Chapter Seven: Equipment
It’s true that a warrior can’t lean on a shiny suit of armor and a magic blade to ensure his victory. Instead, he needs to use smart tactics and his proven fighting techniques to win. But that doesn’t mean that one’s equipment is any less important in Iron Heroes than in other roleplaying games. If anything, it’s more important.  
Chapter Seven: Equipment

An adventurer’s weapons and armor are the tools of his trade. A character can have all the talent in the world but, just as a painter needs a brush, a warrior needs a trusty weapon at his side. This chapter covers the basics of money, weapons, armor, and other gear. 

COINS 

The Iron Heroes core rules use a generic set of currencies based on the various precious metals. (Your DMs may have specific currencies for their own campaign worlds.) 

The most common coin is the gold piece (gp). A gold piece is worth 10 silver pieces (sp). Each silver piece is worth 10 copper pieces (cp). In addition to copper, silver, and gold coins, there are also platinum pieces (pp), which are each worth 10 gp. 

The standard coin weighs about a third of an ounce (50 to the pound). 

To determine your initial available funds when creating a new character, roll 5d4 and multiply the result by 10. This is the starting amount of gold that you can use to buy equipment. 

WEAPONS 

Characters in Iron Heroes have a wide variety of weapons to choose from, ranging from a trusty sword to a menacing mace and beyond. The type of weapon you choose helps determine your fighting style (described in Chapter Four: Character Classes). A massive axe can smash through armor and is useful for warriors who rely on strength, while a character who depends on speed and agility would prefer a rapier or a dagger. 

WEAPON DESCRIPTORS 

Iron Heroes adds a new layer of rules to weapons. Every weapon has a set of descriptors that describe how it works. These descriptors work a bit like the traditional weapon type classifications (simple, martial, and exotic). However, rather than describe the difficulty of learning to use a weapon, Iron Heroes’ expanded descriptors flesh out how a weapon functions. Some feats and special abilities function only when you use a weapon with a certain descriptor. 

The various weapon descriptors are explained below. Most weapons have two main descriptors: one to express the weapon’s basic form and one to describe how it is used. When you use a feat or a special ability, you might gain added benefits if you wield a weapon with a particular descriptor. 

The first group of descriptors assigns a weapon a term such as “sword,” “club,” “thrown weapon,” and so forth. These identifying descriptors reflect the weapon’s physical design. All sword weapons have the same basic manufacture, though they might be different sizes. 

Style descriptors indicate how you use a weapon. A short-sword and a greatsword are both swords, but the shortsword is a fast, stabbing weapon while the greatsword is a massive, hacking one. Their shape is similar, but the methods used to wield them differ. 

Finally, a third overall descriptor type, proficiency descriptors (the classifications mentioned above), identifies the difficulty inherent in learning to use a particular weapon. 
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IDENTIFYING DESCRIPTORS 

The identifying descriptors merely detail the basics of a weapon’s design. They generally interact with feats, and they also dictate the weapon’s basic attributes. 

Ammunition: Projectile weapons use ammunition: arrows (for bows), bolts (for crossbows), or sling bullets (for slings). Pulling ammunition from a pouch or quiver is a free action, though loading a weapon might require a move action. Generally speaking, ammunition that hits its target is destroyed or rendered useless, while ammunition that misses has a 50 percent chance of being destroyed or lost. 

Axe: Any weapon with a heavy, cutting head set on a mid-length haft qualifies as an axe weapon. Most axe weapons inflict slashing damage. 

Cudgel: This category includes any sort of weapon that relies on the weight of its head to inflict damage. Due to the subtle differences between the various cudgels, this descriptor has three subtypes, described below. 

Cudgel (Club): A wooden club is so easy to find and fashion that it has no cost. 

Cudgel (Hammer): A hammer’s head consists of a flat, crushing surface opposite a forked or pointed end. Examples include sledges and warhammers. 

Cudgel (Mace): These metal clubs have massive iron heads. 

Dagger: Small slashing weapons fall into this category. Daggers resemble swords, but they are much smaller than even the shortest sword. 

Flail: Flails consist of a handle or haft with a chain connected to it. The chain usually ends with a heavy bludgeon. Flails are useful for tripping or disarming opponents. 

Pick: While similar to an axe, a pick relies on a narrow, piercing head. Picks tend to inflict less damage than similarly sized weapons, but on a critical hit they inflict grievous wounds. 

Polearm: A polearm is any weapon with a long haft and a bladed edge. Polearms are similar to spears, but they tend to be longer with slashing edges. Some polearms are designed to disarm or trip opponents. 

Projectile: A projectile weapon is any ranged armament that fires ammunition. A sling, bow, or crossbow falls into this category. In addition, three projectile weapon subtypes appear below. You cannot normally wield a projectile weapon in melee, since it is useful only for ranged attacks. 

You do not gain your Strength bonus to damage when using most projectile weapons, though the strength subtype does grant that benefit. 

Projectile (Ready-Loading): This projectile weapon can be loaded and left ready to fire even if its owner sets it down on the ground. For example, you can cock a crossbow and leave it ready without maintaining your hold on it. 

Projectile (Slow-Loading): These projectile weapons require at least a move action to load. 

Projectile (Strength): This weapon relies on your physical strength to deliver damage, rather than the weapon’s design or construction. Apply your Strength bonus to damage you deal with it. 

Spear: A spear is any hafted weapon with a piercing end. It can range from a short javelin to a long pike used to keep mounted riders at bay. 

Sword: A sword is a long, bladed weapon used to hack or stab at an opponent. Swords are useful for their versatility, as they excel in both offense and defense. 

Thrown: A thrown weapon is any armament balanced for use as a ranged weapon. Most thrown weapons have a second identifying descriptor, such as a “throwing axe” or “throwing hammer.” You can wield a thrown weapon in melee or use it to make a ranged attack. 

STYLE DESCRIPTORS 

Like the identifying descriptors, the style tags dictate how a weapon interacts with different feats and special abilities. In addition, a weapon’s style descriptors determine some of its bonuses and abilities. For example, every weapon with the disarm descriptor grants a bonus to disarm attacks. Style descriptors also indicate the type of damage a weapon deals. A weapon can have more than one style descriptor. 

Bludgeoning: Rather than a cutting edge, a bludgeoning weapon relies on its heavy weight to crush bones and organs. It inflicts bludgeoning damage. 

Charger: This weapon is specifically designed for use by a mounted warrior. It inflicts double damage if you hit an opponent with it when you charge. Two-handed weapons with the charger descriptor are one-handed weapons as long as you wield them while mounted. 

Disarm: A disarming weapon is designed to make it easier to rip an opponent’s weapon from her hands. It might have a chain that can wrap around a haft, or tines on its pommel that can catch and turn a blade. A disarming weapon grants a +2 bonus to all Combat Maneuver checks made to disarm an enemy. 

Double: A double weapon is usually a hafted weapon with two weapon heads or blades—one of them on each end. If you wield a double-weapon with two hands, you inflict 1.5 times your Strength bonus to damage with both ends. Usually, fighting with two weapons means you inflict only half your Strength bonus to damage with the weapon in your off-hand. When you fight with both ends of a double weapon, however, it’s as though you strike twice with a two-handed weapon. 

If you are proficient with a double weapon, you reduce the penalty for fighting with both ends by 4 for each attack. If you gain the Two-Weapon Fighting feat, use that ability’s superior penalty reduction in place of this modifier. 

Finesse: A finesse weapon is designed for speed and agility. These exacting tools demand precision and careful aim. To gain the benefits of most Finesse mastery feats, you must wield a finesse weapon. A character with a good Dexterity benefits the most from a finesse weapon. 

Nonlethal: A nonlethal weapon deals nonlethal damage rather than normal damage. You can use it to inflict standard damage if you accept a –4 penalty to your attack. 

Piercing: A piercing weapon relies on a narrow head to drive deep into a target’s body. These weapons tend to deliver light damage on average but devastating critical hits. 
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Power: A power weapon relies on its weight to smash through defenses. Strong characters gain the greatest benefit from these weapons, as they can put their physical might behind each hack or chop. 

Reach: A reach weapon features a long haft or similar construction that allows you to strike distant opponents. For example, a pike can skewer a charging warrior before he moves close to you. Reach weapons double your normal reach, but they do not allow you to attack an opponent who stands closer to you than your normal maximum reach. For example, a character with a reach of one square would have a reach of two squares while using a reach weapon. However, she could not strike creatures in her own square as they are closer than her normal maximum reach of one square. 
Remember that in Iron Heroes, you may suffer penalties for melee attacks against creatures not adjacent to you. 

Set: Usually, these weapons have long hafts and piercing ends. If you brace a set weapon against the ground, a charging creature may throw itself onto its point and suffer a terrible wound. If you use a ready action to set this weapon against a charge, you deal double damage on a successful hit against a charging opponent. You gain this bonus damage only on the readied attack. 

Slashing: A slashing weapon has a cutting edge to chop into an opponent. Axes and most swords fall into this category. 

Trip: A trip weapon is designed to make it easier to tangle an opponent’s legs and send her tumbling to the ground. It might have spikes that can catch on clothes or armor, or it could feature a long chain that can wrap around a target’s legs. 

You gain a +2 bonus to Combat Maneuver checks when tripping an opponent with a trip weapon. When you fight with such a weapon, you can opt to drop it rather than suffer an opponent’s retaliatory trip if your trip attack fails. 

Unarmed: Because of their small size or design, these weapons are the equivalent of an unarmed attack. You provoke an attack of opportunity when you use one to make a melee attack, but using it grants you the benefits of any feats that interact with unarmed strikes. 

PROFICIENCY DESCRIPTORS 

The proficiency descriptors identify the difficulty inherent in learning how to use a weapon. There are three descriptors in this category—simple, martial, and exotic—and all weapons have one of them. A weapon cannot carry more than one proficiency descriptor. 

The weapon proficiency general feats in Chapter Six (Martial Weapon Proficiency, etc.) and class abilities in Chapter Four determine which weapon proficiency descriptors you have mastered. If you lack proficiency with one of the three classifications, you suffer a –4 penalty to all attacks with weapons that have that descriptor. 

Simple: A simple weapon requires little training to understand. Most characters can wield any weapon from this category. A club is a simple weapon. 

Martial: A martial weapon requires training, drills, and intense study to master. These weapons may seem simple, but they usually have subtle characteristics and uses that a neophyte may miss. Most characters are proficient with all martial weapons. A longsword is a martial weapon. 

Exotic: An exotic weapon is a bizarre implement that only a highly trained, focused warrior can master. You can gain proficiency with an exotic weapon only if you spend a feat on it. A two-bladed sword is an exotic weapon.
WEAPON SIZE AND EFFORT CATEGORIES 

In addition to the descriptors, every weapon has a size: Tiny, Small, Medium, Large, or Huge. This designation indicates the size of the creature for which the weapon was designed; a Medium weapon was designed for a Medium creature to use. 

APPROPRIATELY SIZED WEAPONS 

No matter what size a weapon may be, some weapons are made to be used in one hand and others are meant to be held in two hands. Some weapons are even made specifically to be unusually light to wield. You designate how much effort it takes to use a weapon by labeling it as light, one-handed, or two-handed for a particular wielder. The weapon tables on the following pages break down the weapons into these effort categories. 

Light: A light weapon is small and compact. If you wield a light weapon in your off-hand, you reduce the penalties for fighting with a second weapon by 2. 

One-Handed: A one-handed weapon is obviously designed for use in one hand. You can opt to wield it with two hands, in which case you apply 1.5 times your Strength bonus to damage. 

Two-Handed: A two-handed weapon is long, heavy, or bulky. It requires you to have both your hands free to wield it. You inflict 1.5 times your Strength bonus to damage when fighting with a two-handed weapon. 

INAPPROPRIATELY SIZED WEAPONS 

A creature can’t make optimum use of a weapon that isn’t properly sized for it. A cumulative –2 penalty applies on attack rolls for each size category of difference between the size of a weapon’s intended wielder and the size of its actual wielder. (If the creature isn’t proficient with the weapon, a –4 nonproficiency penalty also applies; see above.) 

Comparing a weapon’s size to the size of its actual wielder (regardless of who it was designed for) can also alter whether a weapon is considered one handed, two handed, or light. Find the weapon’s proper effort classification in the weapon tables in this chapter. Alter this measure by one category for each size of difference between the wielder and the creature for which the weapon was designed. 

For instance, a Medium one-handed weapon becomes two handed when wielded by a Small creature. In the hands of a Large creature, it’s considered light. 

If a weapon’s effort designation would change to something lighter than light or heavier than two-handed by this alteration, the creature can’t wield the weapon at all. In this case, the weapon is either too small or too big for a creature to wield. 

WEAPON DAMAGE AND SIZE 

Larger weapons inflict more damage than smaller ones. The sample weapons given later in this chapter all carry damage values appropriate to size Medium, but you might need to determine the damage that a Large or Small weapon of that type would inflict. To figure that out, look up the Medium weapon’s damage on the Weapon Damage Size Progression table below, in the “Base Weapon Damage” column. 

The “Shift Up One Size” column gives the damage for a weapon one size category larger than the base. If you need to increase it by another category, find the “shift up” damage in the “Base Weapon Damage” column and repeat the process. 

To determine the damage inflicted by a smaller weapon than the base, use the same process but consult the “Shift Down One Size” column. 
	Base Damage
	Shift Down One Size
	Shift Up One Size

	1d2
	1
	1d3

	1d3
	1d2
	1d4

	1d4
	1d3
	1d6

	1d6
	1d4
	1d8

	1d8
	1d6
	2d6

	1d10
	1d8
	2d8

	1d12
	1d10
	3d6

	2d4
	1d6
	2d6

	2d6
	1d10
	3d6

	2d8
	1d10
	3d8

	2d10
	2d6
	4d8


For example, a Medium longsword inflicts 1d8 points of damage. To determine a Large longsword’s damage, look up 1d8 in the “Base Weapon Damage” column, then read across to that entry’s value in the “Shift Up One Size” column. The result is 2d6 points of damage. 

When shifting a weapon’s size upward, you might not find its damage in the “Base Weapon Damage” column. In that case, increase the damage rolled by one die type. For example, a Huge longsword inflicts 3d6 points of damage. Since 3d6 isn’t listed in the “Base Weapon Damage” column, just add another 1d6 to its damage (for a total of 4d6) to increase its size by one category to Gargantuan. 

ONE-HANDED, TWO-HANDED, AND LIGHT WEAPONS 

The weapon tables in this chapter indicate the amount of damage each weapon inflicts. For example, a one-handed battleaxe inflicts 1d8 points of damage, and the two-handed greataxe deals 1d12. 

However, if you cannot find a weapon listed in the tables, use the following rule of thumb to calculate damage: A weapon used two handed inflicts damage as if it were one size category larger than its one-handed counterpart. A light weapon inflicts damage as if it were one size category smaller than its one-handed counterpart. (The weapons presented here don’t always follow this pattern, so check the weapon tables carefully before using this rule.) 

IMPROVISED WEAPONS 

Sometimes objects not crafted to be weapons nonetheless see use in combat. Because such objects are not designed for battle, a creature using one in combat is considered not proficient with it and suffers a –4 penalty on attack rolls made with it. To determine the size category and appropriate damage for an improvised weapon, compare its relative size and damage potential to the weapons listed in the tables on pages 7 to 9 to find a reasonable match. An improvised weapon scores a threat on a natural roll of 20 and draw one card from the critical deck on a critical hit. An improvised thrown weapon has a range increment of 10 feet. 
	
	SIMPLE  WEAPONS
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Weapon
	Cost
	Damage
	Critical
	Range Increment
	Weight
	Descriptors (Identifying; Style)
	

	
	Light Melee
	
	
	
	
	
	
	

	
	Dagger
	2 gp
	1d4
	19-20/×1
	10 feet
	1 lb.
	Dagger; finesse, piercing or slashing
	

	
	Dagger, Punching
	2 gp
	1d4
	×2
	-
	1 lb.
	Dagger; piercing, power
	

	
	Gauntlet
	2 gp
	1d3
	×1
	-
	1 lb.
	N/A; bludgeoning, unarmed
	

	
	Gauntlet, spiked
	2 gp
	1d4
	×1
	-
	1 lb.
	N/A; piercing
	

	
	Mace, light
	5 gp
	1d6
	×1
	-
	4 lbs.
	Cudgel; bludgeoning
	

	
	Sickle
	5 gp
	1d6
	×1
	-
	2 lbs.
	Axe; slashing
	

	
	Unarmed strike
	6 gp
	1d3
	×1
	-
	-
	N/A; bludgeoning, unarmed
	

	
	One –Handed Melee
	
	
	
	
	
	

	
	Club
	-
	1d6
	×1
	-
	3 lbs.
	Cudgel; bludgeoning, power
	

	
	Mace, heavy
	12 gp
	1d8
	×1
	-
	8 lbs.
	Cudgel; bludgeoning, power
	

	
	Morningstar
	8 gp
	1d8
	×1
	-
	6 lbs.
	Cudgel; bludgeoning and piercing, power
	

	
	Shortspear
	1 gp
	1d6
	×1
	20 feet
	3 lbs.
	Spear; piercing, set
	

	
	Two –Handed Melee
	
	
	
	
	
	

	
	Longspear
	5 gp
	1d8
	×2
	-
	9 lbs.
	Spear; piercing, reach, set
	

	
	Quarterstaff
	-
	1d6/1d6
	×1
	-
	4 lbs.
	Cudgel (club); bludgeoning, double
	

	
	Spear
	2 gp
	1d8
	×2
	20 feet
	6 lbs.
	Spear; piercing, set, thrown
	

	
	Ranged Weapons
	
	
	
	
	
	
	

	
	Crossbow, light
	35 gp
	1d8
	19-20/×1
	80 feet
	4 lbs.
	Projectile (ready-loading, slow-loading; piercing
	

	
	Bolts, crossbow (10)
	1 gp
	-
	-
	-
	1 lb.
	Ammunition
	

	
	Dart
	5 gp
	1d4
	×1
	20 feet
	½ lb.
	Thrown; piercing
	

	
	Javelin
	1 gp
	1d6
	×1
	30 feet
	2 lbs.
	Spear, thrown; piercing
	

	
	Sling
	-
	1d4
	×1
	50 feet
	-
	Projectile (strength, slow-loading); bludgeoning
	

	
	Bullets, sling (10)
	1 sp
	-
	-
	-
	5 lbs.
	Ammunition
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


WEAPON QUALITIES 

The tables on pages 7 to 9 provide the basic data for the weapons available in Iron Heroes. They are organized according to proficiency descriptor: simple, martial, and exotic. Each table header is explained below, along with notes for specific weapons where applicable. 

Cost: This value is the weapon’s cost in gold pieces (gp) or silver pieces (sp). The cost includes miscellaneous gear that goes with the weapon. 

This cost is the same for a Small or a Medium version of the weapon. Halve the cost for weapons below size Small. Double the cost for each category above Medium. 

Damage: This column lists the damage the weapon (of Medium size) deals on a successful hit. If two damage ranges appear, then the weapon is a double weapon; use the second damage figure for the double weapon’s extra attack. 

Critical: The entry in this column notes how the weapon is used with the rules for critical hits (see Chapter Eight: Combat). When your character scores a critical hit, draw one or more cards from the critical deck and roll the damage two, three, or four times, as indicated by the card (using all applicable modifiers on each roll), and add all the results together. 

Do not multiply extra damage over and above a weapon’s normal damage (such as sneak attack damage) when you score a critical hit. 

×1: Draw one card from the critical deck when scoring a critical hit.
	
	MARTIAL  WEAPONS
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Weapon
	Cost
	Damage
	Critical
	Range Increment
	Weight
	Descriptors (Identifying; Style)
	

	
	Light Melee
	
	
	
	
	
	
	

	
	Axe, throwing
	8 gp
	1d6
	×1
	10 feet
	2 lbs.
	Axe, thrown; slashing
	

	
	Hammer, light
	1 gp
	1d4
	×1
	20 feet
	2 lbs.
	Cudgel (hammer), thrown; bludgeoning
	

	
	Handaxe
	6 gp
	1d6
	×2
	-
	3 lbs.
	Axe; slashing
	

	
	Kukri
	8 gp
	1d4
	18–20/×1
	-
	2 lbs.
	Dagger; slashing
	

	
	Pick, light
	4 gp
	1d4
	×3
	-
	3 lbs.
	Pick; piercing
	

	
	Sap
	1 gp
	1d6
	×1
	-
	2 lbs.
	N/A; bludgeoning, nonlethal
	

	
	Shield, Small
	Special
	1d3
	×1
	-
	Special
	N/A; bludgeoning
	

	
	Spiked armor
	Special
	1d6
	×1
	-
	Special
	N/A; piercing
	

	
	Spiked shield (S)
	Special
	1d4
	×1
	-
	Special
	N/A; piercing
	

	
	Sword, short
	10 gp
	1d6
	19–20/×1
	-
	2 lbs.
	Sword; finesse; piercing
	

	
	One –Handed Melee
	
	
	
	
	
	

	
	Battleaxe 
	10 gp
	1d8
	×2
	-
	6 lbs.
	Axe; power, slashing 
	

	
	Flail 
	8 gp
	1d8
	×1
	-
	5 lbs.
	Flail; bludgeoning, disarm, trip 
	

	
	Longsword 
	15 gp
	1d8
	19–20/×1
	-
	4 lbs.
	Sword; slashing 
	

	
	Pick, heavy 
	8 gp
	1d6
	×3
	-
	6 lbs.
	Pick; piercing, power 
	

	
	Rapier 
	20 gp
	1d6
	18–20/×1
	-
	2 lbs.
	Sword; finesse, piercing 
	

	
	Scimitar 
	15 gp
	1d6
	18–20/×1
	-
	4 lbs.
	Sword; finesse, slashing 
	

	
	Shield, Medium 
	special
	1d4
	×1
	-
	Special
	N/A; bludgeoning 
	

	
	Spiked shield (M)
	special
	1d6
	×1
	-
	Special
	N/A; piercing 
	

	
	Trident 
	15 gp
	1d8
	×1
	10 feet
	4 lbs.
	Spear, thrown; piercing, power, set 
	

	
	Warhammer 
	12 gp
	1d8
	×2
	-
	5 lbs.
	Cudgel (hammer); bludgeoning, power 
	

	
	Two –Handed Melee
	
	
	
	
	
	

	
	Falchion 
	75 gp
	2d4
	18–20/×1
	-
	8 lbs.
	Sword; power, slashing 
	

	
	Glaive 
	8 gp
	1d10
	×2
	-
	10 lbs.
	Polearm; reach, slashing 
	

	
	Greataxe 
	20 gp
	1d12
	×2
	-
	12 lbs.
	Axe; power, slashing 
	

	
	Greatclub 
	5 gp
	1d10
	×1
	-
	8 lbs.
	Cudgel (club); bludgeoning, power 
	

	
	Flail, heavy 
	15 gp
	1d10
	19–20/×1
	-
	10 lbs.
	Flail; bludgeoning, disarm, trip 
	

	
	Greatsword 
	50 gp
	2d6
	19–20/×1
	-
	8 lbs.
	Sword; power, slashing 
	

	
	Guisarme 
	9 gp
	2d4
	×2
	-
	12 lbs.
	Polearm; slashing, trip 
	

	
	Halberd 
	10 gp
	1d10
	×2
	-
	12 lbs.
	Polearm; piercing or slashing, set, trip 
	

	
	Lance 
	10 gp
	1d8
	×2
	-
	10 lbs.
	Spear; charger, piercing, reach 
	

	
	Mattock 
	10 gp
	1d8
	×3
	-
	10 lbs.
	Pick; piercing, power 
	

	
	Maul 
	8 gp
	2d6
	×2
	-
	12 lbs.
	Cudgel (hammer); bludgeoning, power 
	

	
	Ranseur 
	10 gp
	2d4
	×2
	-
	12 lbs.
	Polearm; disarm, piercing, 
	

	
	Scythe 
	18 gp
	2d4
	×3
	-
	10 lbs.
	N/A; piercing or slashing, power 
	

	
	Ranged Weapons
	
	
	
	
	
	
	

	
	Crossbow, heavy 
	50 gp
	1d10
	19–20/×1
	120 feet
	8 lbs.
	Projectile (ready-loading, slow-loading); piercing 
	

	
	Bolts, crossbow
	1 gp
	-
	-
	-
	1 lb.
	Ammunition 
	

	
	Longbow 
	75 gp
	1d8
	×2
	100 feet
	3 lbs.
	Projectile; piercing 
	

	
	Arrows (20) 
	1 gp
	-
	-
	-
	3 lbs.
	Ammunition 
	

	
	Longbow, composite 
	100 gp
	1d8
	×2
	110 feet
	3 lbs.
	Projectile; piercing 
	

	
	Arrows (20) 
	1 gp
	-
	-
	-
	3 lbs.
	Ammunition 
	

	
	Shortbow 
	30 gp
	1d6
	×2
	60 feet
	2 lbs.
	Projectile; piercing 
	

	
	Arrows (20) 
	1 gp
	-
	-
	-
	3 lbs.
	-
	

	
	Shortbow, composite 
	75 gp
	1d6
	×2
	70 feet
	2 lbs.
	Projectile; piercing 
	

	
	Arrows (20) 
	1 gp
	-
	-
	-
	3 lbs.
	-
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


	
	EXOTIC  WEAPONS
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Weapon
	Cost
	Damage
	Critical
	Range Increment
	Weight
	Descriptors (Identifying; Style)
	

	
	Light Melee
	
	
	
	
	
	
	

	
	Kama 
	2 gp
	1d6
	×1
	-
	2 lbs.
	N/A; slashing, trip, unarmed 
	

	
	Nunchaku 
	2 gp
	1d6
	×1
	-
	2 lbs.
	N/A; bludgeoning, disarm, unarmed 
	

	
	Sai 
	1 gp
	1d4
	×1
	10 feet
	1 lb.
	N/A; bludgeoning, unarmed 
	

	
	Siangham 
	3 gp
	1d6
	×1
	-
	1 lb.
	N/A; piercing, unarmed 
	

	
	One –Handed Melee
	
	
	
	
	
	

	
	Sword, bastard 
	35 gp
	1d10
	19–20/×1
	-
	6 lbs.
	Sword; finesse, power, slashing 
	

	
	Waraxe 
	30 gp
	1d10
	×2
	-
	8 lbs.
	Axe; power, slashing 
	

	
	Whip 
	1 gp
	1d3
	×1
	
	2 lbs.
	N/A; disarm, finesse, nonlethal, reach, slashing, trip 
	

	
	Two –Handed Melee
	
	
	
	
	
	

	
	Axe, double 
	60 gp
	1d8/1d8
	×2
	-
	15 lbs.
	Axe; double, power, slashing 
	

	
	Flail, dire 
	90 gp
	1d8/1d8
	×1
	-
	10 lbs.
	Flail; bludgeoning, disarm, double, trip 
	

	
	Sword, two-bladed 
	100 gp
	1d8/1d8
	19–20/×1
	-
	10 lbs.
	Sword; double, finesse, slashing 
	

	
	Ranged Weapons
	
	
	
	
	
	
	

	
	Bolas 
	5 gp
	1d4
	×1
	10 feet
	2 lbs.
	Thrown; bludgeoning, trip, non-lethal 
	

	
	Crossbow, hand 
	100 gp
	1d4
	19–20/×1
	30 feet
	2 lbs.
	Projectile (ready-loading, slow-loading); finesse, piercing  
	

	
	Bolts (10) 
	1 gp
	-
	-
	-
	1 lb.
	Ammunition 
	

	
	Crossbow, repeating heavy
	400 gp
	1d10
	19–20/×1
	120 feet
	12 lbs.
	Projectile (ready-loading, slow-loading); piercing 
	

	
	Bolts (5) 
	1 gp
	-
	-
	1 lb.
	-
	Ammunition 
	

	
	Crossbow, repeating light 
	250 gp
	1d8
	19–20/×1
	80 feet
	6 lbs.
	Projectile (ready-loading, slow-loading); piercing 
	

	
	Bolts (5) 
	1 gp
	-
	-
	-
	1 lb.
	Ammunition 
	

	
	Net 
	20 gp
	-
	-
	10 feet
	6 lb.
	N/A 
	

	
	Shuriken (5) 
	1 gp
	1d2
	×1
	10 feet
	1/2 lb.
	Thrown; finesse, piercing 
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


×2: Draw two cards from the critical deck and choose whichever result you prefer.
×2/×3: One head of this double allows you to draw two cards from the critical deck on a critical hit. The other head allows you to draw three. 
×3: Draw three cards from the critical deck and choose whichever result you prefer.
19–20/×1: The weapon scores a threat on a natural roll of 19 or 20 (instead of just 20) and allows you to draw a card from the critical deck on a critical hit. (The weapon has a threat range of 19–20.) 

18–20/×1: The weapon scores a threat on a natural roll of 18, 19, or 20 (instead of just 20) and allows you to draw a card from the critical deck on a critical hit. (The weapon has a threat range of 18–20.) 

Range Increment: Any attack at less than this distance carries no penalty for range. However, each full range increment imposes a cumulative –2 penalty on the attack roll. A thrown weapon has a maximum range of five range increments. A projectile weapon can shoot out to 10 range increments. 

Weight: This column gives the weight of a Medium version of the weapon. Halve this number for Small weapons, and halve it again for each category below Small. Double this number for Large weapons, and double it again for each category beyond Large. 

Descriptors (Identifying, Style): This header gives all of the identifying and style descriptors that apply to the weapon (see pages 2 to 4 for more on weapon descriptors). 

Some weapons deal multiple types of damage (bludgeoning, piercing, slashing), as indicated by multiple style descriptors. All the damage inflicted by such a weapon counts as all the listed types. Therefore, a creature would have to be immune to all its types of damage to ignore any of the damage from such a weapon. 

In other cases, a weapon can deal either of two types of damage. These damage types are separated by the word “or” in the descriptor column. In a situation when the damage type is significant, the wielder can choose which type of damage to deal with such a weapon. 

A weapon grants its wielder the benefits of all of its descriptors at all times, unless special circumstances, abilities, or feats dictate otherwise. 

SPECIAL WEAPON RULES 

Some weapons feature additional rules beyond the basic guidelines given for the various descriptors. Those exceptions appear below. 

Bolas: You can’t be tripped during your own trip attempt when using a set of bolas. 

Crossbow, Hand: You can draw a hand crossbow back by hand. You can shoot (but not load) a hand crossbow with one hand at no penalty. You can shoot one hand crossbow with each hand, but you suffer a penalty to attack rolls as if attacking with two light weapons. 

Crossbow, Heavy: You draw a heavy crossbow back by turning a small winch. Loading a heavy crossbow is a full-round action that provokes attacks of opportunity. 

Normally, operating a heavy crossbow requires two hands. However, you can shoot (but not load) a heavy crossbow with one hand at a –4 penalty to attack rolls. You can shoot a heavy crossbow with each hand, but you take a penalty on attack rolls as if attacking with two one-handed weapons. This penalty is cumulative with the penalty for one-handed firing. 

Crossbow, Light: You draw a light crossbow back by pulling a lever. Loading a light crossbow is a move action that provokes attacks of opportunity. 

Normally, operating a light crossbow requires two hands. However, you can shoot (but not load) a light crossbow with one hand at a –2 penalty to attack rolls. You can shoot one light crossbow with each hand, but you suffer a penalty to attack rolls as if attacking with two light weapons. This penalty is cumulative with the penalty for one-handed firing. 

Crossbow, Repeating: The repeating crossbow (whether heavy or light) holds five crossbow bolts. As long as it holds bolts, you can reload it by pulling the reloading lever (a free action). Loading a new case of five bolts is a full-round action that provokes attacks of opportunity. 

You can fire a repeating crossbow with one hand or fire one repeating crossbow in each hand in the same manner as you would a normal crossbow of the same size. However, you must fire the weapon with two hands in order to use the reloading lever, and you must use two hands to load a new case of bolts. 

Dagger: You get a +2 bonus to Sleight of Hand checks made to conceal a dagger on your body (see the Sleight of Hand skill in Chapter Five). 

Gauntlet: This metal glove lets you deal lethal damage rather than nonlethal damage with unarmed strikes. A strike with a gauntlet is otherwise considered an unarmed attack. The cost and weight in the table represent a single gauntlet. Medium and heavy armors (except breastplates) come with gauntlets; see “Armor and Shields,” page 15. 

Gauntlet, Spiked: Your opponent cannot use a disarm action to disarm you of spiked gauntlets. The cost and weight in the table represent a single gauntlet. An attack with a spiked gauntlet is considered an armed attack. 

Javelin: Since javelins are not designed for melee, their wielders are treated as nonproficient with them and suffer a –4 penalty to attack rolls when using a javelin as a melee weapon. 

Longbow: You need at least two hands to use a bow, regardless of its size. A longbow is too unwieldy to use while mounted. If you have a penalty for low Strength, apply it to damage rolls when you use a longbow. If you have a bonus for high Strength, you can apply it to damage rolls when you use a composite longbow (see below) but not a regular longbow. 

[image: image3.jpg]


Longbow, Composite: You need at least two hands to use a bow, regardless of its size. You can use a composite longbow while mounted. All composite bows possess a particular strength rating (that is, each requires a minimum Strength modifier to use with proficiency). If your Strength bonus is less than the strength rating of the composite bow, you can’t effectively use it, so you take a –2 penalty to attacks with it. The default composite longbow requires a Strength modifier of +0 or higher to use with proficiency. One can craft a composite longbow with a high strength rating to take advantage of an above-average Strength score; this feature allows you to add your Strength bonus to damage, up to the maximum bonus indicated for the bow. Each point of Strength bonus granted by the bow adds 100 gp to its cost. 

For purposes of weapon proficiency and similar feats, treat a composite longbow as if it were a regular longbow. 

Net: You use a net to entangle enemies. When you throw a net, make a ranged touch attack against your target. A net’s maximum range is 10 feet. If you hit, you entangle the target. An entangled creature takes a –2 penalty to attack rolls and a –4 penalty to Dexterity, can move at only half speed, and cannot charge or run. If you control the net’s trailing rope by succeeding at an opposed Strength check while holding it, the entangled creature can move only within the limits the rope allows. If the entangled creature attempts to cast a spell, it must succeed at a Concentration check (DC 15) or be unable to cast it. 

An entangled creature can escape a net with a successful Escape Artist check (DC 20, full-round action). One can burst the net, which has 5 hit points, with a Strength check (DC 25, full-round action). 

A net is useful only against creatures within one size category of you. 

A net must be folded to be thrown effectively. The first time you throw your net in a fight, make a normal ranged touch attack roll. After the net is unfolded, you take a –4 penalty on attack rolls with it. It takes 2 rounds for a proficient user to fold a net and twice that long for a nonproficient one to do so. 

Shield, Heavy or Light: You can bash with a shield instead of using it for defense. See “Armor and Shields,” page 15, for details. 

Shortbow: You need at least two hands to use a bow, regardless of its size. You can use a shortbow while mounted. If you have a penalty for low Strength, apply it to damage rolls when you use a shortbow. If you have a bonus for high Strength, you can apply it to damage rolls when you use a composite shortbow (see below) but not a regular shortbow. 

Shortbow, Composite: You need at least two hands to use a bow, regardless of its size. You can use a composite short-bow while mounted. All composite bows possess a particular strength rating (that is, each requires a minimum Strength modifier to use with proficiency). If your Strength bonus is lower than the strength rating of the composite bow, you can’t effectively use it, so you take a –2 penalty to attacks with it. The default composite shortbow requires a Strength modifier of +0 or higher to use with proficiency. One can craft a composite shortbow with a high strength rating to take advantage of an above-average Strength score; this feature allows you to add your Strength bonus to damage, up to the maximum bonus indicated for the bow. Each point of Strength bonus granted by the bow adds 75 gp to its cost. 

For purposes of weapon proficiency and similar feats, treat a composite shortbow as if it were a regular shortbow. 

Sling: You can hurl ordinary stones with a sling, but stones are not as dense or as round as bullets. Thus, such an attack deals damage as if the weapon were designed for a creature one size category smaller than you, and you take a –1 penalty to attack rolls. 

Spiked Armor: You can outfit your armor with spikes, which deals damage in a grapple or as a separate attack. See “Armor and Shields” page 15. 

Spiked Shield, Heavy or Light: You can bash with a spiked shield instead of using it for defense. See “Armor and Shields” on page 15. 

Sword, Bastard: A bastard sword is too large to use in one hand without special training; thus, it is an exotic weapon. A character can use a bastard sword two handed as a martial weapon. 

Whip: A whip deals nonlethal damage. It deals no damage to any creature with an armor bonus of +1 or higher or a natural armor bonus of +3 or higher. Treat the whip as a melee weapon with 15-foot reach, though you don’t threaten the area into which you can make an attack. In addition, unlike most other weapons with reach, you can use it against foes anywhere within your reach (including adjacent foes). 

Using a whip provokes an attack of opportunity, just as if you had used a ranged weapon. 

MASTERWORK WEAPONS 

A masterwork weapon is a finely crafted version of a normal weapon. Wielding it provides a +1 enhancement bonus to attack rolls. 

You can’t add the masterwork quality to a weapon after it is created. It must be crafted as a masterwork weapon (see the Craft skill in Chapter Five). The masterwork quality adds 300 gp to the cost of a normal weapon (or 6 gp to the cost of a single unit of ammunition). 

Masterwork ammunition is damaged (effectively destroyed) when used. The enhancement bonus of masterwork ammunition does not stack with any enhancement bonus of the projectile weapon firing it. 

Even though you can use some types of armor and shields as weapons, you can’t create a masterwork version of such an item that confers an enhancement bonus on attack rolls. Instead, masterwork armor and shields enjoy reduced armor check penalties. 

ARMOR AND SHIELDS 

In Iron Heroes, armor plays a role in determining whether an attack hits or misses you as well as to reduce the damage that a successful strike inflicts. It accomplishes this by providing you with a passive bonus to defense as well as damage reduction (DR). In order to understand fully how armor works, you need a basic grasp of damage reduction. 

DAMAGE REDUCTION AND ARMOR 

Damage reduction, as its name indicates, reduces the damage you suffer from an attack. When a sword hits you, the armor you wear absorbs part of its force. It might turn a deadly blow into merely a minor injury. However, armor isn’t perfect. Some types of weapons or attacks can blast through it with ease. Magical weapons are tempered to cut through mundane steel, making most forms of damage reduction useless against them. 

Some creatures enjoy damage reduction because of their strange natures. Creatures spawned from magic, such as demons or powerful undead, enjoy damage reduction against mortal weapons. 

Damage reduction is usually represented by a die type or a constant value followed by a descriptor of some sort. The die type or number indicates how many points of damage the damage reduction prevents. The descriptor shows which types of attacks, if any, that the damage reduction fails to absorb. If a dash (–) takes the place of a descriptor, the damage reduction works against all types of attacks. 

For example, leather armor grants DR 1/magic. Every time a character in leather armor suffers damage from a physical attack, reduce the damage inflicted by 1. The leather armor provides no defense against magical weapons or monsters whose claws or fangs are imbued with arcane energy. 

Damage reduction never applies to energy types, such as fire or electricity. In these cases, energy resistance can provide some measure of defense. Unfortunately for adventurers, energy resistance applies only to strange, otherworldly creatures. Mortals can rarely, if ever, gain access to it. 

ARMOR PROFICIENCY DESCRIPTORS 

In order to properly wear a suit of armor, you must have the appropriate Armor Proficiency general feat (see Chapter Six). Like weapons, each type of armor has a proficiency descriptor, found on the Armor and Shields table on page 15: light, medium, and heavy armor. 

Light Armor: Light armor usually consists of leather, perhaps with a few small plates or reinforcements made of metal. It provides mobility and weighs little, but it offers slight defense compared to other armor types. 

Medium Armor: This armor category falls between the extremes of light and heavy armor. It provides moderate protection at the cost of speed; medium armor reduces your speed by one-quarter. 

Heavy Armor: Heavy armor absorbs and deflects many blows, but its great weight forces you to move at a crawl. It reduces your speed by half, but it can turn a deadly blow into merely a nuisance. 

Few characters in Iron Heroes wear heavy (or even medium) armor. Aside from the armiger, heavy armor is a tool for warriors who expect to fight in close formations or in large-scale engagements. Aside from the armiger and the man-at-arms, most classes begin play with proficiency only in light armor. 

If you lack proficiency with a type of armor, you endure penalties to your ability to both attack and defend yourself. Chapter Six provides full information on armor proficiency general feats, their benefits, and the drawbacks of wearing armor without them. 

SLEEPING IN ARMOR 

Armor is designed for protection, not comfort. If you sleep in medium or heavy armor, you automatically become fatigued the next day. Fatigued characters suffer a –2 penalty to Strength and Dexterity and can’t charge or run. Sleeping in light armor does not cause fatigue. 

SHIELDS 

Unlike armor, shields only make you more difficult to hit. A skillfully wielded shield can deflect attacks, create a barrier against a volley of arrows, and even knock an opponent off balance. A shield intercepts an attack before it touches you, whereas armor absorbs the force of an attack that strikes home. 

In game mechanic terms, a shield increases your defense. If you lack the Shield Proficiency feat, you may suffer a penalty to your attacks when you use a shield. It takes practice and training to use a shield and weapon in concert. Class abilities and feats allow you to refine your basic proficiency with a shield—a skilled warrior can increase the defense bonus his shield provides him. 

Also unlike armor, shields do not reduce your speed. A shield’s weight increases the total equipment load you carry, but it has little impact on your maneuverability. 

Shields can limit your agility. If you carry a shield larger than your own size category, it may impose a maximum Dexterity bonus limit to your defense, just like a suit of armor (see “Armor and Shield Qualities” on the next page). 

The benefits and drawbacks provided by a shield depend on its size relative to you. Almost every shield has a size, just like a weapon. The following examples assume that a Medium creature carries a shield. 

Bucklers: A buckler is a shield two size categories smaller the creature wielding it. (For a Medium character, a buckler is a Tiny shield.) The buckler is so small, you simply strap it to your forearm. You can use a projectile weapon without penalty while carrying it. You also can use your shield arm to wield a weapon (either holding an off-hand weapon or helping to wield a two-handed weapon), but you suffer a –1 penalty to attack rolls while doing so. This penalty stacks with those that may apply for fighting with your off hand and for fighting with two weapons. In any case, if you use a weapon in your off hand, you don’t get the buckler’s defense bonus for the rest of the round. 

A buckler is too small to serve as a weapon. You cannot make attacks with it, such as a shield bash, nor can you use any shield feats that allow you to use your shield to make attacks. 

Light Shields: A light shield is a shield one size category smaller than the creature wielding it; the benefits listed for a light shield apply when you use a shield one size category below yours. You can carry an item in the same hand as your shield, but you cannot use a weapon effectively in this manner. 

Heavy Shields: A heavy shield is a shield of the same size category as the creature wielding it; the benefits listed for a heavy shield apply when you carry a shield whose size equals your own. You cannot carry an item in your hand while you use a heavy shield, as you must grip it in order to use it well. 

Tower Shields: A tower shield is a shield one size category larger than the creature wielding it. The tower shield’s stats and effects come into play when you carry a shield one size category above your own. You cannot gain any benefit from a shield that is any greater in size, though you could conceivably duck behind it for cover. 

In most situations, a tower shield provides the indicated passive bonus to your defense. However, you can instead use it as total cover, though you must give up your attacks to do so. The shield does not provide cover against targeted spells, though; a spellcaster can cast a spell on you by targeting the shield you are holding. You cannot bash with a tower shield, nor can you use your shield hand for anything else. 

When employing a tower shield in combat, you suffer a –2 penalty to attack rolls because of the shield’s encumbrance. 

Shields of Other Sizes: To determine the weight and cost of a shield smaller than size Tiny, halve the cost and weight of a buckler once for each size category reduction. For shields above size Large, double the weight and cost of a Large shield for each size increase. 

SHIELD BASH ATTACKS 

You can bash an opponent with a shield, using it as an offhand weapon. The Martial Weapons table on page 8 lists the appropriate damage and other statistics for shields used in this way. Using your shield as a weapon means you lose its defense bonus until your next action. 

Small shields are light weapons. You cannot bash with a buckler or tower shield. 

ARMOR AND SHIELD QUALITIES 

The following traits from the Armor and Shields table below describe a suit of armor or a shield. 

Cost: The cost of the armor for Small or Medium humanoid creatures. See “Armor for Unusual Creatures” on page 17 for armor prices for other creature sizes. Shields are priced by size. For each size category above Large, double the Large shield’s cost. 

Damage Reduction: This column lists the armor’s damage reduction. 

Passive Defense Bonus: This column lists the bonus you receive to your defense from armor and shields. 

When wielding a shield, certain feats and abilities may grant an additional active bonus on top of this passive bonus to represent your skill in using a shield to protect yourself. 

	
	ARMOR  AND  SHIELDS
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Armor
	Cost
	DR
	Passive Defense Bonus
	Maximum Dex Bonus
	Check Penalty
	Weight
	

	
	Light Armor
	
	
	
	
	
	
	

	
	Padded 
	5 gp
	1/magic
	+0
	+8
	0
	10 lbs.
	

	
	Leather 
	10 gp
	1/magic
	+1
	+6
	0
	15 lbs.
	

	
	Studded leather 
	25 gp
	2/magic
	+1
	+5
	–1
	20 lbs.
	

	
	Medium Armor
	
	
	
	
	
	

	
	Scale Mail
	50 gp
	2/magic
	+2
	+4
	-4
	30 lbs.
	

	
	Chain Mail
	150 gp
	3/magic
	+2
	+5
	-5
	40 lbs.
	

	
	Heavy Armor
	
	
	
	
	
	

	
	Banded Mail
	250 gp
	4/magic
	+4
	+2
	-5
	35 lbs.
	

	
	Full Plate
	1,500 gp
	5/magic
	+5
	+1
	-6
	50 lbs.
	

	
	
	
	
	
	
	
	
	

	
	Shield
	Cost
	DR
	Passive Defense Bonus
	Maximum Dex Bonus
	Check Penalty
	Weight
	

	
	Buckler 
	15 gp
	-
	+1
	-
	–1
	5 lbs.
	

	
	Light shield, wooden 
	3 gp
	-
	+2
	-
	–1
	5 lbs.
	

	
	Light shield, steel 
	9 gp
	-
	+2
	-
	–1
	6 lbs.
	

	
	Heavy shield, wooden 
	7 gp
	-
	+3
	-
	–2
	10 lbs.
	

	
	Heavy shield, steel 
	20 gp
	-
	+3
	-
	–2
	15 lbs.
	

	
	Tower shield, wooden 
	30 gp
	-
	+4
	+2
	–10
	45 lbs.
	

	
	Tower shield, steel 
	90 gp
	-
	+4
	+2
	–10
	65 lbs.
	

	
	
	
	
	
	
	
	
	

	
	Extra Item
	Cost
	DR
	Passive Defense Bonus
	Maximum Dex Bonus
	Check Penalty
	Weight
	

	
	Armor Spikes
	+50 gp
	-
	-
	-
	-
	+10 lbs.
	

	
	Gauntlet, locked
	8 gp
	-
	-
	-
	Special
	+5 lbs.
	

	
	Shield Spikes
	+10 gp
	-
	-
	-
	-
	+5 lbs.
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


Maximum Dex Bonus: This number reflects the highest Dexterity bonus to defense that this type of armor allows. Heavier armors limit mobility, reducing the wearer’s ability to dodge blows. This restriction doesn’t affect any other Dexterity-related skills or abilities. Armor reduces your Dexterity bonus, but it never turns it into a penalty. Shields do not affect a character’s maximum Dexterity bonus. 

Check Penalty: Any armor heavier than leather hurts a character’s ability to use some skills. An armor check penalty number is the penalty that applies to all Strength- and Dexterity-based skill checks. A character’s encumbrance (the amount of gear carried, including armor) may also apply an armor check penalty (see “Encumbrance” in Chapter Nine: Adventuring). 

Shields also inflict a check penalty. While they have no effect on movement, they are bulky and heavy enough to interfere with the use of some skills. If a character wears armor and uses a shield, both check penalties apply. 

Weight: This column gives the weight of the armor as sized for a Medium wearer. Armor fitted for Small characters weighs half as much, and armor for Large characters weighs twice as much. 

SPECIAL ARMOR AND SHIELD RULES 

Some of the armor, shields, and extras summarized on the tables on these pages need additional notes and clarifications, provided below. For more information on the various shields and their effects based on size, see “Shields” on page 13. 

Armor Spikes: You can add spikes to your armor, allowing you to deal extra piercing damage as shown on the Martial Weapons table on page 8 on a successful grapple. The spikes count as a martial weapon. If you are not proficient with them (via the Martial Weapon Proficiency feat or a class ability), you suffer a –4 penalty on grapple checks when you try to use them. You can also make a regular melee attack (or off-hand attack) with the spikes, in which case they count as a light weapon. You can’t make an attack with armor spikes if you have already made an attack with another offhand weapon, and vice versa. 

Banded Mail: This suit of armor includes gauntlets. 

Chainmail: This suit of armor includes gauntlets. 

Full Plate: This suit of armor includes gauntlets, heavy leather boots, a visored helmet, and a thick layer of padding worn underneath the armor. A master armorsmith must fit each suit of full plate individually to its owner, although a captured suit can be resized to fit a new owner at a cost of 200 to 800 (2d4 × 100) gold pieces. 

Scale Mail: This suit of armor includes gauntlets. 

Wooden or Steel Shields: Wooden and steel shields offer the same basic protection, but they have different hardness ratings and hit points. See Chapter Eight: Combat for more information on hardness, object hit points, and rules for attempting to break items. 

Shield Spikes: When added to your shield, these spikes turn it into a martial piercing weapon that increases the damage dealt by a shield bash as if the shield were designed for a creature one size category larger than you. You can’t put spikes on a buckler or a tower shield. Otherwise, attacking with a spiked shield is like making a shield bash attack (see “Shield Bash Attacks,” page 14). 

MASTERWORK ARMOR 

Just as with weapons, you can purchase or craft masterwork versions of armor and shields. Such well-made items function like the normal versions, except that their check penalty decreases by 1 point. 

A masterwork suit of armor or shield costs an extra 150 gp over and above the normal cost for that type of armor or shield. 

The masterwork quality of a suit of armor or shield never provides a bonus to attack or damage rolls, even if the armor or shield is used as a weapon. 

You can’t add the masterwork quality to armor or a shield after it is created; it must be crafted as a masterwork item. 

DONNING AND REMOVING ARMOR 

Putting on a suit of armor, or removing one, is a complex, time-consuming process. If your camp suffers an ambush or you are otherwise caught unprepared for battle, you might need to know how long it takes to don your armor. The Donning Armor table below summarizes this information. 

If someone helps you remove armor or don armor (but not a shield), cut the listed time in half. The person helping you can do nothing other than aid you. For example, he cannot also don armor himself at the same time. 

The one exception to this rule is full plate. You must have someone help you don this armor, and his efforts do not cut the time in half. Otherwise, you must don the armor hastily (see below).
	Armor Type
	Don
	Don Hastily
	Remove

	Shield (any)
	1 move
	n/a
	1 move

	Padded, leather, studded leather
	1 minute
	5 rounds
	1 minute

	Scale, chain, banded mail
	4 minutes
	1 minute
	1 minute

	Full plate
	4 minutes
	4 minutes
	2 minutes


Don: This column shows how long it takes a character to put the armor on. (One minute equals 10 rounds.) Readying (strapping on) a shield is only a move action. 

Don Hastily: This column tells how long it takes to put the armor on in a hurry. The armor check penalty for hastily donned armor is 1 point worse than normal, and you also suffer a –1 penalty to its damage reduction. This penalty can reduce the armor’s damage reduction to 0. 

Remove: This column shows how long it takes to get the armor off. Loosing a shield (removing it from the arm and dropping it) is only a move action. 

ARMOR FOR LARGE, SMALL, OR UNUSUAL CREATURES 

Armor and shields for unusually big creatures, unusually little creatures, and nonhumanoid creatures have different costs and weights than those given earlier. Refer to the appropriate line on the table below and apply the multipliers to cost and weight for the armor type in question. These multipliers apply to armor made for Large creatures, barding for horses (armor designed for mounts), and so forth. 
	Size
	Humanoid Cost
	Non-humanoid Cost
	Weight

	Tiny or smaller 
	×1/2
	×1
	×1/10

	Small 
	×1
	×2
	×1/2

	Medium 
	×1
	×2
	×1

	Large 
	×2
	×4
	×2

	Huge 
	×4
	×8
	×5

	Gargantuan 
	×8
	×16
	×8

	Colossal 
	×16
	×32
	×12


GOODS AND SERVICES 

In addition to weapons and armor, adventurers also need camping gear and tools useful for exploring dangerous places. This section provides more details on the other goods that you might find helpful in the hazardous world of Iron Heroes. 

MISCELLANEOUS GEAR 

Prices and weights for a variety of items appear in the tables on this page and the next. Indicated weights are the items’ filled weights, except where otherwise noted. 

Artisan’s Tools: These special tools include the items needed to pursue any craft. Without them, you have to use improvised tools (–2 penalty on Craft checks), if you can do the job at all. 

Artisan’s Tools, Masterwork: These tools serve the same purpose as artisan’s tools (above), but masterwork artisan’s tools are the perfect tools for the job, so you get a +2 circumstance bonus to Craft checks made with them. 

Caltrops: A caltrop is a four-pronged iron spike crafted so that one prong faces up no matter how the caltrop comes to rest. You scatter caltrops on the ground in the hope that your enemies step on them or are at least forced to slow down to avoid them. One 2 lb. bag of caltrops covers an area 5 feet square. 

Each time a creature moves into an area covered by caltrops, it must make a Reflex save (DC 5). A charging or running creature must save against DC 10. Any creature moving at half speed or slower can pick its way through a bed of caltrops without a saving throw. On a failed save, the caltrop deals 1 point of damage, and the creature can move at only half speed because of its wounded foot. This movement penalty lasts for 24 hours, or until someone treats the creature with a successful Heal check (DC 15), or until the creature spends 2 points from its reserve to remove the penalty. This expenditure can be made only when the creature has a chance to use its reserve pool to heal as normal (see “Healing and Reserve Points” in Chapter Eight: Combat). A charging or running creature must immediately stop if it steps on a caltrop. 
	Item
	Cost
	Weight

	Ale (gallon) 
	2 sp
	8 lbs.

	Ale (mug) 
	4 cp
	1 lb.

	Inn stay, good (per day) 
	2 gp
	-

	Inn stay, common (per day) 
	5 sp
	-

	Inn stay, poor (per day) 
	2 sp
	-

	Meals, good (per day) 
	5 sp
	-

	Meals, common (per day) 
	3 sp
	-

	Meals, poor (per day) 
	1 sp
	-

	Wine, common (pitcher) 
	2 sp
	6 lbs.

	Wine, fine (bottle) 
	10 gp
	1.5 lbs.


	
	ADVENTURING  GEAR
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	Item
	Cost
	Weight
	
	Item
	Cost
	Weight
	

	
	Artisan’s tools 
	5 gp
	5 lbs.
	
	Lantern, hooded 
	7 gp
	2 lbs.
	

	
	Artisan’s tools, masterwork 
	55 gp
	5 lbs.
	
	Mirror, small steel 
	10 gp
	1/2 lb.
	

	
	Backpack (empty) 
	2 gp
	2 lbs.
	
	Musical instrument, common 
	5 gp
	3 lbs.
	

	
	Bedroll 
	1 sp
	5 lbs.
	
	Musical instrument, masterwork 
	100 gp
	3 lbs.
	

	
	Bell 
	1 gp
	-
	
	Oil (1-pint flask) 
	1 sp
	1 lbs.
	

	
	Blanket, winter 
	5 sp
	3 lbs.
	
	Paper (sheet) 
	4 sp
	-
	

	
	Caltrops 
	1 gp
	2 lbs.
	
	Parchment (sheet) 
	2 sp
	-
	

	
	Candle 
	1 cp
	-
	
	Pick, miner’s 
	3 gp
	10 lbs.
	

	
	Case, map or scroll 
	1 gp
	1/2 lb.
	
	Piton 
	1 sp
	1/2 lb.
	

	
	Chalk (1 piece) 
	1 cp
	-
	
	Pole, 10-foot 
	2 sp
	8 lbs.
	

	
	Climber’s kit 
	80 gp
	5 lbs.
	
	Pouch, belt (empty) 
	1 gp
	1/2 lb.
	

	
	Crowbar 
	2 gp
	5 lbs.
	
	Rations, trail (per day) 
	5 sp
	1 lb.
	

	
	Disguise kit 
	50 gp
	8 lbs.
	
	Rope, hempen (50 feet) 
	1 gp
	10 lbs.
	

	
	Firewood (per day) 
	1 cp
	20 lbs.
	
	Rope, silk (50 feet) 
	10 gp
	5 lbs.
	

	
	Fishhook 
	1 sp
	-
	
	Sack (empty) 
	1 sp
	1/2 lb.
	

	
	Fishing net, 25 square feet 
	4 gp
	5 lbs.
	
	Sealing wax 
	1 gp
	1 lb.
	

	
	Flask (empty) 
	3 cp
	1.5 lbs.
	
	Set of clothes, crude 
	5 cp
	3 lbs.
	

	
	Flint and steel 
	1 gp
	-
	
	Set of clothes, plain 
	1 gp
	5 lbs.
	

	
	Grappling hook 
	1 gp
	4 lbs.
	
	Set of clothes, fine 
	75 gp
	10 lbs.
	

	
	Hammer 
	5 sp
	2 lbs.
	
	Signal whistle 
	8 sp
	-
	

	
	Healer’s kit 
	50 gp
	1 lb.
	
	Sledge 
	1 gp
	10 lbs.
	

	
	Holy symbol, wooden 
	1 gp
	-
	
	Spade or shovel 
	2 gp
	8 lbs.
	

	
	Holy symbol, silver 
	25 gp
	1 lb.
	
	Spyglass 
	1,000 gp
	1 lb.
	

	
	Ink (1 oz. vial) 
	8 gp
	-
	
	Tent 
	10 gp
	20 lbs.
	

	
	Inkpen 
	1 sp
	-
	
	Thieves’ tools 
	30 gp
	1 lb.
	

	
	Jug, clay 
	3 cp
	9 lbs.
	
	Thieves’ tools, masterwork 
	100 gp
	2 lbs.
	

	
	Ladder, 10-foot 
	5 cp
	20 lbs.
	
	Torch 
	1 cp
	1 lb.
	

	
	Lamp, common 
	1 sp
	1 lb.
	
	Vial, ink or potion 
	1 gp
	1/10 lb.
	

	
	Lantern, bullseye 
	12 gp
	3 lbs.
	
	Waterskin 
	1 gp
	4 lbs.
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	


Candle: A candle dimly illuminates a 5-foot radius and burns for one hour. 

Climber’s Kit: This kit consists of metal hooks, a harness, and spikes that grant you a +2 circumstance bonus to Climb checks. 

Crowbar: A crowbar grants a +2 circumstance bonus to Strength checks made to open doors or chests. If used in combat, treat a crowbar as a one-handed improvised weapon that deals bludgeoning damage equal to that of a club. 

Disguise Kit: The kit consists of makeup, a few simple pieces of clothing, and other useful props. It provides a +2 circumstance bonus to Disguise checks but is exhausted after 10 uses. 

Flint and Steel: Lighting a torch with flint and steel is a full-round action; lighting any other fire with them takes at least that long. 

Grappling Hook: Throwing a grappling hook successfully requires a Use Rope check (DC 10, +2 per 10 feet of distance thrown). 

Hammer: If using a hammer in combat, treat it as a one-handed improvised weapon that deals bludgeoning damage equal to that of a spiked gauntlet of its size. 

Healer’s Kit: A healer’s kit includes analgesic herbs, bandages, and salves. It provides a +2 circumstance bonus to Heal checks but is exhausted after 10 uses. 

Holy Symbol, Silver or Wooden: Many adventurers carry holy symbols for luck. Others follow a deity and are quick to announce their allegiance. 

Ink: This is black ink. You can buy ink in other colors at twice the price. 

Lamp, Common: A lamp clearly illuminates a 15-foot radius, provides shadowy illumination out to a 30-foot radius, and burns for six hours on a pint of oil. You can carry a lamp in one hand. 

Lantern, Bullseye: A bullseye lantern provides clear illumination in a 60-foot cone and shadowy illumination in a 120-foot cone. It burns for six hours on a pint of oil. You can carry a bullseye lantern in one hand. 

Lantern, Hooded: A hooded lantern clearly illuminates a 30-foot radius and provides shadowy illumination in a 60foot radius. It burns for six hours on a pint of oil. You can carry a hooded lantern in one hand. 

Musical Instrument, Masterwork: A masterwork instrument grants a +2 circumstance bonus to Perform checks involving its use. 

Oil: A pint of oil burns for six hours in a lantern. You can use a flask of oil as a splash weapon; use the rules for splash weapons in Chapter Eight: Combat, except that it takes a full-round action to prepare a flask with a fuse. Once you throw it, there is a 50 percent chance of the flask igniting successfully. 

You can pour a pint of oil on the ground to cover an area 5 feet square, provided that the surface is smooth. If lit, the oil burns for 2 rounds and deals 1d3 points of fire damage to each creature in the area. 

Rope, Hempen: This rope has 2 hit points and can be burst with a Strength check (DC 23). 

Rope, Silk: This rope has 4 hit points and can be burst with a Strength check (DC 24). It is so supple that it provides a +2 circumstance bonus to Use Rope checks. 

Spyglass: Viewing objects through a spyglass magnifies them to twice their size. 

Thieves’ Tools: This kit contains the tools you need to use the Disable Device and Open Lock skills. Without them, you must improvise tools and suffer a –2 circumstance penalty on Disable Device and Open Lock checks. 

Thieves’ Tools, Masterwork: This kit contains extra implements and tools of better make, which grants a +2 circumstance bonus to Disable Device and Open Lock checks. 

Torch: A torch burns for one hour, clearly illuminating a 20-foot radius and providing shadowy illumination out to a 40-foot radius. If used in combat, treat a torch as a one-handed improvised weapon that deals bludgeoning damage equal to that of a gauntlet of its size, plus 1d2 point of fire damage. 

Vial: A vial holds 1 ounce of liquid. The stoppered container usually measures no more than 1 inch wide and 3 inches high. 

CLOTHING 

Characters start with an adventurer’s outfit (or some other outfit of up to that price). Listed weights are for Medium characters; for Small characters, divide the weight in half. 

For prices and weights, see the clothing table on the next below. 

Adventurer’s Outfit: This simple outfit includes boots, breeches, and a loose shirt. Though it looks casual, it is designed to give a character maximum mobility, and it’s made of high-quality fabric. A character can hide small weapons in pockets secreted in the folds of this clothing. 

Artisan’s Outfit: A shirt with buttons, a skirt or pants with a drawstring, shoes, and perhaps a cap or hat. This outfit may include a belt or a leather or cloth apron for carrying tools. 

Cold Weather Outfit: A wool coat, linen shirt, wool cap, heavy cloak, thick pants or skirt, and boots. When wearing a cold weather outfit, a character gains a +5 circumstance bonus to Fortitude saving throws against exposure to cold weather. 
	Item
	Cost
	Weight

	Adventurer’s outfit 
	5 gp
	2 lbs.

	Artisan’s outfit 
	1 gp
	4 lbs.

	Cold weather outfit 
	8 gp
	7 lbs.

	Courtier’s outfit 
	30 gp
	6 lbs.

	Entertainer’s outfit 
	3 gp
	4 lbs.

	Explorer’s outfit 
	10 gp
	8 lbs.

	Noble’s outfit 
	75 gp
	10 lbs.

	Peasant’s outfit 
	1 sp
	2 lbs.

	Scholar’s outfit 
	5 gp
	6 lbs.

	Traveler’s outfit 
	1 gp
	5 lbs.


Courtier’s Outfit: Fancy tailored clothes in whatever fashion happens to be the current style in the courts of the nobles. Anyone trying to influence nobles or courtiers while wearing street dress will have a hard time of it. Without jewelry (costing perhaps an additional 50 gp), the character will look like an out-of-place commoner, even if he has this outfit. 

Entertainer’s Outfit: A set of flashy, perhaps even gaudy clothes for entertaining. While the outfit looks whimsical, its practical design lets a character tumble, dance, walk a tightrope, or just run (if the audience turns ugly). 

Explorer’s Outfit: This is a full set of clothes for someone who never knows what to expect. It includes sturdy boots, leather breeches or a skirt, a belt, a shirt (perhaps with a vest or jacket), gloves, and a cloak. Rather than a leather skirt, the character instead may wear a leather overtunic on top of a cloth skirt. These clothes have plenty of pockets (especially the cloak). The outfit also includes any extra items a character might need, such as a scarf or a wide-brimmed hat. 

Noble’s Outfit: This set of clothes is designed specifically to be expensive—and show it. Precious metals and gems are worked into the clothing. To fit into the noble crowd, every would-be noble also needs a signet ring and jewelry (worth at least 100 gp, or at least appearing to be worth that much). And it would be advisable to not show up to a ball in the same noble’s outfit twice. 

Peasant’s Outfit: A loose shirt and baggy breeches, or a loose shirt and skirt or overdress. Cloth wrappings are used as shoes. 

Scholar’s Outfit: A robe, belt, cap, soft shoes, and possibly a cloak. The robe has many pockets. 

Traveler’s Outfit: Boots, a wool skirt or breeches, a sturdy belt, a shirt (perhaps with a vest or jacket), and an ample cloak with hood. 

MOUNTS AND RELATED GEAR 

A horse is useful not only as a mount, but also to help transport great sums of treasure, supplies, and goods over long distances.
Barding: Barding is a type of armor that covers the head, neck, chest, body, and possibly legs of a horse. You can craft barding equivalent to any of the armor types covered in this chapter (see table on page 15). It reduces the horse’s speed as normal for an armor of its type. 

Removing and fitting barding takes five times as long as the figures given on the Donning Armor table on page 16. A barded animal cannot carry any load other than the rider and normal saddlebags. 
	Item
	Cost
	Weight

	Bit and bridle 
	2 gp
	1 lb.

	Dog, guard 
	25 gp
	-

	Donkey or mule 
	8 gp
	-

	Feed (per day) 
	5 cp
	10 lbs.

	Horse, heavy 
	200 gp
	-

	Horse, light 
	75 gp
	-

	Pony 
	30 gp
	-

	Saddle, military 
	20 gp
	30 lbs.

	Saddle, pack 
	5 gp
	15 lbs.

	Saddle, riding 
	10 gp
	25 lbs.

	Saddlebags 
	4 gp
	8 lbs.

	Stabling (per day) 
	5 sp
	-

	Warhorse, heavy 
	400 gp
	-

	Warhorse, light 
	150 gp
	-

	Warpony 
	100 gp
	-


TYPES OF MOUNT 

From donkeys and mules to fierce chargers bred for war, various types of mounts or beasts of burden are available in Iron Heroes games. 

Donkey or Mule: Donkeys and mules remain stolid in the face of danger. The hardy creatures are sure-footed and capable of carrying heavy loads over vast distances. Unlike a horse, a donkey or a mule is willing (though not eager) to enter dungeons and other strange or threatening places. 

Horse: Horses provide the most common form of transportation in the world of Iron Heroes. 

Warhorses and warponies can be ridden easily into combat. Light horses, ponies, and heavy horses are hard to control in combat. See the Ride skill in Chapter Five for more information. 
EQUIPMENT FOR MOUNTS 

In addition to buying a horse, you also need a saddle, saddlebags, feed, and other goods to care for it. 

Feed: Horses, donkeys, mules, and ponies can graze to sustain themselves, but you may have to provide feed for them in rugged terrain. 

Saddle, Military: A military saddle braces the rider, providing a +2 circumstance bonus to Ride
 checks related to staying in the saddle. If you’re knocked unconscious while in a military saddle, you have a 75 percent chance to stay in the saddle (compared to 50 percent for a riding saddle). 

Saddle, Pack: A pack saddle holds gear and supplies, but not a rider. It holds as much gear as the mount can carry
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Saddle, Riding: The standard riding saddle supports a rider. If you’re knocked unconscious while in a riding saddle, you have a 50 percent chance to stay in the saddle. 
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