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Running Action

Fantasy
Welcome to Mastering Iron Heroes, a guidebook to running Iron Heroes campaigns. This book

is meant as a companion piece to the Iron Heroes variant player’s handbook. It looks at game play

from the DM’s viewpoint, with an eye toward implementing the new rules and material from Iron

Heroes into a campaign.

M
astering Iron Heroes seeks to enrich campaigns in

three ways. First, whenever possible, this book pro-

vides new options and ideas for existing rules. No

two DMs run their games in an identical manner, and this

book tries to account for that fact by offering new options,

rules variants, and ideas for how to implement the rules in a

campaign. For example, Chapter One provides alternate rules

for generating a character’s ability scores depending on the

nature of your campaign.

Second, this book expands on some of the concepts given

in Iron Heroes, particularly magic. Chapter Six even contains

guidelines and rules for using magic items in Iron Heroes.

Finally, Mastering Iron Heroes tries to place as many rules as

possible within the context of your campaign world, regard-

less of the form it takes. Commentary for new rules or variants

discusses how a change alters the nature of the game and

how best to apply it.

If Iron Heroes is a new game engine, think of this book as

your owner’s manual. It takes a step back from the raw

mechanics and shows you how to tinker with the basic game

experience and modify it to fit your vision of the game.

WHAT’S IN THIS BOOK?

Mastering Iron Heroes consists of seven chapters and one

appendix. Here’s what you’ll find in each:

Chapter One: Abilities. This chapter discusses ability

scores and presents several variants for creating characters.

These variant rules make it easier to create a campaign with a

specific flavor or tone by allowing players to create characters

that better match the power level or basic theme of the cam-

paign.

Chapter Two: Characters and the Campaign World. This

chapter details ideas for juggling the character options from

Iron Heroes to fit your campaign. It gives suggestions for cus-

tomizing the story elements of the character classes, restrict-

ing PC options to characters from specific regions in your

campaign world, and so forth. The basic idea behind this

chapter is that it’s much easier for players to grasp your cam-

paign world if their characters have a clear, easy-to-under-

stand place within it.

Chapter Three: Character Classes. This chapter presents

character classes for the DM’s use. It covers the Iron Heroes

versions of the aristocrat, commoner, expert, and warrior,

along with a new concept: villain classes. A villain class is a

handy tool for creating a powerful NPC to oppose the player

characters. Rather than go through all the steps needed to

create a foe for the group, you can build one using a villain

class. The villain class focuses on the few key abilities that a

bad guy needs to oppose the party. It cuts down on the

details that aren’t crucial for a villain.

Chapter Four: Combat. This chapter looks at combat in

terms of designing fun, challenging places for the characters

to engage their enemies. It introduces zones, which help you

INTRODUCTION:
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create interesting battlefields, and provides samples organized

by terrain type. Whether you want to run a fight in the desert

or in the mountains, this chapter gives you the tools needed

to build a fun encounter.

Chapter Five: Treasure, Rewards, and Experience. This

chapter looks at the role of treasure in Iron Heroes. In a

game that removes magic items as a reliable source of

power, money takes on a much different purpose. The char-

acters no longer must save their cash for a powerful new

magic weapon or wand. Instead, they can spend it on lavish

homes, bribes, and other useful features. This chapter also

provides advice on other kinds of rewards and on granting

experience points.

Chapter Six: Magic and Magic Items. This chapter pro-

vides rules and advice for magic items in Iron Heroes. It focus-

es primarily on the mechanics for creating items, since most

magic devices are unique items in Iron Heroes. Magic swords,

armor, and other items tend to extract a terrible cost from

those who wield them. An adventurer might use a magic item

for a short time, but if he grows to depend on it, he might

lose his life or soul along the way.

Chapter Seven: Campaign Options. This chapter is a

toolkit designed to show you how to make small changes to

the rules to create enormous differences in the tone and atti-

tude of your campaign. It focuses on the rules for experience

points (XP). By rewarding different actions with XP, you can

shift the basic focus of the game to almost anything you want.

A traditional monster-hunting game awards XP for defeating

foes, but in a game where intra-party conflict, thievery, and

greed reign supreme, a DM might award XP based on how

much gold a character acquires.

Appendix: Importing Game Material. Finally, the appen-

dix offers suggestions for DMs on how to convert material

from other games for use in Iron Heroes.

Bonus source material and ideas to augment the informa-

tion in Mastering Iron Heroes appear on Fiery Dragon’s website.

To find the links to these free web enhancements, visit the

book’s product page online at the following address:

<www.fierydragon.com/MasteringIronHeroes>.

This sourcebook is protected content except for items

specifically called out as Open Game Content on page 3. For

full details, please turn to page 94. Open content is not other-

wise marked in the text of this book.

USING THIS BOOK: DMS

Mastering Iron Heroes’ primary purpose is to help guide you

through the process of running and managing a campaign.

Iron Heroes uses the same core rules as other d20 System

games you’ve played, but its changes and additions are signif-

icant enough to alter the game’s character noticeably. If you

apply the same strategies and ideas to Iron Heroes that you use

in other games, the game might not turn out exactly the way

you want. In most cases, the changes are obvious. In other

cases, it helps to consider the issues that come up.

If you already have an Iron Heroes campaign in progress,

Chapters Three through Six provide a good overview on new

rules and ideas that you can incorporate into your game

immediately. A few highlights include:

Combat Rules: Chapter Four provides plenty of support for

Iron Heroes-style combat. It introduces combat zones, tools you

can use to create interesting environments. Zones are stunts

that the DM adds to encounter areas for PCs and monsters to

use. This chapter also provides rules for various terrain features.

Wealth Feats: These optional rules allow the characters to

build up political and social influence, hire retainers, and pur-

chase property using the wealth they gain through adventures.

The wealth feats are designed to make it easier to keep track

of money and manage it with a minimum of bookkeeping.
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Magic Items: One of the themes of Iron Heroes is that

magic is dangerous but sometimes useful. The rules for magic

items show you how to apply that principle to swords, armor,

and other gear.

NPC Classes: The NPC classes, along with the sample vil-

lain classes, are designed to make NPC generation fast and

easy. By simply picking a level, generating ability scores, and

selecting equipment, you can create an opponent for the

characters in minutes.

If you haven’t yet started an Iron Heroes campaign, then

Chapters One, Two, and Seven provide everything you need to

get your game off the ground. Iron Heroes is designed to be

portable to a variety of different types of settings, from lands

of high adventure to the backstabbing adventures of common

criminals to fish-out-of-water stories of barbaric warriors in a

strange, civilized land.

Chapter One shows you how to tinker with the ability score

generation rules to create characters appropriate the cam-

paign you want to run. Chapter Two provides some basic

ideas for meshing Iron Heroes with your vision of the cam-

paign. It looks at classes and traits and discusses how to

merge them with your setting into a coherent, compelling

whole.

Chapter Seven provides tools for shaping the game through

subtle rules changes that create radical differences in game

play. By altering the experience point system to change which

actions earn the characters experience, you can encourage

the players to pursue different strategies in the game. This

sort of change transforms Iron Heroes from a game of heroic

combat to one of duplicitous scams and double dealing, or a

game where the characters pursue a specific goal, such as

overthrowing the monarchy.

USING THIS BOOK: PLAYERS

For players, Mastering Iron Heroes provides useful tools to

expand your understanding of the game and extend your

characters’ abilities in new directions. The wealth feats give

gold and jewels a tangible, mechanical benefit for your char-

acter. The rules for combat show you how terrain can play an

important role in a fight, while the guidelines for magic items

show you the sort of “treasure” you can expect to find in a

dragon’s hoard.
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