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HAMMER & ANVIL1 1stoke the forge

The characters we create are a part of us. 
Whether we give them a vivid appearance 
and tragic backstory, or if we start playing 
them quickly without much more than 
numbers on a sheet, they’re personal to us. 
We know what they are good at, not so good 
at, and we can picture the iconic weapons 
that serve as their calling cards.

I can freely choose my character’s story, 
personality and place in the world, but what 
about their weapons and equipment? If I 
can imagine the customised set of armour 
that perfects my character concept, why 
shouldn’t I be able to create it in the game? 
And not just cosmetically, I want my cool 
ideas to have an impact on gameplay too!

The more we thought about it, the more we 
liked the idea of handing players the power 
to create their own weapons, armour, and 
equipment. The GM needs to have final 
say to preserve the power balance of their 
campaign, of course, but finding an expert 
blacksmith to craft you a sword with a +1 
to hit and damage bonus feels a bit more 
satisfying than waiting for the right loot.

So Hammer & Anvil, and its companion 
book Mortar & Pestle, were born. The ideas 
snowballed as we worked on the book (of 
course) so it covers the creation of mundane 
and magical equipment of all sorts, as well 
as inventions, and a multitude of mysterious 
ancient artefacts for players to discover.

CHAPTER 1

STOKE  
THE FORGE
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