








TaBLE 3-2: WEaPONS CONTINUED

Martial Weapons
Light Melee Weapons
Chain, light
Garrote
One-Handed Melee Weapons
Battleblade, Caspian
Two-Handed Melee Weapons

Greatsword, cleft

Maul

Spear, cleft!

Spear, hunting™®

Spear, Khardic®
Ranged Weapons

Net launcher

Shortbow, Khardic
composite

Exotic Weapons
Light Melee Weapons

Katrena's hook!

One-Handed Melee Weapons
Axe, light horseman’s
Mechanoflail, light

Two-Handed Melee Weapons
Axe, heavy horseman'’s
Battleglaive

Chain, aldar’s*

Claymore, Nyss

Locharn*®
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1d38

10 gp——0 \ /off/ 19-20/x4

1d4 x2

22 gp —LJJ\A—-—"‘?J(H ":.\ x3
HaatgELe -
350 gp o 2d6 18-20/x2
20 gp 1d10 3d4 %2
302 gp — 1d8/1d8  19-20/x2
20 gp 1d6 2d4 19-20/x2
12 gp — 1d8 x3
175 gp  special special x2
150 gp - 1d6 x3
15 gp — 1d6/1d6 x3
36 gp 1d6 2d4 x3
special 1d6 1d8 19-20/x2
50gp  — 2d6 x3
46 gp — 3d4 x3
25 gp — 1d6/1d6  x3/x2
1000gp+ — 2d6 19-20/x2
25gp 1d6/1d6  1d8/1d8  19-20/x2

Range Increment

20 fi.

20 ft.

ZO

70 fr.

Weight'

31b.

1 1b.

12 1b.

14 1b.

15 1b.
8 1b.
8 1b.

51b.

10 Ib.

4 Ib.

6 1b.

16 1b.
8 1b.

25 1h.
18 Ib.

6 1b.

8 1b.

16 Ib.

Type*

Bludgeoning

Slashing

Slashing

Slashing
or piercing

Bludgeoning
Piercing
Piercing

Piercing

Bludgeoning

Piercing

Slashing
or piercing

Slashing

Bludgeoning

Slashing
Slashing

Bludgeoning
or piercing

Slashing

Bludgeoning
or slashing

































Cosmologp
Iveligion

Ours. ..

- . a land of
"W OO (]S
CW ZOds.

but many

Religion has a major impact on the people ol
the Tron Kingdoms. The existence of the gods is
irrefutable, made apparent through the powers of
their clergy and rare, divine manifestations, The
only atheists are those who know the gods exist,

but refuse to honor them—even most scientisis

and scholars hold strong, spiritual beliels.

Not to say that evervone in western hnmoren
is equally devout. Many beings rarely dwell on
the gods except during a crisis or some other life-
changing event, while others devote their every

thought and deed 1o the tenets of their Taith.

s N

Some dilferences in beliels and practices have
given rise to g number of branch faiths or cults,
I'he gods don’t seem o discourage this diversity,
CSe ially in comparison to devoutly |:1i||(i|)h-(|
beings that hold one dogma over another—even
within the same faith and Irequently to the point

ol persecution.
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By developing

a lundamental

un clerstanding
ofthe AT CAINEC

a wizard gains greal

power.
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{ 3 7 Iron Kingdoms

«fAPPERDIX B: CLASS SKILLS-»

Skill Amk Bbn Bdg Brd Cir Drd Flc Fir Gmg OoK Mnk Pal Rgr Rog Sor Wiz Key
Mnk OoF Ability
Appraise o . ° . « & e . . . . . L] . . Int
Balance &l sl @tiie Vi T e e @S e i lum iy e e A
Bluff . . . a e e . e o . . . . o o . Cha
Climb ° 67 i IS S SR o . 3 a Lo o . o St
Concentration LIRS TS TR AR e NS ) S riokhl \utie P S SRR o AN
Craft o o . #an il e e ° ° ° DG ° o o Int
Craft (alchemy) AR A B Ry 4 s e P S R e R BN e
Craft (cannoneer) B ? S & ol e o . . - e o . . Int
Craft (clockwork) o . o . . = L . . . . . . . . Int
Craft (demolitions) ® el BT Didl, s MR . . . ° ° . . . Int
Craft (gunsmithing) © o ° o o o o ° o ° ° ° o ° o Int
Craft (mechanika) © o o TR YR THRRT - - ... . 5.0 . Ine
Craft (smallarms) o & o 80w L A n ° . s o o ° ol e
Craft (steam engine) © . o . . ° . . . ° . . . . . Int
Craft (tools) o B e ofF | ol ol el e o o PRl BT ° o ° Int
Creature Lore RN e G T iy g TR . & LT . e el RTRe
Decipher Seript R T oL Ta e TR . . LIt e ° o o Int
Diplomacy . . . e TS e . ° - o » ° ° e Cha
Disable Device RS SR * e lgm e . . [ ° o et e
Disguise - CIE R e, e A B . @ . o o « "8 Cha
Escape Artist . . . . ! . . L . . . - . ° . o Dex?
Forgery Shiairial R g e el e k], 85 R A T e
Gather Information ¢ & & o e & @& s » . e el o =80 e G
Handle Animal . 8 48 R S e L . . . Lt . . ¢ Cha
Heal L] L . L AN o l.‘ L] . L} - L] L . . L Wis
Hide . . . RN E A R R . s ° e o ° o ¢ Dex?
Intimidate o 20 TRt AR LG e 1 L e CRNRER R G L YR D S S e )
‘Jack Handling o e e ¢ * & e - . - e o . - o Wis
jl.lmp . ° o o . . [ (- o ° . o o . . Sur?

Knowledge (arcana) ©° . . [ o . . ® o . . . . - o o Int




Ride! . ° . o . o o e . ° ° ° ° . . . Dex

Sense Motive . . . o TR SR ) . ° o °o e ° . e  Wis

*Cross-class skill,

Ttalicized skill names indicate skills that cannot be used untrained,

1 Dwarven paladins do not gain Ride as a class skill. Instead they gain Knowledge (law) and Search as class skills,
2 Armor check penalty applies to checks, o

3 Double the normal armor check penalty applies to checks.





















































































Requires the use of the Dungeons & Dragons® Player’s Handbook,
Third Edition, published by Wizards of the Coast®.

ENTER THE
IRON KINGDOMS - i

Embark-upon a journey into the realm ﬁ“
of “Full Metal Fantasy™,” a land where

battle-hardened charactersigird themselves

in scarred mail and metal and take up their saw-

toothed blades and smoking forgelock pistols, where
steamjacks™ belch ash and steam upon'the battlefields and
the cobbled streets of cities and strongholds, and where
steam power is fused with arcane might.

This is the official IRON KINGDOMS Character Guide:
Full Metal Fantasy, Volume One™

The information in these very pages contains:

® New and exciting character classes and prestige classes

Heaps of new skills, feats, spells, weapons, and gear

* Expansive details on magic and the intricacies of mechanika™

Twelve major human ethnic groups of western Immoren

Details on the various races: elves, dwarves, goblins, ogrun,
trollkin, and more!

® The essentials on cosmology and religion

PIP401

ISBN 0-9706970-6-6

l 33999>

l'o make full'use of this book, you also necd the D&D Player’s
Handbook and'Dungcon Master's Guide.,
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9 7809707697066
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