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e world of EBERRON boasts an array of different character
races. There you will encounter such familiars as dwarves,
elves, gnomes, half-elves, half-orcs, halflings, and humans.
You will also discover new races unigue 1o the setting,

including changelings. the kalashrar, and shifters. Whether old or
new, each of the character races has a look and feel that’s distinct
to the cinematic, pulp-noir flavor of the Estrron Campaijgn Setting.
No ather race, however, is so closely linked to the spirit of rthis mag-
ically infused, war-torn world as the race of senfient consiructs
known as the warforged,

BUILT FOR BATTLE

The master crafters of House Cannith originally conceived the war-
forged as constructs for labor and industry. As a new age dawned
on the kingdom of Galifar, experimentation led to the development
of newer models—constructs designed for exploration and defense.
It was around this time that King Jarot began to perceive innumer-
able threats o Galifar, threats which he imagined were gathering all
around the kingdom—hordes of monsters from the western reaches,
the mysterious elves of Aerenal, the barbarians of Argonnessen, and
many others. Seeing the potential of the versatile constructs and
how they could play a part in protecting Galifar from the dangers
arrayed on all sides, the king urged House Cannith to develop new
consfructs designed for war.

Merrix d'Cannith created the first warforged prototype. When
King Jarot died, and his children sundered the kingdom, each faction
was bolstered by its own complimenr of warforged. While the initial
warforged model was a remarkable achievement, Merrix believed he
could create an even better soldier. Within twenty years of the
beginning of the Last War, Merrix introduced near-senfience info his
warrior constructs, Several years later, Merrix's son, Aarren, made
the final breakthrough thar resulted in the warforged becoming fruly
living constructs.

During the lasi thirty years of the war, House Cannith created
and sold warforged soldiers fo anyone who could afford them. While
Breland, Thrane, and Cyre fielded the largest armies of warforged,
virtually every nation involved in the conflict was strengthened by



at least a small force of the combat-
hardened warrior constructs. By the
final years of the Last War, the war-
forged were thoroughly associated with
the continually escalating, seemingly
endless batile.

The Treaty of Thronehold brought an
end 1o the Last War and established two
important factors regarding the war-
forged. First, the status of warforged
was changed: They were no longer
property—they were people. Second,
House Cannith was forbidden ro pro-
duce any more warforged. While some
nations, such as Thrane and Karrn'ath,
retain confrol of some warforged
through indentured servitude, most of
the warrior consfructs are free to make
their way in the world. Some of these
warforged choose to continue in their
roles as soldiers; others pursue different
options that suit their own individual
desires. In the aftermath of the Last
War, many warforged discover that the
adventurer’s life is one to which they
are well suited.

WARFORGED

Built as mindless war machines 1o fight
in the Last War, the warforged devel-
oped senfience as a side effect of the
arcane experiments that sought 1o make
them the ultimate weapons of destruc-
tion. With each successive model that
emerged from the creation forges of
House Cannith, the warforged evolved
until they became a new type of being—
living canstructs,

Warforged are renowned for their
combat prowess and their single-minded
focus. They make steadfast allies and
fearsome enemies. Earlier models of
warforged are true constructs, and
some of these remnants of the Last War
appear in monstrous variefies, such as
the warforged titan (described in the
Eperron Campaign Setting).

Warforged Racial Traits

« +2 Constitution, -2 Wisdom, -2
Charisma: Warforged are resilient, but
their difficulty in relating to other crea-
tures makes them seem aloof or even
hostile. They are also less perceprive
than humans.

« Living Construct: Warforged are
living constructs with some of the
advantages and disadvantages of both

living creatures and constructs, as
detailed below.

= Medium: As Medium constructs,
warforged have no special bonuses or
penalties due to their size.

« Warforged base speed is 30 feer,

= Composite Plating: The composite
plating used 1o build the warforged pro-
vides a +2 armor bonus. This plating is
not nafural armor and does not stack
with other effects that give an armor
bonus (other than natural armor). This
composite plating occupies the
armor/robe body location, and thus, a
warforged cannot wear armor or magi-
cal robes. Warforged can be enchanted
just like armor can be, though they must
be present for the entire time it takes io
enchant them,

Composite plating also provides a
warforged with a 5% arcane spell failure
chance, similar to the penalty for wear-
ing light armor. Any class ability that
allows you to ignore the arcane spell
failure chance for light armor lets you
ignore this penalty as well.

» Living Construct (Ex): A living con-
struct is a subtype of construct, given
sentience and free will through powerful
and complex creation enchantments. A
living construct is a sentient, artificially
constructed creature thar combines
aspects of both constructs and living
beings. As a living construct, a war-
forged has the follewing features:

—A warforged gets its Hit Dice, base
attack progression, saving throws, and
skill points from the class it selects,

—As a created life form, a warforged
has a Constitution score.

—A warforged only has normal vision,

—As a living construct, spells that tar-
ger consiructs as well as those that far-
get living creatures affect the
warforged. Because of this, damage dealt
to a warforged can be healed by a cure
light wounds spell or a repair light dam-
age spell, and a warforged is vulnerable
1o disable consrruct and harm. However,
spells from the healing subschool pro-
vide only half effect to a warforged.

—A warforged is not immune to mind-
affecting effects.

—A warforged is immune to poison,
sleep effects, paralysis, disease, nausea,
and energy drain. A warforged is not
immune to death effects or necromancy
effects, except those mentioned here.

MAKING THE MOST

OF THE MACHINE

While many warforged seek to embrace
thelr “humanity” or 1o pursue vocations
bevond the banlefield, some insread con

centrate on tinishing the tosk thar M

and Aarren dCannith began: to be

the most highly refmed insfrumants of bat-

tle ever concebved.

From the momeni they emerge from the
creation forges of House Cannith (or that
of the renegade Lord of Blades), sach of
these watforged focuses on the rigorous

self-improvement, enhancements, and aug-

mentations that will shape it into a deadly
living weapon—the warforged juggernaut
The warforged juggernaut prestige class

appears in the EsgrRow Campaign Senting,
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The first warforged miniature appears in

the Gian/s of Legend miniatures set, due

1o release in June

—A warforged responds slightly dif-
ferently to reaching o hit points than
other living creatures do. At o hit points,
a warforged is disabled, just like @ living
crearure, He can only rake a single
move action or standard action each
round, but strenuous activity does not
risk further injury. When his hit points
are between -1 and -g, a warforged is
inert. He is unconscious and helpless,
and he cannof perform any actions.
However, an inert warforged does not
lose additional hit points unless more
damage is dealt, exactly like a living
creature that is stable.

—A warforged cannot heal damage
naturally. [t must be healed or repaired.

—A warforged is subject to crifical hits
(but see the light fortification feature),
nonlethal damage, ability damage, and
ability drain.

—A warforged does not need fo ea,
sleep, or breathe, but he can still benefir
from the effects of consumable spells
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WARFORGED
AND THEIR WORLD
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, Colems are

Dracons ga
mindless creatures and require the
wark of extremely powerful spell-
casters land a secondar v element ol
Encrron is 1rying 1o limir the num
ber of high-level NPCs in the world
to ensure that the player characters
sre important), Tha warforged are a
bridge between human and golem, A
warforged soldier lacks the full
power of an Iron golem, but it is
sentient and capable of responding
and adapting 1o evolving ractical sit
uations. What it lacks in raw physt
cal power, It can make up for in
skill, since unlike a golem, a war-
forged can gain class levels

Meanwhile, It remains a lireless sol
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in & major war

Now the war Is over, and the
ountry that used the grearest num-
ber of warforged no longer exists
As a wariorged, a player character
musi determine the role it played in
the war and what role it will play in
the future, Will it embrace s war
rior nature, haning its marvial skills
and searching for new battles 1o
Fight? Will it turn s back on s
original purpose, embracing the
study of magic or the religions of
its creators? How does it .rr-v! about
the Lord of Blades, the warforged
insurgent who seeks 1o rally the
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uveings or the workl?

"Shaped by magic and tempered in

battle, the warforged ambody the
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include ranks,”

-~Keith Bakar

y warforged in its

88 April 2004

and magic items such as heroes’ feasr
and potions.

—A warforged is immune to the effects of
fatigue and exhaustion.

—As a living construct, a warforged can be
raised or resurrecred.

« Light Fortification (Ex): When a critical hit
or sneak aftack is scored on a warforged,
there is a 25% chance thar it is negated, and
damage is instead rolled normally.

« A warforged has a slam attack thar deals
1d4 points of bludgeoning damage. This is a
natural weapon.

+ Automatic Languages: Common. Bonus
Languages: None.

« Favored Class: Fighter. A multiclass war-
forged's fighter class does not count when
determining whether he suffers an XP
penalty for multiclassing.

WARFORGED FEATS:

FINE-TUNING THE MACHINE

In addition to all the other feats available 1o
any character, warforged may take advantage
of a specialized collection of fears that aug-
ment or enhance properties of their con-
struct bodies. Here are a few of the feats
available to warforged characters.

(ol ADAMANTINE-LACED BODY
- [WARFORGED]

At the cost of mobility, a warforged charac-
ter's body can be crafted with a layer of
adamantine that provides formidable protec-
tive armor and some damage reduction.

Prerequisites: Warforged, 1st level only.

Benefit: Your armor bonus is increased fo
+8 and you gain DR 2/adamantine. However,
your base speed is reduced to 2o feet, and
for all purposes, you are considered fa be
wearing heavy armor. You now have a maxi-
mum Dexterity bonus 1o AC of +, a -5
penalty to all skills that armor check penalties
apply to (Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Sleight of Hand, and
Tumble), and an arcane spell failure chanca
of 35%.

Normal: Without this feat, your warforged
character has an armor bonus of +z.

Special: Unlike most feats, this fear must be
taken af 1st level, during character creation.
Warforged druids who take this fear cannot
cast druid spells or use any of their druid
supernatural or spell-like class abilities. This
feat cannot be combined with the Mithral-
Laced Body feat.

IMPROVED DAMAGE REDUCTION
@ [WARFORGED]
You improve warforged damage reduction.

Prerequisire: Warforged.

Benefit: You gain DR 1/adamantine or
improve your existing DR by 1.

Special: If you have the Adamantine-
Laced Body feat, you may take this feat
multiple times.

@@ IMPROVED FORTIFICATION
=’ [WARFORGED]

You improve your warforged fortification
to gain immunity to critical hits and sneak
affacks.

Prerequisite: Warforged, base aftack
bonus +6.

Benefit: You gain immunity to critical
hits and sneak attacks; however, you lose
the ability to be healed by magical healing.

@ MITHRAL-LACED BODY
[WARFORGED]

A warforged character's body can be crafted
with a layer of mithral thar provides some
protection without hindering speed or grace.
Prerequisites: Warforged, 1st level only.
Benefit: Your armor bonus is increased to
+5, and for all purposes you are considered
to be wearing light armor. You now have a
maximum Dexferity bonus to AC of +5, a -2
penalty to all skills that armor check penalries
apply to (Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Sleight of Hand, and
Tumble), and an arcane spell failure chance
of 15%.
Normal: Without this feat, your warforged
character has an armor bonus of +2.
Special: Unlike most feats, this feat must be
taken ar 1st level, during character creation.
Warforged druids who take this feat cannof
cast druid spells or use any of their druid
supernatural or spell-like class abilities This
feat cannot be combined with the
Adamantine-Laced Body fear.

2% MITHRAL FLUIDITY

¥ [WARFORGED]

Your movements are smoother and more
fluid than other warforged.

Prerequisites; Warforged, Mithral-Laced
Body.

Benefits; The maximum Dexterily bonus
you can apply to AC is increased by 1. In
addition, the armor check penalties to
Balance, Climb, Escape Artist, Hide, Jump,
Move Silently, Sleight of Hand, and Tumble
are reduced by 1.



Special: This feat can be taken multi-
ple times. Irs effects stack. However,
armor check penalties cannot be
reduced 1o less than +0.

The exciting, new EBeRRON Campaign
Serting hits the shelves of your favorite
bookstore or hobby shop in June. Until
then, keep coming back to see more of
what you can expect to find inside.

Next month, you'll get 1o explore the
different aspects of magic that pervade
the entire world of ERERRON, including the
magewright, an assortment of new spells
and cleric domains, a glimpse at the cos-
mology of EBERRON, and a look at one of
the more inferesting and dangerous
creatures spawned by the Last War—the
living spell. @

WARFORGED
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