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Introduction

This article is the outcome of a mini-project produced under the umbrella of the Forgotten Realms Porojects Mailing List. Francine sketched out the initial metal descriptions, and sent them to the list. I (Simon) then fleshed out the system, and wrote the document you’re reading now. The aim of the project has been to expand and clarify the knowledge base of lore on metals and alloys used in the Forgotten Realms campign setting.



Quality Equipment vs. Magic Equipment

One aspect of the official rules, and in most campaigns, that is hard to reconcile is the lack of good quality weapons and equipment. By the official rules there are normal, standard quality equipment and there is magic. No middle ground. There is no real reason (except for ease of refining) for the fast-dwindling dwarves of the North to jealously guard the rich iron veins of Adbar, and no reason why some folk have a reputation for producing the finest quality goods. There is no provision for well-crafted dwarven armour, or the lovingly forged weapons of a master craftsmen, made with special and rare metals that are hard to come by. On top of this there is the fact that a weapon must be enspelled before it can be of any real worth at all (again alienating master craftsmen using rare materials and secret techniques).



Inspired by the excellent article by Ken Lipka and Josh Rintamaki, campaign rules for metals
 have been revised
. Metals from various TSR sources are described (most notably from Volos Guide to All Things Magical) and a number of new metals are detailed
,
 
focussing on those that are used to create armour and weaponry
. Rick 
Cross 
has developed a similar, yet distinctive, system that is detailed in Appendix 4.



Oriental Adventures introduced weapons and armour of quality: items made by the best craftfolk with the best materials but nevertheless non-magical. That concept is here expanded, introducing various grades of special metals for these products, hopefully without upsetting game balance. Also the rules for what metals can hit creatures requiring ‘+1 or better’ have been expanded to account for various special metals. 



Note that every effort has been made to remain within the core rules and to be at least partly realistic in metallurgical terms. However, in an effort to create a distinctive, cohesive and consistent system some assumptions, generalisations and changes have been made to promote playability above all. 



Use any of the following as you will, for as Volothamp Geddarm has said to Ed Greenwood:

“Minstrels would have you believe there are metals that can talk even before they are forged, and places where metal grows as trees, gleaming in glorious plenty for anyone who finds the hidden groves, but I have yet to see such things with my own eyes…



A dwarf would chortle at the scanty magical lore gathered here, and it will even look paltry to the eyes of most sorcerer-smiths, who know and use far more alloys and a surprisingly large number of additional rare metals than I describe here.”
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�
War Metals of the Realms

Material�Availability�Cost

(Note 1)�Weight Adjustment

(Note 2)�Armour AC bonus

(+ve better)�Magic Equivalence�Weapon Speed Adjustment�Weapon

To hit Adjustment�Damage Adjustment�Save as, Adjustment��Iron & Steels�����������Iron, Inferior Steel�Common�x0.8�+20%�0�0�+1�0�0�Steel��Standard Steel�Common�x1�0�0�0�0�0�0�Steel��Fine Steel�Uncommon�x5-10�Ð10%�0�0�Ð1�+1�0�Steel��Superior Steel�Uncommon�x50�Ð
20
%�0�0�Ð1�+1�+1�Steel��Special Metals�����������Arandur�Very Rare�x50�0�0�+1�0�0�+1�Steel +2��Cinnabryl Steel�Rare �x20�Ð50%�0�+1�0�0�0�Steel��Darksteel�Very, Very Rare unavailable?�x300�Ð10%�+1�+2�0�+3�+1�Steel +2

(+4 vs. lightning)��Dlarun�Rare�x20�Ð10%�0�0�0�0�0�Steel��Glassteel�Rare�x
15
�Ð
10
%�0�+1�0�0�0�save as best of 


Stee
l or Glass
��Meteoric Iron�Rare �x100�+20%�+1�+1�+1�+1�+1�Steel +1��Mithril�Rare�x250�Ð25%�+1�+2�0�+2�+1�Steel +1 (+5 vs. cr blow)��Silver-Iron�Rare�x20�0�0�+1�0�0�0�Steel��Titanium Alloy (durang)�Uncommon�x10�Ð10%�0�0�Ð1�+1�0�Steel (+1 vs. acid & fire)��True Tungsten�Rare �x25�+100%�+1�+1�+1�+1�+1�Steel (–1 vs. cr blow, 

+1 vs. acid, +3 vs. fire)��Adamant alloys�����������From Volos Guide:�����������Adamantine�Very, very rare

�x500�Ð25%�+1�+3�0�+3�+1�Metal, special��Simon’s Version:�����������Adamantine�Very, Very Rare outside drow cities�x500�Ð25%�+1 to +5�+1 to +5�Ð1 to Ð5�+1 to +5�+1 to +5�Steel +1 to +5 (irreversably breaks down in sunlight)��Adamantite�Very Rare �x500�Ð25%�+2�+3�0�+3�+1�Steel +3��Adamantium�Very Rare�x150�0�+1�+1�0�+1�+1�Steel +1��Other Metals�����������Bronze�Common�x0.8�0�Ð1�0�0�0�0�Metal��Copper�Common�x0.75�Ð25%�Ð2�0�0�0�Ð1�Metal Ð2, Weapons break on a to-hit roll of 1��Electrum�Uncommon�x75�+25%�Ð1�0�0�0�Ð1�Metal��Gold�Common�x100�+100%�Ð4�0�+2�0�Ð2�Metal Ð2��Platinum�Uncommon�x100�+25%�Ð1�0�0�0�Ð1�Metal��Silver�Common�x20�0�Ð2�0�0�0�Ð1 (S & 

P-type)�Metal (–1 if pure)���

Explanation of Columns in War Metals Table:

Weight Adjustment: Percentage of change from the object in steel; a +ve number indicates an increase in weight.

Cost: Multiply normal cost from PHB by modifier. Note that I have set the prices very high, as they are designed to parallel items of minor magic. If adjusting, then modify ALL the figures, not just one or two, so as to keep the system intact.

Availability: affects chance they will be able in any shop/town/city.

Origin: Where the metal is originally from. Along with magical equivilance it determines what creatures can be harmed by the weapon.

Magical Equivalence: What the weapon is considered equal to for determining what creatures can be harmed.

AC: bonuses or penalties to armour class (positive indicates bonus) (e.g. Gold Chain Mail would be considered AC 9 instead of AC5).

Weapon Speed Adjustment/To Hit/Damage Adjustment: positive numbers are bonuses. No damage can be reduced below 1hp/HD.



Notes for War Metals Table:

1. Cost modifier for items made with special metals compared to conventional items (usually made of standard steel). Note that the minimum cost for any item made of special materials is about 50Ð100gp due to the scarcity of metal, difficulty to refine, and because the master craftsmen who work these special metals can demand such. So even a dagger of quality steel may cost 50Ð100gp, as would a quiver (20) of arrows or bolts. A short sword would cost 150gp (10x normal).



2. Note that for items made out some lighter metals such as bronze or many special alloys, weapons still weigh the same. Smiths use proportionately more metal than the equivalent steel item. For ‘inferior’ metals this partly makes up for their less resilient nature (this then counteracts the tendency of some softer materials to break more frequently and armour to yield more easily). For ‘superior’ metals, the weapons are more durable and effective (have to hit/damage/speed bonuses) rather than being significantly lighter.



What can I Hit With This Metal?

The Magic Equivalence column determines what creatures may be harmed by a particular metal.



Magic items are required to hit any creature requiring a ‘+1 or better to hit.’ The ability to actually hit many monsters then poses problems, especially on low levels. 



Some weapons, because of their superior materials and quality, can hit creatures that are normally deemed to require magic weapons to hit. This follows the principle of allowing higher HD monsters to strike said creatures (from the DMG, 4+1 HD monsters are considered able to hit Ô+1 or betterÕ, 6+2 HD can hit Ô+2 or betterÕ and 8+3 HD can hit Ô+3 or betterÕ). That is, like exceptional and powerful creatures, special weapons of exceptional quality, design, sharpness and perhaps even latent magical qualities (the special nature of the metal or refining process) have the ability to strike creatures that are immune to normal (standard quality) weapons.



So, if a creature needs a +2 or better magical weapon to be harmed, a metal with a +2 or higher in the Magic Equivalence column could be used to harm the creature.



Remember that though these metals are considered magical for purposes of creatures its able to hit they are not inherently magical, and also do not gain standard magic pluses on Ôto hitÕ and damage rolls. Some, however, allow targets to be struck easier (afford a bonus to hit) and cause greater damage (afford a bonus to damage). These bonuses are listed in the appropriate columns.



Item Saving Throws

This saving throw represents an item's general ability to withstand the effects of an attack form and is rolled like a characters saving throw.



(Table modified from Dungeon Masters Guide CD, Table 29)

Item�Acid�Crushng Blow�Disintegration�Fall�Magical Fire �Normal Fire �Cold�Lightng�Elect��Metal�13�7�17�3�6�2�2�12�2��Steel�12�6�16�auto�5�auto�auto�11�auto��Comparing �AD&D �1st Ed:���������Metal, hard�7�6�17�2�2�auto�auto�11�auto��Metal, soft, jewellery�13�14�19�4�13�5�auto�16�auto��

So, steel saves as metal with the following adjustmenst: auto save vs. fall, normal fire, cold, electricity; +1 vs all others (acid, crushing blow, disintegration, magical fire, lightning).



Note on Magic Item Saving Throws

All magic items gain a +2 to item saves. Items with a plus (a sword +1, for example) gain that plus as a bonus to the die roll. Magical items with no stated pluses should gain a bonus relative to their power. A potion would have a +1 while a miscellaneous magical item may have a +5 or +6. Further, if the saving throw is versus an attack the device was designed to counter (e.g., extreme cold vs. a ring of warmth), an additional bonus of +2 is allowed. (note this is +5 in AD&D 1st edition).

A Collection of War Metals



Metals and alloys are described under the following subheadings:

Occurrence/Appearance

Features/Properties

Corrosion

Lore/Uses



Note on Corrosion

Most metals corrode (oxidise in the presence of air). For simplicities sake I have assumed five rates or levels of corrosion over time (without maintenance), noting that these are generalities and not necessarily metallurgically correct:



Corrosion Level�Explanation�Real World

Examples��Non-�little or no oxidisation under normal circumstances �gold��Tarnish�forms a thin stable oxide surface layer (tarnish or patina) that dulls the sheen or lustre but protects the metal from further oxidation �brass, bronze��Oxidising�continually corrodes or rusts, eventually destroying (totally oxidising) the metal. Maintenance (oiled and polishing) slows oxidising greatly.There are three rates of fully oxidising metals (unless otherwise noted, assume oxidising metals corrode at the same rate as basic steels):����Slowly Oxidises: forms a tarnish initially but, without maintenance, fully oxidises over long time periods. �copper���Oxidises: will start to corrode/rust within a tenday if not maintained.�steel���Readily Oxidises: starts to corrode/rust within a day if not maintained.�iron��

In general, the less reactive the metal, the slower the rate of oxidation. Note that metals found or mined in pure form are generally less reactive (as they obviously don’t oxidise easily in nature), so are less prone to corrosion. Metals found in ore form (in chemical association with other materials) are more reactive and hence more prone to corrosion. [This fact is what estimates of corrosion rates for the purely fantasy metals are based on.]

Basic Irons & Steels



Iron



Occurrence/Appearance

Iron is a very common metal, mined throughout the Realms and Underdark from large sedimentary ore bodies (mostly hematite and magnetite), from which the pure metal is smelted. Iron is tougher but more brittle than steel. However, heavy bludgeoning weapons (such as maces) are traditionally cast from iron. Note that inferior grade steel (as may be used in poor and isolated human areas and amongst many humanoid cultures) is treated as iron for game purposes.



Features/Properties

Iron is a dark grey metal with enough malleability to be forged, cast or drawn into all manner of objects. 

Iron is harder than copper, easily tooled, and fairly malleable when annealed (cooled slowly). When water-quenched (tempered) it becomes much stronger and more brittle. 

Lighter than copper, iron melts at a higher temperature than any other common metal. When heated until red hot, iron becomes very malleable and somewhat ductile, and it usually worked in this state. It can be cold forged and worked by a smith (cold working takes place at up to about 300 degrees celsius).

Weapons grade iron costs the 20% less than the same grade of steel, although it weighs 20% more. Weapons suffer a +1 penalty to weapon speed, unless the weapon is usually made out of iron (e.g. maces and similar B-type weapons).

Iron weapons are often cast into a sand or fired-clay mold. Most iron weapons have their surfaces case-hardened by cementation (packing the iron object in charcoal in a closed furnace, then quenching in water), leaving the interior of the weapon more flexible iron.

Saving throws as Steel.

Conductor of heat and electricity, and is easily magnetisable.

Iron can be enchanted normally, having an affinity for potent dweomers; and is used in spells and items relating to force and strength. Alchemists value iron for tis dominant nature, reatining its properties even when mixed.

Cold-forged iron weapons are especially effective against some fiends, being able to hit even those usually requiring ‘magic’ weapons to damage (see individual monster descriptions).

Weapons of unalloyed iron affect faerie creatures (folk of the Seelie and Unseelie Courts) as silver affects lycanthropes (and causes an additional 1hp damage per hit).

Druidic magic is strengthened by iron (+1 to any enchantment if it is added as a component, or if potions are prepared in iron containers).



Corrosion: Readily Oxidises

Iron readily oxidises in all but the driest climates, starting to rust within a day if not kept oiled. Weapons and armour need more frequent care than the equivalent steel equipment (brushing, oiling and sharpening).



Lore/Uses

Iron is the cheapest and most abundant, useful and important of all meatls. It forms the metallurgical base for all advanced cultures on Toril (Unther and Mulhorand are still predominantly bronze users; and iron is expensive in Maztica and some areas of Kara-Tur). Annealed iron is used in a vast range of utilitarian and everyday objects (such as cookware, fences, gratings, architecture). Tempered iron is used for some weapons and armours, but more often for nails, tools and horseshoes. It is combined with other metals to make different alloys, most importantly with carbon to make steel. 



Purpure

A rare variety of normal iron ore, it naturally has a purple metallic sheen to it. This sheen is retained when purpure is processed into steel. Purpure steel weapons are the arms of choice for Sword Coast nobility (especially when refined to fine quality or superior grade). Cost is up to 5 times the equivalent quality steel, and seems more readily enchantable (+5%) than normal steel. Purpure is mined from shallow deposits on some islands in the Trackless Sea (notably Toarbridge, Mintarn and on scattered Nelanther isles). (Modified from the White Dwarf adventure, The Sunfire’s Heart).



Steel



Occurrence/Appearance

All steels are hard metal alloys of varying amounts of iron, carbon and other trace elements. The addition of carbon to iron makes it stronger, more resilient, and able to hold a much keener edge. 
Steel is generally a mid grey colour, that polishes to dull silvery sheen when worked or honed. Better quality steels are a cold blue (generally, the bluer the steel, the better the quality).



Features/Properties

Steel yields the greatest strength and hardest edge of all commonly available metallic substances.

In this article, it is the basis on which all other metals are referenced.

Saving throws as Steel (that is, it saves as metal with the following adjustments: auto save vs. fall, normal fire, cold, electricity; +1 vs acid, crushing blow, disintegration, magical fire, lightning).

It can be enchanted normally, and accepts enchantments as easily as iron.



Corrosion: Oxidises

Steel will start to rust within a tenday if not oiled regularly, or faster in humid climates. Regular maintenance (oiling, scouring and polishing) and carfeul heat treating minimises rusting.



Lore/Uses

Steel is the standard metal used in armour and weaponry throughout the Realms. It is also used for a wide range of utility wares (everyday objects such as pots and pans and wheels). In more advanced humanoid cultures, stamped steel is often used as coinage.



Inferior Steel

Steel used among poor and isolated human areas and amongst many humanoid cultures is usually of inferior grade. Iron of low purity may be used due to poor smelting techniques. Outdated metal treatments are practiced: such as poor-quality case hardening. Inferior steel is treated as iron for game purposes.



Steel (Standard Steel, Swordsteel)

This is standard grade steel, the average of what is found across the human lands of the realms, and used in most areas (that have steel age technology) for weapons and armour. Use standard stats for weight, cost, speed, etc. of armour and weapons. Steel weapons and armour are made by careful case-hardening and subsequent forging; as well as by layering and welding together steels of varying hardnesses, to produce hard yet durable items.



Fine Steel (Quality Steel)

This is high grade fine steel that either:

comes from unusual or exceptionally pure iron deposits, and have undergone special refining and alloying processes, often with unusually pure carbon and using rare or secret amalgams, or 

has been worked and crafted into quality equipment by exceptional craftsmen with more time, skill and care than the average smith. 

Master craftsmanship OR the highest quality materials are the hallmarks of fine steel.



Arms and armour made using fine steel by expert craftsmen have had more time spent in general tempering and finishes, the balance of the weapon or the cut and working of the mail or armour plates. Quality weapons are carefully made to be perfectly balanced, light in the hand, but heavy in the blow. Blades and sharp weapons may be forged from the finest steel for flexibility and sharpness; the steel carefully folded, hammered, and tempered to a superb edge. Other weapons are specially hardened, hammered and weighted.



Items cost 5–10x as much as normal steel. Due to the workmanship, armour made of Fine Steel weighs 10% less than normal. Weapons gain a +1 to hit and –1 speed, as they are exceptionally well-balanced, light, or quick. Carefully made weapons and armour made of fine steel are commonly referred to in texts as ÔqualityÕ items. Note that poorly maintained fine steel will eventually degrade to lesser quality steel.



Much of the arms and armour made by dwarven craftfolk is of fine steel, which accounts for their popularity and expense, so most equipment of dwarven manufacture can be assumed to be of this quality. The most skilled human smiths of Kara-Tur are also major producers of quality arms and armour (see Oriental Adventures). Some elven communities produce elven steel, which is a type of fine steel (and which can also be alloyed with small amounts of mithril to produce the alloy used in making enchanted elven chain mail). Hamaad (or calishite war metal) is refined, heavily tempered and folded steel that corresponds to quality steel (see Empires of the Shining South, p192), and approximates the famous Damascus or Toledo steels of Earth.



Quality equipment may not be immediately apparent to normal folk, but the craftsmanship or materials is immediately recognisable to those proficient in that weapon or armour type, or with appropriate NWPs such as blacksmithing, weaponsmithing or armourer. In addition, nearly all dwarves can tell the the quality of metals and equipment (in addition most can identify any metals known to them, and many tempering substances and forging techniques).



Superior Steel

This is the most exceptional grade of steel available: it is mined from the most pure of iron deposits, and has been carefully refined with the purest of carbon and secret amalgams, and has undergone numerous alloying and forging processes, creating a steel that is superior to all other common alloys. This metal is only available from the most skilled of metallurgists, those who spent their lives furthering the arts of refining, tempering and folding steel alloys. Items fabricated of this steel must be lovingly made by master craftsmen. Both exceptional craftsmanship AND the highest quality materials are the hallmarks of superior steel.



Items cost 20–50 times normal
. Armour weighs 20
% less than normal (that is, it can provide the same effectiveness from 2
0
% less material than normal steel). Weapons gain +1 to hit and damage as well as gaining a Ð1 bonus to weapon speed. Note that poorly maintained superior steel will eventually degrade to lesser quality steel.



The best dwarven equipment is often of superior grade (so many experienced dwarven fighting folk will have access to superior items). The famed echo blades, made by the dwarven artisans of the Hall of Echoes in the Deep Realm (Earthheart) and much sought after in the south, are usually of superior grade. Elven steel and hamaad, when worked by true masters of their craft, produce superior items. On earth this corresponds to the very best of the folded Japanese sword steels (of the later part of the Old Sword period, between 1300 and 1450, a time dominated by the superb smiths of the five swordmaking schools: Bizen, Yamashiro, Yamoto, Soshu (Sagami), and Mino) and modern-day tool steels.



The difference between fine and superior steel

Fine (quality) steel is exceptional in either the quality of its materials and its refining process, OR in the forging and craftsmanship of the item itself. Superior steel is exceptional in both. If a lesser craftsmen uses the best iron and carbon, and the best refining and forging process, they can still only produce quality items, at best. Likewise if the most skilled master craftsman can only access common materials, he too can produce quality items at best, no matter how much time and care he takes.

Special Metals and Alloys



Arandur

(from Volo's Guide to All Things Magical)



Occurrence/Appearance

Arandur is a rare natural metal found in igneous rock, usually as streaks of blue-green ore amid vitreous glass. So that it does not become as brittle as the glass it is found in, it must be tempered with the blood of a red or blue dragon in its forging (so high-grade Arandur is understandably rare!) The finished forged metal is silver-blue with a green reflective shine.



Features/Properties

Can be used pure or easily alloyed with other metals.

S or P-type weapons made primarily of arandur is +1 to damage due to its ability to hold a strong keen edge and hard finish. Weapons made of Arandur have a magic equivalence of +1.

Armour or shields made of arandur partially absorb magic missile energy, taking ld2hp less damage per magic missile bolt directed at them, to a minimum of 1hp. [Depite what it says in Volos Guide, a weapon has too small a surface area nd volume to absorb and disperse the energy. I give weapons +1 damage instead.]

Item Saving throws are as Steel +2.

Items can be enchanted normally, and it is the usual metal used for swords of sharpness and vorpal weapons.



Corrosion: Tarnishes

Holds a good edge even when not well maintained.



Lore/Uses

Once the exclusive secret of the gnomes, this legendary metal has since been worked by elven smiths of Evereska and Evermeet. Many gnomish locks and hooks, as well as some fabled elven warblades, have been forged of arandur, though new forgings (and folk who know how to work the ore) are both rarer than ever today.



Cinnabryl Steel (Red Steel)

(from Savage Coast/Red Steel Campaign Setting)



Occurrence/Appearance

This is steel residue left after the ÔdepletionÕ of the metal-like cinnabryl. Most famous on the world of Mystara, it is found on Faerun in small quantities of rough but quite pure steel in the Shining South and Utter East (perhaps indicating that all natural cinnabryl on Toril must have decayed to red steel long ago). Has a vermillion (deep red) cast to the steel when worked or tarnished, which can be shined to a blood red colour. 



Features/Properties

Red steel behaves as normal steel, though only weighs half as much, and can hit creatures that need +1 or better to hit.

A small amount of pure cinnabryl (at least 2 ounces worth) worn next to the skin, protects against harmful curses (+2 on saves, though it decays away at a rate of ½ ounce each time a curse save is called for).

Cinnabryl steel resists enchantments, except those specifically increasing its combat abilities. Thus its only magical application is for weaponry.



Corrosion: Tarnishes-



Lore/Uses

Most often forged into weapons, to make use of its special proporties. Evil and militant folk of the south are known to prefer red steel because of its sheen that is the colour of blood (and so has a potential to strike fear into the hearts of their foes).



Darksteel

(from Volo's Guide to All Things Magical and FR11 Dwarves Deep)



Occurrence/Appearance

This is a rare steel alloy whose composition and refining was a secret of the lost Ironstar dwarven clan. The alloy is silvery in hue when polished or cut, but its exposed surfaces have a deep, gleaming purple lustre, and reputedly almost as hard as adamantite. Can can found rarely as ingots from old treasures chambers or old dwarven mines, or already forged into weapons and armour. The secret of its composition and manufacture seems as lost as the Ironstars themselves.



Features/Properties

Item saving throws as Steel +2 (+4 vs lightning).

Darksteel behaves like steel but is lighter, and when coated in certain oils whose formula is known to few and heated in even a small fire, it becomes molten, and can be poured into molds (even simple sand molds) to be cast into a new shape. 

Remarkably, darksteel can be melted and recast without destroying or (usually) altering existing enchantments on the metal. Moreover, darksteel is durable and takes new enchantments readily, even if it is already dweomerladen. It has the further property of absorbing all natural and magical lightning or electrical energy (not heat, and not magic missiles or other pure energy pulses) into itself, without conducting any of it (or its damage) to a wearer or being in contact with it.



Corrosion: Slowly Oxidises

Tarnishes to a deep gleaming purple lustre, and very slowly oxidises over time.



Lore/Uses

The unique properties of darksteel make it very valuable, and it is eagerly sought by dwarves and by adventurers of other races. Certain smiths in Neverwinter and Waterdeep have standing offers of 7,000 gp or more for an intact darksteel ingot. It is then reworked into weapons and armour (often magical).



Dlarun

(from Volo's Guide to All Things Magical)



Occurrence/Appearance

This bone-white metal can take a high polish and is often mistaken for ivory when seen in finished items, but it has a distinctive greenish sheen in candlelight and when in the presence of magical radiances. 



Derived from roasting clay dug from the banks of certain rivers, dlarun is first gathered as white chips among the fire ash, which are then melted in a hot crucible filled with a secret mixture of liquids (most from plants of the deep South). A lump of soft, soaplike metal results that can be readily carved by anyone with a sharp knife. When the desired end result has been achieved, a second heating (in the open flames of a fire fueled and supplemented by secret ingredients, this time) transforms the metal into lightweight rigidity. 



Features/Properties

Dlarun is used in pure form, and is not alloyable.

If used in armour or a weapon, dlarun will function as steel. 

Item saving throws as Steel. It can be enchanted normally.

Will steady the mind of the being in direct (bare flesh) contact with at least a pound of the metal (+1 on saves vs enchantment/charm and illusions/phantasms, or similar psionic effects).



Corrosion: Non-



Lore/Uses

Dlarun is a little-known metal mined exclusively by halflings from the southern realm of Luiren, who guard the secret of its forging, and sell only the finished metal. Dlarun is usually encountered after having been
 formed by halflings into 
animal or plant-shaped figurines, inlay plates, 
and hilt
s for weapons (guard
, 
grip 
and pommel adds up to the pound needed to confer its special abilities)
. It is also fashioned into light helms, to make the most of its light weight and its mind-protection properties.



Glassteel



Occurrence/Appearance

This is steel that has been enspelled with the glassteel wizard spell. Legends suggest a natural form of glassteel can be mined from certain areas of the Hordelands (the Sirenum dwarves of the Firepeaks are known to sell small quantities, having mined it out of the surrounding crystalline skystone).



Features/Properties

Acts as normal steel (except it does not conduct electricity), but
 costs x15 and weighs 10% less
.

Saves as the best of steel and glass.

It shows up as slightly magical under a Detect Magic spell. It is considered magical for purposes of creatures its able to hit (can hit creatures that need +1 or better to hit).



Corrosion: Non-

It will not rust like steel (as it is no longer a metal) but needs to be kept polished and possibly sanded (so at least the same level of maintenance is required). 



Lore/Uses

Glassteel is expensive as only powerful wizards can produce it. The small amounts available are generally used for a variety of laboratory equipment, windows in wealthy villas or spelljamming vessels, or for an exotic-looking weapon or armour suit. The exceptionally rare winged elves (the Avariel) prize glassteel, using it for much of their armoury and architecture (which suggests they have an alternative supply or means of manufacture).



Meteoric Iron (Starmetal)



Occurrence/Appearance

This metal is only found on the Prime Material and even then is rare at best. It is forged from ore garnered from meteors that have fallen to Toril’s surface. It cannot be harvested from amongst the rocks of space because it is the process of entering the atmosphere that gives starmetal its special properties. Starmetal appears as a very dull, dark form of normal iron.



Features/Properties

It suffers from the same weight penalty as normal iron. Items made of Meteoric Iron weigh 20% more and cost 100x as much. 

Weapons gain a +1 to hit bonus, do +1hp damage, but suffer a Ð1 penalty to speed, and have the ability to strike creatures which normally require +1 magical weapons to harm them. Armour gains a +1 bonus. 

Objects made of starmetal save as Steel +1.

Items can be enchanted normally.



Corrosion: Non-

Meteoric Iron is dull and can sustain little shine. Nevertheless its origin, and the changes brought about by its passage through the atmosphere, make it immune to normal corrosion.



Lore/Uses

Usually used to produce weapons and armour. Meteoric iron is considered holy by a number of faiths, especially the churches of Selune, Shar, Shargaas, Sehanine and Corellon. 



Mithril (Mithral, Truemetal, Moonsteel)

(from Volo's Guide to All Things Magical and FR11 Dwarves Deep)



Occurrence/Appearance

Mithril is a pure, silvery-blue, shining metal especially prized by elves and dwarves (who call it truemetal), and who are both expert in smelting pure mithril from its glittering, soft silvery-black ore. This rare metal is found in very small deposits all over Faerun (from the depths of the Underdark to surface rocks), particularly in the easternmost Sword Coast northlands. 



Features/Properties

Mithril is the lightest and most supple of metals hard enough to be used in the making of armour. It is astonishingly resilient (durable and flexible under stress). Items made of mithril weigh 25% less. Weapons gain a +2 hit bonus and +1hp damage; Armour gains a +1 bonus. Additionally, weapons made of mithril have the ability to strike creatures which normally require +2 weapons to harm them, and will affect creatures vulnerable to silver.

Saving throws as Steel +1 (+5 vs crushing blow).

Against magical attacks, it has an unpredictable nature: when magic contacts a substantial amount of mithril (basically an armour suit or more) it is altered 50% of the time: giving a + 1 saving throw bonus or lessening damage done by the magic by 1 point per die to to beings very nearby (in other words, the wearer of mithril armour). The result more favorable to the mithril wearer should be chosen.

Can be enchanted to make the most powerful of items.

Items of mithril often glimmer slightly in the presence of moonlight.



Corrosion: Non-

Very resistant to corrosion. 



Lore/Uses

Mithril is one of the most treasured metals in the Realms, both for its excellent combat performance and because it affects creatures as silver. Elves hoard mithril (using it in the making of most of their magic arms and armours), and try to control areas where it occurs. Deposits are scattered in small veins and pockets all over Faerun, but concentrated mostly in the easternmost lands of the Sword Coast North (such as beneath Mithril Hall and scattered beneath the High Forest). Mines are usually under the control of wary elven or dwarf clans. The secrets of its working are closely guarded. Mithril is used to make fine jewellery, quality armour (usually mail) and excellent weaponry.



Mithril is usually used pure. It can be alloyed with a small amount of steel without diminishing its special properties. The famous elven chain mail, an northern elven speciality and semi-secret. Note that elven chain uses small amounts of precious mithril alloyed with quality steel to give strength and flexibility to the fine chain links. Such elven chain gives the protection of normal chain mail, and yet is flexible and light enough to be worn (though quite noticably) under baggy clothing. (Note that the fine and intricate construction process is just as important as the material used). Legends say that mithril can be alloyed with superior steel in secret processes to make adamantite, but the veracity of this is not known.



Silver-iron

(from Dragon 149)



Occurrence/Appearance

Silver-iron is not an alloy, but rather a semi-magical (or alchemical) bonding of silver and cold iron. The finished products, almost always weapons, have a mottled black and silver appearance. 



Features/Properties

Functions as steel except that weapons made of silver-iron have a +1 magic equivalence, and may have additional effects on creatures with particular vulnerabilities to either cold iron or silver.

If the weapon is hit by a rod of cancellation, anti-magic ray or the beam from a wand of negation, the silver, cold iron, and handle (if such exists) separate from each other. The silver and iron components must both make saving throws as Metal in the case of most magical attacks to prevent them from separating (into a masses of jagged chunks of pure silver and iron). The bonded nature of the metals gives a saving throw of 10 vs. rusting attacks like those of a rust monster. 



Corrosion: Tarnishes (silver) and Readily Oxidises (iron), so is maintained like a cold-forged iron weapon.



Lore/Uses

Silver-iron weapons have a striking mottled appearance. In the Realms they are generally produced in dwarfholds or around the Vilhon Reach (and legends say they were first made by the dwarves of lost Oghrann) and are considered a preferred sidearm of many of the affluent of that region.



Solbar

(from Empires of the Shining South, p192)



Occurrence/Appearance

Solbar is an alloy of silver, steel and several reagents. It is produced in tiny quantities by several skilled metallurgists in the Shining Sea region of southwestern Faerun, though knowledge of its refining was more common during the Age of Shoon. It is noted for its light blue-grey sheen that never tarnishes, and is often mistaken for electrum (which is brighter and more blue). 



Features/Properties

Functionally the same as steel. Costs up to ten times normal steel.

Item saving throws as steel (+1 vs lightning).

Solbar accepts enchantments as normal steel; but readily accepts enchantments dealing with electricity or lightning (+15%) and is used in some related alchemical preparations. 



Corrosion: Non-



Lore/Uses

It is said to be preferred by southern mages when producing magic items, especially rings (it was of old often seen in the famed Shoonrings) and items dealing with electricity or lightning. In weapons and armours, it corresponds to normal steel, while maintaining its untarnishable nature.



Titanium (Durang)



Occurrence/Appearance

Titanium is a lustrous white metal. Titanium is mined from igneous ore bodies, from the minerals ilmenite, rutile and sphene. Dwarves jealously guard most of the known deposits of titanium (durang in Dethek) and value it highly.



Features/Properties

Titanium is strong and lightweight, ductile when pure and malleable when heated. 

Titanium saves as Steel (+1 vs. acid and fire).

Items of alloyed titanium are equivalent to fine steel.

Titanium is readily enchanted (+5% to item creation rolls).



Corrosion: Non- to tarnishes

Titanium is known for its excellent resistance to sea water.



Lore/Uses

Titanium is principally used in a range of alloys to impart strength, and is prized in weapons grade steels. Items of pure titanium are used when heat resistance is required.



Tungsten



Occurrence/Appearance

Tungsten is a steel grey to tin-white metal. It is rare in nature, being mined from tiny deposits of wolframite ore in the nothern mountains and adjoining Underdark. Its workability decreases with impurity, so at present only dwarves possess the metallurgy skills to purify the metal sufficiently to put it to good use (and who feel akin to its enchantment-resisting property). This pure tungsten is referred to a essential or true tungsten.



Features/Properties

Tungsten has the highest melting point of all normal metals, and is as heavy as gold  (almost three times iron). It can only be worked in the hottest of forges, usually either magically heated or those with access to geothermal vents (magma is the most efficient heat source). 

Items of true tungsten make saving throws as Steel (–1 vs. crushing blows, +1 vs. acid, +3 vs. fire). 

Items of true tungsten (though annealed the increase durability and toughness) can be considered to behave like meteoric iron, but weigh twice as much as the equivalent amount of steel.

Tungsten resists enchantments and is not used in magic rituals.



Corrosion: Tarnishes



Lore/Uses

Tungsten is used in small quantities in special alloys to produce the hardest tool steels known, and which have excellent heat resistance. If of sufficient purity, this true tungsten can be used for making items of extreme toughness and heat resistance, such as weapons, armour and forge tools. Tantalum (a grey, heavy and very hard metal that is difficult to extract from its parent ore) can be considered to act the same as tungsten.



Zardazil

(from Volo's Guide to All Things Magical)



Occurrence/Appearance

This rare, durable, amber-to-red ferromagnetic metal is (thus far, at least) found only in mountains and delves around the Lake of Steam (particularly near Saelmur) and in certain sand-scoured fissures in the heart of Raurin. It is a very soft metal, and because of this is never used in pure form, but rather alloyed or used to sheath other metals. It can be added to other metals in perfect bondings, apparently vanishing into them in alloys that assuming all the properties of the other metal.



Features/Properties

When added to other metals the resultant alloy has all the properties of other metal (note that it cannot be added to an existing alloy, like steel, but only other pure metals). 



Alloys of zardazil gain one additional beneficial property: the ability of any item partially or wholly composed of it to body phase with the first being whose blood it spills. When a zardazil blade wounds its first creature, it inexorably begins a spell-like internal alteration that takes a full turn (though it can be used normally during that time and does not look or feel any different). At the end of that turn, the zardazil weapon behaves as it has always done for and to all other beings in Faerun, but it cannot ever harm the being it first wounded again. Instead, the weapon passes through the body of that being harmlessly, as though the body is not present, in a manner similar to, but not exactly like, an ironguard spell (see FR4 The Magister or Pages from the Mages). Such woundings are often done deliberately to enable a being to carry a concealed weapon: The weapon is simply slid into the body and carried internally until needed, whereupon—without bloodshed or internal damage—it is plucked forth for use. Used by several Waterdhavian noble ladies in recent years to defend themselves against attackers; it is suspected that Ardrethra Laurindar, a professional slayer who has posed as an evening escort in Calimport and Westgate to gain access to her targets, also employs such a weapon.



As long as at least a quarter of the weapon alloy is zardazil, the entire weapon enters a state of body phase: It is able to coexist with the body it is linked to, and out of the reach of all magics such as heat metal, enlarge, or other spells that spell casters may attempt to apply to do harm to the weapon carrier. This causes it to fall right through the body of the carrier unless a nonmetal part of the weapon is present. Usually a leather hilt grip or a loop of cord strung through a hole in the pommel is used to prevent this. The weapon hangs, swinging freely inside the body, from this nonmetal part, so the part is usually fastened to an anchor on body armour or a harness in the shoulder area.



The presence of a body-phased zardazil blade does not affect the body containing it in any way (weight, bodily processes, spells cast on the person, and so on are all unchanged. The blade moves with the body if magic or physical actions cause the body to tele port, change planes, and the like, but is itself lboth metal and pro truding nonmetal portions) unaffected by magic) even when this causes it to part company with the body it is linked to. Blood, poi sons, and other contaminants a blade might have acquired while in use are not communicated to the body when the blade is slid back home; it is in body phase rather than being in direct contact with organs, bones, and flesh.



Note that a zardazil blade does not pass through clothing with is all-metal and contains zardazil, so a swordpoint that might hap pen to protrude from a tvvisting or bending body need not be uncovered and dangerous. Except by such an emergence, a zardazil blade in body phase does not betray its presence in any way, including to magical scrying or metal detection. Multiple nonmetal anchors, such as leather thongs tied to fine chains affixed to the top and bottom of a sheath and incorporated into external garments could well prevent unintended exposures of zardazil weapons. Some anchors have been cleverly woven into long hair or otherwise concealed so that seemingly defenseless prisoners have surprised their captors by producing weapons. Except where the special property of zardazil comes into play, items containing zardazil make all saving throws as the metal the zardazil is bonded with.



Corrosion: Same as the metal it is alloyed to.



Lore/Uses

Due to the special property of zardazil, it is mainly used to make smaller bladed weapons. 

Adamant-based alloys



In the following section two versions of adamant-based metals are described. The first version is as listed in Volo's Guide to All Things Magical. The second version is by Simon, and was written to reconcile conflicting interpretations of adamant/adamantite/adamantine/adamantium in the Dungeon Masters Guide, Dwarves Deep, Drow of the Underdark and Volo's Guide to All Things Magical. Simon also endeavoured to make each alloy different and unique from the others.



Version 1: (as per Volo's Guide to All Things Magical) 



Adamant/Adamantine/Adamantite

(from Volo's Guide to All Things Magical)



Occurrence/Appearance

Adamant is the pure metal form of the hard, jet-black ferromagnetic ore known as adamantite, from which the famous alloy adamantine is made. Adamant is rarely found in nature, but when it is, it is always be in large spherical pockets in hardened volcanic flows. Adamant is a gleaming, glossy black. Any reflections seen in it acquire rainbow edges, and this peculiar optical property is the sure-fire way to identify this surprisingly light, valuable metal.



Adamantine (of adamant, silver and electrum): This alloy, of five-eighths adamant to two-eighths silver and one-eighth electrum (itself a natural alloy of silver and gold) retains the hardness of adamant, but combines it with a rugged durability that makes adamantine so hard to shatter that it is the favored substance for the making of war hammer heads, the best non-mithril armour, and harbor chains.



Adamantine (of mithril, steel and other rare metals): By one of the miracles granted by the gods, adamantine can also be derived by combining steel and mithril—if one knows how. The process is almost as arcane as that necessary for making a philosopher's stone and requires a smith, a mage, a priest, and an alchemist (at least) to complete. 



Adamantine is tricky to make, and must be forged and worked at very high temperatures by smiths who know exactly what they are doing and who have access to special oils to slake and temper the hot metal in. Almost all such expert smiths are dwarves, as the Deep Folk guard the secrets of working adamant jealously, but a priest or wizard seeking to enchant items can make use of finished adamantine items and need not necessarily have to work with a smith to create an adamantine work anew. Dwarves are forever searching for even better alloys than the famous adamantine.



Features/Properties

Adamant is one of the hardest substances known on Toril, but it is also brittle. A sword made of adamant could slice through most metals, but would snap off if struck by another blade or even a smartly wielded wooden cudgel. It sees use in Faerun only in dwarven experimentations and in styluses used to etch metal with names, strike chased ornamentation, and imprint inscriptions. Such a stylus shatters if dropped to the floor, though the chips can be used to scratch things.

Adamant is worth five times its weight in gold and takes enchantments readily. Some dwarves have worked together with human wizards to make adamant plate armour bound about with enchantments so that when it shatters, the pieces hang together around the wearer, providing some (albeit flawed) protection. 

Items made primarily of adamant automatically succeed in all item saving throws vs. normal fire, cold, and electricity. They receive a + 6 bonus to all item saving throws vs. magical fire and a +4 bonus to all item saving throws vs. acid, disintegration, and lightning. Unless items are enchanted to compensate for adamant's brittle nature, however, they receive a -4 penalty on all item saving throws vs. crushing blow and fall. Adamant shields against all fire and heat, magical or nonmagical, that it comes in contact with, so a wearer of adamant armour can stride through a small fire (one which still allows him the use of some oxygen to breathe) unscathed and even emerge from a fireball blast suffering only 1d6 points of damage from fiery damage to exposed areas. 

Items made primarily of adamantine save as Steel +3.

weighs 75% as much as steel

easily takes the most powerful of enchantments.



Corrosion: Non-



Lore/Uses

Used mainly for armour and weaponry, to make the most of its properties of incredible strength and extraordinary resilience.



Version 2 (Simon’s modifications)



Adamant

Superior to and rarer even than mithril, this is the most powerful of the metals found on the Prime. Its natural form is only found within the depths of the Underdark and as such, is usually only found in the hands of those who live deep underground. Because of its rarity it is highly prized, and the small deposits are jealously guarded, mostly by drow and duergar. It is a hard, jet black ferromagnetic ore found around hardened volcanic flows; and is refined by exacting and largely secret methods into one of two alloys: the dark, flexible adamantine (adamantium if of insufficient purity) and the durable but difficult-to-work adamantite. Both are invariably dull black, and will not normally shine. If heavily honed or polished the alloys have a soft green sheen.



Adamantite

(From FR11 Dwarves Deep)



Adamantite alloy is second to none in terms of strength, hardness and durability. A few clans of deep-delving dwarves mine rare deposits of adamant and laboriously refine it using secret methods into adamantite, creating mighty weapons and armour to aid their desperate conflict against the fell races of the Underdark. The few adamantite-alloy items that exist on the surface world are almost certainly dwarf-made.



Items made from adamantite weigh 25% less and cost 500x normal. Weapons gain +3 to hit and +1hp damage; armour gains a +2 bonus. Weapons are able to affect creatures requiring +3 enchantments to harm.



Adamantite takes far longer to smelt with the rare alloying materials, and many times longer to work than other steels (dwarves say this is why the lazy drow short-cut the process by irradiating adamant into adamantine instead of manually working the adamant into adamantite).



Adamantine (Drow Steel)

(from Drow of the Underdark, p.88)



Drow of the Underdark are rumored to hoard an abundance of adamantine, an alloy of adamant made malleable by carefully exposing the alloy components to a specific combination of radiations and enchanted materials. This process takes a long time, and hence is on-going: the adamant ore that will be used in the adamantine alloy may spend a year or more baking in the cold, hard radiations of a guarded, highly-prized natural cyst-cavern, in the heart of what was once a magma flow.



The resultant adamantine is used to create the legendary quasi-magical items of the Drow. Irradiated adamantine has powerful properties, which are further enhanced through enchantments cast by Drow sorcerer-smiths. These items do not radiate a magical dweomer, even if further enchanted, and weigh 25% less than equivalent steel items. 



When items are first irradiated, they save as Steel +1. Weapons are Ð1 bonus to speed, +1 to hit, +1hp damage, and have a +1 magic equivalence. Armour is +1AC. If they are further enchanted (over time with many irradiations, or in the same way as normal magic arms and armour are produced) they take on more powerful abilities (up to +5). Items made of adamantine correspond in all other ways to normal magic items with regard to cost and stats (drow mesh armour is equivalent of +1 to +5 chain; their bucklers are equivalent to +1 to +3, and their weapons (most often short swords and maces) can be enchanted up to +4). 



Adamantine is unstable and will break down in direct sunlight. When exposed to the sun for more than 2 rounds at a time (and any exposure totalling 5 rounds in a 5 day period), irreversible decay begins. Within 2d6 days, the items lose their properties, and crumble to a worthless powder (that may have alchemical uses, but cannot be reconstituted into adamantine). Drow items, when not exposed to the Underdark radiation sources and if they are carefully protected from the sunlight, lose their properties after 1d20+30 days, thereafter performing as normal steel items (though still 25% lighter and non-corrodable, of course). They retain their shape and usefulness as normal items indefinitely as long as they are not exposed to sunlight. To retain their full properties, a drow item must be exposed to a radiation source in the Underdark for one week in every four. Most such areas are jealously guarded by the drow, who build their settlements close by. These radiation sources only appear on the Prime (and probably in the domains of the Drow pantheon) and, oddly enough, drow adamantine immediately begins to decay (as if affected by sunlight) when taken to another plane.



Non-irradiated adamatine is rumoured to have been produced in ancient times by dwarves combining mithril and steel (FR11 Dwarves Deep, p5), but the truth of this legend is not known.



Adamantium

This is simply adamantine alloy of insufficient purity or properties to maintain an irradiation. Drow sell significant quantities of adamantium to other Underdark races when they discover it will not hold an irradiation. Adamantium is deliberately refined from adamant alloy by derro and duergar, who usually do not have access to the radiation cysts to create adamantine. 



While it is not as strong as adamantine, it has the advantage of not decaying in sunlight, and so is used by Underdark peoples when raiding the surface. Items made of adamantium weigh the same as their steel counterparts and cost 150x more than normal. Weapons gain a +1 to hit and +1hp damage; Armour gains a +1 bonus. Items count as +1 magical weapons and save as Steel +1. 



Features/Properties of all adamant alloys

Adamant and its alloys are among the hardest substances known on Toril. Adamant itself is also brittle, so much so that it must be alloyed to produce effective combat equipment.

Adamant and its alloys weigh about 25% less than steel and readily take the most powerful of enchantments.

Items made primarily of adamant automatically succeed in all item saving throws vs. normal fire, cold, and electricity. They receive a + 6 bonus to all item saving throws vs. magical fire and a +4 bonus to all item saving throws vs. acid, disintegration, and lightning. Unless items are enchanted to compensate for adamant's brittle nature, however, they receive a -4 penalty on all item saving throws vs. crushing blow and fall. Adamant shields against all fire and heat, magical or nonmagical, that it comes in contact with, so a wearer of adamant armour can stride through a small fire (one which still allows him the use of some oxygen to breathe) unscathed and even emerge from a fireball blast suffering only 1d6 points of damage from fiery damage to exposed areas. 

Items made primarily of adamantite alloy saves
 as Steel +3. Adamantine items s
ave as Steel +1 to +5, dep
e
nding on their degree of irradiation and enchantment (see above). Adamantium saves as Steel +1.



Corrosion: Non-



Lore/Uses

Used mainly for armour and weaponry, to make the most of its properties of incredible strength and extraordinary resilience.

Other Metals and Alloys



Antimony

A brittle, lustrous white metal occurs in nature as pure metal or as a steaked silvery crystalline ore, stibnite. Found in veins and hot spring deposits, or as a by-product of lead-zinc and mercury mines. The ore must be smelted to obtain pure antimony, which is then used in a variety of alloys (most importantly, it is mixed with tin and lead to make pewter), metal treatments and paints, and in alchemical mixtures (especially associated with medicines and weaker poisons).



Arsenic

Pure arsenic is a steel grey, very brittle, crystalline, semi-metallic solid. Usually found in an ore form called realgar (a 
orange
-
red mineral) and as orpiment (a canary yellow ore), associated with silver and lead ores, and sometimes with tin ores. Not mined specifically, it is a by-product of silver, lead and zinc mining. Arsenic is used in medicines, paints and as a virulent poison.



Brass



Occurrence/Appearance

Brass is a 
durable though 
somewhat
 brittle yellow
 alloy
, consisting essentially 
of copper
 
a
n
d
 
s
m
a
l
l
e
r
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m
o
u
n
t
s
 
o
f
 
zinc (up to 30%). See Appendix 3 for details of various brass alloys. 



Features/Properties


Malleable and somewhat, it 
can
 be drawn into wire
 only with difficulty
, so is usally beaten into plates
.



Saving throws as Metal. 

Can be enchanted normally (readily takes enchantments dealing with fire).



Corrosion: Tarnishes



Lore/Uses

Brass has a long association, and is most popular, in cultures right across southern Faerun, the Shining Sea lands and Zakhara. Here it is widely used in utility wares (especially pots, plates, bowls and braziers), architectural ornamentation, furniture and ceremonial objects. 
It is popularly used throughout the Realms for funnel-shaped musical instruments (horns). 
It is rarely used in weaponry, but some armour plates may be constructed of beaten brass (more for looks than effectiveness), such as that of the city watch of Zazesspur in Tethyr (known colloquially as the Blue and Brass).






Orichalcum
 is a 
d
istincti
ve red-orange brass
, that is 
occasionally
 found in pure form
 in 
small deposits in
 the mountains of the Tashalar
.
 
Valued in Unther and Mulhorand
 
for millenia 
for use 
in religious rituals and the decoration of temples. These realms have traditionally hoarded both the material, and the secret of its making. 
Unlike most brass it is 
n
on-corrosive 
(though not as stable as
 gold
)
. 




Bronze



Occurrence/Appearance

A reddish to dark gold coloured metal alloy made from copper and tin (see Appendix 3), bronze is an attractive metal but still inferior to common iron and steel. Like copper, bronze is beautiful when cared for properly. Easy to emboss with crests or insignia, well-worked bronze shines like gold and can be polished to the sheen of a mirror.



Features/Properties

Items made of Bronze cost 0.8x that of Steel, but weigh the same. Armour suffers a Ð1 penalty.

While functionally similar to steel, it is a softer metal. Saving throws as Metal.

It can be enchanted normally.



Corrosion: Tarnishes

Subject to some oxidation which gives a protective dull patina. Objects are usually not oiled, the patina giving adequate protection once it is developed.



Lore/Uses

Some cultures (especially in the Old Empires region) use bronze extensively due to its greater availability and cheaper cost than steel. It was once used throughout southern and eastern Faerun for weapons and armour, before the widespread adoption of steel. Bronze plate armour pieces are still used by cultures who do not use steel on a day-to-day military basis (such as Unther and Mulhorand). These cultures have developed the skill of forging bronze into a high art, making armour that looks like gold but wears like steel. The softer metal is often worked into a decorative design. Today, bronze is many used for statuary, jewellery and ornamental objects. As the earliest alloy developed by many cultures (and so the first metal suitable for many craft and military uses), it has a special place in many popular lore, and so features in the ceremonies of many older religious faiths.



Chromium



Occurrence/Appearance

Chromium is refined from chromite, a rare ore mined from widely scattered deposits in Vaasa, Calimshan, Kara-Tur, near Easting, and in some (mostly dwarven-held) areas of the Underdark.



Features/Properties

Chromium is a steel grey, lustrous, hard metal that polishes to a mirror-like finish.

Slightly lighter than iron, it is very hard and brittle.

Items made of pure chromium act as standard steel, but save as Metal.

Chromium is sometimes used in the casting of preservation and light spells.



Corrosion: Non- to Tarnishes. 

Steels made with chromium are considered “stainless”, and can be used even in saltwater.



Lore/Uses

Chromium is seldom used in pure form, due to its rarity and cost; and because it is so beneficial when alloyed with other metals. Chromium is primarily used in pyrochrome form (fired with carbon) to harden and give corrosion resistance to alloys, especially steels. It is thought to be a principle component in the everbright process. It is also used to colour glass (giving a distinctive green).



Copper



Occurrence/Appearance

Found in most types of rocks and ore veins, the copper-bearing rocks often have a green colouration due to copper presence (it is occasionally found in pure form). Copper is mined throughout the Realms, but most especially in the South. In metal form, it has a distinctive pinkish
 or red-gold sheen. 



Features/Properties

Copper is a very soft and malleable metal. It is about as heavy as iron but more resistant to corrosion. Copper is an excellent conductor of heat and electricity (second only to silver).

Copper is too soft to be used for weapons and armour, unless it is alloyed (with small amounts of tin and zinc, and possibly nickel and silver, see Appendix 3). Such items save as Metal –1. 

Any weapon forged from copper alloy will break if it makes a natural to-hit roll of 1 (or a 2 if you use critical misses on a roll of 1) and does 1hp less damage. Likewise, copper armour is not as protective (–2AC worse), but weighs only 75% as much as the equivalent steel armour.

It can be enchanted normally. Copper is a well known magical purifier and neutralising agent (wizard and priests seeking to work with a substance or item not suited to their purpose can make the offending item usable by adding at least half the item's weight of copper to the item). The touch of oxidising copper is thought is ease the bone ache of old age (arthritis), and copper bracelets or torcs are commonly worn by older folk throughout the Realms, especially those dwelling in cold, moist climates. Philters of love often include tinctures or salts of copper.  In Cormyr, love charms and betrothal gifts incorporate pure copper as a tasteful invitation or memento to physical intimacy between the giver and recipient.  Prostitutes, dilettantes, Lliirans and Sunites wear copper jewellery as a symbol of passion. 



Corrosion: Slowly Oxidises

Copper tarnishes quickly, so copper items require regular upkeep to retain its sheen. It then oxidises slowly to a dull brown, or in humid or polluted conditions, to and green-blue (verdigris). Items must be oiled and polished to keep them from oxidising.



Lore/Uses

One of the first metals to be used in the making of armour, weapons, and various other utensils, copper is a relatively soft metal compared to iron. Today copper is mainly used for utility wares, jewellery, ceremonial objects, in magical and alchemical experimentation, and as a base metal (alloyed with tin to make bronze or with zinc to make brass). Gold and silver is often alloyed with a small amount of copper to increase their durability and stain resistance. It is also used for plumbing and tubing, roofing, wire, tanning and as a spell component.



Electrum

Can rarely found in pure form (notably in deep mines in the southern realm of Halruaa), but more often man-made as an alloy of gold (60%), silver (15%), copper (15%) and zinc (10%). Both forms have a distinct metallic blue sheen, though native (pure) electrum is considered more valuable. Items of electrum save as Metal. Most electrum produced is used for coinage; or in artwork and decoration, highlighting its bluish hue.



Gold



Occurrence/Appearance

A distinctive soft, dull yellow metal. Found as a pure metal in rock sequences associated with quartz and pyrite, and in alluvium (especially as nuggets in river beds). Occurs in veins, sometimes associated with silver and with copper ores. Can be a by-product of copper smelting. Mined throughout the Realms, especially in the South and east.



Features/Properties

The softest, most malleable and ductile of workable metals, gold items save as Metal –2. Gold is usually alloyed (with copper, silver, zinc, nickel or palladium, see Appendix 3) to improve its durability and possibly other properties such as colour. 

Pure gold is too soft and heavy to be used for making armour or weaponry. Occasionally war equipment is made of gold alloy by austentatious nobility. Items made of gold alloy weigh 100% more. S and P-type weapons do 2hp less damage and suffer a +2 penalty to weapon speed; Armour suffers a Ð4 penalty.

Very good conductor of heat and electricity.

Gold has the important ability to hold multiple enchantments (even conflicting ones) and keep them from affecting each other or the stability of the gold-adorned item. 



Corrosion: Non-



Lore/Uses

The most renowned and traditional of precious metals, gold is normally used in jewellery, art objects, cermonial items and in coinage. Despite its high value, it is relatively common and is favored for use in ornamentation and in the making of magic items.



Graphite

Is a soft pure form of carbon found in nature, called “lead flower” by miners, and occurring in black to dark grey foliated masses with metallic lustre and greasy feel. Found in metamorphic rocks such as crystalline limestone, schists and gneisses. The deposits are rarely large and are easily mineable. Graphite is used by scribes as a writing tool, and as a dry lubricant in dwarven and gnomish machinery. Important component of steel and alloy manufacture in the Underdark, due to the shortage of wood (charcoal or coke being the usual source of steel carbon on the surface). Often used as the carbon component in making special steels (quality grade and better) and in making refractories (heatproof objects).



Halrulite



Occurrence/Appearance

A dull silvery-white metal derived from certain heavily leached soils from the Chult's jungles. Also called light silver or lightning silver, due to its light weight and the difficult refining process (requiring electricity to smelt the ore). It is harder than silver and softer than steel, though is rigid enough to support substantial weights. Refining the metal is a process known only to a few mages, metallurgists and smiths of Halruaa (hence the name of the metal). 



Features/Properties

Halrulite is as strong as steel in pure tension and compression, but neither as hard nor tough (cannot withstand the impact of combat as well). It weighs 25% less than steel.

Functionally the same as bronze when used in weapons and armour.

Saving throws as Metal; saves vs fire and magical fires is +2 (if the metal fails it will not melt but be badly deformed).

Halrulite is seldom used in magic research, and does not take enchantments well (–10% to item creation rolls). It is a good heat conductor, is non-magnetic and non-sparking. 



Corrosion: Tarnishes 

Halrulite tarnishes to a flat silvery-white, which is then resistant to further corrosion. Halrulite is more resistant to corrosion than most metals in humid climates (such as would be found along the southern coast of Faerun).



Lore/Uses

Used mainly in Halruaa for components requiring rigidity, rust resistance and light weight. Commonly load-bearing sheets, bars and rods are made of halrulite, used in intricate machines and for vehicle frames. Gondsmen from Lantan are constantly attempting to discover (or steal) the formula and refining techniques for halrulite. [Halrulite equates to something like a tougher version of Earth’s aluminium.]



Hizagkuur

(from Volo's Guide to All Things Magical & FR11 Dwarves Deep)



Occurrence/Appearance

This extremely rare white metal is named for its long-ago dwarf discoverer and is found only in scattered, but very rich, deposits deep in the Underdark as a soft, greenish-gray claylike ore or a flaky mud. Its preparation is complex, requiring many smeltings, and is a secret known only to a very few senior dwarven smiths and elders If even a single element of the process is wrong, the hizagkuur remains mud and not a usable metal.



If successfully transformed into a metal, hizagkuur must be cast, worked, or forged into final form within a day and thereafter can never be worked again. (If an item made of hizagkuur is broken, only magical mendings accomplished by limited wish or wish spells can repair it.) If hizagkuur is left untouched for that 24 hours, it becomes inert and unworkable unless either a wish or limited wish is cast and properly worded to allow a second chance at working it.



Features/Properties

Used pure, cannot be alloyed with other metals.

Not used in weapons or armours, as it is too soft and is as dense as gold. 

Hizagkuur is unsuitable for use in the crafting of magical items or items that are to be worn because once it has cooled and hardened after being worked, it reflects all magic cast at it 100% back at the source. It also deals 2dl2 points of electrical damage per touch (or per round of continued contact) to all beings coming into contact with it.

Items made primarily of hizagkuur automatically succeed in all item saving throws vs. normal fire, cold, and electricity. They receive a +6 bonus to all item saving throws vs. magical fire and lightning and a + 1 bonus to all item saving throws vs. acid, crushing blow, fall, and disintegration.



Corrosion: Non-



Lore/Uses

Dwarves of the South jealously horde the precious white metal, and will go to war over ownership of even raw deposits. The great southern dwarven realms use Hizagkuur as protective sheeting for fortress gates, vault doors and treasure chests.



Lead



Occurrence/Appearance

Lead is derived from the mineral galena which is silver coloured and forms cubes, found in ore deposits throughout Faerun in association with zinc and sometimes iron ores. Usually found in large deposits in limestone rocks as veins or masses, which are then smelted to obtain pure lead and zinc.



Features/Properties

Lead is a dull dark grey, with a bluish-white lustre only when recently cut.

Very soft metal (softer even than gold), as dense and malleable as gold, and is a poor conductor of electricity. 

Saving throws as Metal; saves vs fire are at –3, vs magical fire at –6, vs fall at –2.

Lead is the most inactive material towards magic, and is impervious to many magic attacks (though it does not protect anything nearby). It cannot be effectively enchanted. Lead is very efficient in preventing the passage of all dweomers and magical effects: and so is particularly useful in shielding against scrying, divination and teleportation-type spells (creating a barrier extending into the border ethereal), none of which can penetrate even a thin layer of lead. It is also proof against most psionic effects.

There is a 3 in 8 chance of neutralising organic components stored within lead containers.

Lead is poisonous over time, inducing madness if consumed directly (so is used in some slow-acting poisons) or if dissolved (for example, if liquids are consumed from lead cups or pipes). 



Corrosion: Tarnishes

Immediately tarnishes with a dull black grey crust which then very resistant to corrosion. 



Lore/Uses

In everyday life, lead is used for pipes and tubing, as a solder, and cast into weights for fishermen's lines, shot for slings and firearms, and as ballast. Powdered lead is used as a white pigment in paint and powders, and to make fine quality glass (both “crystal glass” and lead-lighting). Lead is famous for is use for shielding against magic, and so is used on walls and other surfaces to prevent scrying and teleportation in wizard abodes, fortresses and royal chambers. It is often alloyed with tin to make pewter (and in this form is not dangerous).



Magnesium



Occurrence/Appearance

Magnesium is a light, ductile, soft, silver white metal. It is refined from brines or seawater by Calishite wizards, who use lightning spells to separate out the tiny amounts of magnesium. Magnesium burns with a dazzling white flame (“a magical fury”) and fierce heat both in air and under water (water does not douse the flames). 



Features/Properties

Magnesium is very light, soft, ductile and quite tough.

Magnesium is volatile: it readily burns if finely divided into shavings, powder or grains. It is too volatile to be used in pure state.

Magnesium is used in a number of fire-based spells (the addition of shaven magnesium will add +1hp/HD damage to all fire spells) and alchemical compounds (such as greek fire).



Corrosion: Tarnishes.



Lore/Uses

Small amounts of magnesium is added to zinc, steel and halrulite to aid their workability. Magnesium is an important ingredient used in pyrotechnics (crackers, sparklers and flash powder used by performers; in the fireworks of Kara-Tur, and possibly in Gondian smokepowder). It is also used in paints and some alchemical formulations.



Manganese

Manganese is a light, brittle, hard grey metal found in ore form in nodules all over the beds of Toril’s seas. It is harvested by undersea races, and some is sold to surface traders. Gnomes also mine some manganese from pyrolusite ore. Manganese is added to steel and bronze, and sometimes Nickel-silver, for workability and impact strength. Manganese steels are used for thin-bladed weapons, armour plating and plowshares. Manganese bronzes are duller than pure bronze, but are stronger (items equate to iron). Manganese has no effect on corrosion resistance of the metal.



Molybdenum



Occurrence/Appearance

Molybdenum is a very hard white metal, found in natural state as an ore associated with some granites and pegmatites. The ore also called blue-lead flower occurs as 'rosette' shaped cristals. It is mined in small deposits, sometimes associated with zinc or copper deposits. 

Features/Properties

Molybdenum is brittle and very hard, and has a very high melting point. 

Items of Molybdenum can be considered to behave like nickel (see below), and make saving throws as Steel (–1 vs. crushing blows, +3 vs. fire). 

Molybdenum has a few magical uses (serving in spells and items designed to resist heat). 



Corrosion: Oxidises



Lore/Uses

Molybdenum is used to improve the hardenability and toughness of quenched and tempered steel. Such steels are capable of withstanding high temperatures and abrasion, to be used in facing for machinery parts. Priests of Gond and dwarves have found that Molybdenum ore mixed with greases increase the resistance to heat of moving machinery parts. 



Mordakur (Curse-bearer, Doomrock)



Occurrence/Appearance

Name given type by dwarves and gnomes to a dark brown and yellow banded rock and also a dark grey silvery ore (these two ores are often associated). Sometimes associated with rich sedimentary gold deposits. 



Features/Properties

The ore has similar characteristics to iron ore. When refined Mordakur behaves similarly to steel, but is somewhat lighter (–25%) and is coloured like dull gold. Saving throws as steel.

Its ability to be enchanted is not known.

Mordakur is considered ‘cursed’ as it supposedly causes a debilitating disease after a period of contact (treat as continual cause disease effect: save vs. poison 1/day or suffer mummy rot).



Corrosion: Oxidises



Lore/Uses

Mordakur has a cursed reputation amongst miners, supposedly causing a wasting disease with effects not unlike mummy rot. The symptoms are frightening and only powerful magical healing or supplications to the gods can cure a miner exposed to the metallic ore. Its association with some rich gold underground deposits is well remembered and feared in the annals of dwarven history. Some daring dwarven and gnomish smiths have tried to refine the ore, but only to get a more potent cursed metal that kills its bearer with gruesome effect within a tenday. It is reputed to be refined and cast into fell weapons (that can confer upon those hit the debilitating curse) by some darker Underdark races.



Nickel



Occurrence/Appearance

Nickel is a hard, silvery white, ductile and malleable metal, which can be polished to a lustrous finish. It is mined in scattered deposits throughout Faerun, Kara-Tur and the Underdark in conjunction with copper deposits, and refined from its ore form, niccolite. Meteoric iron contains small amounts (5–20%) pure nickel, which contributes much of its hardness and corrosion resistence.



Features/Properties

Though hard, nickel is rarely used as weapons/armours, being too brittle to withstand the impact shock of combat. If a pure nickel weapon is used against an armoured opponent, it must saves vs crushing blow on every successful strike or break. Used against unarmoured opponents (or for monsters of base AC9 or less, before bonuses) the weapon has no modification to hit. Armour of nickel must save vs crushing blow on every successful strike or small pieces will chip or snap off (–1AC per save failed).

Saving throws as Metal. Nickel withstands acids better than most metals (+2 on saves), and is unaffected by sovereign glue.

Nickel is easily magnetised.

Nickel alloys easily with many other metals, conferring on those metals some of its corrosion resistance, malleability and ductility. Nickel-plated steel does not a sharp edge well, however, so it is usually used in thin piercing weapons like rapiers and stilettoes.

Nickel can be enchanted normally. It can be combined (in small quantities) with many other metals without affecting the other metals properties with regards to magic. It is used in alchemical preparations and spell rituals dealing with preservation and abjuration.



Corrosion: Non-

Non-corroding in pure state. When alloyed to other metals it has a small beneficial effect on that metals corrosion resistance.



Lore/Uses

Nickel is mainly used in making alloys, to add hardness and durability to soft, malleable metals. By far its major use in the Realms is in coinage, where the nickel is added to copper, silver, gold or platinum to increase their wear resistance (and to lower cost). Nickel is also used by dwarves in some metal treatments, especially those involving harnessed electricity (electroplating). In the Underdark, it is used as coinage in pure form. In southern Faerun, gnomish communities control many nickel deposits.



Nickel-silver (False Silver, Semphar Silver)



Occurrence/Appearance

A silver white alloy containing varying amounts of copper, nickel and zinc (and occasionally manganese, see Appendix 3). In the Realms nickel-silver is mainly used across eastern Faerun and the Hordelands where native silver is rare. Colour and shine akin to pale silver, and it is often called “false silver”.



Features/Properties

Has similar characteristics to bronze, and behaves similarly in weapons and armour.

Saving throws as Metal.

Seldom used in magic research, and does not take enchantments well (–10% to item creation rolls). 



Corrosion: Tarnishes

Nickel-silver tarnishes in the same way as silver, but more slowly (this corrosion resistance is its main feature).



Lore/Uses

Used as a harder substitute for silver (especially where corrosion resistance is desired) as sheeting or plating on other metals, or in decorative work. It is also used for making jewellery and fine utensils like drawing instruments. 



Ogamur

Ogamur is a rare black alloy of iron and tin, with trace elements of mithril, quicksilver and the rare metal vanadium. The secret of ogamur’s manufacture is guarded by the dwarves of the South (though the shield dwarves of Delzoun evidently possessed the technology, as ogamur items have been brought forth from ruins in the North). Ogamur possesses truly extraordinary elasticity, and so is ideal for springs and impact-absorbing devices. It is most commonly used in locks, traps and on siege artillery. After the components are melted, alloyed and beaten into shape; a long, slow firing softens the item and brings out the alloys elasticity. Much of the skin of the item sloughs off in the kiln, however, so only small components are typically made from ogamur.



Platinum



Occurrence/Appearance

Quite rare, platinum is a very dense, beautiful silvery-white metal, like pale silver but harder. Once erroniously called ‘moonsilver’, platinum is found very occasionally in nuggets in river beds (placers), or as veins in in mountain ranges (in ophiolite or sperrylite ore). 



Features/Properties

When pure platinum is malleable and ductile, and denser than gold.

Platinum is usually alloyed with copper and zinc (and maybe cobalt or silver) to increase strength and durability, see Appendix 3. 

Items of platinum alloy save as Metal, and are functionally similar to electrum. 



Corrosion: Non-

Does not oxidise in air, but corrodes (at the rate of iron) in the presence of many pollutants.



Lore/Uses

Platinum is used in various alloys, in laboratory devices, for jewellery, and in alchemical studies.



Quicksilver (Mercury)



Occurrence/Appearance

A heavy, silver-white metal, remarkable for being liquid at normal temperatures. Quicksilver is found in natural form as a liquid or as cinnabar (a vermillon-red ore), usually in recently cooled volcanic rocks and geothermal vents. 



Features/Properties

Quicksilver is the only common metal found naturally in a liquid state. It only solidifies in extremely cold conditions, or when subjected to cold-inducing spells.

It is a shiny, silvery, dense liquid; and a poor conductor of heat.

Mercury is slowly posionous, causing bleeding teeth, palsy, indigestion, deafness and birthing defects.

Mercury is used in magical spells and rituals involoving shapechanging, teleportation, rapidity and fluidity. It is the most vital component of what little wild magic research occurs. Many wizards use mercury to aid “awakening” the metals used in magic item creation. Mercury is used in many alchemical formulations.



Corrosion: Non-



Lore/Uses

Mercury is used as a poison, pigment, in salt form as an antiseptic, and as part of many alchemical and magical preparations. It is used in small amounts to soften other metals, to facilitate their use in cements and decorative work.



Silver



Occurrence/Appearance

A famous metal with a brilliant white metallic lustre. Found in pure veins or in ores such as argentite, sometimes associated with gold and with lead and zinc ores. In natural form a black surface coating forms over time in contact with air. Silver is mined throughout the realms, but mostly in the North and the northern Underdark.



Features/Properties

Silver is very soft (but harder than gold) and very malleable. It is usually alloyed with copper, nickel and/or zinc to improve its durability and resilience.

Silver alloy items make saving throws as Metal. Silver weapons and armour are actually composed of silverbrit (an alloy of silver, copper, nickel and zinc) or, in antiquity, made of thick beaten plating of pure silver over a core of iron. They are slightly inferior to steel weapons, so S and P-type weapons made primarily of silver do 1hp less damage. Armour suffers a Ð2 AC penalty to its protective value.

While normally reserved for jewellery and monetary uses, there are certain creatures which are particularly vulnerable to silver: especially undead, lycanthropes and some planar beings. As such, adventurers and soldiers usually keep a silver-alloy weapon on hand.

Easily enchanted for most types of magics, especially those that involve moon-related magics, electricity or lightning, and pure energy discharges. Silver is the best heat and electricyt conductor of all metals.



Corrosion: Tarnishes-Slowly Oxidises (depending on climate)

Silver will tarnish to matt black within a year, earlier in polluted areas. It must be occasionally polished to stay bright.



Lore/Uses

Silver is widely used (notably across the northern Realms) in jewellery, ornamentation, utility wares (especially mirrors) and coinage, usually alloyed with small amounts of other metals (especially copper). Very few items are made from pure silver, as the metal’s physical properties are improved significantly by only a small amount of alloying, without affecting the beneficial magical properties of the metal.



This relatively common valuable metal is known to the elves as “the sheath and shield of Art” because, of all metals, it is the most associated with and suitable for magic. Some Faerunians believe silver is the hardened tears of the goddess Selune. In the eldest dwarven tongues, the name for silver meant “the blood of alloys,” referring to its versatility in alloying with other metals (the Deep Folk are known to combine silver with other metals (especially mithril) to make many special alloys).



Many dwarves use silver in various alloy formulae of their own devising (or that have been handed down through clans for generations). Most of the beauty of metalwork down through the ages has been associated with the gleam and hue of mirror-polished, untarnished silver, and it has always been associated with the adornment of magical items. Certain elven folk, and some senior Harpers, are known to command secret processes that exploit the magical benefits of silver. 



Telstang (Truesilver, Trusty Metal, Singing Metal)

(from Volo's Guide to All Things Magical)



Occurrence/Appearance

Telstang is a dull silver in hue, rather like pewter. Originally a gnomish secret, this alloy of copper, mithril, platinum and silver has been adopted by the halflings and by certain elven and orc peoples in the Sword Coast North. Its formula and refinement is known to few, and in many writings it is hidden behind the term “truesilver,” which has also been applied to mithril, or the phrase “the trusty metal,” often misunderstood by human sages to mean steel or perhaps bronze (the very mistake the writers hoped they would make).



Features/Properties

Known as the singing metal because it gives off a clear bell-like tone when struck. 

It is nonferromagnetic but readily forgeable, though it tends to be brittle and easily snapped off or shattered in large pieces. 

Telstang items make saving throws as Metal (+2 vs acid, disintegration, magical fire and lightning; automatic saves vs normal fire, cold and electricity.)

Telstang (and all organic material in contact with or encased in at least a pound of it) cannot be altered in state (as with polymorphs, petrification, shape change, and similar attacks). However, the wearer cannot benefit from state-altering magics either (eg, spider climb, water breathing...) [Note
:
 Volo’s also adds paralysation and disintegration here, which I have removed, because neither are state changes: paralysation is a mental/muscular attack; and disintegration is a destructive attack (like damage causing fire, cold, electricity etc.)]



Corrosion: Non-

It never oxidizes and so lasts forever if not struck or dropped.



Lore/Uses

Telstang's physical shortcomings make it unsuitable for use in weapons or armour; but it is highly valued as bracers, buckles, brooches, pendants, and the like because of its resistance to state-altering magics. 



Tin



Occurrence/Appearance

Tin is a soft white shiny metal derived from an ore form called cassiterite, which is found in veins near granitic rocks or in pegmatite. Tin is similar in weight and appearance to silver, though it is whiter, much softer and more crystalline. Uncommon, tin is mined mostly from the Vilhon area, east through the Old Empires region.



Features/Properties

Very soft and malleable (and so easily worked), tin is not durable enough to be used for weapons and armour.

Saving throws as Metal; except saves vs. acid at –1, saves vs. fire are at –3 and magical fire at –6 (if the item fails it will melt).

Does not hold enchantments well, so is not often used for such.



Corrosion: 

Slowly Oxidises, particularly in colder climes, when it becomes greyer and less useful.



Lore/Uses

Tin is mostly alloyed with copper to produce bronze for general use; or with lead to make pewter, for use in fine utensils. A small amount is used in pure form for utility wares, in thin sheets for mirrors, for ornamentation and as a roofing material.



Zinc



Occurrence/Appearance

Zinc is a bright bluish-white lustrous metal, usually found in ore deposits associated with lead and/or copper. Zinc occurs in a range of minerals, most importantly sphalerite (which is translucent and pale yellow or russet red) and calamine silicate. Usually deposits are found in limestone rocks as veins or masses, which are then smelted to obtain pure lead and zinc.



Features/Properties

Cold metallic zinc is brittle and crystalline, but when heated gently it becomes quite workable.  

Can be used in armour or weaponry, but is somewhat heavier and less durable than steel. Items are equivalent to electrum or platinum items (+25% weight, –1AC for armour, –1hp damage for weapons).

Saving throws as Metal.

It can be enchanted normally, but is seldom used in magical items or ceremonies, except as a component in protection and preservation spells.



Corrosion: Slowly Oxidises



Lore/Uses

Too brittle to be used as coinage in pure form, zinc is often used as a plating or alloy for coins and other items. Most zinc is alloyed with copper to make brass; in combination with copper and nickel to make nickel-silver, or as a component of electrum. It is also used as a protective plating over iron in metal sheeting or cladding for roofing, nails, tabletops and altars (where its protects and slows the corrosion rate of iron and steel). The dwarves alone know of the secrets of galvanising, whereby a fine coat of zinc is attracted by electricity onto the surface of other metals, providing efficient long-lasting protection from corrosion. Some dwarven metallurgists of the South also use zinc in combination with other metals for creating electrical currents. The corrosion product zinc oxide is used in paints, inks and dyes.

Suggested prices for metals in the Realms



This table suggests standard prices either pure ore extracted or for refined metals direct from the mines or smelters. Note that numbers may be different to the eventual costs of items (notably weapons and armour) made from these items, as this table does not take into account the difficulty of working, casting, forging or finishing of the material, nor of the special equipment or skills that may be needed to produce items made of the material. Also note that the prices of metals are cheapest close to where they are mined and/or smelted, and will be more expensive in other areas. Other things being equal, base metal prices would be cheaper in large trading centres than smaller towns. A wide range of base metals are generally available at average prices in dwarfholds that indulge in trading.



Metal�Cost per pound�Cost compared to steel�Metal�Cost per pound�Cost compared to steel��Steel�2 sp+�x1�Lead�1 sp�x0.5��Adamant ore�50 gp�x250�Magnesium�1 gp�x5��Adamantine�100 gp�x500�Nickel-silver�4 sp�x2��Adamantite�100 gp�x500�Manganese�1 sp�x1��Antimony�1 gp�x5�Mithril�50 gp�x250��Arandur�10 gp�x50�Molybdenum�1 gp�x5��Arsenic�10 gp�x50�Mordakur�unknown, if any���Brass�2 sp�x1�Nickel�5 sp�x2.5��Bronze�2 sp�x1�Ogamur�4gp�x20��Cinnabryl Steel�4 gp�x20�Orichalcum�6sp�x3��Copper�1 sp�x0.5�Platinum�10 gp�x50��Chromium�1 gp�x5�Quicksilver�20 gp�x100��Darksteel�(100gp?)�unavailable�Silver�1 gp�x5��Dlarun�4 gp�x20�Solbar�2gp�x10��Native Electrum�10 gp�x50�Telstang�30 gp�x150��Gold�10 gp�x50�Tin�2 sp�x1��Graphite�1 gp�x5�Titanium�2 gp�x10��Halrulite�4 gp�x40�Base Tungsten�2 gp�x10��Hizagkuur�200 gp�x1000�True Tungsten�5 gp�x25��Iron�1 sp�x0.5�Zardazil�200 gp�x1000�����Zinc�1 gp�x5��

It is possible to short-circuit the usual dealers markup by selling directly to a metal smith, but if a metal is mined directly by a PC, purity of the material will be assessed as the raw metal is rarely as pure as metal obtained by smelting.



Note that an item fashioned from any metal is usually more valuable than its metal base cost due to the time and labour involved in constructing the object; and the intermediate costs between miner and finished goods seller (transport, on-selling etc).

Enspelling Metals

Optional ruling (it seems one that it is commonly broken).



Normal weapons and armour can be enspelled into true magic items using established rituals, components and spells including Enchant an Item and Permanency. Only the best made normal items can undergo the enspelling. Note that innate magic-like properties of special metals may be dampened during enchantment, or even used as a power source for desired properties. Thus, actual pluses of the metal after enchantment may not correspond to the unenchanted metal.



Metal or Alloy�Maximum enchantment for weapons or armour*��Bronze, Copper, Electrum, Fine Steel, Gold, Iron, Platinum, Silver, Silver-Iron, and all other materials�+2��Superior Steel, Glassteel, Cinnabryl Steel�+3��Arandur, Darksteel, Meteoric Iron�+4��Mithril, Adamant alloys & all planar metals �+5��* From the 1st Edition DMG, page 164 with some modifications

(e.g. steel blades of +3 enchantment are commonplace)��

Note that if you look through any sourcebook of magic items, the rules for this are broken quite often (e.g. Shazzilert the bronze scimitar from FR6, the ancient items from FR10...)



Note that there are places of special power in the Realms, that make enchanting items easier, and give added quality to the objects forged or cast there. One such place is Everfire in the Northern Underdark. 



“Dwarves come from all over the North to a certain rift beneath Sundabar known as Everfire. Here, the dwarves forge the finest blades known in Faerun--blades that readily take enchantment and outlast the people who wield them. Everfire is guarded by a dedicated band of dwarves who are fed, armed, and healed by Sundabarians. This band, known as the Vigilant, fight off drow, duergar, and greedy humans seeking to gain control of the molten-rock rift…” (From The North: Guide to the Savage Frontier, The Wilderness, pp. 61-62.)

Upkeep of Metal Items



All metal items need regular maintenance and upkeep, or else they will start to deteriorate (oxidising in air, so that they loss shine and edge, eventually becoming corroded, brittle and useless). Some metals require more than the usual upkeep: including irons and copper, which corrode easily. Bronze, most steels and silver require ÔtypicalÕ upkeep. Gold, mithril and the adamant metals require less upkeep, but their value will ensure they are well maintained. All planar metals need little upkeep whilst on the inner and outer planes, but at least moderate upkeep whilst on the Prime.



What is moderate or usual upkeep? I would suggest: if the item is in use (armour worn, weapon used in combat or practice) cleaning, minor panel-beating and possibly oiling at least once once a week for armours; and polishing, honing and sharpeining once a day for weapons. If they not used metal items can last weeks, months or years depending on the type of metal (and the preparations: in storage, wrapped and oiled...)



Maintenance of different metals takes different forms. Special metals may have special requirements. Adamantine items need to be irradiated by an Underdark radiation source one week in four. Glassteel items are buffed and polished instead of oiled. Planar steels may require that they be returned to their native planes once in a while, for conventional maintenance, or even so they can reabsorb the special radiances of those planes (like adamantine does in the Underdark).



Note that some of the metal treatments listed below will change the maintenance requirements (lowering it enormously in the case of blueshine and everbright treatments).

Metal Treatments



Metal objects can be made more attractive, more valuable and even more enduring through applying some form of treatment to its surface. Common treatments in human lands include enameling, engraving, or plating with a unique metal. Dwarven smiths are master of many forms of metal treatments (chiefly concerned with inhibiting oxidation and other forms of corrosion, or in altering the shine and hue), and have developed several unique treatments: including the blueshine and everbright processes.



The decoration of personal arms and armour can indicate the identity of the owner and his social class, or can simply be an expression of current fashion. Decoration beautifies and increases the value of many items, bringing both greater wealth and distinction to the owner. Decoration need not be based upon an individual's personal taste. Rather, it may indicate membership in an organization or nationality in much the same way heraldry does. For instance, priests and crusaders of Torm are renowned for their purple-stained armour.



Metal Treatments for Arms and Armour



Decoration method�Cost of decoration

(% of item)�Increase in value of item*�Time required��Simple Finishing �2Ð8gp �0Ð5% �1 day��Enamelling �5% �10% �1-6 days��Simple engraving �10% �50% �1-2 weeks��Complex engraving �50% �100% �1-3 months��Elaborate engraving �100% �300-500% �7-12 months��* Figure given is a percentage based on the normal price of the item decorated.



Decorative Plating With Precious Metals



Usable metals�Cost of plating*�Increase in value of item**��Copper�100%�+10%��Bronze�100%�+25%��Silver�100%�+50%��Electrum�100%�+100%��Gold�100%�+150%��Platinum�100%�+200%��Mithril�100%�+200%��Adamantite�100%�+500%��* Plus base metal to the equivalent of 250 coins of the desired metal for armour, or 50 coins for a weapon

**Figure given is a percentage based on the normal price of the item plated.��Note:

Time required for all plating treatments: 1-4 weeks or more.

Gilding and inlaying take double the time (or more), cost half that of plating (and only requires half of the base metal), and increases value about 2/3 as much. ��

Simple finishes: Rubbing, Staining and Painting

These simple processes are the most basic treatments commonly applied to arms and armour. Because of their relative cost, most mercenary companies, military units and even successful bandits and pirates use these simple finishes on their combat equipment: to make it look better, stand out and to identify its members. Rubbing involves the working onto the surface of the metal various coloured powders. Staining involves sponging on various liquid inks. Painting is just that: brushing on coloured paints.



The metal surface must be polished and uncorroded before applying a finish. A number of coats are usually applied to the equipment to build up the finish.



Paint tends to crack and chip so is usually only used on shields (as its cheap and easy, and detailed designs such as crests can be created). Rubbing is generally used on metallic armour and weapons and applied in many coats to give a deep coloured hue (though not comparable to blueshine or everbright). Staining is applied to weaponry and leather-based armours. Weapon stains are generally reapplied as necessary from a bottle and brush carried by the owner. Leather-based armours have a stain impregnated into the surface by an armourer or leather worker and are long-lasting.



Enamelling

The fusing of a glassy (usually opaque) substance, lacquer or varnish onto the metal surface for ornmentation and protection. Enamelling has no effect whatsoever on combat, nor does it significantly increase an item's encumbrance for game purposes. However, the value of the item is generally increased by 10% if properly enamelled. Enamel cannot be used on leather, padded or other flexible armours, and is rarely used to coat more than the hilt or handle of most weapons. Limners and some specialized armourers perform enamelling.



The drawback is that enamelled items can chip and flake during rigorous movement or combat, decreasing their overall value. Thus, enameled armour and weapons must be touched up when the weapon is serviced. This repair work costs an extra 1–10% of the original value of the repaired item at each service.



Engraving

Note: that here engraving includes chaising, chiselling, etching, carving, embossing, bas-reliefs and other complex artistic treatments. Inlaying of precious stone falls under this category as well (remember to add the cost of stones used to total cost).



Engraved armour and weaponry is popular throughout the civilised Realms, especially amongst nobility. It is worn at ceremonies and social functions, and is seen as a mark of social status and high fashion. Dwarven armour is usually intricately engraved with runes and mythical creatures. Elven armours are often engraved with fantastic and abstract swirls and shapes. Armour from Turmish is renowned for its ornate blend of human and elven styles. 



Simple engraving denotes uncomplicated lines and basic etchings on the armour or weapon in question. Complex engraving, in addition to adding complicated decorative etching and symbols, includes the addition of heraldic devices and nonmagical runes and script. Elaborate engraving denotes fine, original artwork, incredible detail, and the overall resulting beauty of the item worked upon.



Engraving work is generally reserved for various types of plated armour, but leather-based armour can also be worked, as well as shields and various weapons. These items so decorated may be damaged during combat. If armour is sufficiently damaged (DMÕs discretion) they they lose 1–20% of their value until repaired (which costs a like amount). Damaged metallic items with complex engraving have a 25% chance of being unsuitable for restoration; all leather items and those metallic items with elaborate engraving have a 50% chance of being unsuitable for restoration. True magic items that have been engraved can always be restored.



Unfortunately, professional engravers are few and rare, and their work is highly coveted by nobility. It will be difficult for the average character to obtain the services of such an individual, because it is not simply a matter of having the money available. Elves are master engravers, and the DM may add 25% to all stated fees and 50% to all resulting values of the items obtained through elves. Gnomes are also quite skilled and may add 15% and 30% to these values, respectively.



Decorative Metal plating

A large number of metals can be plated onto steel arms and armour, including: silver, electrum, gold, and platinum, copper, bronze, mithril, and adamantite. This category also includes metal inlaying and gilding. The process of plating with any metal will cost the buyer the value of the item to be worked upon (this does not include the cost of the armour onto which the plating is to be applied); the buyer must also provide the armourer with the equivalent of 250 coins of the desired metal (see Table 3 for other details). Plating has no effect on combat, nor does it add to the encumbrance of the plated item.

Special Treatments and Dwarven Finishes

(modified from Volo's Guide to All Things Magical,  FR11 Dwarves Deep and City of Ravens Bluff)



Renowned smiths (especially dwarven master craftsfolk) know many ways to make metal weapons and armour beautiful, durable, and rust-resistant. There are almost as many of these secret treatments as there are smiths at work. The most well-known of these are blueshine and everbright, practiced by dwarves for centuries; another is Stealthslake, a treatment that improves the ability of a metallic weapon to be employed covertly. The last section discusses the infamous orcslayer metal used by Sarphilian dwarves to destroy the orcish realm of Vastar. 



Crown of Silver (psilomelane chalcedony)

Not a treatment, but a precious stone that can prevent rusting of an iron or steel object if powdered and added to the metal slurry during the item’s creation. Each 10gp stone included in the mixture will protect one object for a year or more. Crown of silver is thought to be used in both the everbright process (below) and in the manufacture of Solbar alloy.



Blueshine



An exclusivly dwarven treatment, blueshine is used by used by dwarven mastersmiths throughout the northlands to treat the weapons and armour. Blueshine is normally acquired through a complex series of precisely timed healings, slakings, and prolonged baths in arcane mixtures. There are a number of recipes for these special components, all of which utilise powdered electrum, and which are said to variously use cockatrice feather distillate, drops of the blood of various draconian species, and sweet water potions. 



Blueshine gives the metal a gleaming deep blue appearance. Usable on most metals to give a resistance to acid (+1 bonus to item saves) and rust (resists rusting for twice as long as the metal normally would. Will completely resist one rust monster attack, after which the blueshine blackens, cracks and slews off the metal). 



Most weapons of combat troops and nobility in affluent dwarven areas of the northern Realms will be blueshined (the southern dwarves prefer expensive decorative treatments for their weapons).



A human wizard, Toth of Calimport, recently developed a spell that duplicates the effects of blueshine (and was slain by the Red Wizards for his efforts). Toth's spell had already been stolen by a rival mage before his demise.



Blueshine 	(Wiz 4; Alteration)



Range:		Touch

Components:	V, S, M

Duration:	Permanent

Casting Time:	4

Area of Effect:	The metal parts of any one item that is less than the caster's own body-volume in size

Saving Throw:	None



This spell serves to alter and protect metals. The caster touches one item, which may be crafted of any number of inorganic substances joined together but must not be larger in total volume than the caster's body, and the blueshine instantly takes effect. Organic substances, such as glues, can be present in the object, but if they make up more than a tenth of its total volume, the spell fails. Any fractures or weaknesses existing in the item are covered (though they still affect the strength of the piece), so that they look like new, and are free of blemishes. In addition, the metals are made more resistant to acids. An item treated with blueshine gains a bonus of +1 on all item saving throws vs. acid and all corrosive effects, from venom to various bloods to ochre jelly secretions to black dragon acid. A blueshine spell also prevents future rusting and purges the metals of all oxidation, causing affected metal to revert to its former state, not merely melting rust away and leaving the item thinner or with gaps and holes. All metals treated with a blueshine spell glow with a deep blue sheen when they catch available light.



The material component for this spell is a small piece of cobalt blue glass or a chip of a blue-hued gemstone.



Everbright



Everbright is the most renownned of the dwarven metal finishes. This treatment gives all metals an enduring bright shine (like the chromed stainless steel of Earth), and absolutely prevents any tarnishing, discolouration, acidic corrosion and rusting (even by rust monster antennae). The passage of time does not affect the efficacy of everbright protection, but it can be broken if a protected item is shattered into more than three pieces or is subjected to forge-fire, earth-fire (lava) or dragonfire. Until then this finish is permanent. The process of everbrightening objects is a guarded secret of dwarven craftfolk (though occasionally other cultures have discovered or stolen the secrets of the process) and involves complex electrolytic dipping in a solution that probably includes crown of silver (psilomelane chalcedony, and ornamental stone), pure chromium, and may include powdered Hizagkuur (a rare white metal used by dwarves for its special properties of reflecting magic and storing electrical energy), after which the coated metal is subjected to the intense heat of a forgefire to bake on the coating.



This long, difficult, and exacting dwarven process is known to a few smiths of other races, but it has thus far defied all efforts to duplicate its end results with a spell. At least three mages (Athlagh of the Many Locks (who resides in Firepost Towers in the Tashalan city of Ithmong), Halandrar Crowncloak of Ulkan, and Spelargh of Phelzol in Semphar) and one archpriest, Beltorvan Duircragh, Right Blade of Tempus in the Bloodbright Temple of Dolselar, have mounted long-running, continuing researches to this end with no success.



[Note: where is Ulkan and Dolselar? Suggestions anyone?]



Stealthslake (Habalar's Stealth)



The only well-known metal treatment devised by humans is the process of immersing and boiling items in a bath of stealthslake. The secret formula for stealthslake is known only to, and guarded viciously by, the House of Halabar merchant clan in Murann (rumours say the descendants of Halabar are rumored to engage in dark espionage and assassination).



Halabar's stealth renders metallic items nonferromagnetic, nonreflective, and silent, not clanging even when struck against other metals or stone with force. Treated items are able to take dyes and paints, so that even bare sword blades can readily be changed in colour and thus concealed from long-range detection. Treated items still strike sparks at sharp impacts and when broken and conduct electricity and heat as well as ever. 



Blood metal (orcslayer steel)



Since the dawn of metallurgy, legends have been told of metals that are especially effective against certain species. Their very touch is poisonous to a whole race. In the lower planes, the fell metal tantulhor is known to prefer good-aligned prey; but no such ‘blood metals’ are presently known to exist in the Realms, nor the knowledge to create them. The only historical instance of a metal created to be be virulently effective against a certain race is the famous orcslayer steel of the ancient Vast.



In the Year of Spellfire (610DR) Sarphilian dwarves under the leadership of the Deepking Tuir Stonebeard, conquered the lands of the Vast, overcoming the orcish realm of Vastar. 



The dwarves had worked in secret with a few men and elves to develop a steel poisonous to orcs, and with its aid broke out of the mountain caverns to, in the words of the sage Fairin Icemantle, “run in waist-high riot across the land.” Fairin had grave misgivings about the use of the orcslayer metal, fearing it would be only the first step in the making of many alloys harmful to other races, bringing ruin to all. His Treatise Against Blood-Metal survives in libraries in Sembia, Cormyr, and Waterdeep (and perhaps also in the ruins of Myth Drannor), giving us the only first-hand account of the dwarven victories. Such steel was supposed to have incorporated copper and a blend of alchemical concoctions. Through a specific rune ritual, weapons made from the steel was tempered and quenched in the blood of a chosen creature, and afterwards gave bonuses to hit and damage vs. any creature of that race or species (bonuses depend on the rune ritual, but likely at least +1d4hp damage per hit with a M-sized weapon).  



The victorious dwarves drove the orcs far to the north and south into the mountain heights. Claiming all the Vast as their own, the dwarves founded a surface kingdom in 610 DR. The Realm of Glimmering Swords was short-lived, with vengeful orc hordes sweeping away both the kingdom, and all knowledge of the orcslayer steel, in 649DR. Since that time, no weapons displaying the ability to cause extra damage by touch have become known to the greater Realms’ leading some to speculate that the so-called orcslayer steel was in fact a poison applied to otherwise normal weapons, and not a trait of the weapon steel itself. Still, who can be sure? Perhaps the reclusive dwarves of Sarphil guard their secrets well…

Endnote



The appendices present:

a discussion of how different metals operate on the various planes of existence, and includes some new and very exotic planar metals;

an unfinished literature survey of mining products by region (following the pattern used in the Grand Tour of the Realms booklet);

a table by Azothath showing the proportion of metals in various historical alloys;

a very concise alternative view of metals in combat by Rick Cross. 



Well, thats the system as it stands. Enjoy!



Simon Gibbs

<simon.gibbs@yahoo.com>

�Appendix 1: Metals and the Planes



Metals can have different properties depending on their plane of origin (see below). Weapons constructed on the Prime are less effective if removed to another plane (this affects magic, quasi-magic and non-magic weapons). A number of metals that are only mined on planes other than the Prime are detailed below.



Most metals found on the Prime are also found on some other Plane, given the vastness of the Multiverse. There are a number of exceptions, however (the various reasons for their absence are unknown):

Red steel (and associated substances like vermile and cinnabryl) are not found on planes other than the Prime. Any item of red steel becomes inert when taken to another plane (and may start to break down immediately, depending on the local environment).

Meteoric iron only occurs on planets of the Prime, leading some Spelljamming sages to conjecture that its origin is in the phlogiston void between the crystal spheres (remembering that the phlogiston is somehow cut off from all other p
lanes). Starmetal
’
s 
properties 
are affected the 
like
 other metals when taken to other planes
.

Darksteel is a secret alloy of the lost Ironstar clan of shield dwarves, who disappeared centuries ago. Perhaps if it is produced anywhere
 today
, it is in the halls of the dwarven heavens.

Likewise adamantine 
are seldom found outside the Prime and the home planes of the Drow and Duergar pantheons
, due to the 
absense 
of radiation cysts on 
most 
other planes.
 
A
damantite 
is
 the alloy of choice of 
extra-planar workers of adamant
.



Metals and Plane of Origin



Origin of a metal is important as all weapons are less effective if taken away from the planes on which the metal originates
.
 
N
ote this 
affects only the weapons magic equivalence
. Its other bonuses or penalties still apply, as the weapon is still a quality piece of gear; with a razor-sharp edge, exceptional balance etc. Armour acts the same anywhere
:

Prime weapons are –1 equivalence in the Outlands and on the Astral and Ethereal Planes, and –2 on the Inner and Outer Planes.

Outer Planar weapons are –1 equivalence in the Outlands and on the Astral and Ethereal Planes, and –2 on the Prime Planes.

Weapons originating from the Outlands or the Astral and Ethereal Planes are –1 on the Inner, Outer and Prime Planes.

Unless otherwise stated, assume all weapons wielded by primes are prime in origin, and all weapons wielded by planars are planar in origin.

In all cases, vulnerabilities that don't rely on magic still apply: a werewolf is still harmed by silver regardless of the origins of 
the metal
, or the plane the werewolf is on
. Also note that it is the origin of the metal that is the issue, and not necesarily the place where it was worked into a weapon or suit of armour.



So, if a mithril sword from Evermeet on Toril is taken to the Abyss, it still gets its regular bonuses (+2 attack bonus and +1hp bonus damage). However its magic equivalence is dampened by Ð2, so it strikes as a normal (+0) weapon (so it cannot strike creatures which need +1 or better to harm them).

New Planar Metals


Parts of this section 
m
odified after:

Nine Hells Revisited, Dragon 91, by Ed Greenwood

Planar Metals, Internet article by Ken Lipka and Josh Rintamaki <http://maniac.deathstar.org/~krlipka/ps/>



Material�Cost

(Note 1)�Weight Adjust

(Note 2)�Armour AC bonus

(+ve better)�Magic Equiv�Weapon Speed Adjust�Weapon

To hit Adjust�Damage Adjust�Save as, Adjustment��Cranor �x100�Ð25%�+1�+1�0�+1�0�Metal, +1 

(+5 vs elec/lightn)��Arjale�x200�Ð
20
%
�+1�+1�Ð1�+1�0�Steel, +1��Dajavva (Baatoran Green Steel)�x250�Ð
10
%�+2�+2�Ð1�+1�+1�Steel, +2��Abyssal Red Steel (Bloodsteel)�x300�Ð
1
5
%
�+1�+2�Ð1�+2�+1�Steel, +2��Laen�x400�Ð20%
�+2�+2�0�+2�+1�Metal, +2 

(+5 vs all fire,

 +0 vs cold)��Tantulhor (Banesteel)�x500�Ð10%�+2�+3�0�+2�+1 (+2 v. good)�Steel, +3��Gith Mithril�x500�Ð
1
0%
�+3�+3�0�+2�+1�Steel, +3��Godsteel (Blackrock)�x1000�Ð
25
%
�+4�+4�Ð1�+3�+2�Steel, +4��

Planar metals are found and forged into arms and armour on the outer and inner planes. They are thus very rare on the Prime, but are occasionally traded by planewalkers, or won as battle trophies when adventurers best otherworldly fiends. Due to their rarity and properties, such metals will bring very high prices if shrewdly sold on the Prime. 



Cranor (Tree-gold)

This material isn't actually metal at all, but a very hard, metal-like sap drawn from evergreen trees from the forests of Arborea, Arcadia, and the Beastlands. Once treated 
with arcane reagents 
and hardened, the sap resembles amber but is stronger than normal steel. Cranor is highly resistant to fracturing and denting, but it is prone to chipping. Despite this potential problem, tree-gold is highly prized by adventurers: not being metal, it is essentially immune to electrical attacks. (Legends say tree-gold can actually store electricity, but this remains unproven.) Items of Cranor weigh 25% less and cost 100x more than normal items. Weapons gain +1 to hit; Armour gains a +1 bonus. Cranor items save as Metal but receive a +1 to all saves, and +5 vs. lightning/electricity.



Arjale

A pale black metal mined from scattered sources in Baator, Acheron and Gehenna, arjale is light in weight, easily worked to a smooth surface, and can be brought to a razor-sharpness. Some is forged and worked in pure form into weapons of war (particularly in Acheron, and amongst the yugoloths of the Lower Planes) but most is alloyed with small amounts of quality steel to produce dajavva (see below). Talismans of some powerful baatezu/devils are made of arjale.



Dajavva (Baatoran Green Steel)

A planar metal commonly used for armour and weapons on the Lower Planes, dajavva is used in the Blood War because it is far superior to normal steel. It
ems made of Green Steel weigh 10
% less and cost 250x normal. Weapons gain +1 to hit, Ð1 bonus to speed, and do +1hp damage; Armour gains a +2 bonus. All items also have a +2 to saves and can strike creature
s requiring +2 enchantment. The
 
finished 
steel has a dull green-grey hue
, 
that intensifies to 
bright, 
sickly 
green
 
in the
 presence of magical radiances
. Dajavva is occasionally (but  rarely) found in pure form in Baator. More commonly, it is produced as an alloy of arjale and fine steel. In its alloyed form it can be annealed until quite pliable, and the metal whips of Moloch and other Baatoran lords are made from it.



Abyssal Red Steel (TanarÕri Bloodsteel)

Another standard armament in the Blood War, this metal is very similar to Dajavva
 but 
a little more scarce. Items of Bloodsteel 
weigh 15
% less and cost 300x normal. Weapons gain a +2 to hit,Ð1 bonus to speed, do +1hp damage, and can strike creatures requiring +2 to hit. Armour gains a +1 bonus. All items also have a +2 to saves. This steel has a 
dull 
red-gold sheen to it
, that seems to throb 
faintly to good
ly
 folk
. Bloodsteel is mined sporadically throughout the Abyss and Carceri, with occasional deposits (mostly untapped) in Pandemonium, the Grey Waste and perhaps even the Outlands. In dwarven folktales, it has a reputation for engendering avarice in its possessor.



Laen (Steelglass, Smokesteel)

This is another non-metal that is popular with planar smiths. Laen is a form of crystalline gem that is mined on the Quasi-Elemental Plane of Mineral, but which can be found rarely in small deposits in a number of planar mountains. In raw form, the gem is a dark grey colour; but when refined for weapon or armour use, it becomes translucent and smoky grey. Steelglass actively resists heat, dispersing it harmlessly (thus extreme cold must be used to work the material). Items of Laen weigh 20% less and cost 500x more than normal items. Weapons gain +2 to hit and damage; Armour gains a +2 bonus. Laen items receive a +2 to all saves, but +5 vs. fire/heat and no bonus to cold attacks.



Tantulhor (Banesteel)

Tantulhor is a very rare metal mined in a few guarded deposits in the lower depths of Baator. About the weight of iron, it can be worked to a smooth finish, and is apparently unbreakable once forged. Weapons fashioned of tantulhor are said to supposedly cut anything they touch, except stone. While this is unfounded, the swords have a fell power seldom equalled even amongst the planar metals. 



Methods for forging and working tantulhor are basically unknown outside Baator. The secret of its forging is that the blood and flesh of dying sentients is mixed in at critical stages of its production (legends say the souls of the dying give the metal its fell power). This imparts within the metal a not-quite-physical keenness for bloodshed (or awakens an inherent aura
 for such
), and gives it powerful bonuses in combat. Weapons cause more damage to all targets (+2/+1) and especially good-aligned ones (+2/+2). Armour made from tantulhor feels chill when donned, a discomforting feeling said to gnaw at the soul and conscience of the wearer. Items of tantulhor radiate a faint evil aura (which MAY be picked by
 a senstive
 detect evil). Talismans of several powerful baatezu/devils are made from tantulhor, as is the infamous Rod of Dispater. Tantulhor is no
t thought to be
 relat
ed
 to tantalum of Earth.



Gith Mithril (Githril, Mindsteel)

This unusual planar metal has a shimmering silvery surface, resembling the silver expanse of the Astral Plane (it has been said that the surface of a gith mithril item looks like the reflection of storm clouds rushing over still water). Gith consider it their exclusive property, and will hunt down others known to be wielding items of this metal. All of their special Silver Swords are made from mindsteel, as well as the armour worn by Gith of high standing. It has the added benefit of not hindering psionic activity (i.e. no penalties for wearing metal armour if made from Gith Mithril). It
ems made of Gith Mithril weigh 1
0% less and cost 500x normal. Weapons gain +2 hit, and do +1hp damage; Armour gains a +3 bonus. All objects have +3 to saves and can strike creatures requiring +3 to hit.



Godsteel (Soulsteel, Dwarven Blackrock)

The rarest, most precious and most renowned of the Planar metals. It is found only in the very depths of the Dwarven Mountain in the Outlands and Mt. Clenedaggen in Arcadia. It is a lustrous black metal that 
glows
 faintly 
with 
an
 inner light. Items made of this metal weigh 
2
5
% less and cost up to 1000x normal steel (when available at all). Weapons gain +3 to hit, Ð1 bonus to speed, and do +2hp damage; Armour gains a +4 bonus. Objects gain +4 to all saves, and can harm creatures requiring +3 to hit.

Appendix 2: Mining in the Realms (unfinished as yet)

A collection of mines and mineral deposits described in TSR sources.



---------------

Ideas for this section:

cite references in TSR sources (as Francine has done most of).

create master list with these, and original sources to flesh out the reference.

organise by regions as described in the Campaign Set.



My suggestions from notes above:



Adamant: found only in the Underdark, in large spherical pockets in hardened volcanic flows.



Arandur: found in igneous rock, usually as streaks of blue-green ore amid vitreous glass. 



Copper: mined throughout the Realms, especially in the South. Obviously plentiful in the Old Empires, Shining South and Zakhara (as bronze and brass are popular in these places). Found in most types of rocks and ore veins, the copper-bearing rocks often have a green colouration due to copper presence (it is very occasionally found in pure form). 



Dlarun:mined quietly by halfllings of Luiren from clay dug from the banks of certain rivers.



Electrum: Can rarely found in pure form (notably in deep mines in the southern realm of Halruaa), but more often man-made as an alloy of gold and silver.



Gold: Found as a pure metal in many rocks sequences (but mainly quartzite areas, and in alluvium (especially as nuggets in river beds)). Occurs in veins, sometimes associated with silver and with copper ores. Mined throughout the Realms, especially in the South and east.



Graphite: old volcanic areas (metamorphic rocks)



Halrulite: Chult only (needs heavily leached soils)



Hizagkkur: very rare, but basically only in the South (Shaar, Deep Lands area)



Iron: most common metal, mined throughout the Realms and Underdark by many races from large sedimentary ore bodies, from which the pure metal is smelted. Dwarves control (ed) many of the largest or purest deposits.



Mercury is from geothermally active areas: Vilhon, Unther (said to have picked up the curse of that land), and  volcanic islands of the Trackless Sea



Meteoric Iron: ore garnered from meteors that have fallen to Toril’s surface. 



Mithril: Deposits are scattered in small veins and pockets all over Faerun, but concentrated mostly in the easternmost lands of the Sword Coast North (such as beneath Mithril Hall and scattered beneath the High Forest). Mines usually under the control of wary elven or dwarf clans. 



Nickel: mined across the South (mostly by gnomes) and the Underdark. Used in the east to make Nickel-silver. Perhaps rare on the surface in the North.



Platinum: Quite rare, found very occasionally in nuggets in river beds (placers), or as veins in in mountain ranges (in the rare green rock type ophiolite). 



Purpure: purple hued iron mined from shallow deposits on some islands in the Trackless Sea (Aurassic Islands, Moonshaes, Evermeet and the Nelanther).



Silver: Found in veins, sometimes associated with gold and with lead and zinc ores. Mined throughout the realms (especially the northern regions) and Underdark. Rare in Hordelands (they use Nickel-silver as a substitute here) and possibly all eastern Faerun. 



Tin: used mostly in bronze, so would be mined in areas near where bronze is popular e.g. mined mostly from the Vilhon area (for export) and east through the Old Empires region.



Zardazil: found only in mountains and delves around the Lake of Steam (particularly near Saelmur) and in certain sand-scoured fissures in the heart of Raurin. There are small delvings about Saelmur.



Zinc: Shining Sea lands, Zakhara (areas where brass is popular). Much comes from Semphar (used for many uses, including in Nickel-silver alloy) 

--------------

Mining by Region

Region 1: The Dalelands



9392 FRS1 The Dalelands, 1993

Bloodhorn: mines of ores (undetermined type), east of thunder Peaks Mountains

Swordscrag: mines of undetermined ores in Desertmouth Mountains, mined by orcs

Mines of Tethyamar: old dwarven mines now held by orcs. Small deposits of many metals

Glaun: extraction of peat and pig iron from the Glaun Bog

Dagger Hills: some small scale mining, ores undetermined



Archendale:

Heart of Mine: abandoned mine, ore undetermined, was the lair of a dragon.

Thunder Peaks: rich gems, copper and iron mines and also others metals in smaller scale mining. Rumors of deeper gems mine called The Sparkling Stone guarded by unknown dwarves.



Region 2: Cormyr


Isolated 
iron 
mines
 in the Thunder Peaks area. Small deposits of various metals northwest of Espar. Iron mine
s in Gnoll Pass/ Castle Crag area.




9410 Cormyr, 1994

Storm Horns: Chala's mine, ore undetermined

Mine of Cursed Gold: gold (and possibly mordakur) west side of the mountains

Gnoll Pass: extensive coal mines northeast of mountains

Thunder Peaks: gemstones mines on northern slopes



Region 3: Sembia



Region 4: The Moonsea



9474 The Moonsea, 1995

Zhentil Keep: ancients mines of rich ores (undetermined type).

Melvaunt: shallow deposits north of the city, mostly played out 

Gray Land of Thar: shallow mines operated by humanoids.

Ironfang Keep: north of Earthspur Mountains, large iron deposits not mined. Area reputedly controlled by powerful, reclusive mages.

Glister: ancient mines of iron and trace metals.

Sarphil: eastern end of the Moonsea. Remains of dwarven copper mining in the Scarp near Hillsfar/Elventree.



Region 5: The Vast



Region 6: The Dragon Coast



Region 7: The Western Heartlands



Region 8: Waterdeep



Region 9: The Island Kingdoms



9217 FR2 Moonshae, 1987

Alaorn Isle: Fairheight Ranges. Rich mines of iron ore, gold, silver and other precious metals, near Cantrev Blackstone, most mines in south and west of range. Gnarheim exploit the north side of the mountains, and controlled by Northmen chieftains.

Snowdown Isle: mines in Andover Hieghts, ores undetermined (from FR Atlas)

Moray Isle: Mines in Trollclaw Ranges, ores undetermined (from FR Atlas), and in the Orcskull Mountains, ores undetermined (from FR Atlas). Presumably controlled by Northmen chieftains.



Gwynneth Isle:

Myrloch Vale: gold and other precious metal placers exploited by the Dwarves of Underhome.

Thorndyke: mines west of the town, ores undetermined (from FR Atlas)

Norland Isle: Ancient dwarfholds, possible mines in the north Jotanhammer Ranges.



Region 10: The North



9300 FR11 Dwarves Deep, 1990

(unfinished) Mithril Hall and Citadel Adbar are the two primary sources of mithril in dwarven hands. 



1142 The North: Guide to the Savage Frontier, 1996

Mithral Hall:

mithril ore, controlled by dwarven Clan Battlehammer



Leilon:

Copper, nickel, silver



Southkrypt:

old silver mine, ancient dwarven hold



Fireshear:

Rich veins of copper and silver, city and mines. Controlled by triumvirate of Mirabar, Sundabar and Waterdeep.



Hundelstone:

Mining tunnels by dwarves and gnomes, ore undertermined



Ironmaster:

Largest iron deposits in Faerun, controlled by dwarven clan Sstar



Mirabar:

mithril, silver, gold, copper, platinum, adamant and metals of all kind. Controlled by Mirabar government and dwarven Clan Hardhammer.



Kelvin Cairn:

Exhausted dwarven mine, ore undetermined



Griffon's Nest:

gold panning in the Shining Creek by Griffon Uthgardt tribe.



Nesme:

Iron and veins of ores and gems. Abandoned dwarfholds.



Citadel Adbar:

Iron, mithril in solid granite, controlled by dwarves under King Harbromm



Felbarr:

Gold, mithril deposits, but mostly played out. Controlled by dwarves under King Warcrown, subject to Citadel Adbar.



Llorkh:

Iron, silver. Shallow mines exhausted



Eyegad:

Mithril. Orc hold of the Skortclaw tribe.



Phandalin:

Old mithril mine, recent platinum discovery.



Gauntlgrym:

Underground dwarf city near the Dessarin, aandonned mines. Ore undetermined.



Berranzo:

Old gold mine, ruins. Strong possibility of mordakur present also.



Tuern Island:

ores of adamantite and diamonds, volcanic area.



Calling Horns lodge:

Strong rumors of veins of ore nearby. Ore type undetermined.



Halls of the Haunting Axes:

Ancient dwarf town and mines. Ore undetermined.



House of Stone:

Ancient very deep Underdark mine. Ore undetermined.



Lost Peak:

Ancient dwarf mines, ore undetermined.



Nether Mounains:

Rumors of rich ores. Ores undetermined.



Mines of Dekanter:

Iron exhausted (Netheril times)



Greypeak Mountains:

Mostly exhausted (Netheril times), ores undetermined.



Halls of the Hammer:

Ancient dwarfhold and deep mines, ore undetermined.



9233 FR5 The Savage Frontier, 1988

(unfinished)

High Forest (Star Mounts): mining of mithril by orcs under the supervision of Readoc ‘the One’.

Mirabar: very rich deposits of many ores.

Fireshear: iron mines.

Ironmaster: largest iron deposits of the north. Mined by reclusive dwarves.



Region 11: Anauroch



9320 FR13 Anauroch, 1991

The Sword:

Extensive tunnels under Anauroch, has ancients mines dating from Netherese times, ores and gems undetermined. Various areas controlled by phaerimm (or their pawns), tomb tappers or uninhabited.

Azirrhat: rich gold veins. Area controlled by laertis

Coloured Waters: Volcanic area, possible ores



Plain of Standing Stones:

Aerithae's Rest: Iron rich nuggets and ores

Fallen Giant Rift: Gold veins reported

River of Gems: Gemstones

The Throat: Gemstones



The High Ice

Rift of Stars: Gemstones (beljurils), rubies, sapphires and amaratha

Untrivvin: rumors of gems and rare metals ores.



Region 12: The Cold Lands



9267 FR9 The Bloodstone Lands, 1989

Earthfast Mountains:

Western slopes (Vast) Old mines, moderate amount of iron and silver ores

Eastern and southern slopes: scattered but rich iron deposits upon which much of the wealth of Impiltur was founded.



Earthspur Mountains:

Rich iron and silver ores, about Sudrav and Tomrav

Monte Veldelio mine; ruins now, old mine of iron, copper, silver and bloodstone.



Galenas Mountains:

Gold, iron, silver (I would add lead and zinc) and bloodstone. 

Barony of Bloodstone: bloodstone (a deep red chalcedony) mined by humans, dwarven clan Orothiar and svirfneblin deep below the barony. 



Hillsafar Hall

Ironspur and Justin's Mine have bloodstone and ores. Controlled by dwarven Hillsafar clan.



Giantspire Mountains:

reputed rich with precious minerals and gems, 2 mines active; Howser's mine and one near Cutrock, ores undetermined. Area mostly controlled by barbarians and humanoids.



Region 13: The Unapproachable East



1121 Spellbound: Thay, Rashemen, and Aglarond, 1995

Thay: 

Thaymount: Extensive gold mines (many now played out and abandoned), dormant volcanic area, controlled by the Tharchion of Thaymount.

Lapendrar Valley: shallow gold mines along the river valley.

Surague Escarpment: scattered copper and silver deposits in the debatable lands to the west of Thay.



Aglarond: scattered gems and copper mines (locations undetermined).



Rashemen: Mines of Tethkel, iron and copper ores.



1055 The Horde, 1990

Glittering Spires (Hagga Shan): tin mined and smelted by Herlinga dwarven clan. Sold to merchants from Naupau in Sossal. Small surface deposits of copper worked by nomad smiths.

Almorel: small amounts of vaious metals mined beneath the city. (Perhaps 
copper/lead/zinc?)

Rashemen: many metals mined in eastern mountains, including copper mined in the Urling Mountains.

Mountains of Copper (Murghom): riddled with operating and abandoned copper mines, these mountains have been mined by man for many centuries. Most exported to Mulhorand and Semphar, though some is traded to the horsemen of the steppes.

Sunrise Mountains: some copper mining.

Firepeaks: 
clear 
crystalline skystone mined, amongst which small deposits of natural glassteel are extracted.



Region 14: The Old Empires



Region 15: The Vilhon Reach



9520 The Vilhon Reach, 1996

Turmish:

Alaoreum Mountains: gold and gems mined about the Ironfang dwarven realm.

Osraum Mountains: scattered mining by orcs and goblins for their own use only.

Ravilar's Cloak: mines north-west in the mountains, gold veins.

Gildenglade: Rich mines of gold under the city, extracted by various dwarven companies.



Hlondeth: extensive heavily-quarried green marble deposits in the Osrauns to the west of the city.



Aphrunn Mountains:

Aelor: ghost town now in ruins, mines of veins of gold exhausted.

Daroush: Old dwarven mines still mined by humans, virtually played out gold veins

Torl: rumors of new gold discovery.



Cloven Mountains: West of Winterwoods, mined by goblinoid tribes.



Region 16: The Empires of the Sands



9561 Empires of the Shining Sea, 1998

Saelmur (Arnaden) Zardazil extracted and refined from hidden sources in or around the city. (p157)



Region 17: The Shining South



9389 FRM1 The Jungles of Chult, 1993

Wyrmheart Mine: emerald and diamond and others undetermined. Controlled by Wyrmheart clan of Chultan (Jungle) dwarves.

Wild Coast: other dwarven mines, gems and ores undetermined.



9388 FR16 The Shining South, 1993

Halruaa:

Maeruhal: in mountains east of town have rich electrum mines (amongst the purest in the Realms),



Dambrath:

Rich lodes of silver and native electrum mined from the Gnollwatch Mountains. Mined by slaves. More veins are discovered each year. Silver and copper is mined from beneath the mountains. Ore is sent to Herath or Prastuil for smelting.



Var the Golden:

Mountains of Wisdom: Iron ore and gemstones, especially about Ormpe

Curna Mountains: emeralds mines, controlled by the Gemstone Chaka



Durpar:

Giant's Belt Mountains: iron mines near Sezilinta

Adama's Tooth: rich mines of copper and iron ores near Huorm, controlled by the Salipur Chaka

Dustwall Mountains: Rich iron deposits mined by dwarves in orc territory.



Ulgarth:

Galuil Mountains: rich Iron and gold mines, near towns of Dralpur and Surbar



Luiren

Toadsquat Mountains: dwarven silver mines (clan undetermined)

Other References Cited:

9300 FR11 Dwarves Deep, 1990

(unfinished)

Mithril Hall and Citadel Adbar are the two primary sources of mithril in dwarven hands. 



The Great Rift and Deep Lands beneath the Shaar:

Gold, iron, gems, stones; Very rich in all types of ores. One of the few southern souces of mithril. Controlled by gold dwarves (various clans).

Appendix 3: Constituents of Mundane Historical Alloys

Modified after azothath <Azothath@aol.com>



Metal/Alloy�Components��Platinum, fine �Platinum 95, Copper 5 ��Platinum, Platina �Platinum 85, Copper 10, Zinc 5 ��Platinum, Alinco �Platinum 70, Cobalt 23, Copper 7 ��Platinum, Ulloa �Platinum 50, Silver 40, Copper 10 ��Gold, fine �Gold 95, Copper 5 ��Gold, mint �Gold 85, Copper 10, Silver 5 ��Gold, Aurume �Gold 60, Copper 38, Zinc 2 ��Gold, Red �Gold 75, Copper 25 ��Gold, White �Gold 75, Palladium 17, Silver 4, Copper 4 ��Gold, Yellow 22 carat �Gold 91.7, Silver 5.5, Copper 2.8 ��Gold, White 18 carat �Gold 75, Copper 5.5, Zinc 0.5, Nickel 14.5 ��Gold, Yellow 18 carat �Gold 75, Silver 16, Copper 9 ��Gold, White 9 carat �Gold 37.8, Copper 40, Zinc 10.4, Nickel 11.8 ��Gold, Yellow 9 carat �Gold 37.5, Silver 10, Copper 45, Zinc 7.5 ��Electrum �Gold 60, Silver 15, Copper 15, Zinc 10 ��Silver, fine �Silver 95, Copper 5 ��Silver, Silverbrit�Silver 50, Copper 40, Nickel 5, Zinc 5 ��Silver, Sterling�Silver 92.5, Copper 7.5 ��Nickel-Silver, Alpaca�Copper 72, Nickel 18, Zinc 10 ��Nickel-Silver, Virenium�Copper 81, Nickel 9, Zinc 10��Nickel-Silver, Argentan�Copper 52, Nickel 13, Zinc 27, Mangenese 8 ��Billon�Copper 60, Silver 35, Zinc 5 ��Brass, Pinchbeck/Guilding�Copper 95, Zinc 5 ��Brass, Tombac/Jewellery�Copper 87, Zinc 13 ��Brass, red�Copper 85, Zinc 15 ��Brass, Orichalchum/Low�Copper 80, Zinc 20 ��Brass, hard�Copper 79, Zinc 20, Nickel 1 ��Brass, naval�Copper 70, Zinc 30 ��Brass, high/Yellow�Copper 66, Zinc 34 ��TinBrass, electric�Copper 95, Zinc 4, Tin 1 ��TinBrass, LuBronze�Copper 87.5, Zinc 8.5, Tin .5 ��Bronze, A�Copper 94.9, Tin 5, Phosphorous 0.1 ��Bronze, C�Copper 91.9, Tin 8, Phosphorous 0.1 ��Bronze, B2�Copper 89, Tin 4, Lead 4, Zinc 3 ��Bronze, casting�Copper 80, Tin 20 ��Bronze, Speculum�Copper 75, Tin 25 ��Copper, fine�Copper 99, Tin 0.99, Silver 0.01 ��Copper, mint�Copper 90, Tin 8, Zinc 2 ��Copper-Nickel�Copper 69.4, Nickel 30, Iron 0.6 ��Copper-Nickel-Tin�Copper 88.2, Nickel 9.5, Tin 2.3 ��Pewter, hard�Tin 92, Antimony 4, Lead 4 ��Pewter, med�Tin 60, Antimony 3, Lead 37 ��Pewter, soft�Tin 35, Antimony 3, Lead 62 ��Pewter, silver�Tin 90, Antimony 8, Copper 2 ��Potin�Copper 60, Zinc 20, Lead 10, Tin 10 ��

Appendix 4: Alternative View of Metals in Combat

Rick Cross <bughunter@earthlink.net>



Most metals are not suitable for use as weapons and armour; only the strongest and most durable steels are widely crafted into instruments of war.  Bronze and Iron see wide use in more primitive cultures, but are inferior to modern weapons.  Gold, silver and platinum see occasional use as decorative or ceremonial items, but are seldom intended for regular use in combat.  Tin, pewter, lead, and other less valuable metals never see use as weapons or armour except perhaps as decoys or theatrical props.



In the Forgotten Realms, however, mages, sages and alchemists regularly employ the native aspects of metals to achieve desired effects.  These effects sometimes require that an enchanted item, sacrifice, or material component take the shape of a piece of armour or a weapon.  Other enchanters may wish to create an item serving a specific function or opposing a specific foe, choosing a metal or alloy for its magical aspect, not its combat efficacy.  In such cases, it is very useful to know exactly what material deficits must be overcome by enchantment and dwoemercraft in order to make the item usefully durable.



The metals described above are divided into five types, according to hardness and brittleness, as described in Table I.



Table I: Types of specialty metals used in combat 

A:	Hard: All steels, most exotic and magical metals.

B:	Brittle: Bronze, Iron (tempered), Zinc, Brass, Chrome, Manganese.

C:	Soft: Nickel, Silver, Electrum, Platinum, Iron (annealed).

D:	Very Soft: Gold, Copper, Lead, Tin, Pewter, Solder, Magnesium.

E:	Lightweight: Halrulite (aluminum) - equivalent hardness to category B.

(New alloys should be categorized appropriately by the DM.)



Refer to a specific metal description for any adjustments to item saving throws or other properties. Many exotic metals have unusual properties affecting combat. Pure mercury may not be used as a weapon or armour without powerful enchantments to solidify it (e.g., permanent chill metal); solid mercury is category D.



Table II: AC of armours made primarily of specialty metals



�Metal Type����A�B�C�D�E���Armour Type�Armour Classes�Comments��Studded leather, Ring Mail�7�7�7�7�7�C, D: Note 1��Brigandine, Scale�6�6�6�7�6�C, D: Note 1��Chain Mail, Metal Lamllar�5�5�6�6�5�C, D: Note 3��Splin, Banded�4�5�6�6�5�C, D: Note 2��Plate Mail�3�4�5�NA�4�E: Note 2; B, C: Note 4; B,E: Note 5��Plate Armour�2�3�4�NA�3�E: Note 2; B, C: Note 4; B,E: Note 5��

Notes:

This armour must be mended after each combat in which the wearer was struck by at least one weapon or suffer a +1 penalty to armour class. Repair requires a successful armourer proficiency check at +2. If unrepaired armour sees use in combat, refer to Note 2.

This armour must save vs. crushing blow if struck by a bludgeoning or slashing hit from a weapon made primarily of a harder metal or suffer a cumulative +1 penalty to AC.

This armour must save vs. crushing blow if struck by a piercing or slashing hit from a weapon made primarily of a harder metal or suffer a cumulative +1 penalty to AC.

This armour must save vs. crushing blow if struck by any hit from a weapon made primarily of a harder metal or suffer a cumulative +1 penalty to AC.

Critical failure (a natural roll of 1) on a saving thow made as the result of a weapon strike means that the armour is destroyed. 

“NA” means armour of this type is impossible to make with metal of that category.



If armour is ever damaged to the point where it provides no protection (natural AC10) then it is considered destroyed. Destroyed armour may only be used as scrap to make new armour. Repair of damaged armour requires a successful armourer proficiency check with a penalty of one less than the penalty the armour suffers. Repair requires proper tools (pliers, awl, hammer, wire, anvil). Without proper tools, only 1 point of AC penalty may be repaired. These rules do not apply to normal (type A) armours; these armours are listed only for comparison.



Table III: Combat adjustments for weapons made primarily of specialty metals



�Metal Type����A�B�C�D�E���Weapon Type �Combat Modifiers �Comments��Piercing/Melee�0�1�2�3�1�C, D: -1,-2 vs. unarmoured skin��Piercing/Missile�0�0�1�2�1�D: 2 dmg vs armour��Bludgeoning/Melee�0�0�-1�-2�0�D: -1 vs unarmoured skin; E: -2 dmg��Bludgeoning/Missile�0�0�0�0�0�Lead, Gold, Plat: +1 dmg; E: -2 dmg��Slashing�0�-1�-3�NA�-1�C: -2 vs unarmoured skin��

Numbers listed are modifiers to hit; unless otherwise stated, modifiers to damage are less severe by one than the listed number. Metals of type C must save vs. crushing blow after each successful hit upon an armoured opponent or suffer a cumulative -1 to hit and damage. Metals of type D must save vs. crushing blow after each successful hit upon an armoured opponent or suffer a cumulative -2 to hit and -1 to damage. Bludgeoning/Melee weapons make these saves at +2 to the die roll; Bludgeoning/Missile type weapons never suffer a penalty to damage. “NA” means weapons of this type are impossible to make with metal of that category.



Weapons exceeding a total penalty to hit of -5 at any time are considered broken and must be reforged. Weapons crafted from metals of type C or D may be repaired without a forge. Using the proper tools, a successful weaponsmithing proficiency check may repair 1 point of penalty to hit and 1 point of penalty to damage; failure means the weapon suffers additional -1 to hit and -1 to damage (and is subject to breakage). Using this method, a series of successful repairs can return the weapon to its normal state. These rules do not apply to normal (type A) weapons; these are listed only for comparison.
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