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ORD

Freebooter Warjack
The Freebooter comes stock with a pair of clamps. Freebooters 
also integrate the combat reflex array (p. 199) and jury-rigged 
boiler (p. 315) upgrades.

Clamps (Heavy Steamjack only)

Cost: 450 gc (pair) 
Type: Melee 
Location: Arm 
Attack Modifier: 0 
POW: 3

Description: Though these massive cargo clamps are more 
commonly fitted on laborjacks, they are also popular with 
mercenary outfits and merchant marine forces who mount 
them on warjacks for added versatility.

Special Rules: These weapons are always used in pairs.

Clamps have the Open Fist rule and can be used to make 
Headlock/Weapon Lock, Push, Throw, and Two-Handed Throw 
power attacks. Clamps cannot be used to pick up other weapons.

Clamps gain an additional die of damage against knocked 
down targets.

Mounting this weapon on a heavy steamjack chassis requires 
the mechanik to remove the steamjack’s old arm and replace 
it with the clamp (see “Removing or Replacing Arms” in Iron 
Kingdoms Full Metal Fantasy Roleplaying Game: Core Rules).

Toro Chassis
Toro Heavy Warjack Chassis

Cost: 9,000 gc (with custom cortex), 6,000 gc (chassis only) 
 
Description: The Toro chassis is the powerful workhorse warjack of Ord. 
Though produced in very small numbers, the tenacious warjack has been 
embraced by the Ordic soldiery for its strength, resilience, and fighting spirit. 
The Ordic treasury has recently allocated funds to increase the production 
of Toro cortexes, drawing on trade arrangements with Cygnar for essential 
materials and enabling more of these machines to walk off the production 
line than ever before. In recent years, some mercenary companies have come to 
embrace the Toro over the venerable and much more numerous Nomads. 
 
Height/Weight: 11′8″ / 7.2 tons 
 
Fuel Burn/Load Usage: 660 lbs / 5.2 hrs general, 70 mins combat 
 
Initial Service Date: 586 AR 
 
Original Chassis Design: Castellan Ironworks in Merin 
 
Stock Cortex: Toros have a custom cortex equivalent to an aurum-grade 
cortex. These cortexes have been intentionally designed to impart the Toro with 
a heightened sense of aggression in combat. As a result, these machines are as 
famed as they are notorious for charging headlong into combat. The warcasters 
who control them constantly struggle to keep their control over these 
warjacks. For the soldiers who fight alongside the warjacks, they have come to 
symbolize the indomitable spirit and dogged persistence of the Ordic people. 
 
As a result of this increased aggression, Toro warjacks with a stock cortex 
can run or charge without spending a focus point or being ’jack marshaled. 
 
Additionally, a Toro warjack with a stock cortex gains Counter Charge – 
When an enemy advances and ends its movement within 36 feet (6″) of the 
warjack and in its line of sight, this warjack can immediately charge the enemy. 
The warjack cannot make a counter charge while engaged.

PHY 11

STR 11

SPD 5

AGL 4

PRW 5

POI 4

INT 2

PER 2

Initiative 12

MAT 6

RAT 5

DEF 11

ARM 19

Special Rules: Initiative is rolled only in the case of an 
uncontrolled steamjack; otherwise the ’jack activates on its 
controller’s initiative.

Initiative MAT, RAT, and DEF assume a stock cortex.

Toro Warjack
The Toro comes stock with a pair of fists. It is generally armed 
with a single hand-weapon and fights with its other fist.
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Ordic Upgrade
Jury-Rigged Boiler

Cost: 250 gc

Description: Desperate mercenary warcasters make substantial 
modifications to their steamjacks’ boilers and pressure valve 
systems in hopes of increasing the speed of their machines. 
The jury-rigged boiler helps to overcome the shortcoming of 
having to adapt industrial machines to wartime applications. 
When engaged, this modification enables the steamjack to force 
pressure through the ‘jacks pistons, allowing it lurch forward 
with a sudden burst of steam. This modification can damage 
the steamjack’s internal systems, but as long as the damage is 
reparable, it is considered worth the risk by some.

Special Rules: At the start of its turn, a steamjack with a jury-rigged 
boiler can spend 1 focus point to gains +2 SPD that turn. At the end 
of its turn, the steamjack suffers 1 damage point to its first available 
M system box. A steamjack cannot use this ability if its M system 
is crippled. A jury-rigged boiler can be used only once per turn.

Integrating a jury-rigged boiler into a steamjack requires the 
proper tools, eight hours of labor, and a successful INT + 
Mechanikal Engineering roll against a target number of 14. If 
the roll fails, it can be repeated after another hour of labor.

Having a jury-rigged boiler integrated into a steamjack costs an 
additional 120 gc.
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