goblin tribes. The worship of Dhunia is

accepted in the human kingdoms, ihough
many view it as primitive. This religion was

:rored by human theologians until recently, and most humans
.:--l know little about it. The rare shrines to Dhunia found in
:'j:nan towns and cities are generally located in districts with
.,zable resident populations of trollkin, gobbers, or ogrun. These

":: usually outdoor monuments in stone with rune-carved
: - .umns but may include a large central abstract depiction of the
:::gnant goddess. Much larger and more impressive Dhunian
- -.r' sites exist in dedicated communities of these races.

: : most Dhunians, rvorship is a private affair; they rarely
- rgregate except at seasonal rituals. Dhunians pray to the
: jdess in times of travail and seek her blessings for childbirth
: ;onception, as fertility is one of her main concerns. Her

- -.:lection to the passing seasons leads her rvorshipers to make
::=rings and conduct celebratory feasts during the equinoxes.

l -:inian communities often support at least one, and often
': =rrl, shamans, rvho have studied the ways of the goddess and
- <:ruct others in spiritual beliefs. A shaman's role is similar to
::: lri a priest, but he may also serve as a chief or an advisor to

- -:.:ef. Dhunia favors those r,vho are stalwart in the defense of
-=:: iamilies, and although she is not depicted as aggressive,

' :::.'oi her shamans are accomplished warriors and invoke her
- r:1!' \\'hen entering battle. While most shamans are rooted to a

-: 
= :::ic community, some prefer a nomadic existence and travel

-.:r village to village, offering spiritual council and sharing
.. Among the trollkin, Dhunian shamans are often looked

:-': lore concerning the full-blood trolls that coexist with
:-:lness kriels and serve as beasts of labor and war.

: -:: Dhunian lace has different ways of revering the goddess,
:-: .: is common for pious believers to keep runic necklaces or
-, ::rrlents on their person or weapons. These are often small
:.:-. oi stone or metal inscribed with simple runes believed

:::rq good fortune and protection. Some of these are ancient
, -: :-irrv considerable symbolic importance. The runes do not

name Dhunia herself but describe desirable attributes or convey
meanings of protection or prowess in battle. They are looked
upon as akin to permanent pra\/ers to Dhunia requesting her
blessings for those who wear them.

The Dhunian faith has no specific holy text, with beliefs passed

orally through the generations. Runic writings inscribed on
columns near Dhunian settlements typically describe the deeds

of notable members of the community. This is particularly
common among trol1kin, who prefer to immortalize the stories

of their ancestors in stone. These writings may be copied onto
parchment scrolls by charcoal rubbings from the original stone

inscriptions, with such scrolls often carried by shamans and
chroniclers who speak Dhunia's praises through the example of
those she has blessed.

For the Dhunian races, there exists a primal connection between
Dhunia and the Devourer Wurm; Dhunia is "the mother" and
the Wurm "the father." This divine relationship is a violent one,
as the Wurm represents baser instincts such as hatred, jealousl',
and envy. They seek to control these dangerous impulses
and find solace through Dhunia. Given the tremendous
stigma associated rt'ith the Wurm in human communities,
the connection between Dhunia and the Devourer is rarely
broached with outsiders. Similarly, most Dhunians know
better than to discuss their belief that Menoth was also born
of Dhunia and the Wurm, a belief outright heretical to Menites
and Morrowans alike, except perhaps to a handful extremely
open-minded Sancteum theologians.

BTACKCLADS OF THE
CIRCTE ORBOROS

The most organized and widespread organization
associated with the Devourer Wurm is the Circle 0rboros,
known by most as the "blackclads." These druids wield
tremendous power to control the chaotic forces of nature.

Contrary to rumor, the esoteric beliefs of this group do

not involve worship of the Wurm, but they know a great

deal about this god and its cults. Blackclads describe
the Wurm as one aspect of a larger natural power called

Orboros, from which their power derives. Reclusive

and few in number, blackclads are shunned by civilized

communities who fear their powers and consequently

avoid confronting them. They are reputedly involved in
unsavory activities like human sacrifice and kidnapping

children, and there is some truth to both accusations.

Blackclads have extensive contact with the diverse
Devourer cults scattered along the fringes of western
Immoren. These communities respect and revere the

blackclads as prophets of the Wurm and willingly do

their bidding. Drawing from these communities, the

Circle has created a martial organization to serve them
called the Wolves of Orboros.
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CHURCH OF THE
GREAT FATHERS
The dr.varves of Rhul rvorship the Great
Fathers, thirteen progenitor gods that
sired their race and established their

system of laws. Each of the Great Fathers embodies a different
aspect of Rhulic culture, but their clergy is clevoted to them as

a pantheon, offering praises to each in turn. There are rituals
throughout the year devoted to specific Great Fathers, and
Rhulfolk r,r'ill occasionally invoke individual names when
engaging in activities relevant to each one's purviert'.

A11 tl-rirteen Great Fathels are represented by influential
clans in Rhul bearing their names. Each of these clans is 1ed

by a stone lold r'vho bears additional responsibilities as the
inheritor of a divine legacy. While the nation is an oligarchy,
the thirteen stone lords are empo\.vered as heads of state arrd
work with Rhul's governing bodl', the Moot of the Hundred
Houses, represented by the hundred most powerfr-rl clans.

Religion and government have overlapping roles in Rhr-rl. The
central holy text of the Church of the Great Fathers is the Codex
that records all of Rhul's exterrsive records of lega1 precedence.
Similarly, the practice of law and jurisprudence is inextricable
from religious rites among the drvarves. Despite this, Rhul is not
a theocracy, and the role of the priesthood is to serve as judges
and arbiters of julisprudence. Clan lords are the ruling class
of Rhul, but disputes between clans ma1' provoke intervention
by Moot judges, appointed mernbers of the clergy recognized
for expertise in Rhulic 1aw. Arbitration takes up more of many
priests' time than the study and preaching of religious doctrine.
At any time when Rhulfolk cannot resolve a dispute, either
party can seek a member of the clergy to n,itness a lawful duel
or to arbitrate grievances. Their decisions carry the full weight
of law and are recorded in the ever-expanding Codex.

As a legacy of the legend of the Claywives, the wives of the Great
Fathers, women have traditionally dominated the Rhulic clergy,
occupying many of the highest ranks, although both genders are
accepted into the priesthood. The Claywives have accumulated
a body of their own legends, and although the practice is

frowned upon by traditionalists their names are sometimes
invoked in prayer in a similar fashion as Great Fathers. The Cult
of the Claywives is large and generally accepted, as all dwarves
recognize the equal role of these progenitors in their existence.

Outsiders may make the mistake of thinking this religion is
similar to that of the Menites. In mixed dwarven and human
communities there is some natural sympathy between these
faiths, as both religions emphasize hard work and adherence
to lawful conduct. On closer examination, however, the
doctrines of the Church of the Great Fathers bear far more
similarities to those of the tolerant Church of Morrow,
advocating self-improvement and intellectual challenges
rather than absolute obedience. Rhulic jurisprudence
encourages debate and argument, in stark contrast to Menite
law. Rhulic and human secular laws also differ in many
respects-the 1ega1 dueling and feuding accepted among
Rhulfolk would be deemed an egregious breach of the peace
in the human Iron Kingdoms.

Drvarves have generally had an eas\/ time integrating inttr
human cities and have never faced significant religious strife.
Many of the laws of the Codex are pertinent only to Rhul anc
have no bearing on drvarves living among mankind. Rhulic
morality is largely in line r,vith that of the human maiorit\
religions, and this faith has never sought to proselytize.

v/
FANE OF NYSSOR
While it has long been one of the smalles:
faiths of r,r'estern Immoren, the Fane of N)'sso:
is now reduced to a fraction of its former size.

This has long been the religiorr of the N1'ss r.:
northern Khador, rvhose culture and societ..
r'vere nearly destroved by the rise of the
Legion of Everblight. Even as Nyss cultur.
has been torn apart, their homelands lost anc

abandoned, many of their peopie murdered or converted inti
blighted monstrosities, the religious practices of the Nyss har'-
suffered as r,r'e11.

The Nyss were once part of the Iosan people. In the dar 
=

following the Cataclysrn, the survivors of the Empire of Lvos.
followed their gods in an exodus from eastern Immoren. A=
each god settled into a different city of Ios, those who n'oulc
become the Nyss drvelled in Darsael, norv a forgotten ruir
After the Divine Court left Ios in its unsuccessful quest:--
return to the Ve1d, these people abandoned Darsael and mai=
the long trek irrto the northr,vestern mountains seeking the::
patron, Nyssor.

The people of Darsael had long been shunned bv other Iosan.
who did not value the qualities of winter, and so their departu:=
was not mourned. It was not the scorn of their neighbors th":
motivated their travels, horvever. Rather they responded to ti.=
words of their prophet Aeric, who had received a vision callin:
them into the frozen mountains to await the return of their go;
Over the centuries the Nyss became a distinct people turne:
to a life of semi-nomadic tribes, hunting from the land, livir.:
in many ways akin to the old tribes that had prowled easte.:
Immoren before the unification of Lyoss.

Little did the people of Ios know that Nyssor would, in fac:
return to his chosen people. Suffering from some inexpiicab-.
malady, however, the god of winter was forced to enca::
himself in ice to slow the degradation that ailed him. In th:-
way Nyssor became the frozen god but remained the heari ::
religion for the Nyss, whose priests attended him faithiui--
Priests and sorcerers associated with the fane were entrus:-:
with the secrets of written Aeric, the language of the Nyss, a:::
with preserving the lore and prophecies of the god.

With the arrival of Thagrosh and the Legion of Everblight, :..:
Nyss experienced something akin to a second cataclysm. \'lL.:=

than half the Nyss were corrupted and joined the dragc.:..
blighted horde, while many others were slain. The rest il.:
taking with them the vault of their god. Become a reiuE=:
people, the Nyss travelled south, enduring much hardship. Li.,.
their Iosan cousins, the Nyss are reticent to discuss matters : -

spirituality with outsiders, although they are also strons-
pious and conduct private prayers to the god of winter.

y!"*

ffi re, '''q
.i



q
FANE OF SCYRAH
Among Iosans the worship of the goddess Scyrah,
the goddess of spring, is all but universal. At the
same time, there is no race more secretive and
unforthcoming about their religion or spiritual
beliefs than the elves. Even those who have been
exiled and no longer dwel1 among other Iosans

ralely speak about their faith. With the Iosans'
reputation for being aloof and unapproachable,
this is not particularly surprising to outsiders,
but it does mean very little is known of Iosan

:=ligion. In previous centuries, before Ios sealed itself from
:he outside world, some minimal communication on the topic
::.rched human theologians, but they know little more than
...at an elven pantheon exists. Rumors persist that the Iosan
::ds rvalk among their people, but on this topic Iosans are

::rticularly silent.

.:.is is a social taboo so strong it crosses all class and sect

,:.es, for the simpie reason that it is imperative outsiders
:-,not know of the doom awaiting their race. Scyrah has

-:g been their last savior, and upon her shoulders rests the
:llbeing of an entire civilization, yet she lies in fitful slumber

.::-i is prophesied to die in less than a century. Even the recent
:::.overy of Nyssor has not changed this, and most elves

:-rsider it too early to hope. Given their reluctance to show
::n'ard signs of their faith, some outsiders may gather the
::.:ression Iosans are a non-spiritual people, but nothing
---:ld be further from the truth. Considering that the death
: Scvrah could occur within the lifetime of most losans,

'. ::.'are intensely pious, feeling a close connection to Scyrah

- -iec1 n'ith grief, fear, and uncertainty. The prospect of death
. :erriiving to Iosans, as they take no comfort or assurances
- :heir fate in the afterlife. The Veld is vacant of the gods who
-:: defended it.

l-= oietv most Iosans living outside of Ios feel is a deeplv
::,-.:te affair, rvith spiritual rituals and prayers undertaken
- ::olation. Iosans still pray to the Vanished, and it is not
*-:-1mmon for the pious to offer nominal praises to the other

- :: at certain times. In ancient days each of the Divine

- -::: n-as given attention at times related to their purviews.

-:--'.': \\-as at the forefront of every prayet, Ossvris prayed to
--:-::.es of rvar or turmoil, Ayisla worshiped at the onset of
- ::.:ial1, and Nyrro worshiped at daybreak. Scyrah received

r.:ierable devotion at the start of spring, Lurynsar at
',:::rer, Lyliss at autumn, and Nyssor at winter. Many of
- . == 

praises stil1 take place in private, with Scyrah now at the
-.::: oi all rituals and ceremonies, as since her solitary return

-,-. she is seen as regent for Lacyr.

- -,-=an religion, the fane is both a church and a physical
- -:= c.i a god. Once there were eight occupied fanes, one for
.:-- r\i the gods, but now only Lacyr's former fane in Shylr'
- ::abited-and Scyrah, who rests there, is sleeping and

--:=-'.' insensate. The physical proximity and tangibility of the

- itr:SS nevertheless resonates rvith all Iosans, as the center of
- - :rurch n'here the goddess of spring lies is literalll' holy

-- -:.i. \'lost Iosans visit the fane once in their lives.

THREE SECTS OF SCYRAH
Scyrah's return and lack of communication has prompted
division among those who revere her. Three distinct sects

persist, both in Ios and among those citizens living abroad: the

traditional and conservative Fane of Scyrah, worshiped by the

majority; the Seekers, a small but dedicated group who hopes to

find evidence of the Vanished elsewhere in the world; and the

Retribr.rtion of Scyrah, a growing radical movement who believe

human magic is responsible for the wasting of the gods.

The traditional Fane of Scvrah has been gradually losing ground
as the goddess has remained silent. They are seen as Protectors
of Iosan spiritual traditions, and it is their role to tend to the

goddess and protect her, but beyond this they are viewed as

indecisive and reluctant to act. The people of Ios have looked

to these priests for guidance and have not been happy with the

results. Few r,n'ho adhere to the traditional beliefs live outside

Ios. Most exiles and travelers who leave Ios are either Seekers

or affiliated with the Retribution. The distinction between these

two groups is significant, but they have found common ground'

Seekers remain convinced the answers to the Vanished will
require aid and communication from outside Ios. They earnestly

seek out alliances and friendships as n'ell as investigating any

clues that might shed illumination on the Vanished, including
delving into esoteric occult matters. Yet after decades of
fruitless searching, many Seekers have growing sympathies

with the Retribution, which has a more decisive and specific

agenda. Seekers tend to be subtler in their interactions with
other races and sometimes acquire information useful to the

Retribution. These two groups have conducted a number of
cautious exchanges and have occasionally worked together.

The Retribution has its own zealous priests and distinct rituals
and customs that are dissimitar from those of others who
worship the goddess. Their depiction of Scyrah is also different
in certain ways, portraying her in a more vengeful light.
Despite these doctrinal differences, the Retribution has gained

tremendous support since the return of Nyssor. Thousands
have joined their cause, including two of Ios' ruling hallytyr,
or high houses, bringing their eiite soldiers and myrmidons-
the Iosan equivalent of warjacks. The gathered army in Ios is
supported by many far-flung Retribution agents that have

been covertly rt'orking in human lands for centuries, based in
hidden safe houses scattered across the Iron Kingdoms. Many
of these agents spend much of their time gathering intelligence
and conducting other support activities rather than fighting
directly. There are some in Ios who fear any escalation by this
radical sect could bring war to their borders, but a growing
number believe it is better to fight than accept extinction.

For their part, most human arcanists are ignorant of the Iosan
plots against their lives. The Retribution has worked slowly and
carefully in past decades, covering its tracks. Most prominent
wizards, sorcerers, and other arcanists have myriad rivals or
enemies and thus the .occasional deaths are o{ten ascribed to
other sources. The Fraternal Order of Wizardry has become

ar,r,are that a group of radical elves has targeted some of its
members, but they have no idea of the scope of this group or
its resources.

l;.-
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PIAN AHEAD!
It is a good idea to have a rough concept for your character before starting the character creation process. If you know your

character is going to be some type of gunslinger, it's a good idea to spend advancement points increasing his Poise, since that
impacts his accuracy with frrearms. If your character is going to be an expert tracker, think about increasing Perception so his

Detection rolls are more likely to succeed. If you want durability in combat, increase Physique, Speed, Agility, or Perception to
increase your character's Defense and Armor.

There's also nothing wrong with going back and changing your mind along the way. It's all part of the fun of character creationl

STEP 4: INCREASE STAIS
Yon nor'r, have 3 advancement points to spend on incre.rsing

l'our chalacter's primary and secondary stats: Physique,

Agilitl', Intellect, Speed, Strength, Poise, Prorvess, Arcane (if the

character has the Gifted archetl'pe), or Perception. Increasing a

stat b1' 1 costs 1 advancement point.

Remember that stalting stat valttes are limited b1' r.our
character's race aud level. Unspent stat advancement points
are lost.

FILTING OUT YOUR CHARACTER'S
LIFE SPIRAT
Once you have increased your ciraracter's stats, you can fill out
his life spiral. First, completely fill in the circles that you wiil not

use-starting on the outside of the spiral u'orking in-so that

the number of available damage circles in each aspect are equal

to ihe corresponding primary stat. Available damage circles

shouid be split as evenlv as possible across the two branches

within each aspect. When your chalacter takes damage duritrg
play, put a slash mark or x in the circles that take damage.

STEP 5: FINISHING TOUCHES
At this point, vonl character's creation is prettv much c. -:
There are just a couple loose ends to tie up before vou c-:r : - -

vour character's adventules in the h'orr Kingdorns: Lru:i - "

additional equipment and considering the teamn'ork -

cl'raracter's party.

PURCHASE ADDITIONAT EQUIPMENT
Add up the monel' (in C1'gnaran gold crorvns) that eacl-. . :

character's starting careels grants. Nou'it is time to s';-:: :

gold to prepare your chalacter for the challenges hc :=

to face n'lrile adventuring. Please refer to "Gear, \lccl-:-
arrd Alchemv " @. 217) for descriptions and prices oi '. . . : -

can purchase.

Each character shor-rld purchase a \\'eapon that m.rtt:..
of the militarv skills he received from his chosen Cir€::- --..
some armor to protect him from the inevitable attack::-. - - '

endure. Sa\.\'\, characters also make sure to pick up:::-- -

rveapon rvhether thev have the training for it or Irot. \c .. - . '
knon' n'hen )'our character might find himself in .r ..:--
n'hele his sn'ord jr-rst rvon't reach an enerlv in time.

Aiter purchasing rveapons and almor', use the remainin: : -

bnv ammunition for rveapons and then purchase gear \ c - - - ' ,.

rn'ould be appropriate for your character. A gambling ..::: .-
might want to buv a deck of cards, or a priest might rtai: : -

s1'mbol of his faith, for example. It is also a good idea to i.rc,: -

some gold so that 1'our character has some spending mo..
the game starts (he keeps all unspent gold).

All characters in the lron Kirrgdoms Full Metal Farinsq Rc.,:

Garnc are considered to possess a basic set of equ::- ':

that covers their essential dar-to-dav needs. This i::: -.rL

equipment includes things like traveling clothes, uter..- - "

eating, a canteen or water skin, ammo pouches, coin :---'
and a pack. These ordinarv items do not need to be li::-: --,;
tracked on a character sheet, and they confer no ganL::--:'"1
or bonuses.

Will's human character
started v/ith an Intellect
of 3, a Physique of 5, and
an Agility of 3. During
character creation he spent
one of his advancement
points to increase his
character's Physique to 6.
To set up his character's life
spiral, he fills in circles so

. that 3 circles remain in the
intellect aspect, 6 circles
remain in the Physique
aspect, and 3 circles remain
in the Agility aspect.



COMPLETING AND USING
THE CH^A.RACTER SHEET
-: -.'ou haven't done so already, print or photocopy the character
.. :et (p. 349) and write in the choices you have made about your
:i:racter: stats, name, archetype, race, careers, skills, benefits,

:::-ities, and so on. Write down the weapons and armor you
: -:chased, determine your character's MAT and RAT with each
, .:Don (p. 106), and note the SPD DER and ARM modifiers
': :he armor your character wears. With those things settled,

, : can now calculate the derived stats of DEF, ARM, Initiative,

-.::.mand Range, and Willpower.
*-= character sheet breaks down the calculations for
:=:::mining those derived stats, so simply fill in the spaces and
.:: up the totals. Similarly, the skills portion of the character
- -==: is designed for you to predetermine your character's total
-" ,- ro11 modifier to make gameplay run more smoothly. Fil1 in
-= 

=:at that governs each skill, the level of the skill, and then the
',,. \Vhen you make skill rolls, add the total to the roll of the

:. :=- \Ve recommend listing a skill's parent stat in parentheses
-t : :sr th€ name of the stat for ease of future reference.

--= :enefits and abilities portion of the character sheet has
-:::: for you to list your character's abilities and benefits and
r: = r.'ourself a short reminder note of what the ability does.
--=:: is also room for a rulebook page reference to help you

..'ip abilities during the game.

' -:= 'Hero" in the space for your character's level unless your
-:-= \Iaster has decided to start all characters at a higher
., :=::.rce level. A11 characters start at Hero level. Then write
' ::-. the field for current feat points, and your character is
'--: :J begin adventuring in the Iron Kingdoms!

TAMWORK
:rai vour character is complete, it's time to consider how

''r -:ks n ith the other members of his adventuring party.
-.--- 

"rrk is essential to survival in the Iron Kingdoms.
,,--:,::ers in the game are exceptional people who are
:::-= of tackling challenges and dangers that would be

- -:::-.:untable to ordinary folk. Still, they do not face these
:-- :::es alone; to do so would be to invite almost certain

-,, -'- -:rstead, these intrepid souls band together with others
| -::rLrn cause. Every character is the star of his own story,
'- '- i.::'rer the group of players makes up an ensemble who
r'--- --:k together, especially in the heat of combat, if they
,i - i-i to survive and prosper against the dangers they face.

' - - ,:: successful groups of players take a few moments to
,.. -:: :reir battle plans before and during a fight. Taking a

-: :.. consider how to best engage the enemy, how to use
- ::.d uhich member of the group should attack which

:iles a group a considerable edge, and the Game
- =: .iould encourage this sort of teamwork. Even the

'1 :::::q and mismatched group of characters have access
-::iies betrveen themselves, but groups of characters

' - :: . i:h some focus before the campaign begins can gain
- -:=ri€r advantage.

."::.e, a gun mage has access to deadly rune shots, but his
':r -::::ant attack in combat could be his Rune Shot: Earth

Shaker that knocks down a group of enemies, setting them up
for easy attacks from the rest of his party. A heavily armored
knight or man-at-arms might not have the raw stopPing Power
of warcasters, but can save the day by taking a hit that might
fell one of his weaker comrades.

ADVENTURING COMPANIES
Adventuring companies represent groups of characters bound
together for some purpose. The company provides a theme,

special benefits, and a loose framework for a group of characters.

Creating an adventuring company is optional and can be done

only with the Game Master's consent before the start of the

game. Unless the Game Master mandates the use of a particular
adventuring company, all the players have to agree to form
a company. They then select one comPany concePt for their
characters. A group of characters gains the benefits of a single

adventuring company; they cannot benefit from belonging to

multiple adventu ri ng compa nies.

If your gaming group decides to form an adventuring comPany,

all of the player characters in the group must be members

of the company and satisfy its membership requirements.
Likewise, new characters joining the company must satisfy the

membership requirements of the company.

Not every adventuring comPany concePt is appropriate for
every campaign and the Game Master is the final arbiter of

which concepts, if any, are permitted his campaign. The Game

Master might even choose to base an entire campaign on a

given adventuring company concept. Players should feel free

to expand upon the skeleton of the company concePt they have

chosen. Pirates should name their ship, criminal gangs should
have a name for their crew, and so on. Such embellishments
help you breathe life into your character and the organization
of which he is a part.

If your adventuring company gives your character an ability
he already has from one of his starting careers, choose a new

ability from any of your character's careers.

ARCANE ORDER

The Iron Kingdoms are home to many guilds and orders that
exist to promote the arcane arts and esoteric sciences. The

characters belong to one such group. They might represent
a small chapter house of a larger organization or be the sole

members of a smaller order.

Requirements: Any character can belong to the company. The

company must include at least one character lvith the Gifted
archetvpe. Those n ith the Gifted archetype are full members
of the organizatior-r'ivith an equal vote on decisions pertaining
to the good of the order (or chapter house). The players should
decide among themselves rvho the nominal leader of ihe group
is. Non-spellcasting chalacters are assumed to be guards and
skilled experts in the employ of the order.

Benefits: The company begins the game with a small guild
house that includes servants' quartel's, stable, kitchen, great
hall, meeting room, member bedchambers, guest rooms, an

arcane library, and an alchemical workshop.



Each character created as a member of the company gains one
additional occupational skill level in Lore (Arcane) and treats it
as a career skill regardless of his careers.

Each Gifted character created as a member of the company also
gains the Arcane Scholar ability (p. 157) at character creation (in
addition to any other abilities granted by his career selections).

Each non-Gifted character created as a member of the company
begins with the Shield Guard ability (p. 167).

INTREPID INVESTIGATORS

The pursuit of knowledge might be its own reward but like any
pursui! it is not earned without cost. The characters are a group
of individuals seeking a greater nnderstanding of the mysteries
of western Immoren. They could be explorers, ghost hunters,
tomb-robbing adventurers, or perhaps an expedition from
Corvis University tasked with cataloguing the more unusual
flora and fauna of the Thornwood Forest. In the Iron Kingdoms,
many academics that spend time in the field learn their way
around a pistol or sword, but few are unwilling to hire guards
and assistants to accompany them on their sometimes-perilous
research missions.

Requirements: Each member of the company must have at least

one of the following careers: Alchemist Arcane Mechanik,
Arcanist, Aristocrat, Explorer, Investigator, Military Officer,
Priest, or Spy.

Benefits: The company is able to seek funding for its
activities through support from a major university, financial
backers, or private donations. Each month the company gains
100 gc for upkeep and equipment that can be spent any way
the players see fit.

Each character created as a member of the company can benefit
from the starting Intellectual archetype bonus (+1 on attack
and damage rolls while in an Intellectual character's command
range) from up to two Intellectual chalacters simultaneously
instead of just one.

tAW DOGS

The characters are plofessional bounty hunters who make
their livings tracking the most dangerous criminals and
army deserters. A good bounty hunter must be ready to go

anywhere the trail leads him, and so the law dogs regularly
traverse the Iron Kingdoms with little concern for national
borders or boundaries. In the end, all that matters is getting
their man.

Requirements: Each member of the company must have at least

one of the following careers: Bounty Hunter, Highr,vayman,
Investigator, Military Officer, Ranger, or Soldier.

Benefits: The characters in the company should be regularly
presented with bounty opportunities. They are regarded as solid
professionals by the various kingdoms and law enforcement
agencies throughout western Immoren.

While pursuing a bounty, characters created as a memb<: "ruf

company gain +2 on non-combat ski1l rolls directly pur:--: : ,rl

capturing the target of their bounty and gain +2 on ati::r -

against their bounty.

MERCENARY CHARTER

The characters represent a recognized mercenary colrrp:r - -i,,

possess a charter recognized by most nations and autho:,- ." -r

the Iron Kingdoms. The characters might be in the emc--
larger organization like the Steelheads Mercenary Com;.: ,:1r.

they could be the only members of their charter. Ther l: . :rl

easier time negotiating work as sell-swords than those ','. -: - -r

a charter and are members of a well respected if son:.: :-u*.

brutish profession.

Requirements: Any character can belong to the co::::-
The players in the group should designate one merr.l..-
the company to be the captain. The captain then desig::: .. ,,

lieutenant and a treasurer. Other members are sergeants-

Benefits: The captain gains the Natural Leader abilitl r.,-1."-,.*
or not he meets the prerequisites.

Additionally, each character created as a member --: :'rr'

company begins with one additional occupational ski-- .. ,,

in one of the following skills: Animal Handling, Com:::r:;
Driving, Gambling, Interrogation, Medicine, Negotiaii--.
Riding.

OUTLAWS

Crime does pal', but sometimes in blood. This les=:-
learned by criminals across the Iron Kingdoms, frr-:
streets of Five Fingers to the vicious bratyas of the l---i
underworld to the felal gangs of the Crvxian pc:-
Blackwater. The characters are members of a close-kni: ::.: i
of criminals, ruffians, and thugs motivated by the prorr-:-= '

coin or blood for blood's sake.

Requirements: Each member of the company musi :: "
at least one of the following careers: Alchemist, Cutti-.:, r::

Duelist, Highwayman, Pistoleer, Rifleman, Sorcerer, S:-
Thief. The players in the group should designate one me:::Fr*
of the company to be the boss. The boss then designai.. :-
underboss,

Benefits: The company begins the game with a hideout \r'a::-:.;
over by a network of gang affiliates who keep an elre o;: I r
dangerous rivals and the 1aw. When a threat is spottec. -*
gang is quickly alerted. The hideout itself consists of a me;: -:
area, an administrative office, sleeping chambers, hidden c=-.-

and a number of secret exits or hidden passages.

Each character created as a member of the company gain. --'.
Gang and Language (Five Cant) abilities in addition to "-.
abilities granted by his careers.



PIRATES OF THE BROKEN COAST

lie characters are pirates or privateers, the ranking officers of a

=::rall frigate. The characters might choose to be criminals of the
.=:, pillaging and looting the coasts of the Iron Kingdom either
::r their own purposes or even in the employ of the Cryxian
f::ate Fleet. Or they might be recognized privateers bearing
. :eiter of marque issued by the naval authorities of Cygnar,
(:.ador, or Ord.

il.equirements: Each member of the company must have at
.:si one of the following careers: Cutthroat, Explorer, Military
-::icer, Pirate, or Thief. The players in the group should
:::ignate one member of the company to be the captain. The
:=::ain then designates a first mate.

3enefits: The company begins the game with a small pirate
--:: crerved by unwashed sea dogs. Known throughout the

-::et coves and smugglers dens throughout the Broken Coast,
--= ire\v can choose between dozens of safe ports to lie low or
::=h repairs.

- 
= captain gains the Natural Leader ability whether or not he

:.=:s the prerequisites.

:::-:'. character created as a member of the company gains the
: -:re Deck! ability.

SPY RING

--=:haracters in the company are intelligencers employed by a

, -: jom, major organization, or private concern. They could be
--=:::bers of the Cygnaran Reconnaissance Service, agents of a
r ---: house, or simply freelancers in the employ of the highest
:' ::=:. In any case, they are practiced professionals in the art of
"-: -:rage and surveillance.

*e---uirements: Each member of the company must have at least
-- --: the following careers: Aristocrat, Investigator, Ranger,

:: --: Thief.

lln:-efits: Although the characters are disavowed if captured,
r-:: -an count on material assistance from their employers.
, ,::::.iing on the mission undertaken, the characters in the
-l::1]' can receive specialized equipment, access to safe

- -:.::. iorged documents, uniforms, and so forth. Additionally,
-- -, ::n expect to call upon the intelligence resources of their
'- - . cr5 before a given mission.

:-::::lna11]', each character created as a member of the
-:.::r- begins with either the Language ability or one

.,:r:,-ril occupational skill level in one of the following
,' . 3riberl', Climbing. Cryptography, Deception, Detection,
. ':-:.:. Escape Artist, Etiquette, Forensic Science, Forgery,
- - - - -:ng, Interrogation, Intimidation, Jumping, Lock' ::. \egotiation, Pickpocket, Research, Riding, Rope Use,
-- : -::-:n, Sneak, or Streetwise.

EXPERIENCE AND
ADVANCEMENT
As your character performs notable deeds and overcomes dramatic
obstacles, he earns Experience Points (XP). The total number of XP

a character has earned is a measure of how accomplished he is
and how practiced his skills have become. As a character's XP total
increases, he gains the opportunity to increase his stats, learn new
skills or increase existing oneg add additional archetype benefits,
learn new abilities or spells, or even add new careers.

You track the total number of XP your character has earned on
the character sheet. The advancement of XP is broken into tiers
that represent a character's Experience Level. A1l characters
begin at the Hero level. After accruing enough XP a character's
level becomes Veteran, and after accruing even more his level
becomes Epic. Your character's level determines the maximum
allowable values for his stats as well as the maximum skill level
for his skills. A Hero character can have skills up to leve1 2,

a Veteran character can have ski1ls up to level 3, and an Epic
character can have skills up to level 4.

EARNING EXPERIENCE POINTS
Characters earn XP at the end of each game session (or at
another interval if the Game Master sees fit). The Game Master
determines how much XP each character earns when XP is
awarded. Obviously, the more XP awarded, the faster characters

will develop. The following guidelines should be used when
awarding XP.

. Play Award: At the end of each game session, each character
who participated in the session gains 1 XP. Thanks for
playing!

o Teamwork Award: Players who work together tactically
through a play session each gain 1 XP. This is, as usual, up
to the Game Master's discretion, but making and executing
a plan that utilizes the strengths of multiple characters
and which requires thought and coordination should be

rewarded with extra XP. Kicking in the door of a dockside
warehouse and shooting all the gangsters inside is fine. It
works. But sneaking under the warehouse to sabotage the
strr.rctural base and fit it with cargo netting, impersonating
a local official to get all the gangsters in the same place, then
detonating charges with a scoped sniper rifle to destroy
the floor and dump all the gangsters into the netting where
the characters then negotiate the terms of the gangsters'
surrender is a brilliant plan worthy of bonus XP.

. Milestone Bonus: When the characters in a party achieve
a milestone in play, such as defeating a significant enemy,

overcoming a great obstacle, or pushing the story forward in
a major way, they are awarded with 1 XP The Game Master
determines when the characters achieve a milestone.

r Conclusion: At the end of a major storyline, the Game
Master should award each participating character 1 - 3 XP

depending on the scope of the story, the power level of the
characters involved, and how fast he wishes the characters
to advance.



CHARACTER ADVANCEMENT TABLE
HERO TEVEL

+2 occupational skills

have skills up to level 2, a Veteran character can have skjlls up to level 3, and an Epic character can have ski ls up to leve 4.

+1 military skill - Choose a nev/ military skill from any of your character's careers or increase the level of a military skill your character already has by 1.

+1 ability - Choose a nevr ability from any of your character's careers.

+1 connection - Choose a new connection from any of your character's careers.

+1 spell - Choose a new spell for your character to learn from one of his careers' spell lists. Remember, a character can have up to a number of spells equal to his INT x 2.

+1 stat - Increase one of your character's primary or secondary stats by 1. You cannot increase a stat beyond its maximum al olvable value.

+1 archetype beneht - Choose another archetype beneftt from your character's archetype.

only), but as he advances in level you can choose advancements from the new career.

+ I spell, ability, connection,
or military skiu

+ 2 occupational skills

+ I spell, ability, connection,
or military skill

+ I archetype benefit

+ I spell, ability, connection,
or militaqr skill

+ I archetype benefit or + I career
ancl +2 occupational skills

+ I spell, ability, connection,
or military skill

+ 2 occupational skills

+ I spell, ability, connection,
or military skill

+ I stat

YETEREN IEVEI.

+ I archetype benefit

+ 2 occupational skills

spell, ability, connection,
or military skill

+ 2 occupational skills

+ I spell, ability, connection,
or military skill

archetype benefit or + I careef
ancl +2 occupational skills

+ 2 occupational skills

spell, ability, connection,
or military skill

EPIC tEVEt

+ 2 occupational skills

archetype benefit or + I caree:
an€l +2 occupational skills

+ I spell, ability, connection,
or military skill

+ 2 occupational skills

spell, ability, connection,
or military skill

+ I archetype benefit

+ I spell, ability connection,
or military skill



CHARACTER ADVANCEMENT
- .r character's XP total gro\\.s, he has thc opportunitv to
- -.rnce his talents and attr.ibutes. Cl-raractcr aclvancer-ncnt
::,: place betn'een garne scssions. If a char;rctel is arvarcled

-. .rgh XP to g.rir-r an advancement, he rnust select the
-- . ,rncemcnt before the next garne sessioll. Advanceme.nts

"r()t be r.rr cd lor later.

.:.r-to the'Char.acter.Adr.anccment Tal-rle on the nc-xt page to
. ,r hat ;rdr.ancements are available to clraracters as their Xp
. --.. - gr sr1,.

:{IGH-LEVEL STARTING CHARACTERS
'.n pl"l'ing in a campai{:n that chooses to statt rvith
-'!!'ienccd ch.rlacters or rvhen creating experienccd NpCs

- :.-'-'lar.er char'.rctels), thc iollorving lists c.rrr be helpiul tcr

r-'-. forn,.rrd clr-rickll' in char.rcter advancentcnt rarther than
. .:rg thir-rgs one step at a tinrc.

- :r', () XP b 25 XP, a character gains +6 occnpi.rtional skills, +3
.:-. -3 spells, .rlrilities, connections, or militarv skills, and rl
',.'.'t\pe benefit. No stats can exceed Her.o raci.rl lintits, ancl no

.- carr exceed level 2.

' ::r l) XP to 50 XP, a character gains +10 occr-rp.rtional skills, +5
..-. -5 spclls, aLrilitic.s, connections, or milit.rr.r,skills, arrrtl +3
'- rrtlpe bcnefits (1 oi tvhich carr be sr_rlrstitutcrl for +1 c"treer

anri +2 occupational skills). No stats can exceed Hero racial
lirrrits, arrcl no skills can exceed level 2.

From 50 XP to 75 XP, .r character.gains -4 occupational skills,
+1 stat, and +2 spells, abilities, connections, or militarl, skills.
No stats can e'xcecd Veter';rn racial limits, and no skills can
exceed level 3.

Frorn 50 XP to 100 XP, a character gairrs +6 occupational skills,
+3 stats, +3 spc.lls, abilities, conncctior-ls, or militirrv skills, ancl

-1 .rrchetvpe berrefit (lr.hich can Lre substitr-rted ior +1 career ancl
+2 occupational skills). Onll' 611" stat can excec'd Veteran racial
lir-uits, and no skills can exce.cd leve.l 3.

ABITITIES
Abilities .rre special capalrilities tlr.rt a ch.rr.acter has access to as
a rcsult of his careel choices. The1, can be learrred orrly once and
do rrot havc levcls of master\,. A charactcr-must have an abilitv
in orclel to use it.

Spccific abilitv rules overricle gerrcral rulcs .n,henevcl there is .r

cor-rflict. For cxarnple, an abilitv that grants the use of another
abilitv for a round cloes so reg.-rrdless of n'hether or not thc
ch.rtacter rneets the granted abilitr.'s prerequisites.

Prerequisite: Note th"tt sorue abilities have prerecluisites that
must bc r-ur't Lre fole tl-re chalacter carr le.rr.u thr' abilitr,.



f,1.
{.r

'Jack Marshal

Ace Commander

Acrobatics

Advisor

Ambush

Anatomical Precision

Appraise

Arcane Assassin

Arcane Defenses

Arcane Engineer

Arcane Precision

Arcane Scholar

AStUte

Ba cksta b

Battle Commander

Battle Plan: Call to Action

Battle Plan: Coordinated Strike

Battle Plan: Desperate Pace

Battle Plan: Go to Ground

Battle Plan: Reconnaissance

Battle Plan: Shadow

Bayonet Charge

Big Game Hunter

Binding

Blaster

Blood Spiller

Bodge

Bodyg u a rd

Bomber

Bond (bond slot)*
Brew Master

Camouflage

Card Sharp

Cautious Advance

Cavalry Charge

Chain Attack: Bleed Out

Chain Attack: Pin Down

Choir

Cleave

Combat Rider

Conniver

Cover Identity (identity)*

Crackshot

Craft Rune Shot

Crossbowman

Defender

Defensive Line

Dig In
Disease Resistance

ALL ABILITIES AT A GTANCE
Dispel

Dodger

Drive: Ancil lary Attack

Drive: Assault

Drive: Off Road

Drive: Pronto

Dual Shot

Elemental Mastery

Empower

Expert Rider

Fast Cook

Fast Draw

Fast Rearm (weapon type)*
Fast Reload

Fell Call: Cacophony

Fell Call: Call of Deiance

Fell Call: Ground Shaker

Fell Call: Heroic Ballad

Fel I Call: Reverberation

Fell Call: Signal Call

Fell Call: Sonic Blast

Field Alchemist

Field Marshal: Magical Attack

Field Marshal: Relentless Charge

Field Marshal: Shield Guard

Find Cover

Fire in the Hole!

Fleet Foot

Free Style

Gang

Get Away

Girded

Good Breeding

Great Power

Grenadier

G u nfig hter

Head-Butt

Hit the Deck!

Hyper Awareness

Immunity: Cold

Immunity: Corrosion

Immunity: Electricity

Immunity: Fire

Inscribe Formulae

Iron Sentinel

Iron Will

Keen Eyed

Language (language)*

Legacy of Bragg

Light Cavalry

Load Bearing

Mage Killer

Marksman

Natural Leader

Night Fighter

Pa rry

Pathfi nder

Poison Resistance

Port of Call

Precision Strike

Press the Attack

Privilege

Prowl

Pursuit

Quick Work

Rallying Cry

Relentless Charge

Resou rcefu I

Retaliatory Strike

Return Fire

Ride-By Attack

Riposte

Rock Solid

RollWith It
Saddle Shot

Scrounge

Sentry

Set Defense

Shadow Magic

Shield Guard

Shield Slam

Signal Language

Sni per

Specialization (weapon type)*
Steady

Steamo

Sucker!

Swift Hunter

Swift Rider

Take Down

Ta rgeteer

Team Leader

Traceless Path

Truth Reader

Tune Up

Two-Weapon Fighting

University Education

Waylay

*Jhese abilities can be taken multiple times. See the ability description.



'JACK MARSHAL ARCANE DEFENSES

Prerequisite: None

lie character is skilled at instructing steamjacks to act. The'jack
::.arshal must know the cortex's native language to instruct it as
- .:ll as the 'jack's cortex lock codes.

: -,nded steamjacks (p.323) cannot be affected by this ability.

i-'r a complete description of how this ability is used, see "'Jack
.larshals" (p.322).

ACE COMMANDER

Prerequisite: ']ack Marshal, Command 2

-:: character gains an extra quick action during each of his
--:ns that can only be used to drive a'jack.

ACROBATICS

?:erequisite: AGL 6

l:: character can advance through other characters if he has

=-,:rgh movement to move completely past their bases. The

- 
*::acter also gains +3 on his Jumping skill ro11s.

ADVISOR

1:erequisite: Command 2

- --e B2B (base-to-base, see p. 204) with this character, friendly
-::f,cters gain +1 to their command range.

AMBUSH

1:erequisite: None

l'-::rg the first round of an encounter, this character gains
: .s:ed attack and damage rolls against enemies that have not
: :::ivated that encounter.

ANATOMICAL PRECISION

Prerequisite: Mechanikal Engineering 2

The character can reroll failed Mechanikal
Each failed roll can be rerolled only once as

Engineer.

Prerequisite: ARC 5

This character gains +3 ARM against magic attacks.

ARCANE ENGINEER

Engineering ro11s.

a result of Arcane

1:::equisite: None

--:: ihis character hits a living target with a melee
--: ,:.e damage ro11 fails to exceed the target's ARM, the
, -:s d3 damage points instead of the damage rolled.

r-::equisite: None

'- .: raking attacks,
,-: :siing the target's
- :-R\1 or DEF.

this character ignores focus
Power Field and spell effects

APPRAISE

:i-.:racter has a sharp eye and keen mind for detail,
.::.:11r' u.here monetary values are concerned. The character
-: 'ge the value of most fine goods with an inspection. Truly
: ::kes might require a Detection + INT roll to spot.

ARCANE ASSASSIN

ARCANE PRECISION

Prerequisite: Detection 3

When this character forfeits his movement to aim with a

weapon, he ignores stealth that turn.
ranged

ARCANE SCHOTAR

Prerequisite: None

This character can have a number of spells equal to his INT x3,

instead of the normal limit of INT x2.

ASTUTE

Prerequisite: Detection 1

The character can reroIl failed Detection rolls. Each failed roll
can be rerolled only once as a result of Astute.

BACKSTAB

Prerequisite: None

This character gains an additional die on his back strike damage
ro11s.

BATTLE COMA{ANDER

Prerequisite: Command 3

This character can use one battle plan during each of his turns
without spending a feat point.

BATTIE PLAN: CAIL TO ACTION

Prerequisite: Command 1

The character can spend 1 feat point to use Battle Plan: Call to
Action. Using a battle plan is a quick action. When a character
uses this battle p1an, each friendly character in his command
range who is under his command and is knocked down
immediately stands up or goes prone.

BATTLE PLAN: COORDINATED STRIKE

Prerequisite: Command 1

The character can spend 1 feat point to use Battle Plan:
Coordinated Strike during a surprise round (p. 201) before a
battle. Using a battle plan is a quick action. When a character
uses this battle plan, each friendly character in his command
range can immediately make one attack. After these attacks, the
surprise round ends and the characters are detected.

attack
target

points
adding



Prerequisite: Command 3

The character can spend 1 feat point to use Battle Plan: Desperate

Pace. Using a battle plan is a quick action. When a character
uses this battle plan, each friendly character who follows the

character's orders gains +2" movement for one round.

BATTIE PLAN: GO TO GROUND

Prerequisite: Command 2

The character can spend 1 feat point to use Battle Plan: Go to
Ground. Using a battle plan is a quick action. When a character
uses this battle plan, each friendly character who follows the
character's orders gains cover, does not sr,rffer blast damage,

and does not block LOS until he moves, is placed, or is engaged.

BATTLE PLAN: RECONNAISSANCE

Prerequisite: Command 2, Survival 3

The character can spend 1 feat point to use Battle Plan:

Reconnaissance. Using a battle plan is a quick action. When a

character uses this battle plan, the character and each friendl.v

character who starts his activation in his command range

gains the Pathfinder ability. Battle Plan: Reconnaissance lasts

for one round.

BATTTE P[AN: SHADOW

Prerequisite: Command 1

The character can spend 1 feat point to use Battle Plan: Shadow.

Using a battle plan is a quick action. When a character uses this
battle plan, each friendly character n'ho follor^'.s the character's

orders gains Prowl (p. 165) for one tound.

BAYONET CHARGE

Prerequisite: None

When this character charges with a ranged weapon that has a

bayonet, after moving but before making his charge attack, he

can make one ranged attack targeting his charge target unless

he was in melee with his charge target at the start of his turn.
When resolving a Bayonet Charge ranged attack, the character

does not suffer the target in melee attack ro11 penalty (see

p. 212). If the target is not in melee range after the charging
character moves, the character can make the Bayonet Charge

ranged attack before his turn ends. A character making a

Bayonet Charge must make his charge attack rvith a bayonet.

BIG GAAAE HUNTER

Prerequisite: Survival 1

A character with the Big Game Hunter ability has hunted more

than his fair share of game in the wilds of Immoren. When

a character with Big Game Hunter makes a melee or ranged

attack against a natural animal or beast native to the wilds
of Immoren, he gains a bonus on attack rolls equal to his
Survival skill.

Prerequisite: Rope Use 1

When the character ties up, manacles, or otherrtise
another character with some form of restraints, .roc
skill roll difficulty for the bound character to escape.

BTASTER

Prerequisite: None

The character gains +2 to hit r.vith electrical ranged a::::

BLOOD SPILTER

Prerequisite: Hand Weapon 3

The character gains +2 on damage rolIs against living ch::: -' " '

BODGE

Prerequisite: Mechanikal Engineering 1

The character can make temporary repairs to a stear'::
the midst of combat. See the "Steamjacks" chapter (p. i-'-
more details.

BODYGUARD

Prerequisite: Shield Guard, Shield 3

This character is not limited in the number of times he .:: -
Shield Guard each round.

BOMBER

Prerequisite: Thrown Weapon 3

When this character's grenade ranged attack deviates, '. : - ::-
reroll the direction and/or distance of deviation. A roll ca: . -

be rerolled once as a result of Bomber.

BOND

Prerequisite: None

This ability can be taken more than once. Each time a ch::::*---
takes this ability he gains a bonding slot that can be u:=: r:

bond with warcaster armor, a steamjack, or a mech.:: "*
weapon - one per slot.

. The character must bond to a steamjack to make it p:::
his battlegroup.

. He must bond to a mechanika weapon to spend focus r -- - :

to boost attack and damage rolls and to make addi::---.-
attacks r,r'ith it.

. He must bond to warcaster armor to gain the benefits --: ':-

power field and overboosting.

To form a bond, a character must spend a full action touchir: ,-.
steamjack or object he intends to bond to. Forming a bond'.'.::- -

steamjack requires the rvarcaster to know its cortex's native lan: -::,
and the pass codes to any locks on its cortex. A character can b:.: ' -

bond at will in order to free up a slot to form another bond.

Bonded steamjacks are not affected by 'jack marshalin:
character cannot bond with a steamjack, mechanika weapcr . -

mechanika armor bonded to another character.

BATTTE PLAN: DESPERATE PACE BINDING



BREW MASTER CHOIR

Prerequisite: Alchemy 2

lhe character can reroll failed Alchemy rolls. Each failed ro11

:an be rerolled only once as a result of Brew Master.

CA/vIOUFtAGE

Prerequisite: None

lhe character gains an additional +2 DEF when benefiting from
:..ncealment or cover.

CARD SHARP

Frerequisite: Gambling 2

I:re character is skilled at manipulating his fortune at cards by
:-:: iudicious application of legerdemain. He's a cheat. When the
:laracter uses this ability, he adds an extra die to his Gambling

=i.11 rolls and drops the lowest die result.

-:-:--\'one watching the character play when he uses this ability
::r make a Detection skil1 ro11 to catch the character in the
.:::. The difficulty for this skill roll is equal to the cheating
::-::acter's INT + AGL + Gambling skill.

CAUTIOUS ADYANCE

Prerequisite: Survival 3

1: character gains one extra quick action each turn that can be

--i onlv to take cover.

CAVALRY CHARGE

i:erequisite: Riding 1

1-:= character can make a cavalry charge (p.214) while riding a

- - ::nt designated as a warhorse.

CHAIN ATTACK: BLEED OUT

3:erequisite: Two-Weapon Fighting, Hand Weapon 3

: :::is character fights with two melee hand weapons and
- --- :he same living target with both his initial attacks, after
-==---'.-ing the attacks he can immediately make one additional
-= =e attack against his target. If the additional attack hits, it
:,.: not inflict damage but the target must forfeit either its
- - -. .inent or action on its next Activation Phase.

CHAIN ATTACK: PIN DOWN

I::requisite: Two-Weapon Fighting, Pistol 3

- -:. character hits the same living target with initial attacks
- : :',1-o pistols, after resolving the attacks he can immediately
-.- ..: tin€ additional ranged attack against that target ignoring
' --: :: the additional attack hits, it does not inflict damage.
--:ri. the target hit can advance tp to 2", and it is then
- .:..:d don.n.

Prerequisite: ARC 4

A character gains a cumulative +1 on magic attack rolls for each

other friendly character of his faith with this ability within 1"

of him.

CTEAVE

Prerequisite: Great Weapon 1

When this character incapacitates one or more enemies with a

melee attack made with a great weapon during his turn, the
character can make one additional melee attack immediately
after the attack is resolved. A character can gain only one

additional attack from Cleave each turn.

COIABAT RIDER

Prerequisite: Riding 1

While this character is riding a mount designated as a warhorse,
the mount can make one impact attack against a target in its
melee range if the mount and rider did not charge this turn.

CONNTVER

Prerequisite: Bribery 1, Deception 1

The character is well skilled in the arts of deception. The

character can reroll failed Bribery and Deception-based
social skill rolls. Each roll can be rerolled only once as a

result of Conniver.

COVER IDENTITY

Prerequisite: Disguise 1

The character has an established cover identity with its own
history, contacts, and criminal record (or lack thereof). The
character's Disguise rolls while using his cover identity are
automatically boosted. Choose a career for the cover identity.
The character gains one occupational skill at level 1 from the
cover identity's career. The cover identity must be reasonably
believable. A gobber disguised as a trollkin fell caller won't fool
anybody. This ability can be taken multiple times. Each time, it
applies to a different cover identity.

CRACKSHOT

Prerequisite: None

The character can accurately track his target despite its attempts
to take cover. When making a ranged or magic attack against a

target that has concealment, cover, or elevation, this character
gains +2 on the attack ro11.



CRAFT RUNE SHOT DEFENSIVE IINE

Prerequisite: \one

The character can craft his orvn lune shot amnrunition. Irrstead

of paf ing 5 gc ior each metal cartridge- round of rurre shot
amrnnnition, a charactcr rvith this abilitv arrd a rune shot
casting kit can cast his orr.n rounc-ls, p.rving 1 gc for tlre pon'der,
material to cast a rune Lrullet, and r-netal casing to press one
round of rurre shot ammur-tition. The clraractc'r must inscribe
the casing and bullet bv hand. A character c.-tn craft r,rp to five
lunc shot cartridges in an hour.

CROSSBOWMAN

Prerequisite: Nonc

The character can reload a crossbon'as .r qr-rick action instead

of a full action.

DEFENDER

Prerequisite: None

Once per round, rvhen a friendll. character rvithin this
character's command range is hit u,ith an enemv attack,
immediatell. after the attack has Lreen rcsoh'ecl this character
can advance torvard the enemv character', up to tu.elve fee't (2"),

and make one melee attack.

Prerequisite: None

While this character is B2B u.ith orle or nrore friendll ch.rr'.-.:-

he sains +1 ARM. Whilc the chalacter is B2B rvith,,:--
more fricndlv characters n,ho also have this abilitl; thc -' -
increases to +2.

DIG IN

Prerequisite: None

While he has a spade in hand, this character can nr.rke .:

action to dig arr improvisec'l foxl-ro1c. Until he moves, ir 1..

goes prorle, or is er-rgaged, the character gains CovCr, riL r

suf fer blast damage, arnd does not block line of sight. A ch:.:
cannot use the Dig In abilitv dr-rring a tnrn in n,hich he r',-.:

DISEASE RESISTANCE

Prerequisite: None

Thc character can make boostcd rolls to resist disc.:
in fection.

Prerequisite: None

When this character hits an ener.nv r,r,ith a melee attack. :'-
sperrd 1 feat point to causc anv upkeep spells on that en.-
immediately expire.



DODGER EMPOWER

Prerequisite: None

,\ hen this character is missed by an enemy attack, he can
-mmediately advance rp to 2" after the attack is resolved
-:nless was missed while advancing. He cannot be targeted
:-.' free strikes during this movement.

DRIVE: ANCILLARY ATTACK

Prerequisite: None

During this character's turn, while he is B2B with a non-
incapacitated friendly character, this character car-r spend
1 feat point to cause the friendly character to regain d3+1

vitality points.

EXPERT RIDER

Prerequisite:'Jack Marshal

l:ris character can make a quick action to use Drive: Ancillary
-:iack on a steamjack he controls. The steamjack immediately
:::akes one normal melee or ranged attack.

DRIVE: ASSAULT

Frerequisite:'Jack Marshal

liis character can make a quick action to use Drive: Assault
:: a steamjack he controls. The steamjack charges during its

::::n this round without spending focus or being forced. As
::rt of that charge, after moving but before making its cl-rarge
:::ack, the steamjack can make one ranged attack targeting its
--i-.:rge target unless it was in melee with its charge target at
:-: start of its turn. When resolving a Drive: Assault ranged

::::ck, the steamjack does not suffer the penalty for a target
: rrelee. If the target is not in melee range after the steamjack
:.,rves, the steamjack can make the Drive: Assault ranged
:.:::ck before its turn ends.

DRIYE: OFF ROAD

irerequisite:'Jack Marshal

- -.s character can make a quick action to use Drive: Off Road
: steamjack he controls. The steamjack gains the Pathfinder

r:--itv during its turn this round and must use its normal
- --'.'ement and combat action to charge or make a slam power
r:::ck during its turn this round.

DRIVE: PRONTO

i:erequisite:'Jack Malshal

---. character can make a quick action to use Drive: Pronto
- : steamjack he controls. The steamjack immediately makes

- '-:ll advance.

DUAL SHOT

1:erequisite: None

-- 
= ;halacter can forfeit his movement dr-rring his turn to make

-: -r.-iditional ranged attack with a pistol or rifle.

ETEMENTAL MASTERY

r::requisite: ARC 5

-: Sorc€rer gains +1 on his attack and damage rolls when
::-.rg an offensive spe1l from his elemental spell list.

Prerequisite: Riding 2

The character can reroIl failed Riding rolls. Each roll can be
rerolled only once as a result of Expert Rider.

Additionally, provided the mount has not been knocked out,
this character and his mount cannot be knocked down while
this character is mounted.

FAST COOK

Prerequisite: Alchemy 2

The character has learned a number of time-saving shortcuts in
the art of brewing potions and mixing alchemical substances.
He can create alchemical items in half the normal time.

FAST DRAW

Prerequisite: None

A character with this ski1l gains +2 on initiative rolls. He also
gains an additional quick action during his first turn of combat
each encounter that can be used or-rly to draw a weapon.

FAST REARM

Prerequisite: None

The character gains one extra quick action each turn that can
be used only to rearm a weapon of the type noted, such as a

blasting pike. A character can have this ability several times,
each time with a different specified weapon.

FAST RELOAD

Prerequisite: None

The character gains one extra quick action each turn that can be
used only to reload a ranged weapon.

FELL CALL: CACOPHONY

Prerequisite: Fel1 Calling 2

The character can use this call as a quick action. For one round,
enemies cannot cast spells, use battle plans, or use dlir.es while
in this character's command range.

FELL CALL: CAtt OF DEFIANCE

Prerequisite: Fel1 Calling 2

The character can use this call as a quick action. For one round,
when a friendly trollkin character makes a Tough ro11 while
in this character''s command range, on a roll of 4, 5, or 6 the
trollkin heals 1 vitality point and is knocked down.



FELL CAIL: GROUND SHAKER

Prerequisite: Fell Calling 3

Once per turn, the character can use this call instead of attacking.
The character then makes a RNG 1Q AOE 5 fell call ranged attack
that causes no damage. Targets hit are knocked down.

FELL CALL: HEROIC BATLAD

Prerequisite: Fell Calling 2

The character can use this call as a quick action. For the rest of
the round, while in the Fell Caller's command range, friendly
trollkin characters are fearless and gain +2 to melee attack ro1ls.

Heroic Ballad lasts for one round.

FEt[ CAIL: REYERBERATION

Prerequisite: Fell Calling 2

The character can use this call as a quick action. The character
makes a RNG SP 5 ranged attack that causes no damage. The

character uses his POI + Fell Calling skill for his attack rolls.
Enemies hit are pushed d3" directly arvay from this character.

Move the enemy who lvas farthest away first.

FEIL CALL: SIGNAL CAIL

Prerequisite: Fell Calling 1

The character can use this call as a quick action. The character
can unleash a call that can be heard for a number of miles equal
to his Fell Caller skill.

FELL CALL: SONIC BTAST

Prerequisite: Fe1l Calling 2

Once per turn, the character can use this call instead of
attacking. The character then makes a RNG SP 8, POW 12

ranged attack. The character uses his POI + Fell Calling skill
for his attack rolls.

FIETD ALCHEA{IST

Prerequisite: Alchemy 1

The character gains an additional quick action each turn that
can be used only to create a field alchemy quick effect.

FIETD MARSHAT: MAGICAT ATTACK

Prerequisite: ARC 5

The warcaster can spend a focus point during his turn to use

Field Marshal: Magical Attack. For one round, the weapons of
characters in his battlegroup become magical weaPons while in
the warcaster's control area.

FIELD MARSHAL: RELENTLESS CHARGE

Prerequisite: ARC 5

The warcaster can spend a focus point during his tu::
use Field Marshal: Relentless Charge. For one round, r.,'i-.: -

character in the warcaster's battlegroup begins a charg.. ','..-

in his control area, that character gains the Relentless Cl::::
ability for his turn. (A character who already has Relc'r.: .*
Charge ignores penalties for rough terrain during an Acti', :: -

Phase in which he charges.)

FIELD MARSHAL: SHIELD GUARD

Prerequisite: ARC 7

The warcaster can spend a focus point during his tu::
use Field Marshal: Shield Guard. For one round, char.:.-.-
in his battlegroup gain the Shield Guard ability rrh;.=
the Warcaster's control area. Once per turn, when a fric::
character is directly hit by an attack while within 2

character with Shield Guard, the character with Shield C'::::
can become the target of the attack and be automat:.:
hit instead. A character cannot use Shield Guard ii :.-
incorporeal, knocked down, or stationary.

FIND COVER

Prerequisite: None

At the start of combat before initiative is rolled, this char:--.'
can immediately advance up to twelve feet (2") and perfc,:::
quick action to take cover or go prone.
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FIRE IN THE HOLE! GANG

l:erequisite: Throlvn Weapon 1

-:. charactel can make a grenade attack at the start of the
::;on Phase of his turn before rnoving ot' making his normal

:: ,:cks. A character making a Fire in the Hole! attack must use
. i-novement that turn to run or make a full advance.

FTEET FOOT

l:erequisite: SPD 7

::n the charactel runs, he moves at SPD x 3

FREE STYTE

i :erequisite: Alchemv 1

- -. ciraracter can improvise the ingredients in his alchcmical
:-.Lrolu1ds. This allows the character to attempt to make do
::'.trut a specific ingledient. This lequiles arr Alchernv skill

- itith a target number equal to 10 plus the gc valr-re of the
- -:r11ie nt.

- -:. alrilitl. also allows the character to get b1' rvith less

:.nsive versions of common alchemical ingredierrts,
' .- ,:cing the cost of his alchemical compounds b1' 1 gc each (to
. -- -:rimLrm of 1 gc). Alchemical compounds brer.ved using this
-. . i'arr, slight11. in appearance or ph1'sica1 qr-ra1itr, from items
'.-::cr1 by follou'ing time-tested recipes.

Prerequisite: None

When making a melee attack that targets an enemy in melee
range of another friendly character, this character gains +1 to
melce attack and melee damage lolls. When making a melee
attack that targets an enemy in melee 1'ange of another flier-rdl1'
character u.ho also has this ability, these bonuses increase to +2.

GET AWAY

Prerequisite: Dodger, Escape Artist 3

When the character is missed b)' an enemy attack at ant. time
other than r,r4rile advancing, instead of advancing up to 2', the
character can immediatell. rnake a fu1l advance.

GIRDED

Prerequisite: Shield 2

While armed rvith a shield, this character does not suffer blast
dama5;e. Flierrdll' characters B2B r,vith this character do not
suffer blast darnage either.

GOOD BREEDING

Prerequisite: None

The character n'as raised in irigh society. He can reroll failed
Etiquette rolls. Each roll can be rerolled only once as a result of

Cood Breeding.

GREAT POWER

Prerequisite: None

This character can upkeep one spell each

turn u,ithor-rt spending a focus poirrt or
gaining a fatigue point.

GRENADIER

Prerequisite: Thro'r.r.n Weapon 1

The character gains an additional quick
action each turn that can be nsed onlv to
pr-rll the pin on a grenade.

GUNFIGHTER

Prerequisite: None.

The character does not suffer a -4 pen altv
on ranged attack rolls n'ith pistols or
carbines n'hi1e engaged.



Prerequisite: STR 5, Unarmed Combat 2

Instead of making a normal Unarmed Combat attack, this
character can spend a feat point to make a head-butt attack.
The character makes an unarmed melee attack ro11 against his
target. If the attack hits, the target is knocked down and suffers a

damage roll rvith a POW (Por,l.er) equal to the character's current
STR. A character cannot head-butt a target r,r.ith a larger base.

HIT THE DECK!

Prerequisite: None

The character is so accustomed to catastrophic explosions in his
presence that he has developed the nncarrny ability to hit the
glound the second before he is affected by a blast. While prone,
the character does not suffel damage from AOEs unless he is
dilectly hit by the AOE. If the chalacter is caught in an AOE that
wonld cause blast damage but r'r.as not directly hit bv the AOE,
he goes prone but suffers no damage.

HYPER AWARENESS

Prerequisite: Command 3

While in this chalacter''s command range, friendlv chalacters
gain Circular Vision. (Tl-re front arc of a character with Circular
Vision exterrds to 360".)

IA{MUNITY: COLD

Prerequisite: None

The character is immune to cold damage.

IMMUNITY: CORROSION

Prerequisite: None

The character is immune to corrosion damage.

IMA,{UNITY: ELECTRICITY

Prerequisite: None

The character is immune to electrical damage.

IMMUNITY: FIRE

Prerequisite: None

The character is immune to fire damage.

INSCRIBE FORMUTAE

Prerequisite: Mechanikal Engineering 1

The character can inscribe runeplates. See "Mechanika" (p.279).

IRON SENTINEL

Prerequisite: ']ack Marshal, Command 3

The character has learned to position himself behind the
steamjacks he commands to stay out of harm's way. While B2B

with one or more steamjacks he commands, the character gains
+2 ARM and cannot be knocked down.

Prerequisite: None

The character can reroll failed Willpo.lver rolls. Each roll car- :
rerolled only once as a result of Iron Will.

KEEN EYED

Prerequisite: None

The character can increase his effective range rvith a boi.. -

rifle by tn elr'e feet (2") and his extreme range by sixty feet {.

TANGUAGE

Prerequisite: None

This ability can be taken multiple times. Each time a char:;:.
takes this abilitl', he learns how to speak, read, and write a ;.=

larrguage.

TEGACY OF BRAGG

Prerequisite: Fell Calling 2

The character gains an additional quick action each turn :::
can be used only to make fell calls.

LIGHT CAYATRY

Prerequisite: Riding 2

If this character is riding a mount not designated as a rn'arhr-:..
at the end of his turn he can advance up to 5".

LOAD BEARING

Prerequisite: STR 5

The character is well practiced at fighting while wearing he:'
armor. Reduce the SPD and DEF penalties from the armo: :--'=

character wears each bv 1.

MAGE KILTER

Prerequisite: PER 6

This character gains an additional die on damage rolIs ag:::
characters that can cast spells.

TANGUAGE - FIVE CANT
Five Cant is the language of the underworld that
developed on the streets of Five Fingers. Though it
is most commonly used in Ord and northern Cygnar.

speakers can be found throughout criminal circles across
the Iron Kingdoms. It has no written form.

HEAD-BUTT IRON WILI



Prerequisite: None

lhe character can use quick actions and aim in the same round,
:ut still has to forfeit his movement to gain the aiming bonus.

NATURAT LEADER

Prerequisite: Command 1

- character with Natural Leader increases his command range
:'.-2".

NIGHT FIGHTER

Frerequisite: None

Il'.e character is well versed in dispatching an opponent at a

':=tance in the dark of night. When making a ranged or magic
:::ack against a character with stealth or Prowl, this character
:::omatically misses the target only if he is 8" or farther away

:stead of 5" away).

PARRY

3rerequisite: None

,:ile armed r'r.ith a hand weapon, the character cannot be
-:::eted by free strikes.

PATHFINDER

i:erequisite: Survival 1

----= character can move over rough terrain without penalty.

POISON RESISTANCE

i:erequisite: None

-.-. character gains boosted rolls to resist poisons and toxins.

PORT OF CALI

1:erequisite: Navigation 1

- :::aracter with Port of CaIl can always find his way home

-.::,r. For each level of Navigation, a character can nominate
-. -..cation he's visited more than once as a Port of Cal1. When
-- -:ing to a Port of Call and using the Navigation skill (p. 186),
-:ri inv results worse than'Arrive as planned" as'Arrive as
- --^ -) "

PRECISION STRIKE

r:::equisite: None

-.:- the character hits with a melee attack, he chooses the
-*::,r oi the target's life spiral or the column of the target's
-: -::e grid that is hit, if applicable.

PRESS THE ATTACK

r:::equisite: Shield Slam, Shield 3

--r. ihis character slams an enemy, immediately after the
.- - :. resoh'ed this character can advance directly toward the
.-::ee-l enemv up to the distance the slammed enemy lvas

- :-1 nnd then make a melee attack against that enemv.

Prerequisite: None

Whether he was born into an ancient bloodline or a family that
purchased status, this character is afforded the rights of a noble.

He is immune to persecution for petty crimes and can be tried
only by a court of his peers. Should he be found guilty of a high
crime, he has the right to be executed in the style befitting a

noble. Each kingdom has distinct benefits and obligations for
those born of privilege. With a successful Etiquette skill ro1l, this
character can demand hospitality and request aid from other
nobles not at war with his kingdom. Additionally, the character

gains +2 on social skill rolls when dealing with those beneath his
station who recognize his status and respect the nobility.

PROWL

Prerequisite: Sneak 1

The character is virtually invisible r,vhile in the shadons ol in
terrain that glants a deglee of concealment. The character gains
stealth (p.220) while within terrain that provides concealment,
the AOE of a spell that provides concealment, or the AOE of a

cloud effect.

PURSUIT

Prerequisite: Tracking 3

The character can spend 1 feat point during his turn to use
this ability. When this abilitt' is used, the character designates
one enemy. For the rest of the encounter, r,r4ren that enemy
moves during his turn, immediately after the enemy ends his
movement this charactel can make a full advance. A character
can use this benefit only once per encollnter unless the original
subject of this abilitv is destloyed, at which point the character'
can spend a feat point to use this benefit on a new enem\..

HIGH COURTS
Those of high privilege are rarely arrested for petty

crimes such as larceny or trespassing. Those of privilege

are expected to defend themselves if attacked by inferiors
and are rarely accused of assault if it is clear they did
not instigate violence, even in cases where deaths

have occurred. The degree to which privilege affords
protection varies greatly from one region to another.

Though the character cannot be tried by a low court, that
does not mean he can entirely escape justice. If he is

found violating major laws of a kingdom, he can be held

by the local law officers until he is taken prisoner by the
knights of the kingdom or agents of a noble with dominion
over the lands whose laws the character broke. He is then
judged by the kingdom's nobles. Once high courts are

convened, punishments for the guilty are severe.

MARKSMAN PRIVITEGE
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QUICK WORK RIPOSTE

Prerequisite: AGL 5

When this character kills one or more enemies n'ith a melee
attack during his combat action, immediatelv after that attack is
resolved this character can make orre ranged attack.

To make a ranged attack, the character's ranged weapon mnst
be loaded.

RALTYING CRY

Prerequisite: Command 3

This charactel can spend a feat point to
use Raliving Crv. For one round, this
character's command range is doulrled
and friendly characters in his command
range, including this character, become
fearless (p.221).

RETENTTESS CHARGE

Prerequisite: None

This character ignores penalties
rough terrain n'hile charging.

RESOURCEFUT

Prerequisite: Mecharrikal Engineering 3

This character can upkeep spells on
steamjacks he controls n'ithout spending
focus or gaining fatigr-re points.

RETALIATORY STRIKE

Prerequisite: PHY 7

When this character is hit by a melee attack made by an enemy
at any time other than during his orvn turn, after the attack is
resolved the character can spend 1 feat point to immediately
make one normal melee attack against the eneml, that hit him.

RETURN FIRE

Prerequisite: Fast Dralv

Once per round when this character is missed by an enemy's
ranged attack, immediately after the attack is resolved he can
make one normal attack against the attacking enemy.

To make a ranged attack, the character's ranged weapon must
be loaded.

RIDE-BY ATTACK

Prerequisite: Riding 2

While mounted, this character can combine his movement and
action during his turn to make a Ride-By Attack. The character
declares a Ride-By Attack at the start of his Activation Phase. He
makes a full advance and can halt his movement at any point to
make his attacks. After his attacks, he resumes his movement.

Prerequisite: None

Once per round u,hen this character is missed bv an en.:
melee attack, immediately after the attack is resolr.ed il.
make one normal attack agait-rst the attacking enenl\,.

To make a ranged attack, the character's r.anged weapon :-
be loaded.

for

ROCK SOLID

Prerequisite: PHY 8

This character and friendly characters B2B rvith him c.-r

be knocked down. The character loses this abilitv r.r'hi
is mounted.

ROLL WITH IT

Prerequisite: None

When the character would ordinarily be knocked don
goes prone instead. The character loses this ability lvhilc
mounted.

SADDTE SHOT

Prerequisite: Riding 1

This character does not suffer the firing from horseback pen:
when making ranged attacks while mounted (see p. 214).
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SCROUNGE SNIPER

Frerequisite: None

Ile character is adept at finding hard to acquire or expensive
::placement parts to repair steamjacks. Given a day to find
:::e parts in a town or industrialized settlement, the character
::r find any part needed (or something close enough he can

----dge it together). The character can purchase steamjack parts,
'.apons, and gear for half the normal price.

SENTRY

Prerequisite: None

--:r.e per round when an enemy is placed in or moves into the
-:.e of sight of this character, this character can immediately
-::ke one attack, targeting that enemy.

SET DEFENSE

irerequisite: Great Weapon 2

^::ile this character is armed with a weapon that has reach, an
:::::Trv in this character's front arc suffers -2 on charge, slam
:,-'...'er attack, and impact attack rolls against him.

SHADOW MAGIC

l:erequisite: Gifted, Sneak 2

:en this character casts a spell, no spell runes appear and

-::ically sensitive characters cannot sense the character's

-::ic. A focuser with this ability cannot be detected by another
' ,::ser rvith the Magic Sensitivity archetype benefit.

SHIELD GUARD

1:erequisite: Shield 1

l:-:r per turn, when a friendly character is directly hit by an
.::::k n'hile within 2" of this character, this character can choose

--= directly hit instead. This character cannot use Shield Guard
- -= ls incorporeal, knocked down, prone, or stationary.

SHIELD SLAM

3:erequisite: STR 6

-=r this character charges while armed with a shield, instead
- :::.king a charge attack, he can spend a feat point to slam his
:::::. making an attack roll with his shield. A character who
..::::' another character with a larger base suffers -2 to this
-:-":< roll. The POW of the slam damage roll is equal to the STR
- ::: attacking character plus the POW of the shield. The POW of
. ::eral damage is equal to the STR of the attacking character.

SIGNAL LANGUAGE

r --:requisite: Cryptography 1

- - - :haracter can spend time developing a coded signal
: - : -::ge for use with his party using the same rules as creating
- - ::. The language can convey simple messages or commands
--: :as a Cryptography target number based on the target
--::.r used during the code's creation. The signal language
* - :-: :aught to any character that has Intellect 3 or greater.

Prerequisite: Rifle 3

When this character forfeits his movement to aim during
his turn, the character's first ranged attack that turn gains
boosted damage.

SPECIATIZATION

Prerequisite: None

The character does not suffer attack roll penalties when
attacking with a weapon of the type chosen, such as a blasting
pike. A character can have this ability several times, each time
choosing a different weapon.

STEADY

Prerequisite: None

This character cannot be knocked down. The character loses

this ability while he is mounted.

STEAATO

Prerequisite: Mechanikal Engineering 2

The character can reroll failed Mechanikal
repair or dismantle steamjacks. Each roll
once as a result of Steamo.

Engineering rolls to
can be rerolled only

SUCKER!

Prerequisite: Intimidation 3

If this character is directly hit by an enemy ranged attack, he

can choose a friendly living non-incorporeal character within 2"

of him to be directly hit instead. That character is automatically
hit and suffers all damage and effects.

SWIFT HUNTER

Prerequisite: ACL 6

When this character incapacitates an enemy by using a normal
ranged attack, immediately after the attack is resolved he can
advance up to twelve feet (2").

SWIFT RIDER

Prerequisite: None

While riding a mount,
terrain without penalty.

the character can move over rough

TAKE DOWN

Prerequisite: None.

This character can use Take Down anytime he incapacitates
another character with an attack and while the incapacitated
character is in this character's melee range. The incapacitated
character regains 1 vitality point and is no longer incapacitated but
is considered to be manacled, tied up, unconscious, or otherwise
out of action for the rest of the encounter. Once the combat portion
of the encounter has ended, the subject of the take down is at the
mercy of the victors to be questioned or worse.
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TARGETEER CONNECTIONS
Connections lepresent associations, familial bonds, ;:
netrvorks of contacts. A character can have several differ.:
netrvorks of connections, each relating to a different gro*
government, or societv.

A cl-raracter can Llse his connections to gain informati,-:
material aid, or assistance. The aid a cl-raracter can reason;:.
request from his conrrections depends on the nature oi :-
connection and the character's relationship r'vith the connecti --'

The character should be able to call on the hospitalitl' oi :
home kriel or clan for information, a safe place to sleep, .1n;
meal. From time to time he might even call on such a conneci. --

for monetaly support or malrpower.

The sort of aid given might be different if the character is a ::-

member of the organization represented by the connectiolt c:
he is just a rvell-iniormed outsider. The character's relationsl-.
r'vith the connection also determines r,vhat the conneci.-
expects in return. For example, a member of the Retribui.-
of Scyrah can readily call on his contacts for intelligence ;:
news of home, use of remote safe houses (fol himself, not :
non-member associates), and possibly for special gear a:
\veapons. A non-member rvith connections to the Retribut::
would be able to set up meetings with agents of the group. :
tense meetings and exchanges of informatiolr. In this case ::
relationship is much more give-and-take with the expectat--

that all aid given rt'illbe returned.

Prerequisite: None

When the character hits u'ith a ranged attack,

branch of the target's life spiral or the column
damage grid that is hit, if applicable.

he chooses the
of the target's

TEAM TEADER

Prerequisite: 1r-one

When this charactel gains a feat point, instead of keeping
it hirnself he can gir.e it to another character currentlv in his
command range.

TRACETESS PATH

Prerequisite: Sneak 2

The character knou.s horv to conceal his tlail rvhen moving
over land. Though he can move at onh'half his usual rate of
speed while using this abilitl', either on foot or horseback,

anyone attempting to follon'his trail has +3 added to his skill
roll target number.

TRUTH READER

Prerequisite: Detection 3

The character automaticallv knotvs n'hen someone is lf ing to
hirn. Keep in mind that knon'ing someorre is lying is different
than discerning the tluth.

TUNE UP

Prerequisite: Mechanikal Engineering 3

While B2B r.vith a steamjack he contlols, this character can

spend a quick action to ttse Tune Up. Dr-rring its turn this round,

the steamjack gains either boosted attack or damage ro1ls.

TWO-WEAPON FIGHTING

Prerequisite: AGL 4

While fighting \\'ith a one-handed r,veapon

or pistol in each hand, the character gains an

additional attack for the secolrd rveapon. He

suffers -2 on attacks rolls rvith the second weaPon

while doing so.

UNIVERSITY EDUCATION

Prerequisite: None

The character can reroll failed Lore and

Research skill rolls. Each ro11 can be

rerolled only once as a result of University
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WAYLAY

Prerequisite: None

When an attack made by this character has

the chance to knock out a target, increase the

target number for the Willpower ro11 to resist the

knockout by 2.
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i character might not trust his contact and might not be trusted
:r return. This lack of trust can be built up overtime or it can
:e inherent in the character's relationship with his connections
::-.m the inception. For example, though a character's criminal
:rntacts might not have provided him with a concrete reason
:-: concern yet, no one should completely trust those contacts.

-:.:t is just the nature of the beast.

l:oending on the demands a character puts on his
:::rnections, he might have to resort to diplomacy,
:=glrtiation, or bribery to get what he wants. In these cases,
::: plaver describes what his character is doing to coerce his
:--:rnection into giving him more aid than the connection

:> initially willing to provide. Based on the tact taken, the
-:ne Master determines the stat and skill for a social skill

: --. Then the Game Master sets the target number for the
:- --. If the ro11 fails, the character does not get what he wants

':: risks straining his relationship with his connection. Even
: re succeeds, there could be repercussions that arise from
:::hing his connection too far. He could owe the connection
. ::r'or, or his connection might become angry or distrusting
.:: refuse to work with the character for some time.

.::en managing a character's connections, the Game Master
.: -'uld consider the needs and personality of the characters who
::-\e up the connection. What are thev willing to give away?
,::at remains hidden? What risks are put on the character's

- :.:rections by aiding them? What do they have to lose? What
: - :hev r.vant in return?

r- :raracter's connections can also be a great tool to iumpstart a

-:=rario. Just as the character can ask things of his connections,
--= contacts might also come to him for help, information,
: naterial aid. If the character refuses, there should be

-.:sequences, not the least of which is that his connections
-,:rt refuse him any future aid until he makes good on his
-, ::mitments and responsibilities.

-: Game Master and the character's controller should take
::: to discuss the character's connections before the start of
-: :ame. Though a connection represents a web of contacts

-:::er than one or trvo individuals, the player and Game
-:.ier should try to give the connection a face (or faces). The
, -= t f the connection is the NPC or NPCs the character most
:::r meets with when he wishes to use his connection. The
::= could be a ranking shot caller, a discrete agent, a well-

. - rrected member of the organizabon, or just about anyone
- - has the influence to be considered the representative of

-. ;haracter's connection. Additional faces could be other
- Cs affiliated with the character's connection or other

-::::ional contacts the character has the freedom to meet
::.. For example, if the character has a trollkin kriel as a

-::.ection, for him the face of the connection could be its
-.:::ain or shaman, but he also knows a number of junior

-=:-.bers he can press for information or request for aid in
-=. of need.

I.: -:r'are a few examples of possible connections and the
: ,=:rtial support given by each.

r--:hemical Order: The character can call upon the knowledge,
:- -- rrc€S, and talents of an alchemical ordet such as the Order

of the Golden Crucible. If the character is an alchemist, he is
likeh, a member of the order. A member of an order can, at very
least, expect access his order's labs and libraries and possibly
a bed and meal. His friends and other traveling companions
mlght not be as r'r.elcome.

Criminal: The character has contacts with the criminal
underlvorld and organized crime. His connections are
likely centered on a single city or criminal organization,
but those contacts can to reach out to other organizations
on the character''s behalf. The character can always press his
contacts for information, and he might also be able to use
them to purchase or smuggle contraband, set up criminal
enterprises, aid in entering or escaping locations unseen,
dispose of goods or bodies, find safe hiding places, or for
anything else that fal1s under the criminal purvierv. Such
contacts are notoriously untrustworthy and complications
abound. Greed and self interest are the surest motivators
when dealing with these connections.

Dwarven Clan: The character has dealings with a dwarven
clan. Though a member of the clan can expect to be treated
like family, outsiders have a more business-like relationship
with the clan. The clan is likeIy based in Rhul, possibly rvith
smaller branches in Cygnar or Khador. The clan can provide
information, especially pertaining to trade routes, business
ventures, wartime developments, of news from Rhul. It can
also provide a great deal of technical expertise and other means
of support depending on the clan's holdings in the alea where
they are enconntered.

Intelligence Network: The character has access to a vast spy
network, such as the Cygnaran Reconnaissance Network, the
Prikaz Chancellery, the Unseen Hand, or the Retribution of
Scyrah. The character's relationship with the network should
be discussed between the player and the Game Master. lf he is
a member of the group, the character can expect much greater
access to information and material aid, but he has substantial
responsibilities in return. He could be called upon the network

RESOURCE.
NOT THE ANS\A/ER

Connections are a player character and Game Master
resource. They represent great storytelling potential

and can aid a character during play, but should not be

allowed to destabilize play. A character with connections
with the Retribution of Scyrah should not simply be able
to call in two mage hunter strike forces to clear out the
underground complex that the Game Master designed

' as the setting for the climax of his scenario, unless of
j course he planned for that all along. Remember, even the
, most reliable connections have problems of their own

from time to time.



to provide information and assistance at any time. If he betravs
his organization or exposes its members, he will certainly be

marked for death. More infolmal affiliates of an organization
can be called upon for information and possibly support when
the network's aims coincide with the character's actions. Such
networks are proficient, professional, and ruthless. The spy
game is no place for amateurs.

Knightly Order: The character has a connection to a knightly
order. He could be a member of the order or an advocate for
its causes. In either case, he can use this connection to gain
information pertaining to the affairs of the order, its members,
and its home kingdom. If the character is a member, he can
also call on the resources of his order and can find a warm
bed and a hot meal at his order's holdings. The character can
also expect to have armor repaired and his mount groomed.
From time to time, the character's order might call upon him
to undertake tasks relating to his responsibilities as a knight
of the order.

Kriel: The character has contact rvith a trollkin kriel. He could
be a close friend or ally, or a member of the kriel. The kriel is

either based at a village or urban settlement, or nomadic. With
great numbers of trollkin having been uprooted by the recent

wars, there are greater numbers of nomadic trollkin than ever
before. The character can call upon the kriel for information
relating to trollkin history, its home history, and the individual
knowledge of the members of the tribe. Likely the kriel has little
in the way of material support it can lend a character, but the

kriel might provide warriors in times of need, especiallf if the

kriel shares the character's interests in a given fight. What little
the kriel has, it is likely to share n,ith a friend. As a member of a

kriel, a character could be called upon to aid the kriel in its most
dire moments, especially if the character is a Fell Caller or has

another important role in his kriel.

Magical Order (Arcanist or Gun Mage): The character
is affiliated with an arcane order, such as the Greylords
Covenant, the Fraternal Order of Wizardry, or the Militant
Order of the Arcane Tempest. Many, but not all, orders are tied
very closely to a given kingdom and membership in the order
is limited to citizens of that kingdom in good standing. For

example, the Gun Mages of the Arcane Tempest are members
of Cygnar's military in addition to being members of the
order. A character with a connection to an arcane order can

call upon the order for information relating to the knowledge
of the order, its current dealings, information pertaining to
its members, and to its home kingdom. A character might
also be able to call upon the services of the order in times of
need. Members can expect to be welcomed into the order's
chapter houses, fed, given access to the chapter's facilities and
libraries, and possibly given a place to sleep.

Mechaniks Organization: The character has contact with a

major mechanik's organization or firm such as the Khadoran
Mechanik's Assembly, the Steam & Iron Workers' Union,
Engines East, the Cygnaran Armory, or Black Anchor Heavy
Industries. The character can utilize this connection to gather
information pertaining to the organizalion, its projects, or its
members. Members of the organization can expect to recruited

for work, given access to machine shops, and possibh-b-:: ,

to scrounge parts and scrap metal. Members oi unioi.. --,
required to pay their dues,

Military, Kingdom or Mercenary: The character i-.: - -

connection with a mercenary company or with otrc .-' --:
kingdom's militaries. Most likely the character is or '...:. -

member of that military. Though he maintains contact. '

the group, how he is perceived depends on his service r.:- -:
and the terms on rvhich he left duty. A character ca:. :.
upon his contacts to discover the details of given L'::: .-
gain intelligence on troop movements, learn about an a.:. .

of the militart', or gain access to its personnel. A char::----
might be able to levelage his connections to get his han;- -
military gear or to request aid from former brothers in ;::.
This sort of aid usually comes at a high cost. If the char::-=-
is an active member of the military, that complication :::-
its own issues and is sure to curtail the character's moi:: -

and options for adventure.

Nobility: The character has connections to the nobili:'
a given kingdom or the members of a continent-spar.:,--
dynastic family. The character might even be a lesser noble::. -

in his own right. Whichever the case, the character has ac:.--
to the halls of power. He can use these contacts to lear;-. :-.
secrets of the great families, the truths behind politics, .: -

gain access to the most powerful men in western Immc:.-
Such benefits are not without their cost. The nobilitv is '.'= -
self-interested, jaded, and value appearances above all c'--.
In addition to having to return favors, a character alst-.-:-
to be on his best behavior to maintain noble connectior.. -
character who is crude, insulting, impolite, or impolitic ::-
expect his connections to wither and die. Not onlv do:-.
nobility not wish to aid an embarrassing ally, they do noi .,.. : - -

to seem to be aiding that ally.

Pirate Crew: The char'acter is either the member of a p::: 
=

crew or has a close connection to a crew, likely througi-- '.
captain. The pirates can be called upon to provide informa:'-- -
pertaining to ports of call, the strength of various nar:=-.
trade lanes, the best locations for plunder, hiding places al;:r
the coast, and all manner of lore pertaining ships and pir.:--
Pirates can be called up for transportation and possibll' for l= :
in a fight if there is plunder for the taking. Just remember :::-
no one can trust a pirate.

Retribution of Scyrah: See Intelligence Network, above.

Religious Organization: The character has contact with i. 
=

of the major religions of western Immoren. If the charac:=:
is not a member of the church, this connection provides h,:
with information only. If he is a member of the church, he c='

expect access to the organization's churches, libraries, a::
other holdings, and he can gain access to ranking memlrers -:
the church. Should his actions be in the interests of the chur::
he can potentially expect even greater aid in times of need. --'
course, should the character bring shame upon the church :
fail in its central teachings, he might find himself ostraciz.:
and his access denied.



lVealthy Patrons: The character has a network of wealthy
rrtrons that go out of their way to aid him in times of need. This
:.etrvork is made up of aristocrats, industrialists, and men of
::ivilege who eithel believe in the character's work or see their
-rnnection to the character as a means of winning acclaim and
.r.rring in his victories. The character can call upon his patrons
:-.r information relating to politics and trade and can call upon
::cir financial support. The character's contacts expect to see a

:.iurn on their investments. The character's associates might be

illing to finance a dangerous sea voyage or treasure hunting
...pedition to isolated ruins, but only if they expect the plan to
: jcceed. They might monitor the character's use of their money
::-d even send observers along on his expeditions. The character
- erpected to give private and personal presentations regarding
:.s adventures and findings, any artifacts he discovers are put
: display for the pleasure of his patrons, and they take a stake
r anr' financial rewards that spring from their investments.
--:ditionally, the character's patrons expect him to maintain a

::{r€e of decorum and professionalism that does not besmirch
- ::i r orvn reputations.

sKrrrs
:..:ils represent knowledge, talents, and proficiencies that a

-::racter develops over time. A character's mastery in a skill
- ::reasured by its level. Each of the character's skills has a
.. el beti,veen 1 and 4. Characters learn new skills and increase
::.-:icier-rcy in existing skills through Character Advancement.

\[ilitary Skills are a character's weapons training. Some
-:::esent niche training in a very specific sort of weaponry
-,:1 as the lance, wlrereas others embody training in an entire

:loflS group such as great rveapons. Military skills can be

- -..: untrained.

l.;cupational Skills represent specialized training and non-
.::at proficiencies tied to a given career. Occupational

-' -. encompass alchemy, forgery, mechanikal engineering,
-::iing, and much more. General skills are occupational
. .-. ai'ailable to every character regardless of his careers.

--: :.rdl skills encompass climbing, gambling, riding, and other
" ..: that a character has the potential to learn regardless of
:'. ::.rlized career training.

- --::ting character at Hero level can develop a skill to level 2,

, -:= a character reaches Veteran status (see "Character
- - -:rcement," p. 155), he can develop skills to level 3 as

:". -:::ited bv his careers. Once a character reaches Epic status,
- , ::r develop skills to level 4 as permitted by his careers.

- - . .-<ills listed here are grouped into military skills and
. -::tional skills. Each ski1l is also listed with its governing

- 
- -:ris is the stat used n'hen determining whether 1.our skill
:-' use the skill is successful or not (see "Skill Resolution

I . p. 198). Some skills have "social" as the governing
-' Social skills do not have a single defined stat that is

- . ' .-rclded rvhen making die rolls, because the attribute
- . :: :!'pends on the specific social sitr-ration at hand. When

,-::-rcter attempts to use a social skill, the Game Master
- -:::.:nes rvhich stat is most applicable based on the situation
- - , r j .-:nd the character's approach to that situation.

USING SOCIAL SKIttS
The Game Master determines the best stat to use for
social skills based on the way the character intends to
use the skill. For example, if a hulking trollkin mercenary
attempts to intimidate a thug with his obvious physical

strength, his Game Master is likely to choose to have

him add his STR to his Intimidate roll. Alternatively, a

physically puny but cunning and well connected Kayazy

aristocrat might be better served by attempting to
intimidate that same thug with well-stated innuendo
about his connections to people quite willing to do

violence on his behalf. The aristocrat's Game Master
would likely have the character use his PER to deduce
the threat most likely to intimidate the thug.

In some cases the Game Master might inform the
characters that one approach or another is inappropriate
to the situation at hand. A congregation of Gatormen
in the depths of the Bloodsmeath is unlikely to be

impressed by any threats of later reprisal from a

character's allies in Korsk, and the Game Master might
decide that the only hope of successful intimidation
relies on physical brawn, requiring a character to make

an Intimidation roll using his STR.

As a further complication of social skill rolls, the target
number can be impacted by the subject's disposition
toward the character attempting the roll. If the subject

has longstanding prejudices against the character, his

organization, or his people, the target number might be

higher than usual. If the subject looks favorably upon the
character, or is interested in him for other reasons, the
target number could be lowered.

Some complex social situations could require the
character to make a series of skill rolls. A Khadoran

spy, newly arrived in the 0rdic city of Midfast and

attempting to bribe the city guards to look the other
way while he conducts his business, might first need

to make a successful Deception roll to convince the
guardsmen that he's not actually a spy or other threat
to their nation before he can make his Bribery roll to
achieve his real aim.

The Game Master is the final arbiter of what social skills
are appropriate and necessary in any situation, and is

encouraged to err on the side of engaging and creative
roleplaying by his players whenever possible.
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MILITARY SKIttS
A character knows how to properly handle, maintain, and clean
the weapons he r-rnderstands how to use.

ARCHERY (POrSEl

Each level of this skill adds to the character's POI when making
attacks with bows.

cRossBow (PorsEl

the character's POI when making

GREAT WEAPON (PROWESSI

Each level of this skill adds to the character's PRW when making
attacks rt ith great weapons. Some great lveapons require two
hands to wield. A character cannot rvield more than one great
weapon at a time.

HAND V/EAPON IPROWESSI

Each level of this skill adds to the chalacter's PRW when making
attacks with melee hand lveapons.

rANCE (PROWESSI

Each level of this skil1 adds to the character's PRW r'vhen making
attacks rvith lance weapons. A character cannot wield another
lance or great weapon rvhile rvielding a lance.

rrGHT ARTILERY (POISEI

The character is knor,vledgeable in the operation, Ioading, and

transport of light artillery \veapons. Each level of this skill adds

to the character's POI rvhen making attacks \\,ith light altillerv.

PISTOL (POrSEl

Each level of this skill adds to the character's POI r,r,hen making
attacks with pistols.

RrFLE IPOTSE)

Each level of this skili adds to the character's POI rvhen making
attacks with rifles.

SHTELD (PROWESSI

Each level of this skill adds to the character's PRW when
making attacks with a shield. Additionally, a character armed
with a shield gains +1 ARM for each level of the Shield skill he

has against attacks originating in his front arc. This bonus is not
cumulative with additional shields.

THRO\MN WEAPON (PROWESSI

Each level of this ski1l adds to the character's PRW when making
attacks with thrown weapons or slings.

UNARI!{ED COMBAT (PROWESSI

Each level of this skill adds to the character's PRW when making
attacks with his bare hands.

OCCUPATIONAL SKIttS
Each skil1 entry explainsl'vhat the skill enables the characte :
do and describes the types of situations in rvhich the skill rri -
be useful. Each entry also covers the following categories:

Untrained Skill Use. Some skil1s cannot be used unless ::
character has at least one level in the skill. Others can be ;-=
withor-rt trainlng. This section explains if the skill can be ;==
without training and horv players can do it.

Skill Rolls. This section tells players when and hon' ther- ::
use the skill and often includes one or more tables of resuli.

Assisted Skill Rolls. This section teIls players if mu.:::
characters can work together to achieve a better result.

Game Master Notes. The final section gives the Game \1a.:.
information about the sort of non-player characters rvho i=
this skill, at what level, and how to resolve their skill use.

ALCHEMY (TNTELLECTI

The science of alchemy is a practical and empirical pur.-
in the Iron Kingdoms. Apothecaries, surgeons, mercena:::-
and adventurers employ its fruits freely. A character u'ith ::
skill has learned the basics of alchemy and can create sir:.:
alchemical compounds provided he has access to the prc:..
materials and an alchemical lab.

Untrained Alchemy: A character cannot use this ...:
untrained. To a character unskilled in alchemy, its reagent: ::
nothing more than dangerous unrecognizable substances.

Each level of this skill adds
attacks lvith crossbows.

MILITARY SKIttS
AT A GTANCE

Archery (Poise)

Crossbow (Poise)

Great Weapon (Prowess)

Hand Weapon (Prowess)

Lance (Prowess)

Light Artillery (Poise)

Pistol (Poise)

Rifle (Poise)

Shield (Prowess)

Thrown Weapon (Prowess)

Unarmed Combat (Prowess)
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Alchemy (Intellect)

Bribery (Social)

Command (Social)

Craft (Intellect)*

Cryptography (Intellect)

Deception (Social)

Disguise (Intellect)

i Escape Artist (Agility)

Etiquette (Social)

Fell Calling (Poise)

Animal Handling (Social)

Climbing (Agility)

Detection (Perception)

Driving (Agility)

OCCUPATIONAT SKIttS AT A GTANCE
Forensic Science (Intel lect)

Forgery (Agility or Intellect)

Interrogation (Social)

Law (Intellect)

Lock Picking (Agility)

Pickpocket (Agility)

Research (Intellect)

Rope Use (Agility) ''

Sailing (Intellect or Strength)

Seduction (Social) ,,

Streetwise (Perception) 'i:

Survival (Perception)

Tracking (Perception) i

Riding (Agility)

Swimming (Strength)

Mechanikal Engineering (Intellect) Sneak (Agility)

Medicine (Intellect)

Navigation (Perception)

Negotiation (Social)

0ratory (Social)

GENERAT SKIttS
Gambling (Perception)

Intimidation (Social)

Jumping (Physique)

Lore (Intellect)*

*These skills can be taken multiple times. See the skill description.

r--chemy Rolls: To attempt an alchemical creation, make an INT
* .:--chemy lo11 against a target number set by the Game Master
: :re iormula the character is trying to brew (see 'Alchemy,"

: -rJ).

i:bstance Identification: Characters with the Alchemy skill
.:: :dentifv chemical substances and their traits and sources of
-:::dients. The target number is variabie based on the raritv of
- 

= .ubstance and the alchemist's knowledge of it. Increase the
::::: number by 2-4 for banned or illegal substances.

- :-:mists gain +2 to identify any substance they have
:-: :rrush'created ol identified.

-:.:t -{lchemical Items: Alchemists can create a variety

-.::ul alchemical equipment and weapons by brewing a

-:-ex recipe of ingredients. Alchemical items can be found
- : 193, and the formula for creating each item can be found
- - -= :iem's description.

Field Alchemy: Alchemists can quickly brerv a fer'v simple

recipes that create alchemical effects ou the spot. See p.296 for
formulas and rules.

Ingredient Extraction: Characters with the Alchemy skill can

extract alchemical ingredients from creatures both living and

dead and gather them from their surrounding environments.
From cutting out the adrenal gland of a burrow-marvg to

siphoning mineral acid from deep cave pools, these ingredients
can be sold for profit or brewed into useful alchemical items.
A full list of basic alchemical ingredients can be found in the
Alchemy rules (p. 290). Rules for extracting ingredients from
creatures can be found in the entry for each creature.

Assisted Alchemy Rolls: One additional chalacter trained in
Alchemy can assist in an Alchemy ski1l r'oll. The charactel r.vith

the higher Alchemy modifier (INT + Alcheml. level) makes

the ro11 and adds 1 to the result of the die ro11 for each of his
assistant's levels in Alchemy.

Game Master Notes: Alchemist shops can be found in nearly
every major city in the lron Kingdoms. Player characters

frequently want to seek out alchemists to purchase restoratives,
glues, acids, or blasting powder.

Substance is common
ancl openly available

Substance is uncommon
and available in select markets

Substance is rare ancl
clifficult to purchase

Substance is unique



Steam and mechanika technology is used to simplifv life in the
prosperolrs urban areas of the Iron Kingdoms, but adventurers
traveling outside the cities still come across nllmerous
domesticated and wild animals. A character r'vith this skill is
comfortable around animals and can find wa1,s of making them
do what he lvants.

Untrained Animal Handling: A charactel unskilled in Animal
Handling can interact only n'ith well-trained animals arrd have
them perform according to their previous tlaining.

Animal Handling Rolls: Characters n'ith one or more levels
of Animal Handling can attempt to urge an animal to perform
an action it does not want to make ol otherlr,ise bend it to his
will. Tlris can allow him to bring a panicking horse under
control or convince a pack of angry dogs that they don't want
to attack him.

When your character makes an animal handling attempt, you
make a roll using a stat determined by the Game Master and
add your character''s Animal Handling level. The following
chart offers a sample rarrge of target numbers.

Results of failing an Arrimal Handling roll are determined by
the Game Master and should reflect the situation betrveen the
animal and the character'. This couid resr.rlt in a panicking horse

trampling the character, or a wild wolf that normally would
have run from the party choosing to attack.

Assisted Animal Handling Rolls: One additional character
trained in Animal Handling can assist in an Animal Handling
roll. The character with the higher Animal Handling modifier
(stat of the Game Master's choice + Animal Handling level)
makes the loll and adds 1 to the result of the die ro11 for each of
his assistant's levels in Animal Handling.

Game Master Notes: The stat chosen for tlris social skill should
be based on the sort of animal handling taking place. Examples

include STR-based Animal Handling rolls for extricating a

panicked horse's leg from some fallen machinery, or a PER-

based Animal Handling ro11 to notice a hidden injury irritating
a wild dog.

Some creatures of the wilds of Immoren are immune to plaver
character's persuasion. A rampaging Thornwood mauler is

unlikely to be soothed by a few kind words no matter how
skilled the animal handler.

The character is a shrervd crirninal negotiator capable of r-:' - -
his way out of trouble (or deeper into trouble, as the siiu::
dictates.) He knorvs whom to contact for underhanded ::
and knows horv to estimate the cost for specific bribes.

Untrained Bribery: A chalacter unskilled in Briberv can ;::: -:
a bribe but runs a far greatel risk of failure. Treat ali :- :

attempts by an untrained chalacter as one degree less succ.--- -

on the results table than for a character trained in Briberr'.

Bribery Rolls: When your character makes a briben' at:.:-:
you make a roll using a stat determined b1,the Game \1:-
and add your character's Bribell. level.

The following table offers guidelines for settir.rg Briberr' ::.:,
numbers, but like many social skills, the exact situati!-: -
game might suggest deviations from these general guidei::.-

For exnnrytlc, attempttiug to briba n toiotr gunrdsmntt iuto lettiug cir,i, '.

itto n toiurt's side gnte u,oukl tvpicnlly range from nn I to tl 14 dt1,, '

ort tlrc gunrdsnratt's ethics, the ltribe offcred, and thc risk he iooul.;'.
by opening thc door. Attenptirrg to hribe a lord into nssnssirrrzi:,:.-

liege uould be nt lenst tt 20 aud could be an automntic.fnilure de1,; 1.1

ot't the lorLl's te mpernment.

Trained animal unfamiliar with
the character, or trained animal

familiar with the player in a highly
chargecl emotional state

Trained animal unfamiliar with
the character in a highly chargecl

emotional state

Wilcl animal attacking the character

+ I to lmpossible

+ I to lmpossible

+ I to Impossible

Simple request with no substantial
risk or cost to the character

accepting the bribe

Complex request requiring
adclitional time

Costly request requiring aclclitional
expenses or favors

Risky request that coulcl get the
character into trouble

Attempting to bribe a character of
particularly strong moral fiber

Bribe consiclerecl low to laughable f6
the task at hancl

Leverage over the character to whor:
your character is offering the brib€

Attempting to bribe an impressionabac
or clownright corrupt character

Bribe consiclerecl high or eYen
exorbitant for the task at hand

ANII AL HANDLTNG ISOCTAL, GENERAL SKtrLl BRTBERY {SOCtArl



Fail by more
than l0

Bribe accepted ancl player character
reportecl to the authorities

Fail by more
than 5

Bribe acceptecl but assignecl task
ignorecl or failed

Fail Bribe rejectecl

Succeecl

Bribe accepted ancl task completecl,
possibly with some clifficulties
ancl/or acldecl expenses passecl

on to the player characters

Succeecl by
5 or more

Bribe acceptecl ancl task
completecl flawlessly

Once the bribe's target number has been determined and the roll
has been made, consult the table below to determine its effect.

-{ssisted Bribery Rolls: Though any number of characters can

-rlrnate to the bribery offer, only one spokesman can negotiate
:re bribe itself. Bribery rolls cannot be assisted.

Game Master Notes: A player character trained in Bribery can
::rve as a helpful storytelling tool, but he can also become a

:etriment. Always give your players plenty of choices and

--:iions, but do not be afraid to substantially amp up the target
:-rmber for a Bribery skill ro11 to keep a story on track. A giant
' ell-planned battle through numerous levels of a dungeon is
::r more exciting for players in the long run than one Briberl'
.:il1 roll with a corrupt guard.

CLTMBTNG lAGrLrTY. GENERAL SKrrrl

-:.e character knows how to climb sheer surfaces. Add this ski1l
: - :he character's AGL when climbing.

-ntrained Climbing: Charactels untrained in Climbing can

-:-<e Climbing roils normally.

ilimbing Rolls: When your character attempts to climb a

-:::.rce, you make an AGL + Climbing roll against a target

. .1:::;.". 
by the Game Master to determine if the roll is

-:.-iollorving chart offers a sample range of target numbers.

With the proper ropes, harnesses, and climbing equipment in
place, one character can hoist other characters up a wall, clifl
or other sheer surface. Note that this typically still means that
one character needs to climb up successfully in order to help
anv others who wish to scale the same surface. When making
Climbing rolls for characters being pulled from above, add

half the lifting character's STR (rounding up) to the Climbing
roll. If tl-re lifting character is using an actual pulley system to
hoist another character, add the lifting character's STR to the
Climbing ro11.

Game Master Notes: Weather can also be factored into the
difficulty of a c1imb. Normally a character would have no
trouble getting to the top of a ladder, but if that ladder is outside
in a howling wind the task isn't so simple.

It is up to the Game Master whether the armor worn by the
character imparts an added layer of difficulty to the challenge.

A character's greatcoat might snag in the branches of a tree, or
his armor could restrict his movement and make climbing a

cliff more difficult.

coi,tA,tAND lsocrArl
The character has been trained to lead subordinates in the field.

Command Range: Every character has a command range in
inches equal to his INT + Command skill.

Untrained Command: The Command ski1l cannot be used

untrained. Characters have command ranges whether or not
they have this skill.

Command Rolls: A character with the Command ski1l can issue

directives to men under his command tl-rat they obey. When a

plaver character is issued an order, the player determines how
his character lesponds to the order. In the case of NPCs, the
commanding character makes a lo11 to determine how his
directives are leceived.

When your character makes a command attempt, you make a

roll using a stat determined by the Game Master and add your
character's Command level. The following chart offers some
sample situations and target numbers. If the ro11 succeeds, the
character's orders are fol1owed.

"-='isted Climbing Rolls: Without
- -:-::ng rolls cannot be assisted. It is
- -::-:er to climb or fall on his own.

specific equipment,
up to each individual

Yine covered clifl trees with
relatively low branches

Rough stone walls, weatherecl
rocks, trees with high branches

Well macle stone walls, weatherecl
cliffs with overhangs

lce cliffs, cave interiors

Issuing a commancl to a group of
suborclinates in a safe situation

Issuing a command to a group of
suborclinates that contraclicts their
training or seems to make no sense

Issuing a commancl to a group of
suborclinates in a clangerous situation

Orclering a group of suborclinates to
take a clearly unwise or unnecessarily

hazarclous course of action

Issuing a potentially suiciclal
orcler to a subordinate



At the Game Master's discretion, this ro11 can be modified based
on the respect the men the character commands have for him.
If he is well respected or if he leads by example, add +2 to his
Command rolls. If he is poolly respected, the character could
suffer a -1 to -3 penalty on his Command rolls.

Steadying Nerves: When confronted with an entity or situation
that can cause fear, a character with the Command skill can
attempt to steady his nerve and the nerve of those around him.
Before Willpower rolls are made to resist fear, the character can
make an INT + Command skiil ro11 against a target number
equal to the entity or situation's fear value. If the roll succeeds,

the character and other friendly characters in his command
range gain +2 on their Willpower rolls to resist the effects of
fear for the rest of the encounter. This bonus is not cumulative.

Assisted Command Rolls: Attempting to take command in a

given situation depends on an individual character's leadership
ability. Command ro1ls cannot be assisted.

Game Master Notes: Command is an essential skil1 for both
'jack marshals and military commanders. Not only does it
enhance a character's authority over subordinates, but it also

extends the character's command range.

GRAFT UNTELTECTI

Craft skiIls enable a character to manufacture or repair items.

When a player selects this skill, he must determine the specific
type of items his character can craft. This skill can be taken
multiple times, each with a different area of specialization.
The recommended Craft skills for plaver characters are Craft
(carpentry), Craft (gunsmithing), Craft (metalworking), and

Craft (tanning). Skills like Craft (pottery), Craft (stoneworking)

and Craft (tailoring) are also an option but are more common to
non-player characters.

Untrained Craft: With adventure around every corner, it's
unwise to put your character's life in the hands of an amateur
armorer or weaponsmith. Leave crafting to the professionals.
Characters may not attempt untrained Craft rolls.

Craft Rolls: Characters with one or more levels in Craft
(carpentry) can keep the party's wooden rveapons, shields,

bows, and equipment in good repair and can produce new

wooden items using the table below.

Characters with one or more 1evels in Craft (gunsmithing)

can keep the party's pistols and rifles in good repair and can

produce new guns and bullets using the table be1ow.

Characters with one or more levels in Craft (metalworking) can

keep the party's metal weapons, armor, and equipment in good
repair and can produce new metal items using the table below.

Characters with one or more levels in Craft (tanning) can keep

the party's leather armor, clothing, holsters, and equipment
in good repair and can produce new ieather items using the
table below.

For other Craft skills, consult your Game Master for the types of
items the character can produce or repair.

A character with this skill can produce items suitable fr-r -i.:
and selling. A character can produce any item related to : i:.
skill he has, and using a craft skill requires one full o:-
work. After this time is spent, the character makes a Cra:: :
to determine the total value of goods he r,r.as able to prc:--.
that day. The entire day of work costs the character 1 gc. I::.
making an item that has a value higher than what he pro;:-:.:
in a day, his item is partially finished and he can comp.-:=
another day.

For exnnple, Greg's chnracter is crnfting n grent szoord zuorth 20 .::

his Crnft (metaluorking) skill of 1. After the first full dnq o.f to''..
makes an INT + Crnft skill roll nnd gets an 71. Ret'erencing i;:. 'tllAKeS An 1['l] + LrnJt SKIII rOlL nlld gets Att 11. l<eJerellcttlg;.:1 "'
belou, lrc completes 5 gc zttorth of zuork. He uou, has 75 gc a'or ti; -- 

j -

left to rlo to finish the great szoord. After his second full dny o.f;;:'
rolls high enough to complete 70 gc zoorth o;f uork. He thett ht: i
zoork left to do, zultich he ensily con7tletes otr his tltit'd dav o.f a';'.
chnracter conpletes his itent iu tltree days, so it cost ltim 3 gc i ----

materinls, and tnzt, he hns n sztord ztorth 20 gc.

To make a Craft ro1l, make a INT + Craft ro11 against a :::.:'
number set by the Game Master to determine if the ro., -. -

success and compare it to the table below.

Assisted Craft Rolls: One additional character traine: :
the appropriate Craft ski1l can assist in a Craft ski1l roi-- - -,.
character with the higher Craft modifier (INT + Crait -.-.'
makes the ro11 and adds 1 to the result of the die roll for ea:: .'
his assistant's leveIs in the appropriate Craft skill.

Game Master Notes: Non-player characters trained in cra:: -r
are common in towns throughout the Iron Kingdoms an,j :: .-
their services to build or repair items.

CRYPTOGRAPHY UNTELTECTI

The character is well versed in writing, using, and bre;.. -:
codes.

Untrained Cryptography: Without training in Crvptogr::-
a character can break only the simplest of codes ani :i-.-
only those in his native language. A character must har'. :-',
Cryptology skill to create his own codes.

Cryptography Rolls: When your character attempts to i-:.:r
a code, you make an INT + Cryptography ro11 against a i:::.'
number set by the Game Master to determine if the ro11 is a sui::!-

When setting the target number for Cryptography roll. :-.,

Game Master should consider the complexity of the ::.:"
whether or not a coded document was written in a ianguat. : -o

character knows, and the amount of time the character::..-
attempting to crack the code.

5 gc x skill level

l0 gc x skill level

l5 gc x skill level

20 gc x skill level



Simple lie that a character woulcl have
no reason to mistrust

Subject's INT + 12
Complex lie requiring multiple

connectecl falsehoocls

+ I2 ctifficulty

-l to -4 clifficulty

Unknown language lfamiliar alphabetl

Spend several hours

Cocle style the character
has seen before

'.'ren designing his own code, a character chooses how
,,:nplicated the code is by setting his own target number. He
-:::r makes a skill ro11 against that target number. It takes a
-:nber of hours equal to the intended target number to design
. :.rde. If he succeeds, this is the target number for someone to
: =:k the code. Ifhe fai1s, his code is either obvious and easily
-. -'. ed or is fundamentally flawed and unintelligible. In either
,::e the character has to spend time reviewing his work to
: :cover how it is flarved.

:: charactel reuses a code he has already developed, it takes a

-:::rlreL of minutes to write a coded message equal to the code's
.: :icultr. target number instead of a number of hours.

Lssisted Cryptography Rolls: When working as a team to
::-.rk a code, the players must select one character to lead
.-= codebreaking efforts. Each character makes an INT +

- :'rtography rol1. For each character r,vho had a result of
: -.r higher, add 1 to the lesult of the character who 1ed the
- ::breaking team.

l.:me Master Notes: Coded messages are common in the Iron
" r:doms for military, merchant, and criminal organizations.
-,:1 Sroups also have nllmerous individuals trained in creating
. - --" i.reaking coded messages they intercept.

DECEPTTON lSOCrArl
.::.rus situations in the h'on Kingdoms can be shifted to
;: character's favor rvith the appropriate application of a

- .,-rood. A character skilled in Deception can be a great asset
::.--:nt' adventuring parties.

-::rained Deception: A character unskilled in Deception can
. .::tempt to weave a believable lie.

l:ception Rolls: When youl character tells a lie, vou make a

i:ing a stat determined by the Game Master and add your
-' :-:cter's Deception level.

-.: determining the target number for a Deception roll,
-.-:er the INT of the target of the character's deception

.-: :re scope of the 1ie. The following table can offer some

- - ::iines for setting Deception target numbers, but like
-' --', =ocial skills, the exact situation in-game might suggest
.. : rrrierFrs from these general guidelines.

If a deceptive character has manufactured believable evidence
to suppolt his 1ies, the Game Master should reduce the target
number b1. up to 3 depending on the quality and believability
of the evidence.

If a chalacter attempts to deceive a clowd, have him make a

single ro11 as above, but increase the target number by up to 3
depending on the size of the crowd. Use the highest INT of a

charactel in the crowd to determine the target number.

If the roll succeeds, the subject(s) of the roll believe the
character's ruse. If the ro11 fails, the subject(s) do not believe the
character's lies.

Assisted Deception Rolls: One additional character involved
in the 1ie and tlained in Deception can assist in a Deception
skill roll. The character r.r'ith the higher Deception modifier (stat

of the Game Master's choice + Deception level) makes the roll
and adds 1 to the resr,rlt oi the die lo11 for each of his assistant's
levels in Deception.

Game Master Notes: The reaction of the chalacter being lied
to on a failed roll is entirely up to the Game Master. A lulal
guardsman might just tell the charactel to get out of tol\,11.

Failing a Deception roll against vigilant border guards could
turn into the beginning of a combat encounter.

DETECTION IPERCEPTION, GENERAL SKILLI

The Detection ski1l measures how refined the character's skills
of observation ale. Whether scoping or-rt a dark cornel to detect
a hidden foe or cornbing the scene of a battle to discern the
nature of the combatants, a keenly perceptive character can
glean information hidden from less astute eyes.

Untrained Detection: A11 chalacters have some clegree of
detection capability based on their Perception stat. Detection
can be used untrained without any penalties.

Detection vs. Sneak: The rules for using detection to spot a

sneaking character are described in the Sneak skill (see p. 193).

Detection Rolls: When your character tries to spot something
hidden, you make a PER + Detection roll against a target number
set b1. the Game Master to detelmine if the check is a success.

Detection rolls are made in two distinct situations: to detect an
unknown threat or to search for items or clues. When making
a Detection ro11 to search an area, the Game Master should
determine what can be discovered or spotted with a Detection
roll and what requires a specific skil1 like Forensic Science or
Tracking to find.
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Unseen or hidden threats can be detected once they are within
range. This range varies based on the nature of the threat. For
example, a party of ambushing dregg could be spotted rvhen
their hiding place comes ir-rto visual range, while a dangerous
environmental hazard such as quicksand might only be
detectable once chalacters are almost on top of it. When the
Game Master gives characters the chance to spot an unseen
threat, those characters close enough to detect it are allowed to
make the ro11.

The follor,ving table gives some typical target numbers for
Detection ro11s.

The Game Master should keep in mind how different
environments can affect a Detection ro11. This can be reflected
bv shortening the detection range or by increasing the target
number.

Assisted Detection Rolls: Detection rolls cannot be assisted.
Depending on the position of player characters, more than
one player might have the opportunity to successfully detect a

tlrreat to the party using the rules above.

Game Master Notes: Detection ranges ancl target numbers are

situational, so always set them based on vour best judgmerrt. Is
the area well lit or ful1 of shadows? Is it quiet or noisy? Are there
distractions such as innocent travelers or innocuons wildlife that
lt'ould cause player characters to lorver their guard? All these

factors can help determine the target number for a given threat.

DTSGUISE (TNTELTECTI

The charactel is skilled in the art of disguise. He can utilize
clothing and accessories to mask his truc identity in order to
gain access to restricted areas, avoid paying back a debt, or lay
lor.v rather than face criminal charges.

Untrained Disguise: A character unskilled in Disguise can

attempt to create a simple disguise but automatically fail
disguise attempts against characters who already know the
disguised character.

Untrained characters can also wear a disguise created by a

trained character. After at least one hour of instruction and
practice with the disguise, an untrained character can use the
disguise as if he were the trained character who created it.

Disguise Rolls: When a player character takes the time to create
a disguise, he creates the target number for other characters to

beat. Rather than making the Disguise roll himself, a plave:
should tell the Game Master his INT + Disguise leve1, and the:
the Game Master makes the ro11. The Game Master then inform.
the player how confident he is that he created a disguise to th:
best of his abilities: doubtful (2d6 ro11 of 2-5), confident (2c:
ro11 of 6-8), or very confident (2d6 ro11 of 9-12). Based on thi.
information, the character can choose to craft a new disguis=
but it takes additional time to do so. The Game Master use.
the Disguise roll and the table belorv to determine the tars-:
number that other characters use to attempt to perceir.e th=
character beneath the d isguise.

A character can create a disguise to took like a member oi "
group such as a town's militia or like a specific individual-
such as Walter Shayworth, captain of the town militia-but it:.
more difficult to create a convincing disguise of an individu:
than a nameless face in the crowd.

Once a disguise is created, characters observing the disguis.:
character can detect the disguise with a successful PER -
Detection roll against the target number of the disgui..
Characters gain a +2 bonus on this ro11 if they personallr' knc'
the disguised character. Characters also gain a +4 bonus on t.:
ro11 if the disguise is intended to be a specific individual an:
they personally know that individual.

Create an impromptu disguise
(taking fifteen minutes to one hour)

Disguised as a different race

Disguisecl as a clifferent gencler

Assisted Disguise Rolls: One additional character trainec
Disguise can assist in creating a disguise. The Game \{a.
uses whichever of the two characters' Disguise modifie:
higher (INT + Disguise level) and adds 1 to the result of the
roll for each of the assistant's levels in Disguise.

Game Master Notes: NPCs can make use of the Disguise =,
to deceive the player characters as well! A well-placed sp'.

thief can be a memorable adventure element that open=
entirely new plot arcs for your campaign.

Obvious cletails in plain sight or
a clear threat on the horizon,

such as an charging steamjack or
mass of cavalry troops

Enemies lacking the Sneak skill
lurking in the shaclows

Hearing mufflecl cries in the clistance

Detecting a hazy or unclear cletail,
such as movement in thick fog,

animal scratches in a dark
room, or hiclclen traps

2cl6 + INT +

Disguise level - 2

2d6 + INT +
Disguise level + 2

Create an average clisguise
Itaking two hours to eight hoursl

Create an elaborate clisguise
(taking several clays|

Disguise representing a specific
incliviclual rather than a group

Disguise createcl from
improvised materials

Disguise created from plentiful
clothing, equipment, ancl accessorie:

Disguise createcl using the exact
raiment, armoL ancl/or heralclry

of the incliviclual or group the
disguise represents
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DRTVTNG (AGrL|TY. GENERAL SKrLL)

Iire charactcl is skilled at drivirrg calts and c.rrriages. A
::r.rracter docs not need to make a skill roll to use this skill
-.nless he n,ishes to move p.rrticr,rlarh' fast, needs to avoid
,.:r .rccidcntal collision, or othern'ise periorms a dangerons
'::,1 11etl\'eL

Untrained Driving: Characters untrainecl in Drivir-rg can make

lr :iving loll s rrorr-nallr'.

)riving Rolls: Wl-ren vc'rur charactcr attelnpts a tlickv driving
- - -rnt, \'oL1 m.rke an ACL + Dliving roll against a target nttmbe r
-.: irv the C.rme Master to deterrnine if the'check is.l success.
::e follon,irrg taLrle offcrs sonre guidelincs for Driving t.lrget

- -rrlbers.

Grn-re \4aster shor-rld dctermir-re u'hat moditicrs affe'ct the
Tirc follon,ing char t offer s san-rple target rrnmbe.r mod ifiers.

Assisted Driving Rolls: Drir.ing rolls canuot be assisted. Eac'h

individu.rl character mr-rst dlive a cart, buggr', or othcr vehicle
on his on'n.

Game Master Notes: Dliving rolls s1-rould be lirnited to situations
oidangcr ancl risk. The results of a iailed roll are adjudicatecl Lr1'

tl-rc Gar-ne Master and sl-ror.rld add to the excitemeut or clangcl oi
the. situation. For example, the partv has highjacked arr armorcd
calt and is in a race rvitl-r rnultiple pursllers. If the driver of the

cart fails a roll to pass a slon'er-mor.ing cart olt the road, it could
skxv t1-re cart enough that the pul'suels get u,ithin pistol rar-rge.

ESCAPE ARTTST IAGTUTYI

The chararctet is a skilled escape artist. He can contort his bodl' to
slip flom virtualh'anv Lronds.

Untrained Escape Artist: Chalactels r.rntraiued ir-r Escape Altist
can make Escape Artist ro1ls normallr,. Irrstead oi making a roll
evcrr' fir'e mir-rutes, an nrrtrained character can ntake a loll et'erv

thirtv minutes. lVl-ren an untlained character attemPts to escape

frorn knots tie.d bv a character u'ith the Rope Use skill, he suffcrs

-l t'rr tlrt'e>c.rpc altist loll.

t{

li

The character is holcling onto
something in aclclition to the reins

The animals pulling the vehicle are
skittish or excitecl

The vehicle is clamagecl

A relatively safe roacl at a
high rate of speecl

Rapiclly moving out of the path of an
incliviclual or obstacle without hitting it

A clangerous roacl (briclge, cliff, anct
the like) at a low rate of speecl

A clangerous roacl (briclge, cliff, ancl
the likel at a high rate of speecl

Truly claring ancl clangerous stunt



Escape Artist Rolls: A character bound or chained struggles to
escape his bonds when lris captors aren't watching. Each Escape

Artist roll represents five minutes of the character's time laboring
to get free. Make an AGL + Escape Artist roll against a target

number set b1. the Game Master to determine if the roll is a success.

Note that man)'escape attempts are impossible rvithor-rt a high AGL,

the proper training, and a bit of luck (in the form of a feat point).

Assisted Escape Artist Rolls: In general, a character r'vho has

assistarrce in escaping his bonds does not use the Escape Artist
skill. Someone could be cutting the ropes binding his arms

and legs or picking the lock holding his chains. That character

might use a skill in breaking the character loose, but the bound

character rvould not be using a skill.

A charactel uses the Escape Altist skill to contort his body
or otherwise slip his bonds. Contorting one's bodf is not an

activity that lends itself to receiving help.

Game Master Notes: Though they can attempt to escaPe

every five minutes, player characters might have a tough time

escaping from some bonds without using a feat point. Feel free

to reduce the Escape Artist talget numlrers if your players are

out of feat points when they're captured (unless, of course, you

do not want them to have a chance of escape)'

ETIQUETTE ISOCIALI

Etiquette is the skill of comporting oneself in polite societv,

especially with regard to the disparate traditions of the various
Lon Kingdoms. A character with this skill knows how to
interact with the upper classes, as well as members of theocracy,

foreign dignitaries, and heads of state. He is capable of speaking

eloquently and has a refined knowledge of social protocol.

Untrained Etiquette: A character unskilled in Etiquette can

attempt to make his way through the perils of high society but

u'on't be as successful as a trained character. Treat a'll Etic--:.::.
attempts by an untrained character as one degree less succc..: -
on tlre results table than for a character trairred in Etiquet:.

Etiquette Rolls: An Etiquette skill roll should be r equirec . :
n'hen the character interacts rvith those high above his str:, - -
tries to cover Lrp a social gaffe, takes part in an uniam:..--
ceremony, or deals with foreign dignitaries.

When your character's etiquette is in question, roll 2d6 - . .

stat of the Game Master''s choice + Etiquette level again.::
talget number set by the Garne Master to determine i;:--.
roll is a success. The follorvirrg table offers guidelines .

Etiquette target numbers, but like many social skills, ::.
exact situation in-game might suggest deviations from th=..
general gr-ridelirres.

For nnntlrla, n kttight is nttentpttitrg to fortnnlhl grcet n digttitnrv.:
n di.ffareut ordcr he hns met ott thc rond. Tlrt clmucc of o.ffctulitt-;:
other kniglrt should be loip. Tltat snnte ktriglrt ntttntptittg to iltteroci ..:'
King Leto nt a fornnl stnte futrctiott it,ottld lnt,e o much higlrcr clt'tit:. :

nnkittg a ttristnka.

Once the target number has been determined and the roll i:.
been made, consult the table beloiv.

Assisted Etiquette Rolls: One additional character invoh'ed ::
the situation and trained in Etiquette can assist in an Etique::=
skill roll. The character with the higher Etiquette modifier (s:.::

of the Game Master's choice + Etiquette level) makes tl're rt-.
and adds 1 to the result of the die roll for each of his assistan: .
levels in Etiquette.

Game Master Notes: Players should not make Etiquette rol-.
unless there is a chance of their characters making a significa::
mistake. If a knight is invited to a social event at the palace, i-=

should be able to get through the night without making a fool c:

Character's hands bouncl by rope

Character bouncl by someone tralnecl
in Rope Use

Character's hancls or feet manaclecl

Character's hancls ancl feet manaclecl

Character's neck chained
into a metal collar

Character trappecl in a closet,
coffin, crate, or other confinecl space.

l2-18 ctepencling
on container

Character is in the stocks

-l to -4 modifier

High quality materials trapping
the character+ I to +4 moclifier

A casual situation with a
character of equal stancling

A formal interaction with a

character of equal stancling

A formal interaction with a
character of higher stancling

A formal interaction with a foreign
character of higher standing

Fail by more
than l0

Character macle an embarrassing mis-
take ancl would be best off excusing

himself from the situation

Character's misstep has the potential
to cause insult ancl he must offer some

sort of amends

Character macle a minor gaffe

Character comportecl himself well

Character comportecl himself excel-
lently ancl might draw the favorable

attention of onlookers



:,imself. If a player pushes the boundaries of his character's social

.:anding, though, it is the perfect time ior an Etiquette roll. If that

.:me knight decides he wants to start a conversation with King
- eto about the Cygnaran government's treatment of trollkin, he

::rns the risk of losing any social standing he might have.

FELL CALLING IPOISEI

-he character is skilled at using his powelful voice to inspire
:.-s iriends, or as a weapon against his enemies.

--rch fell call is a separate ability. The text of the ability clescribes

:s efiects and the t1'pe of action it requires. A character can

::riorm onlv one fell call on his tttrn.

Lntrained Fell Calling: Characters who are not Fell Caliers

-::rnot make iell calls. They sound downright ridiculous rvhen

-:c\' tr\'.

iell Calling Rolls: Some fell calls are attacks. A fell call attack
:.-.lorvs all the other rules for ranged attacks (p.211). The

:::racter's POI + Fell Calling level is added to the roll against a
:::get's DEF number.

\ssisted Fell Calling Rolls: It is ver)' difficult for Fell Callers
: ;.rordinate their actions in the chaos of battle, so Fell Calling
: .-. cannot be assisted.

Game Master Notes: The Fell Callel is an impoltant member
: :rollkin society and is highly regalded by his people. In

:::ition to the unique abilities that this skill offers, Fell

-:-.c'rs are also expected to be the chroniclers and storl'tellers
: :heir people.

FORENSTC SCTENCE IINTEILECTI
:. ::nsic science is the application of deductive reasoning and

-: :rtific principles to reconstruct the events of a crime based
- r'.'idence left at a scene. A character rvith this skill is adept

:: -:.'iermining a likely seqllence of events, gathering clues to
-= ;.lentitv of a perpetrator, and collecting physical evidence.

-rtrained Forensic Science: Characters untrained in Forensic

r.- =rrc have no hope of making sense of the subtle details
--::.,unding a crime scene. Forensic Science cannot be used
.- - -::ined.

i::ensic Science Rolls: When a character tries to reconstruct

- ::.:re or piece together a seqllence of events from phvsical
: :-nce, make a INT + Forensic Science roll against a target
- --- r.r set by the Game Master. The character can make one roll

: .'.:rv half hour he investigates the physical clues at the scene

, --rime or othel event that involves physical evidence. A true
: r.::r cdrl everr discover if evidence has been tampered with.

- -. :-.llon'ing chart offers a sample range of talget numbers.

The Game Master should determine what modifiers affect the

target number. The following chart offers sample target number

modifiers.

Assisted Forensic Science Rolls: When actively searching a

battlefield, crime sceue, bookshelf, or any other area under the-

characters' detection as a grollP, the players must select one

character to lead the search. Each character makes his own INT
+ Forensic Scierrce roll. For each character who had a result of 15

or higher, add 1 to the result of the character who led the search.

Game Master Notes: A successful Forensic Science roll should

reveal all the important information a character can lealn
from tl're clues available at the scene, but the actr-ral amount of

iniormation available is up to the Game Master. The character

should be alrle to cor-lstruct a loose narrative of the events as

ther' happened that can be gleaned frorn the evidence, but
phvsical e\.idence rarely tells the whole story. For example, if a

man has been shot in his home, perhaps the only evidence is the

tvpe oi br.rllet and the discovery that there was no forced entry.

FORGERY {AGILITY OR INTELLECTI

The character is a skilled forger capable of creating fake

documents or currency,

Untrained Forgery: Without the proper know-how and practice,

forgeries attempted by untrained characters are unlikely to fool
anvone. Forgery cannot be used untlained.

Forgery Rolls: In criminal circles, forgers are seen as true
artists. Their rvork is subtle and carries Sreater risks than any

act of mere petty theft, since the forger steals authority and

imperils security. Forging state documents and currency is t'tot

as simple as making a flawless match of content. The forger must

also consider paper rveigl-rt and texture, ink, the particulars of
signature, and a thousand othel details. As a t'esult, the forging
of complex documents that come under significant scrutinv,
suclr as rvrits of passage across border or banking docutnents,
cannot be produced rvith less than a rveek's lalror.

When a character takes the tirne to create a forger1,, his player sets

the target number for other charactels to beat. The Game Master
should make the roll, rvhether the forgerl, is created b1' ar.r NPC
or a player character. The roll is based on the character's AGL or
INT (rvhichever is loner) + his Forgery level. After the roll, the

Game Master irrforms the player hor,v confident the character is

that he created a forger y to the best of his abilities: doubtful (2d6

roll of 2-5), confident (2d6 ro11 of 5-8), or very confident (2d6 roll
of 9-72). Based on this information, the character can choose to
craft a nert' forgely ol use the one he's made.

Every full half hour the character
spencls stuclying the eviclence

Every six hours that have passecl

since the event

The environment is not conclucive
to the surYiYal of eviclence

+l to +3

The eviclence was tampered with+ I to +5

A scene with very obvious eviclence

A scene with goocl eviclence

A scene with poor eviclence

A scene with almost no evidence

'f



Takes several extra clays
perfecting his work

Lacks the perfectly matching materials
to make his forgery, but the materials

he has are very close

Has to improvise one or
more key materials

Has to clo with
inappropriate materials

ln a rush ancl has to procluce the
forgery in half the normal time

Lacks an original of a complex
item he is forging ancl has to

work from memory

Attempting to produce a complex
clocument without ever having

seen the original

The follou,ing table presents common modifiers for this ro1l.

Forging a document can be as simple as taking a qui1l to a

piece of parchment. Forging coinage requires certain skills
and access to specific equipment. A character's levels in Craft
(metalworking) are added to the target number for coins he

forges. A character with access to a vvorkshop adds +1 to the

Forgery target number when making coins.

Once a forgery is created, characters interacting with it can

detect if it is a fake with a successful PER + Detection ro11

against the forger's modified skill ro11 total. The Detection ro11

to spot a fake is modified by the follolving:

Assisted Forgery Rolls: One additional character trained in
Forgery can assist in a Forgery skill rol1. The Game Master uses

whichever of the two characters' Forgery modifier is higher
(their lower stat between AGL and INT + Forgery level) and
adds 1 to the result of the die roll for each of the assistant's

levels in Forgery.

Game Master Notes: Forgery can provide interesting hooks for
a campaign. The player characters might require official writs
granting safe passage across a hostile border, or find themselves

in need of a particular false document such as a last will and

testament, property deed, or mercenary contract.

GAMBTTNG lpERCEpTrON, GENERAT SKILI
The character is skilled at gaining the upper hand in -*::.*of chance and sport. He relies on skill, knor.r'ledge :::
manipulation of the odds, a firm knowledge of the rules ..: :: -

game, but most of all, he relies on his ability to read the c::.-
players' intentions and discern their te1ls.

Untrained Gambling: Gambling can be used untrained n'ii:: - --
any penalties.

Gambling Rolls: Chalacters use this skill when resol..::-
a game of chance in which they are active participants. E.::
participant makes a PER + Gambling rol1. The chalacter','.::-
the highest total wins.

There are a number of modifiers that can complicate this:r.
The Game Master determines which modifiers apply.

When a character cheats during the game, his player m;.
explain the nature of the cheating to the Game Master. T:=
character then makes an AGL + Deception roll with a tarr€-
number equal to double the highest PER + Detection total of a::-

of the characters playing. Add 1 to the target number for eac:
player beyond two piaying the game. If the character succee,i.
his cheat is not spotted. Ifhe faiis, one or more other characte:.
at the table spot the cheat.

Assisted Gambling Rolls: Characters who help each oth.:
when gambling are considered to be cheating. Cheating of th:.
nature does not require the AGL + Deception roll describe:
above. The player making the Gambling roll is the leader. Eac::

character assisting makes a PER + Deception roll. For eac::

character who had a result of 15 or highea add 1 to the result i:
the leader's ro11.

Game Master Notes: If an NPC character spots anoth€:
character cheating, his reaction is entirely up to the Gan.
Master. Some characters might make a loud commotion to dra',.

attention to the cheat, while others keep ihe information i-
themselves, especially if they can use the cheater's actions i:
an advantage.

TNTERROGATTON (TNTELLECTI

The character is skilled in the art of extracting informatio:
from those within his power. His methods might rely on :
combination of threat, coercion, cajoling, mental crueltl', o:
torture. Often sleep and hunger deprivation are used to prepar€
a subject for interrogation.

+l to +5

Familiar with most of the other
people he is playing with

lntoxicated or sleep cleprivecl

Unfamiliar with the rules of the game

Actively compares the forgery
to a genuine article

Has never seen a genuine article and
the forgery is not an obvious fake

Is clistractecl or nor looking closely
at the forgery



'- ntrained Interrogation: Characters untrained in Interrogation
:'n attempt to force information from an unwilling subject.
.', nen making an Interrogation roll against a character trained
:- interrogation, the untrained character suffers a -2 penalty on
:-r. Interrogation rol1.

lnterrogation Rolls: When your character tries to interrogate
: .ubject, both he and his subject make rolls. The interrogator
:,:ls his Interrogation and INT to the ro11. The subject adds his
::{Y and INT.

-'::e Game Master should consider the mental and physical

-:rdition of the subject and possibly give him a -1 to 3 penalty
-- ris roll based on that condition. If the interrogator's total is
' -:her, he pries some sought-after piece of information from the
-::ject. If the subject ro1ls higher, he can feed the interrogator
-:-se information. The subject's ro11 should be made without the
::errogator knowing its outcome.

dssisted Interrogation Rolls: One additional character trained
r lnterrogation can assist in an Interrogation skill ro11. The
:.::racter with the higher Interrogation modifier (INT +
. ::rrogation level) makes the roll and adds 1to the result of
-:= die roll for each of his assistant's levels in Interrogation.

,3ame Master Notes: The Game Master can make careful use of
.-:s skill during play as a means of advancing the story. It can

--r -rsed to feed information and plot hooks to player characters,
:: :: can provide antagonists with vital intelligence to alter
-:=:: orvn plans. Relying on player use of this skill to pass along
-:..rmation can be difficult, especially if your players are the

- : --.-t-first kind.

TNTTMTDATTON (SOCTAL, GENERAL SKTLLI

-- :haracter's Intimidation skill determines how threatening
::: i'earsome the character is. He can use it to cow others into
--:::rission, get enemies to back down from a hght, or scare
:t"--:le out of his way.

-:trained Intimidation: Intimidation can be used untrained
. -::rout any penalties.

-::imidation Rolls: When your character attempts to intimidate
. :::get, you make a roll using a stat determined by the Game
I:.:er and add your character's Intimidation level. The stat

--.: ior the Intimidation ro11 should reflect the method of
:::ridation employed. If the character is threatening grievous
:"::it harm, Strength might be the most appropriate stat. If
.-= :haracter alludes to a vague threat to a business venture,
:=:-:ption could be more appropriate.

- - 
= :arget number is determined by the difference between the

= .::ed stat + Intimidation level of the two parties.

The Game Master shoutd modify this roll according to the
circumstances at hand. If the intimidating character clearly has

the upper hand or the character being intimidated has a specific
reason to credit the intimidating character's threats, the target
number could be reduced by -1 to -5 at the Game Master's
discretion. If the character being intimidated clearly has the
upper hand or has a reason to not believe the intimidating
character's threats, the target number could be increased by 1

to 5, or it simply could be impossible to intimidate the character
r.,,.ithout more leverage.

The outcome of the intimidation is entirely up to the Game

Master. The target of a successful intimidation might run
cowering from the scene, or simply stand aside to let the
party pass. If an intimidation roll is failed, the Game Master
should come up with an appropriate response. Not a1l faiied
Intimidation rolls should start a fight.

Assisted Intimidation Rolls: As a social skil1 roll, Intimidation
rolls fall largely to the discretion of the Game Master. Under
the right circumstances, a Game Master might allow assisted

Intimidation rolls. The Game Master should assign a modifier
to the target number based on his assessment of what added
leverage the other characters can apply to the situation.

Game Master Notes: Intimidation can be as much a story-
teliing tool as a character skilI. A common shopkeep might fold
to even the weakest intimidation attempt while the fu1l force of
a town's militia won't back down under any circumstances. Do
not hesitate to set high or low target numbers for intimidation
ro1ls as the circumstances warrant.

JUMPTNG lpHySrQUE, GENERAL SKrttl

The character's athletic abilities allow him to hurl his body over
obstacles and distances.

Untrained jumping: Characters untrained in Jumping can
make Jumping rolls normally.

Long ]umping Rolls: To determine the horizontal distance a

character can jump, make a PHY + Jumping roll and consult the
following chart. A character with the Bounding Leap archetype
benefit adds six feet (1") to the distance he jumps.

Target's stat + lntimidation total
is Iower by 5 or more than that of

the intimiclating character

Target's stat + Intimiclation total
is lower by 3 or more than that of

the intimidating character

Target's stat + Intimiclation total
is equal to or Iower than that of

the intimiclating character

fhrget's stat + lntimldation total
is higher than that of the

intimiclating character

Target's stat + lntimiclation total
is higher by 3 or more than that

of the intimiclating character



A character rvho makes a full advance during his turn can jump
as a full action. A character rvho runs during his turn can jtrmp
as a quick action. He is placed anywhere rvithin the specified
distance or height of his curlent location following the rules for
Being Placed (p. 205).

High |umping Rolls: To detelmine horv high a character can

Jurnp, rnake a PHY + Jumping roll and consult the follon'ing
chart. A character rvith the Bounding Leap arcl.retype benefit
adds two feet to hor'r'high he jumps.

A charactel can jnmp uprvard as a quick action.

Game Master Notes: Irr the rare case that plar.ers create sr.:-,
sort oi lever, trampoline, or bizarre contrivance to allou' for ":
assisted jumping skill check, the Game Mastel can increase :.-.
resr-rlts of a success but should also increase the target nurn'i-.:
It's fal easier to control one's or,vn legs than a bodged-togeti-..:
mass of planks and debris.

The' Game Master can also rule that some jumps are simplr' :-
easy to fail or too difficult to possibly succeed.

tAv/ ITNTEILECTI

The character is versed in the common larvs of the Iron Kingdc,: -

and the more specific laws of each individual kingdom, .--.

chalacter with the Larv skill has a general ar,vareness ot --

aspects of criminalitl, and an understanding of horv each cri:.
is regarded throughotrt each kingdom.

Untrained Law: Without the proper cunning and backgrou::
information, the law is a confusing morass of seemingly arbitr::
rules and contradictions. Larv cannot be used untrairred.

Law Rolls: The character can give basic legal advice n'ith. --
a die roll. When a chalacter needs to employ a finer point . :

Iaw, make an INT + Law ro11 against a target number sei i-

the Game Master to deterrnine if the roll is a success. Putti::
together a simple legal defense or a case for prosecui;. :
requires a successful skill roll velses a target number of --
Putting together a more serious case requires a successful sk:.
roll against a target number of 13 or rnore.

Presenting a case in court is a complex matter. In addition ..
the strer-rgth of the character''s case, the Game Master shou :
also rveigh the strerrgth of the evidence presented, the qr.rai::

of the witnesses, the severity of the crime, rvhose intelests ::--
at stake, and other matters. A contested INT + Law roll can i..
used to determine which character has the strongest argume:.
The character rvith the highest total makes the best case.

Assisted Law Rolls: When working as a team to solve a le::
problem or create a case strategy, the players must select c:.
character to lead the casework efforts. Each character makes l:-
orvn INT + Lalv roll. Fol each character n'ho had a resr-rlt oi -l
or higher, add 1 to the result of the character rvho led the te.:::

Game Master Notes: The laws of the Iron Kingdoms do: :

have a place in every campaign. A group of tomb hunt-:-
in the depths of the Thornwooc-l seldom interacts lvith le:=
matters, but a criminal gang in a major city might need :
character well versed in Larv to get its members out of troui:-.
on a regular basis.

rocK PrcKrNG lAGrLrTYl

The Lock Picking skill allows a character to attempt to oc=

doors without the keys and safes without the combinations.

Untrained Lock Picking: Without the proper knowledge a::
practice, attempting to pick a lock might ruin the lock bu: .-
unlikely to open it. Lock Picking cannot be used untrained.

Lock Picking Rolls: Each attempt to pick a lock requires r:'.
minutes unless the chalacter takes his time. When a charac:=:

fumping Modifiers: The Game

modifiers affect the ro11. The

target rrumber modi fi ers.

Master should detelmine rvhat
follorvirrg chart offers sample

Falling: A character with the Jumping skill has learned how to fall
more safely. He suffers no damage ro11 for a fall of eighteen feet (3")

or less. When falling more than eighteen feet (3"), one less die is
added for each additional increment of eighteen feet (3")

Assisted |umping Rolls: Under the vast majority of
circumstances, Jr.rmping rolls cannot be assisted. Each

individual charactel must jump or fall on his own.

Six feet ll "f

l3 to 14

l5 to 16

17 to l8

Twenty-one feet (3.5"1

Twenty-four feet (4 
1

Every full twelve feet 12 l the
character moves before attempting

the jump, up to a maximum of
thirty-six feet (6"1

Character ran and jumpecl
using a pole

The environment is clangerous
(icy, wincty, or the likel

The character's armor has a

-l DEF moclifier

The character's armor has a -2
or more DEF moclifier

The jump is from a higher surface
to a lower surface



.:is io pick a lock, make a ACL + Lock Picking roll against a

'::et nurnbel set br. the Game Master to determiue if thc ro11 is

--:.cess. The Game Master decides horv rvell made the lock or

:- is. The follou.ing chalt offers somc sample target nurnbers.

G.rme Master also determines nhat modifiers aifect the

r iie follorving chart of fers sample talget number mod ifie ls.

- '.:sted Lock Picking: Lock picking is not a team activitr..
. ?icking rolls cannot be assisted.

- ::re ]Iaster Notes: Most conmoll locks can be easilv picked
- -:r nuch effort. Heist adventules that cente'r around
.:-.g sor-nething lalge can clepend on Lock Picking as an

- , :::rtt centlal challenge.

LORE (INTELLECT, GENERAT SKILLI

The character has spent a considerable amount of time
studying a palticr-rlal subject and can call on a n'ealth of useful

information rvhen that sr-rbject comes Llp.

This skill can be taken several times. Each time the character

takes this skil1 he chooses the subject of his character's

knon4edge. Areas oi knorvledge include bttt ale not limited to
the follorving: ancient historl', ghost lore, lole of a particular
nation or people, lore of a particular religion, Urcaen lore,

Infernal lore, and dlaconic lore.

Untrained Lore: Characters untlained in a particular topic can

still attempt to remember inforrnation the,v have casuallv heard

abor-rt that 511!jcct. What information a chalacter can recal1, if
anli is up to the Game Master but should be limitecl to general

knor,vledgc thc charactel could have picked r-rp irr his travels.

Lore Rolls: When a character r-rses this skill, rnake an INT +
Lore ro11. Compare the total rolled to the table belorv to discern

lvhat the character can recall on a particr-r1ar sr-rbiect related to

hi s knolvledge specialt\..

Ii the inforrnatior-r the character is attempting lecall pertains

to a particularh' o1,t.,,t." subject, the Game Master conld

irnpose Lrp to.1 -3 penaltv on this ro11. If thc character receuth'

researcired the topic.rt hand or if it pertains to particularlv
cofirmon kno$'ledge, the Game Master could grant up to a +3

bonus on this lol1.

Assisted Lore Rolls: Multiple characters r'vho have all studied the

same subject can put their heads togethel to come up r,r'ith r,rseful

information on the topic. The plavers must select one charactel to

rnake the primarv roll. Each other character then makes his o'r.r'r-r

INT + Lore rol1. For cach other charactel u'ho had a result of 15 or
higher; adcl 1 to the lesult of the prirnaly loll.

Game Master Notes: The amount of infolmation that a Lore roll
reveals is in the hands of the Game Vaster'. The results on the
table can be a detail the Game Master tells the players, or can

determine horv rnanv questions the plavers can ask the Garne

Master alrout a sr-rbject.

Information kno'ir.n bv a ferv individuals, such as the origir-r of
Lord Toruk, is irnpossible to learn n,ith a Lore roll. A character
cannot attempt to make a roll to learn something unknon'able.

Very general information

One aclclitional piece of
useful informationl0 to 12

All but the most specific information
pertaining to the subject

All information available
pertaining to the subject

Low quality lock

Average-quality lock
or low-quality safe

High quality lock or
average-quality safe

High quality safe

Every full half hour the character
spencls on the attempt

(up to a maximum of three hours|

The lock or safe is extremely common

The object has been
customizecl in some way



MECHANIKAL ENGINEERING IINTELTECT}

Though the arcane arts are critical to modern warfare in the Iron
Kingdoms, a foundation of advanced mathematics and physics
underpins the technology of firearms, steamjacks, mechanika,
and siege warfare. A character trained in mechanikal
engineering understands how to build and repair mechanikal
as well as ordinary mechanical devices.

Untrained Mechanikal Engineering: Without the proper
background knowledge and problem-solving ski11s, attempting
to repair a mechanikai device or manipulate one's surroundings
using physics is likely to go horribly wrong. Mechanikal
Engineering cannot be used untrained.

Mechanikal Engineering Rolls: Mechanikal Engineering
rolls are made when a character attempts to assemble or create
mechanika (p. 280) or when he repairs a steamjack (p. 319). The
skil1 can also be nsed to understand or interact with problems
of a scientific nature: for example, finding a way to salvage a

warjack at the bottom of a ravine, or disarming an elaborate
trap found in an Orgoth tomb.

It is worth noting that to actually create mechanika, a character
also needs the Inscribe Formulae ability so he can inscribe
mechanika runes, a key component of mechanikal devices.

When a character attempts to use this specialized ski1l, make an
INT + Mechanikal Engineering roll against a target number set

by the Game Master to determine if the roll is a success.

Assisted Mechanikal Engineering Rolls: When working as a
team to determine how a machine works, fabricate a device, or
perform major repairs, the players must select one character to
lead the engineering efforts. Each character makes his own INT
+ Mechanikal Engineering roll. For each character who had a

resr-rlt of 15 or higher, add 1 to the result of the character who
led the engineering team.

Game Master Notes: While leeway can be given for temporary
and imperfect solutions, the degree to which a character can
improvise mechanika with inadequate materials or tools is
limited. Many mechanikal applications require advanced
metallurgy, rare minerals, specialized equipment, or refined
components. Being 1uck1' with a high Mechanikal Engineering
roll does not allow a mechanik in the wilderness to rebuild an

arcanum grade cortex using nothing but a rusty spoon.

MEDTCTNE UNTETTECTI

The character is a skilled physician and can treat the injured.

Untrained Medicine: Characters untrained in the medical
arts can attempt basic battlefield triage, but should leave the
treatment of major injuries to the professionals. Medicine can
be used untrained normally, but just because your character can
use this skill untrained doesn't mean he should.

Medicine Rolls: When a character tries to heal the sick or
wounded, make an INT+ Medicine ro11 against a target number
determined by the action attempted.

Slow Recovery Bonus: Badly injured characters can suffer frr::
slow recovery (p.216) in which they do not recover lost vital.:-
points at the normal rate. If the character is treated dailv t'-. .
character with the Medicine skil1, the injur.ed character rega::.
an additional number of points each week equal to the treaii::
character's Medicine ski1l.

Poison and Disease Treatment: When a friendly charac:=:
is required to make a poison or disease resistance roll,,:
the Game Master's discretion, a player whose character l::.
the Medicine skil1 can make an INT + Medicine ski1l roll:-
diagnose and treat the poison. The Game Master sets ::.
target number for this roll based on how familiar the treati::
character is with the poison (see the table above for guidanc=
If the roll succeeds, the friendly character gains +2 on his rr-
to resist the effects.

Assisted Medicine Rolls: The Game Master determines -:
a Medicine roll can be assisted, and by how many plave:.
Diagnosing a disease can be a group effort, but delicate surge:
on a bullet wound must be done alone.

On rolls that allow assistance, the players must select or=
character to lead the effort. Each character makes his o'...-:

INT + Medicine roll. For each character who had a result c:
15 or higher, add 1 to the result of the character who led ti:
medical team.

Game Master Notes: Practical medical knowledge can be li::-
to the survival of a party. Not only can it save character's live.
but a skilled medical practitioner can also aid in patching oth;:
characters back together and greatly shortening their recover
time after sustaining injuries. Additionally, the Medicir-re skr,-
can be a great plot hook. Whole scenarios could be based r-:
player characters rushing to reach and then treating a sick c:
injured NPC in a remote locale or in finding the proper cure:-
a lethal disease.

NAVTGATTON IPERCEPTTONI

The character is adept at using the stars and other natur:,
indicators to determine his location.

Untrained Navigation: Without a skilled navigator, characte:=
should stick to major highways or, better yet, take a train :.
order to avoid getting lost when traveling from one city or po::
to another. Navigation cannot be used untrained.

Navigation Rolls: Characters with one or more levels i:
Navigation can get from point A to point B whether or nc:
they follow the most direct route. This might allow them :--

bypass tolls, highwaymen, checkpoints, or other undesirab',.
interactions.

Diagnosing an common
clisease or poison

Stabilizing a grievously injurecl
character lp.2l6f

Diagnosing an rare disease or poison



*'.r

-,h* 
::

':r,rkL. a Navigation roll, nrake a

- \avigatior-r roll against .r t.lrgct
---'lr set b1' the Came Vastt'r to

-::r',ine if the ro11 is a snccess.

-.. :. oi "Encounter del.n's en
'- ire cletermined b1' the Game
-::: .111d should reflect the sort of
.- bcing used. This could resr,rlt

:::r ing substantially later th.rn
-:- r!1, pirac), ou the high seas,

- -::rg into an urranticipated r-nilitarv
- ,,r'hich cor-rld be disastrous if trarrsporting illegal goods),

. :-. l.ecor-ning helplessly' lost.

- - - -,red Navigation Rolls: One additiorral character trained in

-.::ion can assist in a Navigation skill loll. The chalacter
::-e higher Navigation modifier (PEI{ + Navigation level)

. - - :hc roll and adds 1 to the result of the clie roll for each of
- -::i.1lrt's ler.els in \avigation.

- :- e \Iaster Notes: Non-plal'g1 chalacters trainecl in
i-^,:;on freqLlently oifer theil selvices for a fee. Sucl-r

' --!r's call be for-rnd in rnost major citics and can becomc
--:.,r't.rrlt auxiliarv for a snccessful melcenar')' groLlp or
:: :ng rine.

NEGOTTATTON (SOCrArl

Ncgotiation is the peaceful lc'solution of a conflict. A chalacter
w'ith Negotiation n-right try to haggle for a lou'er price n'ith a

shopkcepel ol talk his ivav ont of a poterrtial tight rvith a Bog

Tlog tlilre.

Untrained Negotiation: A charactcl rvithout levels in tl-re

Ncgotiation ski1l can attL'mpt to settle disputes bv talking
his n'ar. out of them. He is rrot particularlv adept at haggling,
b"rrtering, or negotiating the particulars of a dea1. He c.rtr alstr

pcrfolrn any financial transaction at the basic ler.el. These

include purchasing items f rorn sl-rops for thc listed pr ices in gold
cro\\rl1s, settling bor-rrrtics or contracts, sclling mint conditior-t

Arrive as plannecl Arrive l0o/o later

Arrive tOo/o earlier

Arrive l0o/o earlier

Arrive 20olo earlier



trrcnARacrens

items to a vendor for up to half of their listed value, and selling
used items back to a vendor fol some lesser portiorr of that value
based on the current quality of the item. The exact price of used
items is set lrv the Game Master but never exceed half of the
original retail plice.

Negotiation Rolls: Chalacters n'ith the Negotiation skill can

nse it lr,hen resolving any dispr-rte or tlansaction the Game

Master deems appropriate. It comrnorrly applies to buvirrg and
selling goods, negotiating a contract, or talking one's \'vay out
of a fight. When yor.rr character makes a negotiation attempt,
roll using a stat determined b1' the Game Master and add vour
character's Negotiation level.

Wherr characters negotiate a non-financial dispute r.r'ith an

NPC, the1. must first detennine nhat thev rvaut and rr,.hat thev
ale r.villing to offer. The Garne Master theu compares how
generous the character's offer is n'ith rvhat tlre other partv feels

er"rtitled to receive to determine a target number. The folloi,ving
table ofiels some guidelines fol setting a target number.

If the other party the character is dealing rvith has reason not to

trust the character', the Game Mastel rnight increase the target
number by 1 to 5, depending on the depth of the other partv's
suspicions. If the other party has 1'eason to trust the character,

the target number could be lorvered b1' 1 to 5.

Once the target numbet' has been determined and the

Negotiation roll made, r'eference the lesults on the chart belorv
to determine the othel party's response to the character.

Optionalll', if the Game Master feels the part1. the charactei ,-

dealing rvith is prone to deceit, he can make the roll himseli ,

secret. In this case, a failed roll could result in the other p;::
tempolarill' accepting the character's terms, onlv to betral h.::
at some date in the fr-rture.

Iu the case of buf illg or selling goods, use the chart belon', .:::
a single roll to represents the c'halactel shopping aror-rnd for il-.
best deal ar-rd then settling on a plice. Players must abide bv il-.
price negotiated by the roll ar.rd cannot simply roll again.

If negotiating against a character rvho is also trainecl
Negotiation skill, use the follorving chalt instead.

Assisted Negotiation Rolls: One additional character trai:
in Negotiation can assist in a Negotiation skill ro1l. -

character rvith the higher Negotiation modifier (stat choser.

the Game Master + Negotiation levei) makes the roli aud ;::
1 to the result of the die roll for each of his assistant's levc-i=

Negotiation.

Game Master Notes: Negotiation is sepat'ated from Brit'=

Deception, and Intimidation in that both parties have someti-.:

to offer, and a certain amollnt of trust is necessary ftom even .

involved. Just like plaver characters, non-plaver characters tr'
get the most out of a negotiation, but fert'have an exceptic:
mastery of the skill. Some organizations offering high-.
contracts and merchants offering high-end goods emplov ski

negotiators who have the Negotiation skill. Even highh' sk;.

negotiators should have Negotiation 1 or Negotiation 2, bu: :
most silver-tongued delegates in the Iron Kingdoms could h:'.
Negotiation 3 or even a Negotiation 4.

1n

l9+ to impossible

Win by
3to4

Win by more
than lO

Negotiations completely break
down. No more time for talk.Fail by t0 or more

Failura The character must both
sweeten his offer and reduce his

demancls or he fails in his negotiations.

Failure. The character can sweeten
his offer or recluce his clemands ancl

continue negotiations with another roll.

The other party agrees to
the character's terms.

The other party agrees to the
character's terms ancl feels very
favorable towarcl the bargain. ln

this case the next time the character
negotiates with this party, the target

number for his Negotiation roll is
clecreased by 2.

Succeecl by 5

or more
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ilhen such a merchant or organization negotiates with a partl'
-.i plat'el characters, use the rules for opposed Negotiation
:o'lls. When setting a price, if no member of the party has the
\egotiation skill, adjust the price in the non-plaver character's

.rlol br' 5'7i, per point oi non-plaver character's Negotiation skill.

oRATORY ISOCTALI

-ire character is a skilled ptrblic speaker capable of spurring a

-:.rn'd to actiorr or calmir-rg an anglt' tnolr.

Lntrained Oratory: Characte'rs untrained in Olatorv do not
-:ie the ability to swav large groups of people with their

.rrds. Oratory canlrot be used ttntrained.

Jratory Rolls: When your character makes an orator)' attempt,
'r make a roll using a stat determined b1' the Game Master

-:i .rdd your chalacter's Oratorl, level. The following chart
::!.rs a sample range of target numbers.

-'. G.rme Master can appll'anv numlreL of modifiers to the
'::,rr-roli. If there are othel speakers attempting to pull
-, :ic,n'c'l in a differerrt directior-r, the roll is harder. Ii the
' .i in on the verge of acting, and just needs a feiv r,r.ords oi
- : .rr.rsement, the loll is easier.

-:-:s of iailing an Oratorv roll clepend on ivhat the character
. - -rtternpting to accomplish. The Camc M.rster sl-rould

. .::nine an outcome that reflects the situation the crort'd

- ::'.: prlavers are in. This corrld lesult in a panicking; cron'd
. ::'.ing a violent mob ol a clorvd peacefullv dispelsing

'-:..,.i tri risirrg up in levolt.

-.;i:ied Oratory Rolls: Tvpicalll', Olatolv lolls cannot be
- -:.i. .\t the Garne Master''s discretion, Lrp to one additional
.--:-:er trained irr Oratort'can assist irr an Oratory skill roll

-,::uius up the crorvd or'1'elling affirmation. This grar-rts a

-- :trrrus to the character making the Oratort' skill roll. The
-,:. -,: tlre speaker carlv the dar'.

- :-'e \Iaster Notes: Oratort. isn't magic, ancl can't folce people
. .-.mething that they absolutelv don't want to clo. If the

:.: stancling on a stleet corner trt'ing to incite rebellion
- r- ::3,1 n-here fcn'people disaglee n,ith the governmerrt, it

: :c impossitrle to succeed.

PTGKPOCKET lAGrrITYl

The character has nimble fingers and can relieve others oi their
persor-ra1 belongs rvithout their notice.

Untrained Pickpocket: Withor"rt the ploper r.rndelstancling

and plactice, attempting to lift a character's \veaPoll or ptll'se

is likely to get the n'ould-be pickpocket arlested or \\'olse.

Pickpocket cannot be r-rsed untlained.

Pickpocket Rolls: When a chalactet'attemPts to relieve sonleorle

else of his belongings, make an ACL+ Pickpocket roll agairrst a

target number set by the Game Master to determine if the roll
is a success. The follor,r.ing table carr offer some guidelines for
setting Pickpocket talget numbcrs.

If a character is attempting to steal a relatively large itern
from the sr.rbject increase the target number b1' r.rp to 3

deper-rding on the size of the itern. Liken,ise, if the subie'ct

of the Pickpocket roll has taken specific precautions to safe

guard his possessions, such as tving or chaining the goods
to himself or bv emploving false pockets, the target rtt-tmlter

could be increased. Br. the same tokerr, the Pickpocket target
numbel could be lorvered if the mark is particularlr'distlacted,
inebliated, or othern,ise inattentive.

FaiL-rre cloesn't aln,avs have to mean t]rat the atternpt to

pickpocket has failed, but it does tneans the thief n'as car.rglrt

in the act. If the chalactel fails a pickpocket r-o11, he cau urake a

second roll against the same target number to determir-re if he

marraged to snatch the. item an\/\\ia\/.

The leaction of the chalacter n'ho discovers he is Lreing

pickpocketeci or.r a failcd loll is entile11, up to the Garne NIastcr.

An elderh'rnan rnight call out to the ton,n n'atch, btrt a vigorotts
vollllg rrran might give chase.

Assisted Pickpocket Rolls: Or-re additiorral chalacter tlainetl in
Pickpocket can assist in a Pickpocket ski1l roll bv distracting the
mark ol bumping ir-rto 1-rirn at an opporturre time. The characier
rvith the higher Pickpocket n.rodifier' (AGL + Pickpocket levc.l)

makes the loll and adds 1 to the result of the die roll for each of
his assistant's levels in Pickpocket.

Game Master Notes: Pickpocket can be a verv useful skill,
but the Carne Master sl-rould be careful to not allon' a plar-er
to deperrd orr it too much. If a character contirruallv retLlrns to
the same market square er.er)' tirne he needs an item, citizcns
should begirr taking precautions against pickpocketing. If the
critne spree continues, eventr.rall)' the citv rvatch rvill ltr- c.rllcd
in to investigate.

Convincing a crowcl in a highly
chargecl emotional state to do

something it wants to clo

Convincing an inclifferent crowcl to
clo something it wants to clo

Convincing an indifferent crowcl to
clo something it isn't likely to clo

Convincing a crowcl in a highly
chargecl emotional state to clo
something it isn't likely to clo

A crowclecl area where the
mark frequently brushes against

other passers by

A moclerately populatecl area where
the mark is unaware of

the pickpocket's presence

Subject's PER + 12
A moclerately populatecl area

where the mark is aware of the
pickpocket's presence



cllaractcl gairls -2 to l-ris roll. -

character can also t.rkc.rddition.rl :,::
lesearchirrg 1l1g 5slrjcct. Add -l t,' :

loll iol cverv tu'o aciciitional lrour'-
spends, Lrp [6 I linrit of ten aclt'liii, :-

lror:rs. Ii the librarv is inconrPlci.
poorlY ol'gilrlized thc charactcr nr,*
suffer a -1 to -5 pcnaltv on tlris rt'l.

Assisted Research Rolls: \\ .-.
n'orkirrrr r'rS a tcani to rcsa..l
sor-uetlrirrg, tl-re plavcrs must selcci -

character to leacl thc rescarch cfi.:.-
[ach char.rcter r-nakts ]-ris orr.n I\,
I{e.sc.rrch roll. Fol cach charactcr r'

had a re.sult of 15 or higher, .rclcl .

tl-re result of thc char.rcter n'ho lct-i :

resealch te.rr.r'r.

Game Master Notes: Charrc: -

rcsearching an alchive arc linrr:,
irr rvl-rat thcv can lcarn bt'rvlr.::
containe.d t,ithin an archivc. Tr) :

.r Iraltictrl,rllr cotlPll'l1e;1.irt',tr'..'
pt'rt.tilrirrr: lo (rr trlrscLrre rrri'
ch.rractclr nr iqht h.rve to trar. .

distant loc.rlities. And even tht:-
p.-rrticular knorr'ledgc has Lrecn -

pLu'ged, or l-riclder-r, thcv might n()i : : -

n''hat thev scck.

RESEARCH (TNTELTECTI RID|NG lAGrLrTY. GENERAT SKTLLI

Givcrr .rccess to tl-rc propcl archive a ch.rr.rctel n,jth the re.scal'cl-I

skill can find anv a\'.lilablc iufortnation.

Untrained Research: Ch.rracters rlntr.rirleLl irt Ilesealch carr

attenlpt Resealch skill rolls nortnallr'.

Research Rolls: A cllaractcl'n'ith access to a lilrrarr', sct of
records, or other tlove- of knorvledge c.lr1 l-esc.rrch a subjcct
pertainirlg to the infolmatiou corrtaitrccl rvithit-t the archivc.

To nse this skill, iir:st dcclare n,hat subje.ct thc cl-raractcr is
researching. Tl-rc. chalacte'r' r.trttst then spcrtd at lcast four' hours
researchir-rg tl-re alchive, aitcr rt'hich his plar.el catr make an INT
+ Rescarch roll and consttlt the follorvitig tablc.

Thc charactcl is a skillcd ricler capablc of controllir-rg his nr, -:

rvith unparallt-led casc. In tlanserous sitr-ratiorrs like t]rt ,- -

of trattlc, a tlarncd ridcr''s horse is a deadlr' \\'capon rather :.-.

.r tcrlified bc.rst as plont to injulc its master as its encrlj.-
chalactcr docs not necd to makc a skill loll to r-rse this.,
unle.ss he rvishe s to mirke p.rrticularlv dangclous lrcrnCu\ r:
nccds to avoirl be-ing thlon,rr from his mour.rt.

Untrained Ridir-rg: Chirrircters utrtrained in I{icling can i:-.. .

Riding tolls normallr'.

Riding Rolls: Wherr .r character attcmpts a prarticular :,-
u,itl-r a monnt, make an ACL + Ilicling rol'l against.r t.r:-:

rrur-nlrer sct bv the Gamc Master to dcterminc ii the'r'rrl.:-
sLrccess. Thc iollorving t.rble offers some guiciclines for [ii.:
talget numtrcrs.

A nnnrbcl of additional n-rodifie'rs

lf the i-r'chive the ch;rractcr is

extensive', such as the librarv at

can lre appliecl to this roll.
rcsc.rrching is particularlv
tl-rc Colvis Universitr', tl-re

Common knowleclge pertaining
to the subject

ll to 13
Common knowleclge pertaining to

the subject ancl one aclclitional
relevant piece of information

All but the most obscure knowleclge
pertaining to the subject14 to 16

Every cletail knowleclge pertaining
to the subject coverecl by the library

Avoicling an acciclent while ricling ar
high speecls across treacherous terrain

Avoicl being thrown from an
incapacitatecl mount

Performing a particularly
dangerous stunt



The character is holding onto
something in aclclition to the reins

The mount is or skittish or excited

The mount has not been broken in

The mount cloes not have tack

,he GM should determine what modifiers affect the rol1. The
:..llort'ing chart offers sample target number modifiers.

-\ssisted Riding Rolls: Riding rolls cannot be assisted. Each
:;ividual character must control his own mount.

Game Master Notes: Riding rolls should be called for only
:en the situation is dangerous, and failure should matter. For

. , -:mple, if a player wants to ride his horse onto a river ferry, he

:--sn't need to make a ro11. If that same character is trying to
:rp his horse onto a ferry that has already left the dock, there
- -: .1efinite chance of failing the jump and falling ir.rto the river.

ROPE USE (AGrrrTYl

-:.. character understarrds the proper uses of various knots,

- j iron. to subdue others bv tying them up.

-ntrained Rope Use: Characters untrained in Rope Use can

-:,rc Rope Use rolls normal1y.

i":pe Use Rolls: When a character ties a knot that rro one r.r'ill
:: ::r'ing to escape from, such as for securing rigging before
-.::.ling dorvn a cliff, no ro11 is necessary. When a character
:-:. his skills to use to tie up a subject, the character must

-:..t .rn AGL + Rope Use ro11. The total for this roll is the target
- -:: r!'r the subject uses if he attempts to escape from his bonds
--= Escape Artist," p. 179).

- - - :..llon'ing table offer s some common modifiers to this roll.

i.;:;:ed Rope Use Rolls: Most Rope Use skill rolls are macie
- -.::'.'iduals but somc situations, such as tving up a large
, - -: . cio allon, for assisted rope use. When rvorking as a team

- :: .-r c"rptive, the players must select one character to lead
- -:: :::. Each character makes his or.vn AGL + Rope Use rol1.
- -::. character n'ho had a result of 15 or highea add 1 to the

- - : -- : Escape Artist target number.

l;:= \Iaster Notes: Rope Use alone might not be enough to

- - j -: :t\rrl€ captives. If a character doesn't search his subject
-: Jtruld miss the fact that the subject has a knife in his

' ' :: could be used to cut the ropes lvhen no one is looking.

sArrrNG ITNTELTECT OR STRENGTHI

The character understands the ins and outs of operating a ship.

The character does not need to make a skill roll unless the

rveather is dangerous, he needs to avoid an accidental collision,
or is otherrvise performing a hazardolts maneuver.

Untrained Sailing: Without the proper strength, skill, and

understanding, a character is as likely to hinder any sailing
efforts as to help them. Sailing cannot be used untrained.

Sailing Rolls: Wherr a chalacter needs to pelform a difficult
maneu\.er aboard ship, make a STR or INT (rvhichever is lower)
+ Sailing roll against a target number set by the Game Master
to deterrnine if the roll is a success. The follor.ving table offers
some guidelines for Sailing target numbers.

The Game Master sl-rould determine rvhat modifiers affect the
roll. The follorving char t offers sample target number modifiers.

-l to -3 Sailing in bad weather

-2 to -4 Ship is clamagecl

Assisted Sailing Rolls: When n,orking as a team to sail a boat
or ship, the players must select one chalacter to captain their
efforts. For each character tlained in Sailing (including any
non-player sailors), add'1 to the captain's result.

):jil*, 
marry ships are impossible to sail successfully without

Subject's hancls bouncl by rope

Subject's hands tiecl behincl his back

Subject's hancls ancl feet
bouncl by rope

Character rushecl the job to
tie up the subject

Turning quickly or steering past an
obstacle {reef, shipwreck, clangerous

rocks, or other obstaclef at a high
rate of speecl without hitting it

Avoicling getting lost in
a rjowerful storm

Iruly claring ancl dangerous stunt

.,i
"f,



Game Master Notes: If the character is trying to out-sail an

opponent, fol example by lining up the ships to give his cannons
a better shot, a contested ro11 should be used.

The results of a failed Sailing roll shor-rld match the situation,
but the olltcome can Lre r.ariable. A failed roll to furl the sails
during a storm can resnlt in serious'damage to the mast, or t1-re

ship might be blown milcs of I'cour-se.

SEDUCTTON lSOCrAt)

Seduction is the ability to foster romantic attachment in
another sexuallv compatible individuai. A character skilled in
the seductive arts can use such romantic entanglements to his
advantage fol information, wealth, or political favor.

Untrained Seduction: Seduction is an art that mtrst be

cr-rltivated. While anyone can flirt, tr-rrning infatuation to gain
is a skill. Seduction cannot be used ltntrained.

Seduction Rolls: When vour charactel makes a sedr-rction

attempt, make a roll using a stat determined b.v tlre Game

Master and add your character's Sedttction leve1. The stat r,rsed

for the Seduction ro11 should reflect the rnethod of seduction

employed. If the charactel is depending on phvsical qualities,

PHY could be the most applopriate skill. If he is employing
poetry to woo his target, INT is more applopliate.

The target number is determined b1' the diffeletrce betrt'een the

selected stat + Seduction level of tlre tr.r'o parties.

The Game Master should modify this ro11 according to the

cilcumstances at hand. If the subject of the seduction is attracted

to the seducir-rg character', the target uumber could be reduced

by 1 to 3 at the Game Master's discretion. lf the target is chaste

or faithful to another, the target number should be increased by

2 or more. If the sr-rbject of the seduction has a 1ot to lose from an

entanglement with the seducing character, increase the target

number by an additional +2. If the subject is not attracted to the

charactet the target number could be increased by an additional
+1 to +3. Some targets are simply impossible to seduce.

If a seduction ro11 fai1s, the Game Master should come up with
an appropriate response.

If the sedr-rcer succeeds irr his attempts, he can folm an irrtin-.-- -

relationship r.vith the target of hjs adr,ances, r.r.ho is favor.::-

disposed to hirn. Succeedir-rg in leveraging his param,.--: -

affections for rnore concrete gains can lequile fostering ti-.. -

relationship fr-rrthel, additional Seduction rolls, ol a ch.rr-
in tactics.

Assisted Seduction Rolls: Orre additional character trr.:.-
ir-r Seduction can assist in a Seduction skill lo11 bv actinc --
the othel character's u.ingman. The chalactel nitl-r the hic:-.-
sexual compatibility (detelrnined b1' the Game Master') m.'...--

the ro11 and adds 1 to the result of the die roll for each o; :- -

assistant's ler.els in Seduction.

Game Master Notes: Though the' subject of the seduc.: -

advances is favorably disposed to him in the short telm, l.i.

these feelings hold up orrer time depends entirelv on hon :-.
seduced character is treated. lf the character is left feeling u.. -.

or abandoned, short-term infatr,ration can easilv turn to lc::-
term hatred and d isgr-rst.

Target's stat + Secluction total is
lower by 5 or more than that of the

intimictating character

Target's stat + Secluction total is
lower by 3 or more than that of the

intimiclating character

Target's stat + Secluction total is equal
to or lower than that of the

intimiclating character

Target's stat + Secluction total is
higher than that of the intimiclating

character

Target's stat + Secluction total is

higher by 3 or more than that of the
intimidating character



- ---.rction shouid be limitecl to situations r,vhere it is appropriatt',
: L'\ample, n'hen trling to resolve an a'ltercatior-r n,ith a bar-rd

' i--:r'i-o\\) sedLlction is not realh' an optiou.

SNEAK lAGrrrTYl
'- Sne.rk skill measures l-ron'capable a character is at hiding
--'. r'r.tovitts undetected. It can appll, to m;rnv situations,
-.:rrer trYing to sncak past a slcepirrg tloll or silcntlY moving
' .trikins larrge oi a target.

- .r:rained Sneak: Characters Llntrainccl in Sneak can makc
- .--,.i rolls normalh'.

:::ak Rolls: Anv tir.ne a character attempts to hidc, rnove

-r:ir, or iol1on' another creatLlre rtithout being cletected, thc
^-.-: \laster shor-rld nake an AGL + Sneak roll for the charactc'r.

: ..t share the Sneak roll result rvith thc character. Until the
:,:.tL.r ceases using Sneak, this is his passive number ior

:.:,itru. Anr. tirne a character.. using thc Sneak skill enters tl-re

--,rv ranse of arrothel char.rcter, makc. a PER + Detectirlr-r

:.,r thc other chalacter. Ii the detc.cting character beats the
,- --..:r chalacter's Srreak roll, his prcsence is detecte c1. Whethcr'

- ieen, l-reard, ol noticed lrv another means depends or-r

-::ci-rr.nstances in rvhich the charactcr \\'as detccted. It the
::irrg character fails to beat the sneakilrg charactcr's roll, he

- : ic'tected.

'crrar.rcter specificallv uses his Dctection skill in.-rn
.:-'-.t to spot a sncaking ch.lracter in his preserrce, tlre tn'o
' -',.t!-r r.n.rke contcsted PER + Detection and AGL + Sneak
- li the detectirrg clraractel n'irrs, thc sneakinc charactc.r
-:.,:tccl. If the sneaking charactcr \\,ins, hc remains
-:...'ciccl and his u\GL + Sncak loll total becomes his ncn'
-- . rlumlreL ior detection.

. -. .,i the Sneak skill is cle penc-ler-rt on sitnations in n,hicl-r thc
--::r- c.rrl remain olrfr-rscatcd. If lre enters a brighth' lit root'n

-:r vien'oi a n,atchman, hc is detected u'ithout a roll.

,: - i.rctors can be a l-rclp or a hir-rdlance- to a srreakins.
- .,rr ing chart offers some example modifiers ihat can
::.:t1 to either.r character's Sneak loll or to his p.rssive
-.: ai)r rletectic)11.

Assisted Sneak Rolls: Srreak rolls cannot be assistecl, except

bv creating .r clistractior-r. Each indii'idua1 character mLrst sneak

arourrd the cities oi \\.estern Immoren on his o\\,11.

Game Master Notes: This skill does not make someone
invisible. If tl-re character is tr'\'ing to hide out in the open or ir1

a srlrrounding that he stands out in, he is spotted. The Game
Master should rnake it cle.rl to the characters rvhere sne'aking is

possible, and n'hele it l-ras no application.

STREETWISE IPERCEPTIONI

The charactel unclerstands the strcets and the cnminal
untiern'olld. He can fincl markets fol stoler-r ol illicit goods, set

up rreets, and steer clear of trouble and urlvarrted attcr-ttion.

Untrained Streetwise: Without the' propcl Lrackglor-rrrd and

insieht, attelrptillg to rcach out to shadv characters ol make
back-room clcals is extlcmelt' dangerous. Cl-raracters cannot
rnakc untrainccl Streetrvisc skill ro1ls.

Streetwise Rolls: Streetn'ise carr be' used ior reaching out to
r.rntle rn orltl c()nt.rcts, ior locating ol sclling stolerr or illicit goods.

\\/hcn a characte.r'.rttcmpts to.11'range a mectine \\rith
r-rnclcrn orlcl collt.lcts or track don,n a rnarket for item (buving or
selling), m.rkc.r PER - Strcetn'ise roll against a targct number
set trv the Car-nc Master to determirrr. if the roll is a success.

Thc follorrins chart ofiers a samplc range of target numbcrs.

Thc Gtrr-ne Mastel carr assign r-nodifiers kr the roll bascd or-r a

nurllrer of f"rctors including thc activity of the city rv.ttch, the
t1'pe of goods the char'.rcter is secking or is tlving to sell, the
character's starrding n,ith the local undern'olld elernerrts, the
character's appearancc, lron' sr-rlrtle or high profilc thc'charactcr'
is, and the success oi .rnt' LrriLres the charactel has p.rid out to
get rvhat he n,ants.

Assisted Streetwise Rolls: Whcu rvorking as a teanl to pool
contacts or seck out m;rlkets, the plal,els must select one
character to lead the effurt. Each chalacter r-n.rkes his ow'n PER
+ Streetn'isc roll. Fol c'ach charactcl u'l-ro lrad a restrlt oi 13 or
higher; adcl 1 to the result of thc leader's roll.

The cletecting character is clistractecl

The area is climly lit

The area is in complete clarkness

The area is noisy

The sneaking character's armor has a

-l DEF moclifier

The sneaking character's armor has a

-2 DEF moclifier

The sneaking character is carrying
an activatecl piece of mechanika

(clepencling on the brightness of the
object or its obvious effect|

Escape casual notice on the streets
or set up a meeting with a low
ranking criminal the character

cloes not personally know

Steer clear of criminals on the prowl
for victims in a bacl neighborhoocl

13 to 15

Fincl a market for a common illicit
item or setting up a meeting with
a micl-level criminal the character

cloes not personally know

16 to l8 Fincl a market for an
uncommon illicit item.

The sneaking character's armor
has a -l DEF moclifier

Fincl a market for an
extremely rare illicit item.



Game Master Notes: The Streetwise roll to meet with an
underworld contact or find a market for an item is only the
beginning of the process. Once a character has arranged the
meeting, it might be resolved with the Deception or Bribery
skilIs. After the buyer is found for a stolen item, Negotiation
could be used to conduct the transaction.

Some Streetwise ro1ls should be impossible. A group of
adventurers new to town should not be able to easily set up a

meeting with the boss of a major criminal organization without
first jumping through some hoops.

suRvrvAl IPERCEPTIONI

The character is versed in building shelter, keeping warm,
foraging for food, and sustaining life in the wilds.

Untrained Survival: Characters untrained in Survival can
sustain life in harsh conditions for limited periods of time.
Instead of making Survival rolls, an untrained character uses

the first row of the table below for the given environment.

Survival Rolls: Characters with one or more levels in Survival
can use the skill while away from the creature comforts afforded
bv urban life in the Iron Kingdoms

When a character needs to depend on his sttrvival skills, make
a PER + Survival ro11 against a target number set by the Game

Master and use the following chart to determine the degree

of success.

A character can also attempt to provide for other characters.

When providing for one additional charactet decrease the
roll result by one row. When providing for a party of up to six

individuals, decrease the roll result by two rows.

Assisted Survival Rolls: Any number of additional characters

trained in Survival can assist in a Survival skill ro1l. The

character with the highest Survival modifier (PER + Survival
level) makes the ro11 and adds 1 to the result of the die roll for
each of his assistants' levels in Survival. Remember to modify
the result to account for the number of members the Survival
ro11 encompasses.

Game Master Notes: Non-player characters might be trained
to survive in wilder locales but rarely need to make such rolls.

Non-player characters well suited for wilderness surr.ir-a
should be assigned at least one 1eve1 in Survival while onlr- ,

true paragon survivalist should have Survival 4.

swrMMrNG ISTRENGTH, GENERAL SKrrLl

The character is a skilled swimmer comfortable with being ;,
the water.

Untrained Swimming: Characters untrained in Swimming ca:
make Swimming checks normally.

Swimming Rolls: To determine the speed a character can sn'ir:
make a STR + Swimming ro11 and consult the following chart.

The Game Master can apply
Swimming ro11 based on the
swimming in. The following
number modifiers.

modifiers to the characte:.
conditions the character,.
chart offers sample tarE::

The character's armor has a

-2 DEF modifier

Assisted Swimming Rolls: Swimming rolls cannot be assi,qit:
Each individual character must sink or swim on his on'n.

Game Master Notes: The Game Master should consi:=
the kinds of characters his party has built when present::
situations to them. It isn't very heroic for a group of knights ,'
full plate mail to drown in a swift-flowing stream. If a charac:=

not well suited to swimming attempts it, failure should i:=
real danger.

TRACKTNG IpERCEPTTONI

The character understands how to follow a quarry through :

wilderness by the signs left by its passage. When a traii n:
cold, he knows the steps to take to reacquire the quarrr' :
continue the hunt.

Untrained Tracking: A character without the Tracking skili :
follow obvious paths and visual clues, like a warjack's sn'a:i
destruction, clear tracks in fresh snow or trails of fresh blc
Identifying tracks and tracking quarry overland are beyond :
abilities of an unskilled tracker.

ll to 13

The character cannot move ancl suffers
d3 clamage points from choking

The character can move six feet (l"l

The character can move up
to half his SPD

The character can move at full SPD

The character is holcling onto
something buoyant

The water is rough lstormy sea,
fast currents, ancl so onl

The character's armor has a

-l DEF modifier

8 or less 3 clays I ctay 4 hours

9-10 I week 3 clays I day

l0-12 2 week I week 3 clays

l3-t4 I month 2 weeks t week

I 5-16 2 months I month 2 weeks

t7-t8 lnclefinitely 2 months I month

l 9-20 lnclefinitely Inclefinitely 2 months

2l+ lnclefinitely lndefinitely Inclefinitely

!x

it

"+&ffi

I l:t,-:.

1-

ff



Tracking Rolls: When a character tracks his quarry, make a

lrR + Tracking roll against a target number set by the Game

I.iaster to determine if the ro11 is a snccess.

-lrc Game Master should have a chalacter using the Tracking
-'ill make periodic rolls to ensure he does not lose the trail.
,:r.'se should be made at least once every twenty minutes and

,:.r- tirne tracking conditions \^rorsen, such as r,r'hen the tracker's
. '-:.rrr\. cl'osses a river, enters an area of hear')'traffic, or leaves a

-.:ion of ver)'easy tracking such as fresh snor.v.

:-c follon'ing table offers some guidelines fot' Tracking target
- -:;nbers.

-ame Mastel should determine rt'hat modifiers affect the

Tracking recluires careful attention to detail. A tracker
:-i verv slor,vlv r.vhile follor.ving all but the most difficult
.:r. If a charactelis attempting to mor.e quickly overlatrd
: using this skill, the Game Master should give hirn a

:,..ntial perraltl' on his roll.

:-'llon ing chart offers sample target nr,rmber nrodifiers.

:.::iiving Tracks: A chalacter rvith the Tracking skill can
' ,'.:ntiiv tracks on sight. Heavy and obvious tracks, like
-. - : a n'arjack, shoed horse, booted human, or wagon can

---::iiied rvithor-rt a die roll. More common animal tracks

can be identified r,r.ith a successful PER + Tracking lo11 against

a target number of 11. Less common or distinct tracks can be

mnch more difficult to identifl'.

The charactel can also study tracks to learn details about the

creatllre that made them. He can determine if the animal n'as

moving particular'l1' slorvll', lvhether it is injured, if it has a

heavy load, and so on. The Game Master should set a target

number for the character's ro11 based on holv old the tracks are,

hor'v familiar the character is lvith the animal that made them,

and the specific inforrnation he is seeking.

Assisted Tracking Rolls: Whenlvorking as a team to track their
prel; the players must select one character to lead the tracking
efforts. Each charactel makes his on'n PER + Tracking ro11. For

each character rvho has a result of 15 or higher, add 1 to the

result of the character lvho led the tracking tearn.

Game Master Notes: Certain creatures make no effolt to conceal

their trails, n'hile irrtelligent beings running to a hideout might
take convoluted paths to throw off a tracker. With a high enough

roll, a character can lealize that the trail he is follon'ing is too

obvious ancl coulcl lead to a trap.

No roll necessary

Obvious trails of smearecl bloocl, the
tracks of a warjack, or heavy tracks
in fresh snow-any trail an unskillecl

tracker coulcl follow

Neat prints of a heavy animal, such as

a bear or horse, over selclom traversecl
territory

Following fresh tracks of a man-sizecl
or lighter animal over reasonably

clear terrain

Following a olcl tracks over
inhospitable terrain

Tracking a fugitive through busy
city streets be tracks alone. This task

shoulcl be all but impossible unless the
prey is Ieaving some sort of unique

trail that can be followecl.

+1to +3

The trail crosses a bocly of water

The trail is washecl out or
obscurecl by the weather

(heavy rain, snowstorm, ancl the like)

The quarry has a limp or other
clistinguishing characteristic
that makes its tracks stancl

out from other tracks

The quarry is injurecl ancl bleeding

The quarry is carrying
something heavy





l:e rnles for playing the l'or Kingdotts Full Metal Fnntnnl
: .cytlrying Gnrre have been designed to be fast paced and action
:-:cked. There is a good deal of matelial presented here, but the

- :e mechanics remain simple, easy to 1earn, and fun!

-.:.rre digging into the mechanics, it's important to cover a ferv

--:.rc concepts r-rnderlying everything in the game.

GAME MASTER FIAT
-^: rrles provide guidelines for play. When a situation arises
: -:ing play that is not covered by the rules, it is up to the Game

--,.ier to decide on the outcome. Because the role of the Game

--,r:er is to adjudicate the lules during the game, he is the
- :::'rate ar-rthoritv on theil interpretation.

/^EASUREMENTS
.--,.rrremerrts in the lrotr Kitrgdonts Full Metnl Fntinsy

: -'..,tritrg Catne are listed in feet and in inches. Inches
..-. -rsed n'hen playing out a battle on the tabletop using
- -:-ri'!rres (see "Combat," p.200). One inch on the tabletop

, --, : six ieet in scale.

CHARACTER CLASSIFICATIONS

- - ..: stated otherwise, al1 characters are considered to
" , -iving. Undead characters and steamjacks are not living
- -::-:ers.

DIE ROLLS

- - :::he coulse of playing the game, you ro11 dice to determine
- : -iJtrrn€ of situations in rvhich 1'our character finds himself.

-' ::in, n'hen \.our character attempts an action for which
-,:re \Iaster has detelmined there is a chance of failure,

. - :- :epairing a damaged wariack, scaling a sheer cliff face,
- ,r.r:r:.rn attack, r.ou ro11 dice to determine the outcome of

- .---: r. \'ou then compare the result of the ro11 to the target
., -r:r.:t bv the Game Master to see if the roll is successful.

: -{:,r_;,10;its Fill Metnl Fntttnsrl Roleplayirtg Gcr;"rc uses six-

- :::-. ai.breviated d6, to determine the success of actions
' , :::crmine the arnount of damage inflicted by attacks.

-' : .. :uch as ski1l rolls and damage rolls, require rolling
: -: -..L.i.reviated 2d6). Other events tvpically require

- j :rn one to four dice. Die rolls often have rnodifiers,
- -r::\ilr€SS€c1 as - or - some quantitv aiter the die roll

: :.-: er;mr.le, melee attack rolls are described as "2d6
- ::;--i.-:rr skill - rreapon attack modifier." This means

- ..,.-.r.t:c .iice .-.nr1 ae-lc1 the attacking character's
-- --:: :r.; :l'.e cl:r;cler':.:p.pllcal.le militarv skill as rr-ell

::: -:- i -..::-:c-< :n.-.:i:e: :i- ih: :e.-:li- '

Some rr-rles call for a character's stat or a die ro11 to be divided
in half. For distance measurements, r-lse the actual result after
dividing the number in qnestion. For everything else, always
round a fractional result to the next highest whole number.

ADDITIONAL DICE AND BOOSTED ROLLS

Sometimes a special ability or circr-lmstance allorvs a character
to ro11 an additional die. An additional die is a die added to the
nrlmber of dice a character would ordinarily ro11. For example,
rthen a character lnakes a melee attack roll, he rolls 2d6 and
adds his Pror,r,ess stat + his ski1l r,vith the weapon and the
weapon/s attack modifier. If the charactel gains an additional
die on this attack, he r,t'ould roll 3d6 arrd add his PRW + skill
r.vith the l\.eapon and the weapon's attack modifier'.

A die roll can include multiple additional dice as long as each
additional die comes from a different rule or ability.

Some effects grant characters boosted attack or damage rolls.
Add one extra die to a boosted ro1l. Boosting must be declared
before rolling any dice for the ro11. Each skill, attack, or damage
ro11 can be boosted only once, but a character can boost multiple
rolls during his turn. When an attack affects several characters,
the attack and damage rolls against each individual character
must be boosted separateh'.

E:;,tiiiltly' -\;i1;t1',rclt'raiiol;iisrzti.i':rt.L'itlllzclrrzl'gcr;1ir;cl--qr?t'ir?l'LroiicrJ
.;,1;,:.1{i;ril. t;r'.;t1:1;1-,,;.,-;,;,is,r-ri t:tir.t,'tit io,tis,l,u:i;,i{c'r.r//.6i-.zit..'ii:i-.
*._- i. r-----: :..- :.-.- :

DICE SHORTHAND
A six-sided die is referred to as a d6. When you
need two or more of these, a numeral before the
small d indicates the number of dice to roll. Two six-
sided dice are abbreviated as 2d6, three dice as
3d6, and so on.

Some events call for rolling a d3. The term d3 is a
shortcut for "roll a d6, divide by 2, and round up."
Quite a mouthful! Here's how to read the results of
a d3 roll quickly:

1or2=1

3or4=2
5or6=3



CONTESTED ROLLS

If a character is attempting a task that another character directly
and actively opposes, both characters make contested rolls. For

example, to resolve two clraracters arm rvrestling, they rvould
make contested rolls. One character picking the pocket of
another is not a contested roll.

Contested rolls do not have target numbers. Instead, each

character makes a skill roll. The chalacter with the highest total
succeeds. If both characters have the same result, the roll is a
dran' and neither sncceeds.

RUIE PRIORITY
Unless otherrvise specified, multiple instances of the same

named effect on a character are not cumulative. If a character
would be affected by a secorrd instance of an effect, the second

instance is not applied and does not change anything about

the first instance, including its expiration. If the effect has a
duration, this means it expires when the first appiied effect

expires. Multiple instances of the same named effect are not

cumulative even when the effect comes from different sources.

Furthermore, benefits and penalties with the same name

coming from different sources overlap atrd are not cumulative.

Exnmltle: Simon's clnrncttr cnsts tlra spell lcc Shield ott Slrctn's clnrncter

to grant her n +2 ltouLrs otr hcr ARM. I.f Etl's clnrncter nlso cnsts lce

Shield ott Sltona's chnrnctcr, sltc doas ttot battefit frotn +4 to lter ARM'
Slre .gefs n botrus o.f +2.

On the other hand, effects, benefits, and penalties from
differently named sources nre cumulative with each other, e','en

if they happen to applv the same modifier to a character.

Exnntptle: Bre nt's clnrncter cnsts lce Shield on Will's slenntinck to grnrtt it
n +2 botttts to its ARM. Dorln tlrcn cnsts Foil Safc on Will's stcnminck to

grnnt it nn ndditionnl +2 bonus to its ARM. Sitrce the snnrc effcct comes

front tuto sotrrces ittitlr different rrantes, their effects nre cLtlltLllatit,e. Will's

stenmjnck noit, lns n total botttrs of +4 ARM.

Situations can occur where two special rules conflict. Use

the following guidelines, in order, to resolve special rules

interactions.

o If one rule specifically states its interaction with the other

rule, follow it.

. Special rules stating that something "cannot" happen

override rules stating that the same thing "can" or
"must" happen. (Rules directing or describing actions or

circumstances are treated as if they used "must." Examples

include "Gain an additional die," "Knocked down
characters stand up" and "This character gains cover.")

Exnntple: Will's clnrncter lns n rule stnting lrc cntrttot be krrocked dorort,

but lrc is nffected by something that states he is krrocked dozttrt. Bccause tlrc

rties mnke rro specific mentiotr of each other, -follozo the second guidelitrc

abot,e. Will's chLtracter is ttot ktnckcd dozutr.

SKILL
RESOTUTION ROttS
When a character uses a skill to perform an action that the G;::.
Master determines has a reasonable chance of failure, the charac:.:
must make a skill roll. To make a skill roll, ro11 2d6 arrd add::.
result to a related stat and the level of the skill being used.

Skill Roll:2d6 + Stat + Skill Leael

When you have the result of the roll, compare it to the tari.:
number set by the Game Master'. If the total is equal to or hisl:=:
than the target number, the ski1l action sncceeds. If it is l;..
than the target number, the skill attempt fails.

Exevprr: Johtt's chnrncter uses lris Detectiou skill to nttenrpt ttt.i:.. :
Iriddett enemq. Detectiott is n Perceptiou skill, attd tha clnrnctr:r ':.. :

PER of 4. His Detectiou skill lci,el is 2. Tlrerc.fore he adds 6 to tllt t,'..
ftlo dice. lohn rolls tzoo sit-sided dica nnd gets ntr 8. He ndds 6 to tli';:' '
n totnl rasult of 14. Tha Gntne Mnstcr detcrrnirrcd tlnt the roll zt oul,i t:.' .

to be nt lcnst 13 to he successful, so the clnrnctet' successfulltl /oc,tii- :

tttentq lritlittg itt tlrt sltndous.

If the skill can be used untrained, a character does not neeti :,
have levels in the skill in order to attempt to use it, but traini::
in the skill grants a tronus on the roll and therefore m.ll=-
success more likely. Some skills cannot be used untrained.

If the rules do not explicitly' t1u," what stats and skills are us=:
for a particular action, the Game Master decides.

TARGET NUMBERS
If the rules do not define a target number for an action tha: :
plaver wishes his character to perform, the Game Master se:.

the target number. The target number should be a reflecti.^:
on the difficulty of the action being attempted. Very simr:-=

actions, in which there is little chance of failure, should succe€:

automatically. Actions with a moderate chance of failure shou-:
have a target number of 10-12. Complex actions should ha-.-

a target number of 13-15, while truly difficult actions n'ith =

likely chance of failure could require a roll against 16 or mr-:-
There is no roll for actions the Game Master deems impossib.:
Such actions certainly end in failure.

A roll of all 1s on the dice is an automatic failure. A roll of all 6s i:
the dice is an automatic success unless you are rolling only one d.=

Some rolls also have critical effects that are triggered when a rr
succeeds and any two dice used in the roll show the same numl'e:

SETTING TARGET NUMBERS



ATTRIBUTE
RESOTUTION ROTLS
-,'.'hen a character attempts an action for which there is no
:,:plicable skill and the Game Master rvants to ttse a roll to
:.'iermine its success, the player makes a11 attribute ro11. These
--.rction just like skill rolls except there is no skill value added

: :ire roll. The Game Master determines the appropriate stat to

- .e. and the player lolls 2d6, adds the stat, and compares it to
'-., target difficulty number.

::.rr\r' ar€ some basic actions characters might attempt that
.''"rld be governed by attribute rolls.

PHYSIQUE ROLLS
- -'.:ique rolls deterrnine if a character resists the effects of a

r ::or or avoids contracting a disease. The target difficulty
- - uld Lre based on the potency of the poison or the virility of
-: .ontagion. Note that the potency of poisons ol contagions
: .. not necessarily correlate to their effects. A disease that is

- :-i eas1' to resist can have extremell, debilitating symPtoms,
- rle a potent poison might knock someone unconscious.

SPEED ROttS
--=:r-rost common use for Speed rolls is during a chase. When

- , :-:nining if a character can catch up to someone he is chasing,
- 

= ::rget difficulty equals the fleeing character's SPD + 7.

STRENGTH ROTLS
- -.:::h rolls are most commonll' used when a character
, '.::.rts to lift a heavy object. The following chart details how
- -:l^ ,-r character can lift or carry. Dead Lift is how much weight
. -::acter can lift at one time if he does not intend to move

'- ::- Carrf is horv much weight a character can comfortably
, --. :or a long distance

If a character attempts to dead lift a weight lower than his Dead

Lift maximum, he does not need to make a STR roll; success

is automatic. If a character attemPts to lift a r.veight equal or

greater than his Dead Li{t maximum, he must succeed on a STR

roll to lift the rveight. The target number for the roll starts at

12 and is increased by 2 for every point of Strength it r,vould

require to equal the Dead Lift value of the n eight.

Carrying a weight is considerably different from simplv
lifting it. The rveight a character can carrv over a long distance

includes armor, weapons, and supplies. It is up to the Game

Master to determine when the weight of objects carried factors

into a game.

When characters attemPt to lift large objects, the Came Master

might permit multiple characters to rvork together'. With
sufficient added lifting capacity of additional characters, the

target number of the Strength ro11 decreases, possibly even

becoming an automatic success. If it is not an automatic success/

the character r,vith the highest STR makes the roll against the

target number.

AGILITY ROLLS

Agility measures a character's nimbleness, balance, and

reflexes, so Agility rolls can be used to determine if a character

is quick enough to avoid a traP as it triggers or safclv traverse

the trusses in a building's roof. Feats of balance or Leflexes varv
dramatically in difficulty, but the target ntrmber guidelines
above serve as a good starting point for a Game Master selecting

an appropriate Agility roll target difficulty.

POISE ROTLS

Generallv Poise rolls are made only r.t'hen the character makes

a ranged attack.

PROWESS ROLTS

Generallv Pron'ess rolls are made only n'hen the character
makes a melee attack or a thrown n eapon attack.

INTELLECT ROTLS

Use Intellect rolls to test a character's wits, knowledge, and

deduction. Most Intellect rolls are covered by using skills.
Solving most riddles falls under Cryptography since thel' are

typically linguistic or numerical ptzzles, and figuring out how
to move an inert steamjack uses Mechanikal Engineering. For

a wit-, knowledge-, or deduction-based situation that does not
reasonably fall into any skill categor),, use an Intellect roll and

use the target number guidelines to help set the difficulty.

When attempting to solve some problems or riddles, the Game

Master might permit multiple characters to work together. The

Game Master should adjr.rst the target number to take into account

the added brainporver of the participants, and then the character

rvith the highest INT makes the roll against the target number.

Potent poison or virulent contagion

Extremely potent poison or
virulent contagion

Small base -
small stature



ARCANE ROttS
Generally Arcane lolls are rnade only when the character
makes a magic attack.

PERCEPTION ROttS
Use Perception rolls to test a character's attention to detail.
Like Intellect rolls, many Perccption rolls fall into defined skill

categories. Putting clues together to progress an investig.r:.- -
is part of Forensic Science, fol example, r,vhere.rs notic.: -
a pledator's prints in thc woods falls r-rndcr Tlackirrg, ;::
noticing that a document is wlitten on the rvr ong kind oi pr.::. -

to be a letter of marque is Detectiorr. For a situation dealing r.. .: -

attention to detail that does not reasonabll'fall into dn\'::..
categor\', ask for a Perception roll and use the target nr-rml'=:-
guidelirres to help set the difficultl'.

COMBAT
The action of the game takes place irr the rninds of the Game
Master and the players until the start of combat, at r,vhich time
play moves to the tabletop rvhere plaver chalacters and their'
e'ne.mies are represented by 32 mm figtrres. The Game Master
then drar,vs or arranges the. field on n,lrich the battle takes
place, explains to the players nhat the battlefield represents,

and places the models representing the characters, their allies,
enemies, and any bystanders in the area. (See "Tools of the
Trade," p. 339.)

Battles are conducted in a series of game rounds. During a

game round, each character involved irr the battle, including
the plal'er characters and the'il enemies, n'il1 take a turn.
Dr-rrirrg his turn, a chalacter can nove arrd take one or more
actiorrs such as castir-rg a spe1l, making au attack, drinking a

potiol'I, reloading a firearm, or repailing a rvaljack. The plavels
desclibe the actions takerr b1' their characters and the Game

Master describes the actiorrs of non-plaver characters. Once all
the characters involved in the combat have taken their tnrrrs,
the cnrrent game round ends. Game rounds continue r-rr-rtil the

fighting stops, often with the plal'er- .1.tutu.ters standing over
their vanquished foes.

BASE SIZE

The physical size and mass of a character is reflected br- : -

model's base size. There ale ior-rr circular base sizes, categori.;:.:
bv their diameter: small bases (30 mm), medium Lrases (40 n:::
large bases (50 mm), and huge bases (120 mm). Gener.-,.

speaking, most human-sized characters have small l.;.=-
larger creatures and light steamtacks have medium bases, :,::
vely large cleatures and heavy steamjacks have lalge bases.

FACING
A character's facing in battle is determined br. his moc= .

shoulder orientation. The 180' arc in the direction its shoulu.:.
face defines the character's front arc; the opposite l80'deh:.-
his back a1'c. YoLr can also make ti,vo small marks on either =::.
of vour character's model's base to indicate' where the i:--:'
arc ends and the back arc begins instead oi relving on::.
positioning of its shoulder.

A character's front arc determines its perspective of ::.
battlefield. A character typically directs his actions, determr:. -

line of sight, and makes attacks through this arc. Likeu-is. :
character is usualll' more vulnerable to attacks from his b::.
arc due to a lack of awarene'ss in that direction.

LINE OF SIGHT
Many situations such as charging and making attacks rer'il-::::
a character to have line of sight (LOS) to his intended tar:=:
Simplv put, having line of sight means a character C?Ir:::
another character.

The Game Master decides which characters have line of sigh: :

each other. He should begin each encounter by describing:. .

terrain and how it affects line of sight.

BASE SIZE BY RACE
Humans, dwarves, gobbers, Iosans, and Nyss are
represented by small-based models. Ogrun and trollkin
are represented as medium-based models. Mounted
characters are represented by large-based models.

ENHANCING GAMEPTAY
WITH AAODETS

The Iron Kingdoms Fult Metol Fontosy Roleploying Gome
provides a rich and immersive experience right out of
the book, but these rules are designed so that you can

dramatically enhance the tactical sequences of your

sessions with the use of models. We produce a wide

1 range of models for our tabletop miniatures games

WARMACHINE and HORDES, featuring hundreds of
unique, high quality sculpts.These models are perfect for

I use in the Iron Kingdoms Full Metol Fontosy Roleploying
Gome. We also produce several classic models from the

original Iron Kingdoms miniatures line suitable for use

with these rules.



MEASURING DISTANCES ON THE TABLETOP
.k'.1sr-rrenlellts on the tabletop are measurec-l irt inchcs, rtith

..:ch tabletop irrch equating to six feet.

-:rr'ugh the Gar-ne Master can nleasLlre anv distance orr the table
' : .-urv reason, plavers do not have this luxurr'. When a plaver
:-,:kes a mcasllrement dr-rring the game, he canuot nleasure
:-::i the rnaxir-num range of the attack, abi1it1,, spcll, ol effect
' : rr'hich he is nreasr,rring.

'. :rcn rneasurir-rg the distance florn a model represerrting a

:::.:r.rcter on the tatrletop, lneasLlre ilom the edge of the base.

::::ril.rrh; lvhcn measuring thc clistance to a characte'r, rneasllre

-: trr, Lrnt not past, the edge of that character's base. Thus, a

- --..r.icter is rt,ithin a given distance lvhen the uearest edge of
- i.rse is $,ithirr that distance, or cquiValentll', tVherr al-r\. part
:::s Lrase is rvithin the'giver-r distarrce. If t'rvo c'hirracters arc

- --.cilr' a cettain clistance apalt, thcv are n'ithin that distance
: !,rch other.

iir.rr.rcter is cornpletelt' r'r,ithin "r given clistancc rvhen its
-:ile base is r'r'ithin that distance. Equivalentlr', a charr.rcter is

:-.r.letelv rvithin a giverr distarrcr'n'l-ren the falthcst cclge of its
- ... is rvithirr that distance.

: :',.rractcls'Lrases overlap, thev are rvithin 0" oi each otl-rer.

-:n deterr-uirring the cfiects of a spell or abilitv that affects
-,:r.rctcls rvithin a specificd distance of a character, the efiect
- --. circular area extending out from tl-re b;rse of tl-re r-nodel
- :::serrting tl-re character .rr-rd inclr-rding tl-re area unclel his
':-=. Urrless the spell or abiliiv rlotes other\\,ise, that character
- r..: corrsiderecl to be rvithir-r the distance hir-nseli.

THE GAME ROUND
-: 'rtllulcl" is an abstractiorr of a ver)'srnall amour-rt of in-game
--- :hat allou's the chaos of r-nultiple chalacters attempting

'::.:errt.'rctiorrs all occurring at rel.rtiveh'the'same tirne to
.' :-r.rkcn r-rp in a reasonable filallner so an olltcome can be
' :.: nirrec-l.

--..r Lr.rttlc starts, it is foueht in 
"r series of lounds. Dr,rring

-- :trlllrd, overv charactcl has.r turn in thc initiative order'.
'- :h.rr.rcttl u,hose tuln it is, or the active character, r-nust enc-l

- - :-::n Lreforc'the next char"acter can begin his tnrn. Or-rce.rll
:::-:ractcrs inr.olr.cd in the comLrat have takerr theil turns, the
:.:ri game ronncl ends artcl .t nen' one begins. Came rounds

- : :-luc until the plal.er chalacters defeat their enenries, escape

--...:tle, c'l' are defeated.

) E TE RMINING INITIATIVE
:.r:i.u't oi a battle, each character rolls 2d(r.rrrt-l aclds his
.-:rlc prl11s .rnv applicable Lronnses.

::: r't)ll initi.rtive fol their characters and the Carne Master'
- :.,r thr' irritiative of rron-pl.rvel chalactels.

..1 lrorc characters errd up rvith the same irritiative valnes,
-:-or.rlc-l roll off to determine n'ho goes first, second, and so on.

. -'.-l initi.rtir.e r.alnes fol the battle have been c-leterrnined
, ::t. cicciclcd, the Carne Maste.l (or a designatecl plal'er)

THE SURPRISE ROUND
It is possible for a character or a group of characters
to attempt to approach their enemies to catch them

unaware. Such ambushes take the form of surprise rounds
in which characters can move and act until they draw the

attention of the enemy, at which time the surprise round

immediately ends and the battle truly starts. Surprise

requires the consent of the Game Master because he

determines the awareness of NPCs and determines when

surprise is gained and lost.

If the Game Master determines that a character or group

of characters has the potential to surprise their enemies,

the characters attempting surprise roll initiative and take

turns in initiative order, moving and making attacks.
Attacks made by a surprising character gain the back

strike bonus (p.209).

Each time a character attempting surprise moves, the

Game Master should determine whether the character
has been seen, heard, or otherwise detected. This might
require the characters being surprised to make Detection
rolls, or the Game Master can either assume that due

to the movement, a character is automatically spotted
or that there is no chance of detection. If the character
is spotted, the Game Master must determine whether

spotting the character initiates combat, such as in the

case of enemies on high alert, or whether the enemy is

unaware of the danger presented by the character and

ignores him.

Likewise, after every attack or other action taken by a

surprising character, the Game Master must decide if the
action raises alarm among the enemy and starts combat.
For example, a loud gunshot is certain to draw the
attention of the enemy, while an instantly fatal crossbow
bolt to the throat of a scout on the fringe of a group of
enemies might occur without detection.

If a surprise round ends without discovery, a new

surprise round begins.0nce the enemy recognizes
the surprising characters as a threat, the surprise
round ends and the battle begins. When the surprising
characters are discovered, the active character's turn
immediately ends once his current action or movement
is resolved. If the active character was in the midst of
charge, slam, or trample movement when detected,
he can resolve any resulting charge, slam, or trample
attacks before his turn ends.

When the battle begins, initiative is immediately rerolled
for all characters participating in the battle, including the
formerly surprising characters, Actions held by surprising
characters are lost,



should list out the combat sequence by character, from highest
value rolled to lowest. A character's initiative does not change

during a battle unless he holds his activation (see belon).
Characters take turns in this combat sequence for the duration
of the battle. If a new character joins the battle, his initiative is
rolled at the start of the next ronnd, and he is inserted into the

combat sequence at the appropriate time.

STEAMJACKS AND INITIATIVE
A steamjack activates dur'ing its controller's turn during the
Activation Phase (see belorv). The steamjack can move and take
its action either before or after its controller moves and takes

his action.

HELD ACTIVATION
Instead of acting in initiative order, a character can choose

to hold his activation to react to the round as it unfolds. A
character choosing to hold his activation mnst still resolr,e

the Maintenance and Control Phases (see below) of his turn in
initiative order that round. Orr1r. the Actir.ation Phase of his
turn is delayed.

Effects that expire at the start of the chalacter's turn still expire
at the start ofhis turn, so effects'durations are not affected bv

held activations.

A character holding his activatlon cau choose to take his turrr
after any other character's activation. Ii a character rvho is

contlolling steamjacks holds his activation, tl.re steamiacks he

controls must also wait to move and take their actions.

After a character has used his held activation, his initiative is

moved to that position in the initiative order during following
rounds.

If a character does not resolve his Activation Phase before it is
his turn to activate again during the round after he held his
activation, his initiative remains r-rnchanged, but he has now

effectively skipped one turn of activation.

Exauprr: Codtl's chnrncter is fourth itr itritintii,r: order, nnd he is

currently suffering from the Fire corrtitruotts e.ffect. Codtl i.t'ttttts to lnkl
his actiuatiott tuttil nt'ter Lyle cnsts Enrtlrqunke itt ntt nttentytt to kttock nll

tlrc opponents dott,rt. LlJle is fifth in htitintitte order. lNfurt Codv's turrr

begins he rolls for his corttinuous effect durittg ltis Maintetnrtce Plnse.

It does not exTtire, so his chnracter tnkes n POW 72 dnmoge roll. He thetr

holds the nctiontiott portion of his turn. A.fter Lylc hns completed his

turn, Codtl perfornts ltis Actittation Phnse. He does not roll for tlrc fire
agnin since it zt,ns nlrendy resolzted in his Mnintctnnca Phnse this routd.

The Gnme Master then moaes Cody's name to tlrc s1tot a.ftcr Lyle in the

initintitte order. Codtl itolLi goes nfter blle irt oll folloioing rowrls. Codtl

can hold his nctipation again lnter in tlrc ertcouttter to ntozte further doturr

the initintioe order, or Lyle could hold ltis actiutiotr irr n fttture rotntrl

until riglrt after Cody, et't'ectiztely rez,ersitg thtir nctiztntiott order to tlrc

preuious sequetrce.

ENDING AN ENCOUNTER
In many cases, it is immediately apparent when an €flcoui.i=:
ends. When evert, character on one side of a battle has L.e=:

irrcapacitated or destroyed while every character on the otj-.=:

side is still standing, the encounter is over. The Game \las:=:
can immediately stop tracking initiative, and the game c::
return to a narrative play style.

Ii the player characters are victorious but some of the::
are incapacitated at the time the last enemy falls, it mis::
be necessary to continue tracking initiative and rvith i::
player characters taking turns as usual. This gives characte:.
opportunities to stabilize their incapacitated comrades a:.:.

often means the difference between life and death. Once all ::
the characters are either stabilized or dead, the encounter enc.
and the Game Master can stop tracking initiative.

Another situation that might leave an encounter's conclusiL':
unclear is the case of survivors on one side or the oth.:
attempting to flee combat. The Game Master resoh'es the-=

situations on a case-by-case basis. If the last two survivi::
burrow-mawgs scamper into inaccessible cracks in a cave n.:--
it is probably time to end the encounter. If the last surviviia
caravan guard is running toward town to alert the authorities. ::
could be important to continue tracking initiative in the curre::
combat. As with fleeing enemies, fleeing player characte:.
should also be handled individually and the decision can be :.
story-driven as it is rule-driven. For some enemies, it is enoue :
of a victory to drive off the player characters, but others miel-,:

desire to eat their tasty, tasty flesh.

The Game Master determines when an encounter begins ar.:
ends.

EFFECTS TASTING ONE ROUND
An effect that begins on a character's turn and lasts for or=
round expires at the start of his next turn. If a character :=

destroyed, the effect lasts until the place in the initiatit'e tr-he:
he would have taken his next turn.

TRACKING INITIATIVE
There are many ways to track the order players and NPCs

take turns in a round. A popular method is to use an index

card for each player and NPC group. At the start of an

encounter, note the initiative score rolled by each player,

and put the cards in the order in which characters act.
If a character holds his activation, remove his card from
the order after his Maintenance Phase and then reinsert
it where he chooses to take his activation.



TURN STRUCTURE
:--,rh character's tnrn consists of three
:.,lsL.s: Maintenance, Control, and
:.::ir.rtion.

.,\AINTENANCE PHASE

-..:irrg the Mainterrance I'hase,

r:rrrrr-rrr the follo$'ing steps in order:

..The plarl,er checks fol expiration
Lri contirruous efiects on his
character (see "Cor-ttinnous

Efiects," belorv). After removing
.:ll expired continuous cIiects,
rcsolvc the effects of those that
rcmain irr pl.ry. Damagc from
multiple continuous eiiects is
.r)nsidered to happcn all at orrce.

l .\nv othel effects that occur
.lr.rring the Maintenance Ph.rse are

:esoh'ed.

:fNTROL PHASE

- :;rg the Control Ph.rse, perfonn the
.., inu steps in ordcr':

lire plar,cl decidcs if he intencls to r"rpkeep spells. If the

-:lrkceP cost is not spent, the spell expires anc-l its effects

.:rd immediatel1,.

- inv othcr eifects that occnr cluring the Corrtrol Phase .rre

:::olyec-i.

::TIVATION PHASE

:.; the Activation Phase;-r character can move and act. The

:. ..i actions a character can make might be limited bv his
- :.' oi mo\.ement options. A character can make his actiorrs

- rr. trr "riter mol,ing bnt canrrot interrupt his movement to

- - .,r .rction.

A^OVEMENT
-r:noving a character, measllre from lvhere the front of a

,:i::er's base began the movement to rvhere the front of the
- :. .li the end of movement.

- -,::.rcier generally cannot ffrove over another character's
- - ,\ character can move throngh friendly characters,

. =:. provided he can move completely past the other
, -.:::!-I'S Llase.

- : .::cing reiers to any movement a character intentionallv
. -. :ather than any movement caused b1. other effects such
. :: rushed or being slamrned. A character can change his
-: :: enl time during his advance, but when he moves he

- -' . .'. :r's move in the direction he is facing. Changing facing
- :::rng irr place does not cost any movement. A character

. -: -r1ges his facing is considered to have moved.

. .pells, and other effects can modify a character's
' :-r:ri.-rud/or his SPD by reducing or increasing it.

:r: irr rttovement apply onll'to the character's intentional

movement, rvhile modifiers to SPD aPPl)' \\'henever the

character's SPD is r-rsed to determine the distance.

There are three basic t1'pes of movement that a character can

make during his turn: ir"rll advance, run, and charge.

FULL ADVANCE
A character making a full advance moves uP to his current
speed (SPD) in inches.

RUN
A character lvho rurls during his turn advances up to tu'ice his
current SPD in inches. A character who ruus during his turn can

make one quick action and cannot make attacks or full actions
that turn. A running character cannot use his quick actior"r to

cast a spell. A chalacter r.'"'ho iorfeits his actions during a turn
cannot run that turn.

CHARCE
A charging character rushes into melee and takes advantage

oi his momerrtum to make a pon'erfttl strike. A charactel rvho
forfeits his actions dr-rring a tLrrn cannot charge that turn.

At the time a character declares a charge, he rnr-rst also declare

r.vhich enemr' he is charging. A character cannot charge a

friendll' character. The character must have line of sight to

his charge target. The char.rcter then advances his SPD plus
3" ton'ard his charge target, in a stlaight line. The charging
character stops if he contacts an1. obstruction, such as another
character ol terrain he cannot move thror-rgh. At the end of
the charge movement, the charging character turns to face his
target directll..

MEASURING AAOVEAAENT



A character who ends his charge movement with his charge

target in his melee range has rnade a snccessful charge. His first
attack after charging must be against his charge target.

If the character charged at least 3', his first attack was made

with a melee weapon, and the attack hits, the damage ro11 is

boosted. Attacks with ranged weapons do not gain boosted
damage frorn charging. If a charging character moved less

than 3', the damage roll for his first attack is not boosted
because he did not move far or fast enougl'r to add sufficient
momentum to his strike. His first attack mr-rst still be made
against the charge target.

If a charging character ends his chalge movement r,l,ithout his
charge target in his melee range, then he has failed his charge. If
a character makes a failed charge during his Activation Phase,

his turn immediately ends.

UNINTENTIONAT MOVEMENT
Characters can move without advancing as a lesult of being

pushed or slammed, or from other effects. Determine the

distance a character moves in this wayby measuring the distance

traveled by the edge of the character's base in the direction of

the movement. Unless otherwise specified, a character's facing

does not change when it moves unintentionally.

PUSHED

Sometimes characters are pushed as a result of an att.rc..
abilit1., or spe1l. When a character is pushed, he is moved, L.u:

he is not considered to have advanced. Because the character :.
not considered to have advanced, he cannot be targeted bv fr.=
strikes. A pushed character moves at half rate through rour:
terrain, suffers the effects of any hazards he moves throug:
and stops if he contacts an obstacle, obstruction, or anoth::
character.

A pushed character falls off elevated terrain if he ends tl-=
push movement with less than 1" of ground under his bas=

See "Falling" below for detailed rules on deterrnining dama:=
from a fall.

SLAMMED
Sometimes characters are slammed as a result of an abili:'
spell, or attack. When a character is slammed, he is moved i-
directly away from the point of origin of the s1am, usuallr' i'r:.

attacket and is then krrocked down. If the slam was the resu :

of a melee attack made by a character with a smaller base th::
the slammed character, the slammed character is slammed h:-:
the distance lolled. He then suffers slam damage as describe :
in the ability, spell, or attack. A slammed character moves ::
half rate tl-rror-rgh rough terrain, suffers anv damaging effcc:-
through which he passes, and stops if he contacts an obstac.=

an obstruction, or a character with an equal or larger-size:
base. A slammed character moves through characters rr i::
smaller bases than its own.

A character who is knocked down or prone cannot be slamme:

Add an additional die to the slam damage ro11 if the slamrn.:
character contacts an obstacle, an obstruction, or a charac:e:
with an equal or larger-sized base.

A slammed character fal1s off elevated terrain if he ends tl-.=

slam movement with less than 1" of ground under his base. S==

"Fa1ling" below for detailed rules on determining damage irc::
a fall.

If a slammed character contacts another character lvith :.:
equal-sized base or moves through a character with a small=:
base, that second character is knocked down and suffe:.
collateral damage. A character taking collateral dama,se

suffers a damage ro11 as described in the ability, spell, or attac:.

Coltateral damage cannot be boosted. A contacted charac;=:

with a larger base than the slammed character does not suf:=:
collateral damage and is not knocked down. Collateral dama:=
is not considered to be damage from an attack or character. F.:
example, an effect triggered bv being "damaged by an ene::-
attack" would not trigger due to coliateral damage.

THROWN
Sometimes characters are thrown as the result of an abili:-.

spell, or attack. When a character is thrown, he is mor-t:
directly from the throw's point of origin in a straight line to :l-.
point of impact described in the ability, spell, or attack.

From this point, determine the thrown character's actual ptr::
of impact by rolling for deviation. Referencing the deviaiii:
rules (p. 21,2), roll a d6 for direction and a d3 for distance :'

ENTERING,
BASE.TO.BASE,
AND CONTACT

A character enters an area when his position in play

changes such that his previous position was not within
the area and his new position is within the area.

Characters whose bases are touching are in base-to-base
(B2B) contact. If a character has an ability that allows

him to move through another character, while he is

moving through the other character they are considered

to be in base-to-base contact.

One character contacts another when he changes

from not being base-to-base with the second character
to being base-to-base with him. Additionally, when a

character is already base-to-base with another and

would move toward him, he is considered to contact that
character again.



- '... The der.iation clistance cal'lnot excced half the distance
:.'rr the thron'n character and the ir-rtendecl point of inrpact.

-:irLon,rr charactcr is moved directll, from its cllrrellt
-.!\n i11 a straight lirre to tl-re de.termined point of imp.lct.

: -:rr\\'11 character rnoi'es throttgh characters $'ith sr-nallcr

-,-.iuring this movernent rvithor,rt contacting thern. Unlike
: : char.rcter is slaurmed, ror-rgh tclrain and obstacles do

-.-:r'ct this rnove'mertt, but thc throlvu chalacter still stops
-. i(rntacts an obstrr-rction or a character rvith an equal or
'-.:-.ized base. The thrixvn char.rcter is then krrockcd cion'n

-- --;ficrs thron'damage as dc.scribed in the abilitl; spell, or
'-:.. .\rld an aclditional die to the dam.rge roll ii thc throrvn
-.-.-:cr colrtacts an obstluctior"l or a character rvith an cqtral

.:-.r-sized Lrase.

-:,,,r.rr chalacter falls off clevated terlain if hc ends the
' :-. movenlerrt rvitl-r less than 1 of ground r,rndel his base.

: -rlling" belon' for detailed tules on tlctermining darnage
-' -: rell.

. - lo\\ lr chalacter contacts another charactt'r n,ith arr

--:zec1 Lrase, that chalacter is knocked clon'n arrd suiiels
:.:,-:l clar-nagc. A charactel taking collateral damage
, r -: rlar-nase. r'o1l as de'sclibed in the abilitl', spell, or attack.
:.:.r1 tlar-nage cannot be boosted. A contactcd character

- .- -erqel Lrase than the throrvn character does not suifer
'.:.:i e1.rr-t-r.rge and is rrot krrocked clon'n. Collateral darnage
: - ,r"l:iL1L'recl to be damage irom an attack or character. For

--:.r. ar1 tffect triggeled bt'bc.ing "danraged Lrv an eueurv
. ..'rrulrl rrot trigger due to collateral damage.

FALLING
A character tvho is slammed, thlon'n, pushed, or that othern'ise

moves off au elevatc'd surface'to another surface at least six feet

(1") lolver falls. A falling charactcl'is knocked dor,vn and sr-rffers

a darnage roll. A fall oi up to eighteer-r feet (3") causes a POW 10

darnage loll. Add an additional die to the damage loli for everv

additional incremeut of cighteen feet (3") the character ialls,

rourrded up.

Fnll Dnmnge RolI :2d6 + 10 + d5 for eaery

eighteett feet (3" ) of tlrc fnll nfter tlrc first
Exnurrr: A dtornctar.ftrllittg aiglrtcctr t'eat (3") sut'Jers t dntnogc roll o.f

2dL; - 10. Ottt.fnllitrg thirtry.faat (5") suffars n dntnngt roll of 3d6 - 10,

ntrd otrr: .fnllitrg.fortv-ttro.fect (7 ) stt.ffcrs o dntnagc roll o.f 1d6 + 10!

Ii a iailing chalacter contacts a charactel rvith an eqr-ral or

smerller-sized base, the contacted chalacter is knocked dor'r'n

arrd suffers the sarne damage roll as the falling ciraracter. A
contacted charactel n'ith a larger base than the falling character

clocs not sr-rffel damage and is r-rot knocked don'u.

BEING PLACED
Sornetimes characters are placcd in a uerv loc.rtion as a result

oi an abilitv or spell. When a chat'acter is placed hc is not

considerec-l to have moved ot' advanced. Becaltse the charactet'

did not advauce, he c.rnnot bc targeted bv free stlikes. Thele

lnust be room for the chalacter''s Lrase iu the locatiolr his rnodel

is placed. A charactcr cannot be placed in impassable terrain
or n'ith l-ris Lrase ovcllapping an obstacle, an obstructiou, or

anrrtlrer character's base.

ACTIONS
A character c.in act Lrefore or after'his ttroventent. A character

cannot interrupt his movement to act.

A ch.rracier cloes r-rot have to make his actiot-ts all at orlce and

c.rn pre.1f61p them irr anY orcler. For example, a charactel could

r-nake a rarrged attack, relo.rd, move, and tnakc anothel attack.
(Fcrr norc on multiple attacks, see 'Attacks," p.207.)

There ale thrce basic ti'pes oi actions: c1r-rick, attack, and ir-rll.

Dur"ing his tuln a character cau do one of the fttllorvrug:

i. Peliorm tn.o quick actions.

2.Attack and perform one quick action.

3. Periorr-n a full action.

Some abilities arrd benefits allou' a char actel to make aclditional
attacks or perform .rdclitional quick actions.

A character's choice oi movement during his turn mat' impact
his choice oi actions that turrr.

QUICK ACTTONS

Quick actions are simple and fast moven"rcnts that;r chalactcr can

perfolm irr additiorr to r-nole'cornplcx actions, such as attacking.
The quick actions that a chalacter can pcrform inclr"rde:



. Draw a weapon or item (including ammunition)

. Stow a weapon or item

. Reload a ranged weapon

. Pull a pin on a grenade

. Cast a spell

. Activate a runeplate

. Use a steamjack drive

. Use a skill or ability that requires a quick action

r Take cover or go prone

. Other fast, simple action at the Game Master's discretion

DRAW A WEAPON OR ITEM
A character can spend a quick action to drarv a pistol from
a holster, unsling a rifle, readl' a shield, pull a sword from a

sheath, or pull an item out of a pocket ol pouch.

STOW A WEAPON OR ITEM
A character can spend a quick action to holster a pistol, sling a

rifle or shield, sheath a srvord, or put an item into a pocket or
pouch. Dropping an item does not require any kind of action.
Picking the item back up again requires a quick action. Some

items might be damaged if dropped.

RELOAD A RANGED WEAPON
A character can spend a quick action to load a cartridge into
a firearm, change an ammo r'theel, ol nock an arrorv. Some

weapons, such as crossborvs and antiquated muzzle-loading
firearms, take a ful1 round to reload. The ammunition must
bc drawn from a pouch or pocket as a separate quick action.
Various pieces of equipment, such as quivers aud ammo
bandoliers, enable a character to access ammltnition quickly
without the need to spend a quick action.

PULL A PIN
A character can spend a quick action to pull the pin on a

glenade in advance of throwing it. Unless the grenade is slung
on a grenadier's bandolier, drawing the grenade requires a

separate quick action.

CAST A SPELL

On turns in which a charactel does not run, he can spend a

quick action to cast a. spell.

ACTIVATE A RUNEPLATE

A character can spend a quick action to toggle the runeplate
activation switch on an item.

USE A DRIVE
A character with the 'Jack Marshal ability can spend a quick
action to drive a steamjack he controls within his command
ran8e.

TAKE COVER
A character can spend a quick action to take cover while within
six feet (1") of a terrain feature that can either obscure his body

or provide a solid barrier of protection. For one rountl,:.-.
character gains a DEF bonus from attacks made by charac:.:-
on the other side of the terrain feature the character is tak::-
cover behind. To consistently gain a bonus for taking co\'!.: -

character must make a taking covel quick action during .::-
of his turns. The DEF bonus is determined by. the nature t i :

terrain the character is taking cover behind.

Terrain not dense enough to block an attack but that m;,.-
it more difficult to see a character grants concealment. i -

example, low hedges or bushes might grant concealmerr:- -

character taking covel behirrd or within concealirrg ter:: -
gains +2 DEF against ranged and magic attack rolls.

Terrain physically solid enough to block an attack sr::--
solid cover. Examples include stone walls, giant boulders, :::
steamiack r,.n'recks. A character taking cover behind a ter::--
feature that grants solid cover gains +4 DEF against rangeci -:::
magic attack rolls.

Taking cover provides no berrefit against sprav attacks.

A character taking cover behirrd a terrain feature that gr::--
solid cover gains +2 DEF against melee attacks if the ter::.-
feature is between the character and his attacker.

DEF bonuses from cover, concealment, and going pronL- :::
not cumulative. A character can claim onlv the best borrus:,
is eligible to receive.

GOING PRONE
A character can throw himself on the ground as a quick ac::, -

to gain a DEF bonus from ranged and magic attacks. Onc= :
character goes prone, he remains prone until he stands up.

While prone, the character gains +2 DEF against ranged :::
magic attacks, gains +4 ARM against blast damage, cannot r'--
or charge, and when he makes a full advance he can move u: :

half his SPD in inches. Additionalll,, while prone the charac:. -

suffers -2 on his melee attacks against characters lvho are :
also prone. A character who is not prone that targets a pri::
character with a melee attack gains +2 on his attack roll.

A character cannot become knocked don'n while prone.

ABITITIES AND SPELTS
GRANTING COVER

AND CONCEATAAENT
Some spells and abilities grant cover or concealment
bonuses. A character who is granted such an effect gains

the cover or concealment bonus as if he had spent a

quick action to take cover.
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:r.rne character can stand up at the start of his tr-rrn. To st.rntl

.-. charactel mr-rst forfeit either his move'tnent or his action
: \ctir.ation Phase. A character n,ho forfeits his.rctiorr cclnncrt
-' ,r'r'n quick or full actions, make attacks, or 1'Lln that tr-rrn.

:-,..r.rcter rvho forfeits his movement to stand carr per-.fo.rnr .rr.t

: r, trut he cannot make attacks involving mo,,,emeut suclt
- .: :.,r1-r1. A character rvho forfeits his actions to starrd can Llse

- :-.rlcmcnt to rnake a full advancc bnt c.rnnot run or charse

' - IFF bonuses frorn cover, conceahnent, ancl goirrg pr-ore (rr.
' -,rmulative. A character can clairn only the best bonus he is

-:--.:. to receive.

:JLL ACTIONS
. -::. of some skills requires a character's full attentiorr
- -: liis turn. A character rnaking a full action dr-rring his
'- -,i:'l mo\re but cannot also perform a quick action or make

.I..TTACKS

- r:.rcter rvho attacks during his tr-rrn can make one rnelee
-.rr:cc'l attack. Some abilities, berrefits, ancl special rules

: charactcr to make additional melee or rarrged attacks.
'-::'.irer that spells, including magic attacks, are cast as

.-:!::ions.

A character n'ho can make more than one melee ot rangecl

attack clurins his turn can divide thern amoug anv eligible
targets. Cor-npletelr' resolve each attack before making
another .rttack.

Wl'ren a character is grantcd nrole attacks as a result of an attack
hr. m.rde, he sains onlv one at a time. An attack can onh' ever
grant one .rclditional attack, thor-rgh that additional attack can,

in turn, grant anothc'r' attack of its on'n, and so on. If trvo or
more ;rbilities rvould grant tl-re charactel another attack as .r

result of making ar-r attack, he chooses nhich abilit),to applr'.

The attack is then resoh'ed using thc rr,rles for that .rbility.

An attack that allon's a subseclnent attack can grant onlr. one

sr-rch attack. Arl' single attack cannot grant more than one

attack. Ii tn'o or more abilities n'ould gr:ant the charactel another
att;'rck as a lesr-rlt of making a spe cificd attack, he chooscs u.hich
aLrilitv to applr,. The attack is then resolved using the rltles for'

that aLrilitr'. Anv sr:Lrsecluent att;rck can in turn genelate its orvn
additional attack.

ATTACKING
When a character makes an attack, his controller rnakes a roll
to deternrine ii the attack hits tlie ir-rtended targct. If the attack
hits, the character's controller then makes a damage ro11 to

determine hon'much clamage, if anli an attack deals. There are

three mairr ty'pes oi attacks: melee, ranged, and magic.



DECLARING A TARCET
When a chalacter makes an attack, he can target anything or
anyone in his line of sight (see "Lir.re of Sight," p. 200). Unless
a character has an ability., benefit, or special rule that says

otherwise, he can declare attacks only against targets irr his
front arc.

MEASURING RANGE
After declaling the attack, measure to se'e if the target is r'vithin
the range of the attack: melee range fol melee attacks and a

weapon or spell's RNG for a ranged ol magic attack. Measure
range from the edge of the attacking character''s base to the
maximum range of the attack. If the nearest edge of the target is
within that distance, the target is in lange.

If the target is in range, make an attack loll to determine if the
attack hits. If the target is beyond range, the attack automatical ly
misses. If an attack has an area of eifect (AOE) and the target is

out of range, the attack automaticallv misses, and its Point of
impact deviates from the point on the lirre to its declared target
at a distance equal to its RNG. See 'Area-of-Effect Attacks"
(p.212) for details on these attacks and deviation.

ATTACK ROLLS

An attack's success is determined by making an attack roli. The

character rolls 2d6 and adds his character's appropriate stat and

skill for the rveapon used to make the attack.

Melee attack rolls use a character's PRW + military skill
+ weapon attack modifier. Otr the character sheet, this is

abbreviated as MAI the character's melee attack score with
that weapon.

Most ranged attack ro1ls use a character's POI + military ski1l

+ weapon attack modifiel. (Thror'vn \veapon attacks use PRW +

military ski1l + rveapon attack modifier.) On the character sheet,

this is abbreviated as RAT, the character's ranged attack score

with that weapon.

Magic attack rolls use a character's Arcane stat.

Special rules and cilcumstances car-r fulthel modify the att.:c.
roll by adding or removing dice and adding or sr-rbtractir:
vahres from the final result. A boost is an additional die adri.:
to the ro1l. A roll can be boosted onl1' 6116".

A target is directly hit b1' 611 attack if the attack roll equals .:
exceeds the target's defense (DEF). If the attack lo11 is less th-,r
the target's DEF, the attack misses. A ro11 of all 1s on the dic.
is a miss. A ro11 of all 6s is a direct hit (see belor,r,) unless rr'-
are rolling only one die, regardless of the attacker's stat or tl-.
talget's DEF. Sometimes a special rnle canses an attack to i-,:
automaticallv. Such automatic hits are also dilect hits.

DIRECT HIT
A direct hit occurs r,l'hen an attack hits the character it ir-riti.:--.
targeted as a result of a successful attack ro11 or a rule causi::
the attack to automaticallv hit. Characters caught in inciden::
effects, such as AOEs or effects that result from an initial dir.:
hit, are not considered to suffel a direct hit. For examprle. :
character targeted and hit by a Chain Lightning spell suifer. :
direct hit, but the characters hit by the lightning leaping frc:'.
that target do not. This terminology comes into play prim.rr:-
r'vhen adjudicating the additional effects of attacks such =.
AOEs, which often affect chalacters vvho r''nere not the ini:::
targets. See'Area-of-Ef fect Attacks " (p. 212).

ATTACKS THAT HIT OR
MISS AUTOMATICALLY
Some special luies cause attacks to hit automaticalh. :

miss automatically. If a special rulc' causes an attack to i- -

automaticalll', vou do not have to make an attack roll. If lou :
choose to make a roll (becausc vorl want to tr1. for a critical i:
for example, see p. 219), the attack no longer hits automatic:- '

If the attack roll fails, the attack misses.

If a special rule causcs :-
attack to miss automatic:- '

do not make an attack roll. T-.
attack just misses.

If one rule causes an attack to .- '

automatically and one causes it to n:..-
automatically, the automatic hit takes precede::,
over the automatic miss. For ins[ance, an eiiect :: .

allows attacks to hit automaticallv r,l'ould over::: -

special rules such as stealth that n ould other'. . : -,
cause an attack to miss automaticallv.

REROLLS

Some characters have special abilities ::-
enable them to reroll attack or damage ri -

or that cause another character to reroll - -

attack or damage rolls. These rerolls occur t e- :.
applying effects triggered by hitting/missing :

attack rolls or by damaging/not damagint :

damage rolls. The results of a reroll compie:.
replace the results of the roll that was rert----,
For example, if a reroll causes a hit character :. --

missed, he is missed. If a reroll causes a mi>:: -



-.-,ir.1ctt:l to be hit, he is hit. Multiple reroll effects can come

-:-. plav on the same ro11. Resolve them all before resolving
r: Lrther effects dependent on hitting/missing or damaging/

- : lianlaging.

5'N/ITCHING TARGETS

: ::,e characters have the abilitl' to catlse another character
' .ufier a dilect hit b1. an attack in their place. Others can

-::.e themselves to suffer a direct hit b1. an attack in place of
: -.-:her character. Sr,r,itching targets occltrs immediately after

, ::: or a rniss has been determined, including the resolution
: :-l rero11s.

:CINT OF ORIGIN
--:'-loint of origin of an effect or attack is the location or

- ---,::cter from which the attack or effect oliginates. Typically
- . is the character causillg the effect or making the attack,

--,: :lot alrvays. For example, when a warcaster channels a

-:.-, thror-rgh an alc node, the arc node is the point of origin
- ::.e spell even though the walcaster is the character casting
-, .:cll. Fol attacks or effects that require line of sight to the

- :=i character, both line of sight and any attack roil modifiers
-,: -:ffect it (such as concealment) are checked from the point
' ::Sin of the attack. Range is also checked from the point of
- :rr, including the placement of spray templates. Ignore the

,:::-t in melee attack roll penaltv r'vhen the point of origin of
-. :'..rgic attack is in melee with the character against rvhicl-r
-. ,:iack roll is being made.

': : ::trst attacks, the origin of damage is the same as the point
- ::,tin of the attack. The oligin of damage for a dilect hit u'ith

- - :,OE attack is the attack's point of origin, br-rt the origin of
.,,:::ge for any othel damage caused by an AOE attack is the
- r. rri impact.

-:.,i, some non-AOE attacks have special rules that allon'
-::-. to damage characters besides the attack's target. The
- :::l Lrf damage in those cases is the character or point irom
- .::r !ot1 measure the range to other affected characters.

:::K STRIKE
- :.:.: strike is an attack made by a c1-raractel completely in
' - :,::et's back arc. For a character to receive the back strike
" --: ihe point of origin of the attack must have been in the
---::: Lrack arc for the attacker's entire Activation Phase

,: : :he moment of the attack. If the attack's point of origin

n'as in the target's frout arc at any time during the attacking

character's Activation Phase, the attacker does not receive this
bonus. A character receives a back strike bonus only during his

tuln. A back strike grants a +2 bonus on the attack roll of any

melee, ranged, or magic attack.

MELEE ATTACKS

Melee attacks include attacks made with fists, spears, srvords,

hammers, flails, saws, axes, and the like. A character can make

melee attacks against an1' target in his melee range that is in
his line of sight. A plaver can measure his character's melee

range at an\/time.

A melee \\'eapon or nnarmed attack has a melee range extending
0.5 be1'ond the character's front arc for any type of melee attack.

A u'eapon n'ith Reach has a melee range of 2". Some effects and

special rules increase a rveapon's melee range beyond this. A

ch.rracter's melee range is equal to the longest melee range of his

usable melee attacks. A character lvho has a Reach lveapon and

another melee u'eapon in his hands can attack ar-r opponent up

to 2 an'a1' rvith his Reach rveapon, but his other rveapon can be

used onh, to attack targets rvithin their normal 0.5" melee range.

Melee Attack Roll :2d5 + PRW + military skill
+ \L)eapon attack modifier

ENGAGED
When a character has an enemy in his melee range and line of
sight, l-re is engaging that character. When a character is eitl-rer

engaged or engaging, he is in melee.

t

TINING UP THE SHOT
Channeled magic attacks can also gain the back strike
ronus if the point of origin for the attack is completely in

':s target's back arc.
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FREE STRIKES

When an engaged character moves out of an enemv's melee
range and/or line of sight, the enemlr can immediatell. make
a free strike against it just before the engaged character leaves
his melee range and/or line of sight. The enemy character
makes one normal melee attack r,r,ith any melee weapon that
has sufficient melee range to reach the moving character and
gains a +2 bonus on his melee attack ro11. If the attack hits, the
damage roll is boosted. Free strikes cannot benefit from back
strike bonuses.

UNARMED MELEE ATTACKS
Unarmed attacks include punches, kicks, and grapples. The
unarmed combat rules also encompass attacks made with
weapons such as knuckle dusters and the trench knife's skull
crushet since they are considered to be strikes made with the
hands and feet.

KNOCKOUT STRIKE

A character making an unarmed melee attack can target his
opporlent's head in an attempt to knock hirn out. The attacker
suffers -1 on his attack roll to land the aimed strike.

If the target suffers a knockout strike, he must make a Willporve:
roll against a target number equal to the attacker's STR + 7. I:
the target succeeds, he stays conscious. If he fails, he is knockec
out (p. 219).

Only living characters can be knocked out.

Steamjacks and rvarbeasts can make knockout strikes as po\\-€:
attacks (p. 312).

GRAPPTE

Grappling represents an attempt to grab hold of and restrairr :
target. To grapple a target, the character must first hit it \\'ith ;:
unarmed melee attack. If the attack hits, it causes no dama!.
and the character enters a grapple with the target.

While maintairring a grapple, the grappling character ha.
the option of restraining his target r.vith both arms, or rrsin:
one arm to continue to make attacks. While the grapplin:
character is restlaining his target with both arms, he can t.rk=
no actions. The grappling character can release tire target iro=
the grapple at an). time. A grappling chalacter with multip.:
actions that maintains the grapple rt'ith one arm can t.ri=
actions after a successful grapple. The grappling characie:
can use attacks to punch, stab, bite, shoot, or make any' othe:
kind of attack against the grappled character the Game Masie.
deems plausible.

During his turn, a grappled character can attempt to brc-:..
free of a grapple instead of attacking. When the grapplt-:
character attempts to break free, both characters engaged ::
the grapple make contested STR + Unarmed Combat rolls. -:
the attacker is maintaining the grapple one-handed, the targ.:
gets +2 to his roll.

If the target of the grapple lolls a higher total than the attacke:
he has broken free; otherwise, he remains held. If an attempi :--

break free from a grapple fails, the defender can use addition:
attacks to make more attempts to break free that turn.

While grappling or being grappled, characters suffer -5 DE:
Attacks made by characters engaged in a grapple targeii.:
those not engaged in the grapple suffer a -3 penalty to hit.

Neither character can advance or be pushed while invoh'e:
in a grapple. A grapple is broken automatically if any oi ::=
following conditions occur:

o An effect causes either character to move or be placed

o An effect knocks down either character

. An effect causes either character to become incorporeal

o An effect causes the attacker to become stationarv

o Either character is incapacitated

Steamjacks, warbeasts, and characters lacking humanr-:
physiology cannot be grappled.

Steamjacks and warbeasts can make grapples as power atta..-.
(p. 312).

AAETEE ATTACK
MODIFIERS

The most common modifiers affecting a character's
melee attack roll are summarized here for easy reference.
Where necessary, additional detail can be found on the
pages listed.

Attacker is not prone and attacking a prone target
(p. 206): An attacker that is not prone who is attacking a

prone target gains + 2 on his attack roll.

Attacker prone and attacking a non-prone target
(p. 206): If the attacker is prone and is attacking a

target that is not prone he suffers -2 on his attack roll.

Back strike (p.209): A back strike gains +2 to the
attack roll.

Free strike (above): A free strike gains + 2 to the attack
roll and a boosted damage roll.

Knocked down target (p.2L9)= A melee attack against
a knocked down character hits automatically.

Stationary target (p. 2L9)= A melee attack against a

stationary character hits automatically.

Target taking cover behind a terrain feature
granting solid cover (see "Taking Cover," p. 206):
A character who has taken cover behind a solid terrain
feature between him and his attacker gains +2 DEF

against melee attack rolls.
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PINNING ARMS
:-::er successfully grappling a target, a character can attemPt
: rin the target's arms, keepirrg him from performing any
:::iLrns or attacks with them until the grapple is broken. The

::-':op1ir-rg character can use a full action to attempt to pin
-:. rarget's arms. The characters then make contested STR +

- r:rrned Combat rolls. If the attacker wins, the target's arms

-:= pirrned. If the target u'ins or it is a drar,r,', his arms a1'e not
: rred tl-rough he remains grappled. Once the target's arms

-:= rinned, the talget cannot use his arms to take any action

- .-l the grapple is broken. An attacker n'ho pins his target's
.::: s must spend a full action to maintain the grapple until he
-. 

=.:ses the target's arms.

:.:1c the attacker is pinning his target's arms, the attacker is

--:::cling the target n ith both arms.

RANGED ATTACKS

Ranged attacks include attacks made n'ith \^/eaPons like bows,

rifles, flamethrowers, crossbows, harpoon guns, mortars, and

the like.

A character can make rauged attacks against any target in
his weapon's lange that is in his line of sight, subject to the

targeting lules. A character making more than one ranged

attack can divide his attacks among any eligible targets. A
character in melee can make ranged attacks only against targets

he is engaging.

Rnnged Attack Roll :2d6 + POI (or PRW fot' throzort

Tlenpon) + military skill + Tueapln attack modifier

RANGED ATTACK ROtt MODIFIERS
The most common modifrers affecting a character's ranged attack roll are summarized here for easy reference. Where

necessary, additional detail can be found on the pages listed.

The DEF bonuses from cover, concealment, and going prone are not cumulative. A character can claim only the best bonus

he is eligible to receive.

Aiming bonus: A character can forfeit his movement to gain an aiming bonus.The aiming bonus adds +2 to every ranged

attack roll the character makes during thatActivation Phase.This bonus does not apply to magic attack rolls. A character who

gains the aiming bonus cannot make a quick action that turn.

Back strike (p.209): A back strike gains +2 to the attack roll.

Cloud effect (p.2lB): A character inside a cloud effect gains concealment.

Concealment (see "Taking Cover," p. 206): A character benefrting from concealment in relation to his attacker gains

+2 DEF against ranged and magic attack rolls.

Elevated attacker: If the attacker is on terrain at least six feet (1") higher than the target, he is an elevated attacker. When

drawing line of sight from an elevated attacker, ignore intervening characters on terrain at least six feet (1") lower than the

attacker unless they are within six feet (1") of the target. Additionally, ignore intervening characters within six feet (1") of

ihe target on terrain at least six feet (1") lower than the attacker and have equal or smaller-sized bases than the attacker.

Elevated target: If the target is on terrain at least six feet (1") higher than the attacker, he is an elevated target. When

drarving line of sight to an elevated target, ignore intervening characters on terrain at least six feet (1") lower than the target.
An elevated target gains +2 DEF against ranged and magic attack rolls.

Engaged: An engaged character suffers a -4 penalty on his ranged attack rolls.

Firing from horseback (p.2I4): A character making ranged or magic attacks while mounted suffers a -2 penalty on his

attack rolls.

Knocked down target (p.219): While knocked down, a character has his base DEF reduced to 5.

Prone target (p. 206): A prone character gains + 2 DEF against ranged and magic attack rolls.

Solid cover (see "Taking Cover," p. 206): A character benefrting from solid cover in relation to his attacker gains +4 DEF

against ranged and magic attack rolls.

Stationary target (p.219): While stationary, a character has his base DEF reduced to 5.

Target in melee (p. 2I2): A ranged or magic attack roll against a target in melee suffers a -4 penalty. If the attack misses,

it might hit a nearby character instead.

it*
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TARGETING A CHARACTER IN METEE

A character targeting an enerny in melee combat with a ranged
or a magic attack risks hitting another character participating
in the combat, including friendly chalacters. In addition to any

other attack modifiers, a ranged attack loll against a target in
melee suffers a -4 penalty.

If the attack against the intended target misses and the target
was in range, it might hit another combatant. If the target was

not in range, the attack misses automatically and does not hit
another combatant.

If the missed target was in range, the attacker must immediatelv
reroll his attack against another character in that combat.

When determining the attack's new target, the only characters

corrsidered to be in the same combat are those in melee with the
attack's original talget and any characters in melee with them.
Any character meeting these criteria can become the nerv target.
A character cannot become the new target if a special rule or

effect prohibits him from being targeted by the attack or if the

attacker's line of sight is completellz blocked bv obstructing
terrain. Ignore intervening characters rthen determining a new
target. If multiple characters in the combat are eligible targets,

randomly determine rvhich character becomes the new target
(excluding the original target).

If the attack against the new target misses, it misses completely

without the chance to hit any other characters.

An area-of-effect attack that misses a target in melee deviates

normally instead of following these rules. Spray attack rolls
that miss a character in melee do not follow these rules; they

simply miss.

AREA-OF-EFFECT ATTACKS

An attack with an area of effect is referred to as an AOE attack.

An area-of-effect attack, such as from an explosive speIl or a gas

cloud, hits every character in an area centered on his point of

impact. The attack covers an area with a diameter equal to his
area of effect (AOE). Templates for AOEs aPpear on p. 352.

An AOE attack follows all normal targeting rules. A successful

attack ro11 indicates a direct hit orr the intended target, which
suffers a direct hit damage roll of 2d6 + the attack's POW.

Center the AOE template over the point of impact-in the case

of a direct hit, the cetrter of the targeted character's base. Every

other character with any part of his base covered by the AOE

template is hit, but not directly hit, by the attack and suffers a

blast damage ro11 of 2d6 + ll2POW of the attack. Make separate

damage rol1s against each character in the AOE; each roll
must be boosted individually. An AOE attack's critical effect

functions only on a direct hit, but every character under the

template suffers the critical effect.

AOE Direct Damage Roll = 2d6 + POW

AOE Blast Damage Roll :2d6 + 112 POW

Prone characters gain +4 ARM against blast damage.

Any AOE attack targeting the ground automatically deviates.

An AOE attack that misses its target deviates a random dilectic:
and distance. An AOE attack declared against a target beyond i:.
range (RNG) automatically misses, and its point of impact deviait.
from the point on the line from the attack's point of origin to i:.
declaled target at a distance equal to his RNG avn,alz f1611 1..
attack's point of origin. An AOE attack that misses a target u'ith::
its range deviates from the centel of its intended target.

DAMAGE POINT OF ORIGIN

An AOE attack's point of impact determines the origin .:
damage and effects for characters within the AOE but r..:
directll' hit bl the att.rck.

DEVIATION

When an AOE attack misses its talget, detelmine its actu:
point of impact by rolling deviation. Referencing the deviatir:
template (p. 352), roll a d6 to determine the directiorr the attar:
deviates. For example, a roll of 1 means the attack goes long ai::
a loll of 4 means the attack lands short. Then lo11 another c:
to determine the deviation distance in inches. Determine tl:=
missed attack's actual point of impact by measuring the rolle:
distance from the original point of impact in the directit-:
determined by the deviation ro1l. lf the deviated point of imp:.:
would be off the table, reduce the deviation distance so the poi::
of impact is orr the edge of the table instead. If the intencie--

target is beyond the weapon's RNG, determine deviation fro::
the point on the line from the attack's point of origin to h:.
declared target at a distance equal to his RNG.

If the target is within range of the attack, the point of impa.:
does not deviate more than half the distance from the attack -

point of origin to its interrded target. If the target is not n'itl.r;:
range of the attack, the point of impact does not deviate mo:.
than half the RNG of the attack. Use the exact value for th:.
maximum; do not round it. For instance, au attack mac=

at a target 5" away from the attack's point of origin deviai.-

DEVIATION TEMPTATE



-: maximum of 2.5" even if the attacker rolls a 3, 4, 5, or 6 for
:eviation distarrce.

lrrain features, characters, or other effects do not block
:er.iating AOE attacks. The1, always take effect at the
:etermir-red point of impact.

-enter the AOE template over the point of impact. Every
:r:racter with any part of his base covered by the AOE template
. rit, but not directly hit, by the attack and takes a blast damage
- -i. Deviating AOE attacks rlever cause direct hits even if the
: - int of impact is on top of a character.

SPRAY ATTACKS
:::ar- attacks are attacks that use a spray template. Some

:.?pol1S and spells, such as flamethrowers and the Frostbite
-:=ll, make spray attacks. This devastating short-ranged attack

-,:- ootentially hit several characters. A spray uses the sprav
'=::.rlate ar.rd has a RNG of "SP 6," "SP 8," or "SP 10." Effects
' -:: modify RNG do not affect spray attacks. The sprav template

-::ears on p. 353.

:.-n m.rking a sprav attack, center the spray template laterallv
:: .'rn eligible target rvith the narrorv end of the template
::hing the nearest edge of the point of origin's base. The

.:::i itself need not be under the template. The targeting
-- 

== app11' n'hen choosing the attack's primary target. Everv
- -:::lcter rvith any part of his base covered bv the appropliate
..::::.rn oi the spray template can be hit by the attack.

.:--: separate attack rolls against each charactel under
- - :e mplate. Re'member that each roll mnst be boosted
-::'. iduallt'. Sprav attacks ignore concealment, cover, stealth,

--: inien'ening characters becar.rse the attack come's o\.er,

- - :rd, or in somc cases through his protection.

- :rr-r\- rar-rged or magic attack roll against a character in
-=..=.ioes not suffer a -4 penalty. A spray attack roll against
- -:-:,lcter in melee that misses is not rerolled against another
-::.:ter. It misses completely.

-,::::r that obstructs line of sight blocks spray attacks. A
-,-:::ier undel the spray template cannot be hit by the attack if
'. :::-rcker's line of sight to it is conrpletely blocked by tellain.

: .:- ciraracter hit b1,a sprav attack suifers a direct hit. Make
-, - ,:::e clamage rolls against each character hit.

,TtAGIC ATTACKS
" - --::cter cart make magic attacks against any target in his
t-: -::nge that is in his line of sight, subject to the targeting
- .- \l:gic attacks are similar to ranged attacks and follorv

- -: -::he same rules, but thel,are not affected b), rules that
. - .-rh' ranged attacks. A magic attack roll does not suffer

- , :::iet in melee attack roll penalty when the attacker is
- -.-r:-r in melee with the talget. If such an attack misses and
' ,-: ir= mr.rltiple characters in the combat, the attack can still

---:rer random chalacter in the combat, excluding the
- -. :r rflcl the original target. For more information on magic
- -. : :crj "C.rsting a Spell," p. 232.

Mngic Attnck Roll :2dG + ARC

AAAGIC ATTACK
ROLL MODIFIERS

The most common modifiers affecting a character's
magic attack roll are summarized here for easy reference.
Where necessary, additional detail can be found on the
pages listed.

DEF bonus from cover, concealment, and going prone

are not cumulative. A character can claim only the best

bonus he is eligible to receive.

Back strike (p.209): A back strike gains +2 to the
attack roll.

Cloud effect (p. 218): A character inside a cloud effect
gains concealment.

Concealment (see "Taking Cover," p, 206): A character
benefiting from concealment in relation to his attacker
gains + 2 DEF against ranged and magic attack rolls.

Elevated attacker: If the attacker is on terrain at least

six feet (1") higher than the target, it is an elevated

attacker. When drawing line of sight from an elevated

attacker, ignore intervening characters on terrain at least

six feet (1") lower than the attacker unless they are within
six feet (1") of the target. Additionally, ignore intervening
characters within six feet (1") of the target on terrain at
least six feet (1") lower than the attacker and have equal

or smaller-sized bases than the attacker.

Elevated target: If the target is on terrain at least six

feet (1") higher than the attacker, it is an elevated target.
When drawing line of sight to an elevated target, ignore
intervening characters on terrain at least six feet (1")

lower than the target. An elevated target gains +2 DEF

against ranged and magic attack rolls.

Firing from horseback (p.2L4): A character making
ranged or magic attacks while mounted suffers a -2
penalty on his attack rolls.

Knocked down target (p. 219): While knocked down, a

character has his base DEF reduced to 5.

Prone target (p. 206): A prone character gains + 2 DEF

against ranged and magic attack rolls.

Solid cover (see "Taking Cover," p.206)t A character
benefiting from solid cover in relation to his attacker
gains +4 DEF against ranged and magic attack rolls.

Stationary target (p.219): While stationary, a character
has his base DEF reduced to 5.

Target in melee (p. 2I2): A ranged or magic attack roll
against a target in melee suffers a -4 penalty. Remember
that a character making a magic attack while in melee with
his target does not suffer this penalty. If the attack misses,

it might hit a nearby character instead.

-
;--

:-



MOUNTED COMBAT
Mounted combat adds a number of options and complications
to battle. While mounted, a character gains a number of berrefits
from his fast-moving steed. A mounted combatant also suffers
from some unique vulnerabilities, si1-rce he must rely on both his
mount's nerve and his own skill as a rider. Any time a mounted
character attempts a dangerous maneuver or tries to er.ade a

potentially hazardous obstacle, he must make an AGL + Riding
skill ro11 to determine the success of his maneuver (p. 190).

A rider must also take into account his mount's stats and degree

of training. Most mounts must be trained to wear armor and fight
in battle. Without the proper tlaining, a horse is unreceptive to
its rider's commands. Though any horse that has been broken
in can carry a rider, only one designated as a warhorse can

execute cavalry charges and other complex maneuvers.

MOUNTING AND DISMOUNTING
A character must be B2B with his mount to get on its back. A
character without the Riding skill must spend a full action to
mount his steed. A charactel with the Riding skill can mount
his horse as a quick action. When a character mounts his horse,

remove his model from the table.

Whether trained or not, dismounting a steed is a quick action.
When a character dismounts, place a model representing the

character anywhere B2B with the mount. The character's plaver
chooses where the model is placed.

TALL IN THE SADDLE

Mounted characters can ignore characters with bases smaller
than their own when making melee attacks.

FIRING FROM HORSEBACK
A character making ranged or magic attac...
rvhile mounted suffers a -2 penalt)' orr i:-.
attack lol1s.

MOUNT ATTACKS
Some mounts can make attacks. Vou:.:.
rvith attacks har.e a 0.5" melee range.

Attacks made by a mollnt are melee attac. .
and are resolved using the rider's PIi..
+ Riding skill. If the attack hits, use t:-.
mount's STR and the POW of the attack. -,-

mount's attack and damage rolls cannot :.
boosted.

A mount designated as a lvarhorse can m.-:..=

impact attacks as part of a cava'lry char:=
(see below).

CAVALRY CHARGE
A character must have the Cavalrv Cl-rari=
ability and be riding a mount designateci :.
a warhorse to charge lvhile mounted.

When declarirrg a charge target, a charac:-:
rvho can charge '"vhile mounted ignores oti:.:
characters with bases smaller than his orr;-

If a charging mounted character contacts another char.tc:=:
during his movement and has moved at least 3', he stops .tr.:
rnakes impact attacks against all characters in the moun: .
melee lange. Impact attacks are made using the mount atte..
rules above and are cor-rsidered to be simultaneous. Ait=:
resolving the impact attacks, the charging character resun-:
his charge movement. He cannot make further impact attac...
during this charge. If the charging character did not move :
least 3" before contacting another character, he does not ma:..
any impact attacks and must stop his movement at that poir-
If the character's charge target is not in melee at the end oi ::=
charge movement, the charge fails. If the charge target is i:.
first character contacted by the charging character, the chargir.:
character can still make an impact attack against him.

A mounted character gains +2 to his charge attack rolls. Imp;::
attacks do not receive this bonus.

SPD, DEF, AND TARGETING
A MOUNTED CHARACTER
While mounted, the character uses the SPD of his mount inste::
of his own.

When determining the DEF of a mounted character, use

character's DEF -4. Add +1 to the mounted character's DEF

each level of the Riding skill he possess.

d6 :-

On:

If the attacker is also mounted, on a roll of 1-3, the mount is h.

When a mounted character is hit bv an attack, roll a

determine whether the mount or the rider is actually hit.

If the attacker is on foot, on a roll of 1-4, the mount is hit.
5 or 6, the rider is hit.



. : .r l-6, the rider is hit.

-, ;iraracter attacking a mounted character can also choose to
-:.;ificalli'target the molrnt or rider. A character tar.geting the
- ,'.:r slrffers -2 to hit. A character targeting the mount has no
- r.ifier on his attack ro1l.

:EING THROWN FROM THE SADDLE
-:.:sionally a mounted character risks being throrvn from the

-, -::.1e, such as rvhen a mollr"lt is incapacitated, r.vhen his mount
- -:-:rtled or injured, or rvhen the character fails a critical riding
- . ,rnd the Game Master decides the character is thron'n.

- . :ime his mount suffers 3 or more points of damage frorn an
:.-,:k or other effect, the ride.r must make an AGL + Riding skill

- -rqainst a target nnmber of 11 to keep from being thrown. If
- - --rcceeds, he stal's on. If he fails, he is thron,n.

. 
..l.;-,..no.u.ter's monnt is incapacitated, he is automaticallv

-ia a cltaracter is thrort'n, he must make an AGL+ Jumping
,::,aiust a talget nnmber of 14 to determine if he can control

' ' :--,,1 or maneuver himself from harm.

. -: SLlcc€€ds, place a model lepresenting the character
' . i'rert' B2B n.ith the mount. The character's plal,er chooses
-.:: thc rnodel is placed.

-. :,-:ils, the exact eifect of being throrvn depends on rvhether
- ::.r:sL' n.as incapacitated or not. If the horse rt'as not

- -:...citated, the rider is throrvn d3" directly irom the hor.se, is
' -'..:tl c-lorvn, and suffers a POW 12 dar.nage roll.

'-.. nrount rvas incapacitated, loll a d6 b determine the
' --.:rr's faie. On the roll of 1-4, he is throu,n as abor.e. On the

: :-6, he is pinrred beneath the steed. A pinned character is
-r.:,ei dorvr-r, suffers a POW 12 damage roll, and cannot move
:* succeeds in a STR + AGL roil against a target number of

- :- -. at the start of each of the character's Activation phases.
'. :trll succeeds, the character gets fr.ee. If the roll fails, he
.,:. pinnecl and cannot mo\/e or take an action.

,- ,,..,,]. * place a model on the table to represent the thron'rr

. '.fcKDowN, KNOCKOUT

. '.) COVER WHILE MOUNTED
- ,^, mounted character is knocked dor,r.n he must make an

- - R:t-ling skill roll against a target number of 14 to remain
' ..-:=.:. If the character succeeds, hc' sufiers the effects of

: ..rocked dou,n, bnt lemains on his mount. If the roll fails,
- -.:-:cter is thron,n and his mount is knocked don,n.

' - -, .h.rracter is knocked ont n'hile mounted, he tumbles
- .:- .acltlle to the gror-rnd. The Game Master should place

,-- represerrting the character or-r the table B2B u,ith his
- : .i..e character sr-rffer s an additiorral pOW 10 damage roll- -:r:-r11.

.:-:-:cr cctl-Il'lot take covel or go prone tvhile mountecl. A
- ::.: .iill gains concealment or cover from spells and other

,' .-:ormallr,.

DAMAGE
Characters carr take a fair amount of damage before they fall in
combat. The amount of damage a character can take is based on
his primary stats.

The amount of damage inflicted bt' an attack or other damage
causing effect is detelmined by making a damage ro1l. In the
case of ranged, magic, and most other damaging eifects, roll
2d6 and add the Porver (POW) of the attack. In the case of
melee attacks, roll 2d6 and add the POW + STR of the attacking
character. A boosted damage roll adds an additional die to this
roll. Special rules for certain circumstances might modify the
darnage roll as n'ell.

Dnrnnge RolI :2d6 + POW (+ STR if melee)

Compare this total against the ARM of the character sr-rffering
the dar-rrage. That character takes 1 damage poirrt for every
point that the clamage roll exceeds his ARM.

A rveapon or attack n,ith POW "-" does not cause damage.

LIFE SPIRATS
Characters have life spirals consisting of six branches grouped
into three aspects that colrespond rvith their primarv stats:
Phvsique, Prot'ess, and Intellect. Each aspect has a number
oi vit.rlitv poirrts equal to its primar')' stats' r'alue. Vitalitv
rr.presents a character's capacity for suffering brtrises, scrapes,
cuts, close calls, and the battered nerves that corne from combat.
\Vhen a character rluls out of vitality on his life spiral, he finallr'
snccnmlrs to the punishment his bodf is taking arrd becomes
disableri (next page).

\'\'hen a character sufiers damage, roll a cl6 to determine u'hich
brarrch of his life spiral takes the damage. Starting with the
outermost unmarked vitalitl'poir"rt in that branch and n'orking
inn'ard, r-nark one vitality point per damage point taken. Once
a Lrranch is full, continue recording damage in the next branch
clockn'ise that contains an unmarked vitality point. Continr.re
filling L-rranches as lequired until everv damage point taken has
been recorde'd.

CRIPPLED ASPECTS
l\/hile all oi a character.'s vitalitv points are filled in on a

particr-rlar aspect as the result of damage, he suffer.s the effects
of a clippletl aspect.

The effects of losing an aspect are as follor,r's:

Crippled Physique: The chalacter sufiers -2 STR.

Crippled Agility: The character suffers -2 on his attack rolls.

Crippled Intellect: The chalacter suffers -2 DEF. Additionallr,,
the character cannot upkeep spells.



DISABIED. INCAPACITATED.
AND DESTROYED
A character is disabled rvhen all of his vitalitv points are
marked. When a character is disabled, immediately resoh.e

any eifects triggered try being disabled. A character cannot
suffer rnore damage than he has vitality points (or damage

boxes in tl-re case of a steamjack). If a chalacter legains 1 or
morc vitalitl'points, he is no lorrger disabled. Ii an effect calrses

a character to regain a vitality point or otherrvise cease being
disabled, such as by healing a vitality point from a successful
Tor-rgh roll, do not resolve an\/ more effects triggered bv the
char'.rctcr hei ng d isabled.

After resolving an1' 
"11".rt 

tliggered b1'being disabled, if thc
character is still disabled he is cor.rsidelcd to be incapacittrted.
An incapacitated character lacks arl' capacitv to act, lras no

command range, and irnmediateh, sufiers a roll on the Injurv
Table below.

After lesolving incapacitated effects, at tl-re Came Master's
discretion iess sigr-rificant NPCs are considc'red destrot'ed and

are lemoved from the table.

DEATH AND LONG-TERM INJURIES
When a chalactel is incapacitated, he sr-rffers extensive ancl

potentially' fatal injuries. While' the loss oi vitalitv rePresents

phy,sical n'ear and tear and reser\'es of energt', injurie's are

potentialllr mortal r,r,ottnds that can cripple or outright kill a

character.

Immediately after a character is incapacitated, roll on the irrjurv
table to determine the extent of his injuries.

Eaclr tirne a character is incapacitate'd, roll once on the Injr-rry

Table to determine his long-term injurl'.

STABI LIZING GRIEVOUSLY
INJURED CHARACTERS
Some ir-rjuries are so dleadful tl-rat thev reqr,rire imrnediate

medical attention to save the irrjured character's liie. Unless

the character is stabilized lvithin a nutnlrer oi lourrds eclual

to his PHY he dies. Stabilizing a u'oltnd requires the tre.rting

character to be B2B rvith thc injr-u'ed character and sperrcl a fr,r,

action treating his n'ounds. The treating character then mak.-.
an INT + Medicine skill roll against a target numbe'r oi 14. If tl.
loll succeeds, the injr-rred chtrractel is stabilized. If the loll fai'.
the treating charactel can attempt the roll again on his next tu::
unless the injured character dies before then.

SLOW RECOVERY
Clraracters who suffer serions injuries requile some time i
l-real. It is lecommended that a character suffeling such a n'oun*
receive plentl, of bcd rest uniil iulh' rnended.

A character suffeling a slorv reco\.ely does not regairr lo.,
vitalit,v points at the normal rate and cannot spend feat poir.:.
to reco\.er lost vitalitl'. Instead, after the encounter irr n'hicr
the character rvas irrjured, he regains onlr, 1 r'italitv point. H.
regains an additiorral 1 vitality point after each r,r,eek. If he :.
treated daily by a charactel lvith the Medicine skill, the iniurc:
charactel regains arr additional number of points cach \\'eL':

eclr"ral to the treatirrg character's Medicine skill level. Onc.
he has regained all of his lost vitalitl', the character no lonsL'-

suffers from slorv lecovery.

CONCUSSED
A concussed character has been badly stunned and comes :--

his senses only over time ol once he has been brought bac,.

to his senses by another clralacter. The' cor-rcussed clraracte:
automaticallv returns to his senses if he is given a dose i:
simple stimulant (p. 296) or if another character B2B rvitl.r hi::
spends a fr-rll action bringing him out of his concussed sta:c

W}ren the charactel comes olrt of his concussed state he regair..
1 vitalitt. point and is no longer incapacitated.

If the character does not receive aid from another characi.:
during combat, he comes out his concussed state quicklt' afrt:
the end of the errcounter and recovers vitalitl'normally.

RECOVERY AND REGAINING VITALITY
When a character regains vitality, remove the damage iror:-

anywhere on the chalacter's life spiral. Remember, if a charact.:
regains vitality damage n'hile disabled, he is no longer disable;

After a shortrest follolving anerrcounter, a character automatical-
regains a number of vitality points equal to his PHY.

Chalacters 'lt'ho have suffered damage continue to reco\'.:
over time. A character regains 1 vitalitv point each hour i. :
the first three hours after being injured. After that he regai:-..

1 Vitality point every six hours until he has regained all of h:.
vitality points.

DESTRUCTION
AND TOKENS

Special rules cause some characters to gain certain types

of tokens when a character is destroyed, such as soul and

corpse tokens. A character generates only one of each

type of token when destroyed. If multiple characters
are eligible to gain a specific token, the nearest eligible

character gets the token. If a character has a limit on

how many of a specific token he can have and is at that
limit, he is not considered an eligible character.



Deacl - The character clies as a result of his wouncls. He is clestroyecl. At the Game Master's cliscretion, the character either cliecl
immecliately as a result of his wouncls or can gasp out a few last worcls before succumbing to his injuries.

Critical lnjuries - The character is critically injurecl. Helpless ancl unable to take any action, he is rapictly losing blood and is certain
to clie unless he receives immediate medical attention. The character is grievously injurecl ancl if he is not stabilizecl within a

number of rouncls equal to his PHY, he clies. A stabilizecl character remains incapacitatecl throughout the battle. lf the character
survives, he cloes not recover lost vitality at the normal rate ancl insteacl suffers a slow recovery.

Broken Limb - The character has sufferecl a broken arm or leg. Roll a d6. On the roll of l-3, the character has broken an arm. On
the roll of 4-6, he has broken a leg, Though incapacitatecl, the character can spencl I feat point to move ancl take actions cluring
his turn, That turn he is not consiclered to be incapacitatecl. The character loses one quick action each turn in aclclitional to any
other penalties for lost aspects.

The character cannot recover lost vitality points until his limlr has been set. Setting a limb cannot be clone in combat. Setting the
character's limb requires a treating character to spend twenty minutes setting the break followecl by a successful INT + Meclicine
skill roll against a target number of I 2. If the roll fails, the character can try again after spencling another ten minutes setting the
limb.

Once the limb has been set, the injurecl character immediately regains his PHY in lost vitality points and is no longer incapacitated.
The limb itself takes another 20 + 2d6 days to fully heal. During this time, a character with a broken arm cannot use that arm ancl
loses one quick action each turn. A character with a broken leg suffers -2 SPD, DEF, ancl lnitiative until the leg fully heals.

Spitting Blooct - The character has suffered a life threatening injury ancl is rapictly bleecling out. Unless he receives immecliate
meclical attention, he is certain to clie, Though incapacitatecl, the character can spend I feat point to move and take actions cluring
his turn, That turn he is not consiclerecl to be incapacitatecl. The character suffers the penalties for his lost aspects and loses one
quick action each turn.

The character is grievously injurecl ancl if he is not stabilizecl within a number of rouncls equal to his PHY, he clies. A stabilizecl
character immecliately regains I lost vitality point and is no longer incapacitatecl.

Batterecl - The character has sufferecl a traumatic injury that has left him concussecl ancl baclly beaten.

Until the character recovers all of his lost vitality points, he suffers -2 PHY ancl SPD in acldition to his other wouncl penalties.

Concussecl - The character has been baclly batterecl and dazed. He is concussecl but has otherwise sufferecl no long-term injuries.

Battle Scars - The character has suffered an injury that has left him concussecl ancl baclly scarrecl.

ln aclclition to suffering the effects of being concussecl, the character has also sufferecl a permanent clisfigurement to his face ancl
body. As a result of this clisfigurement, the character suffers -l on social skill rolls in which his scars woulcl frighten or clisgust the
subject of the character's skill attempt. The character gains + I on Intimiclation skill rolls against anyone who can see his scars.

Spitting Bloocl - The character has sufferecl a life threatening injury ancl is rapiclly bleecling out, Unless he receives immediate
meclical attention, he is certain to clie, Though incapacitatecl, the character can spencl I feat point to move ancl take actions cluring
his turn. That turn he is not consiclerecl to be incapacitatecl. The character suffers the penalties for his lost aspects and loses one
quick action each turn.

The character is grievously injurecl ancl if he is not stabilizecl within a number of rounds equal to his PHY, he clies. A stalrilizecl
character immecliately regains I lost vitality point and is no longer incapacitatecl,

Lost Eye - The attack clestroys one of the character's eyes and also leaves him concussecl from the attack.

In aclclition to the effects of being concussecl, one of the character's eyes has been lost or ruined as a result of the damage he has

sufferecl, determine which ranclomly. The character permanently suffers a -l penalty on ranged attacks rolls ancl on sight-basecl
PER rolls.

Critical lnjuries - The character is critically injurecl, Helpless ancl unable to take any action, he is rapictly losing bloocl ancl is certain
to clie unless he receives immediate meclical attention, The character is grievously injurecl ancl if he is not stabilizecl within a

number of rouncls equal to his PHY, he clies, A stabilizecl character remains incapacitatecl throughout the battle, If the character
survives, he cloes not recover lost vitality at the normal rate ancl insteacl suffer a slow recovery.

Lost Limb - One of the character's limbs has been severecl or otherwise completely clestroyecl. Roll a cl6. On the roll of I -3, the
character has lost an arm. On the roll of 4-6, he has lost a leg. There is no chance to save the limb, ancl if the character cloes not
receive immecliate meclical attention he is certain to clie. Suffering shock ancl crippling bloocl loss, the character can clo nothing.
The character is grievously injurecl ancl if he is not stabilizecl (see below) within a number of rouncls equal to his PHY, he clies. Once
stabilizecl, the character remains incapacitatecl throughout the battle.

lf the character survives, he cloes not recover lost vitality at the normal rate ancl instead suffer a slow recovery.

A character with a missing leg suffers a permanent -2 SPD anct his racial SPD maximum is likewise reclucecl by 2, The character can
offset some of the effects of lost leg with a prosthetic limb,

ln aclclition to losing the use of his missing limb, a character with a missing arm also loses one quick action each turn.



SPECIAL EFFECTS
Some attacks cause special effects in addition to causing
damage. Additionalll,, sorne spells and actions can put special

effects irrto plar..

CLOUD EFFECTS

A cloud effect produces an area of clense smoke, rnagical

clalkness, thick mists, or the like that remains in plat,for a

spe'cified length of tirne. Use arr AOE template oi the appropriate
dianreter to represent the cloud. Ever), charactel rvith arl\' part
oi its Lrase covered b)' tlre cloud's template is rvithin the cloud
and susceptible to its effects.

ln addition to being affected b)' a cloud's special rules, a character
inside a cloud effect gains conceah-nent (see "Takirrg Cover,"
p. 206) ivhether he took co\/er or not. The cloud effect does rrot
block line of sight from characters n'ithin it to those outside oi it,
but it completely, olrr,r.t.ar line of sight fronr characters outside oi
it to anything beyond it. A character can see into or out of a cloud
effect br-rt not through or-re.

CONTINUOUS EFFECTS

Some attacks cause continuous effects irr addition to causing
damage. Continuous eifects remain on a character and have
t1-re potential to damage or affect hirn ir-r some other \\rav on
snbsequcnt turns. A character can have multiple continuous
effects on him of different tlzpes at the same time, but can have
onlv one of each contir-rnous effect tvpe or-r him at a time.

Contirruous effects have a chance of expiring each round. CIreck
for expiration of continuous effects at the start of the affected
character's Maintenance Phase each turn.

To check fol the expiration, roll a d6. lf the lesr-rlt is a 1 or 2, th.
continuous effect immediatelr. expires u'ithotrt further effect
On a loll oi 3, 4, 5, or 6 the cc'rntintrous ef fect rerlains ir-r plar .

After rolling for expiratiorr ior all of the continuous effect.
aifecting a character, apply the eiiects of all continuous effect.
that remain on him simultaneousll,.

Some common continuous effects are described below:

. Corrosion - A chalactc-r sufferirrg the Corrosic'rr:

continuons effect is slorvlv eroded as if by acid or anothtr
noxious substance. Corrosion does d3 damage point eaclr

turn to the affected character at the start of each oi hi.
Maintenance Phases unless it expires. Characters n'ith
lmmunity: Corrosion never suffer this continuor-rs effect.

'Fire - A character sufferirrg the Fire continuous effect r.
on fire. A character on iire suffers a POW 12 fire damag.
roll at the start of each of his Maintenance Phases unless i:
expires. Characters rvith Immunitv: Fire never sufier thi:
continuous effect.

CONTINUOUS EFFECTS
OUTSIDE COMBAT

If a character suffers the effects of a continuous effect
outside combat, check for expiration every minute. If the
continuous effect does not expire, appiy its effects.



CRITICAL HIT

- critical hit occurs if anv two dice in the attack ro11 show
::e same number and the attack hits. As a result of a critical
-:'-:. some attacks cause critical effects in addition to causing
::mage. The target suffers the special effect even if it takes no
::mage from the damage roll. An AOE attack's critical effect
:::rctions only on a direct hit, but every character under the

=::rplate suffers the critical effect.

. Critical Corrosion - Critical Corrosion is a critical effect
that causes characters hit by the attack to suffer the
Corrosion continuous effect on a critical hit.

. Critical Fire - Critical Fire is a critical effect that causes

characters hit by the attack to suffer the Fire continuous
eiiect on a critical hit.

)AMAGE TYPES AND IMMUNITIES
:\ :re \reapons and spells inflict a specific darnage type that

-::irt affect some characters differently than others. When
. ::rmage type is referenced in text, it is described as an "X
::::rage roll." Fol example, a damage roll that causes electrical
::::r.rge is described as an "electrical damage rol1."

-, ::::racter with an immunity to a certain damage tvpe does not
:...' damage of that type. An immunity is a special protection
: :r some t.vpes of damage and effects. A character never
--::=rs damage from a damage type to r,vhich he is immune.

- .-:gle attack can inflict damage of several damage types. If
. ::.:racter is immune to any of those types, he does not suffer
::::::ge from the attack. A character r.vho is immune to damage
- :- ri1 attack can still suffer other effects from the attack.

r .: damage types are identified by their attack t1'pe. For
: ::.-trIe, damage caused by a ranged attack might be referred

:: :anged attack damage."

(\ocKDowN
:",::: ettacks and special rules cause a character to be
r-:cked down. While knocked down a character cannot
:" :' Deriorm actions, make attacks, cast spells, or be used

-.-:rnel a spell and does not have a melee range. A knocked
: :: character does not engage other characters and cannot
:: ::.laged by them. As a consequence, a character is never
- -:=lee n'ith a knocked down character. A melee attack
- :::inst a knocked down character automatically hits.
. ' -::ked down character has a base DEF of 5. A knocked
- : :haracter does not block line of sight. He can be ignored

- ::::eting purposes,

- - :ied don'n character can stand up or go prone (p. 206) at
-.: -irri of his next turn. A character cannot become knocked

- - -.'.hile it is knocked down. To stand up a character must
--. : :iiher his movement or his actions that turn.

- --.::cter n'ho forfeits his movement to stand can still
r:-- i--r- :ctions that turn, but he cannot make attacks involving
- :-r:11i such as a slam.

A character who forfeits his actions cannot make quick actions,

attacks, or full actions. Additionally, a character who forfeits its
actions to stand can use his movement to make a full advance

but not to run or charge that turn.

A character can go prone at the start of his turn without
forfeiting either his movement or his actions.

When a character stands or goes prone, he ceases to be knocked
down.

KNOCKOUT
When a character is knocked out, he is knocked down and his
upkeep spells expire. The character is knocked down even if he

has an abilitl. that says he cannot be knocked down.

While knocked out, a character cannot allocate focus, take
actions, make attacks, move, and must forfeit the Activation
Phases of his turns.

At the start ofeach ofhis turns, a knocked out character can make
a WIL roll against a target number L4 to regain consciousness. If
he fails, he remains knocked out. If he succeeds, he is no longer
knocked out and can act normally that turn though he is still
knocked dorvn.

Onlv living characters can be knocked out.

MAGICAL WEAPONS
A magical weapon can damage and affect characters with the
Incorporeal ability. Attacks made with magical weapons are not
magic attacks. Magical ranged weapons make ranged attacks.

Magical melee n'eapons make melee attacks.

STATIONARY
A stationary character cannot activate. A stationary character
does not have a melee range. A stationary character does not
engage other characters nor can other characters engage a

stationarv character. A character is never in meiee with a

stationary character. A stationary character cannot advance,

perform actions, make attacks, or cast spells.

A melee attack roll against a stationary character automatically
hits. A stationary character has a base DEF of 5.

CONSTRUCT
Not all characters in the Iron Kingdoms are made of flesh and
blood. A construct character is not living, and automatically
passes any Willpower rolls that do not specifically reference
construct characters.

INCORPOREAL
An incorporeal character can move through rough terrain and
obstacles without penalty. He can move through obstructions
and other characters if he has enough movement to move
completely past them. Other characters, including slammed,
pushed, or thron n models, can move through an incorporeal
character lvithout effect if they have enough movement to
move completely past him. An incorporeal character does not
count as intervening. Blessed weapons affect an incorporeal
character normally. Spells, animi, and magical weapons can
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damage an incorporeal character but roll one fewer die on
damage rolls. No other weapons can damage the incorporeal
character. Incorporeal characters are imrnune to contir-ruous
effects and cannot be moved by a slam.

STEATTH

A character with stealth is extremely difficult to spot and
target. Non-spray ranged and magic attacks declared against a

character r.vith stealth when the point of origin for the attack is

more than thirty feet (5") arvay automatically miss. A character
with stealth is not an intervening model rvhen determining line
of sight from a character greater than thirty feet (5") ar,vay.

UNDEAD
The line betr,veen life and death in the Iron Kingdoms can
sometimes be blr,rrred. There are numerous spel1s and artifacts that
can return the dead to a semblance of life. An r-rndead character
is not considered living and automatically passes any Willpower
ro1ls that do not specifically reference undead characters.

FEAT POINTS
Feat points represent a character's h-rck and raw heroic potential.
They can enable him to reroll failed skill rolls, shake the effects
of knockdown or continuous effects, or use any one of a number
of special archetype benefits. Feat points are gained and spent
regularly throughout p1ay.

Generally only player characters gain feat points.

A character can have up to three feat points at any time and
starts each session with three points.

GAINING FEAT POINTS
A character gains a feat point rvhen one c:
the following conditions occurs.

. Incapacitates ol destroys an enem1. n'i::-
an attack: A character gains 1 feat poin:
for each enemy character he incapacitate.
or destroys an enemy with an attack. I:
the case of a particularly porvelful enem',

the Game Master can ar,vard more than -

feat point to a character or alvard 1 fe::
point to each character who helped defc:r:
the enemy. Likewise, a Game Mastc:
can choose to award no feat points if tht
enemy destroyed r,vas particularll, 11's.1-..

or helpless.

o Critical success on a skill or attack ro11: -\
character.,tho rolls a critical hit on a skil-
or attack roll in r,r.hich he rolled tn'o c.:

more dice gains a feat point.

. Game Master alt,ard: The Game Maste:
can award feat points to characters fc.:

achieving milestones in play or as ;
rervard for particularly inventive ol heroic
actions, and/or excellent role plavirrg.

A character can never have more thal
three feat points. If he already h.:.
three feat points and gains another, tlr.
additional feat point is lost.

FEATS
Feat points are a resorlrce that can be spent to accomplisi:
an1' of a number of feats. Any character can take advantagt
of common feats listed belor'r., and there are also a number o:

abilities and archetype benefits that requile the expenditurr
of a feat point to use.

AWARDING FEAT POINTS
The awarding of feat points is completely at the
discretion of the Game Master. The rules above are
merely guidelines. The Game Master shouid not award
feat points to characters who are attempting to game

the system, such as by making repeated Lore skill rolls
for the express purpose of picking up extra feat points.

It is worth keeping in mind that these points are expected
to be regularly earned and spent throughout play and
that they are a resource characters need to fuel their
abilities. Being too stingy with feat points has a stifling
effect on the game.
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--ir.rracter can spend as rllc'urv feat poir-rts clr-rring his tutr-r as
'r ishes.

'. chalacter can spend a feat point to use one of the follon,irrg
:-:

. Br)ost \von-Attack Skill Roll - A cl-raracter can spend a feat

'-rrriut to Lroost a non-attack skill roll. A character call use
:his ieat onlv to boost a skill roll ii he has at least onc level
of the skill used fol the roll.

. Heroic Dodge - A charactcl can spend a feat point to sr,rfier

.'rrl)' half the darnage irom an attack, r'our-rded up. The ie'at

'-.oiut is spent after the darnage roll has been made.

. \lake a Quick Action - A charactel can spend a feat poirrt
,-.r.rling his Actir.ation Pl-rase to make .rn additional c1-rick

.: ctior-r.

r l.-rrri)' - A chalactel can spend a feat point during his turn
:', keep frorn bcing targcte d bv flee strikes that tr.rlI-t.

. .ielentlcss Charge - A character can spencl a feat point
-:-.rring a turn in rvhicl-r he charges. While chargirrs that
:.rrn the charactel calr nlove over rough terrain w,ithout
:tnaltr'.

. l.roll Failed Attack, Skill, or Willpon,er Rol1 - A character
:-'n spend a feat point to reroll a iailed attack, skill, or
.', illporver roll. A character can continue to reroll the same

:-:ricd roll as long as he has ieat poir-rts to spenci.

,.,,in and Cun - When a charactcl makes a full .rdvarrce

-'-ir ing his tr-rrn, he can spend a feat point to move ulr to 2x
-:. SPD in inches insteacl of his SPD as normal.

.::r:ke Corrtinnous Effect - A char.rctcr can spencl a feat
: ,;nt at tl-re. start oi his tr.rln to shake a continuous effect.
'.:-rerr thc character shakes the continuous effect, it
::'.:lcdiatelv expi res.

.::-.,'.ke Knockdorvn - A character can spend a feat poirrt
.irake knockdou'rr at the start of his turr-r. When the

- :,ir.lcter sl-rakes knockcloivn he immediateh' stauds up.

. :: :ke Stationarl. - If a ch.rr.rcter is stationart,, he can spend
' :;.1i Lroirlt at the start of his tr,rrn to cause the statior-rart'
-:--i:'-1s to cxpire.

. :r::ilt - A character can spend a icat point during a turr
- .. iricl-r lre incapacitatcd or destrol,ccl one or morc cltelrr\i
-.,:.rcte rs rvith a rnelee attack. At the cnd of the character's
.:r. h.. c.rrr make a full .rdr.ance.

-Fistcr - A character tvith a \\,eapol"l iu e'ach hancl can
-,::iti .1 ieat point durir-rg his turn to "rttack once n,ith the

:...'-r(rn in e.ach of his harrds ."vithout an attack roll penaltl.
- jrc' hrcl the Tn'o-We;rpon Fightirrg abilitl. (p. 168) and
. -rrtritiextrous Skille'cl archetvpc ability (p. 117).

. -: .. ii Oii - A charactcl can spend a ieat point during
- :-:r'u to ir-nrnediatelv lcgain d3+1 r,itality, points. If a

-- r,-,.icr suffers damage during his turrr, the clamage
-- - -: -.!' rcsolved before a charactel' calt use this feat. An
- -::,:citatecl character cannot use lValk it Oii.

TERRAIN
Tl-rcre are timcs t'hen ph1'sical obstacles make getting from
one place to another in the middle of a battle more difficult,
ancl differcnt solts of tellain can have varf ing impact on battle.
Terrain can put pressrlre on thc plavers to reach atr entrettched
enetnv liring or1 them or give them the charrce to hurrker don'n
and n,eathel an attack that might othern'ise Lre overil'hclming.
Making use of a r.arietl' of tcrrain can tlakc even a simple
ski rr-nis1-r more tactical1r' intcresti rrg.

TERRAIN TYPES
A countless variety of terlain is for-rnd iu n'estern lmtttoren,
from simple tc'rrain such ars hil11, grasslands and cobblestone

citv stlcets to lnore challengir-rg terrain such as jagged lockslitles
and sr-ron'r- cliffs. ln the garne, terrain breaks don'n into three
catcgolies: ope-u, r'ough, and difficr-rlt.

OPEN TERRAIN
Open terrain is anv ground that does rlot present challenge
or hassle to traverse. Characters mor.e at their fu1l movement
r"rte' n'hen travelling through open terraiu and can perform
actions normallt'. Examples ir-rclude grassy plains, barren fielcls,

tlat rooitoprs, dirt loads, gentl), sloped hillsides, citv streets,

clevated n';rlkl'avs, sparse forests \\,ith little ground cover, and

pave.d surfaces.

ROUGH TERRAIN
Rough terrain is anv glound that plcse'nts enough of a

ch.'rllenge to slon, characters don'n. As long as anv part oi his
Lrast is in ror"rgh te.n'ain, a character moves at half ratc tlrrough
rough tenair-r. Though a character's movernent is slor.ved in
rough terrain, he. can still perform actions normallv. Rough
tcrrain can take manv forms, arrd it is up to thc Game Master to
dcterr.nine n,hen terrain is roush. Some examples include thick
trrush, jagged rockslides, murky bogs, rair.r-slicked muddy hi1ls,

sh.rllorv n'ater, arrd dcep snor.v.

DIFFICUTT TERRAIN
Difficult terrain is so dernanding that a character can do
nothing clse rvhile traversirrg it. Characters do not use
theil normal movement to travel througl-r difficult terrain.
Instead thev must use their skills, equipmerrt, and teamn'ork.
Exar-nples of cliiticr-rlt terrair-t irrclude cliif iaces, ocealrs, r,ertical
u'alls, and lava. Tlre Camc Master determines r.r.hen terrain
is difficult and n'hat skills carr be used to pass it as rt'c.ll as

n,hich actions the characters can still perfolm rvhile eneaged
in crossing it.

ExnirtpLt: A grouyt oJ clnrnctcrs r/irsl cross o sactiott o.f.fnst-tttoitittt rir,cr

rrtpids, ntrd tltt'Ctutt'Mnstcr Llt'tt'ntrittcs tha tarroitt is di.fftcult. Hc tlrcu

dt'tcnttittes tltnt ntty cltnrttclcr tttr:ilt1ttitt.4 lo sa,irir rrc|o-ss ilioi-c,s Si0l;ri

rolls rcitlt o -3 pt'ttrtltrl. A tttltc cottttects trus ott t'itlter sidr: o.f tlte riur,
nttLl tltc GLttttc i\4ostcr Lietenttittcs tltot clnrnctt:rs cott clitnlt rr.r().\s i{)i l/l d

tircat ttunrltar of 13 for Clitttlt rolls.



TERRAIN FEATURES
Terrain features can be either natural or man-made objects
that affect how characters move and fight across the ground
they traverse. Terrain features are virtually limitless in their
variety, and they vary by how they affect movement, the type
of protection they afford, and any adverse effects they cause.

The Game Master decides what qualifies as a terrain feature
and how it impacts character movement and combat.

OBSTACLES
An obstacle is any terrain feature of waist height that the Game
Master determines is durable enough to afford protection.
Characters can use obstacles as cover (see "Taking Cover,

p. 206) from incoming attacks.

Obstacles are low enough that they can be climbed upon or,

in some cases, easily crossed. An obstacle must be at least

three feet (.5") thick, such as a raised platform or the sides of a
ziggrral, in order for a character to climb atop and stand on it.

An advancing character suffers a mo\.emelrt penalty when he

climbs atop an obstacle. Once the character has contacted the
obstacle, he needs to spend 2" of his movement to climb up.

A character cannot climb an obstacle if he does not have at

least 2" of movement remaining. Place a character who climbs
an obstacle on top of it with the front of the character's base

making only 1" of forward progress. Once atop an obstacle, the
character can continue with the remainder of his movement.
Remember that a charging character cannot pay this movement
penalty, cannot climb an obstacle, and ends his movement upon
contact with the obstacle.

A moving character can descend an obstacle without penalty.

LINE,A.R OBSTACLES

An obstacle less than three feet (.5") thick, such as a wall or
hedge, is a linear obstacle. A non-charging advancing character
can cross a linear obstacle at no penalty as long as the character
can move completely past it. Otherwise the character must stop

short of the linear obstacle. A charactet' cannot partially cross,

climb atop, or stand atop a linear obstacle.

OBSTRUCTIONS
An obstruction is a terrain feature taller than waist height, such

as a high wall or a gigantic boulder. A character cannot move
through or climb an obstruction. Like an obstacle, obstructions
can provide cover from attacks (see "Taking Cover, p. 206).

FORESTS

A typical forest has many trees and dense underbrush, but any

terrain feature that hinders movement and makes a character
inside it difficult to see can also be designated a forest. A forest
is rough terrain and provides concealment to a character w:ith
any part of its base inside the forest's perimeter.

When drawing line of sight to or from a point within a forest,

the line of sight can pass through up to eighteen feet (3") of
forest without being blocked, but anything more blocks it.

HILLS

A hill is a terrain feature with a gentle rise ol drop in elevation.
A hill might be open or rough terrain depending on the
ground's nature.

WATER
Depending on its nature, water can be hazardous to botl-r men
and steamjacks. Water is classified either as shallow or deer
relative to the character crossing it. What would be considereo
shallow water to a massive ogrun would be deep water to ;
diminutive gobber.

SHALLOW WATER
A body of water is considered shallow water when it has ;
depth of at least knee height. Shallow water is not deep enougi-,

to swim in and counts as ror.rgh terrain for movement.

A steamjack knocked down while in shallow r,r'ater has ii.
furnace extinguished and goes inert. The steamjack cannot L'e

reactivated until it is stood up or otherwise removed from the
water, its furnace thoroughly dried, and its heart fire restarteo-

DEEP WATER
A body of water is considered deep water if it has a depth of a:

least waist height.

A steamjack knocked down while in deep rvater has its furnace
extinguished and goes inert. Furthermore, inert warjacks ir.

deep water are completely rvaterlogged and extremely difficul:
to move without heavy equipment.

A character cannot begin a charge or run while in deep r,r,ater-

Chalacters in water deeper than shoulder height must make

Swim rol1s to move. Characters attempting to move withou:
swimming do so at a quarter of their normal movement raie

Characters in deep water cannot cast spells, perform action'
or attack.

A character in deep water has his DEF reduced to 7.

DAMAGING INANIMATE
OBJECTS AND STRUCTURES
Sometimes blasting a door off its hinges is a more effecti','e
route of entry than using the doorknob. Characters wishin:
to destroy an inanimate object have to overcome its ARI'I
and inflict a number of points equa'l to its damage capacitr' :-
destroy the object.

Inanimate objects are automatically hit bv melee attacks ar.:
have DEF 5 against ranged and magic attacks.

The Game Master is encouraged io be realistic about u'h::
sorts of damage can be effective on certain materials and hr-'.'

effective the methods of delivery are. For example, a knr:=

blade is effective for cutting and damaging rope, but blunt for;.
trauma such as a fist or hammer against a rope is likely to :'=
ineffective. Fire is particularly effective against products ma;=
of wood or paper but might be useless against stone.

Inanimate objects suffer blast damage and collateral damase-



-:=ms n'orn or carried by characters
:: -rst be specifically targeted by

-:-:racters in order to be affected by
::i'attack.

::ells cause damage to inanimate
r'ects. Ignore any other effects of a

-::ll rvhen used to target an inanimate

STRUCTURES

-:::rimate objects of significant size,

.-:h as buildings or bridges, are
{ ::1\'n as structures. Structures are hit
:-:..matically by all forms of attacks.
l:: to their great size and structural
-:=:ritv, not all attacks are effective
::::nst structutes. Bullets and alrows
::: slrificient to shatter a glass bottle,
: - :Sainst very large inanimate ob;'ects
--::r .rs structures, small caliber and
-:'::ir.nal ranged il/eapons such as
-::trSuns, rifles, and crossbows are all
: - - ;-isr'less, effectively' putting small
- =. .rr dents in buildings rathel tharl
' . ---..r'ing thern outright.

- =: attacks and magic attacks can damage structures
- ::: allr'. Ranged weapons r,r,ith an AOE, that cause fire damage
--...::::1"" damage, or are POW 14 or greater can damage a

APPLYING DAMAGE TO OBJECTS
- - ,:-rnimate object can suffer only so much damage before
-". :: destroyed. Every inanimate object has an Armor (ARM)
--j - :rd damage capacity corresporrding to its composition. See
- . :::le belorv for details.

- --:::lres are destroyed in sections. Each section is roughly
:..-: ivide (1"). The amount of damage each section can take

--, - :r r!'ir1g penetrated or otherr.t'ise collapsing is based on the
-::=:::l it is constructed from. A rvooden or brick structure
-- ::;'is2ll1' take 10 points of damage to a section before that

-, - : :r is compromised. A section of a stone or iron structure
- - :\e 20 points t'refore collapsing. A steel structure can take

-: :..:ts per section.

- -:-:\!'d-composition structures, ARM values might vary
- - ---c.rtion to location. Assign damage capacitv of mixed-
-: .ition structures proportionally. The follorving table
- -:--. ihat the method of destruction being used is effective

- - - r: :hat t1'pe of material.

INANIAAATE OBJECT DAMAGE TABLE

Exerrrrn: A tooodetr door irr rttr ofirela'jsc stotrc ltuildittg tt,ould luttc
ARM 14 ntrLl could tnke 10 poittts o.f dlilttllt' bafore lrairtg destroyed zohile

enclt T" sectiou stotte unll lrouttd it iuttuld hniv ARM 18 nnLl lte nltlc to

su.ftcr 20 poittts o.f dnntnga Irc"fora lLreinS cttntTtrontiscd.

The Game Master is encouraged to inclease the damage
capacitv of objects and structures ii thev are particularlv dense.
For example, a three foot section oi stone n'al1 has substantiallv
more damage Lroxes than a one foot thick section of u'all.

A structure collapses once half oi its sections have been
destrot'ed. When a strllctul'e collapses, it Lrecomes a ruin. A ruin
is rough terrain and provides solid covel to a character with any
part of its base inside the luin's perimeter.

A character inside the strllcture when it collapses suffers a

damage ro11 rvith POW equal to the structure's ARM times the
number of levels in the structure, after which the character is
knocked down.



ANXIETY, FEAR.
AND TERROR
The Iron Kingdoms are filled u'ith darrgers and m1'steries that
can unnerve everr the nost vetetan oi adventurers. The death
of an allr' or the sight of friends routing can be everv bit as

horrifying as that of the blighted, dragon-spar,vned horrors or
the haunted ton.rbs of the fiendish Orgoth.

When conironted by a tcrrifying entitt, ol a sight or situation so

terrible it sends the sane mir-rd reelir-rg, a character must make
a Willpower roll to resist the efiects of fear. Plaver characters

m ight be hardened warriors n'ell r-rsed to the hon ors of combat,

br-rt from time to time even the most staln'alt heroes rt,itness

something that causes their blood to tttn co'ld. Horriff ing

situations include, but are not limited to, u,itnessing a friend
be devoured by a rampaging treast, encountering the sight of
slaughter, or seeing the dead rise to hungrily charge the living.

Some types of NPCs have a chance to lose their nerve if their
leader dies or the tide of battle dramaticallv tu rns on them.

When a character must make a roll to resist the effects of fear,

he makes a2d6 + Willporver roll against either a target number

either determined b1' the Game Master or the abilitl' causing

the fear.

TERRIFYING ENTITIES

When a character comes face to face rvith an errtity with the

Terror abilitl', he must make a Willporver roll to resist the effects

of fear. The talget number for this ro11 is set b)' the rules of the

creature causing the terrot'.

The Terrol ability has a number set in brackets. The bracketed

number is the target number for rolls to resist the fear generated

by the creature. For example, a character confronted b1'a creature

with Terror [12] has to make a Willpower roll against a target

number of 72to resist the effects of terror created b1' the creature'

When characters are confronted by several terlifying entities

simultaneously, each makes only one roll against the highest

terror target number among the entities Present.

SITUATIONAL FEAR
A numbel of holrific situations might cause a chalactel to nt:.--
a fear roll. The Game Master determines r'vhen a situatitr;::
feal lo11 is required. The follon'ing table lists possible cau..-
for situational fear rolls and lists suggested target nuntLrers : -

lesisting those lolls.

EFFECTS OF FEAR
A character is not simpll' afraid or not afraid. Fear ranges ir.'-
a subtle, nuanced experience that heightens the senses ai:
energizes the muscles for a flight-or-fight response to a min:-
numbing blind panic.

Fear has three degrees: Unaffected, Anxiety, and Panic.

A character who succeeds in his initial Willpower roll to res:.:
fear is Unaffected. A character unaffected by fear does n.:
make another loll that encounter to rcsist fear unless he eitir.:
witnesse's a sight more terrible than the one that provoked h..
initial fear roll or he encounters an entitv with a higher terr, :
target number than the one that provoked his initial fear roll.

A character who failed his initial fear roll suffers Anxiety. lVh:..
suffering Anxietl', the character gains +1 STR but suffers -1 c:
skill rolls, including attacks. The character cannot intentional,'
move toward the terror-causing sight or an entity n'ith tl-.
Terror ability.

At the start of his next turn, the character must make anoth.:
Willpower roll to resist the grip of fear if he is still in t:.
presence of the source of his terror. If he succeeds, he becon:..
Unaffected. If he fails, the character suffers Panic. !\'h:.--

suffering Panic, the character suffers -2 on skill rolls, includii:
attacks. The character cannot intentionally move toward tl-.
terror causing sight or an entity with the Terror ability.

A character suffering Panic must make another Willpor'.=:
roll to resist fear at the start of his next turn if he is still in i:=
presence of the source of his terror. If he succeeds, he becon'..'

Unaffected. If he fails, he must run away from the sourcc . :

his terror, including all terrifying entities in his presenc=

If he cannot flee, he suffers hysterical paralysis and cann.:
move or take any actions. At the start of each of the characte:'
Maintenance Phases he can make another roll to right his terrc

If he succeeds, the character regains control over himself ar:
becomes Unaffected. Otherwise, he keeps running.

Horrific noises haunting the night

Encountering the sight
of recent slaughter

Witnessing a particularly
gruesome murder

Witnessing an ally consumecl
alive by a rampaging beast

Witnessing the deacl rise ancl
turn on the living

Some types of creatures are wholly immune to fear by

their very natures. Others become fearless by virtue of

the fanaticism, madness, or utter familiarity with the

horrors of the world. Constructs and the undead never

suffer the effects of fear,



LIGHT AND DARKNESS
-: conflicts in the Iron Kingdorns still occr-rr in the light
--.,-,r' or $,elllit ulban enr.irons, but plaver char.tctcls of telt

--- cause to skr-rlk abor-rt in darkened streets, explore lightless

-'.s, ol infiltrate an enetnl'catnp under cover of darkness.

--::qht light conditions such as sunlight or .r u.elllit room,
-:.rctcrs iollolv all the standard rr-rles for combat, detection, ar-rcl

-,-.inq. Blight light does not provide an1, bonLtscs ol penaltie s.

- .-rc assr-rmed condition for most attacks and skill cl-recks.

--.::r ligl-rt such as the light of a full rlloorl or a ferv candles,
-: ch.rracters find it more difficr-rlt to attack or detect others
.,..>ier to hide from theil foes. Characters in dim light gain

- -.,-,lment, glanting them +2 DEF against rangecl and ma5;ic

-i. r'Lrlls. Note that some spells (sr-rch as Tme Sight) and sotne

-... (like splav attacks) igrrore the concealmeut bonus.

-, :iers i11 dim light conditions gain a +2 bor-u-ls on Sneak lolls.

-. completc clarkncss of a moonless night ol pitch-black
-'..:r', it is er.en rnore clifficr-rlt to see a target ancl e\-en easier'

-'.. Characters in complcte darkness gain concealment and
' ' mc.rning th.rt nearbr. enemies harrc.l ntore difficult time

- :hcm n.ith ranged ol magic attacks antl more distant
" :: .rre'gualanteed to miss them entirelr'.

'. :.cr> ir-r complete dalkness gain a +5 bonus ou Sncak rolls.

'. -.:r'S c1l'€ 1ike11'to choose to carr')'their olvn light source,
-.: it's a pitch-srneared torch ol an alchemical dcvice.

Some light sources provide dim light rthile others provicle
bright light neallrv and clirn light farther au,a"'. Some of the

more conrmon light soulces are listed belolr,.

Game Masters should ieel frec to alter these distances based on

various :rtmospheric conditions. High tt'inds, storms, bclching
smoke, or falling ash could all serve to redttce the lange of the

characters' light soulces.

Steam engine
furnace

N/A 6 feet (l"l > 6 feet

Runes of a spell
being cast

N/A 12 feet (2 ) > 12 feet

Canclle N/A 24 feet (4"1 > 24 Ieet

Torchlight l8 feet (3"1 36 feet (6"1 > 36 feet

Campfire l8 feet (3"1 36 feet (6"1 > 36 feet

Alchemical
torchlight

24 feer l4"l 48 feet (8") > 48 feet

Lantern 24 feet 14 1 48 feet (8"1 > 48 feet

Daylight or Light in
the Darkness spell

36 feet (6"1
72 feet
u2'l

> 72 feet

Mechanika lantern
or mechanika light

runeplate
36 feet (6")

72 leet
lt2"l

> 72 feet





--: irs most fundamental, rnagic is a supernatural energy and

--iium that can be manipulated to affect the underll,ing
-.::ic of reality by an effort of will. The lvorld of Caen normally
: .>:,s in a state of stability and natural law, where matter and
.:.-rgv follor'v predictable and otherwise inviolable patterns.
i::ic allor,r,s those who master its principles to defy or bend

-::'-:ral lan, whether subtly or overtly', creating causality that
:id not be possible withont the manifestation of the arcane.

--:::iiionels of magic have at their disposal tremendously

-..:ul but also singularly dangerous forces.

: ::e n'ould say this is the power of the gods made manifest*a
:' mortals can perceive and affect the rveft and weave that

- :re ineffable essence of reality. Many arcanists view it
-r:.-.r as a natural force that has its olvn strict 1aws, limits,
.-: predictable interactions that are simply not vet fully
- -:=rstood. Some practitioners rnake it their life's lvork to add

::e understanding of these por,",ers and pass this lore to their
::-::.. For others, magic is purely an outpouring of one's own

- --lrd is n'ielded intuitively like a weapon. Mortal minds find
: :::cult to control the vast and dangerous energies required
:-3pe re.1lity, but a very few reach levels of po\r'er that blur

- ' .:ne betrveen mortal and divine.

'- ::;cing magic requires the ability to tap into a source of
- . .rpernatural energy ar-rd shape it by mentall1. visualizing
--: :rranipulating formulae comprised of m1.stical runes.

. :r' these lunes that magical effects become fixed, their
- . :::es h'ing dormant but ready. Once an arcanist is satisfied

'^ :'ris formulae, he activates the runes to trigger the release

:r=r{\, b1' rvhich the spell is completed and the magic
- ,.=d. For those practiced in these arts, this entire sequence
. :: ncr€ seconds.

- : j-r to accomplish this exploit, one must har.c the special
:-' see and shape mystical runes. This is sometimes

. --:::ed as an unlocked talent inherent to fullv an'akened
- - ::al souls. This Gift can be fourrd in humans, drvarves,

,- :rtrllkin, and some other races, but remains dormant
- : ::.harnessed by most. Humanity' has had a complex
: :..irip rvith this talent, as for most of recolcled historv

- ::icsts could manifest magic. This changed durir-rg the

- ::. Rebcllion, and as the abilit1. became more n'idespread it
-- : r;n to appear unpredictabll. in 1.oung individuals.

' -.','.-ho spontaneousll. manifest arcane potential and

a this polver rvithout folmal training are knolr'n as

,:=:.. Thev still use mystical formulae when rvorking magic,

- -.-: runes are less distinct and their formulae less precise
- : - :::lcx. The power of sorcerels is linked to a particular

-- -:::l .rifinit1', st-tch that the magic they can summon gives
- : -i'.1 er or.er rock and stone and manifests as blazing fire,

. -,- -: liqhtning, or freezingwinds.

Such natural aptitude is lare and has historically been

met with fear and persecution in tl-re Iron Kingdoms. This
was exacerbated by incidents wherein incautious sorcerers

unleashed destruction through ttnrestlained manifestations of

elemental powers. Numerous organized efforts have cropped
up over the years seeking to find and eiiminate sorcerers. In
the present da1', sorcerers are no longer universally loathed
and feared, but the1, are still seen as potentially dangerous. In
many regions sorcerers are encollraged to seek formal training
so their po\vers can be put to productive ends, such as within a

kingdom's military.

AAAGIC OF THE DIVINE
Since before written history there have been those who
invoke magic through faith: priests and shamans.These
spiritual leaders mix prayer and formulae to create magic
through small miracles they credit to their divine patron.

The greatest priests occasionally manifest miracles sent
directly from the gods, and these serve as a tangible
reminder that higher beings are watching and intervening
in the world through their mortal intermediaries.

Most arcane scholars and theologians believe divine
magic flows from the connection between the immortal
soul and Urcaen, serving as a bridge for the energies
of the gods. Others insist faith has inherent power and

that truly divine energies are present only for the rarest
and most spectacular miracles. Though the source of a

faith caster's magic differs from that of secular arcanists,
the f undamentals of how it is wielded are not dissimilar.
Some faith casters rely on the force of their will to
summon magic appropriate to their faith, whereas others
tap into their powers with effortless ease or facilitate
their magic by a connection to living beasts. All must still
manipulate the mystical runes and formulae that allow
magic to shape reality.

Faith casters rarely possess a deeper understanding of
the complex rules by \,/hich magic functions and manifest
magic strongly associated \/ith the attributes of their
divine patron. They sacrifice some flexibility to stand as

an unwavering mortal conduit for the power of their god

on Caen. In compensation, those who are truly faithful
and become favored might be granted access to miracles
beyond the power of scholarly arcanists.

MAGIC
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fuAGIC ,. '$*
T;rG-*ei:Eirua-. -,:3.e;t:

Gifted individuals with any degree of instluction are deemed
arcanists, even if their occult education is limited to the self-
directed study of tomes. Arcanists make svstematic efforts
to understand and improve their control over magic. Some

sorcerers pursue formal arcane study after realizing the limits
of intuition, and join the ranks of the educated. Manv of the
most successful arcanists began theil careers as sorcerers and
eventually learned to tempel and amplify theil natural porver
through diligent study.

By empor,vering runes and unleashing this porver in a

controlled fashion, an infinite variety of magical effects are
theoretically possible. That said, not al1 rvho practice magic
are on equal footing. Access to the rvellspring of magic
varies and is manifested in different ways, analogous to how
water can be gathered. Fol plactitionels called r.vill weavers,
accumulating magical energv is a laborious process requiring
exertion, like pumping rvater from a deep r,r'ell, while those
called focusers have access to a steady and constant flow like
a man standing beside a river or a fountain. Some readill,
see mystical runes and effortlessh' shape them, but others
require a lifetime of caleful studv to apply these forces
without risking destruction. Although there are a variety
of traditions by which magic can be shaped, the underlying
power is the same.

ARCANE TRADITIONS
A11 spellcasters belong to an arcane tradition that determines
how their magic works in play. This book explores two, will
weavers and focusers. Other arcane traditions will be explored
in future products, such as harnessers (warlocks).

Most sorcerers and arcanists are will weavers, who rely on

their own physical stamina and the force of their mental
will to sllmmon and direct arcane energy. This process can

be incredibly taxing to the arcanist's body and mind but
allows for the subtle weaving of intricate formulae. For these

practitioners, siphoning mystical energy from its source

requires concentration and fortitude. The greater the magical
power called upon by the will weaver, the greater the risk as he

pushes himself to exhaustion.

Some will weavers learn to augment their powers through
engineering by mastering mechanika or studying alchemy, both
invaluable skills. An exceptional few rise to the upper echelons

of powerful arcane societies and gain access to formidable
occult secrets and techniques. By tapping into their reserves,

these masters of magic can become living arsenals of arcane

powet aiding their allies by bending reality to suit their needs.

Rarer stili are focusers, those for whom access to the flow of
magical energy is instinctive and constant. Focusers tap into
the magical forces both within the depths of their souls as well
as all around them, acting as natural conduits. A focuser must
still practice and train to refine their powers, but access to these

energies comes unbidden.

Once a focuser becomes aware of the arcane energies flowing
through him and can recognize the runes and formulae
underlying reality, he is irrevocably changed. Arcane energy
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: not an abstraction to the focuser, but as inseparable from
-s being as the blood in his veins. This enables him to extend

^:: rvill into the environment in unique ways, augmenting his
:::ions and easily tapping into mechanikal devices. Though a

: -user has certain advantages over a will weaver, thev do not
-:,. e the same ability to plumb their inner reserves. A focuser's
- --.r' oi magic is even and steady, but it can also be temporarily
:=:leted and require time to replenish.

--::rpared to a focuser, a will weaver has a less finite supply of
-:gic at anv giverr moment. Drar.r,ing on magic requires more

- : -.rt, br-rt a skilled rvill rveaver can push be1'ond his limits for
-:=cial exertions. A rvill r,r.eaver has a deeper understanding
: :ire iundamentals of the arcane and is practiced in fu1ly

, :-rriting that power.

DETERMINING YOUR
CHARACTER'S TRADITION
- ::-..racteL's tradition determines the rules he uses when spell
:.:::rg. All characters rvith the Gifted archetype begin the

-.::: n'ith an arcane tradition. Once determined, a character's
- -:::re tradition does not change.

--.:>s volrr character begins the game r'vith the Warcaster

-:-::, his tradition is r'vill weaver. Characters u'ith the
:::-riter career have the focusel tradition.

WILL WEAVERS
. .','eavers relv orr their force of rt'ill to summon and harness

.--::. energ\'. Tlrel' do this b1'calling uPon arcane formulae,

=: :hrough some combination oi thinkirrg it, reciting it, and
:::'-:{ ii. The menta'l formulation is the most important aspect,
-=:: the rvill is invested in the visr.ralized image of the runes,

'- : mplex formr"rlae are difficult to maintain pelfectly in the
- -: '.r'ithont assistance. Most arcane practitioners utilize a

- - .:'. tri techniques to create rnnernonic associations, and this
- - ::l'.re1e the chanting of rote phrases, performing sequences

-::iJres, and complex n ritten passages and diagrams. Manv
--.-- techniques are not stricth' necessarv to complete a

r'.it .ircanists find it easiest to perfonn magic bv keeping
.. 

- -ritlues they har,'e repeatedll' practiced, therebv entering
- : :retlitative state.

- : .ll n'eaver norks his magic, he generates fatigue points.
- - -: rcpl€S€nts the mental toll of bending arcane forces to
- -::--crster's u,ill. A lvi1l l,veavet' tr4ro ope'rates rvithin the
- - : iris capabilities rur-rs little risk oi overexerting himself,
- -= ir'lto pushes himself to the limit risks exhaustiorr,

-.:; urrable to cast spells until taking a respite.

..ec1\'er can call upon his magic to cast and upkeep
- - ::r'i to Lroost magical attack and magical damage rolls.

- - ;-r!'s so, the will rveaver generates iatigue points.
:=--i the n'il1 rveaver does not exceed his ARC in fatigue

' - :.,thirrg happens. If the character exceeds his ARC in
- -. : -.ints, he mr-rst make a fatigue roll to determine if he

--: :\h.iusted. A u'ill \,veaver cannot exceed double his
: - - -j:iigue poirrts as a result of casting, upkeeping, or

-- - : :pells.

GAINING FATIGUE POINTS
A will weaver can gain fatigue points to:

. Upkeep a Spell - A will weaver gains 1 fatigue Point for
each spell he upkeeps during each Control Phase.

. Cast a Spell - When a will weaver casts a spell, he gains a

number of fatigue points equal to the COST of the spell.

! Boost a Magic Attack or Magic Damage Roll - Each time
a will weaver boosts a magic attack or magic damage roll,
he gains 1 fatigue point. Boosting must be declared before
rolling any dice for the roll. Remember, a single roll can

be boosted only once, but a will weaver can boost as many
different rolls as he can afford.

. Increase the Range of a Spell - A will weaver can gain 1

fatigue point to increase the RNG of a spell by thirty feet
(5"). Each spell cast can have its RNG extended only once as

a result of gaining fatigue. Spells with a RNG of CTRL or SP

cannot be aifected in this n'ay.

REMOVING FATIGUE POINTS
Will n'e'ar.ers remove a number of fatigue points equal to their
ARC each Maintenance Phase.

FATIGUE ROLTS AND EXHAUSTION
If his fatigue points exceed his ARC, a will weaver must make
a fatigr"re roll immediately after resolving each spell he casts. To

make a fatigue ro11, roll 2d5. If the total is equal to or over the
number of fatigue points the rvill weaver currently has, nothing
happens. If the total is less than the number of fatigue points
the character has, he becomes exhausted.

When a character becomes exhausted his turn immediately
ends and he cannot cast spells during the next round.

FOCUSERS
Focusers are able to tap into and manipulate the ambient arcane

energv that permeates the r'r'orld around them. The abilitl,
to extend one's mind into the environment to shape latent
energies also allorvs focusers to connect n'ith mechanika and
affect these complex devices at a distance. This enables focusers

to meld their minds n'ith the inner rvorkings of the cortexes
n'ithin steamjacks. It is for this reason that onlf iocusers have
the potential to become \\'arcasters.

For a n'arcaster to harness and channel his n'ill into both
steaurjacks and other advarrced mechanikal tools properlr', hc'

must spend some time atturring themselr-es to these items. By
a colrcelltrated exertion oi mental effort, the focuser creates a

lasting arrd unique bond n'ith the mechanikal conduits of his
most vital tools, ancl through tl-ris Lrond his energv carr flow
more easilr' (see the Bond alrilitr; p. 158).

91' these bonds, a focuser can enpo\\'er warcaster armor to
receive his arcane enL:lgli n'ield mechanikal r'veapons to deadly
effect, and use 'jacks as extensions of his will. Together these
qualities har.e alloned n'arcasters to become unparalleled
masters of the modern battlefield.



A focuser's arcane energ). takes the form of focus points that
he can allocate to the steamjacks he controls or spend to cast
and upkeep spells, make additional attacks, or boost attack and
damage rolls.

During the Control Phase of each ror.rnd, a focuser receives a

number of focns points equal to his Arcane stat. Unlike rvill
weavers, r,vho gain fatigue points as a result of casting spells or.

otherwise using their arcane powers, focusers spend the focus
points they receive to r.vork their magic.

A focuser can spend focus points to:

. Upkeep Spells - A focuser must spend 1 focus point for
each spell he upkeeps during each Control Phase.

. Castir-rg a Spell - When a focuser casts a spell, he must spend
a number of focus points equal to the COST of the spell.

. Boost Attack and Damage Rolls - A focuser can spend
focus points to boost magic attack and magic damage
rolls. A focuser can also spend focus points to boost attack
and darnage rolls rvith a mechanika l\,eaporl he is bonded
to. Each time a focr-rser boosts an attack or damage roll,
he must spend 1 focus point. Boosting must be declared
before rolling any dice for the roll. Remember, a single roll
can be boosted only once, but a focuser can boost as many
differerrt rol1s as he can afford.

. Make an Additional Attack - A focuser can spend focr:s to
make additional melee or ranged attacks with a mecharrika
weapon he is bonded to during his turn. The focuser can
make one additional attack for each focus point he spends.

r Al'locate to Steamjacks - A focuser can allocate up to 3

focr-rs points to each steamjack in his battlegroup in his
control area. For full rules on hor,v focusers interact rvith
steamjacks, see pp. 321-324.

Unless otherwise stated, a character can spend focus points
only during his turn.

REMOVING FOCUS POINTS
Remove all focus points from the focuser and the steamjacks in
his battlegroup at the start of each of the focuser's Maintenance
Phases.

GUN MAGES AND
RUNE SHOT SPEttS
Gun mages are arcanists who channel their magic through
special rune cast bullets. Gun mage is not a tradition, and a gun
mage can be either a rvill r.veaver or a focuser (if he also has
the Warcaster career). A gun mage rvorks his magic through
special11, crafted rveapons called magelocks that fire magicalli'
imbued rurre shots.

RUNE SHOT SPEttS
Rune shots are specially crafted bullets designed to harnes.
the arcane energies of a gun mage. Many gun mage spells arc
defined as rune shots. These spells are cast onto the ammunitior
round before the gun mage fires it, thus charging the rounc
rvith arcane energ)'.

WARCASTER ARMOR
i Warcaster armor is among the most advanced mechanika metal lattice, all constructed of arcane-sensitive alloys. When;

worn by a focuser who has bonded to the armor, the turbine
powers a protective field of force around the warcaster that '

also helps negate the encumbrance of the armor. This freld
absorbs damage that would otherwise be sustained by the
focuser and can be replenished by redirecting the focuser's
arcane power to the field. The focuser can also temporarily
enhance the field's protective qualities by using focus to _

overboost the freld. ;

A full description of warcaster armor can be found on p. 289.

steam engine fueled by coal and designed to tap into and
transform the focuser's arcane power into a protective fleld.
The steam engine driving the arcane turbine is required to

. power small internal mechanisms, the negligible weight of
which allows the turbine to run for many hours on a very
small quantity of coal. The heart of the turbine is a complex
series of wire-coiled wheels spinning inside a thinly layered



,: :'.r,shot spells must be cast the turn the'r'take effect and
::..i or1h. the character's next shot with his magelock. If the
'-,:.rcter casts a rune shot spell and does not make an attack,
. -r)ell expires at the end of the tr-rrn. Unlike other spells,
-::;rq a rune shot spell docs llot recluire a quick action and

- :rllrlber of rurre shot spells can be cast on a single shot.
::-trugh the gun mage can empo\'v(]l a sirlgle round with
, ::'.rle spells, hc can elnpo\\'er each round rvith the same

.,. trnlv once and can empower each rourld onh. n,ith a

- -.r rLrne shot spell that has an AOE.

.-:get directlr,hit bv a rlrne shot attack suffers the effects
'. ranged attack along n.ith anl,spell effects the shot n.as

: ,rr ered rvith.

CONTROL AREA
: - j charactels, both will wcavers ancl focusers, have control

.:: \ contlol area is a circular alea centered on the charactcr
' .r radius tl-rat extends out from thc edge of l-ris base equal
- - -\RC x trvelve feet (ol tr.vice his Arcane stat in tablctop
-.-. A character is alrt'a1.s considered to be in his or'r'n
' -.rrea. When a special rule changes a character's ARC
-;: control area changcs accordinglr'. Some spells use the

- , r rea, noted as "CTRL," as their range or area of ef fect.

- : :-:cter c.trt rneasure hi s contt'ol area at anv time., measu ri rr g
':---ir1ce irom himseli to anv poirrt n'ithin his control area.

SPEttS
Somc characters have the ability to cast spe'lls during their
turns. Will \\reavers cast spells bv generating fatigr-re points.
Focusers cast spells b1, paving the spell's COST in focus points.
A spell can be cast multiple times per Activation Phase, br-rt its
COST must be paitl each time.

With the exception of gr-rn mage rune shot spells that do not
require the expenditure of an action to cast, spells are c.lst as

qr-rick actions. A character cannot cast a spell duling a turu in
rvhich he runs.

When a spell is cast, resolve its effccts immediatell'.

STEAAAJACKS AND
CONTROT AREA

A steamjack must be in its controlling warcaster's
control area to receive focus points from the warcaster
or to channel spells.
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A spell's point of origin is the character casting the spell
or the character through r,vhich the spell is channeled (see

"Chanrreling," p.233). Unless noted otherrvise, spells that target
a character other than the casting character or the character

channeling the spel1 require line of sight to their targets.

LEARNING SPEttS
t.r-ot all spells are available to everv character. The spells a

character can learn are determinecl bt, his career's spell list

@p. na-nQ. A character can learn spells from any of his career
lists.

A character can know a maximnm lllrmber of spells equal to
his INT x2.

SPETL STATISTICS
A spell is defined by the follorving six statistics:

COST - The cost of the spell. This is either the number of fatigr"re

points a will weaver gains flom casting the spell or the number
of focus points a focusel sperrds to cast the spell.

RNG (Range) - The maximum distance in inches from the
spell's point of origir.r to its target. A RNG of "SELF" indicates
the spell can be cast onl1. 61 the character casting it. A RNG of
"CTRL"' indicates the spell uses the spellcaster's control area as

its range.

AOE (Area of Effect) - The diameter in inches of the template an

AOE spell uses for its effects. When casting an AOE spell, center'

the template on the determined point of impact. A character
with any part of his base covered by the template potentially
suffers the spell's effects. See p.212 for details on AOE attacks.

Templates for AOEs appear on p. 352. A spell rvith an AOE of
"CTRL"' is centered on the spellcaster and affects characters in
his control area.

POW (Power) - The base amollnt of damage a speli inflicts. The

POW forms the basis of the spell's damage roil. A spell with
POW "-" does not cause a damage t'o11.

UP (Upkeep) (Yes/No) - Determines whether the speIl carr be

upkept. An upkeep spell remains in play if the character who
cast it pays the upkeep to maintain it during the Control Phase.

Will weavers gain 1 fatigue point for each upkeep spell they
keep in play. Focusers must spend 1 focus point for each spell
they keep in play.

OFF (Offensive) (Yes/No) - Whether the spell is offensive. .--

offensive spell requires a successful magic attack roll to hit:
target. If the attack loll fails, the attack misses and, unless it
an AOE spell, has no effect. A failed attack ro11 for an ofiensr'.
spell with an alea of effect deviates.

If a stat is listed as "*" the spell does not use the stat in a uorn--
rvav and contains special rules relating to that aspect of the sp..

Exerrlrr: Asltell tltnt lns nu AOE ltut dLtas n()t use oirc o.f the sttit.;"
3", 1", or 5" tctnplntas zt,ould hnu "* " tts its AOE stnt nnd ittclutlt, r:

explnittittg hoio its AOE is rnensurcLl.

CASTING A SPELL
To cast a spell, a character mr-rst first pay its COST. For r.. -

weavers, this mearrs gaining a number oi fatigue points equa. :

the cost oi the spell. For focusels, this mearrs spending a nurni-.
of focus poirlts equal to the cost of the spell. If the spell is :
upkeep spell, anv other instances of that spell currentlv in p-:
that were cast by the caster immediately expire. Next, c1ecl::

the target. A spell can target anv character in the caster's lirre .

sight (see "Line of Sight," p. 200) subject to the targeting ru.-
Non-offensive spells nith a numeric RNG can also target ::
point of origin of the spell.

Certain rnles and effects create situations that specihc,:..
prevent a character from being targeted. A character rl:
cannot be targeted by an attack still sr.rffers its effects if ins::
the attack's AOE. Other rules and effects, such as stealth, mi::
cause an attack to miss automaticallv but thev do not prer.:
the character from being targeted b1' the attack. An ofien:r'.
spell cannot target its point of origin.

MEASURING RANGE
After declaring the target of the spell, measure to see if i:
target is within the range (RNG) of the spell. Measttre ran:
from the edge of the point of origin's base to the talgr't ::

to the maximum range of the spell. If the nearest edge oi ::
talget character's base is rvithin the maximum range o[ ::
spell, the target is in range. If the target is in range auci ri-

spell is non-offensive, the spell immediately takes effect.
the target is in rarrge and the spell is offensive, make a mas
attack roll to see if it hits.

If the target is beyond maximum range, a non-offensive sp;
does not take effect and an offensive spell automatica..
misses. If a magic attack has an area of effect (AOE) and t:
attack's target is out of range, it automaticallv misses, ::
its point of impact deviates from the point on the line to :

declared target at a distance equal to its RNG. See 'Area-c
Effect (AOE) Attacks" on p. 21,2 for details on these attac..

and deviation.

OFFENSIVE SPELLS AND
MAGIC ATTACK ROLLS
An offensive spell is a magic attack that requires the spellcas:.
to succeed in a magic attack roll to hit its target. Magic attaci
are similar to ranged attacks and follow most of the same ru1.

RANGE REMINDER
Remember that a single inch on the tabletop is the

equivalent of six feet.
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l.'termine a magic attack's success by making a magic attack
:-,11. Roll 2d6 and add the attacking character's ARC. Roll an
:jtlitional die if the roll is boosted. Special rules and certain
:--rcumstances might modify the attack roll as we1l.

MAGIC ATTACK ROLL = 2D6 + ARC
:- character is directly hit if the attack roll equals or exceeds his
l'EF. If the attack roll is less than the target's DEF, it misses. A
:. -l of all 1s on the dice causes an automatic miss. A roll of a1l

-. is a direct hit unless you are rolling only one die, regardless
: :he target's DEF.

:-'netimes a special rule causes an attack to hit automatica'lly.
:-:ch automatic hits are also direct hits.

-- ::ragic attack ro11 does not suffer the target in melee attack
- .- penalty when the attacker is in melee with the target. If
--:h an attack misses and thele are multiple characters in the
- :rbat, the attack can still hit another random character in the
- :.'oat, excluding the attacker and the original target. Resolve
--.se situations following the rules in "Targeting a Character
- \lelee" ot:.p.272 and "Spell Targeting" below. An AOE spell

- -:: misses in this situation deviates normally.

--: same modifiers that affect ranged attack rolls also affect
- ::ic attack lolls. See p. 277 lor the complete list.

SPELL TARGETING
.::.-'' spells can be cast only on certain types of characters,

--::r as steamjacks or enemies. Such restt'ictions are noted in
: .::ll's description. To abbreviate these targeting restrictions,

-=r a spell's description mentions an effect against a "target
- ::ihing," the spell can be cast only on that type of character.

I -.- ::-i,': Tltc Fnil Sn-fe spell stntes, "Ttrget stcntnjack gnins +2 ARM nnd
. - ::! .u.tler tlrc effects o.f cripTtled sysleils." Tlris spcll cnn only torget

-- :':;,lCA-.

-::- using an offensive spe1l to attack a stlucture, ignore its
- -:::ing restrictions.

--:: an oiiensive spell targeting a character in melee misses,
.: - :: its talgeting restlictions when determining which
-:::::ers in the combat might be hit insteac'l. If the nerv tar.get
' : -nr'.rlid one for the spell, the spell has no further eifect.
:..= Targeting a Character in Melee" on p. 272 and "Offensive
-:,= = and Magic Attacks" above for details on resolving a

:- -:.::ttack against a character in melee.) An AOE spell that
- -.=> deviates normallv instead.

, ,: .1 solcercr attautpts to cnst thc Freezirtg Gript spell ott o.f0t.r[trt,
'- ::it ntelee t,ith n toutt ztntchnott toho is hintsel.f in nelec uitlr
' :.. _'.illtril. Tlrcre nre .four chorncters in tlrc conrltnt. lf tlrc sttrccrer

. . -;:i,'nrtitre ultich of tlrc otlrcr three chnrncters ntigltt lte ltit bv
-,,..,.; usunl. Tlte sorcerer is uttt it,orried nbout ltittitrg tlrc toiuu

:- : i,v nristake ltt:cntrst the it,ntchmen currctttlry hnoe lnrntunihl:
. i: :.' riilrrck tnisscd the .forroiu chie.ftnitr and hits otte o.f tlta tttit,u

:. : :itsttod, the spell lns uo effect.

UPKEEP SPELLS
- r' ::r spells can be kept in play from round to round. During
-. --:.:rol Phase, a will u.eaver gains 1 fatigtre point for each

upkeep spell he keeps in play and a warcaster must pay 1 focus
point for each upkeep spell he keeps in play. A character can
maintain an upkeep spell even if the spell's effects are outside
his control area, up to a distance of his ARC x 10". If an upkeep
spell is not maintained during the Control Phase, the spell
immediately expires.

A character can have only one instance of each specific upkeep
spell in play at a time, but he can maintain any number of
different upkeep spells simultaneously if he pays the cost to
do so. A character can have only one offensive and one non-
offensive upkeep spell on him at a time. If arrother upkeep
spell of a type already affecting the character is cast on that
character, the older upkeep spell expires and is replaced by the
newly cast one when the affected character is hit by the spell.

A character carl recast any of his upkeep spells already in
play. If this happens, the spell's previous casting immediately
expires rvhen the COST of the new casting is paid.

Pay particular attention to this restriction when casting upkeep
spells with a target of "SELF."

UPKEEPING SPEttS
OUTSIDE OF COMBAT
A character can upkeep a number oi spells equal to his ARC
outside of combat.

SPETTCASTER DEATH
If a spellcaster is destroved or removed from plar; his r-rpkeep

spells and anv spells that n'ould have expired at the start of his
ncxt Iurrr immcdiatel.v erpire.

CHANNETING
Some characters and equipment, knon'n as channelers, can act
as passive relar.s for spells and therebl' extend theil effective
range. Each channelel has a nurnber of rules that determine
hon' it can be used. A channeler must be in a spellcaster's control
area for the spellcaster to cast spells through the channeler.

A spellcaster channeling a spell is still the attacker and
is considered to be the character casting the spell, but the
channeler becomes the spell's point of origin. This means

AAUTTIPLE SPEtt EFFECTS
Although it is not possible to have more than one
offensive upkeep spell and one non-offensive upkeep

spell on a character at a time, it is possible for a

character to be affected by more than one spell at a

time. As long as a character is under the effects of no
more than one offensive and one non-offensive upkeep

spell, it can be affected by any number of non-upkeep
spells at the same time.
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that eligible targets and the spell's range are measured from
the channeler and that the channeler must have line of sight
to the spell's target. Channeling a spell does not require the

spellcastel to have line of sight to either the channeler or the
spel1's target. There is no additional cost for channeling a spell.

A channeler engaged by an enemy cannot channel spe1ls. A
stationary channeler can channel spells, but one that is knocked
down cannot. A channeler can be the target of a non-offensive
spell it channels, but a speil with a RNG of "SELF" cannot be

channeled. A channeler cannot be the target of an offensive
spell channeled through it.

Make a magic attack loll for a channeled offensive spel1

norma11y. The spellcaster can boost die rolls or otherwise
enhance the spell normally.

Remember, the channeler is just a relay. Bsilg used to channel
a spell is a passive effect that occurs during a spellcaster's turn
and has no impact on the channeler's orvn turn.

STEAMJACK ARC NODES
Steamjacks are sometimes equipped with arc nodes that
allow focusers controlling them to cast spe1ls through them.
A warcaster can channel spells through any steamjack in his
battlegroup with an arc node that is also within his control
area. Focus points allocated to a steamjack with an arc node
cannot be used to pay the spell's COST or boost its rolls.

SPETL TISTS
Spe1l lists are divided by career and COST.

ARCANE MECHANIK SPELTS
Arcane Mechaniks can learn spells from the follorving lists.

ARCANIST SPEttS
Arcanists can learn spells from the following lists

Arcane Strike, Blizzard, Fire Starter,
Guictect Blacle, Influence,

Light in the Darkness,
Protection from Colcl,

Protection from Corrosion,
Protection from Electricity,

Protection from Fire, Storm Tossed

Arcane Bolt, Ashen Cloud,
Aura of Protection, Banishing Warci,

Celerity, Foxhole, Hand of Fate,
Howling Flames, Icy Grip, Occultation,

Rock Wall, Telekinesis, True Sight,
Vision, Winct Blast

Fog of War, Force Field, Hex Blast,
Inhospitable Ground, Lightning Tendrils,

Mirage Rift, Rock Hammer, Zephyr

Force Hammer, Tempest

Jackhammer, Jump Start, Locomotion,
Power Booster, Protection from Electricity,

Return Fire, Short Out

Arcantrik Bolt, Electrify, Fortify,
Polarity Shield, Positive Charge, Reclline,

Refuge, Temper Metal

Broadside, Electrical Blast, Fail Safe,
Force Field, FullThrottle, Grind,

Guicted Fire, Iron Aggression, Superiority

Black Out, Tide of Steel, Voltaic Lock

CHANNETING IOI
Channeling a spell does not require the spellcaster to
have line of sight to either the channeler or the spell's :
target. The channeler must have line of sight to the

spell's target, though.

A spellcaster can channel a spell through a single
channeler at a time. Spells cannot be relayed from one

channeler to another.

The spellcaster casts the spell, but the channeler is the
spell's point of origin. A channeler cannot be the target
of an offensive spell channeled through it.
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GUN MAGE SPELLS
-: i \,Iagcs can learn spells from the follou'ing lists

PRIEST SPEttS
' -:: can learn spells flom tl-reir god's spell lists

:R.IEST OF MENOTH

Return Fire, Rune Shot: Accuracy,
Rune shot: Black Penny,

Rune Shot: Brutal,
Rune Shot: Iron Rot,

Rune Shot: Molten Shot,
Rune Shot: Silencer,

Rune Shot: Spontaneous Combustion,
Rune Shot: Thunclerbolt

Fire Group, Heightened Reflexes, Refuge,
Rune Shot: Fire Beacon,
Rune Shot: Shaclow Fire,

Rune Shot: Trick Shot, Snipe, True Sight

Cuidect Fire, Rune Shot: Detonator,
Rune Shot: Earth Shaket

Rune Shot: Phantom Seeker,
Rune Shot: Spell Cracker

Rune Shot: Freeze Fire,

Rune Shot: Heart Stopper,
Rune Shot: Momentum

Flames of Wrath, Cuicteci Blacte, Influence,
Protection from Fire

Ashen Clouci, Banishing Warcl,
Hymn of Battle, Hymn of Passage, Ignite,

Immolation, Righteous Flames,
Vision, Wall of Fire

Cleansing Fire, Crevasse, Crusaclers Call,
Hex Blast, Lamentation, Purification,

True Path

Ashes to Ashes, Blazing Effigy,
Hymn of Shielcting

*i
I'g
l

:?IEST OF MORROW

Blessing of Health, Cuictect Blacle,
Light in the Darkness, Solovin's Boon

Aura of Protection, Banishing Warcl,
Blacte of Racliance, Blessings of War,

Eyes of Truth, Hancl of Fate,
Shielct of Faith, Triage, True Sight

Blessing of Morrow, Crusacler's Call,
Daylight, Prayer of Guiclance,

Sanguine Blessing, Sunburst, True Path

Force of Faith, Heal, Star Fire
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SORCERER SPELTS
When a character becomes a sorceret he chooses an elemental
spell 1ist. The chalacter can learn spells from his elemental list.
Once selected, his element cannot change.

FIRE

WARCASTER SPEttS
Warcasters can learn spells from the following

Arcane Strike, Jump Start, Return Fire

Arcane Bolt, Aura of Protection,
Battering Ram, Bounclless Charge,

Convection, Fortify, Foxhole, Redline,
Refuge, Snipe, Temper Metal, Transference

Awareness, Batten Down the Hatches,
Eliminator, FailSafe, Grind, Guided Fire,

Iron Aggression, Rift, Superiority

Force Hammer, Obliteration, Tide of Steel

SPEtt DESCRIPTIONS
ICE

ARCANE BOXT 2 I2
Magical bolts of energy streak toward the target.

il NO YES

ARCANE STRIKX 1 8

An arcane force blasts toward the target.
NO YES

STONE
ARCANTRIK BOIT 2 IO 12 NO YES

A steamjack damaged by this attack becomes stationarv for one

round.

ASHEN CIOUD 2 CTRI 3 _ YES NO

Place a 3" AOE cloud effect anywhere completely in the
spellcaster's control area. Chalacters without Immunity: Fire
suffer -2 on attack rolls while within the AOE.

ASHES TO ASHES 48 10 NO YES

STORM
If target character is hit, he and d6 of the nearest enemies rn.ithin

5" of the target suffer a POW 10 fire damage ro11.

AURA OF PROTECTION

While in the spellcaster's
+2 ARM.

AWARENESS

2 SEIF CTRI YES NO

control area, friendly characters gai:r

3 SELF CTRI NO NO

While in the spellcaster's control area, the front arcs of character:
in his battlegroup are extended to 360'. When determining LOS.

those characters ignore cloud effects, forests, and intervenin:
characters. Awareness lasts for one round.

Fire StarteL Flames of Wrath,
Protection from Fire

Ashen Cloucl, Extinguisher,
Howling Flames, lgnite, Immolation,

Wall of Fire

Barrier of Flames, Cleansing Fire, Flare,
Fuel the Flames, Inferno

Ashes to Ashes, Blazing Effigy, Sea of Fire

Blizzard,lce Shield, Protection from Cold

Chiller, Frostbite, Ice Bolt, Icy Grip,
Shatter Storm, Staying Winter's Hand

Brittle Frost, Deep Freeze, Frozen Ground,
Hoarfrost, Winter Storm

Freezing Grip, Freezing Mist, White Out

Earth's Cradle, Entangle, Stone Stance

Battering Ram, Fortify, Fox Hole,
Rock Wall, Solicl Grouncl, Stone Strength

Crevasse, Earthquake,
Inhospitable Grouncl, Rift, Rock Hammer

Earthsplitter, Obliteration, Shock Wave

Fair Winds, Storm Tossect, Wind Strike

Boundless Charge, Celerity, Razor Wind,
Telekinesis, Wincl Blast, Wings of Air

Chain Lightning, Deceleration,
Fog of War, Lightning Tenclrils, Zephyr

Raging Winds, Tempest, Tornado
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1ANISHING WARD 2 6 YESNO
::.:lr- upkeep spells orr the targeted frientlll, character expir e. The

::.cicd charactcl cannot L)e talgeted Lrv enemv spells or anirni.

T.IRRIER OF FLAMES 3 SEIF CTRI NO NO
-:,ill characters irr the spellcaster's control alea gain

:F. \\ihen a friendll' character is hit bv a melee attack rvhile
- '': spellcaster''s control area, the attacke.r strffers thc Fire

-'..'.,.loLls efiect. Barriel of Flamcs lasts for one rourrd.

}A:TERING RAM 2 5 l2 NOYES
-- .r character is hit bv Batterirrg Ran-r, hc can be pushcd 3"

- -:.,. .rn'av irom the spell's point of origin.

LT:TEN DOWN THE HATCHES 3 SEIF CTRI NO NO

- in the spellcaster's control are.a, characters in his
' :rollp cannot be knockeci dolvn ancl gain +3 ARM lrut

-l DEF. Batten Dorvn the Hatches lasts for one round.

il.-a3 OUT 4 SELF CTRI NO NO

,::'ik.r de-r,ices irr tht' possession of encmv characters irr the

--,:r:cr's control area immediately deactir.ate. If an eltemy
-- :ire spellcaster's control area, mc'chanika devices itr his
,-::.n inrmediatelv deactivate. lvhile in the spellcaste'r's
- :re.r, enemv characters cannot activate mechanika
.- Black Out has no effect on stean-rjacks or mecharrika
- llack Or-rt lasts for one round.

ilrj: OF RADIANCE 2 l0 l0 NO YES
'--. and Undead characters hit bi, this spell sr-rffer an

'..,:1 tlie oi damage.

Lr-!G EFFIGY 4 SEIF ' 14 NO NO
.- r', ithirr 2" of the targetcd frierrdll. char'.rcter suffcr .r

- -re dar-nase roll.

rr ::i;,{G OF HEATTH I 5 YESNO
' -.-rr.lcte.I gains +3 on PHY rolls to rcsist poison, disease,

- '- -::.rn. .,\dditionalll., if the af fected character is currentlv
'-::rtr.n the effects of a poisorr, hc immediatelv makes

: -. .rgairrst the toxin rating of the poison. If tlre roll
,- - ::rc efiects of the poison immediatelv expire.

BLESSING OF MORROW 3 SEIF CTRI YES NO

While in the spellcaster's corltrol arca, fricndlv living chalactels
do not sr-rffer the effects of lost aspects.

BLESSINGS OF WAR 2 6 YESNO
Target chalacter's n'eapons gains Blessed. (When nakins an

attack u'itl-r a \\,eaporl n'ith Blessed, ignole spcll effects that add

to the attacking character's ARM or DEF.)

BLIZZARD I 6 NONO
Centcl a 3--AOE cloucl efiect on target character'. Thc AOE let-nains

celltered ol"r the character. If the target charactcl is destroved,

remo\/e the AOE frorn plar,. Bliz.zard lasts fol one rourld.

3 8 YES YESBRITTTE FROST

The next timc target enemv sllifers dar-nage, halve its base ARM
n,hcn calcr-rl.rting damage irom the danrage roll. Aftel applf ing
this tlamagc, Blittle Frost expires.

BOUNDTESS CHARGE 26NONO
During his tr.rrn, target charactcl can clrarge n'ithout sperrding
focus c'rr being folced and gains +2" movemcnt and Pathfinder
lvhen it chalgcs. Boundless Chalge lasts for one round.

BROADSIDE 3 SEIF CTRI NO NO

The spellcaster and steamjacks under the spcllcaster's contlol
currenth, in his corrtrol area can immcdiatelr' make one normal
r"anged attack. Broadside can be cast only once per turn.

CELERITY 2 6 YESNO
Target character gairrs one aclditional quick action dr,rring each

of his turrrs.

CHAIN TIGHTNING 3 t0 t0 No YEs

A character hit bv Chain Lightning suiiers a PO\\' 10 c.lectrical
damage roll, and lightning arcs from that character tci c16

corrsecutive additiorral characters. The lightning arcs to the
nearest clraracter it has rrot alre.rdv arce cl to rlithin -l" oi the last
rnodel it .rrced to, ignorir-rg thc spellc.rster. Each char.rcter the
lightning arcs to suffers a PO\\' 10 electrical c'lanrage roll.

CHIILER 2 5 YESNO
\\'hile rtithin I of tl-re talgeted irierrdh'character, enemv
characters sr-riier -2 DEF trrrless ther' h.rve Imr-nunitr': Colc1.

CLEANSING FIRE 3 8 3 14 NO YEs

Cleansirrg Firc causes lire rlanrage. Ou .r critic.rl hit, characters
hit suiier the Iire corrtirrr-ror-rs uiiect.

CONVECTION 2 t0 l2 No YES

When Convcction destlovs a living character, \/ou can allocate
1 focus point to a steamjack ir-r the spellcaster's trattlegroup that
is in his control area.

I
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The term "animi" refers to the spell-like abilities
warbeasts. Warbeasts and animi will be explained
depth in future Full Metal Fantasy books.



CREVASSE 3 8 l2 NOYES
If Crevasse incapacitates its original target, you can make a SP 6

attack using the incapacitated character as the attack's point of
origin. Characters hit suffer a POW 12 magic damage rol1.

CRUSADER'S CALL 3 SEIF CTRI NO NO

Friendly characters beginning a charge while in the
spellcaster's control area gain +2" movement. Crusader's Call
lasts for one round.

DAYIIGHT 3 SEIF CTRI NO NO

While in the spellcaster's control area, Infernal and Undead
characters suffer -3 DEF and ARM. Additionally, the area
around the spellcaster glows with enough light for anyone in
his control area to see in darkness (p. 225). Daylight lasts for
one round.

DECEIERATION 3 SEIF CTRI NO NO

While in the spellcaster's control area, friendiy characters gairr
+2 DEF and ARM against ranged attacks. Deceleration lasts for
one round.

EIIA{INATOR 3 8 3 13 NOYES
Immediately after this attack is resolved, the spellcaster ca:
advance up to 2" for each enemy incapacitated by the attack.

ENTANGTE I 8 NOYES
Target character suffers -1 SPD and cannot run or charge fc:
one round.

EYES OF TRUTH 2 SEIF YES NO

This character's PER rolls ale boosted. Additionalh', tl-..
target number for Deception ro1ls against this character r.
increased by 3.

EXTINGUISHER

Fire continuous effects
immediateh, expire.

FAII SAFE

Target steamjack gains +2

of crippled systems.

FAIR WINDS

2 SELF CTRI NO NO

in the spellcaster's control are:

3 6 YESNO
ARM and does not suffer the eiiec:'

I SELF NO NO
DEEP FREEZE 3 SELF NO

Characters within 2" of the spellcaster suffer a POW 12

damage roll. Characters damaged by this spell cannot
charge, or make power attacks for one round.

3105-NOEARTHQUAIG

NO

cold
run/

YES

Characters in the AOE are knocked don'n.

EARTH'S CRADTE I SELF YES NO

The spellcaster gains cover, does not suffer blast damage, and

does not block LOS. Earth's Cradle expires if this character
moves, is placed, or is engaged.

The spellcaster gairrs +1 SPD this turn.

FIRE GROUP 2 SEIF CTRL NO NO

While in thc spellcaster's control area, his weapons and th:
ranged weapons of steamjacks under his control gain +2 R\C
Fire Group lasts for one round.

FIRE STARTER tSNO
The spellcaster starts a small fire within the range of the spe--

and in line of sight. This spell can be used to target an enem'.

in which case it requires an attack rol1. If the enemy is hit, h.
suffers the Fir-e continuous effect.

EARTHSPTITTER 4 t0 3 t4 NOYES
Characters hit suffer a POW 14 fire damage ro1l. The AOE is
a cloud effect that remains in play for one round. Characters
entering or ending their turn in the AOE suffer an unboostable
POW 14 fire damage ro11.

EIECTRICAT BTAST 3 8 3 13 NOYES
Electrical Blast causes electrical damage. Steamjacks damaged
by Electrical Blast suffer Disruption. (A steamjack suffering
Disruption loses its focus points and cannot be allocated focus
or channel spells for one round).

ETECTRIFY 2 6 YESNO
If target character is hit by a melee attack, after the attack is
resolved the attacker is pushed d3" directly away from the
affected character and suffers an unboostable POW 14 electrical
damage ro11, then Electrify expires.

FIAA{ES OF V/RATH l5NONO
When target character incapacitates an enemy with a melc:
attack, enemy characters within 1" of the incapacitate;
character suffer the Fire continuous effect. Flames of Wrarl-

lasts for one round.

3 SEIF CTRI NO NO

Enemies in the spellcaster's control area suffering ti-.=

Fire continuous effect immediately suffer an addition.-
unboostable POW 12 fire damage ro11. This spell can be ca.:
onlv once pc.r turn.

FOG OF WAR 3 SEIF CTRI YEs NO

Characters gain concealment il'hile in the spellcaster.
control area.

FIARE
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:CRCE FIELD 3 SELF CTRI YES NO
'r >pellcastel does rrot suffer blast or collateral damage arrd
'.rlrt Lre knocked dow,rr. When an eneml, AOE ranged attack
. i.rtes frorn a point in the spellcaster's control area, aftel the

;,:tion distance is rolled the spellcaster's plal'er choose.s the
:,:tion direction.

:3RCE HAMMER

FOXHOIE 2 CTRI 5 _ YESNO
Place a 5" AOE anvn'here completelv in thc spellcaster's control
area. Characters comple'telv in the AOE havc cover ancl do
not suffer blast damage. When dlan'ing LOS to a character
r-rot completelv n'ithin the AOE, ignole intervcning characters
completelv rt,itl-rin the AOE.

FREEZING GRIP 4 8 NO YES

T.rrget character hit becornes statiorrarl. ior one rouncl ltnlcss
the target has Immr-rnitr': Cold.

FREEZING MIST 4 SELF NO NO

!Vhile in the spellcaster's control area, t:rlemv characters

r.r,ithout Immunit\': Cold suffer -2 SPD and DEF. Frcezing Mist
lasis for one round.

FROZEN GROUND 3 SEI.F NO NO

Enernies that r-nove more than 2" arrd cnd their r-novement in thc
spellcaster''s control are.1 are knocked don'n at tl-re end of their
movement. Frozerr Ground lasts for one lound.

4 l0 l2 No YES

: .'rce Hatnmer hits a non-incorporeal target, insteacl ol
--.r-iug a rrormal darnage ro1l, that target is slammed d6
'-::lr an,av flom the spell's point of origin regardless of its

' - - .ize and suffers a POW 12 damage roll. Collateral darn.rse
-' :lris >l.rrn is PO\\/ 12.

;:I,CE OF FAITH 4 SEIF CTRL NO NO
':'.:es currentlr' ir-r the spellcaster's control area are

--.iiatelv pr-rshed d6" clirectll' an'ar. from the spellcaster in
-ic.r'he chooses.

;:?TIFY26YESNO
' ': -: :ie.rr-njack r-rnder the spellcaster's control gains +2 AIlMl.' -::ected steamjack and an1' friendly character B2B n,itlr it

- : i.e knocked dorvn, pushed, ol slammed.
FROSTBITE 2 SP8

Flostbite canse.s cold damage.
12 NO YES

t
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FUEL THE FI.AA{ES

Fire continuous effects
area never expire.

FULL THROTTTE

GUIDED BLADE I
Target friendly character gains +1

his melee weapons gain Magical
for one round.

3 SEIF CTRI YES NO

enemies in the spellcaster's control

3 SELF CTRI NO NO

6-NONO
on his melee attack rolls and
Weapon. Guided Blade lasts

HOWLING FTAATES 2 SP8 IO NO YES

Hon'ling Flames causes fire damage. On a critical lrit, tit.
charactel hit suffers the Fire continuous effect.

HYA{N OF BATTIE 2 6 NO NO

Target steamjack gair-rs +2 on attack and damage rolls. Hvr-nrr.-:
Battle lasts for one round.

Steamjacks r-rndel the spellcaster"s contl'ol beginning their
turns in his control area can run, charge, or make slam or
trample porn'er attacks n'ithout spcnding focus or being driven
that activatiorr. The spellcaster and steamiacks under the
spellcaster''s control in his control alea gain boosted melee
attack lolls. Ful1 Throttle lasts for orle turn.

GRIND 3 IO 11 NO YES

Wiren a steamjack is hit by Grind, it suffers 1 damage poirrt to its
first available Movement system box.

GUIDED FIRE 3

The spellcaster and steamjacks
in his control area gain boosted
lasts until for one rourrd.

SELF CTRI NO NO

under the spellcaster's control
ranged attack ro1Is. Guided File

HAND OF FATE 2 6 YES NO

Target character gains an additional die on attack and damage
rolls. Discard the low die in each ro1l.

HEAI4'NONO
Target friendly incapacitated character B2B with the spellcaster
is no longer incapacitated and regains 1 vitalitr. point in each
aspect. The character no longer suffers from the results of his
most recent roll on the Injury Table (p.217). The target character
becomes knocked down. Each time a character is targeted by
this spell make a d6 ro11 on the Price of Healing Table below,
adding +1 to the ro11 for each time the character has been
targeted by this spell after the first time.

HEIGHTENED REFIEXES 2 5 YES NO

Target character cannot be knocked down or made stationary.

HEX BTAST

Upkeep spells and animi
Blast immed iately expire.

HOARFROST

3 l0 3 13 NOYES
the character directly hit by Hex

3 8 3 14 NOYES
Hoarfrost causes cold damage. On a critical hit, the characters
hit become stationary for one round unless they have
Immunity: Cold.

HEALING
True healing is not a natural aspect of magic; knitting
living flesh and organs is a complex and diffrcult
endeavor better served by surgeons or allowing a body
to rest and recover. Mystical restoration is possible
only through a manifestation of divine energy, which
makes all healing a minor miracle. Such miracles carry
risk and inflict a toll on the body, whether as temporary
weakness or, in the case of repeated healing, permanent
marks or impairment.

PRICE OF HEATING

The character suffers no side
effect from the healing.

Temporary Affliction - The character
suffers from a mild and temporary sicle

effect of the healing. He might take ill
with a fever, feel extraordinarily tired.

or suffer some other mild affliction. As a

result, the character suffers -l STR ancl
ARM for the next 2d6 hours.

Exhaustion - The character is utterly
exhaustecl by his orcleal. He suffers -3

to all INT and PER rolls until he has
slept for at least eight hours.

Dumb - The character was temporarily
struck dumb as a sicle effect of the

healing. He cannot speak for
the next 2d6 hours.

Markecl - The rigors of healing have
left their mark upon the character. His

hair prematurely turns gray, clark circles
appear arouncl his eyes, or his features

wrinkle with age. In any case,

these changes are permanent.

Broken - Though his body was healed,
it was healecl imperfectly. One of the

following stats, chosen by tbe affected
character, is permanently reduced by l:

AGL, PHY, POl. PRW SPD, or STR.
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-TA\N OF PASSAGE 26NONO
- -:.i stcam,ack callnot be targeted b1, rron-nragical ranged

'::.s. Hvmn of Passage lasts for one rourrcl.

--a |rN OF SHIEIDING 4 SEIF CTRL NO NO
- .. iu this character''s control area, flie'ndl1' charactels
- .,: Lrc. targetcd Lrr' 

"r-r"n,r' 
spells. Hvnrn of Shielding lasts

:-c tottnd.

r= tsoLT 2 to l2 No YES

l. .i causes cold damagc. On "r critical hit, the character hit
:'... stationarv for onc round unless he has Immr-rnitv: Cold.

G SHIELD I 5 YESNO
'-., ch.rractel gains +2 ARM. Ice Shield inrrnediatelr'expiles

--,iiccted chalacter nloves or is damaged.

r. 3RIP 2 8 YES YES

-.: ch.rracte.r n,ithout Immunitr,: Cold suiiels -2 DEF and
- - : rLln or rlake potr.el attacks.

(?.,':E 2 6 YESNO

-,: ch.rr.rctel gains +2 on melee attack damage rolls. The
'. -; clraractcl gains Clitical Fire on lris normal melee attacks.

,r.-CLATION 2 8 l2 NO YES

-i:;\)n caLlses lire damagc. On a critical hit, the chalacter
- .-- . -- tlrc Filc' continlror.rs cLfect.

'.-:-rctt-rs hit suffer a POW 12 fire darnagc loll. The AOE
-- ;n ;rl;11, fol one round. Characters cntcling ol endirrg

"-: ::rs in the AOE suffel arr r-rnboostalrle POW 12 fire
-.:oll.

lrF--:NCE t t0 No YEs

-:,,.c.rster makes a contested Willporver roll against targct
- -r-:r1\'hit Lry this spell. Ii tl-re spellcaster loses, nothing

- - If thc spellcaster rvins, his plaver tarkes control oi thc'
'.: irit. The character irnrnediatcly makes one normal
' ::...-k, tlrcrr lnfl uence expires.

h*.{S,PITABLE GROUND 3 SELF CTRI NO NO
- .l:., spellcaster's control area, other characters tleat opc11

- - :,.uqh tcrlain. Inhospitable Glourrd lasts for one ronnd.

lrjr IGGRESSION 3 5 YES NO
-..-rmj.tck can nln, charge, or make slam or trample

' ,:,rcks rvithout spending focus or Lrcing driverr and
' r:c11 melee attack rolls.

I SEIF CTRI NO NO

Tl-re spellcaster and steamjacks uuder the spellcaster's corrtrol
in his contlol area carl immediate'lv turn to face anv direction.
Af fected stearnjacks that are statiorlarv or knocked don'n are tto

longer stationalr. and stand up.

TAMENTATION 3 SEIF CTRL YES NO

While in this character's control area, enemies pa1. double the

fatigue, focus, ol furv point cost to cast ol upkeep spells.

TIGHT IN THE DARKNESS I SELF CTRI YES NO

The area aLc-rund the spellc.-rste'r glon's rvith enough light for
an\,()rle in his control area to sL'e i11 darkness (p.225).

TIGHTNING TENDRITS 3 5 YES NO

Tl-re targete-d iriendll' charactel gaius Immunitr': Electricitr',
ancl the character's melee n'eapons gairr Reach and Electro Leap.

(When a character is hit b1'a \\/ecrporr u'ith Electro Leap, 1'or-r

can have lightnir-rg alc to the uearcst charactcr u'ithin 4" of t'he

cl-raracter hit, ignoring the attackcr. The charactel the lightnirrg
arcs to suffers an unboostable POW 10 electrical damage loll.)

tocoMoiloN

JACKHAMATER

The targeted friendll,
melee attack.

JUMP START

l5
steamjack car-r

NO NO

immediatell' make one

,fl
s
'li
{,

i

+
Jlr

ti

'll'

ii'

ili

l+ 6 - NO NO

Thc spellcaster spends up to 3 focus points to cast Locornotion.
Target steamjack immediatc'l\, 'c1\'^nces r,rp to 1' for each iocus
poir-rt spent. A steamjack can be targeted bv Locornotion orrlv
orrcc pcl round.

MIRAGE 3 6 YESNO
Durirrg thc spellcaster''s Control Phase aftel upkeep has bc'er-t

p.ricl, the targeted friendlv chalacter's controllel can place him
.rnvn'here completelr' rvithin 2" oi his current location.

OBLITERATION 4lo4lSNOYES
Thc forcc of this attack blasts apart the ealth itself.

OCCUTTATION 2 6 YES

T.rrgct character gains stealtlr ar-rci -3 on his Sneak lolls.

OVERATIND 4 SEIF CTRL NO NO

Tl're spellcaster imr-netliateh- makcs a contested Willpon'er roll
agairrst all livirrg errernics irr his corrtrol area. Roll once for the
spellcaster. If the spellcaster trc.rts irn enenr"s Willporver roll,
he can cause that that charactcr to aclr'ance up to 3" and periorm
onc non-spell, non-feat quick action. lf the enemv beats or tics
thc spcllcaster's ro11, he is not affcctcd. This spell can be cast

orrlr' once pel round.



POIARITY SHIEID 2 6

Target character cannot be targeted by
character in his flont arc.

YES NO

a charge made bv a

POSITIVE CHARGE 2 6 NO NO

Target steamjack gains +2 on melee attack and melee damage
rolls. While within 3" of the affected steamjack, friendly
characters gain +2 on melee attack and melee damage rolls.
Positive Charge lasts for one ronnd.

POWER BOOSTER t5NONO
If the target steamjack the spellcaster controls has no focus
points, it gains 1 focus point. If the steamjack is Disrupted, it is
no longer Disrupted.

PRAYER FOR GUIDANCE 3 5 NONO
Target character gains trvo additional dice on his next skill roll.
Discard the lowest two dice in the roll. Prayer for Cuidance can

be cast only olrce per da1'.

PROTECTION FROM COID I 5 YESNO
Target character gains Immunitl': Cold.

REFUGE 2 6 YESNO
When target character directly hits another charac:::
with an attack during his turn, immediatell. after his tu:
ends the character affected by this spell can make a iu
advance. The character cannot be targeted by free strikes duri::
this movement.

RETURN FIRE t6NONO
When iarget character is targeted by an enemy ranged attac.
after the attack is resolved the affected charactel can m;. -

one normal melee or ranged attack, then Return Fire expir.-
Return Fire lasts for one round.

RIFT 3 8 4 I3 NOYES
The AOE is rough terrain and remains in plav fol one round.

RIGHTEOUS FLAAAES 25NONO
Target character gains Immr,rnity: Fire. When a charac:=:
without Immunitv: Fire ends his tum within 2" of the aficci.:
character, the character without Immunitv: Fire suffers the F::.
continuous effect. Righteous Flames lasts for one round.

RI^AE 2 5 NONO
Target character gains Immunity: Cold. When a charac:=:
without Immunity: Cold ends his turn within 2" oi t-:--

affected character, the character without Immunitv: Cc,-:

becomes stationary until the end of his next turn. Rime las--.

for one round.

ROCK HAMA{ER 3 10 3 l4 NOYES
On a critical hit, characters hit are knocked dorvn.

ROCK WALI 2 CTRI WALI YES NO

Place a wall template (p. 352) anywhere completell, in t, .
spellcaster's control area where it does not touch a characte: -
base, an obstruction, or an obstacle. The wall is a linear obstar,.
that provides cover.

RUNE SHOT: ACCURACY I SELF NO NO

The spellcaster's next rune shot ranged attack ro11 this turr.
boosted.

RUNE SHOT: BTACK PENNY I SEIF NO NO

The spellcaster's next rune shot ranged attack roll this tu:-
ignores the firing into melee penalty.

RUNE SHOT: BRUTAL I SELF NO NO

The spellcaster's next rune shot ranged attack gains a boos:.:
ranged attack damage roll against the target directly hit.

Target character gains Immunitl': Corrosion.

PROTECTION

FROA{ CORROSION

PROTECTION

FROA{ ETECTRICITY

Target charactel gains
disrupted.

PROTECTION FROM FIRE

I 5 YESNO

I 6 YESNO
lmmunity: Electricity and cannot be

I 5 YESNO
Target character gains Immunity: Fire.

PURIFICATION 3 SEIF CTRI NO NO

Continuous effects, animi, and upkeep spells in the spellcaster's
corrtrol area immediately expire.

RAGING wlNDS 4 SEIF CTRI NO NO

While in the spellcaster's control area, enemies suffer -2 DEF.

Enemies beginning their turn in the spellcaster's control area

cannot run or charge. Raging Winds Iasts for one round.

RAZOR WIND 2 IO 12 NO YES

A blade of wind slices through the target.

REDLINE 2 5 YESNO
The targeted friendly steamjack gains +2 STR and SPD and can

run, charge, or make power attack slams or tramples without
spending focus or being driven. When the steamjack ends its
turn, it suffers d3 damage points.



; - -i SHOT: DETONNOR 3 SEIF NO NO

.:rllcastcr directly hits a target n'ith its next rune
--.:cLl attack this turrr, center a 4'AOE on the target.

- :.':s othcl than the original target rvithin the AOE suffer

- ,'.:alrle darnage roll '"vith a POW equal to the POW of
'.--rii\\'CapOil.

*! SHOT: EARTH SHAKER 3 SEIF NO NO

. - -...r',rcter clirectlv hits a targct lt'ith its next rune shot ranged
-:. iurrt, the attack becomes AOE 5 and POW 0. Characters

. \OE suffel no damage but ale knocked dorvn.

"M{OTr FIRE BEACON 2 SELF NO NO

. :.:sier's next 1'Lrne shot rangcd attack this tttrtt bccomes

' r: POW -. While a charactel is r'vithin thc AOE, he

- ::-:'.rfl.rge and stealth, and other chalacters can ignore
:-.:i \\'hen determining LOS to hirn. The AOE lasts for

5-,OT: FREEZE FIRE 4 SELF NO NO

-.-. .i-:.ter's next rune shot rangecl attack this turn hits,

- -: -: r'cctlr' hit becomes stational \' for one round.

i:.CT: HEART STOPPER 4 SEIF NO NO

- . - :.cc'iing the ARM of thc character hit bl. spellcaster's
-. r r.ri r':rnged attack this turn is dor-rbled. A character
' ' .lis attack cannot rnake a Tough roll.

RUNE SHOT: IRON ROT I SEIF NO NO

If the spellcaster's next rune shot ranged .lttack this turn directlv
l-rits a stcamjack, in addition to arl\' other damage and effccts

from t1-re attack, the stearnjack also sr,rffels d3 damage poir-rts.

RUNE SHOT: MOIIEN SHOT I SELF NO NO

If the spellcastet's next rune shot ranged attack this tuln hits,

the target directly hit suffers tl-re Fire coutinttous effect.

RUNE SHOT: MOMENTUA{ 4 SELF NO NO

If the spellcaster hits rvith his next Lurte shot langed attack this

turr-r, the character directh' hit is slarnmed d6" clilectlv atvav ft'ot-l.t

the spellcaster regardless of his base sizc and suffers .r damage roll
n'ith a POW equal to the rarnged weapon. Collateral datnage from

this slam is equal to the POW of the rarrged \\'eaporl.

RUNE SHOT: PHANTOM SEEKER 3 SELF NO NO

The spellcaster's next rune shot r;ruged .rttack this tttttr ignorcs

LOS n'hen making ranged attacks. The attack .rlso ignores

concealment .lrd cover.

RUNE SHOT: SHADOW FIRE 2 SELF NO NO

lf thc spellcaster hits a talget n'ith his uext Lurte shot rarngcd

attack this tuln, friencllr' characters carr ignore the target
n.hen determining LOS ancl making r;rnged ol magic attarcks

for onc lound.

q.;



RUNE SHOT: SILENCER I SEIF NO NO SHOCK WAVE

The spellcaster's next rune shot ranged attack is completely silent,
and gives no sign of being fired. Neither the firing of the weaporr,
nor the impact of its ammunition callses a sound. Ant'immediate
sound from a target that is hit, such as a scream, shout, or the fall
of a body, is silenced.

SHORT OUT

RUNE SHOT: SPEtt CRACKXR 3 SEIF NO NO

If the spellcaster directly hits a target with his next rune shot
ranged attack this tuln, upkeep spells and animi on the target hit
irnmediately expire.

RUNE SHOT:

SPONTANEOUS COA{BUSTION I SELF NO NO

If the spellcaster destroys a living character \'\'ith his next rune
shot ranged attack, center a 3" AOE cloud effect on the destroyed
character, then remove the destroved character from the table. The

AOE remains in play for one lound.

SOTID GROUND

4 SELF 13 NO NO

Ciraracters with 5" of the spellcaster suffer a POW 13 damage ro1.

Each enemy damaged by Sl.rock Wave is pushed d6" directh'an..:'
the spellcaster in the order you choose.

I 8 NOYES
Mechanika devices in the possession of target character I-.:-

immediately deactivate. Short Out has no effect on steamjacks c:
mechanika armor.

SNIPE 2 6 YESNO
Talget character's ranged weapons gain +4 RNG.

2 SEIF CTRL YES NO

While in the spellcaster's control area, friendly characters cannc:
be knocked down and do not snffer blast damage.

SOLOVIN'S BOON I SEIF YES NO

The spellcaster can reroll failed Medicine skill rolls. Each faile:
ro11 can be rerolled only once as a result of Solovin's Boon.

STAR FIRE 4 SELF CTRL NO NO

Enemies that move and end their movement closer to ih=
spellcaster than they began suffer an unboostable POW 1 2 dama:-
rol1. Star Fire lasts for one round.

STAYING WNTER'S HAND 2 SELF CTRI YES NO

While in the spellcaster's control area, friendly characters gar:
+2 ARM against cold damage. Additionally, while affectecl i-'
this spell, characters never suffer the effects of exposure to co-:
weather and are kept warm.

STONE STANCE I 6 NO NO

Target character cannot be knocked down, pushed, or slamme:
for one round.

STONE STRENGTH 2 6 YESNO
Target character gains +1 STR and ARM.

STORM TOSSED I 8 NOYES
Wher-r an enemy character is hit b1, Storm Tossed, he is pushed i
directly awav from the spell's point of origin.

SUNBURST 3 l0 3 13 NOYES
Blast damage from this spell only affects enemies.

SUPERIORITY 3 5 YESNO
The targeted friendly steamjack gains +2 SPD MAT, and DEF an:
cannot be knocked down-

RUNE SHOT: THUNDERBOTT I SEIF NO NO

If the spellcaster direct11. hits a target with his next rune shot
ranged attack this turn, the target is pushed d3'directly ar'r'ay

from this character. On a critical hit, the target is knocked down
after being pr-rshed.

RUNE SHOT: TRICK SHOT 2 SEIF NO NO

If the spellcaster directly hits a target with its rune shot next ranged
attack this turn, choose a character r,vithin 4" of the target that was
hit. After the attack is resolved, the spellcaster immediately makes

a ranged attack roll against the chosen character. If the chosen

character is hit, it suffers a magical damage ro11 with a POW equal
to that of his ranged \{,.eapon but does not suffer any effects of
other Rune Shot spelIs cast on the original attack. The point of
origin for this damage is the character originally hit.

SANGUINE BTESSING 3 SEIF CTRI YES NO

Wher-r a friendly character in the spellcaster's control area would
suffer a damage ro11, the spellcaster can suffer the damage ro11

instead. Decide whether the spellcaster suffers the damage before
the ro11 is made.

SEA OF FIRE 4 SEIF * _ NO NO

Enemy characters without Immunity: Fire within 5" of the
spellcaster suffer the Fire continuous effect.

SHATTER STORM 2 6 YESNO
When target character directly hits and destroys an enemy with a

ranged or melee attack, center a 3" AOE on the destroved character,
then remove that character from the table. Characters in the AOE
are hit and suffer an unboostable POW B blast damage roll.

SHIEID OF FAITH 2 5 YESNO
Target character gains +2 ARM against magic attacks and attacks
made by Infernal or Undead characters.



:IEIKINESIS 28YES
r'::e target character completely within 2" of its current location.

::n Teiekinesis targets an enemy character, it is an offensive
-:r-- and requires a magic attack ro11. A character can be affected
: lelekinesis only once per round.

:E.rrlp lttot 2 5 YEs NO*-. 
:argeted friendly steamjack gains +2 ARM and is immune to

. -:-nuous effects.

EI{PEST 4 8 4 I2 NOYES
I -:::cters hit by Tempest are knocked down and suffer a POW 12

u::ge roll.

voLTAtc tocK 4 l0 No YES

Target steamjack hit cannot advance and suffers -4 DEF. A
steamjack beginning an advance within 3" of the steamjack hit
cannot run or charge and can only advance directly toward it.
Voltaic Lock lasts for one round.

WAtt OF FIRE 2 CTRI WAtt YES NO

Place the wall template anywhere completely in the spellcaster's
control area where it does not touch a character's base, an

obstructiory or an obstacle. When a character enters or ends his
turn in the wal1 area, he suffers an unboostable POW 12 fire
damage roll and the Fire continuous effect. Characters within the
wa1l template gain concealment.

T'E OF STEET 4 SELF CTRI NO NO
*-,= 

.rellcaster and steamjacks r-rnder his control currently in his
. -::..1 area can immediately advance up to 3'1

rof;.XADO 4 IO 13 NO YES

:- -:=:d of suffering a normal damage ro1l, a non-incorporeal
..--":r.ter hit by Tornado is thrown d6" directly away from the

':'. - . point of origin regardless of its base size and suffers
, ----.\- 13 damage roll. Collateral damage from this throw is

_ , L-).

'!n"rl{sFERENCE 2 SEIF CTRL YES NO
--,= 

=:ellcaster can allow other friendly living characters in his
.; -::--- area to spend focr-rs points on him to boost melee attack
r -e -ee damage rol1s during their turns at a rate of 1 focus point

lrf- --'l,.rSt.

U;irGE 2 B2B NO NO
-'r ::€llcaster must be B2B with an incapacitated character who
"r-:-:::-a be stabilized to cast this speIl. When this spe1l is cast the
- .. ::: --riated character is immediatelv stabilized.

.MiJE PATH 3 SELF CTRI NO NO
;-':-:,_, characters beginning their turns in the spellcaster's
r - -. :rea gain +2" movement and Pathfinder during their turns.
'' -,. l::n lasts for one round.

TIE SIGHT 2 SEIF YES NO
'- - :-:::acter ignores concealmen! Camouflage, and stealth. The
'" * -r :::r can also see in complete darkness.

+,for{ 2 6 YESNO
'i' , - 

= 
, : :ime target character is directly hit by an attack, he suffers

'r :-::::e roll from the attack, then Vision expires.

WHITE OUT 4 SEIF CTRI YES NO

While in the spellcaster's control area, enemies have their LOS

leduced to 5'.

WIND BTAST 2CTRrs-NONO
Place a 5" AOE an1'r,t'here completely in the spellcaster's control
area. Cloud effects overlapping the AOE expile. Characters
suffer -3 RAT r,vhile n ithin the AOE. The AOE remains in play
for one round.

WIND STRIKI I 6 NO YES

This spell does not inflict damage. An enemy hit by this spe1l

can be pushed 1' directll' au'ay from the spellcaster. After the
enemy is pushed, the spellcaster can advance up to l" toward the
pushed enemy.

WINGS OF AIR 2 SELF NO NO

Place the spellcaster anywhere completely within 5" of his current
location. Wings of Air can be cast only once per turn.

WNTER STORM 3 SELF CTRI NO NO

Enemies that begin their turns in the spellcaster's control range
lose Eyeless Sight, Flight, and Pathfinder during their turns.
Winter Storm lasts for one round.

ZEPHYR36NONO
Target character can immediately advance up to 5'l A character
can be affected by Zephyr only once per round.





: :: enterprise and the promise of adventure in the Iron
-:ioms are fraugl-rt witl-r all sorts of peril. For that reason,

.elf:respecting fortune hunter or campaigner always has

-: Sort of implement of destruction close at hand. For those
- :ravel the byways of Immoren, battle is inevitable whether

- - -. a soldier, scholar, rogue, or priest.

- - . :hapter explores the weapons, armot and gear commonly
- -: =d throughout the Iron Kingdoms as well as the wonders of

- - -:nika and alchemy. The costs of items listed in this section
.- . ::'. en in the equivalent of Cygnaran gold crowns (gc).

PRICE TISTS

-. :remist's leather

-:rored great coat

- i::om battle armor

-=::rer almor

- - -::n mail
-:,-,:1trv armor
-: ,-,red plate

: -. :late
- ::: Knight armor

' : ir€"1t

- : :rorseman's
. - .lat
' 

--..,r niL-o

: ..::nq pike explosive head charge
: ,::':rg pike spearhead, non-explosive

. - -:,:n battle blade

..-
, -: ::ncled
_ -' :a:
,:-=:

50 gc

25 gc

60 gc

30 gc

Kopis

Lance

Mace

Maul

Nyss claymore

Ogrun warcleaver

Pickaxe

Rapier

Shield

Shield, combat

Spear

Springblade

Staff

Staft battle

Sword

Sword cane

Sword, great

Trench knife
Trench sword

War hammer

Axe, throwing
Blunderbuss

Bola

75 gc

85 gc

130 gc

100 gc

225 gc

15 gc

15 gc

15 gc

20 gc

30 gc

30 gc

15 gc

15 gc

20 gc

35 gc

15 gc

L2 gc

59.
12 gc

72 gc

15 gc

20 gc

10 gc

15 gc

20 gc

10 gc

Bg.
25 gc

20 gc

5gc

50 gc

1gc

19.
20 gc

3gc

69,
15 gc

59.
15 gc

25 gc

25 gc

5gc

12 gc

30 gc

59.

.' GEAR, MECHANIKA, AND ATCHEAA'

AVAITABITITY OF GOODS
This chapter covers an expansive list of goods that can

be found across western Immoren. It does not cover
complications such as scarcity or supply and demand. We

encourage Game Masters to be as liberal or as strict with
the items and prices found below as they prefer to meet
the themes of their campaigns.

Not all items are readily available everywhere. It can be

hard to frnd a winter hat for sale in the deserts of the
Protectorate at any price. Rare mechanika can seldom
be found in a remote village unless said village boasts

an arms firm or a retired arcane mechanik. Even in times
of peace, the nations of the Iron Kingdoms engage in

all manner of trade wars and embargoes against one

another's goods. Under such circumstances, characters
need to get creative or travel far for what they want.



HANIKA, AND ALCHEMY

Bow

Bow, great

Bow, Nyss

Cannon-shield

Carbine

Crossbow

Crossbow, repeating

Grenade, concussion

Grenade, explosive

Grenade, smoke

Grenade, strangle gas

Gun axe

Hand cannon

Hand cannon, dual

Harpoon gun

Javelin
Knife, throwing
Ogrun battle cannon

Pistol

Pistol, holdout

Pistol, magelock

Pistol, repeating

Quad-iron
Radcliffe carbine

Rifle, long

Rifle, heavy

Rifle, magelock

Rifle, military
Ril'le, repeating

Rynnish walking stick

Scattergun

Sling

Slug gun

Sword-cannon, repeating

Sword-cannon, heavy

Ammo wheel

Arrows or bolts, standard: ten shots

Arrows or bolts, explosive: one shot

Arrows or bolts, grappler with rope: one shot

Arrows, great bow: five shots

Bandoliet ammo

Bandolier, grenadier's

Bipod

Crossbow, repeating: magazi ne

Firearm ammunition, heavy: blasting
and paper casings for five rounds

Firearm ammunition, heavy: blasting
and metal casings for five rounds

Firearm ammunition, light: blasting powder, bul1ets,
and paper casings for'five rolrnds

Firearm ammunition, light: blasting powder, bullets,
and metal casings for five rounds

Firearm ammunition, shot: one round

Firearm ammunition, slr,rg: blasting por,vder, slug, and
casings for one round

Filearm ammunition, metal-cased

Gun brace

Gr.rnsmith's kit
Harpoon gun: blasting powder and five charges

Harpoon gun: additional glapple

Harpoon gun: additional harpoon

Holster

Holster, wrist-spring

Magelock pistol or rifle: one metal-cased round
shot ammunition

Ogrun battle cannorr: one shell

Quiver
Scope, pistol or rifle
Sling: twenty sling bullets

20 gc

45 gc

35 gc

45 gc

60 gc

20 gc

30 gc

20 gc

10 gc

59.
20 gc

B0 gc

100 gc

250 gc

35 gc

59.
89.

85 gc

20 gc

15 gc

150 gc

35 gc

200 gc

250 gc

50 gc

L20 gc

200 gc

45 gc

80 gc

40 gc

40 gc

59.
40 gc

100 gc

150 gc

2s,

3s,
1s.

1:,
-1 S;

15 :.
20 s.
1s,
1S:

1s.
5s.

15 c;
of rune

5g,
3g,
5gr

20 sr

1s.

powder, bullets,

powder, bullets,

15

19.
20 gc

1gc

19.
59.
59.

10 gc

10 gc

39.

49,

i o;

25 gc

20 gi
10 gc

5s.
10 gc

2o g;
?i c.-

40 sc

8s.
.>--

ro g;

1o g;

30 gc

10 gi
1o g;

10 gc

10 gc

) o.

20 gc

80 gi
15 gc

10 gc

Characters start with a selection of clothing matching ther:
profession and social station. The following prices are for gooc'
of standard quality. A character can purchase shabby goods ;:
half the listed price or very fine garments starting at doubie tht
listed price.

Be1t, leather

Belt, pouch

Boots, dress

Boots, mechanik's

Boots, work

Cloak

Cloak, waterproof

Cloak, winter
Coat, great

Coat, military dress

Dress

Eye patch, leather and brass

Glasses, reading

Glasses, tinted

Gown

Gloves, dress

Gloves, leather work

Hat, dress

Hat, leather traveling

Hat, simple

Hat, winter fur
Officer's uniform

Pants, dress

Pants, work



IloLre

Shirt, c-llcss

:irilt, rvtrrk

Sr-r spenders

Ir.-rr.e.l ins clotl-res, cloth

Tr.rvelirrg clothcs, leather

\\ ork clothes

89.
10 gc

5gc

49.
12 gc

20 gc

15 gc

5gc

20 gc

59.
59.

10 gc

5g.
10 gc

15 gc

3g.
10 gc

i .rc-b'

100 gc

500+ gc

1g.
5.rn

25 gc

500 gc

5,rn

30 gc

1gc
) .r,-_o-

150 gc

50 gc

)oe

29.
15 gc

30 gc

10 gc

fg.
10 gc

Fountain pcn arrd ir-rkn'ell

Gas mask

C.rs mask replaceme.nt iilter
Coggles

Lanter n

!Iagrriiving glass

Manacles

M.rrracles, r>glun

Map, local terlairr

Map, nar-rtical

Map case

Vechar.rik's tool kit
Mechanik's n'olkshop

Paper: ten sheets

Piton and har-nmer: tcr-r pitons

Pocket n'.'rtch

Portablc stcam engirre

Itope.rrd grapplinu hook: tnentv Iect

Rivet gun

Ilivet sun rivets: ten rivets and poncler

Rope, hemp: tu'entv fcet

Runc etching kit
Rune shot casting kit

Sack, rvatcrproof, sixtcen-gallon capacitv

Serving kit
Spvglass

Sr-rrgical kit
Svmbol oi f.rith

Tarp, rvaterproof, 6' x (r'

Tl.rief's tools

Water skir-r

Horse, clraft

Holse, riclirrg

Horse, rvar

Horse feecl: one-cl.rv suprprh

Balc'ling, lieht
Barclirrg, r.ncdiur-n

Bardirrg, he.rvv

C.rs m.rsk, erlr-restrierr

Tack

J:lck n'r'ench

\lchenrical lalr

\lchcmist's apron

.\lchernist's kit, trar.eling
'rnvil

i,rckpack

:1,:t1 roll

;'.r 1rk

l-rnteen

-rralk or charcoal: pack of fii,e sticks

-.,,r1: one pound

l,,nrLrass

l:ck oi cards

:r:renching spac'le

- ;lrt striker

10 gc

500 gc

15 gc

50 gc

,10 gc

15 gc

59.
5+ sc

JgL

1gc

),.r

29.
10 gc

3gc

60 gc

S() gc

120 gc

'i-

90 gc

15() gc

30t) gc

-15 gc

50 gc

Drv rations: onc-ri.1\' suprprll'

\lilitarv r.rtions: orrc-c1.rv supplr

\'Ieal, b;rsic

\le.rl, rlualitv

\'Ieal, luxtr rious feast

Beer, bottlc

19.
lgc
19.
59.

25 gc

19.
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Beer, pint
Wine, bottle

Wine, glass

Distilled spirits, bottle

Distilled spirits, shot

Lodging, basic: one night

Lodging, standard: one night
Lodglng, standard: one month

Lodging, exquisite: one night

19.
I on+

1 gc+

5+ gc

1+ gc

19.
59.

50 gc

25+ gc

Accuracy (melee or ranged lveapon)

Aegis (armor)

Arcane Force (melee weapon)

Balefire (melee weapon)

Blast (ranged weapon - firearm)

Blessed (melee or ranged weapon)

Bond Plate (melee or ranged weapon)

Cold (melee weapon)

Compensator (armor)

Corruption (melee or ranged weapon)

Disbinder (melee weapon)

Electrocutioner (melee weapon)

Flame (melee weapon)

Fleet (armor)

Grievous Wounds (melee u.eapon)

Halo of Fire (armor or melee weapon - shield)

Heightened Strength (armor)

Light (armor, melee, or ranged weapon)

Mechanikal Seizure (melee weapon)

Quicken (armor)

Repulsor (melee weapon - shield)

Silencer (ranged weapon - firearm)

Spe11 Ward (armor)

Stal1 (melee weapon)

Steady (armor)

150 sc

150 si
450 s;
150 s:
300 Er

300 s;
300 gc

300 sr
150 sr
150 g.

300 gr

450 gc

300 gc

450 ec

300 g.

300 gc

300 gc

150 gc

300 gc

300 gc

300 gc

150 gc

450 gc

450 gc

150 gc

Mechanika housing costs ten times the normal
mechanikal version of the item being housed.

Alchemical capacitor

Arcane turbine

Arcanodynamic accumulator

Clockwork capacitor

Runeplate, blank

Storm chamber

cost of

10 gc

500 gc

50 gc

80 gc

10 gc

250 gc

[:**".iG
#:tr
ffi'
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ffip1
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-{rcantrik scope

Farsight goggles

\lechanikal prosthetic, arm

\lechanikal prosthetic, eye

\Iechanikal prosthetic, hand

\lechanikal prosthetic, leg

Storm glaive
',\'arcaster armor, light
';\.arcaster armor, medium
'.Varcaster armor, heavy

-\lchemist's stone

-\lchemical waste, crystal

-ilchemical waste, liquid

-{rcane extract

-ircane minerals

lioluminescent extract

Surro-w mawg adrenal gland
:;ioplasm

:leavt'metals
l.lenoth's Fury
\lineral acid

l.lineral crystals

l.lutagenic extract

l':ganic acid

J':qanic oi1

J':ganic toxin

590 gc

790 gc

1,040 gc

790 gc

590 gc

890 gc

1,560 gc

2,010 gc

2,360 gc

2,760 gc

Blast arrow version of alchemical grenade

Rifle grenade version of alchemical grenade

Alchemical grenade, empty

Blast arrow, empty

Rifle grenade, empt)'

ARMOR

+10 gc

+10 gc

59.
10 gc

10 gc

Though the armor worn by the standing armies of the Iron
Kingdoms consists of identical battle dress, the mercenaries

and adventurers of western Immoren mix and match the

elements of armor they wear to their personal preferences and

needs. Mercenaries commonly wear scavenged hodge-podges

of armored elements that afford as much protection as they can

secure. For this reason, the armor below is described in terms

of how much protection it offers rather than in terms of its
primary components.

The following attributes define how armor functions in the

game.

Cost: This is the cost of the armor in Cygnaran gold crowns.

SPD Modifier: Some armor affects the SPD stat of the character

wearing it.

DEF Modifier: Some armor affects the DEF stat of the character

wearing it.

ARM Modifier: This is the degree to which the armor improves

the character's ARM stat.

Description: This is a description of the armor.

:rffir:t 
Rules: This section describes any special rules of the

LIGHT ARMOR
Light armor represents either armor that covers parts of the

body without offering uniform protection, or armor made from
lightweight materials that do not offer the same Protection as

heavier armors. It is typically favored by those individuals rvho

prefer unencumbered movement to the weight of heavier, more

protective armor, or those who cannot afford heavier armor.

ALCHEMIST'S TEATHER

Cost: 50 gc

SPD Modifier:0
DEF Modifier: -1
ARM Modifier: +5

Description: This is a loose-fitting suit of leather armor that
includes a heavy leather cloak and a gas mask (p.27A). Typical

of the armor worn by the Iron Kingdom's battle alchemists, this
armor is treated to provide maximum protection against blasts

and alchemical agents.

Special Rules: A character wearing this armor gains an

additional +3 ARM against blast, cold, corrosion, and fire
damage.

19.
1gc

19.
59.
7gc

29,
59.

10 gc

29,
39.
29,
39.
8gc

39.
19.
5gc

:-.:hemical acid: one vial
:- -chemical restorative
:-:::itoxin: one dose

:,=ees of Urcaen: one application

:,:::led light (+5 gc for a liquid lantern)

i ::emorphic elixir: one dose

:-=:ling liniment: one dose

: :.i agent: one two-part dose

:..:-.nolence elixir
::::ii salts: one jar

-:::olic fire: one vial

30 gc

33 gc

42 gc

54 gc

27 gc

42 gc

27 gc

18 gc

36 gc

54 gc

27 g,c

--' :l-.emica1 grenade,

-- :::emical grenade,

-- :l-.emical grenade,

-, :l-.emical grenade,

-- ,l--emical grenade,

acid bomb

Ashes of Urcaen

cindel bomb

knockout bomb

rust bomb

40 gc

75 gc

30 gc

45 gc

30 gc
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Because this armor integrates a gas mask, a character wearing it
is also imrnune to gas effects but suffers -1 on sight or hearing-
based PER rolIs.

ARI{ORED GREAT COAT

Cost: 25 gc

SPD Modifier: 0

DEF Modifier: -1
ARM Modifier: +5

Description: The armored great coat is popular among
combatants and adventnrers across western Immoren. Made up
of layers of leather, chain, and plate, it provides protection as

well as a barrier against inclement weather.

Special Rules: None.

CUSTOM BATTTE ARMOR

Cost: 60 gc

SPD Modifier:0
DEF Modifier: -1
ARM Modifier: +6

Description: On the heavy side fol light armor, battle armor is
made up of light or limited plate elements over layers of chain
and leather. Battle armor is often custom fit and manufactured
to its owner's specifications. Though this armor is expensive, it
offers improved protection and serves as a mark of distinction.

Special Rules: A character wearing battle armor tailored to the
body of another character suffers a -2 DEF penaltv.

TEATHER ARMOR

Cost: 30 gc

SPD Modifier: 0

DEF Modifier: -1
ARM Modifier: +5

Description: This is a suit of armor made primalily of hardened
or boiled leatherwork. Metal plates, studs, and elements of
chain mail are often added for additional reinforcement.

Leather armor produced using modern manufactuling methods
is commonly available throughout the major cities of the Iron
Kingdoms. The Nyss produce particularly well-made studded
leather armor in dark and somber co'lorations. Less refined
versions are produced by hand throughout Immoren. Though
not as strong as metal armor, leather provides a sr.rrprising
amount of protection.

Special Rules: None.

MEDIUM ARMOR
Medium armor is made up of protective layers of chain, metal
plate, and leather armor. Though heavier than light armor,
medium armor provides good protection with little impact on
mobility. The infantry forces of the Iron Kingdoms are tvpically
outfitted with medium armor.

CHAIN MAIL

Cost: 75 gc

SPD Modifier:0
DEF Modifier: -2
ARM Modifier: +7

Description: This is a full suit of armor primarily made u:
chain mai1. Though elements of plate or leather can be l'crr:
weIl, most of the body is coveled in chain mai1.

Special Rules: None.

INFANTRY ARMOR

Cost: 85 gc

SPD Modifier:0
DEF Modifier: -2
ARM Modifier: +7

Description: Though infantry armor exists in infinlte variati,.-:
throughout the various kingdom and mercenart. armies, ::
essentially made up of an armored chest plate, shoulder r.::
and armored leggings over lavers of leathel and someti::,
chain. Cygnar's Trenchels and Long Gunners, Khador's \\-i::.
Guard, and Rhul's Gun Corps al1 wear variations of this arr:.:

Special Rules: None.

TAITORED PTATE

Cost: 130 gc

SPD Modifier:0
DEF Modifier: -1
ARM Modifier: +7

Description: This is a suit of light plate armor that usu:-,
includes full torso protection along with armored leggi:-.:,
and gar-rntlets over layers of more form-fitting chain mail a::
leather. Sometimes this armor includes a fitted armored c..
as wel1. This armor is typically qnite expensive because i:,,
tailored to the wearer. Such armor is a status symbol am.-:.
successful mercenaries, duelists, and aristocrats.

Special Rules: A character wearing tailored plate customiz<:
to the body of another character suffers a -2 DEF penaItr..

HEAVY ARMOR
Within the Iron Kingdoms, heavv armor has come to mean :-
plate, often over layers of chain mail and padded leather. T:,,
armor offers its wearer peerless protection at the cost of so:=
mobility due to great weight and somewhat restricted freeo.-:
of motion.

FUIL PLATE

Cost: 100 gc

SPD Modifier: -1
DEF Modifier: -3
ARM Modifier: +8

Description: This is a complete suit of all-encompassing pl

t
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--,, -t. It is u,orn rvith a helmet or chain coif but could incl-rde
:- --.le neck protection for a lvarlior to go rt,ithout those

:''Joncnts. Plate armol often intcgrates shirts of additional
..::tl la1'els, chain mai1, or leather elements for added

:: ::ction and padding. Thc st1'1ized artnor of the L'on Fangs

- : -:11 plate.

::ecial Rules: None.

STORM KNIGHT ARMOR

- : st: 225 gc

:lD llodifier: -2
IEF \'Iodifier: -3
.-R\I Modifier: +9

l:scription: This is the heavv almor of Cygnat's renorn'ued
- -m Knights. Extremely 1-t"ur.1, plate almol is layered over
. --.:.ccl insr-rlation that protects the rvearer flom the electrical

' , rl lris o\\'lt \\'eJpolts.

i:ecial Rules: A charactelr'vearing Storm Knight armor gains
-. -mmunitr': Electricity abilitl'.

METEE \MEAPONS
-. iollorving section describes melee n'capons colnlltorl
--.'-rghout the Iron Kingdoms. Melee neapons have the

. rr'ing attributes that define hon' thev function irr the game.

I -.i: Tlris is the cost of the rveaporr in Cygnaran gold cror'r'ns.

:..i11: This is the skill used rvheu making an attack n'ith the

-::0n.

--::ack Modifier: Some \\reapons affect attack lolls made rt'ith
--:'..

- l\\': \\'hen making a melce attack damage rol1, add the POW
- : -: rveapon and the STR of the attacker to the darnage loll.

l.=cription: This is a dcscliption of tl-re rveapon.

:::cial Rules: This section describes any special lules of the
I :'i)n.

ASSASSIN'S BLADE

- -.:: 1L) 3c
i. :il: Hand Weapon
-,::.:ck Modifier: -1
- l'\\': -1

I =.cription: The assassin's blade is a thick-bladcd sholt srvord
- :r.erl fol thrr-rsting. Due to its high damage otrtput and
.':.','e ease of concealment, such weapons are favored bv

--.-.:ir"rs and murdelers. Though capable of dealirrg mortal
' - :-r:, the assassin's blade is a clumsl, \veapon arrd best
- -:Jd into an unsuspecting victim's back.

'::cial Rules: Add +2 to back strike damage rolls nith this
-::.rn.

AXE

Cost: 8 gc

Skill: Hand Weapon
Attack Modifier: 0

POW:3

Description: Hand axcs are simple \\'capons capable oi
inflicting severe rvounds. Thev are comlrolth' used L.r'hltnters,
tlackers, and rangers. The Khadolan Armv cquips r-nost of their'
soldiers rt'ith axes due to the ease. of training and the n'eapon's

utilitl' as a tool.

Special Rules: None.

AXE. GREAT

Cost: 25 gc

Skill: Great Weapon
Attack Modifier: 0

POW:6

Description: These rnassir.e tu,o-handed axes a1e intimidating
and deadlr'. \{ith hafts as long as a marl is tall and bcaring
enormous blacles, these u,eapons are favored by trollkin, ogrtln,
and humarrs possessed of exceptional strength.



Special Rules: On a critical hit, this weapon inflicts an
additional die of damage.

A character must have at least STR 5 to use this weapon and can
only use this weapon two-handed.

AXE. HORSEMAN'S

Cost: 20 gc

Skill: Hand Weapon
Attack Modifier: -1 (on foot), 0 (mounted)
POW:3 (on foot), 5 (mounted)

Description: A horseman's axe is an axe blade on an extended
haft intended for cleaving downr,vard while in battle from
horseback.

Special Rules: This weapon has Reach.

While wielded by a mounted cornbatant, add +2 to charge attack
damage rolls with this weapon.

BAYONET

Cost: 5 gc

Skill: Hand Weapon (used as a dagger or affixed to a weapon
smaller than a rifle), Great Weapon (affixed to a rifle)
Attack Modifier: -1
POW: 2 (used as a dagger or affixed to a \'veapon smaller than a

rifle), 3 (affixed to a rifle)

Description: Bayonets are small, dagger-like blades that can
be affixed to the barrel of a firearm. Bayonets are most often
affixed to military rifles used by soldiers in the close quarters
of trench warfare. Some specialized bayonets have been crafted
for use with multi-barreled firearms as well as crossbows.

Special Rules: A bayonet used as a dagger or affixed to a

weapon smaller than a rifle uses the Hand Weapon skill.

A bayonet affixed to a rifle has Reach, mnst be used tr,vo-handed,
and uses the Great Weapon skill.

A character gains +2 to his charge attack rolls with a bayonet
affixed to a rifle.

BLASTING PIKE

Cost: 50 gc

Skill: Great Weapon
Attack Modifier: -2
POW:7

Description: The Iron Fang blasting pike is among the most
devastating polearms ever developed. It is tipped with a

powerful explosive charge with a directional blast that
obliterates common foes or rips gaping holes in warjacks. The
explosion also has the potential to knock foes to the ground
should they survive.

Special Rules: Blasting Pikes are Reach weapons.

On a critical hit, the target is knocked down.

Explosive blasting pike heads must be replaced after every attack.

The blasting pike can also be set with a spearhead that reduc.
the weapon's POW to 4 when used one-handed or to 5 n.h:
used two-handed. The spearhead does not need to be replac.
after every use. When used with a spearhead, hower,er, il-
weapon loses the critical knockdown effect.

It takes a quick action to replace the blasting pike's he:.
Explosive Blasting Pike heads and non-explosive spearhe:
replacements each cost 1 gc.

A charactel must have at least STR 6 to use this \veapon l
one hand.

CASPIAN BATTLEBLADE

Cost: 20 gc

Skill: Creat Weapon
Attack Modifier: -1 (one-handed), 0 (two-handed)
POW: 4 (one-handed), 6 (two-handed)

Description: A descendant of the cleaving swords used :'
the Caspians ages ago, the battleblade is a wide, hefty doub.=-
edged blade suitable for cleaving and heavy cuts. The tip of t:.
battleblade is never sharpened; the weapon is used solelr' :.
a cleaving weapon. Some battleblades are rounded off at ti-=
end while others come to a short, purely ornamental point, ar.:
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r ::re fe\v flare out at the tip in a heart or spade-like shape.

l ,.t far.oled by the rrobility and knightly orders of Cvgnar,
-. trverall design of the blade is utilized by' slr'ordsmen across

.:iern Immoren.

:recial Rules: A chalactel mr-lst have at least STR 5 to use this
:-rrron in one hand.

CtUB

-:'st:3 gc

:-il1: Hand Weapon

-:iack Modifier: 0

to\\: 2

J:scription: A clr-rb is a wooden implement for delivering blunt
-,-,:nc1. These rveapons take many forms, from the polished

, - --- :ooled truncheons carried by the city watches across the
- :. Kingdoms, to brutish weapons carried by the uncir.ilized

- : - :: rrf the 'r.r.ilds.

::ecial Rules: On a critical hit, a living target hit has a
-.rcc to be knocked out (p.219) by the attack. If the target

--.:::rs damagc from the attack, he must make a Willpower
- ,:gairrst a target number equal to the attacking chalacter's
- , - 9. If the target succeeds, he stays conscious. If he fails,
. :. knocked out.

CLUB. BANDED

-,:i: 6 gc

:..:ll: Creat Weapon

-::ack Modifier: -1
r l\i: -l

I ='cription: The banded clr-rb is a \\.eapon crafted specifically
' ' ..ir. It is a stout \,\'ooden club that has been banded in steel
- : .n for adde'd u.eight and reillforcement.

::.;ial Rules: A charactel must have at least STR 5 to use this
- ---:an.

- -: rritical hit, a living target hit has a chance to be knocked
: 219) bv the attack. If the target suffers damage from the

. -,,. he must make a Willpon'er roll against a target nltmber
- -,, - :o the attackir-rg character's STR + 1 1. If the target succeeds,

-.,ii's conscious. If he fails, he is knocked or-rt.

CUTLASS

- .i: l5 gc

:. :-1: Hand Weapon
--:::ck \{odifier: *L
- , t,\': -l

,..:ription: A cutlass is a short and broad slashing sn.ord,
- ; slightly curved blade sharpened on the cutting edge.

- . : i-t of the cutlass features a solid cupped or basket-shaped
- .:,r. The \veapon is used extensively by both pirates and the
' .. oi the Iron Kingdoms.

::.:ia1 Rules: None.

DAGGER

Cost: 5 gc

Skill: Hand Weapon
Attack Modifier: +1

POW:1

Description: Daggers are short, dor-rble-edged fighting knives.
Thev are made in countless shapes and sizes and are popular
hold-out weapons with adventurers and soldiers alike.

Special Rules: None.

FLAIL

Cost: 15 gc

Skill: Hancl Weapon
Attack Modifier: -1
POW:4

Description: Originalll'created as an agricultural tool, the flail
is made up of one or more spikecl ba11s or iron bars separated
from a long handle by lengths of chain. These clumsy but brutal
weapons are capable of circumventing an opponent's shield
to deliver staggerirlg blon's. Some flails are small enough to
be r,r.ielded in one hand, making them particularlv usefui to
combatJ nis orr horseback.

Special Rules: Attacks frorn flails ignore ARM bonuses from
bucklers and shields.

FLAIL. TWO-HANDED

Cost: 25 gc

Skill: Great Weapon
Attack Modifier: -2
POW:6

Description: Akin to their smaller counterparts, the largest
flails are massive weapons nith handles over a vard long.
Becanse ther. require both hands to carry, they are generalh'
n,ielded only by \varriors on foot. The damage a trvo-handed
flail can inflict is even more severe than that of a standard flail,
and the1. are just as capable of circurnventing an opponent's
shield.

Special Rules: Tr'r,o-harrded t'lails are Reach n.eapons. Tn'o-
handed flails mr-rst be used tn'o-handed.

Attacks from flails ignore ARM Lronuses from bucklers and
shields.

Or-r a critical hit n'ith this rr.capon, a character carr spend 1 feat
point to push the target l arval frorn the attacking character
and knock the target dorvn. r\fter the enemv is pushed, the
attacking character carr .rdvance r-rp to 1 .

HALBERD

Cost: 25 gc

Skill: Great lVeapon
Attack Modifier: -1 (one-handed), 0 (trvo-handed)
POW: 4 (one-handed), 5 (trvo-handed)

Description: Halberds and other polearms are common
weapons of massed infantr'1.. They are versatile weapons that
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allow the wielder to stay a considerable distance from his
opponents while delivering deadly offensives or withstanding
the crush of a cavalry charge.

Special Rules: Halberds are Reach weapons.

This weapon can be used lr'ith one or tr,r,o hands.

A character fighting two-handed rvith a halberd gains +2 to his
charge attack damage rolls rvith this weapon.

KNUCKTEDUSTERS

Cost: 5 gc

Skill: Unarmed Combat
Attack Modifier: 0

POW:1

Description: Knr-rckledusters are metal braces made to fit over'

the hand to increase damage made bv pul'lches and strikes with
the hand.

Special Rules: If a character i,vearing knuckledusters damages
his talget with a knockout strike (p. 210), add +2 to the target
number to avoid knockout.

KOPIS

Cost: 15 gc

Skill: Hand Weapon
Attack Modifier: -1
POW: 3

Description: The kopis is the traditional heavt' cleaving sr,r,ord

of the Idrian tribes.

Special Rules: A character gains +2 to his charge attack rolls
with this weapoll.

On a critical hit with this weapon, a chat'actel can spend 1 feat
point to gain an additional die on the damage rol1.

LANCE

Cost: 15 gc

Skill: Lance
Attack Modifier: 0

POW:8

Description: The lance is a long, hsnl'y spear designed for use
on horseback. The lance is longer and heavier than similar
weapons used by infantrymen. It is utterly unsuited for
throwing or for lapid thrusting.

Special Rules: Lances are Reach weapons.

A character must have at least STR 5 to use this \ reapon.

Lances can only be used to make charge attacks and then only
while mounted.

MACE

Cost: 15 gc

Skill: Hand Weaporr
Attack Modifier: -1
POW:4

Description: A mace is essentially a club topped r,r'ith a meta,
head capable of delivering br trtal strikes. Some maces are spike.:
to inflict further injury. They are common \l/eapons among th.
battle chaplains and knights of the Morrorvan CIrurch.

Special Rules: On a critical hit, a living target hit has :
chance to be knocked out (p. 21,9)b"t, the attack. If the targc:
suffers damage from the attack, he must make a Willporre:
ro11 against a target number equal to the attacking charactc-r'.
STR + 9. If the target succeeds, he stays conscious. If he fail=
he is knocked out.

MAUL

Cost: 20 gc

Skill: Great Weapon
Attack Modifier: 0

POW:6

Description: The maul is a militarl. sledgehammer of wood an:
banded steel. The massive pulverizing head is affixed to a lon:
two-handed shaft.

Special Rules: A character mr"rst have at least STR 5 to use th:.
\treapon and can only use this weapon tr'r'o-handed.

On a critical hit with this r,r'eapon, a character can spend 1 fe::
point to slam the talget d3" awav. The POW of the slam damag.
ro11 is equal to the Strength of the attacking character plus ti.
POW of this weapon. The POW of collateral damage is equal :-
the Strength of the attacking character.

NYSS CLAYMORE

Cost: 30 gc

Skill: Great Weapon
Attack Modifier: 0

POW:6

Description: The favored weapon of the Nyss, this clavm.-:'-
is an elegant and unusual weapon of remarkable qualitr'. T':.
blades of these swords are typicallv etched with Aeric run..
The hilts are wrapped in fine leathers and feature a sm:-
circular guard. So widely respected are these weapons th::
common lore has it that they rrever dull or suffer the ravas.-
of time.

Though once these weapons were exceedingly rare, ma:.
have entered the hands of outsiders following the widespre.::
destruction of the N1,ss. The hefty price for these n'eap.-:-
reflects the scarcity of those with the skills to create them a.:
the high demand for these excluisite works.

Special Rules: N1.ss claymores must be used two-handed.

A character can spend 1 feat point to boost an attack roll r,,-::-

this weapon.



OGRUN WARCTEAVER

Cost: 30 gc

Skill: Creat Weapon
Attack Modifier: -1
POW:6

Description: Created to take fr-rll advantage of an ognln's
massive strength and size, the 'r.valcleaver is a stuldv polearm
so large and heavv that even ogrrln must n'ield it rvith both
hands. A three-foot-long, one-foot-wide cleaver-like blade is

affixed to a stout tr.velve-foot pole, and the back of the cleaver

blade is str-rdded rvith spikes, allort-ing the rvarclear.er to
perfolm devastatir-rg chopping ol piercing b1on s.

Special Rules: The \,varcleaver is a Reach weapon.

A character rnust have at least STR 6 to use this rl.eapon. This
weapon rnust be used two-handed.

A charactel rvith the Huge Stature chalacteristic gains +2 to his
charge attack lolls n'ith this \,\reapon.

PICKAXE

Cost: 15 gc

Skill: Hand Weapon
Attack Modifier: -1
POW:4

Description: A pickaxe is a sapping tool as rvell as a lveaporr of
war far.ored b1' the armies of Rhu1. The head is a spike ending
in a sharp point, r,r'hich culves slightly and has a countern'eight
to irnpror.e ease of use. The stronger the spike, the more
effectivell. the tool can pierce the surface. The counterr,veight
is nearlr' alrval's a second spike, often with a flat end for
prying. The efficient momentum of a pickaxe, combined \,\rith

the small contact area, rnakes it very effective for punching
through armor. Rocking an embedded spike aids in removrng
it, whether frorn hard-packed earth or the armor and bone of a

felled enemv.

Special Rules: On a hit rvith this u,eapon against a knocked
down target, a charactel can spend 1 feat point to gain an
additional die on the damage roll.

RAPIER

Cost: 15 gc

Skill: Hand Weapon
Attack Modifier: 0

POW:2

Description: A lapier is a slender, sharpll' pointed dueling
slvord, iclealh' used for thrusting attacks. It features a complex
hilt constructed to plovicle plotectiorr ior the hand r,vielding
it. This \veapon is seldom secn orl the battlefielcls of lvestern
Immolen and is considered a n'eapon of the aristocracy and
uppel classes.

Special Rules: A charactel can spend 1 feat point to boost both
his attack and damage roll rvith this r,r.eapon.



SHIETD

Cost: 20 gc

Skill: Shielcl
Attack Modifier: 0

POW:0

Description: Shields are large nretal plates ciesigned
to protect thcir rvieldel irom halm. Though prirnarily
intcnded to augment thc armor lvorn br. their n'ielder,
shiclds are also \\.eapons in thejl o\vn light and can
inilict clusl-rirrg blon's rvith the propcl strength Lrehind
thcrn.

Special Rules: A charactel atmed n'itlr a shie'ld g.rins
+l AR\4 for each level oi the Shield skill 1.re l.ras asainst
.rttacks originating ir-r his frorrt arc. This bonr-rs is not
cu rnulative rt,ith additional shie.lds.

SHIETD- COMBAT

Cost: 35 gc

Skill: Shield
Attack Modifier: -1
POW:3

Description: ComLrat shiclds arc designed l'ith
adclitional rcinforcemcr-rt and spikes, makir-re them
usciul ior oficnse' as \\'e ll as defense.

Special Rules: A character arrned n'ith a shield gains
+l ARM for e.ach level of the Shield skill he has against
attacks originating in l-ris front arc. This bonus is not
cumulative rvith additional shields.

SPEAR

Cost: 15 gc

Skill: Creat Wcapon
Attack Modifier: -1
POW: 4 (oneJranded), 5 (tu,o-handcd)

Description: The simplcst of pole \\/eapor1s, spcars are
anr()ng the most arrcient \\.eapons still utilizcd br. the
u'.rrriors of tl-rc h'or-r Kingdoms.

Special Rules: Wherr n'ielded tn'o-lrarrdecl, spcals are

I{cach'r.r.caporrs.

A charactcr u'ielding a speal trvo-handed gains +2 to
his charge att.rck lolls.

SPRINGBTADE

Cost: 12 gc

Skill: Hand Weapon
Attack Modifier: 0

POW:1

Description: Springbladcs are daggers rvith retractable
blades that slide b.rck into their handles n'hen not
in use. With the tor,rch to the button of the internal
rclease mcchanism, a powerful sprir-rg forces the lrlade
outn'.rld into fighting position. This u,eapon is favored
Lrv assassilrs and street fighters.

Special Rules: A character can draw, a sprinql.,.
rvithor-rt nsirrg a qr,rick actiorr.

STAFF

Cost: 5 qc

Skill: Clcat Wcapon
Attack Modifier: ()

POW:3

Description: This is .r six-ioot length of poli*
hardn,ood. It is favored Lr1' travelers, r.r,,.rnderels,

all) Ollr'rCCkirrg Jrl Llit.ts\uIIinq \\ eapr)lt.

Special Rules: Stafis arc Rcach wcapons.

Staffs r-nust be nscd tn,o-hanclcrl.

A character can spencl 1 feat poirrt to m.rkc a trip.ti:
insteacl of a normal attack rt'itl-r his staif. If the attack i

the targct is knocked don'rr instead of suffe'r'ing clant.t

STAFE BATTLE

Cost:12 gc

Skill: Great Weapon
Attack Modifier: 0

POW:,1

Description: Battle. staffs are weapons of steel or ban
hard n,ood set u.ith a heavv head and one tip r-rsutl

delivering cmshing blon's. The clergv of Menoth r.
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-'-:le staffs as their primaly armament and symbols of

>:ecial Rules: Battle staffs are Reach rt'eapons.

: '.::le staffs must be used trt,o-handcd.

:iraractel can spcnd 1 feat point to
-, (e a trip attack instead of a normal
-::.:ck n'ith his staff. lf the attack hits,
-. target is knocked dor'vn instead of

- -::ering damage.

- - -r clitical hit, a living target hit has a chance
:.'knocked out (p. 219) by the attack. If the target

-,::t:s damage from the attack, he must make a

: rorver roll against a target nnmber equal to the
- -:cking character's STR + 9. If the target succeeds, he
- -: . conscious. If he fails, he is knocked out.

SWORD

-:si: 12 gc

:-'r11: Hand Weapon

--::ack Modifier:0
: l\t: 3

--'cription: Though each nation favors its olvn style
.. - -: neans of manufactule, srvords have been among
- :rost commoll weapons in use across hnmoren since

. -::.-.uitr'.

::ecial Rules: None.

SWORD CANE

-:st:1igc
i..:11: Hand Weapon
--::ack Modifier:0
: l\\': 0 (u'hen rvielded as a carre) or 2 (n'hen drarvn)

I =.cription: Effectively a short sn'ord conccaled lvithin
. :-..:ft oi .r heavy rt,alkir-rg stick, the sn-old cane is a

. ::t-l rve.rpon of aristocrats, assassins, and duelists.

:::cial Rules: An observant character can discern a

:j cane frorn a normal cane n'ithor-rt handling it
: - : successful PER + Detection roll against a target

' :- :.er of 1.1.

SWORD. GREAT

_ .i: ltt gc

:. :-i: Great Weapon
-,::.rck Modifier: 0
- l \\-: ir

--..cription: Great sn'ords are hear'\', double-edged
-:.. rvielcled with both hands. Tr,r,o-handed sr.r.ords

- . 'r-reerr favored by srvordsmen for centuries,
- ::ularlv thoselvho regulally fight hear.ily armored
- - : steamjacks.

:: =cial Rules: Gleat sl,r.ords must be used trvo-handed.

' .. : rn ords har e Reach.

TRENCH KNIFE

Cost: 10 gc

Skill: Hand Weapon, Unarmed Combat
Attack Modifier: 0 (Hand), -1 (Unarmed

Cornbat)
POW:2

Description: Trench knives are long,
heavy bladed daggers favored by fighting

men across lvestcrn Immoren. The weapon
featules a stndded or spiked "skull crusher"

hand guard that be used to deliver bone snappirrg
blows with the fist.

Special Rules: Trench knives' skull crusher hilts can be

used to make Unarmed Combat attack ro11s. If a character
using the skull crusher as a melee weapon makes a

knockout strike (p. 210) that damages his target, add +2 to

the target number to avoid knockout.

TRENCH SWORD

Cost: 15 gc

Skill: Hand Weapon, Unalmed Cornbat
Attack Modifier: -1
POW:4 (Sr,vord), 2 (skul1 crusher)

Description: Modeled after the trench knife, the trencl-r

sword is a stolrt and heavy sword blade affixed to a

studded or spiked "skul1 crusher" hilt.

Special Rules: Trench svvords' skull clusher hilts can be

used to make Unarmed Combat attack rolls. On a critical
hit with a skull crusher, the target is knocked don,n. If a

character using the sku11 crusher as a rnelee weapon makes

a knockout stlike (p. 210) that darnages his target, adcl 12

to the target nunrber to avoid knockout.

WAR HAMMER

Cost: 20 gc

Skill: Great We'apon

Attack Modifier: -1
POW:5

Description: Militarl' hammers are. ove.rsized r ersions o[
the common tool, tvpicallv folgcc'l fron ircrn or steel .rrrt1
used bv indir.idr-rals possessecl of gre at strL.nqth.

Special Rules: .\ character must have at least STR 6 to tr.-se

this ne.rpon in (,nr'h.rrLl.

On a critical liit, a lir ing tarsct hit h.rs a chalrce to be'

knocked out (p. 119) bv thc attack. If thc target sutfcrs
damage from tht .-rtt.rck, ire must make a \\'illporrel loll
against a target nuntber cqr,ral to the ;rttacking character's
STR - 12. If the target sncceecls, he stavs conscious. If he

fails, he is knockcd out.



;AR. MICHANIKA. AND ATCHEMY ..:]

RANGED WEAPONS
The majority of firearms in the Iron Kingdoms are breech
loading, meaning that to reload a firearm, a trap door on the
rear of the filearm is opened, the round is placed within the
firearm, and then the trap door is closed. Then the firearm is
ready to be fired. The cartridge sits snugly in the chamber until
the trigger is pulled. By pulling the trigger, the shootel leleases

a pin that drives itself into the rear of the round, throngh trvo
silk pouches. This causes the t'lvo components of the blasting
powder within the pouches to mix, inciting a chemical reaction
that explodes, dliving the bullet that sits ahead of the pouches
forward out of the weapon's rmzzle.

In the beginning, the first firearms manufactured by the Order
of the Golden Crucible utilized a multi-part loading process

that included dropping two silk pouches, each \,vith a different
component of the two part blasting powder down the rnuzzle ot
the firearm, followed by a bullet tucked inside a bit of wadding
and tamped down with a rod before being fired. Once fired, the
bullet and wadding would be ejected from the muzzle of the
weapon and the silk pouches would burn up, leaving the barrel
empty and waiting for another load.

A major development of the filearm was moving to a breech

loading system, where the bullet and silk pouches containing
the blasting powder could be placed into the chamber through
the rear of the firearm. A minor but cost saving development
was to place the bullet and the powder into one paper cartridge.
This paper is thin to leave as little fouling in the chamber as

possible. Though these paper cartridges can withstand normal
handling on a battlefield, should they become wet or receive aly
significant trauma, the paper falls apart. The components can

stil1 be useful if loaded individually, but the gunman's reload is
slowed. Paper cartridges were seen as aIr improvement over the
multipart loading process of the past, but the extra paper has

two detriments on the internal workings of the firearm. First,
more fouling is caused, which can lead to more malfunctions
if the weapon is not properly cleaned after significant use.

Second, the firing pin has more material that it needs to drive
through to puncture the silk pouches within. This extra stress

on the firing pin can cause the sharp firing pins to be dulled or
bent and rendered useless. Thus, for a firearm that uses paper
cartridges to remain reliable, the weapon needs to be regularly
maintained following any extended use.

Around the same time the breech 'loading firearm was

developed, the muzzle loading pepper box mechanisms
were developed and a while thereafter, the ammo wheel was
developed. The ammo wheel allowed the shooter to reload
the wheel's chambers through the rear of the weapon using
paper cartridges. In addition to being easier to reload, the pin
that holds the ammo wheel in place can be pulled, allowing
the ammo wheel to be removed and replaced with another
preloaded ammo wheel This simple feature meant that in the
time it took an average shooter to reload one round in a breech

loading rifle, the ammo wheel of a weapon could be replaced
and the weapon fully reloaded.

The pepper box and ammo wheel actions contain rnultip--
preloaded chambers. The first pepper box actions n'e:.
advanced by hand, but later developments possessed clockrrr.:.
mechanics that advanced the chamber with the pu1l of a trigs-:
before striking the cartridge'lr'ith the firing pin. This made tr-
idea of lapid firing firearms a reality.

Gunsmiths changed the battlefields of rvestern Immoren aq;.-
with the development of the metal cartridge. By placing the t'..,

silk pouches inside of a metal cartridge capped with a bullet, ::-.
gr-rnsmiths created a cartridge rvhich would leave less fouli::
and that could guide the firing pin into the round thror,rgh :
small well without causing the firing pin a lot of damage --:

dulling. By capping the rear of the cartlidge u'here the p-

enters rvith a small drop of u,ax, the gunsmiths also createc "
water-resistant cartridge. Tl-re rounds with metal cartridges a:.
easiiy dumped out of their breech loading actions with a flick ::
the wrist to clear the chamber for the next round, but the pap=:
cartridge remains the favored cartridge of gunfighters, sir;.
the weapon is left with an empty chamber following the lou::
being fired. Further, paper cartridges are more easily acquir::
and loaded in the fie1d. It was not until the introduction oi:l--
ejector that the metal cartridge's greatest contribution rvou-:
come to be known in automatic weapons.

Now that gunsmiths had metal cartridges that slid with le..
resistance when compared to paper cartridges and ejectc:.
to remove the spent cartridges, firearms in rvestern Immorr:
could take their next major leap in advancement: the belt l-:
automatic gun. The lack of friction from the metal cartlit-ls=.
allowed for gravity fed magazines that could drop rounds ir::
a cycling action somewhat reliably. But it was the belt fe:-:
action that allowed for battlefield reliability and consistenc-
These new weapons recycle the energy being blown out of :l-=
weapon to power the cycling of the automatic action, u'h:::-
ejects the previous cartridge while reloading a ne\v cartric:=
into the chamber and recharging and releasing the firing p:-
This results in one man being able to fire so many shots \r::--
one pull of the trigger that he could outperform the capabilit:=.
of the barrel of the weapon, necessitating the developmeni ::
water-cooled barrels.

Ranged weapons have the following attributes that define hc,
they function in the game.

Cost: This is the cost of the weapon in Cygnaran gold crowns (g:

FIREARM RETOAD TIMES
It takes a quick action to load a cartridge, either paper or
metal, into a breach-loading firearm. Loading a muzzle-
loading firearm, or loading the separate elements of the
shot (the two blasting powder packets and bullet) into a

breach loader separately takes a full round rather than a

quick action.
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BLASTING PO\A/DER AND
THE END OF AAONOPOTY

Though blasting powder was once an expensive and

caref ully regulated commodity of the Order of the Golden

Crucible, their virtual monopoly on its manufacture has

long since ended. Every kingdom has developed its own

supply and methods of manufacture. The dissolution of
the Golden Crucible following the Khadoran invasion of
Llael saw the secrets of its creation spread to hundreds
of independent chapterhouses and alchemical shops

throughout the Iron Kingdoms.

Blasting powder is now available throughout the Iron
Kingdoms in great supply. The quality of ammunition
varies, and certain groups such as the Free Order of
the Golden Crucible have a reputation for higher quality

and consistency of product, and can charge a premium

accord i ng ly.

:-:rmo: This is the amount oi ammunition the n'eapon holds.
. -:. its ammunition has been expended, the n'eapon mnst
'- ::ltraded before it can fire agair-r. Reloading one round of
, --:iunitiorr (or nocking a bor,v) requires one quick action, so

- ' loading a repeating firearm in the heat oi battle can take
-- linre.

i::ective Range: This is the practical range of the rveapcxr in
:-::t. A ranged weapon can hit targets and deal damage

. : :.r its extreme range, but attacks against a target past the
'.::ive range of the r'veapon suffer -5 to the attack roll. The
:::ivc lange of the r'r.eapon is listecl in feet, r'vith its tabletop

: -:: in inches in parentheses.

:-:nlrer that one inch on the tabletop is etlual to six feet.

I ' :reme Range: This is the extreme lange of the n eapon, given
:.::. Thro\vn \\reapol1s do not have an extreme range.

:.:11: This is the skill used n'hen making an attack tvith the

- ,l: L)11.

:,,::* 
*tdtfier: Some \\.eapons affect attack rolls rnade nitl-r

: lti\-: \\'her-r making a ranged attack damage roll, add the POW
::- \\ eapon to the damage ro1l.

-- l,E: This is the size of the rveapon's area of effect.

I =.cription: Tl-ris is a description of the rveapon.

!:=;ial Rules: This section describes an1. special r'ules of the

AXE. THROWING

Cost: 12 gc

Ammo'-
Effective Range: 36 feet (6")

Extreme Range: -Skill: Throrvrr
Attack Modifier: 0

POW:3
AOE: -
Description: This is a hand axe that has been balanced for
th rorving.

Special Rules: Add the thror,r,er's STR to the POW of the

damage roll. It c.l-r be used as a melee weapon as r,vell as a
rangecl \\'eapon.

BLUNDERBUSS

Cost: 30 gc

Ammo: 1 (heavv round)
Effective Range: -lE feet (8 )
Extreme Range: 2.10 feet

Skill: Rif-le

Attack Modifier: -2 (one-handed), -1 (trvo-handed)

POW:12
AOE: -
Description: The blundcrbr-rss is a short, stubbl' breach-loading
rifle r'vith a large bore. An r-tnrefined weapon that has changed

little since the Rebellion, the blunderbr-rss tl.pically fires a

porverful, short-range round. The blunderbuss is the standard-
issue u,eapon of the Khadoran Winter Gr-rard.

Special Rules: It costs 3 gc for blasting por,r'der, bullets, and

casings for fir,e heav,v rounds.

Cost: 5 gc

Ammo: -
Effective Range: 48 feet (8')

Extreme Range: -Skill: Thron'n
Attack Modifier: -2
POW: 0 + Thlor'r,er's STR

AOE: -
Description: A bola is a simple thron'ing \\-eapon made of
lengths oi rope ar-rd chain affixed together and ending in hear.t'

n'eights. The u'eapon causes little clamage, as its tme purpose is

to entangle ancl trip its t.rrget.

Special Rules: A character hit rvith a bola must succeed in a

STR + PRIV roll against a target nnmber oi 15 or be knocked
dow'n. If the chalacter succeeds, he rnanages to get free of the
bola beiore becoming entangled bf it.

Once knocked c1on.n, the character must either spend a quick
action and succeed in an ACL + Rope Use skill roll against a target
number of 10 to untie himself or spend a quick action and succeed

in a STR ro11 against a target number of 10 to break free. If the
attempt fails, the character can spend additional quick actions
repeat the attempt but can take no other action until freed.



BOW CANNON.SHIELD

Cost: 20 gc

Ammo:1
Effective Range: 60 feet (10")

Extreme Range: 300 feet
Skill: Archery
Attack Modifier: 0

POW:10
AOE: -
Description: Though bows are used less frequently in the
modern age of firearms, a bow is still a deadly weapon in the
hands of an expert. A bow's height is roughly equal to that of
its wielder-

Special Rules: It costs 1 gc for ten arrorvs.

This weapon requires two hands.

BOW. GREAT

Cost: 45 gc

Ammo:1
Effective Range: 60 feet (10")

Extreme Range: 300 feet

Skill: Archery
Attack Modifier: 0

POW:12
AOE: -
Description: This is a large, stout borv rvith an extremelv heavy
drar.r,.

Special Rules: It costs 1 gc for five arrows.

This weapon requires two hands.

A character must have at least STR 6 to use this weapon.

BOw. NYSS

Cost:35 gc

Ammo:1
Effective Range: 72 feel (1.2)

Extreme Range: 360 feet

Skill: Archery
Attack Modifier: 0

POW:10
AOE: -
Description: The Nyss are known for the power of their fine
composite bows. These weapons are strong enough to withstand
the freezing climates of the far north where a lesser bow would
shatter from use. Their ingenious design also redoubles the
archer's strength, greatly increasing the range of the weapon.

Special Rules: It costs 1 gc for ten arrows.

This weapon requires two hands.

A character must have at least STR 5 to use this weapon.

Cost: 45 gc

Ammo: 1 (heavy round)
Effective Range: 48 feet (8")

Extreme Range: 240 feet
Skill: Rifle
Attack Modifier: -2
POW:12
AOE: -
Description: This is a heavy, short-range rifle mounted in the
center of a shield. The weapon can be used as shield and as :
ranged weapon.

Special Rules: This weapon is also a shield (p. 258).

It costs 3 gc for blasting powder, bullets, and casings for tir:
heavy rounds.

As part of a charge, after moving but before making the charge
attack, a character can spend 1 feat point to make one rangcc
attack with this weapon targeting the enemv charged unles.
the character was in melee with the enemy at the start oi his
turn. When resolving the ranged attack, the attacking characte:
does not suffer the target in melee penaltr'. If the target is not ir
melee range after moving, the character can make the rangec
attack before his turn ends.

CARBINE

Cost: 60 gc

Ammo: 5 (metal-cased light round)
Effective Range: 60 feet (10")

Extreme Range: 300 feet
Skill: Rifle
Attack Modifier: 0

POW:10
AOE: -
Description: The carbine is primarily a military \ reapon

bridging the gap between the pistol and rifle. The u.eapor.
utilizes a five-chambered ammo wheel that can be replaced ir.
the heat of combat instead of reloading each chamber separateh-.
A relatively advanced weapon, it is rare to see a carbine for sale
on the open market.

Special Rules: Replacing this weapon's ammo wheel requires :
quick action. Reloading each chamber of the ammo wheel takes
one quick action.

It costs 3 gc for blasting powder, bullets, and metal casings fo:
five light rounds.

An extra ammo wheels cost 15 gc.
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'.:: 1O gc
-:-no: 1

-::ctive Range: 60 iect (10 )

::eme Range: 300 fcct
. :-l: Crossbor.r'

:::ck Modifier: -2 (one-l.randecl), 0 (tn'o-handetl)

_',\': 12
-rr'-

I..cription: Numerous nations and races developed
- --...iv indeper-rdentlli and thet' are rviclcspread, if
- :'.rrn, \\'eapons across \\'estern Itnmoren. Crossbolvs
- -:-.rr n,eapons among assassins and hunters alikc.

::=:ia1 Rules: It costs 1 gc ior tenbolts. A crossborv takes a

:- :o reload.
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.:: ltl gc
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Description: Thc repe.rting, or rnechanical, crossbort' is ;r

ntas.rzine ied crosslrorv tl-rat rt-loads itseli each tirnc the Lrorv

stlirrg is lockcd Lrack ir-r prl;16.-. The n'eapon's magazine' must Lre

rcmoved for it to Lrc reloarlcc-l aucl can be replaced in the heat of
cornLr;rt instead oi relo.rtliug r.ach bolt b1' hand.

Special Rules: Replacing this 1\'eapon's magazitrr' r'equires a

quick ;rction. Lo;rc'ling cach bolt into the magazinc takes one

rluick action.

This n eapon requires tn'o hands.

It costs 1 gc for ten bolts. Ar-lditional magazines cost 10 gc each.

GRENADE, CONCUSSION

Cost: 20 gc

Ammo: -
Effective Range: 48 feet (8')

Extreme Range: -Skill: Thron.n
Attack Modifier: 0

POW: -
AOE:3

Description: A concussiou greuade utilizes a volume of "true
.rir," an alchemical gas knon'rr ior its erparrsir e rlualities.
Truc air is captured, lic1r-refied through a tre.rtrnent process,
then cooled and stored n ithin the grerrade. \\'hen tlre bomb is

detonated, the true air is hcatc.c-l ancl rele.rsed.

Special Rules: Once it is in hancl, using a grerracle rcquires both
a quick action ancl ar-r aitack. The quick action is spcnt pulling
the pin, and tl-re attack is to .-rctuallv thron, tl-re qrcnade.

The concussion grenadt' caLlses no dam.rge. Characters car-rght

in the AOE are knockecl don u. Cloud eiiects ovcrlapping the
AOE cxpire.



GRENADE. EXPTOSIVE GRENADE- STRANGLE GAS

Cost: 10 gc

Ammo: -
Effective Range:48 feet (8")

Extreme Range: -Skill: Thrown
Attack Modifier: 0

POW:12
AOE:3

Description: Explosive grenades come in many shapes and
sizes. They are most often round metal objects a little smaller
than a man's fist. They can also be cylindrical, integrate a stick
or grip at the base for throrving, contain studs to aid in the
holding of the device, ol incorporate any of a countless number
of other variations.

Grenades typically have a handle locked ir-r place by a removable
safety pin. Once the pin is pulled, the grenade is primed but
still does not explode until the handle is released, such as by
being thrown. As long as the grenade is held in the hand, the
handle temains in place. Upon the handle's release, either a

fuse ignites or a clockwork mechanism is thrown into motion,
depending on the nature of the grenade. After a few seconds
the grenade explodes.

Special Rules: Once it is in hand, using a grenade requires both
a quick action and an attack. The quick action is spent pulling
the pin, and the attack is to actually throw the grenade.

GRENADE. SMOKE

Cost: 5 gc

Ammo: -
Effective Range: 48 feet (8")

Extreme Range: -Skill: Thrown
Attack Modifier: 0

POW:-
AOE:3

Description: Smoke grenades contain an alchemical compound
that when set off produces a thick, billowing cloud of smoke.
Smoke grenades come in an assortment of colors used by the
militaries of the Iron Kingdoms to signal various conditions
on the battlefield. These grenades are produced cheaply and in
large numbers by the militaries of the Iron Kingdoms.

Special Rules: Once it is in hand, using a grenade requires both
a quick action and an attack. The quick action is spent puiling
the pin, and the attack is to actually throw the grenade.

Smoke grenades cause no damage. The weapon's AOE is a cloud
effect that remains in play for one round.

Cost: 20 gc

Ammo: -Effective Range: 48 feet (8")

Extreme Range: -Skill: Thrown
Attack Modifier: 0

POW: -AOE:3

Description: These grenades unleash gouts of choking, fuminr
gas. They are produced cheaply and in large numbers by the-

militaries of the Iron Kingdoms.

Special Rules: Once it is in hand, using a grenade requires boti:
a quick action and an attack. The quick action is spent pullins
the pin, and the attack is to actually throw the grenade.

Strangle gas grenades cause no damage. The weapon's AOE i=

a cloud effect, gas effect that remains in play for one round.
While in the AOE, living characters suffer -2 DEF and -2 o::
attack ro11s.

GUN AXE

Cost: B0 gc

Ammo: 1 (heavy round)
Effective Range: 48 feet (8")

Extreme Range: 240 feet
Skill: Rifle
Attack Modifier: -1
POW:12
AOE: -
Description: This weapon integrates a heav1., short-range riil:
into the handle o{ an axe.

Special Rules: When used as a melee weapon, this weapon ha=

an attack modifier of -1, is POW 3, and uses the One-Handec
Weapon skil1.

It costs 3 gc for blasting powder, bullets, and casings for fir--
heavv rounds.

RIFTE GRENADES
Concussion, explosive, smoke, and strangle gas

grenades are also available from various arms
production plants throughout the Iron Kingdoms as

rifle-launched grenades. These grenades can be fitted
to the barrel of a military rifle and frred. When frred
from a military rifle, a rifle grenade has a range of 60
feet (10"), no extreme range, and the same AOE and
effects as the standard grenade type. A character firing
a rifle grenade suffers -2 on his attack roll.
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\s part of a charce, after moving but beiore making the charge
.rttack a charactel can spend 1. feat point to make a rangeci
,rttack rvith this n'eapon targeting the enemv charged unless
he rvas in rnelee rvith the enemy at the start of his turn. When
rL.soh.ing the ranged attack, the attackirrg character does rrot
suffer the target ir-r melee penaltt,. If the target is not in melee
:ange after movir-rg, the character can r-nake tl-re ranged attack
:.eiorc his turn ends.

HAND CANNON

Cost: 100 gc

-\mmo: 1 (heavv ror-rnd)

Effective Range: 72 feet (72")

Extreme Range: 360 feet
Skill: Pistol
,\ttack Modifier: 0

POW:12
,\oE: -
Description: Extre.meh' heavv and rt,ell-made pistols, l-rancl

:.l1nons are expensive fir'earms most commonlt' found in
irc possession of ranking rnilitarl, officels. These enormous
-..rndguns pack a sigrrificant punch and are accurate to a ralrge
--rr beyond that oi most other pistols.

Special Rules: It costs 3 gc for blastirrg porvder, bullets, and

--rsings ior five heavv lourrds.

HAND CANNON. DUAI

Cost: 250 gc

\rnmo: 2 (heavy round)
:f fective Range: 72 ieet (1,2")

irtreme Range: 360 feet
Skill: Pistol
\ttack Modifier:0
lOlV: 12

\oE: -
Jescription: This is a hand cannorl n'ith trvo barrels. Each

-::rel can be fired independentlli or thev can be dischargec'l

:cther ior a single rnassive blast.

ipecial Rules: Discharging both barre'ls together is trcated as a
- -:le attack, arrd the \\,eapor-l suifers-2 on the attack roll. If the
.:.rck hits, add +3 to the clamage roll.

. .'.rc1irrg each barrel takes orre quick action.

:.rsts 3 gc for blastirrg pon'cler, br-rllets, ancl casiugs for five
- -.:i.r' rounds.

HARPOON GUN

_- 'st: 35 gc

::i-rrloi 1 (harpoon ol grapple)
:::ective Range:60 feet (10")

: , ireme Range: 120 ieet
:..i11: Ritle
--::ack Modifier: -2
- llV: 12

aE.

Description: The harpoon glrn is a specialli' designecl firc.rrm
r-nade to propel a harpoon over long distances. Harpoon guns
tvpicallv have sl-rort, stout barlels and are fitted \vith iron rings
that can be used to tie off the harpoon line and to arrchor the

harpoon sun into seculed mounting, such as on a ship. The

trLre range of the harpoon gurr is lirnitcd b1, the rope or cable

attached to the halpoorr.

The harpoon gun can also be used to file a grappling hook and

1ine.

Special Rules: Ii this rveapon damages a target u.ith an equal
or smallel base, immediately aftel the attack is resolvecl the
damaged character can bc'pushe'd anv distance directll'ton'ard
the character armed'r.vith the halpoon.

A grappling hook has a -4 attack rnodifier ir.rstead of -2 and has

POW 8.

It costs 1 gc ior blasting pon'der and casings for' fir,e charges.

Aclditional harpoons ol grapples cost 1 gc each.

JAVETIN

Cost: 5 gc

Ammo: -
Effective Range: 48 feet (8")

Extreme Range: -
SkiIl: Throrvn
Attack Modifier: 0

POW: 3 + the thron.er's STR

AOE: -
Description: A javelin is a light spear designed for thron'ing.

Special Rules: Add the thlou.er's STR to the POW of the

damage roll.

KNIFE, THRO\MING

Cost: B gc

Ammo: -
Effective Range: 36 feet (6')

Extreme Range: -Skill: Tl.rroivn

Attack Modifier: 0

POW:2 + the thron'er's STR

AOE: -
Description: This is a hear.r' knife b;rlanced ior throrr irrg.

Special Rules: Add the throrver's STR to the PO\\' r.i rhe

darnage roll. A throiving krrife can Lre used as a r-nelee \\'ctr'-r.:r

as rvell as a rarrged \veapoll.
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OGRUN BATTTE CANNON PISTOI. HOTDOUT

Cost: E5 gc

Ammo:1 (shell)

Effective Range: 72 feet (72")

Extreme Range: 360 feet
Skill: Rifle
Attack Modifier: -2 (one-harrded), -1 (trvo-handed)
POW:12
AOE:3

Description: A small cannoll designed to be fired bt' an
ogrun from the hip, tl-re battle canrlorl is a rveapon of Rhulic
manufacture.

Special Rules: This weapon c.rn bc u.ielded onll' b1. characters
rvith the proportiorrs of an oglun and w,ith STR 6 or greatel'.

It cost 3 gc for orle ogrun battle cannon shell.

PISTOT

Cost: 20 gc

Ammo: 1 (light round)
Effective Range: 48 feet (8')

Extreme Range: 240 feet

Skill: Pistol
Attack Modifier: 0

POW:10
AOE: -
Description: Har-rdguns are cornmonlt' found among militarv
officcls, adventnrers, and even private citizens seeking
weapons of self-defense.

Special Rules: It costs 2 gc fol blasting pon'der, bullets, and
casings for five light lounds.

Cost: 15 gc

Ammo: 1 (light r-ound)
Effective Range: 24 fcct (4")

Extreme Range: -Skill: Pistol
Attack Modifier: +1

POW:8
AOE: -
Description: Cor-rcealable and eas1.' to control, the holdout pi:i
fires a small-calibel ball that, thor,rgh accurate, is effective on.
at extremell. close range. Despite its shortcomings, the hoklr,,
pistol is favored as a \\'capor-r of last lesort b1. those rvith lit:
skill in firearms.

Special Rules: It costs 2 gc for blasting porvder, bullets, .r:-

casings for five light rounds.

PISTOL. MAGETOCK

Cost: 150 gc

Ammo: 1 (rnetal-cased rr-rne shot)
Effective Range: 60 feet (10")

Extreme Range: 300 feet
Skill: Pistol
Attack Modifier: 0

POW:10
AOE: -
Description: The signature \\reapon of the gr-rn mage, ei. '

magelock pistol is the hand-crafted prodr,rct ot a nr.tsr.:
gurrsmith. On1r, rare and difficult to marrufacturc steel allr,'..
can rvithstand the arcar-re stresses caused bv rr-rne shots, .
rnagelock pistols are treasured b1' their o\\/ners. A mageh'..
fires metal-cased rune shot rounds in rvhich both the bullet .r;- --

its casing have been inscribed n'ith runes.



::=;ial Rules: Magelock u'eapons can onlr' fire rune shot
" :-,1i1ition.

.:s 5 gc fol blasting powder, rune-scribed bullet, and met;rl
- -: ior one Lonnd of mne shot ammunition. Due to the high
-: .': antmnnition, most glllr lrlcrges pollr their orvn rune shots

- Clait Rr-rne S1.rot," p. 160).

-.:r iired b1' a gun rnage, this \\,eapon is a magical \\,eapon.

PISTOI, REPEATING

:- ii.'r
- :-:no: 5 (light round)
: -:=ctive Range: 48 feet (8')

i ::eme Range: 240 feet
:. :-l: Pistol
-::::k Nlodifier:0- ,\': i0

- ..:ription: The repeating pistol utilizes a five-chanbered
- -' l'heel that can be leplaced in the heat of combat instead
'. .:ding each cylinder separately.

: : .::al Rules: Replacing this \,veapon's ammo rvheel lecluires a

, ,:ctior-r. Reloading each cylinder of the ammo r,vheel takes
- -::ck action.

.:. 2 gc for blasting po\vder, bullets, and casings for five
- : runds. Additional ammo n.heels cost 15 gc each.

QUAD-IRON

Cost: 200 gc

Ammo: 4 (light r or-rnc-l)

Effective Range: 60 feet (10 )

Extreme Range: 300 feet

Skill: I'istol
Attack Modifier: *1

POW:10
AOE: -
Description: A trul1' massive pistol, the qlrad-iron is a hear')',

four-balreled pistol capable of firing al1 of its barlels irr rapid
successiorl. Expensive and rare, quad-irons ale highl1' \,a1ued

by pistoleers despite their neight and punishing recoil.

Special Rules: After a hit rvith this r.veapon, once the attack
has been resolved the attackel can immediatelv make one
additional attack n'ith this rveapon targeting tl-re last chalacter
hit or another character rvithin 2" of that character. This attack
is in addition to the attackcr's other actions.

Reloading each barrel takes one quick action.

It costs 2 gc for blasting por,r'der, bullets, and casings for five
light lounds.

RADCTIFFE CARBINE

Cost: 250 gc

Ammo: 5 (metal-cased heavr. round)
Effective Range: 78 feet (13')

Extreme Range: 390 feet
Skill: Riile
Attack Modifier: -2 (one-handecl), 0 (trr.o-hancled)

POW:11
AOE: -
Description: The Radcliife Gunn-elks heavv carLrine is among
the finest firearms ever made. Packing the punch of a rnilitarl.
rifle and nearlr.the rar-rge of a long gun, this \\ieaporl is treasured
b1' the rnilitarv officers n'ho can afford them. The neapon
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RIFLE. HEAVY

Cost: 120 gc

Ammo: 1 (heavy round)
Effective Range: 84 feet (14")

Extreme Range: 420 feet
Skill: Rifle
Attack Modifier: 0

POW:12
AOE: -
Description: Heavy rifles are devastating weapolls found on,'
in the hands of sr-rccessful monster hnnters and the most seni.-:
of the kingdoms' riflemen. The Vanar Liberator is ilrst rr..
example of this extremely heavv and accurate categor). of rii.'

Special Rules: It costs 3 gc for blasting pon,der, bullets, ar::
casings for five heavy rounds.

This weapon requires tr,r.o hands.

r-rtilizes a five-chambered ammo r,vheel that can be replaced in
the heat of combat instead of reloading each cylinder separately.

Special Rules: Replacing this weapon's ammo wheel requires a

quick action. Reloading each cylinder of the ammo wheel takes

one quick action.

It costs 4 gc for blasting powder, bullets, and metal casings for
five heavy rounds.

Additional ammo wheels cost 15 gc each.
RIFLE. AAAGETOCK

RIFLE, LONG Cost: 200 gc

Ammo: 1 (rune shot)
Effective Range: 84 feet (14")

Extreme Range: 420 feet
Skill: Rifle
Attack Modifier: -2 (one-handed), 0 (two-handed)
POW:10
AOE: -
Description: Exceedingly rare, the magelock rifle is a lor:
rifle especially constructed to fire rune shots. A magelock fir-.
metal-cased rounds in which both the bu1let and cartridge ha'..
been inscribed with runes.

Special Rules: Magelock weapons can only fire rune sh.:
ammunition.

It costs 5 gc for blasting powder, rune-scribed bullet, and mei:
casing for each round of rune shot ammunition. Due to the his-
cost of ammunition, most gun mages pour their own rune shc,:.
(see "Craft Rune Shot," p. 160).

This weapon requires two hands. When fired by a gun mas.
this weapon is a magical weapon.

Cost: 50 gc

Ammo: 1 (light round)
Effective Range: 84 feet (14")

Extreme Range: 420 feet

Skill: Rifle
Attack Modifier: 0

POW:10
AOE: -
Description: Popular among hunters, riflemen, and snipers,
long rifles are cumbersome weapons but are extremely
effective at long range.

Special Rules: It costs 2 gc for blasting powder, buIlets, and
casings for five light rounds.

This weapon requires two hands.
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RIFTE- ATITITARY RYNNISH WATKING STICK

-: 't: 15 gc

--::1mo: 1 (heavy round)
i:rective Range: 60 feet (10")

l-.ireme Range: 300 feet
: rill: Rifle
--::ack Modifier: 0

. l1{: 11

-, iE: -
l=scription: The militarl' riflc is a stont, heavv rifle. Though

-.-ks the range oi the long rifle, the militar)' riflc' packs rnole
- -h.

::=cial Rules: It costs 3 gc for Lrlasting porvder; Lrullcts, arrd
- ::ls ior fir,e hear.]' rourlds.

- ',\'c(-lpon reqr,rires ttvo hands.

RIFLE. REPEATING

- ::t: itl gc

- r:-.mo: 5 (light round)
::::ctive Range: 84 feet (1,1")

: ,::eme Range: 420 feet
: . :11: Rifle
.::-:ck NIodifier: 0
- 

- \\': 1()
-,E,

, ..cription: The repe ating rif-lc is prirnarilv a rnilitarr. \\'eapon.
''.c'ilpon utilizes a five-charnbcrecl arnmo rvhccl that can

:,'-.laccd in tl-re heat of cortrbat instcad of reloading each
- --.cr scparately.

::-:ial Rules: Replacing this n'eapon's anrrno n'hccl rccluires a

-, -':ctiorr. Re.loading each cvlinder oi the amlno rvhe el takes
- - ."-:ick action.

-::2 sc iot blasting potvder, Lrr-rllets, and casirrgs for fir'e
- ' :'\iLll'lc'ls. Additional ;rmr.no u'heels cost 15 gc e'ach.

- . (ip()r1 r'cquires tn'o harrds.

Cost: -10 gc

Ammo: 1 (light round)
Effective Range: -18 fe et (8')

Extreme Range: 210 fcet

Skill: Ritle
Attack NIodifier: -2 (orre-l.randed), ll (tn'o-harrded)
POW:11')

AOE: -
Description: The Rr rrnish rralkirrg stick is a small firearm
cr>ncealecl rrithin the h.rft of a canc. Thr'rveapon can be fired
I ike .r short-rarr gc.tl ri flc.

Special Rules: Arr r)b:cr\'A1ri ch.lractr'r can rliscerrr a R\rrrrish
n.rlking stick frorr .r noLm.rl rtrlkiirq :tick n ithout hant-llirrq it
n'ith.r sr-rccessiul PEIi - Deteciiorr ltrll agairrst.r targei uuntLrcr

of 1-1.

It costs 2 gc for Lrlastirrq Lr(r\\del, tullcts, antl ca:irrgs itrl iirt
licht lourrds.

SCATTERGUN

Cost: .10 gc

Ammo: 1 (shot rountl)
Effective Range: 48 fcct (SP S)

Extreme Range: -Skill: Rif-le

Attack Modifier: -2 (oue-h.rnclec1), 0 (trvtr-hanclet1)

POW:12
AOE: -
Description: Scattelgr-rns are he.r\'\, or crsizc'd rit-les rlesiqnc.cj

to fire a spray of glape.shot. Scattcrguni.rrc tlcr.rstatinq irr close
quarters.

Special Rules: It costs 1 llc for blastir-rs po\\ dcr, shot, anrl casing
ior one shot ror-rnd.



R. MECHANIKA, AND ALCHEMY

Cost: 5 gc

Ammo:1
Effective Range: 60 feet (10")

Extreme Range: -Skill: Thror,r'n
Attack Modifier: -2
POW:8
AOE: -
Description: The sling is a simple and ancient weapon that still
sees some use on the streets of the Iron Kingdoms. It has become
an invaluable tool in the arsenal of combat alchemists who use
the weapon to deliver their explosive alchemical ,concoctions.

Special Rules: These weapons typically are used to pitch
stones, grenades, or sling bullets.

If the attacker is throrving sling bullets instead of stones or
other ammunition, there is no attack modifier.

Sling bullets cost 1 gc for tr,venty rounds. Stones can be amassed
from the ground free of cost.

SLUG GUN

Cost: 40 gc

Ammo: 1 (slug round)
Effective Range: 24 feel (4")

Extreme Range: -Skill: Pistol
Attack Modifier: -2 (one-handed), -1 (twoJrarrded)
POW:14
AOE: -
Description: Slug guns are highly specialized weapons
designed specifically to crack the armor of steamjacks and other
heavily armored targets. The guns fir'e enormous slugs at an
incredible velocity but are highly inaccurate.

Special Rules: It costs 1 gc for blasting powder, slug, and casing
for each slug round.

Cost: 100 gc

Ammo:5 (metal-cased light round)
Effective Range: 60 feet (10")

Extreme Range: 300 feet
Skill: Rifle
Attack Modifier: -1
POW:10
AOE: -
Description: This r.veapon is a sr,vord that integrates a ri:l--
barrel with a five-chambered ammo wheel. The ammo u'he.
can be replaced in the heat of combat instead of reloading ea.c-

cylinder separately.

Special Rules: When used as a melee weapon, this weapon h..
an attack modifier of -1, is POW 3, and nses the One-Hande:
Weapon skil1.

Replacing this l,.".eapon's ammo wheel requires a quick actio:
Reloading each cylinder of the ammo wheel takes one quic.
action.

It costs 3 gc for blasting powder, bullets, and metal casings ir:
five light rounds. Additional ammo r.vheels cost 15 gc each.

As part of a charge, after moving but before making the chars=
attack, a character can spend 1 feat point to make one raltgri
attack with this weapon targeting the enemy charged unle..
the character was in melee with the enemy at the start oi hr.
turn. When resolving the ranged attack, the attacking chalacie:
does not suffer the target in melee penalty. If the target is not i:
melee range after the attacking character moves, the characte:
can make the ranged attack before his turn ends.

SWORD-CANNON. HEAVY

Cost: 150 gc

Ammo: 1 (heavy round)
Effective Range: 60 feet (10'')

Extreme Range: 300 feet
Skill: Rifle
Attack Modifier: *1
POW:12
AOE: -

STING SWORD.CANNON. REPEATING
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)escription: Tiris r'veapon integrates a heavl', single-shot rifle
:lr the blade of a sword.

:. ecial Rules: When used as a melee lveapon, this weapon has
: .:ttack modifier of -1, is POW 3, and uses the One-Handed

...:pon skill.

:osts 3 gc for blasting por'r'der, bullets, and casings for five
-.--,-. r' rounds.

-. : '-rar t of a charge, af ter moving but before making the charge
.. :-:ck, a character can spend 1 feat point to make one ranged
, :.:;k rvith this weapon targeting the enemv charged r-rnless
-. character was in melee rvith the enemy at the start of his

- r. \Vhen resolving the ranged attack, the attacking chalacter
- -. not suffer the target in melee penalty. If the target is rrot
- ::.elee range the attacking character moves, the character can

-, <e the ranged attack before his turn ends.

AMMUNITION AND RANGED
WEAPON ACCESSORIES

::rrugh there are small variances in bullet calibers and the

- '-:rrt of polvder grairr used in the cartridges of rrestern
- -:.trrcl-I, tnost lr.eapons accept one of the three star-rdald sizes
' ---,:iridges: light, hear,1,, and slr-rg rouuds. Light rountls are
- :. r-rsed in most pistols and rifles; the circumfereuce of .r

- -: :'ol1nd is less than half of an inch. Hear,)'rounds ale found
- -:tr\'\' r'ifles, hand cannons, and mounted antipelsonnel
-,::airs. The circumference of a heavv lound is over half an

- - - -:nc'l creates a gleat amount of trauma as it tlavels through
- ::..i. Slug rounds are abont fiftr. percent lalger than a heavy

-:--. and transfer a tremendous amount of energl. to the
-i:: rlpor1 impact.

- -: i\eapons ale also armed r.r'ith shot. Shot is a collection of
, .:. that sits on top of a charge and is driven forrvard n'hen
- ::r.rrge is ignited. The shot usually disperses, creating a
- -.: diameter of irnpact in the target along r,r'ith multiple entrv
- js. This delivers a lot of trauma to the target in multiple
--.. The average shot round is the same size as a slug lor-rnd.

--:::1 arlmunition in the hon Kingdoms is either paper-
- ::ct1 or rnetal-cased. Both types of ammnnition inch-rde a

.: casing, and silk-rvrapped packets of the tr.vo components
- ,..::irrg porvder. Papel cartridges are more flagile than

' , -;ased ronr-rds but have the advantage that they can Lre

- -:led b1'hand on the battlefield and do not letluire anv
' - -: - ecluipment to p1ess.

-.::ctel u'ith the reqr-rired materials and eitl-rel thc Pistol
-. liitle militar1. skill ca1 hald-1.rap his o1,n ammnlition
-. :,-:ie of five ror-rnds per hour. A character l,r'ho chooses to

. - :':s on,n ammunition gets enor-rgh materials to make tlr.'ice
-',,:.. rounds as he can pr-rrchase readv-made for the same

: : instance, a character rvho spends 2 gc for the materials

-..= light ammunition rounds gains enough matelials to
. :::1 rounds of ammo, rvhereas he could purchase only five

. -:rade rounds for the same amount.

ARRO\A/S OR BOLTS, EXPLOSIVE

Cost: 20 gc each

Special Rules: A character making an attack roll with an
explosive arrow or bolt suffers -2 on his attack rol1. The attack's
POW becomes 10, and the attack gains a 3" AOE.

ARROWS OR BOLTS, GRAPPLING

Cost: 1 gc each

Special Rules: The grappling arrow has a hooked grapplirrg
head and is attached to strong, lightweight cord. A character
making an attack roll with grapple arro\^/ or bolt suffers -2 on
his attack roll. Attacks made'lvith these arrows and bolts suffer

-2 POW.

SATVAGING AMMUNITION
Many a desperate soldier on the field has found himself
looting the dead bodies of his fallen comrades and

enemies looking for a fevr more rounds for his weapon.

Not all rounds are compatible, but most paper rounds
can be converted from one type of round to another. Slug

rounds (the largest of the three types) can be converted
to a heavy round or light round by recasting the lead

bullet into a smaller bullet, cutting dovrn the paper

that makes the cartridge, and then repacking the paper

cartridge with a reduced amount of blasting powder.

Recasting lead requires a gunsmith's kit. Likewise,

a heavy round can be recast and reloaded into a light
round. When moving up in size, multiple smaller rounds
are required in order to create each larger round. Because

of the variables involved in repacking ammunition, the
conversions are not exact, but in general it takes three
heavy rounds to make two slug rounds and four light
rounds to make three heavy rounds; thus, you need two
light rounds to make one slug round.This works the other
way around as well, so that two slug rounds can produce
four light rounds. Additionally, one slug round can be

converted into one shot round, and one shot round can
be converted into two light rounds.

AA{A{UNITION CONVERSION TABLE



BANDOLIER. AMMO

Cost: 5 gc

Description: This sinrple lc.rthel closs-belt featulcs ten to

tn'clve leather Ioops suit.rblc fol holdirrg filearm chalges,

cr-rabling eas\r access to thcr-u. These bandolicls are nsr-rallv

issued to militalv units as x'cll as pistol-aln-red forccs'like the

Colr.is lVatch.

A character n'ith an ammo Lrandolier carr drart'and rclo.-rc1 .r

round into a firearr-n as part of thc'sanre qr-rick actiou.

BANDOTIER. GRENADIER'S

Cost: 5 gc

Description: This hear'1' lc.rtl-rer cross-bod1'belt can hold r-rp to

si x glenades. These bandolicrs are favored br. combat alchern i sts

on the battlefields of \\,estcl'11 It.ut-uoreu.

A character n'ith a grerradier's Lrandoliel can drarv glenades
n'ithor-rt spending a quick actior-r.

BIPOD

Cost: 10 gc

Description: A bipod is a lightw,eiel.rt Lrrace fol a riflc. When a

ch.rlacter n,ith a bipod forfcits lris movetlent to aim durir-rg his

turn, the character gains +2 to lris first rangecl attack u'it'h a riflc
tl-r"rt turn. It reqr-riles a quick actiort to setllp or take clon'n ar Lripocl.

FIREARM AMMUNITION

Cost: 2 gc for fir'e light rouncls oi at.t-tt-t-tunition, 3 gc for five hcavv

rourrds of ammunition, 1 gc for orre slug lound oi at.trt.t.tttt.titicltr.

Adci +1 gc to the cost for metal-cased amntur-tition.

GUN BRACE

Cost: 15 gc

Description: A gun brace is eiicctivelv a heavt'lcathe r banclolicr

for pistols. A gun brace has enor-rgh slecves to hold thrcc or

four pistols. Some gunfightcrs atrd pirates are evetl kttou'tr to

n,ear tn'o full braces of loaded pistols. Rather than relt)at'lius,

a characiel n'ith a gun Lrlacc sir-nPh'pulls auother pistol eacl-r

tinre he \\'ants to make an attack.

A charactel r.vearing a gtrn Lrracc catr drarv ttr,o Pistols as a sirrgle

cluick actior-r. He can also replace l-ris pistols r'r,ithout spe'rlding

a c1r-rick action.

A cheap alternative to the gun Lrracc favored bv sotne pirates
is to simplr. tie a length of rope Lrctu'cett trvo pistols ar-rcl hang

thcm around the r-reck. Arrl' charactc'r n'ishing to lregin tl-rc

ganre n,ith a rope glllr bracc oi this kind can do so iol ircc.

GUNSMITH'S KIT

Cost: 20 gc

Description: In addition to thc spccialized tools of the gunsrnith's
tradc, this kit includes a numbet of tools uscful for clcanirrg,

c'lisassernbling, and reassemlrling firearms. It also inclr-rdes a scalle

for measuring blast pon'der, leac'l and molds for pouring shot, ancl

a sccure area for storing cornpletc'd cartriclges and charges.

A character rvith thc Crait (gurrsr-nitlrine) skill can press hi: ,'
rletal cartridgcs at .'r fraction of tl-re cost oi buving .rnrmLrui:
and can corl\'crt lrcavier cartridges to lie]rtel c.rrtridges n'itir :

loss of mate'r'ial and lighter cartridges to hr.avier c.r'tl jdgcs i. :.

.r minimal loss of nratc.rial.

A charactel rvith thc rccl-rired materials.rncl cithcr tlre Pistol r,:' :

Rifle militarv skill can prcss his on'rr metal caltriclge.rnrmuni:.
A character calr prcss up to ten ronnds of amr-rrurritiorr irr .rn lir -

A cl-raracter n'ho cho<lscs to press his ou'rr ar-nr-nurrition r':.:'
than pr-rrchasing rcadr-made ammnrritior-r c.-rr-r r.rrakc trlic.
ntanv rounds as if hc prurchascd ther-n readv nr.rc1e. The clr.rr:::
rmst pav an additionarl 1 gc fol mctal casings unlcss he recr.
used Lrlass casir.rgs ;rncl nrakes amrnunitior-r of th"'rt size. Thir.
chalacter rt'ho purchascs thc materials to lnake light arrrmtrnl:.
ronnds at the cost of 3 gc gains enough materi"rls tc) mak!':r
rounds instead of fivc at the leaclr'rn.rc1e price.



ARTILTERY ROUNDS
As can be expected, Iarger weapons utilize larger-
caliber rounds than small arms do. Such artillery
pieces, sometimes manned by a crew or equipped on a

steamjack, can fire any of three basic sizes of munitions:
light, standard, and heavy. The shells of these munitions
vary greatly, including specialized rounds that can be

explosive or are just solid shells. Some munitions are
metal-cased cartridges that are fed into the chamber via

a magazine, while others stillrely on a multi-step loading
process that places them directly into the muzzle.

HARPOON GUN BLASTING POWDER

- rst: 1 gc for five charges of blasting porvder

- ::itional harpoons ol grapples cost 1 gc each.

HOISTER, WJTIST-SPRING

-,,st: 15 gc

l:scription: Wlist-spring holstels are leather bracers fitted
::. .r spring-arm mechanism that holds a dagger or pistol in

- ::': and can project it imrnediately into the wealer's hand
--r. triggered. This.allor'vs the r'vearer to dran the u'eapon
:.rrut spending a quick action. The nature of this device

- -::ies it to be easily concealed beneath a loose, billorvy sleeve.

: .:-spring holsters rvork vvith daggers, holdout pistols, and
': ',r.ing knives.

QUIVER

-,=i:-gc
I ..cription: A quiver is a leather ol u'ooden containeL for arrolvs
- :r.sLrou'bolts. Archers carrt' theit quivers on the back or the

' : Crossbor'vmen tvpica1l1. mount theils on the belt.

' -::r.lctel rvith a quiver can drar,r'and nock an arlo\\r or load
. - :slro\\' as palt of the same qr-rick action.

SCOPE. RIFTE OR PISTOT

- , .i: l() Sc

:::cial Rules: Addirrg a scope to a rifle or pistol adds eighteen
: I ) to the r.t'eapon's effective range and ninety feet (15")

. :\treme range rvhen a character armed rvith the neapon
--. i'-rring his tuln. A chalacter aiming rvith a rveapon r,r'ith
-- :e onlr,' gains the aimir-rg bonus .l,vith that r,veapon dr-rr.ing

CTOTHING
Unusual or specialized items are discussed belou'.

BOOTS- MECHANIK'S

Cost: 20 gc

Description: These sturdl'leathel boots buckle or lace itr
provide a tight fit and have hobnail soles for long-lastirrg grip.
and rvear'. Most important, thev are fitted rvith steel toecaps tL)

proteci tlre front of the feet from damage. These tough booi'
have proven exceptionally popular, not just n,ith mcchaniks.
but n'ith those from a great variety of professions.

COAT. GREAT

Cost: 25 gc

Description: A rrelr, and fashionable galrnent, thc gre.rtctrai
provides good protection against the cold and the lain, makinS
it particularll. populal r,vith port drvellers ancl travelels tf .rll
valieties. These Iong, heavy button-up coats are usualh' marle
of leather ol hearrrr r'r,ool and featnre sevelal inner anrl outcr
pockets. Particularly fine gleatcoats usualh'have a silk lininS.

A charactel r.r.earing a greatcoat gairrs -1 AR\1 againsi crrlti
damage.



AB. ISFCHANIKA. AND ATCHEMY i:ffi

EQUIPMENT
Unusual or specialized items are discussed below.

,JACK WRENCH

Cost: 10 gc

Description: This is a massive steel wrench in common use

among those who maintain and repair steamjacks in the field.
The wrench is at least three feet long and bears an impressive
weight.

In addition to being a ubiquitous tool in the hands of skilled
field mechanik's across western Immolen, the 'jack wrench
can also be used as a melee weapon in its orvn right. Anyone
attacking with a 'jack wrench uses the Hand Weapon skill for
the attack. Due to the wrench's slightly clumsy'weight, the
attack ro11 suffers a -2 penalty. When used as a weapon, the
'jack wrench has POW 3.

On a critical hit with a 'jack wrench, a living target hit has a
chance to be knocked out (p. 219). If the target suffers damage

from the attack, he must make a Willporver ro11 against a target
number equal to the attacking character's STR + 9. If the target
succeeds, he remains conscious. If he fai1s, he is knocked out.

ALCHEMICAL LAB

Cost: 500 gc

Description: This is a complete alchemical lab containing all
the tools of the alchemist's trade. The instruments, common

compounds, glassware, crucibles, and ovens necessary for the
pursuit of alchemical experimentation are seemingly endless,

and only in his laboratory does an alchemist have ready

access these crucial items. Likely, the alchemist's entire life is
tied up in this facility and it is here that he is most at home.

Some alchemists organize their labs with rigorous exactitude,
whereas others prefer sprawling messes where only they know
where to find a specific beaker or phial of rare chemicals.

A character who works undisturbed in an alchemical lab gains
+2 on Alchemy rolls.

ALCHEMIST'S APRON

Cost: 15 gc

Description: This is a heavy cloth apron that has been

extensively treated to resist heat, co1d, and alchemical
corrosives. Alchemist's aprons are often worn by those working
with volatile chemicals or who handle crucibles full of molten

metal. Alchemist's aprons have become a common sight in the

foundries of the Iron Kingdoms.

A character wearing an alchemist's apron gains +3 ARM against

cold, corrosion, and fire damage originating in his front arc. An
alchemist's apron cannot be worn with armor.

ALCHEMIST'S KIT. TRAVETING

Cost: 50 gc

Description: This kit is a carefully packed case that ir-rclu;.
several small and durable glass beakers and tubes, a cera::
pestle, miniature burners and fuel, mixing rods of r.arii -
materials, and cork stoppers. It is intended for mixing poii::
while in the field.

A character requires an alchemy kit or lab to create alchemr:-
solutions.

ENTRENCHING SPADE

Cost: 10 gc

Description: This heavy-duty spade is standard issue to
Cygnaran Trenchers. It is used to dig trenches and improvi
dugouts in the field.

GAS MASK

Cost: 20 gc

Description: Once unique to the workshops of the Golc.
Crucible, gas masks have become a rare but not-unobtainai
piece of gear. The device is a face mask that affixes tigh:
to the head with adjustable buckles and straps to create '
impermeable seal around the mouth and nose of the wearer. T--

"breather" of the mask is a large oblong leather sack affixeo :

the mask with a metal screw cap. Alchemically treated fibers
the filter allow clean air in but prevent particles and alchemr;=

substances from permeating the filter's membranes. This allo:
a man to breathe air in even the most caustic and dangerous
environs without fear of damaging his lungs or windpipe.

It takes a quick action to put on or take off a gas mask.

A character wearing a gas mask gains +1 ARM against cotros: -

damage and is immune to gas effects. A character wearinc
gas mask suffers -1 on sight- or hearing- based PER rolls. A s,
mask can be worn with a specially designed helmet.

Replacement filters for a gas mask cost 5 gc each and pror'::
enough protection for one full hour of exposure to caustic gas=.=

and other undesirable particles the wearer might breathe.
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GOGGLES MECHANIK'S TOOI KIT

::: ] gc

:.ription: Oliginallv cleated for use bv mcchaniks,
--:lists, and othels rvolkirrg in hazalrdous professions,

- - .: hcrve enteled rvidespread use. Made of thick glass u'ith
- -:;.Lrle le.rthel stlaps, thev provide protection from l-1r'ins

:':r.r1ts of rnctal and othcl such dangers.

MANACLES

-:: ill gc

.:ription: Manacles are iron and steel restraints made to
- .)\ er the n'rists to restrain the rnovement of a prisoner. A

'cier restrained bv rnanaclcs can attenpt to break out r'r'ith
::ssfnl STR ro11 or slip thc manacles lvith a sttccessful AGL

-:-:r,rc Artist against a targct nuntbel of 15. Failure to break
:rh a STII ro11 inflicts l damage poir-rt on the restrained

' ';:er'. Slipping or-rt tnkcs tcn minutes per attempt.

-.:.lr.s can .r1so be picked bv a cl-raracter rvith the Pick
. ;rg skill. A chalacter atternpting to pick t1-re lock makes .rr.r

- - Lock Picking against a target number of 15. Each aitempt
- - :,i e minutes. A chalactet attempting to pick thc manacles

.::ring him strifels -2 to this loll.

- ,',:rtl r.narracles are too srnall for ogrL11r. Ogmn lestraining
--:les cost 15 ec ancl c.rnnot be used to lcstr'.rin.rnlthing

.r than.l tr:ollkir-r. Brc.aking out of these reinforced
-. :ics :'c.cluires a sr,lccessfr-rl STR ro11 against a target
'---r' of 20.

Cost: 100 gc

Description: This is a hear.r' ',r'ooden Lrox or leather pouch belt
str-rffed rvith tl-re tools of thc rr-rechanik's trade. As.r In.rtter of
collrse a mecl-ranik usualh' has thlee standald types of tools-
t]re n'rer-rch, the hanmcr', and the boltdriver'. These are easilr'
recognizable Lr1' anv casnal obselver; and thev are practical
tools in the hands of cr..en an tttrtraiued mechatrik's assistant.

The kit incluc-les an ar-ra)' of other tools: in addition to several

r.arieties of 1.rtchcts, there are nsualh, p1ier.s, tongs, and

spanners for' holcling parts in place as u'ell as calipers arrcl

dir.iders fol measuling ar-rd spacing mountings. A mechatrik
n'ho n'orks on steamjacks has bores, chisels, r'eamers, and

scrapers; injcctors for prirning pneumatic chambels; expanders

for piston cvlinders; arrd a nttmlrer of hamtners rvith heads of
various shapes and sizes ior shaping rnetal, por,rnding p.rrts

into place n'ithout dan-raging them, and smashirrg othels or-rt oi
place to allorv ior ne\\' palts.

MECHANIK'S WORKSHOP

Cost: 500+ gc

Description: The assortme'nt of implements requiled bv a

mechanik in his simple dar'-to-day craft langes frorn the

lurlir-nentarv to tlre exotic. ln addition to the mvriad tools
clcsclibe.d ir-r the mechanik's tool kit above, a fr-rll sl-rop alstr

includcs tor-chcs, drills, pneumatic sarvs, steam shcars, t'urcl

piston lams designecl to shapc mctal plates.

A char:acter rvorking or.rt of a mechanik's u'orkshop gains -2
to his N4echarrikal Engineeling lolls to repair or marnufacture

stc..lmjacks a ncl c.c1u iptrent.



iAR, MECHANIKA. AND ALCHEMY

POCKET WATCH

Cost: 25 gc

Description: With long-perfected mnndane clockwork available
to the populace, pocket watches have become relatively common
luxury items throughout the Iron Kingdoms. They are especially
fashionable among military officers and middle-class clerks,
thor-rgh firre silver and gold rvatches are preferled among the
wealthier classes. Pocket r,,'atches are typically attached to fine
chains to keep them lvell secured. Most watch faces have an hour
hand only and ale plotected by a cover that snaps open and shut
on a tiny hinge. Minute hands are rare, since they lequirr'
more complex mechanics than houl hands. Pocket

watches run on spling technologl', rvhich employs a
coiled spring and notched rvheels fol the automated

hand movement. Most require rvinding trvice a day

by means of a sma1I key, though mole advanced

watches need to be wound only once a day.

PORTABLE STEAM ENGINE

Cost: 500 gc

Description: Complessed steam is the main rnotivating force

of aimost every technology in lvestern Immoren. Coal-fed fires
boil water to create steam, which is fed into a pressurized vent
and funneled through a pipe into a piston chamber that uses

variable pressnre to drive the piston frorn both sides. With
several pistons, each working in concert in larger engines,

the result is an incredibly powerful engine that can power
everything from foundry tools to locomotives.

Portable steam engines ale used to power heavv mechanik's
tools in the field and can be strapped to a man's back. Pneumatic
conduits funnel steam and compressed air to the tools, allowing
them to operate. Although the steam engines ale quite heavy,

especially with a ful1 load of coal and water, their power and

the benefits they provide to the use of powered tools often
outweigh any encumbering factors.

Most steam too'ls attach to larger steam engines while in
foundry use so that refueling is less of an issue. In the field of
battle or in the dank confines of a lost ruin, the portable steam

engine is king. A portable steam engine can provide sufficient
power to a steam tool for one hour of operation at full steam

before it requires refueling. An idling engine can burn for six
hours continuously.

Running the steam engine reqnires
hours of continuous operation.

gc of coal for every four Cost: 150 gc

RIVET GUN

Cost: 30 gc

Description: This stubby tool can be the field mechanik's
best friend for securing repairs and locking armor back down
in place. It is well suited for use in combat conditions, being
light and easy to load yet durable and reliable. The rivet gun
doubles as a holdout \veapon at close range. Although it doesn't
have much stopping power against heavily armored targets, in
the right hands it can prove an effective deterrent for enemy

troopers or at least buy a mechanik enough time to retreat from
making repairs.

The gun uses rivets, each v."'ith a paper-wrapped explosi'..
charge in the rivet head. This mixture of blast pon del is pack.:
the same wa)' as a caltridge. The charge is much smali.:
designed to give just enough punch to pierce rnetal at extleme-'
close ranges. The barrel design requires placement dilecth' .-:
armor plate or metal while the mechanik puIls the tligger, a::

the blast charge allo'lvs the rivet to penetrate moderatell' thr..
metal and pin it in place. The glavity-fed firing mechanis:
does not jam easily, although water can creep into the rivet -i::

and waterlog the rivets so they won't fire.

The gun holds ten rivets. It takes a quick action to reload eac:
rivet in combat.

As a weapon, the rivet gun is inaccurate and has an effe cti'..
range of only twenty-four feet (a") with no extreme range. :
character making an attack with a rivet gun uses the Pistol sk:-
and suffers a -2 penalty on his attack ro11. A character hit L.r' :

rivet gun suffers a POW 10 damage ro11.

Rivets and powder for a rivet gun cost 1 gc for ten rounds.

RUNE ETCHING KIT

Description: The arcane mechanik's rune etching kit incluci..
the tools for creating arcane mechanika-conductance arr'-.

etcher tubs, rune scrivers, conduit grips, glyph 'irons, ar::
a variety of pristine measuring devices such as precisic-
calipers, arcanometric slide rulers, warding sticks, incredib--
accurate aligning devices, and jeweler's tools for handli::
fine mechanikal components. Socket mounting wrenche.
arcano-conduction contact primers, and other obscure tools ai=

included as well.
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RUNE SHOT CASTING KIT

Cost: 50 gc

)escription: This portable kit contains all the tools needed to
:::t the specialized ammunition known as rune shot (see p.

:, ,. The kit can be used to produce mundane shot as well as

-::.e shot.

SPYGTASS

i.rst: 15 gc

lescription: The spyglass is an eighteen-inch long hollow
, -rlen or metal tube containing two glass lenses. Objects

=.','ed through a spyglass ale magnified to twice their normal
- .,., Collapsing spyglasses that telescope down to ten inches
-i are also available.

- --raracter using a spyglass gains +2 to PER rolls related to
-:, ::ing at distances.

SURGICAT KIT

i:st: 30 gc

S,escription: The most essential instruments, salves, bandages,

-- j sutures are stored within this portable surgical kit. In
-= rands of a skilled medical practitioner, the kit contains
"' .:'.';hing necessary for fieId surgery and even the treatment
- :e-ihreateningrvonnds.

; 
-,--.racter with a surgical kit gains +1 to his Medicine skill

SYMBOL OF FAITH

J:s:: 10 gc

le:<ription: This is a finely made symbol of faith. It could be
. -=::'.fix, a holy symbol of Morrow, an ascendant talisman, a
,*: - mask of Cyriss, a Dhunian charm, or just about any other
: - .'.'mbol. These symbols are generally plated with gold or
, =: though trollkin Dhunian charms are often made from
-.- . .iraped stone.

THIEF'S TOOLS

Je;ription: This concealable pouch of tools contains all of the
- ... ..f the trade for the would-be thief. Inside are picks for

, . : miniature listening cone for hearing tumblers in safes,

: :i metal-eating acid for particularlv tough locks, a rnetal
-: :i-.\, d sma1l razor or two for the cutting of pulses, and

, " :: :.-ols that make the thief's job easier.

" - ::-?cter rvith a set of thief 's tools gains +1 to Lock Picking
:- - l.:kpocket rolls.

MOUNTS AND
RIDING EQUIPMENT

HORSE. DRAFT

Cost: 60 gc

Description: A draft horse is a stocky, powerfully built
workhorse. Though a draft horses can be ridden, they are most
often put to work pulling a plow.

A draft horse has ARM 12 and 12 vitality points. Unmonnted, a

draft horse has DEF 11. A character riding a draft horse suffers
an additional -2 DEF.

A perturbed draft horse without a rider can kick with MAT 5.

Anyone hit suffers a damage roll with a POW equal to the draft
horse's STR. Draft horses do not attack while mounted.

HORSE. RIDING

Cost: B0 gc

Description: This is a fast horse bred for speed and riding. A
riding horse is not trained for war and is not stout enough to
pull a plow.

A ridir-rg horse has ARM 12 and 12 vitality points. Unmounted,
a riding horse has DEF 14.

A perturbed riding horse without a rider can kick with MAT 5.

Anyone hit suffers a damage roll with a POW equal to the
riding horse's STR. Riding horses do not attack while mounted.

HORSE, WAR

Cost: 120 gc

Description: A warhorse is a stlong and pou.erful animal bred
and trained for battle. A steed designated as a \\'arhorse cail
make cavalrl, charges rvhen ridden b1' a skilled rider.

A n'arhorse has ARM 12 and 12 i,italitv points. Unmounted, a
n'arhorse has DEF 12.

A perturbed n'arhorse rvithor-rt a rider can kick rvith MAT 5.

The animal can also make impact attacks. Arrl.orre hit by a

n,arhorse attack sufiers a damage roll rvith a POW equal to the
lvarhorse's STR.

BARDING- LIGHT

Cost: 90 gc

Description: Light
covering the horse's

Light barding adds

barding consists of a few armored plates
head, neck, and chest.

+4 to a horse's ARM.
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BARDING. MEDIUAA DRY RATIONS

Cost: 150 gc

Description: Medium barding consists of either light armored
plates or a coat of chain mail and padding.

Medium barding adds +6 to a horse's ARM.

BARDING. HEAVY

Cost:1 gc per day

Description: Dry rations are the barest essential foodsi:;
for the traveling adventurer. Their form changes dramatic;
depending on where the1. are purchased, but they 3111'31's oi:
enough sustenance for one day. In more civilized areas, ;:
rations appear in the forrn of hardtack arrd aged cheeses, n'1-.:

Cost: 300 gc

Description: This is the heaviest class of equestrian armor.
It consists of heavy plates over chain mail and padding that
protect the horse's neck, chest, sides, flanks, legs, and head.

Heavy barding cannot be worn by riding horses.

Heavy barding adds +8 to a horse's ARM.

GAS MASK. EQUESTRIAN

Cost:45 gc

Description: This is a large gas mask designed to fit over the
head of a horse.

It takes a ful1 action to put on or take a gas mask off a horse.

A horse wearing a gas mask gains +1 ARM against corlosion
damage and is immune to gas effects. A horse wearing a gas

rn the wllds they tenct to be dried and salted meats. Ivpica
these supplies rot if they get wet or are exposed to the eleme
for too lorrg.

MITITARY RATIONS

Cost: 1 gc per day

Description: The prolific natur e of warfare in the Iron Kingdo:
brought a boon in the form of food preservation technolt:
A fairly recent development has been the creation of sea-:

tin canisters that hold prepared meats, fruits, and vegetai...
and keep them fresh for months, making the contents nti:
palatable than typical dry rations. The canister keeps the ft -

from the elements and can resist the rough treatment tlrpic.:.-
seen on a battlefield. As a new convention, military rations c:
be found in most civilized areas and militarv posts, thou:
they are somewhat rare in the countrvside.
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mask suffers -1 on sight or hearing-based PER rolls.

It costs 5 gc tor replacement filters for an equestrian gas mask.

These filters provide enough protection for one full hour of
exposure to caustic gasses and other undesilable particles the
wearer might breathe.

TACK

Cost: 50 gc

Description: Tack includes all the equipment and accessories

necessary to keep a rider on a holse. Tack includes the saddle,

stirrups, reins, bit, and bridle. In addition to keeping the rider
on the horse, tack also greatly enhances the rider's control over
his mount.

A character riding a mount without tack suffers -3 to his Riding
skill rol1s.

FOOD, DRINK, AND TODGING
Western Immoren comprises a vast array of races and cultural
traditions, from the nomadic Idrians in the sweltering eastern

deserts to the trollkin of the Thornwood to the scattered Nyss,

and each of these cultures includes foods and drink unique to
its people. Because it would take the length of this entire book
to catalog all the various foods and beverages within each

of these cultures, the options here are generalized. A Game

Master is encouraged to tailor his description of what the
players purchase to the cultural situation.

Cost: 1 gc

Description: Dished out at every tavern, inn, and homeste;
this type of meal is the staple on which most of the citize:
of r'vestern Immolen survive. The contents of the meal r'an'
dramatically as the peoples of the Iron Kingdoms. It might r
be the tastiest food on Caen, but it's hot and filling.

MEAL, QUATITY

Cost: 5 gc per day

Description: Served at superior inns, restaurants, and taverr
this type of meal is made up of multiple courses including fre=

fruits and vegetables, rich soups arrd broths, well prepar-
meats and fish, and a regional dessert. This is the best mc,
establishments have to offer.

MEAL- LUXURIOUS FEAST

Cost: 25 gc

Description: This type of meal is offered in only the mc.:
expensive restaurants, inns, and royal estates and is the stu::
of culinary dreams. Adorning this table would be delicaci.:
such as spices and smoked meats procured from the dista::
continent of Zu, the finest Khadoran caviar, and exotic frur:.
from the mysterious nation of los, all prepared by the be.:
chefs western Immoren has to offer. Contraband foods can i,=

purchased in this price range.

"j



-rst: 1 gc per bottle ol per pint in a saloon

lescription: Beer is t1'picall1, an unfiltered, grainri barelv
- :-.:rolic beverage. Bren,ed all over' \\,estern Immoren, this
- -,'-.le oi corrmoner life is essential in places n.here the r,vater
---:irt not be safe to dlink. The smalt traveler knor'vs to drink
- . rrfi-putting liquid rather than trust the local stream. Ciders,

-- 
=-:t'ls, and ales fall into the same range of pricing.

l:st:1+ gc (glass),5+ gc (bottle)

l':scription: Tl.picalll' cleated from the fermentation of a

:-:.'r'.rriet1. of fruits, rvine has existed in the Iron Kingdoms
: ,... long as civilization itself. The vah.re of u.ine is based on
-::lability, region of origination, r'intage, and qualitr'. Trull'

--:.. r'intages can sell for r.ast sums of molley.

DISTITLED SPIRITS

l:st: l- gc (shot),5+ gc (bottle)

l=scription: Blandl', rum, r'vhiskey, gin, and all othel distilled
- :'rages fall rvithin this categorr'. A varietv of factors go into
.:.;minir-rg the val,res of these beverages, the most expensive
::'.irrg irom long-established distilleries n'ith a historv of

-..::ing quality ploduct.

tODGING, BASIC

--::t: 1 gc per night

-.scription: This class of accommodation oifers little more
- 

-- :r iou r lr'alls and a r oof or.el one's heat1. St.rbles, rvind-riddled
-. -r., cror.r.ded shared boarding house rooms, and sleeping on
-. iirtr'floor of a taverlr all qr-raliiv as boarding at this level.

.:: character is off the street, br-rt jr"rst b.-rrelr'.

LODGING, STANDARD

- :i: 5 gc (per night), 50 gc (pel month)

I=.cription: The standard lodging is a tvpical Lrrivate room
: .ct iound throughout the Irorr Kingtlorr-rs. It is rr.asonablv
.--,r and a stay usuallv includes Lrrcakf.rst. Rooms oi this

, ,1re often available for rent b1' the urorrth. Prices increasc

- -'::'..rtical11,dr,rring the high season, religiotrs iestivals, and at
..':t time.

roDGtNG, EXQUISTTE

- , st: 25+ gc per night

l='cription: These roons are found in the rnost cit.ilized cities
..stern Immoren. Rooms are kept in immaculate condition
--, =taif that n.aits hand and ioot npon the character. Beds

---' :ulnishings are of the highest qualit1., and tasteful art can
' :-.trnd u'herevet' the eve might fall. These rooms colrrr-nonh.
. . private bathing aleas tr.ith attendants to rnassage exotic
- :lrto a tLaveler's n'orn muscles. Arr establishment tvith this
-:-rrv of lodging goes out of its tva1, to cater to characters n.ho

.c to purchase this option.

MECHANIKA
Science and progress move su'iftl)'. Through innovation
and studr', magic in the form of mechanika has become
commonplace throughout rvestern Immoren. Steam-
porn,e'red constlncts and ot'her advanced technologies
have existed in one form or another since the filst colossal
stlode the fields of battle, crushing the Orgoth beneatl.r its
immense, metal fists. This scier-rce has proven as potent as

the Gift of magic.

Mechanika is the application of magic to augment ph1'sical

science. Steam pistorrs and hydraulics lvork in concert to
plovide po\\'er to magical conduits. Mechanika runes enable

arcarre mechaniks to create de"'ices that function consistentlv
arrd are eas\. to r-rse despite their extraordinary rvorkings.

MECHANIKAT ITEMS
A mechanikal itern has three components: housing, capacitor,
ancl runeplate. The housing is the shell that contains the

mech.rrrikal components. In the case of a mechanikal r'r'eapon,

this is the \veapoll itself. The capacitor is the arcane power
source that po\\/ers the mechanika. The runeplate is the special

plate inscribed ivith the arcane gll.phs that give the item its
magical eifects. The runes inscribed on the rr-rneplate determine
the rnechanikal item's particulal magical properties.

Some items requile specialized rnnes and rurreplates that
function onlv n'ith that item. Other devices can r'vork with a

host oi diifererrt lunes, and sn'itching betrveen runeplates gives
the item diiierent arcane effects. For example, a mechanikal
srvorrl can function u.ith either a Fire runeplate or an Overkill
rnneplate, il,ith different arcane effects. A mechanikal srvord

cannot be made to function n,ith the Fleet lune from a suit of
mechanikal armor.

Sorne runes provide a constant Lrenefit rvhile the item is
por,vered, r,vhile others are activated only brieflr' for a short-terrn

MAGICAT WEAPONS
AND ITEMS

In addition to the mechanikai ,,'.,onders of the modern
age. truly magical devices and,,'ieapons do exist. Some
are rel;cs of bygone eras. such as the dreaded Witchfire,
a v/eapon so ancient its origins are lost to time. Others
are fearsome remnants of formerly great or fallen

; civilizations. such as the Fellblades left behind by the
Orgoth lrhen they departed \,'restern Immoren centuries
ago. l/ore recently created magical items include the
tools and \.'reapons devised by the mysterious Circle
Orboros and the Skorne Empire and the holy blades
sanctified by povrerful priests.
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plal'st.rt-t make another roll aiter his character spends an hou:
making corrections to his lr,ork.

Dls,unNrllHc
Just as a c]ralactel can assemble a mechanikal device, he ca:
also dismantle it. Dismantling a handheld mechanikal devic.
takes thirty minntes and a snccessful INT + Mechanik;,
Engineering roll against a target number of 13. lf the roll iail.
the character can trr. again after an additional fifteen minutes t-:

labor. Dismantling larger devices can take longer at the Gant.
Master's discretion.

Note that although the nature of the othel componerrts of th.
rnechanikal object is obvious, urrless the character has th=
Inscribe Formulae ability he has no r,va1'to identifv the device.
runeplate try sight.

CulNcrNc a Clplcrron
Mechanikal devices require constarlt power, and the creatio:
of alchemical and mechanikal power supplies is a grorvirr-
industry thloughout the Iron Kingdoms. Changing th.
capacitor in a mechanikal device requiles five minutes but doc.
not require a die loll or anv specialized skills.

CHlNcrNc l RuNrpllrr
One of the strengths of mechanika is the ease rvith r,r'hicl
runeplates can be exchanged to give the item a differen:
arcane effect. Not all mechanikal devices can have thei:
runeplates srvitched in this rvav. Manv have dedicated plate.
that do not function r,r'ithout a very specific set oi rune:
emporverirrg tlre device.

Changing a runeplate involves opening the housinc
carefullv extracting the plate cnrlently set into the housinc
and replacing it with a new plate before bolting the housin:
back together. With the proper tools, it takes five minutes r.
fully change the runeplate of a handheld device, a \,veapon

or mechanikal almor. Successfullv changing a runeplate doe.
not require a die roll.

HOUSING
A device's housing is the shell or body that houses the capacito;
runeplate, triggers, conduits, venting, and other parts reqr.lirec
to create a functioning piece of mechanika. The time and co::
required to fabricate the housing for a mechanikal devic.
depends on the size and complexitv of the object bein.-
constructed. Al1 mechanika hotrsirrgs must be painstakingl'.
crafted, so the creation of these obiects shor-rld be attemptec
only by the most skilled engineers and craftsmen.

Purchasing the housing for a mechanikal device costs ten time-
the cost of a normal, non-mechanikal version of the item. Fo:
example, a character wishing to purchase a mechanikal ax.
housing would pa1' 80 gc for the axe (8 gc for the cost of a norma-
axe x 10). Purchasing the materials to fabricate a mechanika-
device housing costs three times tlre cost of a normal, non-
mechanikal version of the item. The raw materials to creat.
a mechanikal spear housing cost 45 gc (15 gc for the cost of;
normal spear x 3).

' effect. For example, some mechanikal rveapons are set with
i force triggers arrd activate onlv upon striking a blon' in combat.

All mechanikal weapon and armor runeplates integrate
glyphs that compensate fol the added weight of mechanikal
augmentation. These glyphs are constantly active but draw
onlv a minute amount of power from the device's capacitor.

MECHANIKAL WEAPONS
While charged, a mechanikal r'veaporr is considered a magical
weapon.

If a mechanikal weapon's capacitor cornpleLly loses its charge,
the n'eapon suffels -1 on attack lolls ur-rtil the capacitor has
been recharged or replaced.

MECHANIKAT ARMOR
The housing for mechanikal almor is based on rigid plate mail.
Chain and leather armor tend to be useless fol mechanikal
housing, but mechanikal armor can integrate elements of c'l-rain

and leather armor into its design.

Ii the capacitor in a suit of mechanikal armor completel'1, loses

its charge, the rvearer sufiers -2 DEF until the capacitor has

been recharged or replaced.

ACTIVATING A MECHANIKAL ITEM
Depending on the nature of its runes, a mechanikal device mttst
either be activated in advance by spending a quick action or
be on constantly. Some mechanikal \veapons have triggers that
activate when the weapon strikes a blorv.

FABRICATION AND ASSEMBTY
These rules are an extl'apolation of the building process. Players

need not be concerned rvith the specifics of every length of
conduit, trick'le switch, or arcantrik divining gauge.

The key components of an1. mechanikal device are the housing,
capacitor, and the runeplate. A plaver u'ishing to fabricate or'

assemble a mechanikal device must first assemble the necessalv
parts. He can build the device from scratch, build some parts
and purchase others, or collect the component parts separately.

SOME ASSEMBLY REQUIRED
Once a character has gathered the three llecessary components
for constructir-rg a mechanikal device, he mnst spend time
assembling the device. A character must have the Mechanikal
Engineering skill to assemble a mechanikal device. Assembling
a handheld device takes approximately two hours. Assembling
larger devices can take much longer. Assemblv requires a

mechaniks tool kit.

Once the character has spent the allotted time assembling the
device, his player makes an INT + Mechanikal Engineering
ski1l roll against a target number of 13 to determine his success.

If the roll succeeds, the character has correctly assembled

the device. If the roll fails, the device does not function. The
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.l:chanikal weapon and almor housings have the same stats as

::: n'eapons they are based on.

MECHANIKA HOUSING

lost: 10 x the cost of a non-mechanikal version of the item

--=-ng hor,rsed

)escription: The mecharrika housing is the shell of the
--chanikal object. It houses the runeplate, capacitor, and other

:rponents.

i:ecial Rules: None.

lebrication Requirements: Applicable Craft skil1 and
l.rhanikal Engineeling. Fol example, if the charactel is trving

' :reate a mechanikal pistol housing, the pertinerrt Craft skill
- -rait (gunsmithing).

Material Costs to Fabricate: 3 x the cost of a non-mechanikal
version of the item.

Fabrication Rules: Fabrication of a mechanikal object's housing
requires access to a mechanik's lvorkshop.

Once a character has the ralv materials to construct the housing,
he must spend time preparing and assembling the components.
The amount of time required is equal to the amount of time
a mnndane version of the item would take to craft plr.rs an

additiorral r'veek to create the mechanikal interface conduits,
capacitor seating, and leflect triggels.

Once the character has spent the required amount of time
fabricating his device housing, the player makes a roll usirrg
his character's INT + either his Mechanikal Engineering
skill ol his pertinent Craft skill, rvl.richever is lower, against
a target number of 15. If the roll succeeds, the character has

successfulll' crafted the device housing. If the roll fails, the
character can spend arrother n'eek rvorking on the housing
and then roll again.

Exll,tprr: A chnrncter a'islrirrs to purchnse o mecltnuiknl nxe ltousittg

iootrld Ttoy 80 gc for tlte nte (8 gc for tlte cost of o nortnal nxa t 70).

Altenntitely, o chorttcter ipitlt the rigltt skills could croft tltc snttre

nraclurniknl axe lrcusiug usitrg rnit, tnnterials iuitlt n cost 0.f 24 gc (3 gc.fttr

tln: t'o;t tt.f o ttorntnl ott' .r 3).

RErnorrrrrNc
h-rstead of constructing or buf ing the housing ior a mechanikal
device, it is also possitrle to retrofit an existing item, such as a

pistol or shield, to serve as mechanikal housing.

A character attemptirrr to letrofit an existing item must first
purchase the rarv nlechanikal components for the retrofit. These
components cost the sanle as the origin.rl p1l6g of the item. Orrce

a char.-rcter has the neccssar\- Lrarts, it t.rkes .r n-eek to modiiv thr.
retrofitted obiect. .\iter this time the p.l;1'gr makes a roll r-rsing

his char.rcter's I\T - either his \lech.-rr-rikal Engineering skill
or hi,s pertinent Cr;rft skill, ruirichever is lon'er, against a target
rtuntl.er of ir. If the roll succeeds, the charactcr has successiullv
lc'trofitted 11-rs object. If the roll i.rils, the character can spend
.rnother t'eek n'orking on the hor.rsing antl therr roll again.

A character can also pur-cha-se a retrolittecl housing, n'hich can
savc' snbstantial coin. The cost of a retrofittet-l housing is five
times the original cost oi the non-mechanikal version of the item.

Though retrolitting is a less expensive alternative to buving or
constructing a custom-built mechanikal housing, it does have its

ARCANE DISJUNCTION
Retrofitting a magical weapon with mechanikal fittings
results in a thaumaturgic dissonance that destroys both the
magic weapon and the runeplate. Don't try this at home.

t:
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drawbacks. Retrofit items have a cobbled-together appearance,

and even the finest work is at least moderately unbalanced.

A character armed with a retrofitted weapon suffers -1 on

his attack rol1s with the weapon as a result of the weapon's

unbalance.

CAPACITORS
Every mechanikal device requires a power source to fuel its
runeplate. Though capacitors technically function very differently,
each is designed to provide energy to the item it powers.

The amount of energy a capacitor stores depends on the
capacitor. The rate the energy is consumed depends on the

item's runeplate and how it is used.

The following attributes define capacitors in the game.

Cost: This is the cost of the capacitor in Cygnaran gold crowns (gc).

Power Output: This is an abstract measure of the number of rune

points (p. 284) the capacitor can power at a time. If a mechanikal

device's runes require more power than the available capacitor,

the device does not function.

Lifespan: This is the length of time the capacitor can be

expected to continue reliably providing its power outPut.

Description: This is a description of the capacitor.

Special Rules: This section describes any special rules of th.
capacitor.

Fabrication Requirements: These are skills and abilitie=
required to fabricate the capacitor. A character without all th.
skills listed automatically fails in his attempt to fabricate th.
capacitor.

Material Cost: This is the cost for the materials required ir
fabricate the capacitor.

Fabrication Rules: These are rules for building the capacitr.:
once the character has the materials at hand.

ATCHEMICAL CAPACITOR

Cost: 10 gc

Power Output:3
Lifespan: 1 week

Description: This is a small alchemical battery that can be useC

to power most handheld devices. The capacitor functions l.-.

creating an alchemical reaction that generates power.

Special Rules: Though alchemical capacitors are the leas:

expensive mechanikal power sources available, they lose

efficacy rapidly over time whether used or not.

Alchemical capacitors cannot be recharged.

Fabrication Requirementsl Alchemy and
Engineering

Material Costs: 3 gc

Fabrication Rules: Construction requires both an alchemist'.
1ab and a mechanik's workshop.

Once a character has the raw materials to construct the

alchemicat capacitor, he must spend four hours preparing ani
assembling the components. At the end of this time, his plar-e:

makes an INT + Alchemy or Mechanikal Engineering ro11

rvhichever is lower, against a target number of 13. If the rol-

succeeds, the character creates a functional capacitor. If the rol-
fails, the character can make another attempt once he has spen:

an additional hour reworking the capacitor.

ARCANE TURBINE

Cost: 500 gc

Power Output: 8

Lifespan: 6 hours at a time, with a steady supply of coal anc
water

Description: The arcane turbine is a highly efficient anc
advanced generator that transforms energy from a steam engine

into arcane energy. The heart of the turbine is a complex series

of wire-coiled wheels spinning inside a thinly layered metal
lattice of arcane-sensitive alloys. This creates energy that is

carried through arcane conduits to power various mechanikai
functions, most notably the power field of warcaster armor anci

peripheral steamjack systems such as sensory equipment ano

reflex triggers.

Mechanika-

MAKING IT Att FIT
The capacitor descriptions below are written in broad

strokes and do not take into account the specific sizes

and shapes of capacitors required to fit into a given

housing. Unless it was created in a military arms factory

that takes care to standardize its production, each

piece of mechanika is unique, a device of art as much

as science. There are no general stores selling ready-to-

fit-all capacitors. Instead, each capacitor is crafted to
fit the housing of the device it was designed to power.

As a result, unless a character purchases a capacitor at

the same time he buys the device's housing, he has to
have the capacitor custom-fit to his housing. The same is

true of buying replacement capacitors. Custom-fitting a

'capacitor does not cost anything additional but is simply

rolled into the cost of doing business. Custom-fitting a

capacitor can take considerable time.

That said, a skilled mechanik can bodge together almost

any piece of mechanika with a capacitor of any size with
a little time, some coupling tubing, and a successful

Mechanikal Engineering roll (target number 14). If the

roll succeeds, the ill-frtting capacitor powers the device

but it is unbalanced and haphazard in appearance. Any

rolls to use the device, such as attacks made with an

unbalanced mechanikal weapon, are made at -1.



'. irile there is variance in arcane turbines used for wal'caster

':mor, ntost inclr-rde a highly efficient integlated steam
.r.qine that provides a steadv charge for up to trvelve hours
: r)peratioll or-I a full load of coal and n,ater. These turbines

:-::r be set to minimal po\\'cr, deactivating the pon,er field but
:-,..intairring range of mo\.ernent, to double the operation time
:i ledr-tce smoke or.rtput. Warcaster arcane tLlrbines integrate

- ..1ing s),stems to plotect the'rvcarer from the steam engine's
-.:i. The arcane turbines on a steamjack are powered b1'steam
.:rts from its mairr steam engine and do not require separate

- ...i or rvater.

Special Rules: An arcane tlrrbine is t1'picallv housed in a suit
: :rechanikal armor, bnt it is not limited to pon'ering that suit
: -:rmor. Weapons and shields can be connected to the turbine

---:rS arcane conduits at a cost of 10 gc per itern. Changing
.:: .rn attached u,eapon reqnires ten minutes of labor arrd a

--:rcessful INT + Mechanikal Engineering roll agairrst a target
-,.:lL.er oi 11.

'.- ;lrcane tttrbine lequires 1 ec of coal per day for tlvclr,e hours
: ir)ntinlroLls operation.

i:brication Requirements: Mechanikal Er-rgineerine, Inscribe
t::ttnlae

"leterial 
Costs: 160 gc

l:brication Rules: Construction r ecluires a mechanik's
:kshop.

--:-.ce a character has the ran'matelials to constluct the alcane
-:::.ine, he rnust spend a n'eck craiting and assembling the
. :l-roneuts. At the end oi this tir-ne, his plaver r-r-rakes an INT

l.lechanikal Engineering roll .rg.rinst a target nr:mber of 17.
- ::re roll sncceeds, the character creates a functional arcane
.::ine. If the roll fails, the cl-raracter can make anothel attcmpt
-:e he has spent an additional clav rew'orking the tr-rlbine.

ARCANODYNAIV{I C AC C U 

^tUtATO 
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- rst: 50 gc

: -rrver Output: 4

-:iespan: 1 morrth

l:scription: Alcanodvnamic accurnulators are capacitors
. :.:ructed lvith glass ct4indels or spheres that contain steel
-,: gold scrolls e tched n.ith cornplex rLlnes to gerlerate an
---:re chalge. They are verv slorv to produce but pack a great

: - --.- oi energv irrto a single capacitor. Accumulators can be
.-.i to po\\'er rnost handheld devices. The capacitor functions
- :re.rtirrg arr alchemical reaction that gener.rtes po\\,er.

::ecial Rules: The complex rnechanika of an arcanodvnamic
:-rmulatoL allon's it to keep its charge much longe'r than the
::remical capacitor'.

- - :.:noclvnamic accurnulatot s cannot be lechar gec-l.

l::rication Requirements: Cr.rit (glassrvork), Mechanikal
- :.;reerirrg, inscribe Folmr-rlae

'^1-:ierial Costs: 15 gc

Fabrication Rules: Construction requires both a meclranik's
lr,,orkshop and a glassworker's workshop.

Once a character has the raw, materials to construct the
accumulator, he must spend one day'preparing and assembling
the components. At the end of this time, his plal,er makes

arr INT + Craft (glassrvork) or Mechanikal Engineering roll,
n'hichcver is lon,er, against a target rrumber of 13. If the roll
succeeds, the chalacter creates a functional capacitor. If the roll
fails, the character can make another attempt once he has spent

arr additional hour relvorking the capacitor'.

CLOCK}VORK CAPACITOR

Cost: 80 gc

Power Output: 3

Lifespan: 1 da1., n'ith the abilitl, to be recharged as described
Lreloi.r'

Description: The clockn'ork capacitor is an ingerric'rus

mechar-rikal clevice that can be recharged through lvinding. The

Cult oi Cr.riss produces a vast allay oi these devices that can

be much more sop'histicated than those commonll. available
thror-rghout the n-rarkets of the h'on Kingdoms. A clocku.ork
capacitor can be built in anv size but has the same general
attributes regard lcss of size.

Special Rules: Completeh' recharging this capacitor reqttires
fifteen minutes of rvinding.

Fabrication Requirements: Mecl-rarrikal Errgir-reering, Insclibe
Formulae

Material Costs: 20 gc

Fabrication Rules: Constrnction requires a mechanik's
r'r,olkshop.

Once a character l-ras the ralv materials to constluct the arcane
turbine, he rnust spend three da1's crafting and assernbling tl-re

components. At the end of this time, his plaver makes an INI
+ Mechanikal Engineering roll against a target number oi 15. If
the roll succeeds, the character creates a fnnctional clockn'ork
capacitor. If the roll fails, the charactel can make arlothel
attempt once he has spent an additional for-rl hor,rrs rervorking
the capacitor.

STORM CHAMBER

Cost: 250 gc

Power Output: 5

Lifespan: 1 1'ear

Description: The storm chamber is a rcr olution.rrr accumulator
der.eloped and nscd rvideh' Lrr- the Clgrraran militarr'. The
accumulator is pon,ered trv lightning gcrrer.rtecl anrl h.rrncssed
n ithirr the chambcr itself.

Special Rules: Arrv character hancllirrg an activated storrn
chamber suffers a PO\\/ 12 electrical cl.rmage roll. Such pon'er
sources are either designerl to be usecl bv individu.rls rvith
galvanic shielcls or integrated irrto the housing of mechanika
n'hele no one carl corrt.rct the accumulator'.

Storm cirambers cannot tre recharged,
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Fabrication Requirements: Mechanikal Engineeling, Inscribe
Formulae

Material Costs: 80 gc

Fabrication Rules: Construction requiles a mechanik's
workshop.

Once a character has the raw materials to constluct the storm
chamber, he must spend a r.veek crafting and assembling the
components. At the encl of this time, his player makes ar.r INT +

Mechanikal Engineering ro11 against a target r"rumber of 16. If the
roll succeeds, the character creates a functional storm chamber.
If the roll fails, the character can make another attempt once he
has spent an additional da1, l"tuotO'ng the generator.

RUNEPTATES
Runeplates are the surfaces on n'lrich magical runic formulae
are inscribed. They are created from rare magicall,v attuned
materials that can harness powerful arcarle erlergy. Mechanika
runes ate the magical formulae insclibed onto runeplates. These
runes ttansform the magica'l energ)' charging the runeplate
into arcane effects. Each rune is a true expression of the arcane
mechanik's claft, and the inscliption of different runes upoll
powerflll runeplates allows for almost unlimited combinations
of arcane effects.

RUNE POINTS
Each mechanika rune has an associated rune point value that
describes its complexity. The more complex the rune, the higher
its rune point value. Each runeplate can have up to five points
of runes. Rune points are also a measure of the amount of
power oLltput requiled from the device's capacitor to power the
runeplate. Take care to make sure that the porver source can in
fact power the plate. Ferv pou,er sollrces can accommodate five
points of power.

INSCRIBING A RUNEPLATE

A runeplate can be inscribed with anv number of runes with
a total rune point value of five. All the runes inscribed on the
plate must be of the same type (melee weapon, armor, and so

or-r) A runeplate irrscribed rvith a mix of rune types does nt :
function and is a r,vaste of time and resources. For example, ;
runeplate that is inscribed with a mix of both armor and mele.
\,\reapon runes n'ill not function.

To inscribe a runeplate, a character must have the Mechanik.:,
Engineering skill and the Inscribe Formulae ability.

Inscribing a rune takes one rveek per rune point. Once this tirn.
has passed, the player makes an INT + Mechanikal Engineerinr
roll to determine snccess. The difficulty number for this roll i:
equal to 12 + the mne's point value. A chalacter.rvho takes hi.
time and spends an additional rveek inscribing his plate gain.
+2 to his loll. If the roll succeeds, the character has inscribed th.
rr-ure on the plate. If the roll fails, the character must careiull-.
and painstakirrgly correct his inscription. After a n'eek c.:

laborious refinement, the character can attempt this roll again.

If a runeplate has not reached its rune point allorvance irr ruue.
it can have additional runes inscLilred on it.

The follor'ving attributes define runeplates in the garne.

Type: A runeplate inscribed n'ith tunes of more than one tlp.
does rrot function.

Cost: This is the cost of the lune alreadv inscribed on :
luneplate, in Cygnaran gold cron'ns (gc). This cost is in additir.:
to the cost of the plate itself.

Rune Points: This is the number of rune points the rune tak..
up ol1 a runeplate.

Effect: This is the effect of the rune in the game.

ACCURACY

Type: Melee or Ranged Weapon
Cost: 150 gc

Rune Points: 1

Effect: While the weapon has power, the charactel wielding i:
gains +1 on his attack ro1ls rvith it.

AEGIS

Type: Armor
Cost: 150 gc

Rune Points: 1

Effect: While the armor has powel, the chalacter wearirrg it :

immurre to continuous effects.

ARCANE FORCE

Type: Melee Weapon
Cost: 450 gc

Rune Points: 3

Effect: While the weapon has power, it gains +2 POW. C:
a critical hit, the attacking character can slam the characte:
hit instead of rolling damage rrormally. The charactel hit :=

slammed d6" directly awav from the attacker and suffers :
damage roll with POW equal to the attacker's STR plus th=

POW of this weapon. The POW of collateral damage is equal :-
the attacker's STR.

PURCHASING A RUNEPLATE
A character purchasing a runeplate can buy it with runes

already inscribed, or he can inscribe it himself. The cost
of a blank runeplate is 10 gc. The cost of each rune is

described below. Remember that all runes on a single
runeplate must be of the same type.



BALEFIRE DISBINDER

Tvpe: Melee Weapon

Cost: 150 gc

Rune Points: 1

Effect: While the weapon has porver, it gains boosted damage

= :.-rinst undead characters.

BLAST

Type: Melee Weapon

Cost: 300 gc

Rune Points:2

Effect: While the weapon has power, upkeep spells on

characters it hits immediately expire.

ELECTROCUTIONER

iirpe: Ranged Weapon (firearm)

Cost: 300 gc

Rune Points: 2

Effect: While the weapon has porver, the character wielding it
::r attack with the weapon normally or can give the weapon
:-oE 3.

BTESSED

Tlpe: Melee or Ranged Weapon

Cost: 300 gc

iune Points: 2

iffect: While the weapon has power, attacks with it ignore spel1

.::ects that add to the target's DEF and ARM.

BOND PLATE

-1-pe: Melee Weapon, Ranged Weapon

iost: 300 gc

i.une Points: 2

I:fect: This is a runeplate specially designed to enable a

::caster to bond with a mecllanikal weapon. While a weapon
--. \\'arcaster is bonded to has power, the warcaster can boost

::::ck and damage rolls with the weapon.

COLD

lr pe: Melee Weapon
lnst: 300 gc

i:ne Points: 2

::fect: While the weapon has power, it gains +1 POW. On a

:::::ca1 hit, a target without Immunity: Cold becomes stationary
: -.ne round.

COMPENSATOR

l:pe: Armor
i:st:150 gc

L:ne Points: 1

:-':ect: While the armor has power, reduce the DEF penalty of
-: :rmor by 1.

CORRUPTION

lr:e: \{elee or Ranged Weapon
l:st: 150 gc

i-:ne Points: 1

:::ect: \Vhile the weapon has power, characters it hits suffer the

- ::.rsion continuous effect.

Type: Melee Weapon
Cost: 450 gc

Rune Points:3

Effect: While the weapon has power, it gair-rs +1 POW and

steamjacks it hits suffer Disruption. (A steamjack suffering
Disruption loses its focus points and cannot be allocated focus

ol charrnel spells for one round)

FtAlv{E

Type: Melee Weapon

Cost: 300 gc

Rune Points:2

Effect: While the weapon has power, it gains +1 POW. On a

critical hit, the target suffers the Fire continuous effect.

FLEET

Type: Armor
Cost: 450 gc

Rune Points:3

Effect: While the armor has powet the character wearing it
gains +1 SPD and DEF.

GRIEVOUS WOUNDS

Type: Melee Weapon
Cost: 300 gc

Rune Points:2

Effect: While the weapon has power, characters it hits lose

Tough, cannot heal or be healed, and cannot transfer damage

for one round.

HALO OF FIRE

Type: Armor or Melee Weapon (Shield)

Cost: 300 gc

Rune Points:2

Effect: While the armor or shield has po\\'er, the character
carrving the shield or n'earing the armor gains Immr-rnit1': Fire.

Wl-rile thc runeplate is active, the character can make a quick
action to unleash a burning field around himself. For one

round, anv character hitting him 'rvith a melee attack suffers
the Fire continuous effect. If this runeplate is set into a shield,
only attackers in the character's front arc suffer the damage roll
and continuous effect.



HEIGHTENED STRENGTH

Type: Armor
Cost: 300 gc

Rune Points:2

Effect: While the armor
gains +1 STR.

has por'ver, the character wearing it

TIGHT

Type: Melee Weapon, Ranged Weapon, or Almor
Cost: 150 gc

Rune Points: 1

Effect: While the item has power, it can provide light (p. 225)
in a large area aronnd the character carrying the weapon or
wearing the armor. The light can be turned on or off as a quick
action.

MECHANIKAI. SEIZURE

Type: Melee Weapon
Cost: 300 gc

Rune Points:2

Effect: While the weapon has power, steamjacks it hits become
stationary for one round.

QUICKEN

Type: Armor
Cost: 300 gc

Rune Points:2

Effect: While the armor has power, once per turn the character
wearing it can immediately advance up to twelve feet (2") as a
quick action.

REPULSOR

Type: Melee Weapon (Shield)

Cost: 300 gc

Rune Points:2

Effect: While the shield has power, a character hit by it is
pushed l" directly away from the attacker. While the shield
has power, when the character wielding the shield is hit with
a melee attack made by a character in his front arc, after the
attack is resolved the attacker is pushed 1" directly away
from him.

SITENCER

Type: Ranged Weapon (Firearm)

Cost: 150 gc

Rune Points: 1

Effect: While the weapon has power,
weapon make no sound.

attacks made with the Cost:590 gc

SPELL WARD

Type: Armor
Cost: 450 gc

Rune Points: 3

Effect: While the armor has power, the character wearin:
cannot be targeted by spells.

STALL

Type: Melee Weapon
Cost: 450 gc

Rune Points: 3

Effect: While the weapon has power, it gains +1 PO.
Steamjacks hit by this weapon suffer the Stall continuous eife :
(While a steamjack is suffering Stall, its base DEF become=
and it cannot run or charge.)

STEADY

Type: Armor
Cost: 150 gc

Rune Points: 1

Effect: While the armor has
cannot be knocked down.

power, the character wearinq

DEDICATED
MECHANIKAT DEVICES
There are many mechanikal devices with a dedicated fo:::
and function that work only rt'hen empowered r,r'ith a vc:-
specific set of runes. The makeup of these devices can chan:=
only slightly and still remain functional. The power souri.
and specific look of the housing can change, but the runepla:c.
themselves cannot be altered in any way.

A character fabricating such a device uses the rules above:.
determine the cost of materials arrd length of time require :
to construct the device's housing and capacitor. Each deti:=
then requires a specific runeplate described in the text of eac--

item below.

The following attributes define how mechanikal der-ic-
function in the game.

Cost: This is the cost of purchasing the finished device ::
Cygnaran gold crowns.

Description: This is a description of the device.

Rune Points: This is the number of rune points inscribed on tl=
device's runeplate.

:ff:1lt 
Rules: This section describes any special rules of i;:.

Fabrication: These are the rules for fabricating the device.

ARCANTRIK SCOPE

Description: This is a mechanikal scope that enables its user:.
pierce the most obscuring magic. The scope includes a housins
a clockwork capacitor, and a dedicated runeplate.

Rune Points:2
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Srecial Rules: Tlre scope fnnctions as a norrnal rifle scope (see

. l;l). \Vhile tl-re scope has pon'er, u'hcrr a character armed
.:ir a n.eaporr \\'ith an arcalltrik scope foriL.its his rnovernent

-:;r'n rvith the n'eaporr, the chalacter ignores stealth th.rt tr.rrn.

::brication: The matelial cost of the scope's hor-rsing is 60 gc. lt
' - :.S or€ \\'eek to constmct the device. The pertinent Craft skill
- :onstrLrctiorl is Craft (gunsrnitl-ring).

-r scope's rurreplates require tr'vo lveeks to inscriLre and
'- .-,rires a successful Itr-T + N4echanikal Engineering roll
-.-::rst a target number of 14.

FARSIGHT GOGGTES

- 'st: 790 gc

l=.cription: Farsight gogglcs are a cornplex piece of optical
- --;rarrika. Originallv developed for iorn'ard obsen,ers to
' :'rior troop lnovements, the high cost of the goggles has
-.-:r.rticallv lestricted thcir use. Notablr', thev have iound
: --.ce arlor.rg the agents oi the Cvenararr Recortn.riss.rnce

- - :re n'ho use the goggle.s orr desperate missions n'hen
- mllst navigate hostile tclrain in the dead of night. The

.- -:-es appear as a pair oi heavri three-'lerrsed gog*les u,it1-r

- rng *r'ccn lerrses, attacl-rcd to a heavt'trelt n'ith a lon'-slung
-:rical capacitor sr-rpplf ing po\\'er to tl-re device.

; -re Points: 3

::=cial Rules: While the goggles' rnechanika has pon.cr,
' '.carel can see in night conditions as if it n'ele dar.. The

- ---':s carr Lre set fol nornral vision or can fur-rction as a

- :-,r1 spvelass (p. 277).

'-::irt gogglcs cannot be- rvorn n,ith a helr-net.

::::ication: The material cost oithe gogglcs'hor-rsing is 75 gc. It
- :',\ o \\'eek to constrllct thc device. Tl-re pertinent Craft skill

' - ..:tmction is Craft (glassn'orking).

:.ggles' runeplates rcquile three rveeks to inscribe arrd

-.:.s a successful INT + Mecharrikal Errgir-reeling roll
-:: a targct number of 15.

MECHANIKAT PROSTHETIC, AR/VI

Cost: 1,040 gc

Description: This is a mechanikal arm that can be graftecl to

the bodv to restore most of the fr-rnctior-r of a lost limb. Though
cumbersome and ug11', these ingenious devices are a godsc'nd to
tl-rose in rreed. The'der.ice integrates an alcher-nical capacitor and

a dedicated runeplate sensitive to the trod1,'s natural motion.
Wheu ponered it acts like a natr-rral limLr, albeit r,vith a slightlv
slort'ed reaction tir-ne.

Rune Points: 3

Special Rules: A character rvith a mecharrikal prosthetic
alur sniiers -1 to AGL and POI rolls (including attacks) when
rtsoh'ing actiorrs takerr t'itl-r a prosthetic alrn. This penaltv
extenc'ls to .rtt.rcks made n'ith tn'o-handc-d \\/eaporls.

Thc .rrr-n has STR 7. \\then lcsolr'ing the damage of an attack
made n'ith the .rrm, the dam.rge roll is r-nade at STR 7. When
resoh'ing tlre cl.rmage of a tn'o-h.rnded attack, use the chat'acter's

n.-rtur.rl STR or the ann's STII Z u hichcver is higher.

If the. arm runs out oi pon'er', it Lrecome s cor-npletelr-r.rnr-csporrsivc-

ancl cannot be r-rsed to ti'rke anv action. Aclditionalll', the

characte.r sr-riie-rs -1 DEF n'hile is arm is r-tot iunctional.

Successfulh'grafting this prosthetic to a character's bodv
rctluires tn'o hours oi labol .rnd an I\T - lledicinc skill roll
aliainst a talget number of 15. If the character succeeds, the

opelatior-r u,olks. lf the roll fails, the patier-rt suffers d6 dar-u;rge

points. Tl-re operation carr Lrc atter-npted again aitel another ten

l"ni n[r[L's oI I.rL.tlL.

Fabrication: The matelial cost of the arm's hor-rsing is 150 gc. It
takcs three n'eek to constmct the der.ice. Thc pertitreut Craft
skill fol constructior-r is Craft (metalrvorking).

The arm's mncplates reqnire three n'eeks to irrscriLre and

require's a sr-rccessful I\T + Mechanikal Engineerir-rg loll
against a target number of 15.
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MECHANIKAT PROSTHETIC- EYE

Cost: 790 gc

Description: This is a device of extraordinary complexity, a

brass and glass orb capable of flaw1essly mimicking the function
of a natural eye.

The device comprises an anchor set into the eye socket and
the eye itself. The eye is powered by a miniature clockwork
capacitor that can be lemoved flom the socket anchor to be

wound.

Rune Points: 3

Special Rules: While the eye has por,r'er, the character wearing
it does not suffer the effects of a lost eye (p.212).

Successfully grafting this plosthetic to a character's body
requires two hours of labor and an INT + Medicine skill roll
against a target number of 15. If the character succeeds, the
operation works. If the ro11 fails, the operation can be attempted
again after another thirty minutes of labor.

Fabrication: The material cost of the eye's housing is 75 gc. It
takes three weeks to construct the device. The pertinent Craft
skil1 for construction is Craft (metalworking).

The eye's rnneplate requires thlee weeks to scribe and requires
a successful INT + Mechanikal Engineering roll against a target
number of 14.

MECHANIKAT PROSTHETIC, HAND

Cost: 590 gc

Description: This is a rnechanikal hand that can be grafted to
the arm to restore most of the function of a lost hand. The device
integrates a clockwork capacitor and a dedicated runeplate
sensitive to the body's natural motion. When powered it acts

like a natural hand, albeit with a slightly slowed reaction time
and reduced dexterity.

Rune Points:2

Special Rules: A character with a mechanikal prosthetic
hand suffers -1 to AGL and POI rolls (includirrg attacks) when
resolving actions taken with the hand. This penalty does not
extend to attacks made with two-handed weapons unless both
the character's hands are prosthetics.

If the hand runs out of power, it becomes completely
unresponsive and cannot be used to take any actiorr.

Successfully grafting this prosthetic to a character's body
requires two hours of labor and an INT + Medicine skiIl ro11

against a target number of 15. If the character succeeds, the
operation works. If the ro11 fails, the patient suffers d6 damage

points. The operation can be attempted again after another ten
minutes of labor.

Fabrication: The material cost of the hand's housing is 60 gc. It
takes three weeks to construct the device. The pertinent Craft
skill for construction is Craft (metalworking).

The arm's runeplates requile two l,veeks to scribe, and
successful INT + Mechanikal Engineering roll against a targ€
numbel of 14.

,!{ECHANIKAI PROSTHETIC. LEG

Cost: 890 gc

Description: This is a mechanikal leg designed to be grafted :,-

the body to replace the function of a missing leg. When por,r'erec
it acts like a natural leg, albeit with a slightly slowed reactio:
time and little reduced agility.

Rune Points:2

Special Rules: A character with a functional mechanikal le:
suffers only -1 SPD instead of the normal -2 for a missing lee.

If the 1eg runs out of power, it becomes completely unresponsir'.
The character suffers -2 SPD while the leg is not functional.

Fabrication: The material cost of the leg's housing is 150 gc. i:
takes three r,r'eeks to construct the device. The pertinent Cra::
skill fol construction is Craft (metalworking).

The arm's runeplates require two weeks to scribe, and =

successful INT + Mechanikal Engineering ro11 against a tarse:
number of 14.

STORM GTAIVE

Cost: 1,560 gc

Skill: Great Weapon

Attack Modifier: -2 (one-handed), -1 (two-handed)

POW: 5 (one-handed), 7 (two-handed)

Description: The Storm Glaive is the fearsome mechanika
weapon of the Stormblade. It is powered by a dedicated storr
chamber.

Rune Points:4

Special Rules: A character armed with a Storm Glaive can us=

it to make electrical blast ranged attacks. Storm Glaive blas:.
are RNG 4, AOE -, POW 12 ranged attacks that cause electric:.
damage. When making a Storm Glaive ranged attack, tl-.=

character makes the attack roll using his POI.

Each time a character makes an attack with this weapon i-..

suffers a POW 12 electrical damage ro1l. For this reason::
is advised that a character wielding a Storm Glaive r'r.ea:.

electricitv resistant Storm Knight armor (p. 253).

Fabrication: The material cost of the Storm Glaive housin:
is 210 gc. It takes three weeks to construct the device. Th:
pertinent Craft skill for construction is Craft (metalworking).

The Storm Glaive's runeplates require four weeks to inscrii::
and require a successful INT + Mechanikal Engineering ro-.
against a target number of 16.
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WARCASTER ARMOR
-he militaries of the Iron Kingdoms equip their warcasters
'.'.'ith mechanikal armor so advanced that only the most skilled
::morers and arcane mechaniks understand the techniques
:ehind its construction. A11 warcaster armor is custom-fitted to
::re individual. Plate armor is used as the basis for warcaster
::mor, but a wide variety of types can be modified to suit the
:eeds of the 'caster, some sacrificing greater protection for
:ugmented mobility. Every suit of warcaster armor is unique,

=:rd the cos! look, and specific materials vary considerably. The
::ost expensive and refined suits are built from the finest alloys
.'.- rvealthy kingdom militaries and include sma1l, precisely
:--oled components. Those built by mercenary companies or
:--orer nations are usually more cumbersome and employ
.-:avier metals and thicker pipes and gauges. Even these are
:arr.els of modern mechanika, employing scores of dedicated
:::replates connected by an intricate lattice of arcane conduits.

'.l,rst important, a1l warcaster armor is integrated with an
.:cane turbine, a highly efficient and advanced type of steam

=:.qine lvorn on the back and fueled by coal. The steam engine
:. an arcane turbine powers small internal mechanisms, the
-=:ligible weight of which allows the turbine to run for many
- -'urs on a smal1 quantity of coal. A turbine should be refueled
:.re a day, although if its wearer has not been in active combat
: ::n snstain itself at its lowest setting over several days of use.
.:rcaster armor includes exhanst pipes for venting smoke and

:.:ess steam pressure. These expel thick plumes when running
.: :ul1 power but only a trickle when dampened. Warcasters

--::t be wary of running turbines at ful1 power in enclosed
-::ces, such as aboard a passenger train, where emissions
:::;klr, become a breathing hazald.

: heart of the turbine is a complex series of wire-coiled
::els spinning inside a thinly layeled metal lattice, all

: :,siructed of arcane-sensitive alloys. When worn by a focuser
:r has bonded to the armor, the turbine powers a protective

: :'.er field around the warcaster that also helps negate the
:-:'rmb1'ance of the armor and ensures heat generated by its
" --er is safely dispersed. This field absorbs damage that would
-.-.'rn'ise be sustained by the focuser. The focuser can enhance
-= ielcl's protective qualities by overboosting the field, which
.r ::llon a warcaster to walk unscathed through explosions

- -: iirect fire that would otherwise be instantly fatal.

. .::.:rv n'alcasters are usually aided in the process of donning
..:::.lr and priming its turbine by an assisting adjutant, but
:-:::iced mercenaries can don their own armor with a bit of
'-:.r-e and additional time. The turbine requires onl1. a cor-rple
- -:-:rutes to be stoked and quickly leaches peak efficienc1..

POWER FIETD RULES
-:-: its boiler is fueled and its arcane turbine is in operation,

. : :ied suit of warcaster armor generates a power field that

. :>. :rs damage. This acts as a buffer against incoming damage
- : .r different ways. Note that non-bonded warcaster armor
- - r - i generate a power field.

Powrn Frrln DrtnlcE BoxEs
Warcaster armor has six power field damage boxes. When a

warcaster takes damage, mark his power fie1d boxes before
marking his life spiral. The warcaster can spend focus points
during his turn to regenerate lost power field boxes at a rate of
1 focus point for each power fie1d box restored.

OvrnsoosnNc THE PowEn Frrlp
Unspent focus points on a warcaster wearing bonded warcaster
armor increases his ARM by 1 for each unspent focus point.

WARCASTER ARMOR. LIGHT

Cost: 2,010 gc

DEF Modifier: 0

ARM Modifier: +5

Description: This warcaster armor is made of very light plate
including a breastplate to support the turbine and boiler. This
armor primarily relies on the power fie1d for protection as much
of the body is left unalmoled.

Rune Points: 5

Special Rules: Light warcaster armor incorporates an arcane
turbine that provides B rune points of power. It has a power
draw of 5 rune points for the bond plate and the power field's
mechanikal devices. Additional devices can be connected to the
turbine as described in the arcane turbine rules.

If this armor does not have power, its wearer suffers -2 DEF.

Fabrication: The material cost of light warcaster housing is
225 gc.Il takes one month to construct the armor. The pertinent
Craft skill for construction is Craft (metalworking).

Light warcaster armor runeplates require five weeks to scribe,
and a snccessful INT + Mechanikal Engineering ro11 against
a target number of 17. Note that warcaster armor runeplates
integrate bond runes into their makeup.

WARCASTER ARMOR, MEDIUM

Cost: 2,360 gc

DEF Modifier: -1
ARM Modifier: +7

Description: This rvarcaster armor is based on infantrv armor
used throughout the Iron Kingdoms. Though it invariablr'
includes a fitted breastplate that houses the arcane turbine,
other elements \.ar\- from nearh'full suits of plate armor to
armored shoulder and leg elements along rvith an armored
greatcoat.

Rune Points: 5

Special Rules: \ledium \\.arcastel armor incorporates an arcane
turbine that provides 8 rune points of pon'er. It has a power
dran' oi 5 rune points for the bond plate and the power field's
mechanikal der.ices. Adclitional devices can be connected to the
turbine as desctibed in the arcane turbine rules.

If this armor does not have porver, its rvearer suffers -4 DEF
and -1 SPD.



Fabrication: The material cost of light warcaster housing is

330 gc. It takes one month to construct the armor. The pertinent
Craft skill for construction is Craft (metalworking).

Medium warcaster armor runeplates require five weeks to

scribe, and a successful INT + Mechanikal Engineering roll
against a target number of 17 Note that warcaster armor
runeplates integrate bond runes into theil makeup.

WARCASTER ARMOR. HEAVY

Cost:2,760 gc

DEF Modifier: -2
ARM Modifier: +8

Description: The warcaster armor is based on extremely heavy

full plate mail armor and fitted with a huge boiler and arcane

turbine. Though the armor is effectively weightless, its sheer

bulk somewhat restricts its wearer's movement.

Rune Points: 5

Special Rules: Heavy warcaster armor incorporates an arcane

turbine that provides B rune points of power. It has a power

draw of 5 rune points for the bond plate and the power field's

mechanikal devices. Additional devices can be connected to the

turbine as described in the arcane turbine rnles.

If this armor does not have power, its wearer suffers -6 DEF

and -2 SPD.

Fabrication: The material cost of heavy warcaster housing is

450 gc. It takes one month to construct the armor. The pertinent
Craft ski1l for construction is Craft (metalworking).

Heavy warcaster armor runeplates require five weeks to
scribe and require a successful INT + Mechanikal Engineering

ro11 against a target number of 17. Note that warcaster armor
runeplates integrate bond runes into their makeup.

ATCHEMY
Alchemy is arguably the oldest arcane art in the Iron Kingdoms'
Its roots and practices predate the Gift of sorcery by centuries.

Alchemical formulae and discoveries have become an essential

element in mechanikal invention. Like most sciences, it also has

applications in war. Alchemists crafted the first firearms, using

them to equip the Army of Thunder against the Orgoth. Over the

centuries keen minds have continued to enact new and deadly

uses of these principles. Only recently have such weapons

become available for individual use' Today mercenaries,

rebels, and rogues find alchemical weapons excellent tools for

achieving their goals both on and off the battlefield.

True alchemy is the synergy of natural ingredients and arcane

lore. What began as a simple study of herbs and their properties
has evolved into a vast field of study. Alchemy includes

everything from the brewing of love potions and the mixing of
healing salves to the careful creation of blasting powder'

Though many alchemical concoctions can be derived from

simple plant, animal, and mineral comPonents carefully
extracted by a trained practitioner, in the hands of an alchemist

these mixtures can be enhanced with magic to give them

greater potency and duration. This results in safer elixirs a::
balms as r,,'.ell. In some cases, magical techniques are necess::'
to isolate the key ingredients flom their original source.

Early alchemy was simply the process of deriving pot-:
concoctior-rs directly from plant and animal mixtures, i--'
modern alchemy is as firmly enmeshed'lvith arcane maqic :-
is the study of mechanika. The early folms of alchemv are s:-

practiced by modern apothecaries, while true alchemists h:- .
moved on to perfecting magically enhanced alchemicals.

The rigorous science that evolved as part and parcel - -

alchemy was incredibly important to the later developn'..:
of the Gift of magic. Without this precise scientific appro.=.c-

the folk of western Immoren wor-rld have had a very difiic'.:
time embracing and understanding the difficult rituals :::
formulaic castings necessary to n ield the Gift.

ORIGINS OF ATCHEMY IN
WESTERN IMMOREN
Herbalists and healers were responsible for the initial studr' : -

alchemy two and a half millennia ago. These individuals beg.
to record the herbs and plants they used to treat a varietr' -

conditions and illnesses and began to examine the proces--
by which potent poultices and herbal elixirs were prePar<:
Early alchemists systematically observed these Processes :-

determine how and why they worked. Some of the earlre-

recorded alchemical experiments aPpear in the rare to=.
Crttcibiltts Synthetatus, penned by the scholar Copolius in 753 F:
Many of his notes have been lost or destroyed over the 1'ea:'
but the surviving fragments indicate Copolius understood ::.
founding principles of modern alchemy.

The science of alchemy began as simple dabbling with heri:
concoctions, and it was not until quite some time later that re,
progress was made in advancing that understanding. Roug::-

600 years ago, while the seeds of rebellion against the Orgc:-
were just taking root, a small group of alchemists began i:.
first experiments in the development of simple mechani.::.
Working closely with a sma1l group of arcanists and enginee:.
they discovered some of the basic principles of joining ma: -

with mechan ical devices.

A group of alchemists secretlv banded together for muiu.
protection against the Orgoth in Leryn to form the origi:.
Order of the Golden Crucible in 25 BR. They vowed to share "
their knowledge in an effort to preserve the secrets of alche::

and to find a means to help rid themselves of their oPPressr':-

This consolidation and sharing of knowledge led to some oi ::.
most drastic advancements in alchemy in the past 1,300 1'ea::
Out of this effort emerged destructive alchemicals such ".
alchemist's fire, acids, incendiarv arrows, and crude grenade.

Ultimately, this led to the first firearms and the ea:-

development of the hybrid science of mechanika as alchemi=:=

and engineers began to envision huge mechanikal r','.:
machines. The Orgoth butchered members of the Order rvh=:

they could find them, but surviving members remained true :

their purpose and continued on, pushing forward the scien:.
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::rer-nv and helping find the means of endir-rg the Orgoth
- -:.rtion once and for all. The contributions of alchemists to
- :,:sk are \\rell documerrted, and those rvho gave theil lives
-r ccrlls€ are remembeled ar-rd honored.

. -l the most astounding events in the history of modern
-:r1\' \\'ds the ascension of Corben to the lanks of Morror.v's
.--i:nts. Corben, an extremely pious arcanist and member
'-- Order of the Golden Crucible, r'r.as single-handedl1'
- :l:iblc for finding an alchernical cure to the great plague

known as rip lung-a disease that had resisted
all other techniques and had led to the deaths
of thousands. This selfless act, along with a

life filled r,r'ith good wol'ks, led to Corben's
ascension on his death in 102 AR, and he is
now seen as a paragon of the benevolent
applicatiorrs of alchemy and alcane science.

THE ART AND SCIENCE
OF ALCHEMY
The key components of any alchemical
creation are its ingredients. A character
lvishing to create an alchemical item must
first gather all the ingredients listed in the
formula. In a location r'r.here the ingredients
can be readily purchased, the character can

simply pay the material costs listed in the
item descliption. If the chalacter is creating
the item in the field where ingredients are
not available for purchase, he must use
ingredier-rts fr om his inventorl'. Without
access to all the proper ingredierrts, arr

alchemical formula cannot be brewed.

Once a character 1-ras gathered the necessary

ingredients fol an alchemical formula,
he must spend time brewing the formnla
by combining, cooking, and stabilizing
the ingredients using an alchemy lab. A
character must have the Alchemy skill to
brevv an alchemical formula. Ingredients and
alchemical formr.rlae are listed in the entry for
each item that can be created using alchemy.

Once the chalactel has spent the allotted time
bren ing the iormula, he mr,rst make an INT +

Alchemy skill ro11 against a target number. lf
the roll succeeds, he has successfullv created
the item. Each forrnula produces a different
result if tl-re ro11 fails. Target numbers,
success results, and failure results are listed
in the entrv for each item that can be created
using alchemr'.

DISTITLATION

Jr-rst as a character can brel,r' alchemical
formr-rlae, he can also distil ingredients from
existing alchemical substances. Distillation oI

an alchernicallr. created item requires a character to spend half
the tirne it recluires to brelr. the item processing the alchemical
materials n'ith an alchemy lab. At the end of the process, the
plal.er makes an INT + Alcherny ski11 roll against a target number
equal to the target numbel required to brelv the formula. If
he succeeds, the alchernical snbstances are destroved, but the
character can extract one unit of a single ingredient listed to
create that substance and one unit of alchemical I,r.aste (crvstal
or liquid).
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PRIMARY ATCHEMICAL
INGREDIENTS
Alchemical items are created from a formula of ingredients and
processes. Although complex formr.rlae can include uniqr"re and
lare ingredients, nearly all folmulae contain ingredients from
this Iist of core alchemical ingredients. Ingredients valued at
less than 5 gc are readily available in most mid-sized cities.

ARCANE EXTRACT

Cost: 5 gc per r.rnit

This mildll' luminescent liquid is infused n'ith residual arca
energies. Its sor-rrces are as varied as the tint of its faint gl.
and include plants and creatllres with arcane power.s or lon
[erm exposure to al'calle etrergics.

ARCANE MINERALS
E:Egr:
-.

:

i:
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Cost: 7 gc per unit

Sacred geological sites and arcane constructs are the mc
common source of arcane minerals. Usually the substance
sandlike and glanular, although it can sometimes be procurt
in solid pieces the size of a marble.

BIOLUA,{INESCENT EXTRACT

Cost: 2 gc per unit

This ingredient is usuallv a liquid or a paste arrd is collec:.
from a varietl' of fungus, insects, and aquatic creatures. T:
substance gil,'es off a faint glorv that can be mar-ripulated n.ii:.
variety of alchemical processes.

BURROW MAWG ADRENAL GTAND

Core ingredients that cost 5 gc and over can be more
procure, at the Game Master's discretion.

clifficult to

*w.t. ]l Cost: 5 gc per glancl

A por,r.erfr-r1 alchemical ingredient, this pea-sized gland rest.
the base of the brain of a burrow mawg in a small, bonv car-:

covered by a dural fold. Burrorv marvg adrenal glands neei
be fresh for inclusion in most alchemical compounds, thou.
some call for dried glands. Upon removal from the burrt
marvg's skull, the gland must be alchemically preserved, so o;:
characters with the Alchemv skill can perform the procedure

ECTOPTASM

Cost: 10 gc per unit

This dense, gray, trarrslucent ooze is left behind u.hen :-
incorporeal undead creature moves through a solid obie*
The ooze rapidll'dissipates, so it must be collected quickh' a::
stored in an airtight jar. A living creature coming into dir---
contact with ectoplasm feels a sickly cold sensation movi::
rapidly through his body as long as contact persists.

HEAVY METALS

Cost: 2 gc per unit

Toxic metals such as iron, copper, and mercury are comrr
in most industrialized areas of the Iron Kingdoms. \l
alchemical formulae that require them use only trace amour

MENOTH'S FURY

Cost: 3 gc per unit

Derived from crudely refined and treated oil, Menoth's Furr'
highly flammable alchemical agent that ignites on contact 11

air and burns with incredible intensitv.

ATCHEMICAL STONE

Cost: 1 gc per unit

Alchemical stone is a dense but easill' ground r.vhite stone that
serves as a foundation for allowing other alchemical ingredients
to bond together more strongly than is otherwise achievable.

ALCHEA{ICAL WASTE. CRYSTAT

Cost: 1 gc per unit

This crystalline byproduct of the alchemical brewing process
is often left behind when more valuable alchemical compounds
have beerr distilled during brewing.

ATCHEMTCAT WASTE. UQUrD

Cost: 1 gc per unit

Liquid waste is often drained off or filtered out
alchemical brewing process to achieve the desired
alchemical effects.

during the
mixture of
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MINERAL ACID

Cost: 2 gc per unit

Iiris caustic'liquid can be found in nature at the bottom of deep
:ave pools or pushed through to the surface in ge1.sers. It is
:rost commonly acquired as a by-product of metal smelting.

MINERAL CRYSTATS

Cost: 3 gc per unit
-.'.-trious salts and other rock crystals are a common element
-r alchemical brewing, as their nature allows the bonding
:rc1 retention of various energies desired by alchemists.
Jccasionally a formula calls for more valuable gems, which are
:..rt part of this category.

MUTAGENIC EXTRACT

Cost: 8 gc per unit

-ris highly prized liquid can be gathered only from creatures
::.rt r,rndelgo physical transformations.

ORGANIC ACID

Ingredients: This lists the ingredients required to brew the
alchemical item and their individual associated costs.

Total Material Cost: This lists the total cost of all the ingredients
required to blew the alchemical item.

Alchemical Formula: These are rules for brewing the
alchemical itern once the character has the required
ingredients in hand. The character can double or even triple
the ingredients described for a single batch to produce two or
three doses at the same time without adding any additional
manufacturing time.

ATCHEMICAL ACID

Cost: 30 gc per vial

Description: Alchemical acid is a potent corrosive alchemical
compound.

Special Rules: Vials of alchemical acid can be used as

improvised throrvn weapons, but due to the inaccuracy of
throrvn glassn'are and the low cost of leliable grenade housings,
acid bombs (p. 292) are the preferred delivery method for the
substance.

Brewing Requirements: Alchemy

Ingredients: 2 units of alchemist's stone, 1 r.rnit of mineral acid,

2 units of organic acid

Total Material Cost: 10 gc

Alchemical Formula: Blewing an alchemical acid requires an

alchemv lab and trvo hours of labor spent combining, cooking,
and stabilizing the ingredients. At the end of this time, the

alchemist makes an INT + Alchemy ro11 against a target
number of 14. If the roll succeeds, the character creates one

dose of alchemical acid. If the roll fails, he creates one unit of
alchemical waste (liquid).

ALCHEA,TICAL RESTORATIVE

Cost: 33 gc per vial

Description: This is a fast acting alchemical pharmaceutical
that promotes lapid blood clotting and regeneration.

Special Rules: A grievouslv injured character rvho clrinks or is
ied a dose of this substance is immediatell' stabilized (p. 216).

Brewing Requirements: Alchemv

Ingredients: ? units of alchemist's stone, 1 unit of mutagenic
extract, 1 unit of organic oil

Total Material Cost: 11 gc

Alchemical Formula: Brerving an alchemical restorative
requires an alcheml' lab and trvo hours of labor spent
cornbining, cooking, and stabilizing the ingredients. At the end
of this time, the alchemist makes an INT + Alchemy ro11 against
a target number of14.lI the roll succeeds, the character creates
one dose of alchemical restorative. If the roll fails, he creates one
r"rnit of alchemical waste (liquid).

Cost: 3 gc pel unit

J..rrosive bile and caustic natural
:::ate this alchemical ingredient.
--.ne plant extracts, although the

=:.d expensive.

\{reaPonry are harvested to
It can also be refined from
process to do so is lengthy

ORGANIC OIL

Cost: 1 gc per unit
','. hale oil is one of the most common animal-based olganic oil
: ihe Iron Kingdoms due to the creatures' high concentration
: olubber. Organic oil can also be harvested from a varietv of
::rer animals, nuts, seeds, and fruits.

ORGANIC TOXIN

Cost: 5 gc per unit

,:nomorls cl'eatu1'es of all shapes and sizes sting, spit, and bite
::h a variety of deadl1'toxins. Alchemists harvest and use the
-:rom oi such creatures to create dangerous poisons or bre$.

::.:i-r'enom to halt the effects of life-threatening toxins.

ATCHEMICAT ITEMS
.e follorving attributes define alchemical items in the game.

iost: This is the cost of the alchemical item Cygnalar-r gold
:: -r1rns (gc).

)escription: This is a description of the alchemical item.

::ecial Rules: This section describes any special rr-rles of the
. :remical item.

3rerving Requirements: These are skills and abilities required
"rren'the alchemical item. A character without all the skills

::er1 aLrtomatically fails in l-ris attempt to brew the item.
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ANTITOXIN BOTTTED IIGHT

Cost:42 gc per dose

Description: This pungent elixir can be ingested to help
counteract many natural and alchemical poisons.

Special Rules: A living creature suffering the effects of an
alchemical poison can consume antitoxin to counteract an

alchemical poison. After ingestion it takes 6 +d6 minutes for
the substance to take effect. When the antitoxin takes effect, the
character immediately makes a PHY ro11 +5 against the toxin
rating of the poison. If the roll succeeds, the alchemical poison
is counteracted and the character does not make anv addition
toxin rolls. If the ro11 fails, the alchemical poison continues its
course, but the character gains +3 on additional PHY rolls to
resist its effect.

Brewing Requirements: Alchemy, Medicine

Ingredients: 1 unit alchemist stone, 1 unit organic acid, 2 units
organic toxin

Total Material Cost: 14 gc

Alchemical Formula: Brewing an antitoxin requires an

alchemy lab and one hour of labor spent combining, cooking,
and stabilizing the ingredients. At the end of this time, the
alchemist makes an INT + Alchemy skill roll against a target
number of 14. If the ro11 succeeds, the character creates one dose

of anti-toxin. If the ro11 fails, he creates one unit of alchemical
waste (liquid).

ASHES OF URCAEN

Cost: 54 gc per application

Description: This ashen powder has the faint smell of sulfur
and is laced with energy from beyond the living world. When
cast into the air, the powder binds with disembodied spirits
and drags them into the physical world.

Special Rules: A character can use a quick action to throw the
powder into the air. When he does so, place a 3" AOE anywhere
in base contact with him. An incorporeal creature within the
AOE loses the Incorporeal ability for d3 rounds.

Brewing Requirements: Alchemy

Ingredients: 1 unit of alchemist's stone, 1 unit of arcane

minerals, 1 unit of ectoplasm

Total Material Cost: 18 gc

Alchemical Formula: Creating Ashes of Urcaen requires
an alchemy lab and two hours of labor spent cooking the
ingredients and grinding them to ash. At the end of this time,
the alchemist makes an INT + Alchemy roll against a target
number of 16. If the ro11 succeeds, the character creates one
application of Ashes of Urcaen. If the roll fails, he creates one
unit of alchemical waste (crystal).

Cost:27 gc per jar, 5 gc for a liquid lantern

Description: This is a two-part oil tightly sealed in a liquic.
filled lantern or jar. One part is a thick, .r'iscous oil. The other .-

a sickly yellow grease that floats atop the oil. When shaken, tl:.
trvo oils mix to give off 1ight.

Special Rules: Bottled light can be shaken as a quick actior
Once sl-raken, the substance gives off alchemical torchlie::
(p. 225) for d6+3 rounds. Aftel it goes dark, the bottle can i:.
reshaken to activate the light once more.

After two weeks, bottled light loses efficacy and no lonq.:
reacts r,r,hen shaken.

Brewing Requirements: Alchemy

Ingredients: 1 unit arcane extract, 2 units bioluminesce::
extract

Total Material Cost: 9 gc

Alchemical Formula: Brewing bottled light requires :.
alchemy lab and one l'rour of labor spent combining, cookint
and stabilizing the ingredierrts. At the end of this time, tj-..
alchemist makes an INT + Alchemv skill roll against a tarEi
number of 1,4.If the roll succeeds, the character creates enou.:.-

bottled light to simulate a torch. The fluid components .:
bottled light must be poured into a jar or airtight liquid lante::
for storage. If the roll fails, the character creates one urrit i:
alchemical n'aste (liquid).

FORTEAAORPHIC ETIXIR

Cost:42 gc per dose

Description: This clear, r'ed solution is a strength-enhanceme::
serum intended for injection. The side effects can outweigh t:=
benefits with periodic usage.

Special Rules: Administering a dose of this substance requir-.
a syringe.

A living character injected with fortemorphic elixir gai:-,.
+2 STR at the start of his turn two turns after being injectec
This bonus lasts for a number of rounds equal to the character .
PHY stat. Immediately after the STR bonus wears ofl ti-:
character suffers a -2 penaltl, to AGL, POI, and PER rolls for :
number of rounds equal to the character's PHY.

Brewing Requirements: Alchemy

Ingredients: 1 unit of alchemist stone, 1 burrow mawg adren:
gland, 1 unit mutagenic extract

Total Material Cost: 14 gc

Alchemical Formula: Brewing fortemorph'ic elixir requires ::
alchemy lab and two hours of labor spent combining, cookini
and stabilizing the ingredients. At the end of this time, th.
alchemist makes INT + Alchemv roll against a target numt-:
of 15. If the roll succeeds, the character creates one dose i:
fortemorphic elixir. If the roll fails, he creates one unit .:
organic toxin.
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Cost:27 gc per dose

Description: This divinely infused alchemical salve is applied
: r grievous r'vounds and lr.rapped with clean bandages to

-.;celerate healing.

Special Rules: When applied, the user heals 1 aclditional

-rality point per hour for a number of hours equal to d3+ the
.lcdicine skill level of the character applying the saive.

Brewing Requirements: Alchemv

Ingredients: 1 unit alchemist stone, 1 unit arcane minerals, 1

- rit organic oil

lotal Material Cost: 9 gc

\lchemical Formula: Brer.ving a healing liniment requires an
,--chemv lab and trvo hours of labor spent combining, cooking,
-,ri'l stabilizing the ingredients. At the end of this time, the
-- chemist rnakes an INT + Alchemy ro11 against a target

-:mber of 14. At the beginning of the process the equipment
--:.1 ingredients must be blessed b)' a priest of Veteran level
: irigher. If the ro11 sncceeds, the character creates one dose

healing liniment. If the ro11 fails, he creates one unit of Cost: 54 gc per j"rr
.hemical r'vaste (liquid).

HEALING TINIMENT

RUST AGENT

Cost: 18 gc for a tu,o-part dose

)escription: Rr-rst agent is a fast-acting alchemical compor-rnd
,:,it temporarill. softens and rapidly corrodes metals. The agent
. matle up of tlr.o reactive substances that must be mixed to

:-.-re cffect.

Special Rules: Mixing the tr,r'o parts of rr,lst agent requires a

..:ick action. Once mixed, the sr,rbstance must be immediatelv

-:rlied ol thlor,r.n as an attack. A thrown gout of rrlst agent has

- L\G of thirtl,-six feet (5").

::":mjacks and chalacters rvearir-rg plimarily metal armor that
,:: irlt by rust agent suffer'-2 ARM for one round. Characters

-r.: steamjacks r,vith Immnnitv: Corrosion are not affected.

3rerving Requirements: Alcheml.

-:rgredients: 1 unit alchemist stone, 1 unit alchemical lr'aste

-:i'sta1), 1 unit heavy metals, 1 unit mineral acid

.otal Material Cost: 6 gc

richemical Formula: Brelving the trvo parts oi rr-tst agent
-.q,.rires an alchemv 1ab and trvo hours of labor spent
- :rlrining, cooking, and stabilizing the ingredients. At the end
: :his time, the alchernist makes an INT + Alchemy ro11 against

- :,rrget number of 14. If the roll succeeds, the character creates
:: trvo parts of a single dose of rust agent. If the ro11 fails, the
- -redients are lvasted.

SOMNOTENCE ELIXIR

-ost:36 gc per dose

)escription: Lnbibing just a ier,v drops of this opalescent liquid
... --ckh' dulls one's senses and helps him to have a peaceful

night's sleep. A larger dose can knock out a gron-n mar :.::1.'=:
immediately.

Special Rules: When a dose of somnolence elixir is rn:-..:=:
the chalacter must make a PHY ro11 against a tilrsc: nut:a::
of 16. lf the character succeeds, he remains consciou: L'u::::
INT and PER are reduced to 1 for the next hour. If he i;;.s :.=

immed iatell, falls uncorrscious.

Brewing Requirements: Alchemy

Ingredients: 1 unit arcane minerals, 1 unit organic acitl, I l:r.:'
organic oil

Total Material Cost: 12 gc

Alchemical Formula: Brewing a somnolence elixir re.lltire= ::
alchem1, 1ab and trvo hours of labor spent combining, ctrtrkir:
and stabilizing the ingredients. At the end of this time, :l--
alchemist makes an INT + Alchemy loll against a iarg.:
number of 14. If the ro11 sltcceeds, the chalacter cre.ltes Lr..=

dose of somnolence elixir. If the roll fails, he creates one uni: .';
alchemical rvaste (liquid).

SPIRIT SA TS

Description: The homes in many Cygnaran coastal ton-ns i'ia":
a tradition of keeping lines of salt in front of their doors to ke-n
evil spilits from entering their homes. When the minerals tir::
this symbolic defense originated from are properlv prepareci :n;
poured in a line upon the ground, the alchemicallr- treated ::l:
forms a barriel that undead creatures and infernals cannot crr':>.

Special Rules: A character can spend a quick action to f!-.::
out the spirit salts. When he does so, place a u'a1l templaie r:.
base contact rt ith the character. Undead creatures and iniern:.:
cannot cross that wal1. The wal1 remains effective ftrr ni--
rounds and expires at the start of this characteL's tttrn r.r- ::-.=

round determined. (The Game Master shoulci keep the dur;i.rr.
a secret).

Brewing Requirements: Alchemy

Ingredients:2 units of alchemist's stone, 1 unit oi ectLrl.l:s::.. -

units of mineral crystals

Total Material Cost: 18 gc

Alchemical Formula: Bren'ing spirit salts recluires an ilcr=: '.

lab and tr,r,o houls of labor spent combining, cookin:. :::
stabilizing the ingredients. At the end of this time, the .:lci'.::::..
makes an INT + Alchemy roll against a target numl.e: o: -=. -,
the roll sncceeds, the character creates one jar of spiri: =-:.1:. -:
the ro11 fails, he creates one unit of alchemical n'aste (c:'..:----

YITRIOLIC FIRE

Cost: 21 gc per vial

Description: Vitriolic fire is dangerous alchem;crl .,:

bursts into superheated flame upon exposllre trr ihe ,:;:.
alchemical arms producers make hr-rge tratches oi tli: .;:':
for nse in cir-rder bombs (see'Alchemical Grenacies-' i.:-..'
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Special Rules: Vials of vitriolic fire can be used as improvised
thrown lveapons, but due to the inaccuracy of thrown glassware
and the low cost of reliable grenade housings, cinder bombs
(next page) are the preferred delivery method for the substance.

Brewing Requirements: Alchemy

Ingredients: 2 units of alchemist's stone, 1 unit of heavy metals,
1 unit of Menoth's Fury

Total Material Cost: 7 gc

Alchemical Formula: Brerving vitriolic fire reqnires an alchemy
lab and two hours of labor spent combining, cooking, and
stabilizirrg tlre ingredients. At the end of this time, the alchemist
rnakes an INT + Alchemy ro11 against a target number of 14. If
the ro11 succeeds, the charactel creates one dose of vitriolic fire.
If the ro11 fails, l-re creates one unit of alchemical waste (liquid).

FIELD ALCHEMY
Not all alchemy takes place in the lab. Alchemists can also use

field alchem1. to create quick effects in the field.

SIMPTE ACID

Description: This unstable acid can be made quickly, but its
potency is verl' short-lived. Alchemists can brew simple acid at

a moment's notice for immediate use.

Special Rules: A vial of simple acid can be used as a thrown
weapon with a RNG of thirty-six feet (6"). A creature hit by
a vial of simple acid suffers d3 points of damage. Inanimate
stone and metal take d3 points of damage per round and have

their ARM reduced by d3 per round in a six-foot (1 ') area when
simple acid is poured or thrown on them. Simple acid lasts d3

rounds, expiring at the start of the alchemist's turn.

Brewing Requirements: Alchemy

Ingredients: 1 unit alchemical waste (cr1'51u1; and 1 unit
mineral acid

Total Material Cost:3 gc

Alchemical Formula: Creating simple acid can be done

without an alchemy lab and requires a charactel to dissolve
crystallized alchemical waste in a vial of miueral acid with a

bit of vigorous shaking. A character must spend a quick action
to combine the ingredients and then makes an INT + Alchemy
ro11 against a target number of 11. If the roll succeeds, the
character creates one unit of simple acid. If the ro11 fails,
the ingredients are lost and the character takes d3 points of
corrosion damage as the brew boils over. The substance can be

thrown as quickly as it is mixed.

Throwing the acid is a thrown ranged attack.

SIMPLE STIMUTANT

Description: A quick combination of alchemical ingredients
gives a wounded character a burst of energy.

Special Rules: The moment the ingredients are combined,
select a friendly character in base contact with the alchemist.

The character ignores the wound penalties of lost aspects : -

one round.

Brewing Requirements: Alchemy

Ingredients: 1 unit alchemical rvaste (crystal) and 1 u: -

alchemical waste (liquid)

Total Material Cost: 2 gc

Alchemical Formula: Creatirrg a simple stimr-rlant can be di.:.
without the use of an alchemy lab and reqnires a chalacter :

dissolve crystallized alchemical il'aste into liquid alchemic:
waste, releasing a foul-smelling gas. A character must spgl-
a quick action to combine the ingredients and then makes ::
INT + Alchemy roll against a target number of 11. If the ri
succeeds, the chalacter creates the stimulant effect listed unc.-
Special Rules. If the roll fails, the ingredients ale 1ost.

SIMPLE STINK GAS

Description: A quick combination of alchemical ingredie::-
creates a noxioLrs cloud of invisible gas.

Special Rules: The mornent the ingredients are comlrinc:
place a 3" AOE gas effect anywhere in base contact rvith:-:.
alchemist. While in the AOE, living creatures suffer -2 on thr::
attack rolls. The AOE remains in play for one round.

Brewing Requirements: Alchemy

Ingredients: 1 unit alchemical waste (liquid), 1 unit organic ac-:

Total Material Cost:4 gc

Alchemical Formula: Creating simple stink gas can be dt:.
without an alchemy lab and reqr-rires a character to vapor.-:--

liquid alchemical waste with organic acid. A character mu.:
spend a quick action to combine the ingredients and th.e:
makes an INT + Alchemy roll against a target number of 12. -:
the ro11 succeeds, the character creates the smoke effect lisie:
under Special Rules. If the ro11 fails, the ingredients are lost.

SIMPLE SMOKE

Description: A quick combinatiorr of alchemical ilrgrediei:.
creates a cloud of smoke.

Special Rules: The moment the ingredients are combine:
place a 3" AOE cloud effect centered on the character creati..i
the simple smoke. The AOE lemains in play for one round.

Brewing Requirements: Alchemy

Ingredients: 1 unit mineral acid and L unit mineral crystals

Total Material Cost: 5 gc

Alchemical Formula: Creating simple smoke can be dor=
withont an alchemv lab and requires a character to dissoi'. 

=

volatile crystals in an open vial of mineral solvent. A characir:
must spend a quick action to combine the ingredients and the:
makes an INT + Alchemy ro11 against a target number of 10. -:

the ro11 succeeds, the character creates the smoke effect liste-:
under Special Rules. If the roll fails, the ingredients are lost.

t. .*
s11
#i:
a

i.

r!.

a
n
!:
b

h- **

K
rry:

Wro^

t
r--,:*E re



GRENADES
^.'st.rndarcl fol ar grenadc in the Iron Kingdoms is.r sr-nal1

. ckrvork or ir-rse-tliggeled bomb thart le lies on blastirrs pou,der,
- --:r, the mixtlrre oi reactive agents, or spring-rele;rscd vcnting

iisperse r-roxior-rs or explosive aIchcmicaI compounrls. llolc
. :ic, complex, and expensir.o cor.t-rpounds are tvpicallv found
-.,. in the har-rds of mercenarv specialists, combat .rlchcmists,
- -l .rcL,entnrers.

ALCHEAAICAT GRENADE

l,rst: See Speci.rl Rr.rles.
1-I-I1mo: 

-l:fective Range: -18 feet (8")

:',ireme Range: -
:.i11: Thron'n
:.:tack Modifier: 0

o\v: -:-oE: 3

lescription: Alchemical grerrades are speciallv treaterl
.krvork vessels iol containing ancl detonatins .rlchemical

::-,pc)L1nds. Ei'rch srcnade holds onc application of arr.rlchemic..rl
- - -':talrce. Pulling the grer-rade's pirr starts the clock's r erl short

:rcr, rvhich de torrates the grerrade soon after. The gren.rrle's
-..cts c-lepend on the alchemical compor.rnd r-rsct1.

::ecial Rules: Once it is irr harrd, using.r gren.rde retluires troth
- 

..rick action and an attack. The cluick action is for pullirrq the
. -:. .urr-l the attack is iol tl-rron,irrg the grenade.

.-'-.tl clockrvork grerrade vesscls that can Lre alluccl rlith .rn

- :r rr-n ist's chosen .rl chemical crir-npor-r rrcl arc ava i l.rble orr the
:rr.r nlarket ior' 5 gc, far less than
'. cost of n-r.rterials for an arrtisan

.ksn-rith to builcl the same. This
- :.ecause tl-re militaries of the
' :1 Kingclor-tls have dcvclopecl
- -'.rstrial proclnction rnethods for
- ,-iir.ifacturirrg grerrades th.rt h.rve

- - - ,-,tlv driven clon.n theil cost,
: r for the urraffiliatc'cl ccl-nLrat

-.rer.r'rist. Once .rrr alchemist has arr
':"-.ir clockrvork grcrrade' r'esscl, he

:-. carefullv iill ancl arm it in ten
-::'.'.rtcs n'ithout a skiil ro1l.

': tvpes oi alche mical grcnacles
'-.Urle:

' -\cid Bomb - The acicl bor.nb is

,r glen.rde fi'lle11 n'ith alcl-rernical
rcid (p. 293). Characters l.rit Lrr, .rn

.rcid bor.nb AOE sr,rffer a POW 12

cor'1osio11 damage ro11 arrd the
Corrosiolr cr)nt inrrr)us e ffcct.
\cid bornlrs cost.10 gc each.

' -{shes of Urcaen - This srenade
is fillecl rvith Ashes of Urc"teu
tp. 29J). The glenade calrses no

t-lamage, Lrut incorporeal creatures hit bi the AOE lose the
lncorporeal abilitl' for d3+1 rouncls. Aclditionalll,, the AOE

is .r cloud effect that remains in plar. ior one routrc-I. An
incorporeal crecrtllre enteling the AOE immediatelv loses

the IncorLroreal .rbilitv fol one rourrd. Though alcl'rcrnical

grenades fillcd n'ith Ashes of Urcaerr are not for sale or-r the

operr malkct, thev can be special ordered for 75 gc each.

. Cinder Bomb - Thc cinder bomb is a glenade fillecl rvith
vitliolic iire (p. 295). Characters hit by a cinder bonrb AOE

sufiel a PO\'V l2 iire'darnage roll. The \\'eaporl's AOE is a
clor.rd t.ffect that lemairrs in plav for onc lottnd. A character
ivho errds his turrr in the AOE suffers the Fire coutitrttotts
ef fect. Cinclcr bombs cost 30 gc e;rch.

' Knockout Bomb - The knockotrt bomlr is a grcnade filled
n ith somnolencc elixir (p. 295). All characters l-rit l-;r' a

knockout bomb AOE must tn;rke .r Willporver roll against
.r t.rrget nnmber of 16. If the ch"-rracter sncceeds, hc sl-rakes

oii the effccts. If he fails, he is knocked don'n aud ialls
uucrrnscior-rs. The charactel an'akerrs u'hen he sr-rfiers

cl.rmasc ol is ronsed as a qr-rick action Lr)'a chartrcte'r B2B

rr ith him. Tl-rc knockout bomb is a gas effect. Knockor-rt

!1r1.11f-s 6651 {5 gc each.

' Rust Bomb - Tlre rust bor-nb is a grenade filletl rvith Lroth

F.u ts ()f rusi agcnt (p. 295). Its detorration n-rixes the p.rrts aud

urrle.rshes a r'.rporizcd gor-rt oi fast-acting rr-rst agcrrt. The

1'u:t boml) causcs no clamage. Steamjacks and chart'acters

\\'!..rrinq metal almor'hit bv the AOE sr-rffer -2 ARM for otre

ror.rrrcl unlcss thev ale inntune to corrosiou. Rust bomlrs
co:: lll gc c.'rcl-r.

ALTERNATIVE METHODS OF DETIVERY
In addition to the clock,..,ork grenades, the armories of the Iron Kingdoms have

developed a number of devious methods for delivering rveaponized alchemical
com pou nds.

Rifle grenades can be nred fr-om a military rjfle. Rifle grenades do not have to be
primed, though loading one onio the end of rifle takes a quick action. The rifle
grenade uses the militarl'rlfle s RNG. has a 3" AOE, and has a -l modifrer to its
attack roll. Otherr'.,ise its effect depends on the type of grenade fired. An empty
rifle grenade vessel costs 10 gc. Readilli armed rifle grenades can be purchased for
10 gc more than alchemical grenade equivalent. so a Cinder Bomb rifle grenade

would cost 40 gc,

Blast arrovrs are made up oi a heavy arro\'/,,'./ith an alchemical \'.,arhead.The v/eapon
can either be primed as it is nocked. meaning it must be immediately fired, or it can

be primed r,/hile nocked'..,ith a second quick action.The blast aTrovr uses the bow's
RNG, has a 3 AOE and has a -l modifier to its attack roil.Otherwise its effect
depends on the type of grenade fired. An empt1, il351 arTor,' vessel costs 10 gc.

Readily armed blast arro,../s can be purchased for 10 gc more than their alchemical
grenade equivalent, so a rust bomb blast arroy.r r.'ould cost 40 gc.





{ steamjack is a mechanikal construct given the ability to
::ason by a magical brain, knort,n as a cortex. A steamjack does
:!rt possess high cognitive por lers, but it can execute simple
:.nmands and make logical decisions to complete its assigned

::sks. Throughout the Iron Kingdoms, steamjacks perfot'm a
' :.riet1' of heavy or dangerous tasks tl.rat rvould be impossible
:,.r a human.

::eamjacks fall under one of two classifications: laborjacks
:rcl rt'ariacks. Laborjacks are relatively simple machines

--uilt for physical labor, r,vhereas rvarjacks are sophisticated
'.c.1pons of wal blistling with state-of-the-art arms and
::mor. With the realities of the modern r,r'orld in r'r'hich

:-:pped-out militarl. 'jacks find themselves pulling plon's
::rer decades of service and laborjacks are armored and
,.rrof itted with militaly-grade hardware bv desperate
r...rcel1ar), outfits, these distinctions can bh-rr.

Laborjacks are strong and rtrgged workers used primarily
for physical labor, such as hauling cargo off ships or
construction n'ork, where their great strength is a huge asset.

These machines have sirnple mechanika minds geared toward
follorving careful instructions and carrying out simple tasks.

Thev are not quick thinking and are ill suited for complex roles

on the battlefield.

Warjacks, on the other hand, are dedicated fighting machines
rvith the reflexes and cognitive capacity to lecognize friend
from foe easily and operate a batterv of complex weaPon

systems. Warjacks ale built rvith strength as well as speed and

irrtelligence in mind; they are capable of limited autonomv in
combat and sclect their orvn targets to engage. Warjacks are

protective oi their controllers and dedicated to the destruction
of their enemies.

ANATOAAY OF A
STEAMJACK
For the purposes of the IKRPG, a steamjack is comprised of a
chassis, a cortex, and weaponry. The steamjacks produced by
the human nations of the Iron Kingdoms and most of those

produced bv Rhul are bipedal n'ith tivo arms. Additional gear

and modifications can be aclded to the machine to enhance its
performance or to give it special capabilities.

The technologl. of Crvx and Ios is proprietarv and operates

on fundamentalll' difierent principles tharr the steamjack
technologl, and mechanika of the human and dwarven
nations. Though the technolog). shares surface similarities, the
steamjacks of these nations are not compatib'le, in some cases

using completely different power sources. As a result, parts
from human steamjacks cannot be integrated irrto mylrnidons,
helljacks, or [ronejacks.

Rhr.rlic mechanika is based on the same principles used by
humans, but their engineering arrd design has departed
significantll' and manv parts are not easilf interchangeable.

The same is true for specialized kingdom militarl' hardrvare;

warjacks built in one kingdom cannot readily nse parts from a

different kirrgdom. Mercenary 'jacks are designed in,ith flexibility
in mind and can sometimes be repaired rvith local salvage.

CHASSIS
Made of a skeleton of steel and a musculature of pneumatic
pipes, the chassis holds the components of the steamjack on a

flame of metal armatures and joints. The 'jack's reflex triggers
lie along the primarv chassis, r'urrning the length of the spine
and across the various pneumatic connections ior the limbs.
Conduits that lead back to the cortex housing connect all the
triggers into a system al'lowing the cortex to control the 'jack's
ever)'movement.

STEAAAJACK TOGISTICS
Running steamjacks over an extended period of time
requires occasionally burdensome logistics, since coal

runs out and water for steam boilers must be replaced.

On long journeys it is common for steamjacks to be

hauled by trains or wagons as close to their destination
as possible, to save on coal. Most steamjacks can run

without refueling for most of a day if involved only in
travel or light activity, but active combat burns fuel far
more quickly. A steamjack should be refueled every day

that it is functional, whether or not it is in combat.

Players and the Game Master should discuss and agree

on how to handle these details at the outset. Steamjacks

are an important part of the Iron Kingdoms and logistics
should not interfere with the fun of playing a warcaster
or'jack marshal. Specifrc plots might make these
diffrculties part of the narrative, or force a warcaster out
of his comfort zone. This should be the exception, not
the rule. Refueling can be handled along with ordinary
rest cycles between active adventuring and kept largely
unmentioned except when required as an obstacle
during play.

There are times and places, such as entering narrow
subterranean caves, when a heavy steamjack would be

inappropriate and should be left behind. In general,
campaigns should allow a warcaster or'jack marshal to
include his machines as a vital element of the adventure.

STEAMJACKS



The limbs of the steamjack are extremely formidable. With arms
and legs made of steel and iron, held togetl-rer rvith valves of brass
and copper, the stlength of a 'jack rests in its appendages. Most
are designed rvith modular tools or weapons ir-r mind; replacing
the limbs can drastically change the capabilities of the machine.

Focal lenses and clockwolk devices careflrlly connected to the
cortex by conduits allow the steamjack to perceive ar-rd interpt'et
its surroundings. These complex apparatuses are all, of conrse,
mechanikal in natnre.

The chassis determines the shape, strength, and structural
integrity of the steamjack. It also impacts the steamjack's agility,
powel output, and potential speed. As a rule, the heavier the
chassis, the lalger the engine and ste'am boiler driving the
machine. Though most laborjacks ale br-rilt $'ith little more than
sheer strength in mind, r'varjacks are br-rilt to traverse all manner
of hostile terrain in the midst of battle. Warjack chassis have
greater articulation arrd heavier boilers designed n ith speed and
polver in mind.

Stats: These are the chassis' stats. The steamjack's INT and PER

are determined by its cortex. The stats listed below assume :
stock cortex.

Special Rules: These are the special rules that apply to th.
chassis.

Damage Grid: This is the chassis' damage grid. See p. 314 for :
descliption of damage grids.

The follolving chassis are among the most commonll' availaL'--
on the open market throughout Iron Kingdoms. Most often th=
steamjack chassis up for sale are older models that have bee:
refurbished or else painstakingly maintained for decades. -:-

steamjack chassis purchased at the going rate is in good repa;:
and in full operating condition.

A stock cortex is included in the price of the chassis. It i.
assumed that the cortex has been r,r'iped and has no lingerin:
persona'lit1' at the time of purchase.

Chassis come in two weight classes,

heavy and light. Heavy steamjacks are

lugged machines built for strength
and the capacity to endure tremendous
punishment. Heavv steamiacks stand
ovel twice the height of a man. Light
steamjacks are smaller and mo1'e

maneuverable but lack the phvsical
porn,er of heavy steamjacks. They tend to
be faster and more nimble.

The following attributes define different
steamjack chassis in the game.

Cost: This is the cost of the chassis in
Cygnaran gold crowns.

Description: This is a description of the
chassis.

Height/Weight: The chassis' technical
sPecs.

Fuel Load/Burn Usage: This describes

the chassis standard fuel load and burn
rate.

Initial Service Date: This is the date the

chassis first errtered service.

Original Chassis Design: This is the
original manufacturer or designer of
the chassis.

Stock Cortex: This is the cortex that
comes stock with the steamjack chassis.
The cost of this cortex is irrcluded in the

cost of the chassis. The cortex can be

replaced, but the original personality
of the steamjack is lost as a result. For

cortex descriptions, see p. 303.

STEAAA ENGINE
If the chassis is the skeleton of a 'jack, the engine is its heart. On the back of all
steamjacks sits a powerful steam engine, comprised of a coal-burning frrebox, a
boiler, and an arcane steam turbine. Most steamjacks can run for hours on a full
bin of coal. Light'jacks burn through a full hopper of coal and a full tank of water
in five to ten hours depending on the model, while heavy'jacks burn through their
coal and water in four to eight hours. When pushed, coal consumption increases
dramatically. Under the intense action and mechanical strain of combat, light'jacks
burn through their reserves in fifty to one hundred minutes, while heavy'jacks
run out of steam in forty to eighty minutes. Fully loaded with coal and water, a

steamjack gains anywhere between 400 to 650 pounds, depending on the size of its
coal hopper and boiler.

The burning coal heats the water in the boiler, turning it to steam, and the steam
fires pistons, providing power to pneumatic valves in the steamjack's chassis-
converting heat and pressure into motive force. Steam vents allow for the release
of excess pressure, and the steam also turns the 'jack's arcane turbines. These
turbines generate a field of arcane energy that runs along a primary cortex conduit,
similar to ihe accumulator conduit lines in a piece of mechanika. Additional conduits
connect the'jack's sensory equipment and reflex triggers to the cortex and provide
power to these peripheral systems.

Warjacks have more demanding energy requirements, and typically have a larger
coal hopper to allow for longer periods of activity. During intense activity, a complex
clockwork mechanism inside the'jack stokes the engine to meet the increased
demands for energy. If a steamjack runs low on coal it starts to brown out, losing

strength, mobility, and perception. It becomes less responsive and eventually shuts
down completely.



DOCKER HEAVY TABORJACK CHASSIS FORAGER LIGHT TABORJACK CHASSIS

Cosr: 35()0 t,c (ruru :rcrcl rr ririrrr-r,uor cr'rirrr),
l:tltl r r (cl r r<ctc o\L\ )

Dlscnlltlox: Trrr Forr.rt l-ri r\ A ;\ ptcAL I l(,l t | .\B()til\cK. Hr.n I Ltlrt: ,ttir
()t Ll \ t\Tf( R\tFt) !\t() Lilt (HAqis foRSPEcl.\l /lD\\()ltK.Drscntrttol: Tgr Docxr n t5 L \ L'J(:,\L of A HFA\ \ I,\lx)TtTAC K t-sFD foR

',: I r\(, c,\rt(:o o\ .\\D ol l: sl ill's I i IROLCHOL t I I t Itio\ KI\cir)o\ls.
Hrrc;Hr/Wrcur: 8'9- / 2.ti ors

Hrrcu r/WrrcHr: 12' / 6 rors
Fcrt Brrx/Loro UsACF: 300 t ts / 7 trns (,r\r ri,\r, 1 Hn cortB.rt

F.rr Brnr/LoroUs\cr:r'{)(lr.- / uni-r,r\, :\, ii \-, o'rB\l
lrrr rrr Srnvrcr Drrr: 5-{(l AR

Irrrlrr Srrrr rcr Drrt: 563 AR
Onlcrrcr Csrssrs Drsrct: Eri,rrrs E:sr

Onrcrr,rr Csrssrs Drstcl: Ilrc rlt,s Ersr

S rocr Colrrr: Ftnnuv-c,ti.vrt

PHY

STR

SPD

AGL

PRW

POt

INT

PER

Initiative

MAT

RAT

DEF

ARM

S rocx Courx: Frnriltt-c,n,tnt

PHY

STR
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AGt

PRW

POI

INT

PER

lnitiative

MAT

RAT

DEF

ARM

7
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Special Rules: Irritiative is rolled onlv in the case oi.rrr
,::rcorltrolled steamjack. Otl-rern,isc, the'jack activates or1 its
:,rntroller's initiative.

-:ritiative MAI RAI DEF, ancl AR\4.rssume a stock icrmn-
-:'.rdc coltcx.

Special Rules: Initiative is rolled ()r1h'ir-t the casc of .rrr
Llncontrolled stcanrjack. Otherrvise, the'jack activatcs on its

control ler's initiative.

Initiative MAI I{Al DEF-, and ARM assr-rrnc'a stock fcrrttlu-
gr.rcle cortex.
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NOMAD HEAVY WARJACK CHASSIS Special Rules: Initiative is lolled only in the case of an
uncontrolled stearnjack. Othern'ise, the'jack activates on it:
controller's initiative.

Initiative MAT, RAT, DEF, and ARM assume a stock aumm-
grade cortex.

Cosr:8000 cc (rurrr srocr ruriL\r-GrtAr)E conrrr), 5500 cc (curssrs ortr')

Dtscnrprro:,t: Tsr Nortlu ls A sr\rpr F BL I Ff f rcr r\ E \ro\srtR oF BoLTID Itto\
.\\D ttEr\foRCrD srttt-. Avort; ttrF Flisl r\ArtlACK5 to t\TtR \\rDESrRtAr)
pr{oDlclo\, t tre Nortao srnr r,n ls Crr;lrn's pnr\fltnr r rrA\ \' \\aRtACK
FOII DFCADIS. Srrce It tv,rs DECO\r\IISsIo\FrD, rsr Nottro HAS BrcorlE /\
\li\l\sTAY IOR \lERCf \AltY CO\ln\\lls I llROL(IHOU I \\ FSTER\ IrtrtOnrr.

Hrrcsr/Wrrcur: 72'1" I 7.5 toxs TALON TIGHT WARJACK CHASSIS

Furr Buns/Loro Usect: t o0 t tr- / 5 nn: ct rrn.rt., 50 \rr\: (\\\rqql
Cosr:6000 cc (rrirH sLocr runurr-cn:or corrrrr),
3500 r;c (cussrs orn')Irurrrnr Srnvrcr DArE: -155 AR, nrcortrttsstoreo 563 AR

Onrcrllr Culssrs Drsrcru: Fn,ulntlL Onnrn or Wtzlnonv Drscnlltlor,l: Otirc;rrrlLt'IJEvFropl:D As,\ rRo\rlr\r Ctcr.rnlr \vART,\cK,
rsp T,rt.ot ls A co\r\lo\ stcHT r\ loD.\'s \rr,rtcE\,\R\'\rARKlrs A\D
s,\r-\A(;r \ARDS. Alt tn nrc,rnrs or sER\ rcr, t lrE Cycrenar RorrL .rnrrony
DEcoNl\JJSSlo\FD l HE cHlssts r\ tAloR oF \rottE lrooEnl orsrcts, Dlspttr
rHErR rtlrrRE\rf\t, Terors Hlvr RE\tAI\ED A [AvoRllE A\ro\c; \lfRCE\Allr]s
\\ ITII THE COI,D OR I\FI UE\CE TO ,\CQL1I.IE THT\I.

SrocK CoRTEx: AURIJ\t-cr<ADE

PHY

STR

SPD

AGt

PRW

POt

INT

PER

lnitiative

MAT

RAT

DEF

ARM
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DAATAGE GRID
Hrrcnr/WrrcHr:9' / 3.25 roxs

Furr Bunx/Loro Uslcr: 330 r-os / 5.5 Hns GE\ER,\r, 1 sn corrs.rr

IrorrrI Srnvrcr Drrn: 522 AR. orcornlssroNrr;579 AR

Onrcrrlr CHrssrs Drsrcx: Fnrrrnxar Onnen or Wtzrnony

Srocx Connx: At nuv-c;n,rnp

DAMAGE GRID

Special Rules: Initiative is rolled onlv in the case of an

uncontrolled steamiack. Otherwise, the'jack activates on its
controller's initiative.

Initiative MAT, RAI DEF, and ARM assume a stock aurum-
grade cortex.
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CORTEX
lire cortex is the mechanikal brain oi the steamiack. Cortexes
.rrme in a varicty of grades, r'epresenting their sophistication
.-,s n'ell as the.ir cost ancl difficultl' to produce. Warjack-grade
:\)rtexes are capal-rle oi rapidlf interpreting nen. information
--,nd making tactical decisions, n,hereas laborjack-grade
:(rrtexes al'e dL'signed to respond to sirnple cornmands arrc-l are
:r\rt intended iol combat. Nea111, all modern coltex architecture
-.llon's for sonre degree of learnirrg and adaptation.

iire coltcx is a complicated matrix of arcane patterns,
-reveloped ilom the technology of rnechanika runes. Though
:: can be lightll' said that a cortex is sirnilar to the runeplates
:r mecharrikal devices, such a compalison is an ir-rjr.rstice to the
:iqhlt' complex alt of coltex construction. Cortexes contain
:limrnels oi actual sentience. The intelligence of a steamjack
:rakes it capable of follorving complicated orclers and
:erformiug complex tasks. Over time, some'jacks gain sorne
:rodicnm of a personalitl', rvith the most ancient universallv
-:isplay'ing quirkl. belravior and odd eccentricities, as u.ell as

. :mited self-directed initiative.

The cortex is a sphere constructed from various metals, crlst.rls,
and rare trace minerals, u'r'apped in a ser ies oi car-eiullr- c-tched,

flexible plates. Each cortex has multiple lavers, oitcn cont.rining
trventv to thirty alchemicalll' tleated copper, silr.er, or gold foil
spheres. Metal spines interconnect these lavels, acting as arcane
meridians. The primarl' focus, a crvstal orLr, sits in the' center

of tl-re sphere. Along the three primalv axes oi the cortex "rre
connection sockets: one that hooks up to the turbine corrdr-rits,

anothel that connects to the reflex trigger conduit, and a third
that connects the cortex to the 'jack's sellsorv eqr-ripment. r\
varietr. of baffles and tightll' \\round springs protect the cortex
from shock and provide stability.

Cortex construction is an art. In theory the cortex is essentialll
blank at cleation, allon,ing behaviors and lesponse pattelns to
be learned. Steamjacks that have been around for a lorrg time
tend to be smarter and knon, more, but the1, don't take n'ell to
new handlers 01 new orders. The more advanced the cortex, the
more readily it'learns and can adapt.

'Jack marshals all knorv that a nerv steamjack is as naive ancl

loyal as a ne1'born pupp),, and the massive constructs lor'.rlh'
folloiv their handler everl'lvhere if not ordered to "sit" or "sta\-."

'Jack marshals have to train their steamjacks to tread softlri not
step on anvone, and behave. This process takes time. Even at
earlr. stages of cognitive development some steamjacks shorv
Lrncannv signs of sentience, often taking the initiative to protect
their handlers or anticipate reactions.

The rules for rer-noving and replacing cortexes can be founci on
p. 320.

A steamiack's cortex grade indicates the general level of
decision-makirrg and intellect that it possesses. Cuperrrum- and
ferrum-grade cortexess are most sirnple, relegated to laLrorjacks.

Aurum and arcanum are the most sophisticated cortexes and
are considered to be n'arjack-grade.

The follon'ing attributes define different stearnjack coltexes in
the game.

:.:::,:ntr 
is the cost of the cost of the cortex in Cvgnaran gold

Description: This is a description of the cortex.

Special Rules: These are the cortex's special rr-rles.

Stats: Thesc are the cortex's stats.

CUPERNUM-GRADE CORTEX

Cost: 100 gc

Description: A steamjack rt,ith a cupenlllm-grade cortc-r is
capable of follorving onl1. the simplest instr r-rctions. Thesr. '1.-rcks

require a gl'eat deal of handliug and a rvatchful er,e.

Special Rules: A steamjack rvith a cupernlrm-gr.rde ctrrier
possesses a limited intellect. It enjovs ple.rsing its corrtrtrller
and can be tlained to follon' simple commarrds. Over timc ii
develops habits and limited personalitv traits, br-rt it c.tnntrt
gain arr imprint or lealn to enhance its iiehting skills.
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A steamjack with a cupernum-grade cortex can be allocated up
to 1 focus point. Furthermore, a steamjack with a cupernum-
grade coltex can be affected by only one 'jack marshal drive
(p. 323) each turn.

INTII

PERII

FERRUM-GRADE CORTEX.:: ,. s

u*

Cost: 1000 gc

Description: Ferrum-grade cortexes are mostly relegated to
laborjacks. A steamjack with a ferrum-grade cortex cal-l carry
out the following simple commands without supervision:
move, fetch, follow, seek, stay, and u.ork. More complicated
orders reqr-rire careful guidance frorn a 'jack marshal.

Special Rules: A steamjack rvith a felrum-grade cortex learns
to follow instruction fairly quickly. Over time it improves
its ability to execute simple tasks and develops a limited
personality. The steamjack can develop an imprint. It cannot
improve its fighting skills.

The steamjack can be allocated focus and 'jack marshaled
norma1ly.

INTII

PERII

AURUM.GRADE CORTEX

Cost: 2500 gc

Description: Steamjacks designed to pelform tasks requiring
intelligence and problem solving ale nolmaily equipped with
aurum-grade cortexes. Thor,rgh some sophisticated laborjacks
are outfitted with an aurum-grade cortex, for the most part
these cortexes are reserved fol warjacks.

Special Rules: A steamjack with an anrum-grade cortex gains
+1 MAI +1 RAI the Two-Weapon Fighting ability, and the
Ambidextrous Skilled benefit.

The steamjack can be allocated focus and 'jack marshaled
normally.

INT

PER

2

2

ARCANUM.GRADE CORTEX

Cost: 4500 gc

Description: This military-grade cortex is always chosen for
high performance warjack designs.

Special Rules: A steamjack with an arcanum-grade cortex is
instinctively protective of its controller. The steamjack quickly
develops a personality, usually drawing on traits from its
controller. The steamjack can learn and form an imprint.

A steamjack with an arcanum-grade cortex gains +2 MAT
+2 RAT, the Two-Weapon Fighting ability, arrd the Ambidextrous
Skilled benefit.

9...i : ;
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re steamjack
- rrmal11'.

can be allocated focus and 'jack marshalcd

INTI3
PERI3

WEAPONRY
:-re governments of the h'on Kingdoms spend vast amounts
..earching and developing ne\r/ and ever-more terrifving
:rraments in a pclpetual escalating race. Orrer the years, as

:,.\ \\,eapons ale developed and older oues becotne obsolete,
'.\' pass into the hands of mercenaly and ilregular forces
'.-lt greedilr' snap them up. Polished and refurbished, surplus
:.lponrv can cithel augment ol replace the arms of c-xisting

.rrj.rcks, ol be retrofitted to laborjacks to create lor'v-cost

-:ematir.es to declicated combat machines. Though alrned
.':.orjacks are seldom able to truly compete u'ith u'arjacks ir-r

-:itle, thev can bring an edge to the force that fields them.

.'ernjacks are leady platfolnrs for a n'idc varietv of lr'eapou
.tems. Even a technically r'rnarmed stearnjack can still be arr

creclibll. destluctive combatant, its fists capable of striking
:ih thc force of a locomotive. Waljacks are t1'picalh. armecl

:..i armored rvith some of the most advanced \\,eaponr\. ever
....-eloped. The cortexes of these great machines arc- adaptable
:rjllgh to utilize a lvidg-v31is11' of r,veapon svstems and most
.iicated lvarjack chassis support a number of different
..rpon confi gr-r rations.

cn laborjacks that have not been retrofit for lvat may be

:'-ripped rvith hear'1' tools n'ith some cornbat applications,

-;h as crushirrg cargo clalvs, lvelding torches, or an

,rustrial bolt driver'.

-,-:rnjack wcapons have the follorving attributes that
.:,ne hou. the1. function in the garne.

This is the cost of t1-re rvcapor-r ir-r Cvgnaran gold
_: \\\'11s.

- r pe: This is the rveapon's t).pe, either rnelee or ranged.

-ocation: This is the location orr the steamjack that the
::pon can be mounted.

:-inmo: This is the amount of ammnnition that a steamjack
', r.ged lt'eapon can hold. Oncc its amrnunition has Lreen

:ended, the rveapon must be reloadcd beforc it can be

-...1 to attack again. Reload ing steamjack rveaponrv is an
- . ..lr'ed task not suitable for the heat of combat.

::iective Range: This is the practical lange of a rangecl
--:'-ron in combat. A rarrged weapon can hit targets and

. !1.lmage r-rp to its extreme range, but attacks against a

.::c.t past the effective rar-rge of the weapon suffer'-5 on
-. ,..ttack ro11. The effective range of the rveapon is listed
- ::et n'ith its tabletop range in inches in parenthesis.

:::rember that one inch on the tablctop is equal to six feet.

Extreme Range: This is the extreme range of a steamjack ranfJed

\\'capon given in feet.

Attack Modifier: This is the modifier to attack lo1ls made r'vith
the n'eapon. Remembel that a stearnjack aiso ro1ls one fer'r'el

clic on attack lolls u'hen attacking r,r.ith a weapon in a crippled
loc.rtion (p. 315).

HANDHELD \A/EAPONS
Even the most rudimentary steamjack fists are capable ol

, picking up and wielding handheld melee weapons. Mosl

weapons designed for use by living creatures and smaller
constructs are far too delicate to be used by steamjacks.

Steamjacks can only wield weapons designed and specially

reinforced for their use. Furthermore, due to the speclftcs of
steamjack engineering and anatomy, these iron behemoths

also never fight with two-handed weapons.



POW: This is the POW of the lveapon. When rnaking a melee
attack clamage roll, add the POW of the r'veapon and the STR

of the attacker to the damage ro11. Remember that a steamjack
also rolls one fen'er die on dar-nage rolls n'hen attacking rvith a

\\'eapo!'r irr a crippled location (p. 315).

AOE: This is the size of a ranged \\'eapon's area of effect.

Description: This is a description of the'iveapon.

Special Rules: This section describes anv special r'ules of the
we'apon.

METEE WEAPONS

STEAMJACK F|ST IHEAVY STEAA JACKI

Cost: None (part of the stearnjack's arm)
Type: Melee

Location: Arm
Attack Modifier: 0

POW: 3

Description: The fists of a steamjack can be used as \\'eapons.

Special Rules: A steamjack fist has tlre Open Fist rr-rle and cat.r

be used to make Headlock/Weapon Lock, Push, Thron, and

Tno-Handcd Thro\\. po\\rer attacks (p.312). It can also be used

Lo pick up other rveapons.

STEAMJACK FIST (LIGHT STEAMJACKI

Cost: N-one (part of the steamjack's arm)
Type: Melee
Location: Arm
Attack Modifier: 0

POW:2

Description: The fists of a steamjack can be used as \veapolls.

Special Rules: A steamjack fist has the Open Fist rr-rle arrrr --.

used to make Heacllock/Weapon Lock, Itr-rsh, Thron, and T
Handed Thro\\r po\\rer attacks (p. 312). It can also be used to : _

up other \\,eapor1s.

BATTTE BLADE IHEAVY STEAMJACK ONLY}

Cost: 275 gc

Type: Melee
Location: Arm
Attack Modifier: 0

POW:6

Description: The venerable \\.eapon oi the Nomad, this :-
steamjack-sized great sn'ord based orr tlre design of the Ca.: - '

battle blade.

Special Rules: The battle blade can be r,r,ielded onll' bv h.:
steamjacks. A stearnjack must have a non-crippled arm sr.:.-
lvith an Open Fist to pick it r,rp. While n'ielding the battle L.i-: -
the steamjack cannot make attacks n,ith the fist in rvhic-
holds it.

The battle blade has Reach.

BATTLE MACE IHEAVY STEAMJACK ONLYI

Cost: 180 gc

Type: Melee
Location: Arm
Attack Modifier: 0

POW:5

Description: Designed for the Mule configuration of the \or --:

chassis (decommissioned 582 AR), the battle mace is a l-rc:

spiked ball atop a long, reinforced steel rod.

Special Rules: The battle mace carr be wielded onl,v b1' he.
steamjacks. A steamjack must have a rron-crippled arm svs:.-



r\'ith an Open Fist to pick it up. While wielding the battle mace,

:he steamjack cannot make attacks with the fist in which it
rolds it.

The battle mace has Reach.

GARGO CrAW (HEAVY STEAMJACK ONLYI

Cost: 260 gc

Type: Melee
Location: Arm
-\ttack Modifier: -1
POW: 3 (and +2 STR)

Description: The cargo claw is a heavily reinforced limb that
:eplaces one of the heavy steamjack's existing arms. Light
sieamjacks cannot be outfitted with cargo claws because their
:h.rssis are not strong enough to support the claw system and
:he rveight of the cargo it is designed to lift.

Special Rules: When resolving actions taken lvith the cargo

;larv, the steamjack gains +2 STR, incluciing damage rolls from
:larv attacks.

The cargo claw has Open Fist and Reach. A steamjack rvith a

:argo claw cannot make Two-Handed Thror.v po\\'er attacks. A
.:eamjack cannot fight with a weapon held in its cargo c1a$'.

\lounting a cargo claw on steamjack chassis requires the

=rechanik to first remove the steamjack's old arm and replace
:: n'ith the cargo 61211' (see "Removing or Replacing Arms,"
:p. 319-320).

?aling to have an arm sl.stem removed and a cargo clau
::rounted orr a steamjack in place costs an additional 60 gc
--inless the character does the job himself.

DRILT RIG

Cost: 150 gc (light steamjack), 225 gc (heavy steamjack)
T-v*pe: Melee
Location: Arm
-\ttack Modifier: -1
POW: 3 (light steamjack),5 (heavy steamjack)

Description: The heav1, industrial drill replaces one of the
steamjack's existing arms.

Special Rules: On a critical hit with the drill on a steamjack or
warbeast, fiIl in the r.rnmarked damage boxes or circles on the
last column or branch damaged.

Mounting a drill rig on steamjack chassis requires the mechanik
to first remor.e the steamjack's old arm and replace it with the
drill (see "Remor.ing or Replacing Arms," pp.319-320).

Paving to have an arm system removed and a drill mounted
on a steamjack in place costs an additional 60 gc unless the
character does the job himself.

Cost: 100 gc (light steamjack), 175 (l-reavy steamjack)
Type: Melee
Location: Arm
Attack Modifier: 0

POW: 3 (light steamjack), 5 (heavy steamjack)

Description: The steamjack fail is a weapon consisting of one or
more heavr; spiked iron balls suspended by a chain.

Special Rules: A steamjack must have a non-crippled arm
svstem n'ith an Open Fist to pick up a flail. While almed with a

flail, the steam;'ack cannot make attacks with the fist in which it
holds the \veapon.

Attacks from flails ignore ARM bonuses from bucklers and
sh ields.

HATBERD

Cost: 200 gc (light steamjack), 300 gc (heavy steamjack)

Type: \,1e1ee

Location: Arm
Attack Modifier: 0

POW: 4 (light steamjack), 6 (heavy steamjack)

Description: The steamjack halberd is a heavy, reinforced
cle.l'ing implement at the end of a long steel pole.

Special Rules: A steamjack must have a non-crippled arm
svstem rvith an Open Fist to pick up a halberd. While armed
n'ith a halberd, the steamjack carlrlot make attacks rvith the fist in
rvhich it holds the n'eapon. If the ar m system holding the halberd
is crippled, the steamjack can continue fighting r'r.ith the halbercl,
br-rt sr-rfiers the penalties for the crippled s1's1gm (p. 315).

The halberd has Reach.

A steamjack gains +2 to its charge attack rolls rvith this weaporl.

HAND.WEAPON

Cost: 60 gc (light steamjack), 120 (heavy steamjack)
Type: \4elee
Location: Alm
Attack Modifier: 0

POW: 3 (light steamjack), 5 (heavy steamjack)

Description: This covers a broad category of steamjack sized
steel axes, maces, and cleaving blades.

FTAIL



]AWACKS ,,tffii
Special Rules: A steamjack must have a non-crippled arm
system with an Open Fist to pick up the hand-rveapon. While
wielding the hand-weapon, the steamjack cannot rnake attacks
with the fist in which it holds tlre weaporr. If the arm system
holding the hand-r.veapon is crippled, the steamjack can
continue fighting with the rveapon, but suffers the penalties for
the crippled system (p. 3i5).

PUNCHING SPIKE

a speat the steamjack cannot make attacks r,vith the iist
which it holds the weapon.

The spear has Reach.

A character in the flont arc of a steamjack armed with a sp
suffers -2 on charge, slam pon'er attack, and impact r,
against the steamjack.

STUN rANCE lrrcHT STEAMJACK ONLYI

Cost: 50 gc

Type: Melee
Location: Arm
Attack Modifier: 0

POW: +1

Description: This is a heavy steel spike grafted to the steamiack's
fist or forearm to increase the damage of its punches.

Special Rules: When a steamjack rvith a punching spike makes
an attack with its fist, the POW of the fist is increased by 1. The
steamjack suffers -2 on non-attack AGL rolls made with the arm
the spike is grafted to.

Grafting a punching spike to a steamjack's arm requires
the proper tools, two hours of labor, and a successful INT +
Mechanikal Engineering roll against a target number of 1.4. If
the roll fails, it can be repeated aftel another hour of labor. Until
the failure is corrected, the steamjack suffers -2 on attack rolls
with the arm and does not gain the damage bonus for the spike.

Paf ing to l.rave a punching spike grafted to a steamjack costs an
additional 50 gc.

Cost:2470 gc (2000 gc for the light steamjack halberd housi::
10 gc for the alchemical capacitor', 460 gc for a r.unepl::.
inscribed lvith the Stall rune)
Type: Melee
Location: Arm
Attack Modifier: 0

POW:4

Description: The stun lance is the venerable stock tveapon :.
the Talon (not included with the chassis). The weapon relics -
a negatively tr.rned apparatus in the lance to send conflicti::
signals into the cortex of steamjacks it strikes. The i,r'eapr.r. -

designed to be used rvith an integral alchemical capacitor.

The weapon can only be used by light steamjacks.

Special Rules: A steamjack must have a non-cripple.d a:::
system with an Open Fist to pick up the lance. While arn..::
with the lance, a steamjack cannot make attacks with the fis: ::
which it holds the weapon.

The stun lance has Reach.

SHIELD

Cost: 350 gc

Type: Melee
Location: Arm
Attack Modifier: 0

POW: 1

Description: Steamjack shields
addition to offering protection.

can be used as weapons in

Special Rules: A steamjack must have a non-crippled arm
system with an Open Fist to pick up a shield. While armed
with a shield, the steamjack cannot make attacks with the fist in
which it holds the shield.

A steamjack armed with a shield gains +2 ARM against attacks
originating in its front arc.

SPEAR

Cost: 140 gc (light steamjack), 210 gc (heavy steamjack)
Type: Melee
Location: Arm
Attack Modifier: 0

POW: 4 (light steamjack), 5 (heavy steamjack)

Description: This is a heavy spear of reinforced steel.

Special Rules: A steamjack must have a non-crippled arm
system with an Open Fist to pick up a spear. While armed with
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r steamjack gains +2 to its charge attack rolls with this \\.eapon

:.rr the rules for the Stall rune, see p. 286.

RANGED WEAPONS

CANNON (HEAYY STEAMJACK ONrYI

Cost: 450 gc

Tvpe: Ranged
Location: Arm
Ammo:8
Effective Range: 78 feet (13")

Ertreme Range: 390 feet

-\itack Modifier: 0

POW:14
.\oE: 3

Description: This hear')., self-loading cannon is mounted ir-r

:..rce of one of thc stcamjack's arms.

Special Rules: Dr-re to the slon' rate of its auto-loadir-rg
:'.echanism, this lr'eapon can be fired onlv once pel lor-rncl.

,leloading the cannon outside of combat takes trventl' minutes
--.rd can be accornplished b1'any charactel lvith the Mechanikal
:nqineering skil1 rvithout a die loll. The carrnon fires standard
--.:tiller'1' ronnds in metal casings. Standard artillert' rounds
:.rst 15 gc each.

l.llruntirlg a cannolr on steamjack chassis requires the mech.rnik
: r first remove the steamjack's old alm and replace it rvith the
:,..n11o1'l (see "Removing or Replacing Arn-rs," pp. 319-320).

i-:r'ing to have an arm sl'stem removed and a cannon r.nountecl

r a steamjack in place costs an additional 60 gc urrless the

-:',.rracter does the job himseli.

FTAMETHROV/ER

Cost: 300 gc (light steamjack), 450 gc (heavv steamjack)
Tvpe: Rangecl
Location: Arm
\mmo: 6 (light stearnjack), 10 (hear.v steamjack)
Effective Range: SP 8 (light steamjack), SP 10 (heavv ste.rmjack)
Ertreme Range: -\ttack Modifier: 0

POW: 12

\OE: --
Description: Based on \\reapolts techr-rologv that originatec'i iu tl-re

l:triectorate of Menoth, flamethror.r'ers are horrific tveapons that
-:.r.rv bnrning fnel over theil talgets.

Special Rules: Due to the slorv r-ate of its fuel-pump mecharrisr-n,

..ris n'eapon can be filed onlv once per lound.

: lamethror'r'ers caLlse file darnage. A chalacter hit bv a

:l,rmethrorvel suffers the Firc continuons effect.

ire steamjack can spra)/ out hcavy or sustained gouts of firing,
.:iectively increasing the POW of the flamethro\,ver to POW i4.
rcreasing the POW expends an additional point of amrno, and

::',e f-lamethrourer cannot be used dr-rring the next lound as fuel
,'ressure r-ebr-rilds in the chamber.

ARTITLERY ROUNDS
In addition to the ammunition for small arms, larger
weapons utilize larger caliber rounds. These artillery
pieces, sometimes manned by a crew or equipped on

a steamjack, have three basic sizes of munitions: light,
standard, and heavy. These shells of these munitions can

vary greatly, with some including specialized rounds that
might be explosive or just solid shells. Some munitions
are encased in metallic cartridge and fed into their
chamber through a magazine, but others still rely on a

multi-part loading process through the muzzle.

Ilcloading the I'lamethrorr,er outside of combat takes thirty miutttes
ancl can be accornplished by arrv character with the Mechanikal
Enginc'cring skill rvithout a die 1o11. It costs 10 gc for cach gout oi
fl ar-nctl'rlon'cr f r-re1.

\for-rntins a f]arncthron'er on steamjack chassis requires the

r-nechanik lirst to remove tl-re stean-rjack's o1d arm and replace

it rvith the ilamethrorver (see "Removing or' Replacing Arms,"
pp. 319-320).

Par ing to have. an alm system remor.ed and a flamethlorver
mountecl on a steamjack in place costs an additional 60 gc

unless tirc. chalactel does the job himself.

HARPOON

Cost: 2ll0 gc (light steamjack), 300 gc (heavy steamjack)
Type: Rar-rgecl

Location: Ann
Ammo: f
Effective Range: 48 feet (8")

Extreme Range: -
Attack NIodifier: -1
POW: 10 (light steamjack), 12 (hear.r.steamjack)
AOE: -
Description: This is a self-loading, blasting porvcler-drir.en
harpoon launcl-rer mounted in place of one oi the steamjack's arms.

Special Rules: Due to the rate at rvhich the harpoorr's n.inch
mechanism retracts the harpoon, this rveapon can be fired onlv
once per Louncl.

Ii this rveapon damages an enem\/ rvith an eqr,ral ol smaller base,

immediatelr, .rfter the attack is resolved the damaged character
can Lre pushed anv distance directly tor,r.ard this steamjack.
After the damaged character is moved, this steamjack can make
one uormal melee attack against the character pushed. After
resolr'irrg this melee attack, this steamjack can make additional
melee attacks during its activation.

Reloading the harpoon callnon outside of combat takes tlventv
minlttes and can be accomplished by any character n,ith the
Mecharrikal Engineering ski1l rvithor-rt a die roll.

- .41:



It costs 10 gc for blasting powder and casings for one charge.
Extra harpoons cost 10 gc.

Mounting the harpoon gun on steamjack chassis requires the
mechanik to first lemove the steamjack's old arm and replace it
with the gun (see "Removing or Replacing Arms," pp. 319-320).

Paying to have an arm system removed and a harpoon mounted
on a steamjack in place costs an additional 60 gc unless the
character does the job himself.

TIGHT GUN (LIGHT STEA^{JACK ONLYI

Cost: 200 gc

Type: Ranged
Location: Arm
Ammo:10
Effective Range: 72 feet (12")

Extreme Range: 360 feet
Attack Modifier: 0

POW:12
AOE: -
Description: This is a light, selfJoading cannon mounted in
place of one of the steamjack's arms.

Special Rules: This weapon can be fired only once per round.
A bonded steamjack with this weapon can spend a focr.rs point
to make one additional attack with this weapon during its
activation, or a 'jack marshal with the Drive: Ancillary Attack
ability can use the drive to make one immediate attack in
addition to the steamjack being able to use the cannon once

per round.

Reloading the cannon outside of combat takes twenty minutes
and can be accomplished by any character with the Mechanikal
Engineering skill without a die ro1l.

The light gun fires light artillery rounds in metal casings. Light
artillery rounds cost 5 gc each.

Mounting the gun on steamjack chassis requires the mechanik
to first remove the steamjack's old arm and replace it with the
gun (see "Removing or Replacing Arms," pp. 319-320).

Paying to have an arm system removed and a light gun mounted
on a steamjack in place costs an additional 60 gc unless the
character does the job himself.

SCATTERSHOT CANNON

Cost: 150 gc (light steamjack), 275 (heavy steamjack)

Type: Ranged

Location: Arm
Ammo:8
Effective Range: SP6 (light steamjack), SP8 (heavy steamjack)

Extreme Range: -
Attack Modifier: 0

POW:12
AOE: -
Description: This is a short, broad-barreled cannon designed to
disperse grape shot into masses of enemy troops.

Special Rules: Due to the slow rate of its autoloading
mechanism, this weapon can be fired only once per round.

Reloading the cannon outside of combat takes twenty minu:=-
and can be accomplished by any character with the Mechanir:
Engineering skill without a die roll.

The scattershot cannon uses paper-wrapped shot rour:.:.
It costs 5 gc for blasting powder, shot, and casings for rr.
scattershot cannon round.

Mounting a cannon on steamjack chassis requires the mecha:,,
to first remove the steamjack's old arm and replace it n'ith ::.
cannon (see "Removing or Replacing Arms," pp.379-320).

Paying to have an arm system removed and a cannon filoucr:-
on a steamjack in place costs an additional 60 gc unless::=
character does the job hirnself.

STEAM LOBBER (HEAVY STEAMJACK ONryl

Cost: 550 gc

Type: Ranged
Location: Arm
Ammo:6
Effective Range: 48 feet (8")

Extreme Range: 240+ leet
Attack Modifier: -1
POW:15
AOE:4

Description: Developed for the Mule warjack, the ste::
lobber relies on pressure from the steamjack's boiler to h:::
powerful explosive projectiles. A simple cutoff valve bets'e-:-
the steamjack's movement system and the lobber allorv ii :,
route the full yield of its boiler's pressure into the cannon::
maximize its range.

Special Rules: Due to the slow rate of its auto-loadr::
mechanism, this weapon can be fired only once per round.

The steamjack can forfeit its movement to give this neap;:
+4 RNG this activation and gain the aiming bonus.

When attacking with this weapon, a steamjack can ignt-:=
intervening characters except those within 1" of the target.

On a critical hit, instead of suffering a normal damage rc-,
each character in the AOE is thrown d6" directly away frc::
the steamjack regardless of their base sizes. Move characte:.
farthest from the steamjack first. The character directly hit :
the attack suffers a POW 15 damage ro11. Other characters ::,:
by the attack suffer a POW 8 damage ro11. The POW of collate::.
damage is equal to the POW of the damage roll suffered bv i:.
thrown characters.

Reloading the cannon outside of combat takes twenty minu:-
and can be accomplished by any character with the Mechanik.:-
Engineering skill without a die ro1l.

The steamlobber uses ammunition unique to its design. Eac:
lobber round costs 15 gc.

Mounting a lobber on steamjack chassis requires the mechan:.
to first remove the steamjack's old arm and replace it with ii-=
lobber (see "Removing or Replacing Arms," pp. 319-320). On:=
the lobber has been mounted, a character with the propr:
tools must then spend four hours affixing the lobber to t:.=



::e.lmiack's boiler and h)'draulic svstems and succeed in an

\T + Mechanikal Engineering roll against a target nr,rmber of
-r. If the loll fails, the chalacter can attempt it again after an
, -itlitional tn o hours of labor.

--,1'irrg to have a steam lobber monnted on a steamjack costs
,, rotal of 110, gc including labor for the adciitional hassle of

- ,nnecting the steam lobber to the steamjack's boilel and
-'. t1r'anlic systerns.

GEAR AND UPGRADES
::c.rmjacks offer dedicated mechaniks virtuallv endless
rLrortunities for customization. Though the military ancl labor

-:ctors prefer to use stock machines, mercenarv companies
.:rl freelance warcasters har.e developed numerous methods
: clrstomize and personalizc thcil steamjacks. One favolite
:rL)rlification is to integratc a heavier boilel into a smaller-sized

--:rrssis, providing the steamjack rvith an extra bulst of speecl

iren it needs it most.

i:e.rmjack gear has the follon'ing attributes that define hon' it
: -u-rctions in the game.

Cost: This is the cost of the gear in C\/grlarar1 gold crou'ns.

Description: This is a dcscriptior-r of the gear.

::.:r:t.t 
Rules: This section dcscribes anv special rr-rles oi the

ARC NODE

through a steamjack bound to him. The arc node must be linked
directll'to the steamjack's arcane steam turbine to draw power.

Special Rules: The steamjack outtitted ll,ith the arc node is a

channeler (p. 234).

A steamiack outfitted n'ith an arc node gains t'r,l'o additional
r-lamage boxes on its damage grid. Additionally, the lor,r.est

boxes in columns 3 and 4 that do not already contain letters for
svsterns become ",{' boxes representing tl-re arc node system.

Arc rrodes mr-rst be mounted on the steamjack's chassis and
joirred to its arcane steam tr,rrbine (see "Installing an Arc
\otle," p. 319).

P.rr irrg to have an arc node rnounted on a steamjack costs an

adclitiorral 30 gc.

BUCKTER

Cosi: 101.) gc

Description: The buckler is a small shield mounted on the arm
of a ste.rr-njack.

Special Rules: A stearnjack atrned r'vith a buckler gains

-1 AR\1 against attacks oliginating irr its front arc. A steamjack

:::l:r.:,,f::. 
the Lrenefit from both a buckler ar.rd a shield on the

\lo'.rrrting a Lrucklel on a steamjack's arrn requires the proper
tcrrrl:, trro hours of labor, and a successful INT + Mechanikal
Engineerirrg roll against a target number of 12. lf the lo11 fails, it
cau Lre repe.rterl after another'hor-rr of labol.

P.rr ing to have a bucklel mounted on a steamjack's arrn costs an

atldititrnal 3l) gc.

HEAVY BOILER

Cost: -{ll[) gc (light steamjack), 700 gc (heavy steamjack)

Description: This modification replaces the steamjack's
si.irrcl.rrd boilel rvith a heaviel boilel that enables it to build
qre.lter steam pressure. The extra pressllre is routed directlr. to
iis movement svstems, u,hich grants it the abilitl'to mn greater
d i s t.r rrce s.

Special Rules: A steamjack n'ith a l-1g3r",1. boiler can rlln
n ithor,rt spending a focus point or being malshaled. It burns
fr-rel trventl percent faster than a steamiack n,ith a stock boiler
ior its chassis.

The boiler is p;rrt of the movement s)'stem. Replacing a boiler
reqr:ires a mechanik to first remove the old boiler and replace
it n'ith the nen' one (see "Removing or Replacing the Boiler,"
p. 32tl).

P.rving to have .r boiler replaced costs an additional 50 gc.

HYDRAULIC CRANE

Cost: 120 gc

Description: This is a steam-powered mech.rnical crane. The
crarle call easilr'lift several hr-rndred pounds and can be a great
asset n'hen atternpting to assemble other steamjacks rvhile
outside oi a shop.

Cost: 500 gc

Description: The arc node is

:'.echanikal relay that enables a

an incr edibh' adr'.rncctl
focnser to channel spell:



Special Rules: Mourrtinp; a crane on a on a steamjack recluires
the proper tools, three hours of 1abor, and a successful INT +

Mechanikal Engineering ro11 against a target numbel of 14. If
the roll fails, it can be repeated after another hour of labor.

When a steamjack rvith a hl,dlar-rlic crane is r-rsed to assist
rn'ith ste'amjack production, r'vith mounting an item to anotl-rer
steamjack, or n ith salvaging palts from a steamjack, the
character making the Mechanikal Engineering roll gains a +2

bonus on his roll.

Paying to have a crane nronntecl costs an additional 40 gc.

STEAMJACK RUTES
Steamjacks are classified accolding to base sizc on the tabletop:
a light steamjack has a medir-rrn base (.10 rnm), ar-rd a hear'\'
steamjack l.ras a large base (50 mm).

Stearnjacks are constructs rathel than living charactels. A
constrllct is not a living chalactcr and neveL suffers the effccts
of fear.

A steamjack generally has a controller. This is the'jack marsh.rl
or warcaster commanding the stear-njack.

COMBAT
The differences betrt.ee.n \variacks and laborjacks become

apparellt in combat. A r'varjack's cortex is sophisticated enough
to allow' for some degree of true arltonomv in combat, but a

laboljack lacks signifi cant friend-or-foe recogr"rition capabilities
and must be cor-rtrolled Lr1. a'jack marshal or \\.arcaster to take
palt in a battle.

WEAPON TOCATIONS
A stearnjack's \veapon stat bars should be noted to indicate
nhere its weapons ale located: leit arm (L), right arrn (R), or
head (H). When all tl-re svstem boxes for a locatiorr have been
damaged, the sl.stem is crippled (see "Crippling Svstems,"

p. 315). These lveapon locations are also nsed u'hen resolving
headlocks and rveapon locks (see belou). A neapor-r not in orre

of these locations is marked rvith "-."

TURN ORDER
A steamjack activates dnring its controller's tr-rrn during tl-re

Activatior-r Phase. The steamjack can nrove and take lts action
either before or after its controller moves and takes his action.
If a 'jack's contloller is destroved or othenvise leaves combat
and the 'jacks that he controlled rernain in the battle and do

not become irrert, thev continue to take their turns in the
established initiative order.

Autonomons or otherrvise urrcor-rtrolled stearnjacks taking part
in a battlc ro11 their initiative normallr'.

MOVEMENT
A steamjack cannot run or charge cluring its turn unless it has

a special rr-rle that enables it to do so, is affected by a drive
enabling it to run or charge by its controlling 'jack marshal, or
spends a focus point .

'JACKS AND SOUND
Steamjacks are larger industrial mechanikal constructs
that rely on large steam engines for power to drive
the multitude of hissing pistons they have in place of
muscles. Under the best circumstances, a'jack is loud,
and cannot make Sneak rolls.

Characters standing near a 'jack have to raise their voices
to be heard, and have a hard time hearing things very
far away. The Game Master can decide that a character's
proximity to a steamjack gives him a penalty to skill rolls
such as Command and Detection.

POWER ATTACKS
Pora",er attacks are special attacks that can be made bv stearn j.rc,.. -

To make a po\ver attack, a steanrjack must have a special r'-:..
enabling it to do so, be affected by a clrive enabling it to mai\. -

porve.r'attack, or sper-rd a focus point.

Port'er attacks include knockout strikes, grapples, head .l:---

weapon locks, head-butts, pushes, slams, thlor,r,s, and tram:-.
Knockout strikcs and grapples are described on p. 210.

HEADLOCK/WEAPON LOCK
A stearnjack rnaking a headlock/u.e apon lock po,uver attack c,::
lock a steamjack or' 'uvarbeast's \,\reapon or head and preve::
its use. A steamjack mnst have at least one non-crippled Op=
Fist to make a he'adlock/rveapon lock porver attack. Wher'. -

steamjack attempts a headlock/n'eapon lock por.r.er attack, :.-
controller should declale r.r.hat thc steamjack is atten-rpting -

lock before making the att.rck roll.

When a steamjack makes a headlock/rteapon 1ock, its contlol.=:
should also declare n4rich lveaporr lvith Ope'n Fist the stea-rmj.:c.

is using to make tlre attack before rraking a melee attack r!
A knocked dorvn character cannot be locked. lf the attack l.,i:-
then the specified head/r,r,'eapon is locked. He'adlock/r,r,eap., :
lock attacks do not cause damage.

A target cannot make attacks vvith a locked weapon or .r:-

other r'veapons in the same location. Locking a u'eapon irr--
a location of "-" has no effect on other \'\.eapons. A steamj.rc.
or n'arbeast held in a headlock cannot make attacks u.ith a:
weapons located in its head (H). A steamjack or r,r,arbeast he -'

in a headlock/r.veapon lock cannot make por,r,el attacks.

While invoh'ed in a 1ock, the attacker cannot make por.,.:
attacks or attack rvith the \veapon with rvhich it made the L'c,
attempt, nor can it use any other neapon in the same locatic,r
The attacker and the defender are free to attack rvith anr- .:
their other melee rveapons.

During its turn, a steamjack or warbeast held in a headloc..
\\.eapon lock must attempt to break the lock. For each il.eap..
lock and headlock, both characters invoh.ed in the lock rol- -



.16 and aclcl their STR. If the locked character's total exceeds
ihat of the steamjack holding the lock, the lock is broken. The
iocked character can make its initial attacks with any melee

'.\'eapons not located in a locked system as normal. After
resolving these attacks and attempts to break flee, a steamjack
can spend focus points to make morc attempts to break a lock
rrr to make additional attacks with usable weapons, at 1 focus
noint per break attempt or additional attack. Once a lock is
:rroken, the steamjack can rlse the r,veapon that was locked. A
.teamjack can voluntarily release a lock it is maintaining at
,1r1\/ time during its activation.

\either character can advance or be pnshed n hile involved in a
1ock. A lock is broken automaticallv if:

. An effcct causes eithel character to movc or be placed;

o An effect knocks dorvrr either character;

o Arr effect causcs either charactel to become incorporeal;

r An effect causes the attackel to become stationary;

. The u'eapon system maintaining the lock is crippled;

o Either character is destloved.

HEAD-BUTT
.\ steamjack making a head-br-rtt por'r.er attack smashes its head
rnto a character to drive it to the ground. The steamjack makes

-r melee attack ro11 against its target. If the attack hits, the target
r. knocked dorvn and suffels a damage ro11 rvith a POW equal
:o the stearnjack's culrent STR.

.\ steamjack cannot l-read-butt rvhile held in a heacllock. A

.tearnjack cannot head-btitt porver attack a character r,vith a

.erger base.

PUSH

-\ steamjack making a pr-rsh potver attack uses its bulk and
.rrength to shove another character. A push por,r,er attack
,-utomaticallv hits ancl deals no damage. Both charactels ro11 a

i6 and acld theil STR. li the deiender's total is greater, it lesists
reing pushed. If the steamjack's total equals ol exceeds the
jcfender's, the defending character is pushed 1' directh. arvav
:rom the steamjack.

.\fter a character is pushed br. a push poner attack, the

.lcamjack can irnmediatelv advance directlv torvard the pushed
;halactel up to the distance the pushed character u'as moved.

SLAM
-\ steamjack making a slam porver attack rams a model lvith the
:ull force of its body to send the target rnoclel flving backrvard
-rnd krrock it to the ground. Anv effects that prevent a character
:rom charging, such as a penalty to its SPD ol'movement for ant.
:eason other than for being in rough terrain, also prevent the
.teamjack from making a slam porver attack. A steamjack must
rave both its mor.ement and action available during its turr-r in
luc1er to make a slam por.ver attack.

During its activation, a steamjack can attempt to slam any
;haracter rvho is in its line of sight at the beginning of its
:rormal movement. A knocked dorvn character cannot be
:ttoved bv a slam.

Declare the slam attempt and its target before moving the
steamjack.

To make a slam attack, declare the slam attempt and its target,
then turn the slamming steamjack to facc the slam target
directlv. The slamming steamjack then advances its full SPD

plus 3" directly toward its target. The slamming steamjack
cannot voluntarilv stop its movement unless its target is in its
melee range, but it can end this moven-rent at any point u'ith
its slam target in its 0.5" melee lange. It mLlst stop if it contacts
a character, an obstacle, or an obstruction. The slamming
steamjack cannot change its facing during or after this
movement.

A slamming steamjack that ends its slam movement rl,ith its
slam target in its 0.5" melee range has made a successful slam.
If it advanced at least 3" it n-rakes a rnelee attack roll against
its target. A steamjack that porver attack slams a chalacter
with a largcr base sr-rffcrs -2 on its attack roll. If the attack hits,
the target is slammed directly ar'va1' from the steamjack (see

"Slammed" p.20a).

If a slamming steamjack makes a successful slam but moved
less than 3" it has not moved fast enough to get its full weight
and porver ir-rto the b1o'lr.. The steamjack makes an attack loll
against its target. if the target is hit, it suffers a damage loll
rt'ith a POW equal to the stearnjack's cLrrrent STR br-rt is not
slamrned. These are stil1 considered slam attack rolls and slam
damage rolls.

A stear-njack that does not end its slam rnovement r,r'ithin 0.5" of
the target has failed its slarn porver attack. If a steam;'ack fails
its slam pon,er attack duling its activation, its activation ends.

The POW of the slam damage roll and any resulting collateral
danrage rolls is equal to the Strerrgth of the steamjack.

THROW
A steamjack making a throlv pon er attack picks up and thron.s
another character. A steamjack cannot throrv a character n,ith
a larger base. A steamjack mnst have at least one non-cripplecl
Open Fist to rnake a throu' por,vel attack.

The attacking steamjack makes a melee att.rck roll against its
target. If the attack hits, both chalacters roll a d6 and ac1c1 their
currerrt STR. If the target's total is gleater, it breaks free n,ithout
takirrg anv clamage arrd avoids being thrown. If the attacking
steamjack's total equals or exceeds the target's, the target
character is thron,n.

When a steamjack throrals another character, it chooses a

clirectiorr for the thror,r,n character to be rnoved. This direction
mttst be art a). from the steamjack. Measure a distance from the
character thlon n equal to half the steamjack's current STI{ in
inches along the chosen dilection to a point on the table. This
point is the throrvn charactcr's intended point of irnpact. A
hear.v steamjack thron'irrg a small-based charactel ac-lds 1" to
this distar-rce.

The POW of the thro'lr. damage ro11 and any resulting coll.rteral
damage rolls is equal to the Strength of the steamjack.



DOUBLE-HAND THROW
A steamjack making a double-hand thron, por.r.el attack
uses both its arms to pick up and thron' another character.
A stearnjack cannot throrv a character with a lalgel base. A
stearnjack must have tr,r'o non-crippled Open Fists to make a

double-hand throrv polver attack.

The attackir-rg steamjack makes a mclee attack ro11 against its
talget. lf the attack hits, the target rolls a d6 and adds its cr-rrrent

STR. The attacking steamjack rolls 2d6 and adds its current STR.

If the target's total is greatet it breaks free rvithor-rt taking anv
damage and avoids being thlort,n. If the steamjack's total equals
or exceeds the target's, the talget model gets throu'n.

To determine the direction of the dor-rble-hand throrv, the
steamjack can either fo11ou' the steps for detelmining the
direction of a regular thlo\\, (see "Thrort," above) or simpl1.
thlon, the charactel at another target tt'ithin t1-re steamjack's
line of sight. Ignorc the character being thlort,n r,r,hen

deterrnining line of sight to the other target. The throrv
distance is equal to half the steamjack's current STI{ in inches.
A hear,)' steamjack throu.ir-rg a small-based chalacter aclds 1""

to this distance. If the talget is r'r,ithin lange, the steamjack
makes a melee attack lo11 against it. If it is or-rtside this rar-rge,

resolve the throlr. using the lules in "Thron," above, as if the
thron'n character rvere throlvn directlv torvard the target. On
a hit, move the thror'vr-r character from its culrent location
directlr'tonald tl-re target's base until it contacts the target.
This thron'does not deviate. A double-hand thror.v at anothel
character is not an attack against that character.

If the attack roll misses, detelmine tl-re thlorvn character''s point
of impact b1. rolling deviation from the center of the target's
base. Referencing t1-re deviatior.r rules (p. 212), Toll a d6 for
direction and a d3 for distance in inches. If the target is bet'ond
the tl-rrorv distance, determine deviation from a point on the
line to it equal to the throu. distance. The thlorvn character
moves directly from its current location in a straight line to the
determined point of impact.

The POW of the slam darnage loll and anr. resulting collateral
damage rolls is eqr.ral to the Strength of the steamjack.

TRAMPLE
A steamjack making a trample porver attack clashes its $.av

through small-based characters in its path. Anr. effects that
prevent a model from charging, such as a penaltv to its SPD or
movement for any reason other than for being in ror-rgh terrain,
also prevent the steamjack from making a trample porver
attack. A steamjack must have both its norrnal movement and
action available in older to make a trample power attack. Light
steamjacks cannot make trample porver attacks.

Declare a trample power attack at the beginning of the
steamjack's turn. The stearnjack then turns to face anv
direction. The steamjack advances up to its current SPD plus
3" in a straight line in that direction. It moves through anv
small-bascd characters in its path, but there must be room for
the trampling steamjack's base at the end of the movement. It

stops if it contacts a character n itl-r a medir-rm or larger base, ::
obstacle, or an obstruction. The trampling steamjack canir,-"
change its facing duling or after this mor.ement. Do ;r.
resolr'e iree strikes against the trampling steamjack duri:-.-
this movement.

After the steamiack has firrished its trample movenlent. :'
rnakes a melee attack roll against each small-based charac:.-
it contacted. Chalacters hit by a trarnple attack roll suffe:
darnage roll rvith a POW equal to the stearr-rjack's current ST,-

Trample damage can be boosted.

Resolve free strikes against the trampling steamjack a;:=
resolving all trample attacks. Chalacters contacted cani-.

make free strikes against the trampling steamjack. lgn. :
the distance betr.r,een characters r.r,hen resoh,ing fre'e strik.-
against the trampling stcamjack; if a charactel r,vas eligiLrlc :
make a free strike against the trampling stcamjack durirrg :.-.-

trampling steamjack's movement, it can do so r.vhether or r..
the trarnpling steamjack ended its rnor.ement ir-r the eligi:- .
character's melee range.

DAMAGING A STEAMJACK
Steamjacks can take a tremendons amollrlt of damage bei.:.
the1, fall irr combat. What might Lrc an irrcapacitatin;; or mtrr:-
lr,ound to a mere mortal jr-rst dents a steamjack's hull.

DAMAGE GRIDS
Steamjacks have damage grids consisting of six columns . -

damage boxes labeled r.vith the nr-rmbers 1 through 6. Whe;' -

steamjack suffers damage, ro11 a d6 to determine rvhich colu;:-:
takes the damage. Starting rt'ith the. uppermost unmarked':'.-
in that column and r,r'orking dovr'n, mark one damage bor:.-
damage point taken. Once a colr-rmn is fu11, continue recorrii:-
damage in the next column to the right that contains an unmark. --

damage box. lf all the darmage boxes in column 6 are markc-
continue recolding damage in column 1 or the next colr-rmn il,
contains an unmarked damage box. Continr-re fi11ing columns : -

required r-rnti1 ever)' darnage point taken has beer-r recorded.

STEAAAJACK DAMAGE KEY
On a steamjack's damage grid, the following letters
represent the steamjack's systems:

C: Cortex

M: Movement

L: Left arm weapon system

R: Right arm weapon system

H: Head weapon system

A: Arc node



\\rhen a rule specifically states a steamjack suffers damage to the
"first" box of a given type, find thc lowest numbered column on
the steamjack's damage grid that has an unmarkecl damage box

Lrf that t1'pe. Within that column, mark the topmost unmarked
.lamage box of that tvpe.

CRIPPLING SYSTEMS
\\'hen a ste;rmjack suffers damage, individual systems critical
:o its cornbat performance can be damaged and cripplcd. Blank
J.rr-nage boxes on the steamjack's damage glid lepresent its hu11.

The hull is not a svstem. Beneath the hull are the stcarnjack's
,. ital systems, represented b1. svstem boxes. Each of thcse boxes

;s labeled n,ith a letter designating the svstem it supports.
Sr-stern boxes are still damage boxes; r,r,hen recording damage,

nrark both blank boxes and tl-rose corrtaining system labels to
:ecord the colrect amount of darnage. While all its svstcm boxes

.:re marked, a svstem is clippled. Malk the appropriate svsten'r

.iatus box belon. thc damage Lroxcs to shon' this. The eifects of
:rippled svstems are as follorvs.

. Crippled Alc Node: The stearnjack cantrot be used to
channel spclls.

. Crippled Cortex: The steamjack loses ant' foctts points it
has Lreerr ;rllotted and carrnot be allocated focus poirrts. It
cannot spend focus pclints ior an\. reasolr.

. Cripplecl Movement: The steamjack has its Lrase DEF

changed to Z It cannot rur-r or charge. A steamjack that h.rs

its movement s)'stem crippled u4rile advancilrg .1s p.rrt ot.i
charge, slam, or tramplc ir-rrmediatelv stops advarrcing, and

its activation errds.

. Crippled Arm or Head Weapon Sy'stem: The stearnj.rck rolls
one felver die on the attack and clamage rolls u'ith \\'eapons

in the crippled location. Aclditionallr', a steamjack cannot
Lrse \\'eapolls ir-r a crippled location to make pon'er attacks.

Ii a n'eapon in the cripplecl locatiorr has the Br-rckler or
Shield rveapon qualitr., the stearnjack loses the AII\'l bonr-rs

for that qualitv n'hile the location is crippled.

.i 1 or more d;rnage points are removecl from a cripplecl sr,stem,

:irc. svstem is no longer crippled.

CRIPPTED SYSTEMS

AND CATASTROPHIC DAMAGE
-hough most of the damage sustained b)' a steamj.rck can
:'r repailed b1' a mechanik given enough time, should thc
.:eamjack snstain se\.ere enough damage it cor-r'ld reqr-rile
::prl16"-"tl, parts or even n'hole limbs to return to cornplcte

-r nctionalitr'.

\ iter a battle, for each svstem that rvas crippled du ri rrg the battle,
:.rll once on the appropriate Catastrophic Danrage table. This
:,.11 is rnade even if the clippled svstem u'as repairecl dr.u ing the
:-rttle. Roll once fol each svstem cr.en if u,as crippled multiple
--r'nes durirrg the same battle. Rer-nember, this roll is made aiter
-:,.c Lrattle so it cloes not furthel impair the fr-rnctionalitv oi the
-:eamjack dr-rring the battle the damage n'as sustainecl.

CATASTROPHIC DAMAGE TABLE, ARC NODE
If an arc node suffers the same effect on a subsequent catastlophic
clamage roll (a loll of 3-11) before the pt'evior-rs efiect has been

repaired, the alc node sr-rffers no additional catastrophic effect.

See the rules and costs associated n,ith repairing or replacing a

catastlophicalll' darnaged arc node, p. 319.

f:
I

Destroyecl - The arc node was clestroyed
as a result of the clamage the steamjack
enclured in combat. Though the arc nocle
might have been boclgecl back together
cluring the battle, by the time the clust
clears it is broken beyoncl all repair ancl
requires replacement.

Power Leak * As a result of the clamage
the clamage inflictecl on the arc nocle, it
has clevelopecl a power leak. Until it is

repairecl, a warcaster channeling a spell
through the arc node must spencl one
additional focus point to cast the spell.

Receptor Lag - The clamagecl arc nocle
has a slight clelay in its relay time that
makes targeting offensive spells channelecl
through it exceptionally clifficult. Until
it is repairecl, offensive spells channelecl
through the arc node suffer -2 to their
attack rolls.

Feeclback - The arc node's relays were
baclly clamagect. Until it is repaired, any
time the steamjack's controller channels
a spell through it, immecliately after the
spell has been resolved the warcaster
suffers cl3 clamage points from psychic
feeclback. This clamage is appliecl to
the warcaster's life spiral (bypassing his
warcaster armor power fielct if applicable).

Damagecl Locus - The mechanisms
that focus the arcane energies of spells
channelecl through the arc nocle have
become clamagecl. Until it is repairecl,
offensive spells channelecl through the arc
nocle suffer -2 to their clamage rolls.

Misalignment - The arc nocle has become
baclly misalignecl. Until it is repairecl,
spells channelecl through the arc nocle
suffer -2 RNC.

Wear ancl Tear - Though it suffers no
immecliate effects from the catastrophic
clamage it has endurecl, the arc nocle is

starting to show its age. Each time this result
is rollecl, the target number for all future
rolls to repair the arc node is increasecl by
a cumulative + 2. An arc nocle's Wear ancl
Tear cannot be repaired; it can only be
toleratecl until the arc node is replacecl,



CATASTROPHIC DAMAGE TABLE. CORTEX
If a cortex sr-rffers thc samc cffect orr a snbseqr-rent catastrophic
damage roll (a roll of 3-11) before the previous effect has been
repaired, the coltex suffers no additiorral catastrophic effect.
See the rules and costs associated n,itl-r repairing or replacing a

catastlophically damaged cortex, p. 320.

CATASTROPHIC DAMAGE TABLE, HEAD
If a head suifels the same effect on a subseqr-rent crt.rstror.'
darnage roll (a ro11 of 3-11) before the previous effect has 1..=-
repaired, the head suffers no additional catastrophic effect. S..
the rr-rles and costs associated rvith lepailing or replacin:
catastrophically damaged head, p. 320.

lllj

lfir

Destroyecl - The cortex was clestroyecl
as a result of the clamage the steamjack
enclurecl in combat. Though the cortex
might have been boclgecl back together
cluring the battle, by the time the clust
clears it is ruinecl beyoncl all repair.

Slow Processing - The steamjack's cortex
has been slowecl tremendously clue to the
clamage it sustainecl. Until repairecl, the
steamjack must forfeit its movement or
action each turn.

Targeting System Misalignecl - The
steamjack's optical relays have been
knockecl out of alignment with the cortex.
Until repairecl, the steamjack suffers -2
to its PER rolls ancl loses one clie on its
rangecl attack rolls.

Reclucecl Power - The integrity of the
steamjack's cortex has been baclly
compromisecl. Until repairecl, the
maximum number of focus points the
steamjack can be allocatecl is reclucecl by
l. The steamjack can benefit from up to
one drive each turn.

Brain Damage - Extensive clamage to
the steamjack's cortex has caused a glitch
in its clelicate machinery. As a result,
the steamjack suffers -2 on INT rolls ancl
cannot benefit from clrives.

Unstable - Extensive damage to the
steamjack's cortex has weakenecl its
integrity. Until repairecl, at the encl of any
activation in which the steamjack spent
I or more focus points, roll a cl6. If the
roll is equal to or less than the number of
focus points spent, the steamjack explocles
ancl characters within 3"" of it suffer an
unboostable POW l4 blast clamage roll.
The steamjack is completely clestroyecl in
the explosion.

Wear ancl Tear - Though it suffers no
immecliate effects from the catastrophic
clamage it has enclurecl, the cortex is
starting to show its age. Each time this
result is rollecl, the target number for all
future rolls to repair the cortex is increased
by a cumulative + 2. A cortex's Wear ancl
Tear cannot be repairecl; it can only be
toleratecl until the cortex is replacecl.

2

Destroyecl Heacl - The steamjack's heacl
system has been clestroyecl as a result
of the clamage it sustainecl. Though the
steamjack might have been boclgecl
back together cluring the battle, its
heacl systems ancl weaponry are now
completely ruinecl.

3-4

Blincl - Due to the clamage it sustainecl,
the steamjack has been completely
blinctecl. Until repairecl, the steamjack
suffers -4 MAT ancl -4 DEF, cannot run
or charge, ancl must forfeit either its
movement or action cluring its turn.

5-6

Weapon System Damage - The
steamjack's weapon systems integratecl
into its heacl have been baclly clamaged.
Until repairecl, the steamjack loses one clie
on damage rolls with weapons locatecl on
its heacl.

7

Damagecl Optics - The steamjack's optical
systems have been baclly clamagecl. Until
repairecl, all the steamjack's non-spray
weapons suffer -4 RNG.

8-9

Partially Blincled - The steamjack's
optical systems have been cripplecl by the
clamage it sustainecl. Until repairecl, the
steamjack's LOS is reclucecl to forty-eight
feet {8").

lo-l I

Weak Spot - Due to the heavy clamage
the steamjack sustainecl, the armor
protecting its heacl and central torso
has been severely compromisecl. Until
repairecl, the steamjack suffers -l ARM.

l2

Wear ancl Tear - Though it suffers no
immecliate effects from the catastrophic
clamage it has enclurecl, the steamjack's
heacl ancl internal systems are starting
to show their age. Each time this result
is rollecl, the target number for all future
rolls to repair the heacl system is increased
by a cumulative +2. A heacl's Wear anct
Tear cannot be repairecl; it can only be
toleratecl until the heacl is replacecl.



CATASTROPHIC DAMAGE TABLE, MOVEMENT
Ii movement s\.stem sr-rifers the same efiect on a snbse.rluent
catastrophic damage roll (a roll of 3-11) before the previous
.'iiect has been lcpailed, the rnovelreut sr.stcm suffers no
.rclclitional catastlophic effect. See the lules arld costs associated
ivith repairing or replacing a c.ltastrophicalli'damaged portior-r
oi the steamjack's movement sr.stem, p. 320.

Destroyecl Chassis - The steamjack's
chassis has bucklecl under the clamage
it sustainecl and can no longer sustain
the weight of the machine. Though the
steamjack might have been boclgecl back
together cluring the battle, it now stands
with its back broken, fit only for salvage.

3-4

Pressure Leaks - The steamjack's boiler
has numerous leaks preventing it from
builcling a steacly amount of pressure,
Until repairecl, roll a clie at the start of
the steamjack's activation. If a 6 is rollecl,
it must forfeit its movement or action for
the turn.

5-6

Damagecl Boiler - The steamjack's boiler
has been badly clamagecl. Until repairecl,
the steamjack cannot run or charge ancl
suffers -2 STR.

7

Damagecl Drive Shaft - The steamjack's
movement systems have been severely
clamagecl. Until repairecl, the steamjack
suffers -l SPD anct DEF.

8-9

Gears Strippecl - The gears in the
steamjack's movement systems are baclly
clamagecl. Until repairecl, each time the
steamjack runs, charges, or performs
a slam or trample power attack, the
steamjack suffers I point of clamage to its
movement system.

lo-l I

Weakenecl Joints - The steamjack's legs
are baclly clamagecl. Until repairecl,
whenever it takes five or more points of
clamage from an attack, it must make a
PRW roll against a target number of 10. If
it succeecls, nothing happens. lf it fails it is

knockecl down.

l2

Wear ancl Tear - Though it suffers no
immecliate effects from the catastrophic
clamage it has enclurecl, the steamjack's
movement system is starting to show its
age. Each time this result is rollecl, the
target number for all future rolls to repair
the movement system is increasecl by a
cumulative + 2. A movement system's
Wear ancl Tear cannot be repairecl; it can
only be toleratecl until the movement
system is replacecl.

CATASTROPHIC DAMAGE TABLE, ARM
(RTGHT OR LEFT)

li an arm suffers the sarne eifect on a snbsequerrt catastrophic
clalnage roll (a roll of 3-11) before the plevions eiiect has been

lepaired, the arn-r suffels no additional catastrophic effect. See

tlre rules and costs associated n'ith repairing or replacing a

catastrophicallv darnaged arm, pp. 379-320.

Destroyecl Arm - The steamjack's arm
system has been completely clestroyecl
as a result of the clamage it sustainecl.
Though the steamjack might have been
boclgecl back together cluring the battle,
its arm system ancl weaponry are now
completely ruinecl.

Seizing Gears - Due to the clamage the
steamjack's arm system sustainecl, its
gears have a tenclency to seize up, Until
repairecl, the steamjack can make only
a single attack with each of its melee
weapons integratecl into the arm each
rouncl.

Damagecl Weapon - The arm weapon
system has been clamagecl. Until the arm
has been repairecl, weapons that are
part of that system, inclucling hanclhelcl
weapons, suffer -l POW.

Weakness - The steamjack's arm has been
severely weakenecl by the clamage it
sustainecl. Until repairecl, the steamjack
suffers -2 STR on actions performecl with
the arm, inclucling melee attack clamage
roll resolutions.

Slowecl Reaction Speecl - The steamjack's
arm has been miscalibratecl by the
clamage it sustainecl. Until repairecl, the
steamjack suffers -l on its attack rolls
macle with that arm.

Jam-prone - Due to the clamage the
steamjack's arm system sustainecl, rangecl
weapon auto-loaclers integratecl into the
arm system are prone to jamming. Until
repaired, the steamjack can make only
a single attack with each of its rangecl
weapons integrated into the arm each
combat. The weapons then have to be
painstakingly cleanecl ancl reloaclecl by
hancl.

Wear ancl Tear - Though it suffers no
immecliate effects from the catastrophic
clamage it has enclurecl, the steamjack's
arm system is starting to show its age.
Each time this result is rollecl, the target
number for all future rolls to repair the
movement system is increasecl by a
cumulative +2. A movement system's
Wear ancl Tear cannot be repairecl; it can
only be toleratecl until the movement
system is replacecl.



WRECKING A STEAMJACK
A steamjack is consideled rvrecked once all of its damage

boxes have been filled. When a steamjack is rvtecked, remove

it from the table and replace it r,vith a r'vreck marker' (see

p. 353) corresponding to its base size. A rvteck markel is not

a character. After the battle it is possible to repair the r,r,recked

steamjack, althongh if the catastrophic damage resttlts are

bad enough, it might be preferable to salvage parts from the
rvrecked steamjack instead.

A rvreck marker is rough terrain and can provide cover to

characters r,vithin 1" rvhose bases are paltiailv obscured from
the attacker by the lvleck. Characters at least partially within
tl-re area of the ll.reck can also ttse it for cover.

Any effects on a steamjack expire rvhen it is rvrecked.

SALVAGE

Wrecked, inert, and simply inactive steamjacks can be salvaged

for their component parts. Dismantling a steamjack for salvage

requires an hour of labor followed by a successlul INT +

Mecharrikal Engineering roll against a difficr-rity of 14. If the
roll fails, the character can try again after another 30 minutes of
ll.ork. If the rnechanik has access to a full mechanik's shop, he

gains +2 to his roll.

A successful salvage ro11 enables the mechanik to separatc o*:
al1 the functional parts and u.eapons from the steamjack. If -:

salr,aged steamjack had crippled svstems, the' Game Mas:.:
should roll on the appropriate Catastrophic Damage tables ,

determine the condition of the damaged parts.

Salvaged parts and \,/eapons can be kept to refit or-rto stearnjac. .

at a later date or else sold as used parts. Damaged parts sell ;-
a fraction of their original costs. Parts in good condition cou :
be sold for up to half of their original value.

EVALUATING DAMAGED PARTS

A chalacter rvith the Mechanikal Engineering skills can identr
damaged parts and their condition with a successful I\T -
Mechanikal Engineering skill roll against a target numbel of --
If the roll fails, the character evaluates the parts as function.:
and cannot disceln their true condition until given a reason :

reevalnate the parts.

REPAIRING A
STEAMJACK IN THE FIELD
Most of the damage that a steamjack sustains in battle can i-.
repaired by a skilled mechanik. If the steamjack loses a svstc:-
the damage is more extensive and requires additional labor .ir:
potentially replacement parts to fix completely. A steamjack c-:"-

be truly ruined beyond repair only if its cortex is destrore:
Even then, the steamjack's wreck )'ields parts that can ':-.

salvaged to get another machir-re up and running.



BODGING
\\/hen time is of the essence, sr-rch as in the heat oi battle, a

charactel n'ith thc Bodge abilitv can attempt to patch a steamjack
back together temporarilr'. Bodging is a tactic oi last recourse
and at best it onlv enables a hear.ilr' darnaged steamjack to limp
thlongh the battle until more extensive lepairs can be made.

A character must have the Bodge ability to attempt an1' repairs
on a steamjack in comLrat. Bodging is a full action. The mechanik
ihen makes arr INT + Mecharrikal Er-rgir-reerirrg ro11 against a

target number of 14. If the roll fails, nothirrg happens and the
rnechanik call attcmpt to repail the stearnjack again next tr-rln.
lf the roll succeeds, the steamjack regains 1 damage box in each

of its crippled svstems.

A character rnust have the proper tools to attempt to bodge a

.teamiack.

Bodging has no effect on n'r'ccked steamjacks.

COMMON REPAIRS
The follorving rr.rles cover the requiremc'r-tts and costs oi
steamjack repairs and sc'rvices. Whether voul character needs
to replace the. alm oi a steamiack because of battle damage or he

\\'ants to leplacc the alm n'ith a nen cannon, the rules are sarne.

REPAIRING DAMAGE
Repairs more extensive than bodging cannot be condncted on
the battlefield and lequire acccss to sheet metal, scrap, anc'l a

fr-rll mechanic's tool kit.

Everv hor,rl a mechanik l.rbols over a damagc.d ste.rn-rjack, he

can renove a number of damage points flom anvu']rer-e on its
tl.rmage grid equal to his Mechairikal Engineerirrg skill level.
If the character lras access to a full rncchanik's shop and/or a

readl' suppll' of replacernerrt parts, he cau re move arr additional
c'i3 damage points each hor-rr'.

ASSISTED REPAIRS

A rnechar-rik assistcd in his repairs bv additional char.rcters n'ith
ihe Mechanikal Engir-reering ski1l can remo\/c one adrlitional
rlamage poirrt frorn the steamjack for eacl-r other character
.'rssisting him.

PAYING FOR REPAIRS
A character pal,ing for the lepair of norl-c.ltastrophic clarnage

io a steamjack can expect to par' 10 gc per hour per mechanik
rvcrking on his'jack until the iob is done.

ARC NODE REPA.IRS

REPAIRING A CATASTROPHICALLY
DAMAGED ARC NODE (A)
Rcpairing catastrophic damage to an alc node recluires the arc
nocle to be removed from thc steamjack, four hours of labor
n'itir the proper tools, and a successiul INT - Mechanikal
Engineering skill roll against a target numtrer oi 16. Ii the
roll fails, the charactel can attempt it again aiter another
iror-rr of labor. A successfnl lepair renroves tlre eifects oi one
c.rtastrophic damage roll. Results of Destroved arrcl Wear and
Teal cannot be repaired.

COMMON
REPTACEAAENT PARTS

In addition to fuel costs, steamjacks can cost a fortune in
upkeeps and repairs. Parts wear out, boilers spring leaks,

and weapon systems degrade. Even if nothing goes

wrong and the owner of a 'jack simply wants to upgrade a
stock component of its hardware, he has to find someone

to repair the parts for him. The options are simple: hire
someone who can do the job or have your character do

it himself.

New Arc Node (A): 500 gc + mounting costs

Nevr Cortex (C): as cortex costs (see p.303) + mounting
costs

Nevr Head (H): 1096 of the chassis base cost + mounting
c0sts

Replacement Arm (L or R): 1096 of the chassis base cost
+ mounting costs

Replacement Movement system (M): 2096 of the chassis

base cost + mounting costs

P.n ing to have catastrophic arc node damage repaired costs

Itl(l qc (inclr-rcling tl-re cost oi having the arc node lemoved and

rcirrstallerl).

INSTALLING AN ARC NODE
.\drling an arc node to a stcamjack reqr-rires mec'hanik's tools
.-rncl trto hours of labor'. Af tcr the time has passecl, the n-recl-ranik

nust nrakc an I\T + Mechanikal Enginecring roll against
.1 targL't rrumLrer oi 16. Ii the roll succeeds, the character has
succcssfullr'remor.ed or installed the arc node. Ii the roll fails,
ti-rc arc node does not fur.rctiorr. Tl-re character must spe'ncl an

.rdditiorr.rl hour of labor before attempting the loll again.

P.rling to have an arc node installed on a steamjack costs an
.rclclitional 30 gc.

ARM REPAIRS

REPAI RING A CATASTROPHICALLY
DAMAGED ARM (L OR R)

Repr.1i1lr-rt c:rtastrophic darnage to an arm requircs the arm to be

rcrttovecl from the steamjack, three hotrrs of labol rvith the proper'
tools, .rrd a successfnl INT + Mc.char-rikal Engineering skill roll
aqainst a talget nurnbcl of 14. Ii tl-re roll fails, the character can
attcnlpt it agair-r after anothcr hour of labor. A successful repair
removL's the eifects of onc catastrophic damage roll. Results of
Dcstrovcd ancl Wear and Tear cannot be repaired.

Paling to have catastropl-ric alm damage repailed costs 100 gc.



REMOVING OR REPLACING ARMS
Removing or: replacing an arm or an arm-mounted \veapoll
system requires access to a cralle, a mechanik's tool kit, and tn o
hours of labor'. After the time has passed, the rnechanik must
make an It'i.-T + Mechanikal Errgirreering roll against a target
numbel of 14. If the roll succeeds, the character has successfr-rlly

removed ol installed the arm or weapon s)'stem. If the ro11 fails,
the arm eithcr cannot be removed u'ithout additional labor or
n'as impropellr' irrstalled and does not function. Either r,vay,

the character must spend an additional hour of labor before
attempting the lo11 again.

A charactel u,ho rn,ishes to pa)' to have an alrn installed or
removed can cxpect to pay 30 gc in labor.

CORTEX REPAIRS

REPAIRING A CATASTROPHICALLY
DAMAGED CORTEX (C)

Repairing catastrophic damage to a cortex requires the cortex
to be rernoved from the stearr-rjack, four hours of labor rvith the

proper tools, and a successful INT + Mechanikal Engineering
ski1l r'ol1 against a target nurnbel of 18. If the roll fails, the

chalacter can attempt it again aftel another houl of labor.
A successful repail removes the effects of one catastrophic
damage rol1. Resr-rlts of Destrol'ed and Wear ar-rd Tear cannot
be repaired.

Paying to have catastrophic cortex damage tepaired costs

100 gc (including the cost of having the cortex removed and

reinstal led).

REMOVING OR REPLACING THE CORTEX

Removing or replacing the cortex reqr-rires acccss to a crane,

a mechanik's tool kit, and one hour of 1abor. After the time
has passed, the mechanik mttst tnake an INT + Mechanikal
Engineering ro11 against a target nunrber of 14. If the roll
succeeds, the character has successfully removed or installcd
tl-re cortex. If the roll fails, the cortex either canllot be rcmoved

without additional labor or u'as improperly' installed and the

steamjack does not fr-rnctior-r. Either rval', tl-re character must

spend an additional thirty mirrutes of labor befole attempting
the roll again.

A character who wishes to pay to have a cortex installed or'

removed can expect to pay 20 gc in labor.

HEAD REPA.IRS

REPAIRING A CATASTROPHICALLY
DAMAGED HEAD (H)

Repairirrg catastlophic damage to a steamjack's head reqttires

the head to be removed from the stearnjack, three houts of
labor with the proper tools, and a successful INT + Mechanikal
Engineering skill rotl against a target number of 16. If the

roll fails, the character can attempt it again after another
hour of labor. A successful repair removes the effects of one

catastrophic damage rol1. Results of Destroyed and Wear and

Tear canrtot be repaired.

Paying to have catastrophic head damage repaired costs 100 gc.

REMOVING OR REPLACING THE HEAD
Remor.ing or replacing a steamjack's head requires access :. .

clane, a rr-rechanik's tool kit, and one hour of laLror. After::-.
tirne has passed, thc mechanik must make an INT + Mechani..-
Engir-reeling roll against a target nnmLrer of 14. If the:.
succeeds, the character has sncccssfullr'removed or insta-..,
the head. If the lo11 fails, the lre.ad either cannot be remt,..--
u'ithor,rt additional labor ol rvas improperlv installed arrcl :-
steamjack does not function. Eitirel lvari the character n'..:.'
spend an additional thirtl' minutes of labol before atternp:-: -
the roll again.

A charactel lr,ho rvishes to pay to have a head installer'l -

removed can expect to pa1.20 gc in laLror.

MOVEMENT SYSTEM REPAIRS

REPAIRINC A CATASTROPHICALLY
DAMAGED MOVEMENT SYSTEM (M)
Repairing catastrophic damage to a steamjack's rnoven'..:'
svstem requiles three hours of labor u'ith the proper tools.-.r:
a successful INT + Mechanikal Engineering skiil roll again.: ,

talget number of 16. If the roll fails, the character can atten::
again aftel another hour of labor. A successful repair lent... - -

the effects of one catastlophic damage r oll. Results of Destro,. . -
and Wear and Tear cannot be repailed.

Paf ing to have catastrophic movement svsten-r clamage tep.ri:.:
costs 100 gc.

REMOVING OR REPLACING THE BOILER
Rcmoving or replacing the boiler recluires access to o Crcr:-,

a mechanik's tool kit, and for.rr hor-rrs of labor. Aftel the tr* ,

has passed, thc mcchanik must make an INT + Mecharrr.:,
Engineerir-rg roll against a target number of 14. lf the r.'

succeeds, the character has snccessfullt' t"rnnrr"O or instal..,
the boiler. If the roll fails, the boiler either cannot be remo'..:
without additional labor ol was improperlv installed and ::--
steamjack does not fr-rnctiorr. Either lva1., the charactel m:-.
spend an additional hour of 'labor before attempting the r

again.

A character rt.iro r'vishes to pay to have a bcliler installerl -

removed can expect to pa1. 50 gc in labor.

REMOVING OR REPLACING A LEG

Removing or replacing a steamjack's 1eg requires acces: :

t-"vo or more cranes, a mechanik's tool kit, and three hour
labor. After the time has passed, the mechanik must makL- . -
INT + Mechanikal Engineerinp; roll against a target numlrer
14. If the ro11 succeeds, the character has successfullv remor .:
or installed the leg. If the ro11 fails, the leg either cannot ---

rcmoved without additional labor or n'as improperly irrstal .:
and the steamjack does not function. Either wav, the charac:.'
must spend an additional hour of labor before attempting ::-.
ro11 again.

A character who wishes to pay to have a 1eg installed or r€rloi:,
can expect to pa1.40 gc in labor.

l4
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COMMAND
PROTOCOLS:
CONTROTLING A
STEAMJACK
>te amjacks come in arvide varietv of chassis tr.pes, configurations,

-..ges, and functions, and characters rvith the training and ability
:r) contlol them to perform these tasks srnoothly are highlv
-.alr-rcd. One of the lvonders of modern steamjacks is thev are

:ome\vhat autonomous and can be trusted to r.r.ork r'vithout
.onstant supervision. Once set to a task thev are vr.e11 equipped
:r) make sma11 adjustrnents to see it done. A controller is needed
:o ensure the1. are rvhere the1. are needed, set to the proper tasks,

,:nr-l to prioritize choices rl.hen obstacles arise. In all respects a

:rrntrolled and directed 'jack is more efficient than one left to
::s o\vn initiative, r.r'hether it is offloading a ship or fighting in a

:ir.rotic n-re1ee alongside soldiers.

I'lost commonl)'a steamjack is controlled by verbal instluctiorrs,
--. iask referred to as'jack marshaling. A variety of securitr.
::reasures (dcscribed belorv) ensure a stcamjack obcvs only
:ire commands of an authorized handlel, ancl it ignores l,r.ords
.L.oken bv an\.one elsc. A steamjack has sensorv apparatus to
:emain alvare of its envinrnment, to avoid accidcntally stepping
-n or running into passers-b1'or striking allied soldiers, but the
.. orcls of its rnarshal a1n'ays take priolitr.. A'jack marshal knou.s
:reciseh'the best u,ay to gct a'jack's attention and to provide it
:-::ks amid even chaotic enr.ironments. This requiles a protocol
,: preciselr' delineated sentence constluction combined u'ith
:.stll1es to conve\. its immecliate pliolities to a'jack.

-o olltsiders it might seem as thor-rgh a 'jack marshal orders
-. 'j.eck the \'vav one migl-rt instluct an intelligent animal or a
'. trunS child. In plactice, this is .rn advanced and nuanced skill
:-:tluiring an understanding of hon' cortexes interpret their
::lvi1'onment and the vocabularl. a 'jack can comprehend. Cortex
::arlc has a majol irnpact on horv a'jack interplets complicated
r>tructions, as rvell as horv man1. tasks can be set in motion
'. ithout requiring subscquent orders. The most advanced
:-.;litarr-grade cortexes adapt rveli to changing circumstances
:.d can be gir.en a clrain of long-reaching commands.

Warcasters can command steamjacks mentallv, rvhich allolt,s
for rnuch mole precise and constant supen'ision, as ltell as

eliminating environmental distractions such as loud noises.

There are tn'o types of command exerted by a lvarcaster,

depending on circumstances: mental orders and direct control.
A warcaster can deliver sequences of commands to a 'jack just

like a 'jack marshal, if he wishes to afford the 'jack autonom).
and not govern its everl' mol'ement. Alternatively, a u.arcaster

can take direct control over a'jack and perform its functions as

if he were moving his or.vn limbs or looking through its eyes.

B,v direct11. controlling a steamjack, a warcaster can execute fine
control such as aiming a ranged weapon for a sma1l and specific
target, or pelfolming complex motions that rvould be difficult
to describe, snch as gently lifting a fallen beam off a person lr'ho
has been trapped beneath rvithout risking additional injur'1'.

STEAMJACK SECURITY
A1l steamjacks have some degree of securitl. in place to prerrent
r-rnauthorized use. These mcasrlres vary based on cortex grade
and the intended use of the machine, but even the sirnplest
laborjack has basic secnritr'. For simpiicity, tr,r'o degrees o{
sccuritl' are clescribed here, one for'laborjacks, and one for
rvarjacks. Former laboljacks modified for battle b'n' mercenarl.
companies are nsnally augmented to include coltex Iocks and
are therefole treated as rvarjacks.

The fundamental security measure for all steamjack cortexes is
a series of code phlases used to unlock command ar-rd allorn' the
'iack to recognize a specific handler. Controlling the steamjack
requires knor,vledge of these phlases, rvhich are in the language
of the coltex's countr). of origin. A 'jack can be put in a

"receptive" state to receive its cortex lock phrase bv thron'ing
a srvitch or lever-rvhich might be convenientlv placed ior
laboljacks reqr,riring frequerrt ch.rnges in'j"rck marshals, or more
secnreh'inside the locked cortex access p.rnel on the top of tl-re

chassis for those that do not. \\Ihile the steamjack is receptir e, .r

person stantling acljacent to ihe 'lack and speakine this p.hrase

is recoqnizet'l from that point forn'ard .rs an autirr.rizeel '1ack

nirsh:1, anrl :lr.eir vc-rb:r1 co:r..ria.nds are hee .ie.i.

STEAMJACK ACTIVATION
Remember that steamjacks activate during their
controllers'turns and do not activate independently while
controlled. A steamjack activates during its controller's
Activation Phase (see below) and can either move and

take its action before or after its controller moves and

takes his action.

'JACK MARSHATING
Although even the simplest laborjack can understand the
language of its country of origin, actually deriving useful
,,vork from a'jack requires the'Jack Marshal ability. .

Trying to control a 'jack I'rithout this skill is unpredictable
and poleniially dangerous. A jack is receptive to only a
sing;e authori23c iarclsr ai 3 tine.



LABORJACK SECURITY
Laborjacks are primalily intended to be controlled b1. 'jack
marshals. As a result, these 'jacks are secure onl1. against
unauthorized verbal comrnands and are typical11. unprotected
against lvarcasters, 'r.'n ho can slip past the crr-rde secur it1'
associated rvith verbal commands to delivel instructions
directly to the cortcx. A u.alcaster that can speak the cortex's
native language can bond to an unbonded laborjack b_v touching
its chassis and spending a full action.

WARJACK SECURITY AND BONDS
Bonding rvith a rvaljack is rnore difficult. Warjacks and anv
'jack r,vith the applopriate cortex augmentation are protected
r'vith additional security lneasures, knor'vn as cortex locks,
lvhich reqnire a separate and more complex projected mental
code to access the cortex. The codes used to unlock unbonded
r,varjack cortexes are long and include specific mental images

r,vhich mr,rst be remembered in proper sequence. Understanding
these phrases requires specific instruction including focr-rs

on the visual elements required (often patterns or specific
illr,rstrations). Militaries of the L'on Kingdoms also take pains
to update their cortex locks frequentlr. as further protection
against tampering. It is for this reason that Cygnar's r,r'arjacks

cannot be controlled by Khadoran lvarcasters, for example,

even if captured and handled exterrsively and even if spies have

a written transcription of tl-re lock phrase. The cortex must be

entirely $.iped and re'configured before it can be conr.erted te -
different militaly cortex 1ock.

When a l.arcastet has menta1l1' delir.ered the applopli.-.:-
cortex lock code to an unbonded steamjack, he establishes i: -

orvnbond, as long ashehas flee slots to do so. ln the process :

\,valcaster creates a pelsonal laver of mental code b1.lvhich i:-.
steamjack recognizes hirn, effectivell. adding an additior:.,
cortex lock that creates a far rnore robust connection betrvc.:
the steamjack and its warcaster. A r,r,arcaster can actir c-

relinquish control of the stearnjack and bleak his borrd n i.:'
it at rvill.

Should a r,r,aLcaster be ki11ed or suddenll' lose conscior-rsnc.-
the separation betlrreen the mir-rd of the castel and the cori:
creates a psychic backlash that lesets the 'jack's coltex. Tl'.-.
backlash effectivcly breaks the bond, rerroves added cori-
locks, and rendels the steamjack inert. This connection :.
maintained lvhile the vvarcaster sleeps; on11. sudden ar:
violent separation betlveen the mind of the rvarcaster arrcl ir:.
steamjack resets thc cortex.

Arr inert steamjack is sl-rr-rt down. It enters a temporarl. sta:..
in lvhich it ar'vaits a nelt'contlollel to reactivate it and dsSul-:
control. Most rt'aljacks inch-rde a reset slr.itch irr an accessii.,.
location knorvn to qualified mechaniks or 'jack marsh.:lr
r'vhich can be triggered if a contlolling narcaster is knocke:
unconscious or killed in action. Whcn a rvarjack rvithout .::
active bond is leactir.ated, it rvaits for spoken commands ai::
can be marshaled b1, any charactet' lt'ho knows how to bypa..
its verbal locks.

'JACK MARSHATS
Since the first steamiacks nere built there has been a need f,-:
those who can control them, whether tasking them to the lal.r
of lifting rnassive cargo crates or charging into battle swingir:
an axe. The'jack rnarshals have the training and the knack ir:
verbally commanding and instructing steamjacks in a n-ir'..
variety of tasks. A skilled 'jack marshal can ah,r,ays sc-llrcez:

greater efficiency and performance out of a'jack, accomplishi.-
tasks in a fraction of the time anc-l sornetimes making ti:.
difference betr'veen victory and defeat in times of war.

ESTABLISHING CONTROT
To marshal a'jack, a character must know thc native langr-ra:.
of its cortex and know the verbal securitv codes to take corrtr, .

of the'jack.

A steamjack can be commanded by only a single'jack marshr
at a time. Unless control of the steamjack is handed over br- i:.
current 'jack marshal to another marshal, it does not acce::
verbal pass codes or instructions from another character u'hi-.
in the compan,v of its current marshal. A warcaster who knoi',.
his cortex's native language can still bond to the steamjack an;
usurp control from its marshal.

Bonded steamjacks cannot be marshaled and ignore verbal pa..
codes.

SEEING THROUGH
THE EYES OF A'JACK

A warcaster can utilize the bonds he shares with the
steamjacks in his battlegroup to literally see through
their eyes all the while still maintaining his own vision.
This can be invaluable for warcasters on patrol or in

potentially hostile circumstances. Trying to take in the
world through multiple points of view can be conf using for
junior warcasters and takes practice to fully master. More
experienced warcasters are comfortable integrating the
vision of multiple steamjacks to gain a comprehensive
perspective on the battlefield.

As long as a bonded 'jack is in the control area of a

warcaster, the warcaster can use a quick action to see

through the 'jack's visual apparatus, and this vision can

be maintained indefinitely. A warcaster can perceive

anything his bonded 'jacks would see, although any spell

augmenting a warcaster's own vision does not augment
vision through a 'jack unless the spell specifically states

otherwise. While a warcaster is maintaining the ability to
see through the eyes of one or more steamjacks, all social

skill rolls suffer a -2 penalty due to his divided attention.



MA.RSHATING A STEAMJACK
A 'jack malshal can give sirnple verbal instrr-rctions to any
stearnjack he controls that is in his command range. Once the
stearnjack receives its instrr-rctions it follon s them to the best of
its.rbilities r.rntil it teccircs rrerr irrsllucliorr.

DRIVES
In addition to simply instructing the steamjacks he controls, a

'j.rck marshal can also drive them into action. A drir.e is a cluick,
r.erbal command that gr,rides a stearnjack in the execution of a

spe cific action. A'jack marshal can spend a qr-rick action to drive
.rnv steamjack he controls that is culrently in his command
rangc. A steamjack can be affected b1' an1' number of drives
simultaneonsly. A steamjack can be affected b1. the sarne drive
onll' et-r." per turn. All drives expire at the end of the tr-rrr-r.

Steamjacks that are bonded to a \\.alcaster are not affected bv
rl ri ves.

Every 'jack malshal has the follon ing drives:

. Boost Attack Roll - The stearnjack can boost one attack roll
during its turn this lound.

. Boost Darnage Roll - The steamiack can boost one clamage

roll during its tr-rrn this lound.

. Charge - The steamjack can cl-rarge rvithor-rt spending a

focus poirrt this ttrrn.

. Run - Thc steamjack can run nithout spending a focus
point tiris turn.

There are a numbcl of other drir.es available to 'jack marshals
as separate abilities.

WARCASTERS, BONDS,
AND THE BATTLEGROUP
A rvarcaster and the steamjacks he corrtrols are collectivelv
referlcd to as a battlegroup. The steamjacks in a battleglor-rp
.rre mentallv comrnanded b1' the u,alcaster. A \\'arcastel call
.rllocate focus points to stearnjacks in his battlegloup ancl carr

ch.rnnel spells thlough any steamjack tvith an .rrc node in his
Lrattlegroup. Stean-r jacks activate irrdependentll. of the \\'arc.rster
ancl take their turns in initiatir.e order.

STEAMJACK BONDS
To add a steamjack to his battlegroup, a rvaLcaster rnust n-rentalh'
irond to it. Bonding recl-rires a \\'arcastcr nith an ar,.rilable
bond slot (see the Bond abilitr', p. 158) to physically tor,rch the
steamjack and spend a fr-rll actiorr bonding to it. The rvarcaster
must also knor.v the cortcx's native language and the pass codes
for its cortex locks.

A rvarcastel cannot bond to a stearnjack bonded to another
character.

\\/hile a'jack is bonded to a \\'arcaster, the narcaster is its onlv
recogrrized controller'; it ignor es'j.rck rnarshaled verbal commands.
\\rhen the \\,arcaster surlenders contlol of the 'jack b1. abandoning

PERSONALITY TRAITS
All steamjacks, whether bonded or not, develop unique
quirks, affectations, and character traits over time.
Steamjacks with higher grade cortexes develop positive
personality traits faster than those with lower grades,

and steamjacks with a lot of contact with 'jack marshals

and warcasters develop even faster. Lower grade cortexes
are more likely to develop quirks that interfere with their
f unctions or at Ieast require small efforts to compensate
by their controller.

Example of personality quirks include: a'jack that
simmers with anger and takes a threatening posture

with approaching strangers; an overprotective'jack
that is eager to leap to the defense of its controller or
other allies; an easily distracted'jack that pays too much

attention to small shiny things or sudden movements
despite more important things going on; an imitative
'jack that regularly picks up small bodily mannerisms
from those around it, even those it just meets; a twitchy
'jack that eagerly points its ranged weapon or raises its
melee weapon against otherwise innocuous individuals
that happen to be nearby. Such quirks do not impact the
steamjack's rules but can come up in play, particularly

during social interactions.

Players controlling characters with steamjacks should

discuss potential quirks with their Game Masters.

Ideally every steamjack should have at least a relatively
entertaining and interesting, if simple, personality. This

can sometimes be defrned in a single word or sentence
such as: overly protective, sullen, clumsy when handling
fragile things, or easily angered.

'Jacks manifest personality through non-verbal
communications such as body movements, posture,

and the use of certain primitive sounds such as venting
steam from engines, clanks from fired pistons, and other
signals.Other ways personality can manifest have to do

v/ith unusual requirements for obeying commands, such

as a preference for unusually constructed sentences,

orders needing to be shouted since the'jack's hearing

apparatus is faulty, or a 'jack that has trouble realizing
when it has actually completed a given task. Personality
traits should be used to add to a scene, to make the'jack
seem individual and distinct, rather than sabotaging
players or the'jack's controller in an important situation.

l-ris bond, a 'jack marshal needs to reestablish command of it bv
presenting its verbal commarrd codes as normal.

Bonclecl stearnjacks are not affectecl b1, drives.

A n'arcaster can break his bond r,r'ith a steamjack at rvil1.



BACKLASH
When a r.varcasteL dies or is knocked unconscious, the
resulting psvchic backlash has the effect of ovelloading
and shutting dou,n the cortexes of tl-re steamjacks in his
battlegroup. The stearniacks become inert and must be

reactivated and have contlol established over them again
befole they can take an1. action.

Backlash a'lso sevels an1, lrondt the rvarcaster had r'vith the

r.r'arjacks in his battlegloup.

ATLOCATING FOCUS POINTS
A r,varcaster can allocate focus poirrts to stearnjacks bonded to

him during the Control Phase of his turn. A steamjack must be

in the rvarcaster's control area (p.231) to be allocated focus. It
does not need to be in his line of sight. Based on its cortex, a

steamjack can be allocated up to 3 focus points but can have

no more than 3 focus points at any given time as a resr"rlt of
allocation. A steamjack can gain focns bt' means other than
allocatiorr lvithout this limit, horveveL.

A steamjack controlled by a focuser can spend focus points to
perform the follorving:

. Boost Attack and Damage Rolls - A steamjack can sperrd

focus points to boost attack and damage rolls. Each time a

steamjack boosts an attack or: damage ro1l, it mr.rst sper-rd 1

focus point. Boosting rnust be declarcd befole lollir-rg arrv

dice for the rol1.

o Make an Additior-ral Attack - A steamjack can spend focus

to make additional melec ol lar-rged attacks during its turn.
The steamjack can rnake one additional attack for each

focu. point il spends.

o Make a Por'r,'el Attack - A steamjack must spend 1 focns

point to rnake a porver attack. A11 stearnjacks can makc

s1am, head-butt, knockottt strikes, grapples, and pr-rsh

power attacks. Heavy steamjacks can make trample polver
attacks. Steamjacks with at least one non-crippled \,/eaPon

with the Open Fist \'veapon qtralitv can make headlock/
weapon lock and throw porver attacks. Steamjacks tvith
two non-crippled rveapons rvith the Open Fist weapon

quality can make dor,rble-hand thro'vv Po\'ver attacks.

. Shake - A steamjack can spend focus points to shake

knockdorvn or stationary status. During the Colrtrol Phase

after being allocated focus, if a stcamjack is knocked

dor,r,'n it can spend 1 focus poirrt to star-rd up. During the

Control Phase after being allocated focus, if a steamjack is

statiorrary it can spend 1 focus point to cause the stationary

status to expire.

Unless otherwise noted, a steamjack can sPend focus points

only during its controller's turn (or during its own tr-rrn if it is
autonomous).

STEAMJACK
DEVETOPAAENT
Stearnjacks ale capable of learning and developing over tir:r.
Even those rvith the simplest cortexes er.entuallv deveic:
personalitv traits ar-rd can be trained like particr-rlarll' sm.:::
animals. Stearnjacks r.r'ith more advarrced cortexes Lre*;r
developing persorralities as sooll as tl-rev are filst activait.
and pick up certain bod\/ posture habits from their handlc:.
Pe'rsonalitt, can also der.elop around certair-r 

'hardlvare issut-
or a faultl, part that is not immediatelr. repaired as the'i.r;,
learns to compensate. The proccss of personalitv developrlcr.
is accelerated for stearnjacks that share a Lrond rt'ith a n,arcclsi.l
Tl-rese'jacks are not onl1'capable of learning, but theil rc:
cortexes are shaped b1. their connection to the.ir u'arcaster ::
tl-re form of imprints.

Each time a \\'arc.lstel leaches a multiple of 25 experienr.
points (at 25,50,75, 100, 125, arnd 150), the steamjacks ih::
are currentlr. bondcd to hirn that possess eithel auLlrm- .:
arcanum-grade cortexes also experience advancement. Ti:.
plaver can choose to have each steamjack either impror. -

combat skill or gain an imprint.

A stearniack tlrat incleases its combat skills or develops .::
imprint retains the improvement cve'n if its bond to its warcas:::
is ser..e'red. These advancements arc lost if the stearnjack's coric
is evel n iped.

If a steamjack r,vith an aurllm- cl1' arcanufl-grade colter h,'.-

alreadr. gained an imprint and has advanced its combat skills :-
far as possible based on its coltex glade, the benefits of furthe:
advarrcement are lost.

IMPROVING COMBAT SKIttS
Wl-ren a \'\rarcaster reaches a multiple of 25 experience point.
he can choose to have each of tl-re stearnjacks curleutly borrdc:
to 1-rirn rvitl-r aurum- or arcanum-grade cortexes irnprove tl-re,:

combat skills. When a steamjack gains this advancement, i--
controller can choose to have it improve its MAT or RAT br' 1.

How far a steamjack can improve its combat skil1s depent:.
on its cortex grade. A steamjack wlth an aurum-grade corte

can implove its MAT and RAT bv 1 through aclvancemeut. --

steamjack with arr arcanum-grade cortex can improve its \IA-
and RAT b1. 2 through adr.ancetnent.

IMPRINTS
When a \r'arcaster reaches a multiple of 25 experience poiui.
he can choose to have the stearnjacks bonded to him n'i:l-
aurum- or arcanum-grade cortcxes gain an imprint. Th.
imprint represents a strer-rgthening of the bond shared betn'ce:
the rvarcaster and his steamjack evolving over time, furtir.':
shaping and developing the personality of the machine. Th:.
process awakens a steamjack's cortex, opens it more fulir- i.
its controlling r,r.arcaster, and imbues it rvith heightened scl:-

awareness. As this conrrection gro\,\''s stlonger, the stearnjack..

nascent personalitv begins to take on traits acqlrired iror-.
its warcaster. In essence, the personality of the rvarcaster i.
imprinted on the steamjack's cortex.



A steamjack can gain an implint onlv once anc-l have onlv one
imprint at anv given time. If it loses its imprint, such as through
having its coltex r.viped, it can then gain another.

Bv the time a steamjack's cortex has been irnprinted, its
connection to its rvarcastcr has grorvn so strong that the
imprirrtcd steamjack can now be allocated up to 4 focus points.

IMPRINT TABLE

Imprinting affects each steamjack in a unique way. When an

irnprint is establishecl, roll 2d6 ancl add the u'arcaster's ARC.

Consult the lmprint Table belor'v to determine the effects of the

imprint. The u'arcaster's controller can choose to rnodifv the
lesult of thc' die ro11 bv 1 (adding or subtracting) if he u'ishe's.

Dominator - The steamjack lives for contests of strength against the greatest possible opponents so that it can

continually prove its value to its warcaster. The steamjack can make power attacks without spencling a focus point.
Aclclitionally, the steamjack gains + 2 on melee clamage rolls against other steamjacks ancl warbeasts.

Highly Aggressive - The steamjack is an aggressive, foul temperecl machine that lives for battle. lt stomps ancl

snorts when kept from battle, ancl charges into combat at the slightest provocation. The steamjack gains Counter
Charge. (When an enemy advances ancl encls its movement within 6"" of this steamjack ancl in its LOS, the steamjack
can immecliately charge it. lf it cloes, it cannot make another counter charge that rouncl. The steamjack cannot
Counter Charge while engagecl.I

Berserker - Its imprint forgecl in the heat of battle, the steamjack is a peerless killing machine. In combat the
steamjack is a blur of motion, striking at anything that gets in its path, whether friencl or foe. The steamjack's
warcaster is the only potential target sparecl its berserk frenzy. When the steamjack clestroys one or more moclels
with a melee attack cluring its warcaster's turn, immediately after the attack is resolvecl it must make one aclclitional
melee attack against another moclel in its melee range other than its warcaster. During an activation that the
steamjack charged, it cannot gain aclclitional attacks from this imprint until its charge attack has been resolvecl.

Encluring - The steamjack has a cletermination that transcencls its mechanical bocly. Refusing to fail its master under
any circumstances, the clefiant machine can holcl itself together through sheer force of will. The steamjack cloes not
suffer the effects of cripplecl systems. It still suffers the effects of catastrophic clamage rolls ancl is still wreckecl when
all its clamage boxes are markecl.

Frenetic - The steamjack possesses inexhaustible reserves of energy ancl is constantly on the move, Seemingly
unable to stancl still, it follows its warcaster everywhere or else moves to investigate any interesting commotion on
its own. In battle the steamjack moves constantly with a speecl that belies its mechanical form. Aclclitionally, each
time the steamjack hits an enemy with a melee or rangecl attack it can advance up to 2".

Hunter - The steamjack possesses the spirit of a hunter ancl comes alive when stalking ancl clestroying prey. lts
arcane senses are well tunecl ancl utterly cledicatecl to the hunt. Little escapes its attention ancl it constantly waits
for the moment its warcaster unshackles its aggressive tenclencies so that it can hunt clown ancl clestroy its master's
enemies. As a clownsicle, the steamjack perceives any unknown character as a potential threat that it is eager to
attack until it can be convincecl by its warcaster otherwise. The steamjack ignores forests, concealment, and cover
when cletermining LOS or making a rangecl attack.

Vengeful - Protective to a fault, the steamjack is prone to fits of righteous rage when those it iclentifies as frienclly,
especially its warcaster, are harmed. The steamjack is anxious ancl unsettled when its warcaster is not clearly safe
in its fielcl of vision. If one or more frienclly characters were clamagecl or clestroyecl by enemy attacks while in the
steamjack's LOS since its warcaster's last turn, at the start of the steamjack's activation it can make a full aclvance
followecl by one normal melee attack. This advance and attack are in aclclition to its normal movement ancl action
during its turn.

Sentinel - The steamjack is inhumanly stoic ancl calm at all times, Asicle from the smoke escaping its carefully
stoked furnace, the steamjack coulcl be mistaken for a statue. Beneath this fagade, the steamjack is in a state of
constant alert, The steamjack gains boostecl PER ancl rangecl attack rolls.

Protective - The steamjack is increclibly protective of its warcaster ancl is willing to get into harm's way to preserve
its master. The steamjack selclom strays far from its warcaster. Once per round, when its warcaster is directly hit by a
melee or rangecl attack while within 2" of the steamjack, the steamjack steps in front of the attack ancl can become
the target of the attack ancl be automatically hit insteacl. The steamjack cannot step in front of an attack if it is

incorporeal, knockecl down, or stationary.

Open Concluit - The steamjack is an open vessel in constant contact with the will of the warcaster. The steamjack
clevelops little personality of its own, but it acts in flawless concert with its master. As a result of this connection,
when checking to see if the steamjack is in its warcaster's control area for focus allocation, clouble the area,
Aclclitionally, the warcaster can upkeep a spell on the steamjack without spencling a focus point.

Battle Brothers - The steamjack has not only adoptecl his warcaster's fighting style, he has learnecl to complement
it. Actctitionally, the close link the warcaster ancl the 'jack share enable each to anticipate the moves ancl actions
of the other. When making a melee attack targeting an enemy in the melee range of its warcaster, the steamjack
gains + 2 to melee attack ancl melee clamage rolls. When making a melee attack targeting an enemy in the melee
range of the steamjack, its warcaster gains + 2 to melee attack ancl melee damage rolls.





The Iron Kingdoms are filled with dangers and rnysteries that
preserlt unique opportunities and challenges for players and
Game Masters alike. It falls to the Game Master to present this
lvorld and the rules of the game in a way that is entertaining and
er-rgaging to his players. Roleplaying groups are svmbiotic in
nature; the Game Master and plavers rvork in harmonv tl-rrough
the game system to create a nnique storytelling experience.

THE ROIE OF THE
GAAAE MASTER
First and foremost, the Game Master's job is to teIl a good
story. The Game Master is the architect of the game, and
lvhether it is filled rvith daring escapades and sn'ashbuckling
or skullduggery and intrigr.re, the Game Master directs the
action. The Game Master dran,s the characters, settings, and
rules together and forges them into a stor\. starring the players
in the group.

The Game Master chooses the locations in the Iron Kingdoms
rvhere he sets the game, and he scripts the story and populates
it u,ith chalacters. Throughout play, it falls upon the Game
Mastel to desclibe the rvorld and act as the eves and ears of
the players. He gir.es voice to all the supporting characters, and
r,r'hen the time comes, he guides the actions of antagonists both
on .rnd off the b.rttlefield.

There are 2 fs11, guidelines man\/ good Game Masters iollon'
when creating scenarios, plot hooks, non-player characters, and
encountets that make up a great game. When you assume the
role of Game Master, take heed of the follorving advice.

Do not compete against the players; play with them. At first
glance', the game places vou in the role of an antagonist who
counters yor-rr pla1.ers' ever)/ move. After all, vou challenge
them, set target numbers, pit villains and monsters against
them, and weave all manner of machinations to keep their lives
interesting. The players might even feel like you are sometimes
their enemli but 1'str are definitelv not out to get theml

If you have created a scenario, encountet or event n ith the intent
to "rvin" against the players, voLr are defeating the pr-rrpose of
running a roleplar.ing game in the first place. Hon, can you tell
voLlr story if you have r,viped out all the main characters? If vou
make 1'our players miserable because you're playing to beat
them, they might begin to 'rvonder r,r,hv they're playing vour
game in the first place. On the other hand, a storv r.r'ithout an1'

challenges can grow dull. Nothing is sn'eeter for players than a

victory pulled from the jarvs of defeat, so provide your plavers
u'ith situations that challenge them but that the1, can overcome
thror.rgh teamn'ork and cunrring.

Make the players the main characters of the story. AlwayS
keep in mind that 1,oul players are the focus of your story.

The Iron Kingdoms are filled with powerful personalities that
can overshadow the actions and intentions of your players. You

should never make the players feel like they are irrelevant.
A one-time rescue by a Cygnaran scouting party led by the
famous warcaster Kara Sloan could be a thrilling encoultter the

players will love, but having Kara Sloan follow the characters

around and eclipse their own heroics is far less endearing.
Nor-r-plar.er characters, even those oi the Game Master's own
creation, should be used to highlight the player characters'
actions, not the other way around.

Be fair and flexible in all things. You are not just the storyteller;
you are also the arbitrator of rules disputes. You create scenarios

in which the players have to think quickly-and perhaps in ways
vou had not consideled. You need to set fair target numbers for
skill rolls and come r.rp rvith unique solutions for determining
outcomes when the rules do not cover the player characters'
actions. If those unpredictable actions help tell a great story and
fits n'ithin the framervork of the setting you have created, then
be reasonable about Ietting these unique solutions sLrcceed.

Give the characters the chance to be the protagonists you want
them to be. Being inflexible stifles player creativit)', which is the

'n,err. fuel of Your ongoing stor)'.

Be consistent. Try to be consistent when yott adjudicate the
rules. Sometimes you encounter a situatiorl not easily resolved
by the rules, and you need to use 1.sLr1 own judgment in
determining horv best to resolve that situation. Your players
appreciate it if they know you will uphold that ruling in the
iuture. Once your players understand horv you adjudicate
the game they come to depend on your interpretation of
the rules, so it can be frustrating for them if your rulings
suddenll' change.

PLAYER CHARACTERS
The Game Master should lvork closel1' r.vith the players nhen
thev create their characters and should encourage them to
discuss their characters openly. Teamwork and compatibility
arnong the player chalactels in a paltf is essential to their'
survir.abiliti' and success. The Game Master should not stifle
plavers' creativitv but should strive to tailor the stories to be

challenging for the players by accounting for their strengths
and n eaknesses.

It is also a good idea to suggest the players use the rules for
an adventnring company (p. 151) that suits the campaign. This
gives plavers a little extra gr-ridance and identity as a group as

their characters take shape.

The type of campaigrr the Game' Master intends to run and
the themes he is interested in exploring can guicle character
creation as rt'ell. See "Campaigns," p.336.

; FULL.METAT FANTASY GAAAE AAASTE



Starting characters in the hol Kingdoms Full Metnl Fantosr.l Role

Playing Gnme are meant to represent individuals n'ho have
already proven themselves on the fie1d of battle (or in the
nuances of court intrigue, exploration of the rvilds, in the dark
back alleys of their city, and so on). Combating the threats of
Cryxian raiders, duplicitous Cygnaran nobles, and treacherous
sell-swords are not tasks for the meek and unprepared. Instead,
player characters are intended to be cor-rfident masters of the
basic tools of their trade, r.vhether those are srvords and pistols,
cunning rvords, or alchemical reagents. They stil1 have plenty of
room to grow and new tricks to lnastet but they are ready for
the challenging adventures that ar,vait them.

Some Came Masters prefer to run games with more experienced
characters, increasing the threats, the scope of the stort; and the

potential rervards of success accoldingly. If yon are interested
in such a campaign, start the player characters in your group
with a number of experience points (XP). The amount of XP

you allow yor-rl players to start r,r'ith should be determined

by the scale of the garne you want to run. If you sirnply u'an:
to give your players some options for customization at thc
start of the game, start them off r,vith 10 XP. If vou want mor.
seasoned characters in the player partv consider starting thcr::
off with 25 XP or more and up to 1,000 gold coins for extr;
gear and mechanika. Such options are not recornmended i..:
inexperienced players due to the increased time and complexit..
that goes into character cleation.

On the otherhand, you and 1'our players mightprefer to plal'n'iir
characters of even lowel capability than the default characte:
creation rules anticipate. There are a nnmber of methods :.
generate greener characters. You can have characters star.
rvithout any archetl.pe abilities, gaining just the coLe fe.rtur.
of the archetype arrd picking up abilities later. You can har'=

players select just one career for their characters at characte:
creation instead of two. You can skip the "Increase Stats" step. .-1

character creation or reduce their starting golcl. When buildin:
encounters, remember that the enemies presented in this bor-..

were not designed with the reduced capab:ilities of your plar.:
characters in mind.

As the Game Mastet you challenge your players with thre::.
and challenges appropriate to the abilities of their character.
Sometimes you \,vant to present them with an ovelrhelmir:
opponent to help drive your plot, but by and 1arge, vou shou-:
craft youl campaign to assume your characters have a sol-:
chance of success in their endeavors, provided thev pl::
accordingly and do not lush in, quad-irons blazing, everv tin'..
vou offel them the chance to parley!

NON-PLAYER
CHARACTERS INPCSI
Non-plaver characters, or "NPCs" for short, are amorrg ii-.=

most important tools in the Game Master's toolkit. Eve:'
person or beast the player characters meet during th.::
adventures is an NPC under the Game Master's control. Frt::
advising scholars to dangerous thugs and slavering monstci:
the Game Master must approach the creation of his NPCs n'i:':-

an eye to how they will be used.

There are different methods of creating NPCs for r-o:::
encounters, and the Game Master should choose the methr:
best suited to the needs of that particular game or scenario. .:,:
times you want to create NPCs as full1, realized and pon'er:':
as a player character, particularll' when crafting archviliai:.
or long-term allies for your scenarios. In these situations vr -
can use Comprehensive NPCs. At other times, \'ou rtc.-
NPCs who use a few ke1' abilities but rrot enough to jusii:
the creation of a full character sheet. For these purposes, \'.-
should create Single-Career NPCs. When creating the enemie .
your players' characters meet in combat, vou most often ne-:
Battle NPCs. Finallv you often need NPCs who represent r:-
common people of the lron Kingdoms: mechanics, merchan:.
and farmers. For these kinds of characters you most like--
u'ant to use Simple NPCs.

REWARDING FEAT POINTS
Feat points are the fuel that drives the steam engine of
a combat encounter. Feat points grant player characters
the edge they need to take on dangerous enemies. It
is expected that, once engaged in combat, players will
spend this resource rapidly to accomplish all manner

of heroic feats, avoid lethal damage, and pass hard skill

checks. Do not view feat points as a reward but rather as

a resource that ebbs and flows with the tide of battle and

should be distributed accordingly.

It is critical this supply of feat points is given out at
a measured pace. Hand out too many feat points, and

the battles can become trivial as player characters
spend and regain their feat points too quickly for
your encounter to challenge them.offer too few

opportunities to earn them, and players might not

have the resources they need to deal with incoming
damage or overcome their foes.

Game Masters should keep in mind the abilities and

specialties of the players'characters. Though some

characters have no problem surviving on the feat points

earned through defeating enemies, other characters

might frnd it diffrcult to earn those points despite

contributing to the combat in less direct ways. Do not

be afraid to offer feat points to these players for what

they contribute to the team. Tactical advice or support

from an Intellectual character to the frontline fighters
that results in a success might generate a feat point for
that character. A Wall of Fire that blocks a rampaging

warbeast from slaughtering a family of innocents might
be heroic enough to grant that spellcaster a feat point.

Be generous with your players and give them the tools
they need to be the heroes of your story and scenario.



NPCS AND FEAT POINTS
Some NPCs can gain and spend feat points like player characters.

Unlike player characters, NPCs do not gain feat points based on

critical successes or from incapacitating or destl'oying enernies.

Instead, an NPC r'vith feat points gains a set number every

ronnd, generally limited to 1 or 2. Unspent feat points should

not accumulate. An NPC r,vho gains 1 feat point each round can

have only up to 1 feat point at ar-ry time. NPCs shonld start each

combat encounter r'vith their feat point allotmerrt and replenish

their feat points at the start of each of their turns.

NPCs can spend these points the salne \ /ay player characters do.

COMPREHENSIVE NPCS
The n-rost comprehensive r.vay for a Game Mastel to construct
an NPC is to follolv the lules for building a plaver character.

NPCs created in this way are starting-level heroes in the

lron Ki:tgdoms Fttll Metnl Fntrtnsq Roleplntling Gante. If a more

experienced NPC is requiled, simpl1, assign XP and use the

advancernent rules under "Player Characters," p. 155, to create

a n-rore seasoned character'.

Once you have determined the NPC's starting stats, skills,
abilities, and the rest, it is tirne to alm and equip the chalacter.

Using the NPC's careels' Starting Assets is a good jumping-

off point, but l.ou should feel free to tailor the NPC's gear'

to your concept of the chalacter. If he is particr-rlarly Poor or

inexperienced, he has shabbier gear than if he r.vere more

successf u1 and experienced. Trull' por,r'erf tt1 charactels

could have very high-end weapons and arrnor, possiblv even

mechanika devices. Keep in mind that r.vhatever vou suppl,v

1'our NPC n ith is likel1. to fall into the hands of 1'or-rr plal'er
characters, should their relationship rt'ith the NPC tr-rln

oppositional ;rrd r iolent.

The benefit of building comprehensive NPCs is that the

Game Mastel knoll,s their relevant stats, abilities, archetvpe

benefits, careers, XP, and everything else that cor,rlcl possibly
be needed during the adventule. The dran'back of builcling
comprehensive NPCs is the arnount of tinre this sort oi NPC
generation takes.

A comprehensive NPC should be allotted at least 1 feat point
each round. Horv manl' feat points the character is allotted
depends on hor'v por,verfr-rl and pir.otal the NPC is. Most
comprehensive NPCs should Lre allotted orrlr' 1 feat point each

ror,rnd. Characters intended to be exceptionallv pon'erittl or

substantial threats to the plavel chalacters cor-rlc-l be allotted 2

or even 3 feat points each round.

Comprehensive NPCs are best used as aclventuling companions
who join the party for sorne period of tirne, important torvnsfolk
n,ith lvhom the plal.er characters repeatedlv interact, or
recnrring rrillains rvho reqr-rire r-nore detail than a handful of
combat stats.

SINGLE.CAREER NPCS
A simpler rvay for a Game Master to corlstluct an NPC is to
follorv the standard ior character creation but choose just one

career for the chalacter instead of tu,o. A Game Master can evell

forego giving a single-career NPC an archetype. lf you want the

NPC to be more skiltful or experienced, feel free to issue the

character some XP to advance him accordingl,v.

The gear possessed by a single-career NPC reflects his career's

Starting Assets. As with the comprehensive NPC described

above, the character's gear and \ /eaPons should reflect the

concept of the character.

The benefit ofbuilding single-career NPCs is that such characters

have nearly as much gameplal' detail as comprehensive NPCs

but require fewer choices during charactel creatiott since yott

choose only one direction for the character and flesh out that
role. The drarvback of building single-career NPCs is that they

do not have the same room for growth as comprehensive NPCs.

Single-career NPCs can be allotted feat points each round,

though seldorn rnore than 1.

Sir-rgle-career NPCs are best used as short-terrn adverrturing

companior-rs n'ho join the partl', sr-rpporting role torvnsfolk, or

villain lieutenants r,vho need some detail but less character than

their overlords.

BATTTE NPCS
Mor.ing an'a,v frorn highly detailed NPC creation into more

rapid-fire NPC generation techniques, battle NPCs give a Game

Master a supporting cast of enemies 'uvithout lequiring the

time commitment reqr-rired to create complex characters. These

NPCs are typicallv created to provide simple foes for the player

characters to fight in combat encounters.

To make a battle NPC, select a race nolmallv but then abandon

the standard character gcnelation and advancement Process.
Battle NPCs do not har.e archetl'pes or careers. Instead, use the

fol1or,r''ing chart for increasing the character's capabilities.

Once the battle NPC's stats and ski11s ale determined, select

some basic arms and arrnor. Battle NPCs ale typicallv used in
groups, so feel free to experiment rt,ith arms aud armor to lend

some distinction to a band of highr.va)/men or rnercenaries. Beat'

in mind that the plal'et .1-ru.u.ters are like11' to loot u'eapons

and armor from the corpses of thcir defeated foes, so be sure

not to equip battle NPCs r'r.ith anvthir-rg ,vor-r do not n'ant vouL

plavers to har.e!

Battle NPCs are not generally aliotted feat points.

The benefit of building battle NPCs is that the Came Master
can quickll' customize challengirrg enemies for his plal'ers to
face. He can also pit the party against a greatel' number of battle

+ I to all stats (to a limit of Hero racial
limitsf, level 2 in one military skill, ancl
level I in all other military skills

+ 2 to all stats (to a limit of Veteran
racial limits|, level 3 in one military skill,
ancl level 2 in all other military skills

+ 3 to all stats (to a limit of Epic racial
limitsl, level 4 in one military skill, ancl
level 3 in all other military skills



NPCs in a single encounter, since they have a naturallv lower
power leve1 than other NPCs who have access to archetypes,
archetype benefits, and career abilities.

The drarvback of building battle NPCs is the limited scope

of use they have. Battle NPCs are strictll' supportirrg cast for
combat encounters. Thel'are best used to tlesh out the numbers
in an encounter rvith otlrel enenties.

SIMPTE NPCS
Another rvav for a Game Mastel to constrllct an NPC is to apply
a bare minimum of stats, skills, and abilities to accomplish a

specific purpose. Aftel all, you need to knorv very little about
the shopkeep at the dly goods store beyond his Perception stat
(to avoid thievely) and his Negotiation skill ro11 (to rnake deals).

A common fisherman most likely requires little more than lris
Negotiation, Sailing, arrd Srvirnmirrg ski11s.

Herolevel simple NPCs are of most common ttse to the Game

Master, but even these NPCs catr have Veteran or Epic status. A
grtzzled rvor'ld-rt'ear1' treucher rt'ho non' sells firearms is likelv
to be a tougher salesman than a baker''s 1'oung apprentice.

Fol stat rolls, use the follou'ing table:

For skill rolls, use the follorving table for the most relevant skill
rolls and the stat table (alrove) for skills that are not central to
the character's role or occupation.

Simple NPCs are not allotted feat points.

The benefit of building simple NPCs is that the.v can be

generated extremely quicklv and have all the information
necessary for non-combat interaction. On the other hand,

simple NPCs have minimal depth of character and are no tlse

irr combat sitr,rations. Should your plal'ers decide to engage

in violence'rvith simple NPCs, you might allow the partv to
be victorious automatically unless they are facing off r'r'ith a

crowd. Even a mob of farmers can be a deadly opponent for
adventurers. In such situations the Game Master can give

some impromptu combat skills to the simple NPCs, making
them antagonist NPCs as described 1tgl61v, and improvise as

best he can.

Simple NPCs are best used for the masses of non-combat

characters found throughor.rt western Immoren. Farmers,

herders, craftsmen, miners, loggers, and merchants are common

throughout the larrd, but you do not need to build extensi'..
NPC profiles for all of them.

MODIFIED ANTAGONIST NPCS
The final rvay for a Game Maste'r to construct an NPC is to st:::
n'ith a plegenerated antagonist entr1, (see Appendix A: T:'--

Bestiarl', p. 340) and make a ferv changes to suit the needs oi l:: -
stor1.. Altering an antagorrist's \\,eaponr). or spell lists is ouc
the easiest changes to make, 1'et it can lend significant diver:::'
to art errcounteL.

Creating a modified antagonist NPC is also a great wa), to tr' --
a simple NPC irrto one with combat stats quickly. If tlari;:--
r,vith a simple NPC shopkeeper devolves into violence, just g:::
a roughly suitable enemv arrd add ol subtract character abilii.. -

as needed to fit the character. It is better to keep thirrgs movi::
along than to take a fir'e-minute break from the action to crr.::.,
an NPC shopkeeper ior the plal'er characters to shoot up.

Converseh', n'hen arr arrtagonist NPC is interrogated instq:-
of killed or rthen plavers seek out a non-r'iolent solution tr' -:
encounter, adding tlre skills and abilities of a simple NPC tt ,:-
antagonist is a quick fix that keeps the game rolling.

ENCOUNTERS,
SCENARIOS. AND
CAMPAIGNS: THE
BUITDING BTOCKS
OF THE GAME
Before planning a game, the G.rrne Master should corrsic-ler ,:-

cornprising elements. Encountets ale like scenes in a movie .:::
focus on comba! c'landestine meetings, high-speed footr..ri:-
across moving trains, or anything else the Game Master n-a::---

A scenario is a story for the characters to play through, m.::.
up of a number of encounters. A scenario can be verv sh.'::
encompassing a few encounters and taking a single plat' sess:-:
to complete. Other scenarios can be quite long, requiring ser.:-
sessiorrs to plav. When a number of scenarios are linked togcti-..
thev become a longer, more fully realized storv called a campaigr

ENCOUNTERS
Encounters are the lifeblood of a scenario. They are the poin:. ::
rvhich your characters irrteract with the story. Broaclly speaki::
there are two kinds of encounters: combat encounters .:::
narrative encounters.

As vou are plotting the storv of vour scenario, )'ou conle ;:
rvith chalienges for the characters to overcome. If vou expec: :-
encounter to be resol'n ed through violence (an attack by cepha-'.

slavers or an opposing mercen.rr\/ force, for example), th.rt ;: :

combat encounter. Encounters that can be resolved throu::
diplomacl', negotiation, or investigation are narrative encoLrnt,-':-

In some cases, an encourtter could begin as a narrative €icoLrIri::
and end as a combat encoul"ltel', depending on the choices::-.
characters make and the n ay the NPCs react to those choices.

Racial starting stat + 2 for
applicable occupational skills

Racial Hero stat limit + 3 for
applicable occupational skills

Racial Veteran stat limit + 4 for
applicable occupational skills



ASYMMETRICAT
ENCOUNTERS

Sometimes your story calls for you to present the

characters with insurmountable odds from which they
must flee. Asymmetrical encounters can be exciting for
the players, but you must take care to ensure the players

understand the risks they take if they try to stay and

fight it out. When presenting an encounter like this, you

might wish to make the characters aware of how they

can successfully flee from their enemies to escape battle.
Simply making this statement at the beginning of the
encounter is often enough to give players the hint.

Alternatively, every so often your characters can find
themselves in combat encounters for which they are

much more than a match for their enemies. Although
a regular stream of such encounters can lead to bored

and overconfident players, occasionally letting them
flex their muscles at lesser foes, especially those that
presented a significant threat earlier in their adventuring
lives, can be a fun reward for players used to much

tougher encounters.

Often r.ou n'ant to present comlrat el"lcollnters filled n'ith
ac-lversaries that oifer an eclual challenge to the characters'
capabilities. Ever)' foe, monster, or antagonist in the game has

an Encounter Point lating that allor,r.s 1'ou to tailor' 1'our fights
accordinglr' (see "Cornbat Encounter Buildirrg," p. 333).

Be snre to pick ioes that speak to the materi.rl oi r.onr scenario's

story. If the storv inr.olves characters confronting a group
of thugs in a dockside n'arehouse in Mercir, vou prolrablr.
shouldn't thlon' in a ferv dreggl Youl plavers rvill appreciate
that t'ou're being consistent, not just rvith vour rules but lvith
the setting of the game. Small changes keep things interesting
rvithirr the sto11, 1.ot1re telling. Instead of jr.rst sending hr.rman

thugs, pelhaps the gang's leadels har.e hired a dor"',n-on-hisluck
arcanist to lend them some magical might, or one of the tl-rugs

has a caged bur rou'-man,g as a guard animal at his disposal.

Not evcry fight needs to be to the death, either. At voul discretion
as Game Master, some of the victims of combat might live
lone enough to breathe a ferv last n'ords to give the characters
important infolmation, or iallen NPCs could milaculouslr.
survive the battle, h.rr.ing been knocked out or fallen urrcorrscious
as a result of n'onnds rather than actuallr'being killed as a lesult
oi being incapacitated in battle. Situations like these allorv the
east' transition from a combat encounter to a narrative encollnter.

Combat encollrlters seri,'e to lesolve situations that arise flom
narrative encounters. As I'ou tell yont t,ott. be sure that 1'our
combat encounters rnake sense rvithin that context and that the
plat'ers are invested i n the outcomes. If you can manage that, r'our
stor\/ \vill be compelling and could lead into future scerrarios.

NARRATIVE ENCOUNTERS
Essentially all interactions, plots, and planning the characters
engage in outside oi battle are narrative encounters. Narrative
encotlnters are the heart and soul of the game, for it is here

the characters meet and talk rvith your NPCs and give you
the opportunity to describe the rvorld of the Iron Kingdoms
in detail.

Social and investigative skills, and the encounters involving
them, are a crucial and integral part of the ro'leplaying

experience. Hor'v charactets interact r.vith the world arottnd
them involves not onl1' the skills the player characters Possess
but also the plal,ers'ability'to articulate their characters'

emotions and desires. Narrative encounters combine these

two aspects to determine how successfully player characters

interact u'ith each other and NPCs to bring life to the se-tting.

Manr', if not most, narrative encounters occur rvithout a plaver
ever rolling a die. Some narrative encounters ultimatell, hinge

on the use of the chalactels' skills such as Negotiation or
Intimidation, lvhereas othels levolve arouud efforts at theft,

scholarlv research, or the detection of important clues. No
matter the sitr.ration, as the Game Master you should not feel

obligated to stick to straight die rolls every time. Fol example, a

plaver rvho roleplavs his r-regotiations particulally well should
be rervarded rvith either an automatic success or a bonus on an\/

rolls he makes related to that negotiation.

SOCIAL ENCOUNTERS
When a character uses a social skill, it is the Game Master's role

to determine rvhich stat best represents the character's use of
that skill. The rval'the chalacter chooses to'leverage his skills in
social interactions can dramaticaliv change which stats he uses

in order to achieve the desired result. Fol example, a character'

attempting a moving orator)' to improve the morale of a group
of locals could do so in sevelal ways. TIle Game Master might
decide that a chalacter r,rdro speaks to the logic of theil plan of
att.rck rolls Intelligence rvhen making his Oratorl' roll, rvhereas

one n'ho makes an impassioned speech usir-rg grand gestures,

clasping the shoulders of his audience, and emphasizing his
past victories r,vith great confidence ir-rstead r-tses his Phvsique
for the roll. Savvy and experienced players roleplav to their
characters'strerrgths. Charactcls lvho depend on their strength
oi arms to intimidate their foes shouldn't expect much success

making intricate threats if their Intelligence is very lon.

The most important aspect of any social or narrative encounter
is the act oi roleplaf ing itself-pla1'ers acting the roles oi
their characters believabh, and fulfilling their roles as the
protagonists of the storl'.

INVESTIGATIVE ENCOUNTERS
Sometimes a scenario invoh'es the uncovering of mvsteries
or other opportunities fol the player characters to investigate
hidclen or obscure knorvledge and locations. The mechanics of
these enconnters are largelv covered b)' the use of skill checks,
but their presentation is important, as are the results of success.
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It can secm rl.runting to u,rite.r r.nvsterv for vour characters to
solvc, btrt the Lrasics ale sir-nple. Detcrnrine tl-re nature of thc
l-riclclen matc-rial and n'hv thc pl.rvcr char-acters are motivated
to invcstic.rte it, ther-r f-lesh or-rt sor-ne possiLrle rvavs thev miglrt
proccccl. Perh;rps von rvish to tell a storv alrout a killer on thc
loosc ir-r tlre partr"s home citv oi Colvis. First, r.or-r'Jl ne'ccl to
figuro out *,ho the killer is ar-rd rvhat his motir.ations are. \cxt,
cletclmirrc rvl-r1,he h.rsn't beer-r c.rught vct Lrv the citt'u'atch. Is

someonc ir-r pon'el plotectir-rg him? If so, u'ht,, and hort'clocs
that NPC rr.act to thc plaver charactcrs' investigations? Finally;
vou'll nccd to provide a plot hook to involve thc c]rar'.rctcrs.

This coultl Lrc'arl'tl-ring flom.r c.rsh re\\'crrd posted bv the citv
to the killer taking t1-re life oi a iricncl. You misht rvish to aclcl

an iute.rcsting tn'ist to the killcr. Wh"it if he's not jr-rst.r brut.rl
ntonster, Lrut ar iolmer solcliel Lrcin{: Lrlackrlailcd L.r'a{cuts oi a

Tl-ranrarite cult (nho ale the rci.rl vill.rirrs of vour /lcrl sccllilrio)?
Charactcrs investigating tliis kincl of storv r-night r-narkc hcavv
use of the Detection and Folcrrsic Scielrce skills, ol er.'cn thc
Clvptographv skill to brcak the. coclc irr the killer's journal irncl

discover thc rrame of l-ris ncxt intc.ncle cl victinr. Plaver ch.rractcrs

might iincl thcmseh'es embroilecl in political intrigue rvherc

careful application of the Etiqucttc skill could qrarrt thet.r-t

vaIuaLrle irriormation.

Otl-re'r'kinds oi ir-rvcstis.rtir)n can be nrore .rcaclcmic. Clrar':.c:.
might find thr'r-nsclvcs investigating tlre Lrloodv rites t,r .'
Tharn in prepar'.-rtion for a jonrnev throush tcrritorr' hcl.'. -

those terrilrle carrrniLr.rls. Use oi the Rese.rrch skill can :-..

frrepare thcm for that jou rnev or even shecl light orr the pi,u.: -

of a rnt.stelious Th.rrrr rclic for,rr-rd in the coulsc of the.ir tr.r,.. -

If plavel char.rcte rs use skills like Lore to Lutcovel' knorli. -'-
abor,rt thcil focs, consider granting tl-rem .rnd their' ,:. -

Lror-ruses in conrbat.rg"rinst those enemies. For e.xarlple, ii: --

expect to tr'.1\'el'sc tl-rc n'astelands oi tl-re Blooclstone \1.-,:r'-
ancl a plavcr char'.rcter uses his Lore skill to qain infornr,:-
atror-rt thc envitoltlttcnt and monstlons cre.rtLll'es of the rc.: -
it nrieht Lrc appropri"rtc to grant him and his allies .r -1 'rL :-,
clrr Sun'ir..rl skill chccks in that region or even a Lronur

cl amagc lolls .rga i n st cer t;ri rr crealtLlrcs of th.rt .r lc.r. \..rt l: :'.-

somc inrrestigativc cncoLrrrters plovide less i.rngiblc bcrreii:-
chalactel might nccd to make a succcssfnl Crvptoulaphi .,
cl-reck to dccipher rn enelry communirlr-rrl bcfclrc the l-r.1r:i -.
attL'mpt to inte rce pt .r laiding paltv clesclibccl in tlr.rt r.ni..
iol instancc.
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MISCETLANEOUS
NARRATIVE ENCOUNTERS
Some kinds of encountels requile the characters to engage in
challenges that measure theil physical prowess but are not
related to combat. Chalacters might need to construct shelte.r

via the Survival skill ol attempt to avoid discoverv rvith a Sneak
roll rvhile picking a pocket or committing burglarl.. These

situations ale highly varied but can be extremely impoltant
in designing a scenario and storl'. When constructing vour
scenario, keep in rnind oppoltunities for the characters to
become irrvolved irr their environment, rvhether that effort
inr.olves scaling n'alls or sn imning across dangerous rapids.

COMBAT ENCOUNTERS
Cornbat encounters occuL u,hen plaver characters face off
against their enemies. These encounters could be. initiated as

an ambr-rsh or a headlong attack or as the result of a standoff.
In some cases, a narrative L-llcounter evolr,es into a combat

encounter u.hen one charactel issues a threat to another or
lvhen one character simply attacks another.

Most combat encollnters begin n'hen tl-re Game Master calls
for initiative at the start of a Lrattle. If one group of charactcrs
attempts to get the drop on another gronp of characters, the

cornbat encounter begirrs rvith a surprise rorlnd (p. ZOt).

Cenerallr, the Game Master plans otrt a number of cornbat

encounters as part of his scen.rrios. In prepalation iol running
these encounters, the Game Master should dran, sirnple maps
oi the area that characters ti'picallr' fight on and have' the'm

ready for rvhen fighting begins. lVhen the shooting starts, the

Carne Master can pull out the r-nap and place rnodels on it that
represent both the plaver characters arrcl the NPCs taking palt
in the battle.

COMBAT ENCOUNTER BUILDING
As n'ith anv other element of a roleplaving game, the
compositiorr and difficultl' of an adventure's encounters are
r-rp to the Game Master'. Each battle can be a harlou'ing, life-
threatening ordeal or just a minor speed bump on the road of
adventlrre. The specific NPCs and plaver chalacters inr.olved,
as n,ell as the typc of adventurc or campaign )/oLl .rr-r. runrrirrg,
should infolm the ti'pes of L'ncolmtL'rs vou clcate and their
ler.el oi difficultl.. Belon' is a three-step process that outlines
hou' to br:ild balanced threats ior a pla1'er characte'r'party. Each
ple-genelated NPC antagonist in Appenclix A: Bestiarr, (p. 3a0)

has an Encounter Point (EP) r,alue assigned vou n'ill use to
determine hon man1. of a given creatLrre tvpe 1,ou can throlv
at vorlr' plavers. Do not hesitatc to dei,iate from the official
errcounter-building process to suit I'our on.n garnes!

Sorne encounters do not requile these gr,ride'lines for encounter
creation. If a plal'er charactel initiates an unexpected brarvl
n'ith an aging stable hand, or ii an entire kompanv of Khadoran
soldiers are camped or.er the next ridge, you do not neecl to
determine Encounter Points fol the battle; 1,our plal'er has done
that for )'ou. But n,herr r<xr interrd the plaver chalacter to go toe-
to-toe n'ith enemies in a challenging (1,ct not insutmountable)
combat, the follolving guidelines can assist you in desiguing
the encounter'.

Step 1: Tally. the n!1mber of playcl characters in the partl' and
detelmirre their ar.erage XP. Add the number of steamjacks in
the partv to the nurnber of plaver chalacters, then consult the
chart belor,r, to determine the base quantity of EPs you have to
build the combat enconnter.

Step 2: Adjust the quarrtitv of EPs based on the follon'ing factors.

When designing the encounter, considel its corrtext. Is the

encounter a brief fight intended as a prologue to 1'oul real

stor\', a standard battle in the course of the adventure, or the
clirnactic finish to a scenario or campaign? Warm-ups should
use substantiallv fe'n,er EPs (up to 40'ii feu,er) n'l-ri'le clinractic
firrishes should use nlore (up to 40'r, more).

You should also consider hon, man)'encounters are included
in the game session. Characters start out healthl', n,ith intact
steamjacks and plentv oi feat points and ammnnition, but hon'
much of their lesoulces r.vill they have remaining at the stalt
of the encounter in qr-restion? If vou ale planning just a sirrgle

e'ncounter ior a game sessiorr, \'oLr call clmp tlp the cliffictrltl'
cluite a bit rvithout killing evL'ryor1e, trut if yor.r're planning
for mr-rltiple battles, each individual cornbat needs to be

strtrstantiall), less vigorous.

Next, are there envilonmental factors to consicler? Will the
part1. bc amlrushed or get the dlop on theil foe's? Does eitl-rer

side have a substantial advantage in terms of cover or elevation?
This factor is the rnost rvildlv variable elemerrt, since the setup for
an encourlter can range from being attacked bv flr,ing enemies
n'hile scalir-rg a cliff rvall to sirooting urlr.iiting thugs in a

n'arehouse. Yor-r should feel free to alter the EPs sr.rbstantiallv to
account for environnrerrtal considerations-but take care not to
go ovelboard.
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Do not worry if your map isn't a work of art. Just make

sure it has terrain, buildings, and cover drawn in a clear
manner. You should be sure of where you place these
features as moving them once combat begins can be

confusing and unfair to the players.
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Is the party geared toward investigation and social interaction
n'ith a just a bit of military training and equipment? If so, adjust
the EP amount for the encounter to be significantly less difficult
than the encounter table recommends (up to 40(ft, fewer EPs). On
the other hand, if the palty is optimized for destruction, amp
up the difficulty of combat encounters to better suit the game at
hand (up to 40% rnore EPs).

Last but not least, is the party kitted out in the best equipment
gold can bu1., or are they barely scraping to get by and cor-rnting
every last bullet? Both options have their place in the setting, but
this element can gleatly impact the balance of an encounter and
should be factored into encounter construction as well (up to a

2Qof, vartance in EPs, based on increased or decreased equipment
availability). Steamjacks should not be considered equipment,
because they are added to character count and are therefore
alread1, factored into the EP quantity.

Step 3: Once you have your EP budget al1 sorted out, choose

some antagonists for the player characters to face. Appendix A:
The Beastiary (p. 340) lists the profiles of several antagonists,

including their EP cost. Do not worry about sticking strictly to
your EP total for encounter-a few points more or less rvill not
have a major influence on the encounter. Simply add the enemies

that fit your concept for the encounter until loughly hitting that
EP amount.

NPCS AS ENEMIES
Not all encounters require hulking monsters or packs of wild
animals. NPC errcor.rnters afford the Game Master a wide
degree of customization in encounter bui'lding.

The rules for creating NPCs that begin on p. 328 do not include
EP values for these foes. It might be tempting to simply pit four
comprehensive NPCs against four player characters, but that
is as likely to lead to a total party kill as it is to the players
defeating their adversaries. Instead, use the chart below as a

general guideline for NPC EP values.

When creating NPCs for a combat encounter, remember to
consider the NPCs' equipment as potential player character
1oot. Repeated use of overly well-equipped NPC encounters can

lead to steadily increasing player character power.

On the other hand, feel free to discount your NPCs' EP cost if
they are particularly poorly equipped. A comprehensive NPC
with leather armor and a club isn't a major threat to a well-
equipped player character.

SCENARIOS
A scenario is the basic story unit of gameplay. A scenario c;:
often be completed in a single play session, r,vhich r-rsr-raii'

comprises a full afternoon or evening spent p1a1.ing the gan-.;

Some scenarios can be extended ovel mr-rltiple game session=

Before you plot out the specific challenges the plavels f.-ri.
lt'ithin the scenario, vou should consider the overall stor\' .:
that scenario. What nation or city are the characters explorir-r:-
What kinds of people do they rneet? Will the char:acters f.:..
violent combat against their enemies or''r.r'ill thev need to t.:1..

a subtler route to victory? Are they hired to complete a jol- i::
an employer, or are they caught up in a situation that exploti=-
around them? Naturally, these kinds of questions are nc.:i.'
endless, but thinking about those situations gives you scrr-.=

good startirrg points as you begin to claft your scenario.

The Iron Kingdoms provide nearly limitless opportunities l.:
different kinds of stories, and as Game Master, you might fe .
overwhelmed. Yor-r do not need to touch on evelv aspect . :
the Iron Kingdoms. Focus on a fer,r, ideas or themes of inter=.:
to you and your players. You might want to set yollr scen;:-
amid the cramped streets of a major city like Caspia, n'he:-
your story focuses on back-aIIey dealings, labor unions, .t::
the crafting of mechanika. Alternatively, you might be nt...--
interested in telling a tale of exploration far from the safe:'
of cities, stories in which the characters must journey throu::
the harrowing r,vilderness of western Immolen. Or perh.'.:.
you'd prefer to set your stories on the battlefields u4rere ::=
nations of the Iron Kingdoms settle their disputes. Anr - :

these ideas could be the seed for a great scenario inr.oh'i::
combat, subterfuge, or the logistics of supply and travel. Ii ..
up to you to choose the elements most important to vour si!.:'
and build the scenario around them.

Once you know the broad strokes of the kind of story vou \\--:::
to iell (combat, intrigue, exploration, or other theme), \'ou i::
begin plotting the major points. You likely already have sr-::-.
ideas, but taking at least a few notes on the important p. :

points helps you craft a compelling tale for your plar.ers. --:
the very least, vou should know how your story begins, h.'
the characters become involved, and how the story might er.:
Knolving the beginning and climax is already half the rrt:.
but you need to consider the events that occur between tl-rr'.-
points, and possibly what happens after the storv's climar.

Those events in the middle are open to a great deal . :

interpretation, especially if the players react to the events in ::
unexpected way. Be ready to move your p- - :

points around, change the order in nh:.:
they are presented, or even drop eleme::.
of the story if the players come up n'iii: -
course of action you did not anticipate. l -

not punish your plavers for going off-cou:..
or force them back on track with your str.:'
Much of the fun of a roleplaying game cor.r l
from the unfolding of events and hon- ::.
characters react to them.

ENCOUNTER POINTS FOR NON.PTAYER CHARACTERS



When creating scenarios, it is also worth considering the
characters in the party. Though some characters are more
combat-focused and others are more socially oriented, you
should take care to make sure every chalacter has the chance to
meaningfu1l1. take part in the story as it unfolds. This makes it
as important for you to give your players insight into the style
of game yorl want to run as it is for you to tailor the stories,

scenarios, and encounters to the characters in your party.

With your story plotted, you can begin working out the details
of how the scenario actually plays out.

SCENARIO SETTINGS
Western Immoren is a big p1ace, and the Game Master is
advised to read over "Life in the Iron Kingdoms" (p. 50) before
beginning to design his stories and scenarios. Once you know
what part of the Iron Kingdoms you rvish to explore you can

begin to focus on the gritty details of those places.

URBAN SETTINGS

The modern city is one of the most important and iconic elements

of the Iron Kingdoms. Many scenarios can be placed within the

context of a city, and stories gain a great deal of detail from that
setting. Each city is a unique location influenced by its parent
nation, its neighbors, its borders, and the different races that call
it home. Almost any kind of scenario in the Iron Kingdoms can

featnre cities heavil1., and the smoke-belching factories, cramped
streets, and industrialized way of life there make for compelling
details and backdrops for the stories you and your pla1,ers tell.
Manl' characters rely on mechanikal devices or even steamjacks,

and scenarios set in urban centers allolv them to easily refuel
and support their treasured arms and a1'mor. Alchemists and

arcanists benefit from easy access to labs and librarles, and cities

offer plentifr-rl dubious deaiings, rvhether criminal or political,
for more social characters to tackle.

MILITARY BASE

The present day is a time of tense ceasefire and strained
relations between the polvers of nrestern Immoren. Warv of the
brittle peace, the different nations' militalv forces look at one
another from border fortresses and foru'ard-fire bases, fingers
on triggers. Characters rnight find themselves among the
forward positions of the standir-rg armies of the Iron Kingdoms
and be enlisted in service to one nation or another, perhaps as

spies or sabotenrs. Otl-rer characters might be mercenaries in
search of contracts. Military bases are often in need of supply,
and some merchant companies deem the profits worth the risks
of running caravans and supply trains, man1, of which hire
adventurers to provide an armed escort.

BATTLEFIELD

Throughout its long history, the battlefields of rvestern Immoren
have been littered with the bodies of countless inhabitants
who have perished in the name of gods and nations. Though a

fragile peace exists, skirmishes are regular occurrences on the
borders between nations, palticularly along the Black River that
separates Cygnar and Khador as well as along the rugged Ordic
border'. Swords ring out against steel armor, and guns l'oar as

man and lvarjack clash in ruthless combat.

Battlefields, recent or ancient, can provide compelling events for
adventurers. Some might be enlisted on one side or anothel of a

conflict and find themselves caught up in the unforgiving battles
of the Iron Kingdoms. Others might even seek out such fights.
hoping to win glory and fame-or ever-r just simple coin, for

those of more mercenary inclination. Warcasters are the peerless

masters of the battlefield, and a wat'caster and his supporting
troops can make for compelling adventuring parties.

But there are rewards to be had even after the battle is over.

Those willing to risk treacherous no-man's-lands can find
a small fortune in salvage awaiting them. Others might be

motivated to find their wounded comrades left behind or to find
wounded enemies to take for ransom.

RUINS
Over the millennia empires have risen to greatness, building
mighty n orks that outlasted their societies. In the course of time
the priest-kings built their wa11s, the rvarlords constructed their
fortresses, and the dark empiles of Morrdh and the Orgoth left
their mark in the ruined stones that lie long-forgotten across the

face of western Immoren.

Adventurers deliberately seek out these ruins in search of
larefied lore or items of power lost to time. Others might be

forced to take refuge from pursuers ot the elements in obscure

and ruined temples or vaults. Ancient ruins are most often
left abandoned for a reason, though. In addition to housing
treasures and forbidden lore, those sites might be gualded bv

ancient l'n'atchers, spirits, or even monstrous creatures. Some

rnins contain hidden passages that connect with caves and

tunnel systems, leading to darker places in the earth.

THE WILDS
There are many reasons for characters to end up the wilds. Thel'
might find themselves fleeing authorities, for example, and

have little recourse but to take their chances in the hinterlands.
If they are poorly prepared, the environment itself Presents
a challenge-to say nothing of territorial satyrs, hungering
Tharn tlibes, and secretive cults. Otl-rer adventurers venture
into these unforgiving regions with a particular goal. An entire
campaign could be built around a group of characters taming a

small region and founding a safehold, for instance, either out of
personal necessity or in the employ of a patron.

Some explorers might be in search of obscure items and

experiences. Major universities in Cygnar and Ord regularly
sponsor expeditions tasked with collecting zoological or
archaeological specimens and artifacts. Altl-rough these goals

are seemingly mr-rndane, the complications encountered b1'

irate trollkin kriels or inconveniently placed Tharn villages
can make for compelling adventures. Even more so if the
adventurers signed on to collect a still-living specimen of a

particularly intractable species!



CAMPAIGNS
Put simp11., when the story yor-r told in one scenario is continued
by the same player characters irr a subsequerrt scenario, it has
become a campaign. Campaign plat' can be one of the nrost
ren arding wa)'s to game in the Iron Kingdoms, since it allon's
the pla1'ers to see their characters gain expelience and der.elop
over tirne as they confront long-telm nemeses and ultimately
ellgage them in a final conflict after marrv galnL' sessions of
ups and dolvns.

As the Game Mastet the first thing 1.ou need to do is detelmine
the sort of campaign you \vant to run for 1,our playels and
hor'v involved yoll u/ant it to tre. Your campaign could be very
structured, follorving the rise and fall of important NPCs as

you tell 1'our overarching stort' in the folm oi linked serialized
scenarios, or )/our campaign could be simpler and mole free-
form, simply tracking the lives of 1'our: playels' characters as

they play throug'l-r stand-alorre scenarios lvith few contir-rr-ror.rs

links and litt1e overarching structr-rre.

Holvever you choose to run ),our campaign, r'ou should give
yor-rr players a solid indicatior-r oi rvhat they can expect from the
campaign so they can create characters accordirlgly.

Some Game Masters choose to take a more interactive approach
to their campaigns b1. soliciting their plavers for feedback

before gettirrg too deep in the creation of the campaign. Ii a

Game Master wants to tell tales of swashbuckling pirates on the

Broken Coast but some of your playels are more interested irr a

militar,v campaign, the group rnight enjov a campaign in n'hich
the player chalacters take on the role of privateers huntir-rg

dorvn pirates arrd protect the shipping interests of the Ordic
Crown. The best campaigns are ones ir-r rvhich the playels as

n'ell as the Gan-re Master feel invested.

Just as rt,ith a scenario, the Game Mastel should plot out his
campaigns with a beginning, a middle, and (usuallr') an

end. Each scenario becomes a chapter in tlre ongoinS storv
and creates rising tension thlough the challerrges the player
characters corrfront. As the Game Master clafts each scenario,

he should consider horv it cor-rtinues the themes and events set

up in previous scenarios and horv it ties ir-rto the folloiving ones.

If in one scenario the characters were ambttshed aboard a train
on a remote stretch of rail, the next scenario could require the
characters to begin to make tlreir wav to civilization on foot.
During their travel they could encounter farrow and learn a

farrorv warlord has set his tribe to assault another train in the

coming days. This provides a hook for a third climactic scenario,

in which the characters must race against time to confront the

farrow before they can enact their scheme.

A Game Master might wish to present the world of the Iron
Kingdoms as a "sandbox" for his players to pla,v in, heavily
improvising the events as they go. This sort of campaign is less

focused, at least initially, but as the player clraracters take action,
the consequences of those actions provide the framen,ork of a
story for tl-re Game Master to use in shaping his campaign. A
sandbox campaign requires a great deal of improvisation on

the part of the Game Master, but many grouPs find this a very
satisfying way to plav.

Depending on the sort of campaigr-r the Game Master decitj-.
to run, he might r'vish to guide his plavers thlough characi.:
creation to some extent. Some careel's and races could cla'i-
rvith the envisioned campaign. For example, if a Game !lasie :
intends to run a campaign focusing on crusading kniqh:.
of the Cl-rurch of Morrorv, a trollkin fell caller rvould be o::-
of place. As the individual responsible for both running tl.
game and ensuring its continuitl', the Game Master' has tir.
right not to allor,r' characters u.ho clash with his corrcepts. L-.
should explain his concerns to his plal'ers and n,ork rvith tht:-
to cleatL. characters ivho fit into the Game Mastcr's corrcept;r:
the campaign and are still enjoyable to portra1.. It's importa::
fol this conversation kr go both ways; a Game Mastel migi::
er,en allow an oddlv fitting character he irritialll, r'ejected ii .:r
innovative play'er comes up rvith an intriguir-rg pretext for ii:=
character's i nclusion.

Adver-rtr.rring companies (see p. 151) can be an excellent tool ic:
a Came Mastel seeking to inform his plal'ers abor.rt the sori r:
campaigrr he intends to run and the sorts of chaLacters mt.:
appropriate for the campaign.

CAMPAIGN CONCEPTS
The "Life in the Iron Kir.rgdoms" chapter of this book contair.
the seeds for many'kirrds of stories arrd campaigr-rs. The olrtit:-..
for adventure can seem overn'helming, but the Iron Kingdor..
are especially fertile. ground for certain campaign corrcepts. I:
most cases, these carnpaign concepts focus on small, tight-k:r,:
groups of characters, since that dyrramic plovides mor e f leedrr::
and opportunitv for adventure than groups of characters n'l
ans\\rer to large organized forces snch as militan' regime:r:r
and the like.

The Game Mastel should not feel limited in choosing frorn ti'..
following concepts; they are startirrg points, not l.rard-arrd-i.:.,
rules for structuring a campaign.

MERCENARY LIFE

The. possibilities of a campaign themed around a mercena.'
company are nearly endless. Characters can begirr plar' :.
members of a venerable compan). such as the Shields of Durar:
or instead set out to found their own charter and n'ork to havc ::
recognized by the major powers of the Iron Kingdoms.

For the Game Master, mercenary-themed campaigns oi:-:
excellerrt opportunities for a variety of adventures. T:-.
characters can take contracts that become considerablv rr..-:.
complex than they expected and create conseqrrertces n-::.-

fr-rture emplovers. More important, the variety of missior..
helps keep an ongoing campaign fresh. Mercenaries are hir.:
to achieve objectives that rvould be otherwise impossi:-.
for their emplovers and can range from supporting rnilii.::-
units to finding personnel and e'quipment lost behind enc=.'
lines. Other adventures could focus on intelligence gatheri::
espionage, and reconrraissance. A major benefit to a mercen;:'
campaign is that it allows the Came Master to explole mater::
appropriate to militarv efforts without forcing the chalacter. :

be permanently beholden to an official chain of command.



A gloup of mercenaries might conlpete ior lucrative contracts,

ancl a carrnv Garne Mastel shor,rld considel creating c1 gl'ollp
o[ r'ir'.-rl meLce.naries to act as foils to the plavel char.rcters.

These rivals can gro\\'in pot'er and reputatiorr to p;rr.rllel that
of the plal'er characters, allorvirrg the Game Vlaster to have

ongoing and porrer'-applopli.rte antagorrists ior the duration of
his campaigrr. Air interesting climax to this sort of campaign
u,or-rld be to ultirnatelr. place the characters opposite iron-r their

cor-npetitors in .r Lrattle, allorving them the opporturritv to settle

rvith thcir rivals once and fol all.

URBAN CAMPAIGNS
The exploits oi criminals, the unraveling of larcentttts
mvsteries, and the travails of life on the mean streets oi cities
are strolrg matelial on n'lrich to for-rnd an ttrbatr c.rmpaign.

Perh.rps the characters ale members oi the citv w';rtch. Over
the course of plav thev must coniouud the schernes of the



criminal underworld, beginning with the crimes of petty
thugs at the start of the campaign and eventually revealing
sprawling criminal conspiracies that reach into the upper
levels of society. A criminal mastermind can make an excellent
archvillain, since the players might not be immediately aware of
who pulls the strings of their foes from scenario to scenario. The
characters might even face the threat of internal corruption from
compromised colleagues within the watch. Alternatively, the
characters might be the criminals. Perhaps they are a lowly gang
looking to make a name for themselves and they combat not only
the forces of law and order, but also contend with rival gangs.

The forces ofindustry can also provide inspiration for interesting
campaigns. The characters might represent a merchant company
looking to take its place as a financial power. The machinations
of trade, the demands of unions, and political considerations
all conspire to present the characters with serious challenges.
Depending on the nation in which your campaign is set, the
particular needs of war efforts are significant factors that spur
adventure and intrigue.

Of course, no major city in the Iron Kingdoms is without its own
political manipulations. Feudal lords, military commanders,
and private merchant concerns struggle endlessly for wealth
and control, and the unwary can easily be caught up as pawns
in the machinations. The intrigues of the rich and powerful
result in opportunities for characters who wish to take their
own places among the halls of power. A truly expansive urban
campaign could easily incorporate elements of crime, politics,
and industrl,, though the Game Master should exercise care in
interweaving these themes.

WILDERNESS EXPLORATION
The wilds of western Immoren are vast, and there are trackless
wastes where none have gone and returned to tell the tale.

Characters might be hired to explore a specific region for a

merchant interest, a military agency, or an individual with
unique motives. Forgotten ruins litter the wilderness and
can sometimes even be found in the hidden depths beneath
modern cities. Adventurers brave enough to risk the ancient
guardians of the Orgoth or the fell empire of Morrdh gain
much for their peril.

Not all exploration takes place on 1and. The high seas of the
Meredius are a wilderness larger and less explored than any
region of western Immoren. Campaigns built around characters

as pirates, privateers, or merchant explorers can easily be

focused on lengthy sea voyages to exotic Zu or the distant
subcontinent of Alchiere. ]ust keep in mind that extended
journeys mean the characters must carefully manage their
rations and ammunition.

TOMB RAIDERS
The forgotten ruins of western Immoren hold treasure and
peril in equal measure. The potential for characters to spend an

entire campaign exploring the remnants of lost civilizations is

tremendous. An especially large complex of ruins, such as a vast
city of the empire of Morrdh found in the Gnarls, could be the
focus of an entire campaign. Characters begin by researching
what little is known of the ruin and discovering the possibility

of priceless occult lore and ancient coin. They must next prepare
for their journey, which could require exploration and nearl..'
make up a campaign in its own right. Upon arrival, dependins
on the nature of the characters, they might choose to survet'the
ruins as part of a scholarly expedition or instead plunge into ii=
depths with swords and magelock pistols at the ready.

As the characters explore the ruins, they could find hidden
secrets that lure them deeper into the catacombs or send thera
on a wild chase to far-flung places in search of related secrets-
The overarching plot of the campaign could revolve around ait
ancient evil let loose by the characters in their meddling or elen
place them in competition with a rival team of tomb robbers ior
a priceless relic.

CLOAK AND DAGGER
The intrigues of royal courts, religious power, and militan
espionage can make fertile ground for a campaign. This sort
of game play requires players interested in playing character=
who rarely raise a fist in anger, instead relying on their wits anc
diplomacy for success.

Characters in the employ of aristocrats or powerful merchan:
princes such as the Khadoran kayazy find themseh'es
embroiled in all manner of schemes. A campaign could begin
with the characters hired to spy upon a rival of their aristocratic
patron, only to find themselves betrayed in the act. The
characters could be forced to flee for their lives to another citr
and then attempt to learn why their powerful backer sold them
out. Over the course of many sessions their patron's schemes

become known to them through spying, intimidation, the
theft of crucial documents, and perhaps even some uncouth
thuggery. Eventually the characters gain enough leverage tt-



either confront their betrayer directly or perhaps set him up for
a lethal failure of his own, assuring his ruin at court-if not his
execution as a traitor.

The uncovering of military secrets can also be a powerful
motivation for characters who act out of duty, patriotism, or the

promise of coin. This sort of campaign likely sees the characters

infiltrating the cities and facilities of an enemy nation, and
certain skills are 1ikely to be invaluable, such as Sneak, Disguise,
and Forgery as they cross hostile borders and Interrogation as

they seek secret information. Characters might have to endure
scenarios of protracted journey and then devise a way into a

heavily guarded military base. Once inside, the heist begins as

the characters evade capture, acquire the mechanikal plans or
devices they seek, and then make their way back to the safety
of their own nation, almost certainly r,vith the enemy in pursuit.

TOOLS OF THE TRADE
A Game Master can use a wide variety of tools to help players
visualize exactly what is happening in the uarrative he is
describing, especially duling combat. The most common
are models, maps, and even three-dimensional terrain (for

motivated Game Masters). These tools become critical when
characters are engaged in combat or are in an encounter that
requires working within a defined space in the game. The rules
for combat support the use of maps and models, and many
Game Masters will find using them to be a great deal easier

than trying to orchestrate the action soleh' in the imaginations
of their players.

If a Game Master uses models to represent characters during
play, each character must be represented by a model with
the appropriate base size. It rvil1 take a valiety of models
with different base sizes to represent the various NPCs in a

particular adventure. Plal'ers are encouraged to choose models
of appropriate likenesses to their characters. The models on the
table do not need to correspond directh' to the characters they
stand for as long as the Game Master and plar-ers understand
what they represent. Nevertheless, the more closely the modeis
match the characters in the game, the more immersive and
enjoyable the play experience n'il1 be. Privateer Press models
can be found in gaming shops and online, and models from the
WARMACHINE and HORDES tabletop miniatures games are
wellsuited to the roleplayirrg game.

If a Game Master intends to use models to resolve combat
encounters, he also needs a play surface for them. This is simply
an area of the table where the actions, events, and locality being
described are represented. Large rvhite boards and maps drawn
on butcher paper are the most commonly, sr"6 play surfaces, but
any surface with enough room for all the models representing
the characters involved in the encounter will do. A Game
Master who plays games like WARMACHINE and HORDES
might already have access to terrain he can use to detail the
play surface. We encourage Game Masters to experiment with
different approaches to representing combat encounters to find
a version that works best for their games.

A Game Master drawing his own maPS might also consider

using different colors of markers to distinguish certain map

details, such as green for trees or brown for wooden buildings.
Such color-coding makes the map features easier for players to
identify at a glance.

When preparing the play surface, the Game Master should

attempt to include all pertinent information his players might
need when making decisions for their characters. For example,
if there is a small river dividing the play fie1d in hatf, it should
be represented on the play surface. If there are tacticallv
important interactive elements such as differences in elevation

or pieces of cover, they need to appear on the play surface.

The Game Master should be as detailed as he can to bring his
encounters to life in the imaginations of the players. Game

Masters who develop and use symbols in their mapmaking
should be careful to make sure their players understand the

key to the maps used in their games. Keep in mind that the

map does not need to be drawn at a Professional skill level

or contain an exacting level of detail in order to be useful.
Any map that is clear and includes the information players

are most like1y to need about the geography around them n'i11

serve its purpose effectively.

When utilizing models for an encounter, the Game Master

places the player models and NPC models where he imagines
them standing when the encounter begins. He should be

prepared to work with the players to determine their position
at the start of the encounter, since what they imagine could be

different than what he has in mind. As characters move and

act, the Game Master and players move their models on the

map. When performing any actions involving distances, such

as movement or firing at an opponent, use a measuring taPe to

ensure the distances reflect the character's caPabilities. When

moving, measure the distance the character intends to move

and then move the model. Measure the reach of a model's melee

attack if there is any question about the distance based on the
positions of the attacking character and his enemy. In this r,r'a1;

the Game Master can use the play surface as an active displal'
for the characters in the game as well as a tool to determine
possibilities and reconcile uncertainties.

PLAYING WITHOUT MODELS
Although the lron Kingdoms FulI Metal Fantasy Roleplaying Cante

is designed to be played with models and a play surface, r'r,ith
a little adiustment it can be played without them. The ranges in
this book are given in feet as well as tabletop-friendly inches
so that players choosing to play without a play surface have an

easy frame of reference when imagining the encounter. Game
Masters must take great care to describe the encounter in detail
and then keep that description consistent so all the players
share a universal understanding of what they are supposed to
be imagining.

In deciding whether to play without models and a play surface,
remember that some concepts, such as AOEs and spray attacks,

are much easier to represent on the tabletop than to picture
mentally. These concepts require an exercise in abstract thought
to resolve them in a game run without models.



ANATOMY OF
AN ANTAGONIST
Antagonists are pregerle rated NPC threats for plaver characters.

Thev include farron' brigarrds, human thugs, and rvild
monsters. Each antagonist cntr'f includes a brief descriptlon of
the antergonist's race or spccies as lr'el1 as a descliption of thc
r.ar.f ing 11'pes of that enemr'.

Stat Profile: Each antagonist eutlt'has one or more stat profiles.
These pr-ofi1es represent different stages of development, skill
sets, ol deglees of expcrience. Antagorrist stat plofiles include
both stats r-rsecl bt,plar.cr characters arrd a fen'stats used only
lrr.rrtt.rgonist:.

SPD, STR, MAT, RAI DEF, ARM, Willpor'r'er, ancl lnitiative are

used br. antagonists in the same \vav as thet'ale used by player

charactcls. Ar-rtagonists also havc Detection ancl Sneak stats.

Tl-rese stats represent the antagonist's comLrined ski1l level and

stat tota1.

When vor-r need to dctelmine arn antagonist's PHY use its STR

instead. When vou nccd to determine an antagonist's PRW, use

itr MAT instc.rd.

Weapon: The antagonlrl', 11,pical \veaponrv is listed aiter
its stat plofile. If an ar-rtagor-rist has both melee and ranged

weapons, it must choose to attack u,ith one or the other during
the Activatior-r Phase of its tr-rrn.

Abilities: This sectiorr lists the antagonist's
abilities.

Arcane: This is the ARC stat

for antagorrists that can cast

spell s.

Vitality: Most antagonists
simplv have an amouut of
damage points they can

suffer before being disablcd.
More por'r,erful ol important
antagonists have full life
spilal s.

Base Size: I{ecommended base size

tlri5 enem\ shorrld ltJre rIhetr .r Carne

Master uses models to resolve encounters.

Small bases are 30 mm in diameter, medium
bases are 40 rnm, and large bases are 50 mm.

TI-re Iror-r

creatu res.

Kingdorns ale full
HeLe n,e present a

of nrarvelous arrd ten'ifving
fen' to set agalnst the plaver

Encounter Points: This section gives the EP cost of the enenr'.

Scc "Cornbat Enconnter Buildirrg" (p. 333) to clctclrnine hr.'.

manv EPs vou should spend or-r a specific combat encollnter.

Loot: This section lists anv items or valuaLrles commonl\' foun.'
on this elleln\r.

Lore: This section gir.cs thc Gamc Mastcl some infotmatit r-

abor-rt this enem\,. Plar.cl charactels rvitir the .rppropriate Lr.r..

skill can also lcallr tl'ris inforrnation n'ith.r succt:ssftrl Lore -skil

characters.



BURRO\M.MAWG
Burrolt-mar'vgs are vicious badger'-sized creatutes with a

ravenous hunger for'flesh. They have very acllte hearing and
a powerful sense of smell. When a rnember of a pack scents a

potential meal, it signals with a piercing squeal. A ferv burlor.v-
mawgs can easil1' dispatch a sheep o11,vi1d dog, but a large
enough (or hungly enough) pack can slaughter deer, bulls, ol
even armed men.

Each pack typically has a single alpha, but multiple packs come

together to hunt during palticularly lean seasons. With multiple
alphas leading the charge, a pack becomes trul1. fearsome and

quickly forces nearby towns to deal with theil savagery.

Loot: Burrow-mawgs are indiscriminant when it comes

to devouring their prey. There is a chance that coins or
small jewelry are lodged in their digestive tracts, or can

be found where the creatures make their dens.

Burlolv-mawg adrenal glands are prized by alchemists.
A Medicine or Alchemy skill ro11 with a target number of
10 is necessary to successfnlly remove the glands.

Lore: Burrow-mawgs have extremell. sensitive noses and can

sme1l prey over large distances. When they scent prey, thel'cal1
the pack with a signal squeal.

Burrolv-malvg adrenal glands are ttsed in the creation of some

alchemical compounds.

DREGG
Dregg are a u.retched race of humanoids that live underground,
coming or-rt at night to raid and pillage. They are extremely'

sensitive to sunlight and rarely venture out of their lairs during
the day. They revel in pain, even their own, fighting harder if
they are rvounded.

544-1310

5 14 7 3

&h
Gang - When making a melee attack that targets an enemy in melee range of

another friendly characte( this character gains +1 to melee attack and melee

damage rolls. When making a melee attack that targets an enemy in melee range of

another friendly character who also has this ability, these bonuses increase to +2.

ALPHA BURROW-MAWG

6 6 s - 13 t2

71473

th

DREGG SCAVENGER

66551212

6lo4

Light Sensitive - If the dregg ends its turn in bright light it suJfers I point of

damage,

NightVision -The dregg treats darkness as dim light, and dim light as bright light.

Pain Fueled - While the dregg has one or more marked vitality points, it gains +2

on its melee attack and melee damage rolls.

Scavenged Weapons - There is a chance the dregg has stolen weapons from
previous victims. When designing the encounter roll a d6.

I-2: NO WEAPON

3-5: CHOOSE A MELEE WEAPON

6: CHOOSE A PISTOL OR RIFLE

Tough -When the dregg is disabled, roll a d6. 0n a 5 or 6, the dregg heals 1 vitality
point, is no longer disabled, and is knocked down.



DREGG PAIN MONGER

6 7 6 - 1l l5

r0t444

Light Sensitive, Night Vision, Pain Fueled, Tough: See above.

Retaliatory Strike - When the dregg is hit by a melee attack made by an enemy at
any time other than during its own turn, after the altack is resolved the dregg can

immediately make one normal melee attack against the enemy that hit it.

DREGG RAID MASTER

6 7 7 6 13 l4

81068

ARM BLADEIif.rfirifr

Loot: After a raid, dregg carry off anything of value they can
carry with them. They keep large vaults of plundered goods in
tlreir iairs.

Lore: Dregg have an intense aversion to light, and they hate
everyone. Pain makes them stronger.

Light Sensitive, Night Vision, Pain Fueled, Tough - See above.

Master Scavenger - There is a good chance the dregg has stolen weapons froi-
previous victims. When designing the encounter roll a d6.

1: N0 WEAPON

2-4: CH00SE A MELEE WEAP0N

5-6: CH00SE A PISTOL OR RIFLE



FARROW
Farrow are brutish pig-men that live in tribal societies. They are

more than capable of using human weapons and often ambush
small military forces to arm themselves better.

556512t4

71033
r'iiANDED CrusIEEIir
',4t0

''MILITARY 
RIFLE

Dig ln - While he has a spade in hand, this character can make a quick action to
dig an improvised foxhole. Until he moves, is placed, goes prone, or is engaged, the

character gains cover, does not suffer blast damage, and does not block line of si9ht.

A charactercannot use the Dig In ability during a turn in which he ran.

Powerful Charge -This character gains + 2 to charge attack rolls with this weapon.

The pole cleaver is a Reach weapon.

Finisher - This character gains an additional die on damage rolls against
damaged models.

Tough - The character is incredibly hardy. When this character is disabled, roll a
d6. On a 5 or 6, the character heals 1 vitality point, is no longer disabled, and is
knocked down.

.-} GREAT SWORD

4rz=tr
The great sword is a Reach weapon.

^7} BTUNDERBUSSf-affiJZ
Dig ln - See above.

Feat Points -This character starts each encounter with I feat point. He is allocated

I feat point at the start ot each of his turns. He can have up to 1 feat point at a time.

Battle Plan - Hog Wild - 0nce a turn, this character can use a quick action to use

Battle Plan: Hog Wild. When he does so, friendly characters in his command range

that are under his command can make one ranged attack during their next activation

before their normal movement. After the normal movement, affected characters that

make attack actions can only make melee attacks.



FARROW SHAMAN

5 6 5 4 13 14

101255

BATTLE STAFFITf.rT-iEfr
413

This is a Reach weapon.

The targeted f riendly character gains + 1 on his melee attack rolls and his melee weapons

gain Magical Weapon. Guided Blade lasts for one round.

3 l0 3 13 NOYES
Uirkeep spells and animi on the character directly hlt by Hex Blast immediately expire

Loot: Irr adclitiorr to the r.r'eapons thel' carrv into battle, manr'

farrolv have a trinket or t\vo from a prer.'ious victorl' that the,v

use as a luck charrn. The more impoltant the falrolri the mole

elaborate thc tloph1.. Most of these iterns arre simplv u'orth a

small value in gold, but some might be runeplates or similal
usefr-r1 items.

Lore: Farron, are pernicior-rs scavertgers and dislike a11on'ing

anything to go to rvaste. They can be distlacted from patlols
if presented rvith a quantitl' of larv or cooked meat (including

flesh corpses) or broken machiner'1'thev can salvage fol metal.

HUMAN
The h'or-r Kir-rgdorns abor-rnd rt,ith nnscrupulor-rs thugs anri
crimir-ra1s that a major: r,illain can recmit for his orgarrizatiorr,
and most tot'ns emplot' 3 fs11r 11,nf6hmen to keep the peace.

Skills (stat already included): climbins - 7, Pickpocket - 7, Lock Picking - 6

Escape Artist - 8

Dodger - When this character is missed by an enemy attack, he can immediatell'

advance up to 2" after the attack is resolved unless he vr'as missed while

advancing. He cannot be targeted by free strikes during this movement.

Get Away - When the character is missed by an enemy attack at any time

other than vrhile advancing, instead of advancing up to 2", the character can

immediately make a lull advance.

HUMAN THIEF

73441410

8 15 6 7#tu



HUMAN THUG

9 t2 4

SWORDIif.\T-ifr

PISTOLW
8-10

Skills (stat already included): Intimidation - 5

Anatomical Precision -When this character hits a living target with a melee attack

but the damage roll fails to exceed the target's ARI\4, the target suffers d3 damage

points instead of the damage rolled.

6 3 4 4 13 ll

101454

g*f_',""
This is a Reach weapon.

ARCANE BOf,T 2 12 II NO NO

Magical bolts of energy streak toward the target.

AURA OF PROTECTION 2 SEIF CTRI YES NO

Wh ile in the spellcaster's control area, friend ly characters gain + 2 ARM.

55551214

9 l2 6 3gfr-
This is a Reach weapon.

A character flghting two-handed with a halberd gains +2 to his charge attack

damage rolls with this weapon.

ffitu
Set Defense - While armed with a with a weapon with reach, a character in this

character's front arc suffers -2 on charge, slam power attack, and impact attack

rolls against him.

Sound the Alarm - once an encounter, as a full action, a watchman can sound the

alarm. Add one new watchman to the encounter. Watchmen added to the encounter

this way cannot sound the alarm.

64551412

101445

^-l SWORD7lE-rrwr38frtu
Choose frve grenades (alchemical or otherwise) when designing the encounter

HUMAN WATCHMAN

Grenadier -The character gains an additional quick action each turn that can be

used only to pull the pin on a grenade.

Fire in the Hole - This character can make a grenade attack at the start ol the

Action Phase of his turn before moving or making his normal attacks. A character

making a Fire in the Hole! attack must use his movement that turn to run or make

a full advance.

Grenadier's Bandolier - A character with a grenadiefs bandolier can draw

grenades without spending a quick action.

Alchemist's Leather - A character wearing this armor gains an additional +3 ARM

against blast, cold, corrosion, and fire damage.

Loot: Human crimir-ra'ls arrd thugs carly \rer)/ little in the w,av of
1,3ls6fle objects. They have weapor-ls, armor, and possibl1, small
amolrnts of gold. If an encourrter takes place in a gang's hideor-rt,

loot is more readily available.

Lore: Infolmation available for Lole rolls against human
antagonists depends on hon, the Game Master is using them.
Recognizable gang affiliation indications or other similar
details could be discernable by the players.



THRATL
Thralls are undead slaves created by inscribing necromantic
thrall runes on a corpse. Risen are fairly simple to create in
great numbers. More capable thrall warriors are more powerful
but take more effort to create. They act the shock troopers for
their necromantic creators.

Loot: The necromancer who created the
thrall has already stripped it of any valuables
possessed in life.

Lore: The existence of thralls in an area usually
indicates there is a necromancer nearby.

5 5 6 - lt 15

11033

This is a Reach weapon.

Undead and Tough - See above

Undead -This character is not a living character and never flees.

Gang - When making a melee attack that targets an enemy in melee range of
another friendly character, this character gains +1 to melee attack and melee

damage rolls. When making a melee attack that targets an enemy in melee range

of another friendly character who also has this ability, these bonuses increase

Io +2.

Tough -The character is incredibly hardy. When this character is disabled, roll

a d6. 0n a 5 or 6, the character heals I vitality point, is no longer disabled, and



THRUttG
Thrullg most commol-111. dn'e'll in the servels of urban areas, but
thev carr Lre iound in anv cl.rrk, forbidding placcs in \\'esterll
Immoreu. Tl-rev feed upon the magical enelgies of anr. item or

indir.icl-ral tl-rev can \\.rap their tentacles arottnd.

THRALL WARRIOR

697-1315

101486
TENTACLES
IiforTlifl

413
This is a Reach \reapon.g+
Skills (stats already included): Climbing - 6

Fearless (p. XXX)

Arcane Consumption - When an enemy character casts a spell or uses an

animus vhile in this model's command range, aiter the spell is cast the enemy

character suffers d3 damage points and this character regains d3 vitality.

Arcane lnterference - When this character hits another character with an

attack, upkeep spells and animi on the character hit expire and the character
hit loses the focus points on it. When this character hits a steamjack with an

attack, that steamjack suffers Disruption. (A steamjack suffering Disruption loses

its focus points and cannot be allocated focus or channel spells for one round.)

Blackout Pulse -This character can use a quick action to do a Blackout Pulse.

Mechanika devices in the possession of enemy charact€rs in this character's
command range area immediately deactivate. If an enemy enters this character's
command range, mechanika devices in his possession immediately deactivate.

While in this character's command range. enemy characters cannot activate
mechanika devices, Blackout Pulse has no effect on steamjacks or mechanika

armor Blackout Pulse lasts for one round.

/-

t
t-
\

s.' {
:{f

Loot: Thlr-rllg lails are filled rvith scrap metal .rnd p;111;.1 1'

devoured bits oi mechanika items that have hacl rh.::
accumulators drained. Virtually all of these items ale rlrrnr!...
['evond lcpair.

Lore: Thrullg sensitir.ity to rnagic sccms rooted in tlreir rnou::r

tcntacles, rvhich if remor.ecl ale valuable to alchcnrists :ni
bone grinclers. Celtain fluids extracted from these tentacl!': ..r:l
inhibit rnagic or rnechanika if processed ploperlr'.
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character
advancement table, 154
classifications, l9T
stats, 105
sheet,349
using the character shcet, 151

characters
choosing archeqpe, 115
choosinE careers,117
choosinI race, 107
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combat,200

Command Range, 106

Command skill, 175

comprehensive NPC, 329

concussed, 216

connections, 168

Conniver abilitl', 159

construct,219

continuous cffects, 218

control area,231

confrol phasc,203

controlling a steamjack, 321

Convection spell, 237

Corbhcn, Asc.
asccndance of,36
patronages and syrbol, 94

corrosion,218

cortex
grldcs, sr'e undcr specific ArJdL. natnes
use bl laborjacks. 88
wipes,30.l

Con'isTreaties,39, 51

Crackshot abilib, 159

Crati skill. 176

Crevassc spell,238

crippled aspects,215

crippling a systcnr, 315

critical effects,219

Crossborv skill. 172

Crossborvman ability, 160

Crusader's Call spell, 238

Cryptography skill, 176

Cryx,29,59

Cult of Clriss, '100

cupernum-grade cortex, 303

cutthroat, 125

Cygnar
in Border Wars,42
description ol 51
in FirsrThurnwood War, 4o
founding of, 39
in Llaelese War,48
in Trollkin and Colossal Wars, 40
loss ofThornwood,4g
modern dpasty of,46

Cygnaran Civil War, 45, 57

Cygnaran language,6Z

Cyriss,42, 100

darnage
bcine disabled. 216
boosTcd rolls. 197
catastroLihic,3l5
collatcril,204
death, 216
srid..l14
iniury table,217
point of origin. sc. Jrea of etfcct Jttacks
roil, 215
to objects and structures, 222
tracking,215
rypes,219

darkness,225

Day)ight spell,238

death,
and injurics, 216
of a spellcastcr, 233

Deceleration spell, 238

Dcccption skill, 177

Deep Freeze spcll,238

deep water, scd rvatcr

Dc.fcnder ability,, 160

Dcfcnsc (DEF),105

Det.ensive Line abilitv, 160

Delesle, Sc.
ascendance of, 26
patronages and srmbol, 97

destroy'ed, 216

Detection skill, 177

dcViaiion. scc area-of-eft-ect attacks

Devourer \\ nrm, 9
cults, 1.00

Dhurria, 10, 12, 23,
taiths, 101

dic!., additional, 197

ditTicult tcrrain, src terrain

Dig In abilih; 160

disabled char.rcter 216

Disgrise skill, 178

Dispel abiliht 160

distillation, 291

Di\.ine Court
ancient s0r+ip, 10i
crcatton m\ fh, 1l
exodus ol 30

Dockcr chassis,301

Dodger abilit)r 161

Doleth, Asc.
ascendance of,26
patronages and s\mbol, 9-l

Dragonfather, sce Toruk

Drayce, Sc.
ascendancc of,26
patronages and s)mbol, 97

Drivc: Ancillary Attack abjl jb, 161

Drive: Assault abiliq', 161

Driver Off Road ability, 161

Drive: Pronto abjli6; 161

drives,323

Driving skill, 179

Dual Shot abilitri 161

duclist, 126

dllaryes
as characters, l08
creation m\ th, 13
descriptiori of, 66
founding of civilization, 16
in modein Rhul,61

Eartht Cradlc spe)1, 238

Earthquake spell, 238

Earthsplitter spell, 238

Edicts of the Great Fatlrers, 14

educatk;n, 76

Ekris, Sc.
ascendance of,26
patronages and symbol, 97

Electrical Blast spell, 238

Elcctrify speJI, 238

Elernental Mastery ability, 161

elves
creation myth, 12
founding Empire of Lyoss, 16
In morlern los.6{)
Iosans, 66

Eliminator spell,238

Ellena, Asc.
asccndancc of,26
patronagcs and symbol, 94

Empower ability, 161

encounters,330
ending, 202

Enkheiridion, the, 24, 91

Entangle spell, 238

equipment descrip fions, 27 4

equiprlent price list, 249

cquipment,2T-l

Escape Artist skill, 179

Etiquette skill, 180

EYerblight,44

exhaustion,229

expedence
and adt'anccment, I53
earning points, 153
pojnts (XP),153
starting rvith high-level characters, 155

Expert Rider abilitl; 161

explorer, 127

Extinguisher spell, 238

Eles ofTruth spell, 238

E1'e of the \Vurnr, 9

facing, 200

Fail Safe speli, 238

Fair l\tinds spell, 238

failing,205

Fane of Nyssor, 102

Fanc of Sqrah, 103

Fast Arm abilitll 161

Fast Cook abi)it1', 161

Fast Drarv abilit)t 161

Irast Reload abiliryr 161

fatigue,231

fear,224

fcarlcss,22-l

feat points
general rulcs,220
spending, 221

t'eats,220

Fell Call: Cacophon).abilit), i61
Fell Call: Call of Defiance ability, 161

Fell Call: Ground Shaker ability, 162

Fell Call: Heroic Ballad ability, 162



Fell Call: Rcr erberatiuu abilih. 162

Fc'll C.rll: Sicnrl Call abilitr; 1(.2

Fell Call; Souic Ehst .rlriiitr; 162

Fcll Callcr skill, l3l
fi:ll callt'r, l2S

ferrunr gracle corlex, 301

Fir'Id.,\lchcnrisl abilih; 1(r2

iiclcl alchcnrr, 2c)6

fjeltl \larshal: IIrgical.\ttacks .rbilitr; lt 2

Fit h \ Iarsha I : llt'lerrtles-s Clrargc nbili h, I {.2

Fit'lcl \larshal: Shicld Crurd abiiih;162

ficlrl nrcch.rnik crrcrr', I2!.)

Find C(\ e r .lbilit\, lar2

fiLc,2l3

Firc' Group spcll, Ii.s
I-ire' in lhc l-lolcl abilitr; 1(r3

Firc Strrtcr spcl1, 23,s

fjrearnr, inr errtiorr of, ilr
fir ini: frorl horst'back, sri horst s

Firc Cant
dbiljt\; l6i
lang,tiag.', lt. l; s, i rrlsr-l-lruri.rr, r.. 7t)

Fl,me s oi \\.ru|h spcll, 23S

Flrrc spcll, liS
lrlr'r't lrorrt .rbilitr, 1t:j

foctts
.rllr,i.rtrrr.:, ll-i
r(tlt(r\irri, l:ll
str 1,pqii11q, litl

io.uscr tr.rdition, 22!)

Fo.q oi \\rr spell, liS
i, rt'rl .rrrel lodgin l

d( \ir lPtrrrn', l7S
frr.('Ii\t, ll!r

f()r.rg.r clr.rssis, lll 1

Forcc Ficld spcll, ll',1

Force. I l.rrrnrcr sp.ell,2-39

l:orce. oi Ir.rith spcll, 239

l-ori:rrsic Scit'rrcc skill, l6i
forcsls, 222

Forgor ski1l, 1ii1

fornr ulao
Iuscribe Fornrnbc abilih; 161
rvill rr e.avcrs .rrcl, 229

Fortiiv spc.1l, 23')

Forhole' spcll,23'l

l:ratt'rrral Or.lt'r oi 1\ izar.ln', 83
l()undins oi, 37

flee stLikc, 21 0

F're't' Str lc abilitl; 163

F'rcr'zing Crip -spell, 239

Irrce'zing Nlist spcll, 239

frostbite spcll, 239

Frozttr Crouud spell, 239

l'ucl tlrc I:lamcs spcll,2{0

full actious, 207

full advancc, 20i
Full fhrottle spell, 2{0

Gamlrling skill, 182

Crnrc \lastcr iiat, 197

g.tlttc t()LlttLl
ddllnltLon, lU I

cficcts lastirrg onc' round, 202

Gang.rLrilitr', 163

gatlrc.riug alchcrn ingrcdic'nts, 292

El!)r!'r,rl skills, srr skills

C!.t r\s al abilih; 163

Gifi ot \l.r$e rhc
(,,-r'r,,[, "{i.l il]tl'lii.rri,,rr-,,t. .iJ
irrp,ral i)r hurr.trr rl.tr.it. S I

trlsr't ri. -ll
Ciftctl rrchetr;re, 11-

Cifrlcrl abilih; lbi
Gobl.erish lJrsurc(., (r9

sobbcrs" as characters, I 1 0
.lc5cripii(u oi,6(.

eoirre pronr., 206

GoLclertn,,\sc.
ascendance ot, lS
pallouagcs Jrlrl s\ nrbol, t)-l

Sapplt',21()
Crcat Faihcr:

Chtrrch oi the, 1()2
crcation rllth, 1l

Creai Prrn cr abjlitr; .l(r3

Greal \\ e aporr sl<ill, I 72

gri'nrclr's, f97

Grcnaclii.r rbilitr; I 63

Grinrl spe1l, 21t)

CuiclL.J Bl.rde spcll, 2.lt)

Cuiclc-rl Firc sp(.11, l.l(l
q11lt lltag!-

carccr, ll(),
rurc <lr,)l 'frL.li., l]l
'f.r'll li;r lr5
rvitirin thc lnrn Kincrlonrs, lJ

Guuiishtcr aL.ililr; l(.j
Hanrl o1:fale spel1, 21()

F{ard \\'.aporr skill. I 72

IIcdd br1tt. larl

Heal s;rel], 210

h r'a lin g
price of mrgi.rl he.aling, 21t)
slo\\ redo\ r'r\, 21()
stJL.ilizing, .hJr.rat!'15, 2 I (.

hcar l arnror, 2rl
hcight anrl rni!:lrt

in char.rctc'r shect, 151
guidclircs,107

Heishtenecl Rel.lercs spcll, 2J0

helcl actir atiorr, 102

I lcroic l)orlsL: Ifcrtl, ]2 I

Hc\ Bl.rst spell, 21()

highurrlran, lii
hills, 2ll
Ilit the Deckl .rbililr, I(.1

Hoarirost spt'll, 2J0

h or-.c.s
in conbat, ? 1,.1

cost,277
ancl knockelown, knockt,u l, .rncl cover
throlrr irorr thc saddlc, 2 I 5

Horr{ing Ilames spe Il, 2J{)

hLul an s
as characfur.s, I i)8
creatiLrlr n1\ th, c)

dcscriptiori oi, r'1

H\rrr oi Balllc spcll, 2-10

Hulu of Passase spe ll, l-11

Hrnn of Shicltling spe ll, 211

lh'pi.r Ararr.ncss rbilit\; l6l
lce Bolt spell, 211

Icc Shiclcl sp.1l, 211

Icthier, I8

Io'Grip spell, 211

Idriarr
languagc,6e)
peoplc, 15, 61

Ignite spell, 211

Imnrolation spcll, 21I

irnnrrilritics, lltl
imrrurritr: Ctrltl abilin; 1t.l

Irnnrunitr : Corrosion al.iliir; 1t.-1

Inrnruuitr: Licctricitl abilit\; 1t -l

I[rmunih: Fire .rbi]itr, 1(rl

inrl'rc1 111.,a1a, aa,'irorses, in corrbat

inrprints,325

inc.rp.rcitate(1,216

incrrrporr.tl,2l!)

itrtlcslructible, sir' athanc

irclushr;7t)

iniar n.rlisrr, S5

inicrnals,35,.lt

Inicrrro spr.ll,2ll
Inllur,rrcc sPcll, ll l

lrrhosl-ri1.1blg Grounrl spc]1, 21 I

I ni ti.r fiIc
rJciinilion, l05
tlc[.r ntining, 101
Itcltl rclir.rtlor, lill
k)lls,2()1
stcamjatks antl,202
ttrrrkinS. l()l

injurics, ?1 6

irrjun t.rblc,2l7

Irrscribc Formulae abilii\, 1(rl

lntelle.ct (l\-l)
crilflcd, I i -
,loiinilr,rn l{ll
rolls, 199

Irrtollcctual archetvpe, 115

Irrterrosatiorr skill, I 82

ln tinriciation sl<ill, 1 ll3

intrcpid i11\ !.slisaloLs (ltlventurinq cont:

itlrr':ti'1.1t'r. r'l'.nLlI tar-,.,, ( r'i,,il1'f. -

irrrcstigator; lil
Ios

rle.rril.lion oi. t.t)
.rnJ Er t'Lblilllrr, ll
l-rtrrlrt: ol Drr nte CLrrtr t. -lt)
lr )untlin- trl 11

liir enrng. tLrt'. 3n

Josltts
JS charJclcrs, ll l
d('\o iPtitrrr ,ri, hh
J\ J |crrP t' 'r0 

rrfl

Iron,\gsressjon spe1l, l-11

lrtrrr Fang, ljj
Iron Kingtlorrs, -19, 51

Iron Kingtlorns Era,17, i9
Irou Stntincl abilitr, .1(r l
lr()n \\'ill abilit\', 16-1

Issymh,'1-l

lackhammer spell, 2J1

'Jack Nlarshal abilitr', 157

'jrcli rlarshals, 322

lunrpiug skill, 1 8.3

Iunrp Start spcil, 211

KatrL'11a,.\sc.
.rsccnsiorr of, l(.
nranitcstation to slav Khonl, fS
P.rtr rrnJrc\ :ntl srrribrrl q l
.rt SiccL-,)i \lirll.r5t, Ii

Kenvin, 5cbastian
contdbuli0ns to lhc arcanr', -3-l

inlluenct on latcr arcano orrltrs, 37
iutlncnce' on mcchanik., 8{r

Khaclor
in Borclc'r \\'brs, -12

in First'fhorrlrood \\hr, -1(.

i'rtrrtrlinq,r[, :l't
.r' Khr.lor.rrt [nrpire, il
irr Ll.relere \\.r. i8
invasion of Thornl oo.l, -l')
nrodern cfinastv of, l6

215



Khadoran, language, 68

Khards
.rs a people, 2-3, (.1

rvars in the north, 26

Khardic Empire, 27, 30

Kharg Drogun,13

Khon'a, Sc.
ascendance oi,28
patronages and s\mbol, 97

Khurzic language gouP, 68

knight,13-l

knockclon'n
gencnl rule', 21 9
ir lrilc nrounted. 215

knockont
gr'nctirl rule5,2l()
ir hile nrounted, 215
strikc, 210

Kos,27

Kossite
Janguage.6cl
as Jpc-pk', 17, 6J

Lamcntation sPeli, 2'i1

Lance skill, 172

Language abilih; 16-1

lrrt ntlges.
"chtircter: can sl.eak, 107
of the Iron Kitrgdoms. 67

Laris, 9

Lal'skill, 18-l

lau', 7'1

lau dogs (advcrrturing curpanv), 152

Legaq'of Bragg abilitr; 161

Lclo Raelthorne sdd Raelthorne, King Leto

lcvel, src cxperience

lich lords,29, 59

lil.. spiral
t'sPect.,1i0
djmrgc circlcs, 150, 21 I
definiiion. 115
diaer.rl, I i0
dis.rhlcd tlrJr.rcler, llh
fillins out. 150
\rl,rlrt\ pollts on, l1l

light armot, 251

Light Artillen' .!kill, 172

Light Cavalry abilltr, 161

Light in lhe Darkness spcll,2-11

iight, 225

I.i ghtning 1i:ncirils spell, 2{1

line of slght, 200

l,l aei
in Bordcr \\hrs, -12

in Coirr \\at, -15

tlt'scriptiorr ot,5l
lounding nf. 3't
Llaelese \\hr, '16
rroclern drrrastt- of, 47

Llaelesc, language, t17

Llaclese, Resistancc, -1E, 5'l

Load Bearing abiliq, 161

Lock Picking skill, 1EJ

Loconolion spcll, 2J1

ioclging, scr food and lodgrng

Lore skill, 1 E5

Lukas, Sc., 97

l-r'oss' 
clivine palace, ll2
Empirc of, 16

magc hunter, 135

\lage Killer abilih', 16-1

ma,:ic
Jntorrl Iron lru rt. tt rrc,'.. S2
rit.rckJoll nrodifiers, lIi
attack ro1ls. 213

divinc, 227
irnpact on life in the hon Klrrgdoms,8l

nagical healing, p.rice ol,2'10

magrcal l eapons, 219

mairllenance phasc, 203

\lakc a Quick Action [feat],221

man-at anns career,136

\larksman abilitr', 165

\larkus, Asc.
ascerrdancc of, -13

patronages and sulbol, 9l
\lclcc Attack (ILdI), 106

\1ateu, Horr-se, i7
mcasuremcnts, 196, distances on thc tabletop, 197

rrechanika,2T9
armor,2El-)
rlcdicatetl dc\.ices, 2E6
fahricaticn anel assembh; 2E0
ltou.Lr{. lEl I

rrse in in.lusttr. t6
LrIice ii\t. lrt)
ir c.r1'ons, 3SU

\lcchanikal Engineering skil1, 1E6

\ Ie.licine' -.kill, 1.qir

merlium armor,25l

rlclce
attack roll-c,2il!)
\lelee Attack (\LAT). 106
modiiiers, 211)

rrnarmcd,210
l eapon clescriptiotrs, ?53

nreletr \\'eaLroll
, I.

da5anLrilolls. --rf
tir ice list :17

\tenite Purgrng, the, 2i
\lcnoth,9, 15,-ll

\[ercarian Lea5lrrc, 75

merct'naries, -11, 7tl

mcrcen.rn charters, 1rl
\lidlLrncler ;.eop1c, 61

\ lightv archen'1.c-, 1 1ti

millt.rn'oiricer, ii7
mililan ..enice,7:)

millt.rrl skills. s.i :kills

\1ir.:ge spcll.211

\ Icr.it'rn [ra. 1 7. -ltr

no.liiiei arlt.rgrr!list \PC:. l3()

\k isur
knnr.r gc' 31 Lrtrir, ri(r

\[.,]511 t)q hnqUrgt'. n.r
\lc.j+rr 'lrirl languag.', tr9
aj a f.oplc, 19

lllar!l:rS,9

\1r.,rr r,i ihc I lrrn.lre.1 Housr's, 1E, i.j
\fc,rr.ilr. ll, lh, t'!1, S1

\ Iorridarle
l;nquage qreup,6!l
pcdplc. f.1

\loiiou'
is.inLland oi. l I
.rl .rs!assirlittiorl Lri Prinr.triit Lori.:chas, lS
Churih c'f.2r. E9
anei the Enkhciriclitrn, l-1. 91
rnli the Gifl oi \lrgi.. 35

mounl .tll.tcks, sr r' hot se s

lroun ts .rnd equipnlcrlt
,lt'scrrr.lioLl,177
pr r(c liit, llq

11 0\'entent
advancing, 103
being placed, 1t)5
chargc, 20i
tull aclvancr', lt)j
mcasuring, 203
rur, ll)i
Sprjnt Jieatl, 121
1riririicntional. 2(lJ

narrative encounters, sac encoLlnters

Narigation skil1, 186

necromanG:, 26,40,8,1

necrotech, EJ,86

Negotiation skill,'t87

Night Fighter abilitl; 165

Nivara, Sc.
ascendance oi 36
patronages and slmbol, 97

Nomad chassis, 302

non-p1l er chrracters ( NPCs)
b.rftlc, 329
conrpreircnsir e, 329
rnodiiied antagonisf, 330
simnle, 330
ringlc-cart'cr,32')

Nvss- 
origins of 30
dcicriorion of, 67
dc'inictjon ,'l homel.rnd rn.l crtlturt',-lq
as characters, ll2

Ny.ssor, 30, 102

Obliteratlon spell, 2-11

obslacles,222

obstructious, 222

Occultation spell, 2,11

occupatiorral skl11s, scc skills

ogill1t- 
.rs char.rclers, 1lJ
creation mrth,10
descr ipllori of, 6f-
and Rhul, f.2

opcn terraill, saa tcrrain

Oralon' skill, 189

Orboros, 11

Orcl
in Bordcr \\hrs, -12

descrjption ut, JJ
founding of, 39
ntLrdr.rr d\ nf,sn- ol, 16
irt SvcorrLl FrP-rr-i,'rl \\ '' -11

C)rder of the Colclerr Cnrcible, 35, -10, ']8

Ordic larrguagc-,68

Orgoth
Irl asion i0
OccrLorlion Era, 17, jl.l
Occrri..rti,rn. il
lleL.elhorr agaiLrsl, 35

outlarr s (aei'enturing companl), 152

Overnind s;re11.211

panic, src iear

Parn'
abilih; 1(.5
fcat,221

Pathfinder abilih; 165

P(.r.etrtion (PER)
,letniiion. 10r
rolls, 2ll0

Pirr sique (PHY)
' 
crjrrrrlerl, ll 5
dr.ilirltlon. l0r
rolls, 199

Pickpocket skill, 189

pinning arns.211

piratc,138

Pjrate: oi thc Broken Coast (aclvcntttring cornpanrJ,
1rl

Pistol skill, 172

pislolce'rs carecr, 1 39

point of orlgrn, 209

Rrisc (POI)
dciinition, 1l-)5

rolls,199

Poison Resistancc abililr','165

Polaritv Shielil spell, 212

Positive Chargc spcll, 2.12



porver attacks,3:[2
double hand thror',314
head butt,.l'13
irerdlock/rvcauon Iock. 312
push, 31 3
ilarn,31i
thronl 313
trample,31:1

Porver Booster spe11, 2;12

power field, 289

Praycr for Guidancc spel1, 2'12

Precision Stdke abilit)', 165

Press the Attack ab1liR, 165

pricc lists,247-251

priest
career', 140
spell 1ist,235

Privilege abilitl; 165

Protection tiom Cold spc11,242

Protcction from Corrosion spe1l, 2.12

Protection trom Electricity spell, 242

Protection from Fire spcll,242

Protectorate of lvlcnoth
tlescripfion of, i7
torrnding rnd c\ll.ttl.:on or, J5
modern d1'nast1,ot,47

Prorvess (PRW)
definiiion, 105
rolls, 199

Proivess (PR\,V)

Prorvl abilltl', 1 65

Purglng, thc, ser: N,{enite Purging, the

Purificatjon spe1l, 2-12

Pursuit abiliqr 165

pushed, 20.1

quick actions,205

QuickWork abiliry 166

IACCS

choosirtg, 107
sda disa under specrfic raccs

Racltlrorne, King Lelo, 17,52

Raelthorne,Vinte r N, 47,52

Rage Horvier abili6', 166

Ragrng \\tinds spe11, 242

rail travel, 30, 14,71

Rall)'ing Cry abihbr 166

rrnged ctif,ck
rrodil'iers,211
rolls,2-t1

llanged Attack (RAT), 106

ranged combat, Rangcd Attack (RAT), 1 06

ranged rvcapons
tlescriflions,2/'0
pdce list, 2-17

ranger carccr,141

Razor \Mnd spe|l,242

Rebellion, see Orgoth, Rebellion agahst

Redline spcl1,2,12

Refuge spell, 242

regaining vitalitli sec lrealing

reincarnation, 11, I3

Relentless Charge [feai], 22i1.

Relentless Charge ability, 166

relinon, S8'Church of Morrorv 25, 89
Church of the Great Fathcrs, 102
Cult of Cyriss, 100
Devourei Wurm cults, 100
Dhunian faiths, 1 01
Fane of Nt'ssor, 102
Fane or Sqt.rh, 103
Tcmple oi,Vcnoth, 18, 98
Thamarite cu1ts, 95

Remel, Sc.
ascendance of,28
patronages and s1-mbol, 97

removing fatlglc, scc fatiguc

repairing a steamjack, 31 8
rrc nrrde rep.rirs,319
amr repairs; 319
bodgrng.3lu
cominoh replacenent parts, 3:[9
corlcx rep.rirs,32t)
hcad reg.iirs, 320
in rlrc field, i16
mo\,ement s) stem repairs, 320

Reroli Ifeat],22i
Research skill, 190

Ilcsourceful abilih; 166

Retaliatory Strikc abilitl,', 1 66

Relribulion of Sryrah, 36, 103

Rcturn Fire ability, 166

Return Firc spc11,242

re\\'arding feat points, 328

Rhul
dcscriptiorr ol. 61
loundiug ol. 16
mrthicrl origrns, t1
Orgoth irr.rbrlrn lo conquer, l2
.rnd Rcbelliorr dgdinst Org, 'lh. l8

Rhulfolk, scc duarves

Rhulic language, 70

Ride by Attack abilit)r 166

Riding skill, 190

Riflc skil1, 172

rilleman career, l'12

Rifl spell, 2,12

Rightcous Flamcs spcll, 242

Rime spel1,242

rip lung plegue
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mrlrtrrJ',.Lrst ot, 1/2
occuDatronal, l/l
occufati,,nal. Iist of. 172
rolls, l'r8
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