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PLATE 1 The standard races are well
represented in the land of Highpoint.



INCRODUCTION

‘ I '\HE D ARK A GE HAS BEGUN. WITH EACH P ASSING DAY THE

MOON GROWS LARGER IN THE SKY, TO THE POINT WHERE IT

IS NOW LITERALLY FALLING TO EARTH, PARTICLE BY PARTICLE, IN

AN EXCORIATING LUNAR RAIN THAT FLATTENS CASTLES AND KILLS

ANYTHING FOOLISH ENOUGH TO WALK THE LAND OF HIGHPOINT

BY NIGHT. THE MOON IS SO CLOSE THAT LUNAR MONSTERS CAN

DROP TO THE SURFACE, WHETHER BY CHOICE OR AS INVOLUNTARY

BYPRODUCTS OF THE LUNAR RAIN. DAY BY DAY, THE LTUNAR DRAGONS

SWARM IN EVER-GREATER NUMBERS, WHILE OTHER ABERRATIONS

STALK THE SURFACE. IF THE LUNAR RAIN DOESN’T SKINYOUAT

NIGHT, THE LUNAR DRAGONS WILL EAT YOU DURING THE DAY.

olonizing the un derdeep was t he only
Chope for those who once controlled the
surface. Elven archmages and orc warlords
were no match for the lunar rain poundin g
their cities night after night. Wave after wave
of re fugees sought shelter underground. But
the entire world tried to cram into a limited
number of havens, and they found only con-
stant warfare. Each battle’s winner had mere
days until the next wave appeared, desperate
to force its way into any covered shelteri t
couldfind.

Deep underground, the ancient dwarven
stronghold of Duerokw as safe from the
dragons and lunar rain — but not from the
refugees. Duerok’s dark age was ferocious.
Pushed back by the relentless waves of inva-
sion, the dwarven city-state lost both land
and lives. Some invaders swept past Duerok,
retreating deeper and deeper underground
in their quest for safety. Most did not.
Duerok was under siege.

The lunar dragons ran rampant over the
surface world. Surging hordes o fre fugees
pressed at every entrance to the subsur face.
The lunar rain razed the suface yet again each
night. Chaos, death, and disaster threatened
from every quarter. Was any hope Ift?

»

Yes.
A stooped, white-haired ~ dwarf named
Parilus came to Duerok one day, claiming
to be the eldest o f the Master Gearwrights.
Only the most ancient dwarves reme m-
bered the

buta footnote in stories o fa mythical Age

Gearwrights Guild, which was

of W alkers passed on  from their grand fa-
thers’ grandfathers.

Parilus taught t he dwarves to build great
mechanized wa lkers powered by steam. He
showed them how mighty a ten-ton metd man
could be, howitsheroic metd hide could resist
the lunar rain and beat back the dragons. He
guided them through the constructionfatheir

2

/' first thousandfoot-tall city-mech and watchd

proudly as it déeated dragon dter dragon
Then, unseen and urfollowed, he vanished
Now, one hundred years later, the Sec-

ond Age of Walkers is at hand. Fi ve dwarven

he

thousands patrol the sur face areas around

city-mechs housing popu lations in t

Duerok. Armored well enough to protect
against all but the most cataclysmic meteor
storms, the city-mechs brave the lunar rain,
though even their toug h metal hides must
be constantly re furbished.

These five city-mechs, known as the
Stenitan Confederacy, are now the center of
surface life on Highpoint. The safe zone they
protect is a new haven for trade and settle-
ment, colonized by fleets of smaller mechs.
Even as the lunar rain abates — some say
the moon’s surface must have been stripped
to bedrock by now — the mechs become
further embedded in the social structure.
Trader-mechs form crucial links between the
budding new surface settlements. Explorer-
mechs comb through the ruins of the surface
cities, while righteous adventurers fight
mech to claw against the lunar dragons.
Prospector-mechs scout for scant supplies
of ore and coal, and tensions run high when
supplies run low.

Resource disputes have brought the
Stentan Confederacy into conflict with its
neighbors. The disparate h uman nomad
tribes, united for the first time in centuries
by the charismatic demagogue Shar Thizdic,
have constructeda steam-powered city-
mech of their own. Now Shar sends his so-
called Legion into routine skirmishes with
the Stenian Confederacy. Mercenaries play
both sides, profiting in the new demand for
metal, fuel, and mechs.

Despite its imposition of law and order,
not all are satisfied with the Stenian Con-
federacy. Its security comes at a cost. Martial
law is the rule of the day; military-mech
pilots are mobile judge, jury, and hangman.
Already, vigilante-mechs backed by the
people have challenged the Confederacy’s
authority. Many citizens, especially the
clergy, feel the Confederacy is too con-
The

surface is now inhabitable, but nothing

cerned with short-term solutions.



has been done to solve the lunar rain itself.
While independent clerics and paladins
organize attacks on the lunar dragons’
home turf, the Confederacy focuses
solely on terrestrial power. As many
resentful citizens of the “oppres-
sive” Stenian Confederacy exist as
do outsiders desperate to enter its
safe zones.

As the lunar rain destroyed long-
established settlements, so too did
it eradicate long-established social
customs. With few exceptions, the institu-
tions that once held together the fabric of
life are now gone. In the place of churches
and nations, new forces have emerged. Faith
in the old gods has practically vanished as
worshippers question those who could not
save them. The newly emerging mechani-
cal-god Dotrak w hispers cryptically in the
ears of his prophets, while the bizarre lunar
gods recruit mortals in disguise. Mobile
“mechdoms” rule where kingdoms formerly
prevailed. The Gearwrights Guild is more

powerful than some nations once were, com-

[

manding entire city-mechs in its name. [ts
coglayers and steamborgs push the limits of
technology, eagerly seeking new techniques,
while new recruits explore ancient legends:
Is it true that the huge metallic dw arflike
sculptures buried in the Wet Desert are
in fact ruined mechs from the first Age of
Walkers?

Not all accept the new order. While nearly
five h uman generations have passed since

the lunar rain began, most elves remember

( its beginning. They resent the treasure-hunt-

ers who loot their ruined villages, the gear-
wrights who challenge their magic, and
the mech jockeys who question

their history. Riding magical-

ly powered mechs crafted

from the still-living

remnants of their village
elven

ancestor trees,

artifact-huntersh ~ unt

lost treasures stolen by

the new mechdoms. Mean-

while, the orcs of the south-

ern plains grow entranced by

the power of mechs, raiding more

frequently as they seek to acquire mechs for
themselves.

As always, the rogues profit. F rom an
early stage, the thieves’ guilds insinuated
themselves into the management of the city-
mechs. Even the Stenians now make con-
cessions to the guilds. The destitute lower
levels of their city-mechs are kept in line by
ruthless guild organizations, which ensure

available manpower tow orkt he smelting

7
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plants and engine rooms as long as their
methods go unquestioned. All the while, a
shadowy group of so-called “stalkers” prac-
tices infiltrating and disabling mechs from
within. Rogues and cutthroats have fantastic
new opportunities for power.

One hero stands above them all. Mech
jockeys are the ace pilots who make life on
the surface possible. They ferry precious
loads of iron from distant mines, risking
ambush by raiders and dragons. They pilot
the massive military-mechs bristling with
steam cannons. Independent operators ride
scout-mechs into the frontiers, seeking new
trade routes or ruins to loot. They smuggle

contraband into the Stenian Confederacy,

outrunning the military when they can and
outfighting them when they can’t. Treasure-
hunters travel to the endless plains, where
they raidt he Legion andthe orc hordes;
glory-hunters pit their steam-mechs against
dragons, giants, demons, and necromechs.
On the outskirts of the Confederacy, a
loose collection of reclusive families called
the Irontooth Clans rides under no flag but
itsown. The Irontooth practice the art of
mech fu, steeped in ancient traditions but
modernized for the world of mechs, and the
“mech devil” pilots of the Irontooth Clans
are feared above all others.

In a land where chaos comes hand in hand
with opportunity, it is no surprise that efforts
to solve the true cause of the problems —the
lunar rain and the creatures it brings to earth
— have failed repeatedly. Only the most
heroic adventurer can resist the daily temp-

tation of personal wealth and power. High-

A

point is essentially a Wild West environment
with scattered law and great power waiting
to be claimed. The old institutions are dead
and gone. The competition to replace them
has begun.

Now hope exists again. It is once again a
time for adventure! On the fertile endless
plains, elven wizard-pilots carry adventur-
ers in search of lost elven treasures. Shar
Thizdic’s

Stentan mines, while independent mech

Legion sends saboteurs into
jockeys profit from trade with both sides.
Righteous paladins fight nobly against the
lunar dragons, and treasure-seeking fighters
hunt for their lairs. Gnome coglayers build
fantastic clockwork weapons for their allies,
while dwarven steamborgs replace their own
body parts with steam-powered prosthetics.
All the while, the soft pinging of the lunar
rain can be heard through the sturdy metal
shell of your transport mech, as you bed down
for the night outside the ruins of a once-great
surface cily. Hope exists once again ...

And it’s powered by steam.



PLATE 2 The heroes of DragonMech include
the traditional classes as well as those
who build and pilot mechs.

PLATE 1 The standard races are well represented in the land of Highpoint.



ChHARACTERS

G IVEN THE MASSIVE CHANGES ROCKING THEIR WORLD,
THE PEOPLE OF HIGHPOINT SUFFER NO SHOR TAGE OF
ADVENTURERS. SOCIAL ST RUCTURES HAVE COLLAPSED LEFT
AND RIGHT, LEAVING MANY COMMONERS WITH NO RECOURSE
BUT TO FIGHT FOR THEIR LIVES. MORE OVER, THE A DVENT OF
MECHS HAS CRE ATED NEW OPPORTUNITIES FORA DVENTURING.
COLLECTING RESOURCES TO KEEP THEM GOING IS AN IN-

DEMAND OCCUP ATION THESE DAYS, AND THE MECHS HAVE
RAISED THE IMPOR TANCE OF A SKILL SET NOT FORMER LY
VALUED: THE TALENTED PILOT. EVERYWHERE YOU LOOK, NEW

ADVENTURERS ARE WANDERING THE LAND.

the dragons and other lunar aberrations?
ZBHRHZCER + How does he feel about steam technol-
mOCIUHCIODS ogy? Does it offer salvation or is it an

The world of DragonMech offers all the

usual reasons to adventure and many + After all the devastation wroughtby the

affront to the old ways? Does it threaten
the supremacy of magic or challenge the
power of the gods?

more. Many clerics adventure to contest the lunar rain, and the hardships your charac-
lunar aberrations and their gods, while fight- ter has endured, does he still have faith in
ers are more concerned with claiming their his gods?

exotic treasures. Mechs introduce a whole + Does the Gearwrights Guild speak the
truth about the first Age of Walkers, even

though the ancient elven texts make no

new level of adventuring opportunities,
whether they’re used simply as transport or
as the focus of a campaign. reference to such an era?

Before you begin creating your character, + What doesy our character think about
stop for a moment to think about why your mechs? Are they vehicles, mere “wagons
character has become an adventurer. How with legs,” or a revolutionary new con-
has he been affected by the forces shaping cept? Are those who pilot mechs merely
Highpoint? Asyou go through the charac- using them as a crutch, or are they power-
ter creation process, k eep these questions ful in a manner that is new for the world?
about your character in mind: + Doesyour character see the world’s cur-
+ Where did his ancestors live before the rent state of unrest as a clarion call for
lunar rain? What happened to their hered- heroic defenders to fight the lunar aberra-
itary home? tions and end the lunar rain, or a once-in-
+ Where did they turn for shelter during the a-lifetime chance for profit and power?
lunar rain? What enemies and allies did Constidering your character’s motivations
they make?

+ What interaction has the character had with

throughout the creation process will also

help y our gamemaster f ocus his campaign.

Ify our party is composed of traditional-

ist mages and clerics who see mechs as a

thinly v eiled threat to the dominant role

magic once played in the world, y our DM

will likely focus y our campaign on fighting

against mechs. On the other hand, ify our

party is composed of coglayers, steamborgs,

and mech jockeys who see mechs as the best

chance for defeating the lunar dragons, your

adventures will be completely different.
With that in mind, here are some potential

character motivations that have special plac-

es in DragonMech. Of course, a character

is much deeper than a single motivating fac-

tor, so you can pick more than one, or adjust

them as you see fit.

+ Defeat the lunar aberrations

+ Restore faith in the traditional gods

+ Gain followers for a personal belief sys-
tem from those who now have nothing left
to believe in

+ Oppose the plans of the lunar gods

+ Explore (or loot) the ruins leftby the
lunar rain

+ Restore the surface world (oryour own
hometown or nation) to its former glory

+ Explore the depths of the underdeep,
those e xposed only since the surface-
world refugees pushed ever deeper

+ Locate the legendary Master Repository
of the Gearwrights Guild

* Restore order and law throughout the world

+ F ight against the oppressive policies of
the Stenian Confederacy

+ Acquire a personal mech

+ Build your own mech

+ Advance the art of mechcraft through
whatever means necessary

+| oin the Irontooth Clans and become a
mech devil

+| ointhe Gearwrights Guild

*F ind aw ay to travel to the moon and
destroy the lunar dragons at their source

+F orge an alliance between the splintered
factions of the world, so the larger threats
can be confronted in unison

+ P ursue personal power through whatever
means necessary, ensuring that you aren’t
affected by such disasters in the future

+ Prove that steam-powered mechs are superi-

or to magically powered ones (or vice versa)



*+ Restrict knowledge of mechs to those who
can use it wisely

+ Rise to a senior pilot position in the mech
jockey hierarchy of the city-mechs

+ Discover what lives in the endless engine
rooms that power the city-mechs

+ Prove that life on the surface is possible

without the city-mechs

+ Unravel the mystery behind the Pretominin

Heads and the Great Standing Dwarf
+ Hunt monsters, find treasure, and become

a hero in this shattered world

O ———

RACES TN
DRAGONMECH

The standard races are well represented in
the land of Highpoint. Though they have
been traumatizedb y the w orld’s collapse
around t hem, none has been completely
exterminated.

Although Shar Thizdic has used racial ten-
sions and hate-illed rhetoric as a ploy to grab
power, interracial interaction hasactua lly
grown since the lunar rainThe chaotic nature
of theworld frequently throws togethe r
adventurers who never would have met lfere.
The city-mechs are far too concerned about
recruiting those with use ful skills to worr y
aboutrace (although tall humans certainl y
have difficulties on the low-ceilinged dwar f
mechs), and independent mech operators are
no different. Prospectors and treasure-seek-
ers take whoever does the best job, and f& on
the surface is more about who can help you
survive than who has pointed ears.

This section describes the major races in

DragonMech and the ways they interact.

-
<>

HUMANS

I l istorically, the humans o f Highpoirt
have been nomads, and rather uncivi-
lized nomads at that. The center o f human

“civilizatioll was the endless plains. Relatie-

»

Y ly fewnatural obstructions, combined with well

defined boundaries preventing outside inval-
ers, made this the per fect realm for nomads;
the open plains were protectedfrom invasion
by the steppes to the west, the forests to the
north, the sea to the east, and the swamps to
the south. Between the nomad tribes, how-
ever, no shortage of conflict existed. Human
civilizationhas always been wild and malleable
to begin with, with entire kingdoms rising
and falling withina few short generations,
and the endless plains are no exception. The
many tribes bickered constanlly over territory,
resources, and prestige. The orc hordes tha t
also walked the plains maddor still more can-
flict. The few nonnomadic cultures retreatel
to impregnablefortress-cities that the comba
ive nomads couldrt invade

Now, however,t he endless plains are
decaying. With little shelter from the lunar
rain, they are eroding with every passing
night. The h uman cities w ere easy targets
for the lunar dragons, and many have been
battered into the ground, their remains used
by some dragons as lairs. At the same time,
brave humans survive in the tunnels and
small places under the ruins. The ruined cit-
ies are still home to hundreds or thousands
of refugees, who hide where the dragons
can’t reach them.

The nomadic tribes were not as vulnerable
as the cities. They fared well against the lunar
dragons, being last on their list of targets. As
wanderers with no fixed shelters, they were
hit hard by the lunar rain. The luckiest found
caves, mountains, or forests on the plains,
which theyw ere soon forced to defend

against endless waves of refugees. The less

/d
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fortunate had to travel h undreds of miles
to the western steppes or northern forests,
where some were accepted by the elven vil-
lages. Most died en route.

Humans living in other regions, such as the
flatland, were less a ffected by the catastr o-
phe. They were closer to underdeep havens,
or on goo d terms with nearby dwarves, and
fared better than their nomadic brethren.
Many too ks helterint he dwarven stron g-
holds. There they forged life-long alliances,
standing side by side with their dwarven hosts
to defend against later waves d refugees.

Older human characters are likely to be
embittered, cynical refugees. Their personal
history includes constant flight or fight for
the past fifty-odd years. They’ve never known
peace, stability, or true safety, nor have their
fathers or grandfathers. To them, the mechs
aren’t hope; the mechs are merely the latest
in a string of refuges. They adventure solely
for survival.

Younger humans, however,w ere born
into thisw orld. Never knowing anything
else, they take it for granted. To them, the
mechs are simply there — some friends,
others enemies, but all merely aspects of
the environment, like mountains or houses.
It is these new generations of humans that
have the greatest potential for reshaping
Highpoint, for they make the most of what
is there rather than try to return to the old
ways. They adventure out of a sense of hope
and possibility, searching for the innovations
that will restore the world (or at least their
tribe) to greatness.

Human characters may hail from the spe-
cialized nomad tribes of the endless plains,
some of which confer special abilities and
limitations. The wild Stavians are excellent
riders, while the Wisps are stealthy forest
dwellers. See page 157 f or information on

these tribes.

<
<>

DWARVES

Of all the races, the dw arves are the
least affectedb y the catastrophes.

Their underground homesw ere never in

any danger from the lunar rain. The lunar



dragons w ere only a small threat; no large
creature can fit very far into a dwarven tun-
nel. But the dw arves suffered mercilessly
from the secondary effects of the catastro-
phes: When the surface dwellers looked for
shelter from the lunar rain and dragons, they
headed to the mountains. The dwarves were
forced to defend their underground caves
against almost ev ery living surface-dweller
in the world.

The dw arven kingdoms have been in a
constant state of war for nearly a century.
The more recenty ears have seen less vio-
lence, since most of the invaders are dead
by now, and the development of mechs gives
refugees another option. But the first few
decades w ere horrible. Most dw arves now
refer to these as the Years of the Blood Rain,
for the invasions caused by the lunar rain
spilled more dwarf blood than any other war
or catastrophic event within memory.

During the Years of the Blood Rain, almost

every dwarf household lost at least two thirds of

its numbers. Some were exterminated entirely,
Some mountaintop dwarven cities are now
occupied entirely by humans, elves, and orcs.
Some still have dwarven residents, who are the
slaves of the current owners. Other cities have
been successively occupied by wave after wave
of invaders, each of which wipes out the pre-
ceding one. These “sanctuaries” from the lunay
rain are testaments to its disruptive power.
Dwarven characters are likely stoic, tired
defenders. After decades of invasion, they are

distrustful of anyone who is unfamiliar, particuy

larly if they are approached in their strongholdy.

Tothem, the mechs are a mixed blessing. They
relieve the pressure on the dwarven kingdoms.
At the same time, for those dwarves who now
live in mechs, thg represent the abandonment
of thousands of years of dwarf stone-dwelling
tradition. They adventure to escape their con-
fines, search for new solutions, beat back the
attackers who have threatened their way of life
for so long, or free the dwarven cities that are
still occupied by invaders.

The dwarven bonus to Craft checks relat-
ed to metal applies to Craft (Mechcraft).
Dwarves raised in mechs do not receive the

stonecunning ability, but in its place receive

a +2 bonus to Mech Pilot skill checks. The

dwarven bonuses in combat against giants,
orcs, and goblinoids do not apply to combat
with orc mechs. The bonus is due to genera-
tions of training in personal martial combat,

not mech combat.

<
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ELVES

The elves w ere w ell protectedby their
dense f orest realms, which shielded
them from the lunar rainf or some time.
Although the f orests w ere ev entually w orn
down, they bought time for their residents.

Even so, the elves suffered hard. The
elven lifespan is long, and their traditions
are strongly cemented. While h umans had
short memories and several generations to
adapt to anew world, and the dwarves at least
retained the vestiges of their former realms,
the elves have had every last woodland village
utterly destroyed. Tens of thousands of years
of advanced civilization have been reduced
to afew portable libraries, the occasional
rolled-up painting, and remembered songs.
Humans give birth to children who never
knew anything different, but barely half an
elven generation has passed since the lunar
rains began. Each and every living elf is pain-
fully aware of all that has been lost. To make
it all the worse, they are now forced to live in
confined spaces, a condition which is anath-
ema to the elven psyche. A deep sadness
permeates elven society.

Nonetheless, elves w elcome the mechs
with open arms. F rom the perspective of
those used tow oodland groves and high
forest homes, living in a tall, mobile mech
is @ monumental improvement ov er living
underground. Although the mechsw ere
inventedb ydw arves and developedb y
humans, the most advanced are the product
of elven magic. They have taken the denuded
ancestor trees that were once the centers of
their villages and magically recrafted them
into still-living mechs. These wooden mechs
must root in the earth for one hour each day,
but they are still far more powerful than any
others, wielding barrages of fireballs and
other spells at their fingertips. They carry
with them the villages’ traditions.

A

b

Elven characters are sad and distant, but
among all player character races they are the
most hopeful. They have a seven-hundred-
year lifespan — more than sufficient to use
their mechs to eradicate the lunar dragons,
use their magic to shield them from the
lunar rain, and re-establish the culture they
once had. They adventure with v ery long-
term goals: to recover the artifacts and icons
their villages lost, seek new sites to reroot
their ancestor trees, establish alliances with
others who would help them fight the lunar
creatures, and find magical solutions to the

world’s problems.

o
>

GNOMES

The gnomes have suffered m uch as the
dwarves have, with their underground
burrows raided and used as shelters by other
races. Unfortunately, the gnomes lack the
extensive defenses of the dwarf kingdoms,
and they have f ared m uch w orse. Despite
their illusions, most gnomes w ere e victed
from their burrows and forced to seek shelter
elsewhere. Their burrows were then batted
back and forth between successive invaders
until the constant activity finally attracted
the attention of the lunar dragons. Most
gnome villages are now flattened wastes.

Although the dwarves invented the mechs
and the h umans developed them, gnomes
actually constructed many of them. The few
gnomes to survive their f orcible displace-
ment have been welcomed by mech crews,
who deeply appreciate their technical prow-
ess. They are less needed on the magically
powered elf mechs, but most other mechs
include a cadre of gnome technicians, and
many gnome clans have traded their services
for safety on a human or dwarven mech.

Gnomes are welcomed for another reason:
They’re fun to be around. The gnomish sense
of humor has sustained the race, and their
jokes and pranks are welcome diversions in
the bleak land of Highpoint. Of course, their
jokes these days tend be a little darker, but
they still make people smile.

Gnomish adventurers are jovial tricksters,

as they always have been, but at night, when



they’re alone in their bedrolls, they silently 3

weep for the clan members they have lost.

-
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HALF-ELVES

I lalf-elves on Highpoint have always
had difficulty defining themselves.

The radically different lifestyles of their two
parents certainly never helped: The stable,
ancient elves in their woodland towns lived
avery different life from the whirling, wan-
dering human nomads. Many half-elves split
their time between their two cultures. Being
from two races that respected one another,
they were always accepted, even when they
never belonged.

Each half-elf usually identified more
strongly with one parent or the other and
spent more time with that society, though
he took pride in the accomplishments of
both of his heritages. Now that the lunar
rain has decimated the landscape, half-
elves have, for the first time, had a chance
to define their own identity as something
other than a confused, misplaced mix-
ture. Although it would be an enormous
exaggeration to say thata ny half-elf actu-
ally appreciated the catastrophes, it is true
that ma ny have “found themselves” in the
new world. As social structures which con-
fused them have broken down, they have
had less difficulty fitting into the newly
reformed societies. They have flocked
to the mechs, seeing the new culture as
a place they can fit into from the start.
Relative to their percentages in the overall
population, half-elves are quite common

in human and elven mech crews.

<
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HALF-ORCS

O rcs have always been despised by the

other races of Highpoint, and half-
orcs are unfortunately subject to similar
disdain. Th ey are accepted by no society,
and most become wanderers ora dventur-
ers. The few who settle usually li ve with the
tribes of their orc parents, where th ey are

considered weaklings.

Half-orcs are found in mechs only as pay-
ing passengers (when their payment is high
enough to overcome natural prejudices) or
as slaves or laborers on an orc mech.

Half-orc characters are coarse, crude mer-
cenaries, as they have always been. The lunar
rain is a catastrophe for others, not them;
since half-orcs were never fully accepted by
either parent, they don’tfeel a deep sense
of loss for what has been destroyed. Of all
the races, the half-orcs are perhaps the best
adjusted, f or they took the least pride in
what they were to begin with.

<
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HALFLINGS

The halflings of Highpoint never had
a specific city or region to call their
own, nor a civilization quite as advanced as
that the elves lost. They settled everywhere
and moved often; halfling neighborhoods
existed in mosth uman cities, throughout
elven territory, in the halls of Duerok, and
along the banks of the Endless River.

For many reasons, the halflings have
adapted well to the catastrophes. First, their
small size let them escape the lunar dragons
easily. Many halfling communities w ere
able to survive in the nooks and crannies
beneath the rubble of cities destroyedby
the dragons. Others became worm farmers.
Unlike the larger races, they were not forced
to battle for the underground homes of the
dwarves and gnomes. Second, halflings are
always quick to adapt to new opportunities,
and they did so en masse after the catastro-
phes. Many became traders, scouts, guides,
prospectors, and technicians.

Thus w ere born the “ coglings”: halfling
laborers and technicians who tend to mechs.
The h uge, complex steam engines of the
dwarven mechs require e xtensive mainte-
nance, ranging from simple janitorial duties
(cleaning off oil residues, monitoring wear
and tear, etc.) to complex technical assign-
ments (calibrating gears, checking pressure
valves, etc.). Halflings can fit into smaller
crevices thaneven the gnomes, and they
were quick to recognize the utility of their

size in the complicated regions of a dwarven

»

mech. Many halfling communities have now
relocated to mechs, where they provide
most of the unskilled and semiskilled labor
required to keep the steam engines running.
In many cases, these coglings are illicit stow-
aways unknown to the mech’s leaders. In the
most extreme cases, they have become feral
gear-dwelling creatures, f orgetting their
heritage and living as perpetual stowaways in
the harsh engines. (For more information on
coglings, see page 183.)
Halfling adventurers are cynical, as
are all the races, but not quite as jaded as
others. After all, halflings see change as
opportunity. Many halflings are now pro-
tected by the same mechs that protect the
dwarves, gnomes, and humans, despite the
halflings’ absence in the innovation of such
mechs. As usual, they have adapted rap-

idly and found places to support themselves.

O ———

ADAPTING CLASSES
C0 DRAGONMECH

P 1ost traditional classes can be eas-
ily integrated into DragonMech,
although a few require adaptation.

Barbarians
Barbarians have always been common, espe-
cially among the nomadic human tribes. Now,
as new generations come of age in the rain-
scalded world of Highpoint, they are even
more common. Any character raised on the
surface (in the rubble of old cities, in shallow
cave complexes, or any other such area) is far
more likely to be a barbarian than a fighter.
Barbarians adventure to locate kin who were
lost in the disasters, to acquire whatever ves-
tiges of steam technology they can for their
tribes, or because they have lost their tribes

and have nothing left to go back to.

Bards
In a world with little to hope for, bards are
in high demand. They are welcome wherever

they go for the diversions they provide. While



most survivors of the lunar rain are naturally
suspicious of anyone or anything they encon-
ter, the one exception to heir suspicion is he
bard. They’ll wait to ask questions until after
the bard per forms, and i f he performs well,
they might neveras ka ny questions. Bards
adventure to piece together what bits o f
knowledge they can, hoping to uncover t he
ultimate secrets behind the lunar rain. Even
while joking and singing, they pursue the big
questions: Why did it happen? What is fe like

on the moon? How can this be stopped

Clerics
Few clerics have survived the catastrophes

unscathed. The damage has been not to their

Y bodies (although many were killed) but to

their faith. What sort of god w ould allow
such disaster to befall his followers? Either
the gods allowed such inexplicable disaster,
whichw ould make any follower question
his own piety, or the gods did not allow the
disaster, in which case they are ineffectual
and lack the strength to stop whatever power
did cause the disaster. Either way, a cleric’s
faith will be shaken, and many attribute their
declining powers to these causes.

Inreality, the old gods are being overrun by
the lunar gods, particularly those o the lunar

dragons. The physical interaction between

A

the moon and surface has given these gods a
strong foothold in the a ffairs of the surface
world. On other planes, they battle the old
gods and are slowly overwhelming them.
Clerics in Highpoint must contend with
the battles between their deities andt he
lunar gods. They receive spells only when
their deities have the strength and divine
focus to spare. Each day, after the cleric
completes her hour of supplication, check
to see if she receives spells. This is resolved
with a Wisdom check against a base DC of 6.
Aroll of 1 always fails.
The base DC is modified as follows.

+ For each day that the cleric did not receive
spells, the DC on the following day is
increased by 2.

+ If on the previous day the cleric succeed-
ed in a major defeat of the lunar gods or
their allies and agents, in any way, the DC
is decreased by 2.

+ If on the previous day the cleric otherwise
aided his deity in some significant way,
such as completing a temple, founding a
new sect, defeating an enemy cleric, or
significantly enlarging an existing sect,
the DC is decreased by 1.



This check is rolled separately f or each
and every cleric, even two of the same faith,
as it depends not just on the deity’s abil-
ity but also the cleric’s piety and the deity’s
power on that day. Clerics still receive their
spells most of the time, but the few days on
which they don’t are certainly disturbing.

This weakness of clerics reflects the dis-
traction and limited power of their gods as
they battle the lunar gods. However, there is
a silver lining. The deities are now focusing
much more of their energy on thwarting the
invading lunar gods and their minions. Any
cleric of any faith can attempt to channel
divine energy spontaneously into a spell
opposing any lunar dragon or other lunar
creature or effect, including attempts to
protect or heal someone from the conse-
quences of lunar rain, damage from drag-
ons, and other such causes — but only if he
receives his normal spells that day.

To attempt such spontaneous casting,
the cleric simply tries to cast any spell he
could normally cast, regardless of whether
it is in his daily allotment. A Wisdom check
determines success. If the check is success-
ful, the cleric casts the spell as normal with-
out losing one of his allotted spells for that
day. If the check fails, the cleric does not
lose an allotted spell, but no spell effect
occurs and his action is  wasted. The cleric
must still meditate to be able to cast these
spontaneous spells.

These spontaneous spells can be cast
more than once per day. The DC for the first
spontaneous spell cast each day is 20, modi-
fied by the same adjustments as the cleric’s
chance to get spells. The DC for each sub-
sequent spell rises by 4 for each attempted
spontaneous casting, whether successful or
not. For example, the initial DC is 20. After
one attempt, whether failed or successful,
it rises to 24. After a second attempt, again
regardless of success, it rises to 28.

In addition, clerics and paladins of ter-
restrial deities may automatically sense if a
creature is of lunar origin. They must already
be aware of the creature’s presence. This is
resolved with an unadjusted Wisdom check
against DC 15. On a success, the cleric suc-

cessfully determines if a creature is lunar in

origin. This free action is a flash of insight
providedb y the cleric’s deity in itsw ar
against the lunar gods and requires no effort
on the cleric’s part. The DM should make
the check.

Clerics now feel a compelling urge to set
forth in the name of their gods, or at least to
fight against the lunar gods. They adventure
out of a sense of faith, dedicated to reviving
their faith and solving the root causes of the

disaster, not merely profiting in its wake.

Druids

The lunar rain has had two effects on druids.
First, not as many of them exist. Forced to
seek shelter, many had to abandon their
groves. Lacking the natural world with which
to instruct new f ollowers, they have had a
hard time increasing their numbers. At the
opposite extreme is a corollary effect: those
druids who remain, and the few who have
appeared since the lunar rains, are dedicated
to their cause as no others before them. They
see themselves as participants in a sacred
battle of epic proportions, warring against
the lunar denizens for the sake of all things
natural. Few enemies of the lunar rain are so
dedicated. They are utterly driven in their
cause to protect what little remains of the
natural world. In many cases, their dedica-
tion borders on insanity, so hard it is to take
the losses that their groves have seen.

A player must explain how his druid char-
acter has come to such a profession in the
world of Highpoint. He may be apprenticed
to an older druid who roamed the w oods
before the catastrophes, or perhaps he is a
refugee raised in a burrow, whose knowledge
of nature is limited to the razed environment

of the postcatastrophe world.

Fighters
Fighters are always in abundance, whether
on Highpoint or any otherw orld, but
fewer of them are around now. The armies,
dedicated training, and military schools
necessary to produce fighters have been
disrupted. Most fighters now hail from
Chemak or Duerok. Fighters adventure to
test their skills against the new challenges
of this world and to defend the homelands

that trained them. Many also succumb to the
allure of glory and treasure waiting to be had,
and seek profit from the new world growing

up around them.

Monks
The monasteries of Highpoint are tradition-
ally located in the higher altitudes: the rough-
lands, the foothills of the Boundary Peaks, or
even on the Peaks themselves. Some monas-
teries are in the Lilat and Heredl forests, and
two extremely isolationist orders have set up
camp west of the Boundary Peaks, far from
civilization. All of these areas are far from
the worst ravages ofthe lunar rain, and monks
have endured the pain of the catastrophes
as stoically as one would expect. Although
monks have never been particularly common
in Highpoint, they’re as common (or as rare)
now as they have been.

Some monks have reinterpreted their
heritage in a new way. The mech devils of the
Irontooth Clans have clear roots in monastic
martial tradition, though they apply it to
combat with mechs rather than personal
melee. Many monks have joined these clans,
where they are w elcomed with open arms

and taught the ways of the mech devils.

Paladins

Paladins are needed now more thanev er
before. As with the clerics, many have
questioned their gods, but as the ultimate
champions of their faith, none has held such
doubts f or long. Paladins have emerged as
true champions, battling the lunar dragons
where others flee, and their numbers have
actually grown thanks to the examples they
have set.

Paladin spellcasting is limited as a cleric’s
is (see above). None of the paladin’s other

abilities are affected.

Rangers
As with the druids, rangers havef ound
their homes destroyed. Rangers can still be
found among the elves and surviving human
nomads, but new recruits are rare. Some have
responded similarly to the druids, declaring
a sacred war against the lunar creatures; oth-

ers have simple given up, living the rest of



their lives in the meteor-pocked wastes of
what were once great forests.

Av ariation on the traditional ranger,
calledt he clockwork ranger, can now be
found haunting the gear forests of city-
mechs. Clockwork rangers are described in

detail below.

Rogues
Rogues will always have a place, in any loca-
tion and any time. The rogues of Highpoint
have been unaffectedby the catastrophes,
except insofar as it has been a great time
for opportunists and looters. Life on a mech
doesn’t particularly favor a rogue — the quar-
ters are a little too cramped to get away with
much — but rogues have found their skills are
perfectly suited to infiltrating enemy mechs,
which are little more than walking buildings.
Some rogues have even specialized in such
skills, and rumors exist of a secretive orga-
nization of “stalkers” who are dedicated to
taking down mechs without ever being seen.
Rogues adventure for the same reasons they
always have: loot, experience, fame, infamy,

and the challenge of a great heist.

Sorcerers
The moon’s low orbit has caused all manner
of strange events on Highpoint, not least of
which is a huge jump in the number of natu-
ral-born spellcasters. Sorcerers are on the
rise, apparently driven by some magical side
effect of the moon. Many of the “new blood”
manifest spells that are moon-themed varia-
tions on the traditions, such as magic missiles
that launch meteorites instead of arrows.
In some cases they are hated for this, being
seen as part of the world’s problems; in other
cases, they are treasured as bearers of unique
magic. In any event, the respect they enjoy
must now be shared with mech jockeys and
coglayers, a fact many sorcerers find grating.
They adventure to test their limits and find
their purpose, especially those whose tal-
ents indicate they are connected to the lunar

catastrophes in some inexplicable way.

Wizards

Fewer places exist to learn magic these days,

and fewer people are training to become

»

wizards. Much magical knowledgew as
destroyed a long witht he great cities, and
the destruction of the ancestral elven vil-
lages dealt a powerful blow to the study of
magic. F urthermore, the age favors steam
power, not magic — except among the elves,
it is the coglayers who are protecting their
societies, not the wizards.

Wizards are not as common as they used
to be. Those who remain are motivated to
return magic to its place of preeminence.
They adventure to prove the worth of their
skills, to gain new knowledge, and to track
down the few remaining archmages who can

teach them the greatest secrets of all.

O ———

NEW CORE CLASSES
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CLOCKWORK RANGER
(VARIANT RANGER)

The clockwork ranger is a fighting
man who has adop ted the mech
as hishome. Onano rmal world
he may have grown up udying
the creatures of the woods,

but, raised as he was ona

mech, he has instead

made the worldo  f

metal his domain.

Most clockwork rangers

live in the gear forests, the vast

engine rooms t hat oc cupy mul-

tiple levels d every citymech.

Clockwork rangers are in most
respects just like traditional rangers.
They study the creatures that occupy
the gearf orests, both natives (like
coglings) and invaders (which can
include practically any creature that
threatens the engines regularly). They
tend to be standoffish loners who
retreat to the engine rooms for sol-
ace and skill. Clockwork rangers have
a natural understanding of engineer-
ing rather than the affinity for nature

found withw oods-dwelling rangers,

v
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though t heir natural talent is not asw ell
developed as that of the coglayers.

The personal history o f a clockwork rang-
er usua lly moti vates himto a dventure. In
many cases, their lives were saved by mechs
early on. Their worship o f the gear forest
is intertwine d with a desire to protect it
ve the
foil

those w ho would t hreatent he lumbering

as an environment, in part to preser

city-mech itsel f. Theya dventure to

city-mechs, to find resources to bene fit the
city-mechs, or simply to  further the cause
of steam technology. They oppose those
who advocate areturntot he old ways, not
just because it threatens the denizens o f
the gear forests, but because th ey see it as
a deceptive solution.

Clockwork rangers are also known as

metal rangers or enginekeepers.

Game Rule Information
Clockwork rangers are identical to normal

rangers with the following modifications.



CLASS SKILLS

The clockwork ranger’s class skills (and the
key abilities for each skill) are Climb (Str),
Concentration (Con), Craft (Int), Handle
Animal (Cha), Heal (Wis), Hide (Dex), Jump
(Str), Knowledge (nature) (Int), Knowledge
(steam engines) (Int), Listen (Wis), Move
Silently (Dex), Profession (Wis), Search
(Int), Spot (Wis), Survival (Wis), and Use
Rope (Dex).

Clockwork rangers have the unique abil-
ity to use Handle Animal to influence con-
structs. See page 42 for details.

Skill Points at 1st Level: (4 + Int modi-
fier) x 4.

Skill Points at Each Additional Level:
4 + Int modifier.

CLASs FEATURES
Clockwork rangers are like r angers except
for the following.

Spells: Though the gear forest is a man-
made environment,
its inhabitants are
creatures of

nature. Many

( gear forests develop their own unique ecolo-

gies, albeit it with creaturesfar removed from
those that walk the woodland daleClockwoik
rangers may stil draw on nature to castdivine
spells, though the spells available to them are
slanted more toward mechanical fe. See page
48 for their spell list

Track: Clockwork rangers still receive the
Track feat. The grime and grease that coat the
floors of gear forests countas firm ground for
purposes of the feat. Particularly sludge-cov-
ered areas are considered sdt ground.

Favored Enemy: Clockwork rangers still
have favored enemies. They may choose
from the traditional categories, provided
they have had exposure to those enemies.

Animal Companiort The clockwor k
ranger's animal companion must be a creature
native to the geaforests.Choosefrom this list:
dire rat, orease lizard, monstrous centipede
(Medium or Large), monstrous spider(Medi-

um), or snake (Small or Medium vipe).

-
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COGLAYER

coglayer is a tinkereran d mechanic.

AMost coglayers are obsessed with steam

engine technology, working tirelessly to e ke

out every last drop of performance from the

engines they build. They experiment co n-

stantly and are always eager to learn about
others’ a dvances in the

field. If anyone can build

a bigger, better mec h,

it’s a coglayer. Cogla  y-

ers gain powert hrought he

devices they build, an dt hey have

special mastery over anareao f technology

known as steam powers. Steam powers enable
them to construct fantastic engines with

amazing powers.

Adventures: Coglayersa dventure for
two reasons. First, they like totestt heir
inventions. The best way to find outifyour
mech is really up to snuff is to send it into
battle. Second, they have a very expensive
hobby. As if steam engines weren’t expen-
sive enough, mechsare downright exor-

bitant. Adventuring isagood wayto fund

4\ this hobby.

¥

Characteristics: Coglayers are shy and
reclusive. They prefer to spend their time
with machines, not people. They maintain
a conservative appearance and don’t draw
attention to themselves —ex cept when
demonstrating new inventions, at which
point they are happy to show them off.

Alignment: Coglayers tend toward neu-
trality and even chaos. Their belief structure
places a high premium on knowledge and
truth, as well as the advancement of tech-
nology through contributions to the greater
body of knowledge. They consider these
timeless v alues to be far more important
than the temporal loyalties of mortal life.

Religion: Coglayers ha ve no respect
for the old gods.
tic. They worship only technology and the

They are utterly athei s-

power it can bring them. I f they exhibit any
religious leanings at all, it is toward Dotrak,
the “great engine.”

Background: Many coglayers are offi-
cially trained by the Gearwrights Guild, or
a similar organization in their hometown. If
not part of the guild, they are almost always
apprenticed to an older, more experienced
coglayer, who teaches them the basics and
then helps them advance. This apprentice-
ship is usually quite informal; it happens
naturally due to the close camaraderie of
coglayers, who seek each other out to dis-
cuss their studies. A strong feeling of fellow-
ship exists among coglayers, since they have
few other people with whom they can discuss
their interests.

Races: Gnomes and dw arves areby far
the most common races among coglay-
ers. Human and half-orc coglayers aren’t
uncommon, though the latter rarely advance
beyond simple mechanical contraptions.
Coglayers of any other races are exceedingly
rare: Elves prefer magically constructed
mechs, and halflings are more interested in
selling mechs than building them.

Other Classes: A coglayer is perceived by
other classes as an odd eccentric. For most
of an adventuring career, he’ll be the small
guy in the back hiding behind some weird
contraption. But as he advances in level
he gains the ability to construct ever more

elaborate w eapons, and eventually he can



TABLE I-I: THE COGLAYER

LeveL  BAse ATTACK BONusF ORTSAVE  REFSAVEW ILL SAVE SPECIAL STEAM POWERS
| +0 +0 +0 +2 Machine Empathy,
Exotic Weapon Proficiency 2+Int
2 +l +0 +0 +3 Mech Weapon Proficiency 3+Int
3 +l +l +l +3 Integrated Parts 4+Int
4 +2 +l +l +4 Exotic Weapon Proficiency 5+Int
5 +2 +l +l +4 Mech Weapon Proficiency 6+Int
6 +3 +2 +2 +5 — 7+Int
7 +3 +2 +2 +5 Integrated Parts 8+Int
8 +4 +2 +2 +6 Exotic Weapon Proficiency 8+Int
9 +4 +3 +3 +6 Mech Weapon Proficiency 9+Int
10 +5 +3 +3 +7 — 10+Int
I +5 +3 +3 +7 Integrated Parts 10+Int
12 +6/+I +4 +4 +8 Exotic Weapon Proficiency Il+Int
13 +6/+! +4 +4 +8 Mech Weapon Proficiency 12+Int
14 +7/+2 +4 +4 +9 — 12+Int
15 +7/+2 +5 +5 +9 Integrated Parts 13+Int
16 +8/43 +5 +5 +10 Exotic Weapon Proficiency 14+Int
17 +8/+3 +5 +5 +10 Mech Weapon Proficiency [4+Int
18 +9/+4 +6 +6 +lI — 15+Int
19 +9/+4 +6 +6 +lI Integrated Parts 16+Int
20 +10/+5 +6 +6 +12 Exotic Weapon Proficiency 16+Int
build mechs. It is at this point that coglayers Weapon and Armor Proficiency:

start earning some respect.

Game Rule Information

Coglayers have the following game statistics.

Abilities:Intelligence is exceedingly valu-
able for coglayers, as is Dexterity. The former
lets them dream up ever more powerful con-
traptions, and the latter lets them build them.

Alignment: Any.

Hit Die: d4
CLASS SKILLS
The coglayer’s class skills (and the key abilities
for each skill) are Craft (blacksmithing) (Int),
Craft (mechcraft) (Int), Disable Device (Int),
Knowledge (any) (Int), Knowledge (mechs)
(Int), Knowledge (steam engines) (Int), Lis-
ten (Wis), and Mech Pilot (Dex).

Skill Points at 1st Level: (8 + Int modi-
fier) x 4.

Skill Points at Each Additional Level: 8
+ Int modifier.
CLAss FEATURES
All of the following are class features of the

coglayer.

»

Coglayers are proficient with club, dagger,
heavy crossbow, light crossbow, and quar-
terstaff. They are proficient with all shields
except the tower shield, and the f ollow-
ing armor types: padded, leather, studded
leather, pilot’s armor, chain shirt, scale mail,
gearmail, and chainmail. As they advance,
they gain proficiency with certain ex otic
weapons (see below).

A coglayer is always considered proficient
with any weapon he has built using his steam
powers.

Exotic Weapon Proficiency: Coglayers
tinker constantly. They are always learning
how to use new mechanical devices, includ-
ing exotic steam-powered weapons. At each
indicated level, a coglayer can become
proficient with one of the following exotic
weapons: buzzaxe, buzzsaw, chattersword,
flame nozzle, lobster claw, steambreather,
steam gun.

Machine Empathy (Ex): A coglayer is
finely attuned to the functions of machines.

He can identify problems from the slight-

esth um or whir. Coglayers receive the
Craft Steam Gear feat for free at first level.
Coglayers add their class level as a bonus to
all checks in Craft (mechcraft), Knowledge
(mechs), and Knowledge (steam engines).

Mech W eapon Proficiency: Coglayers
spend far more time building and studying
mechs than piloting them, so they do not
learn to operate mech w eapons as quickly
as their mech jockey counterparts. None-
theless, they become skilled with those
they focus on. At each level indicated, the
coglayer becomes proficient with any one
mech weapon.

Steam Powers (Ex): A cogla yer can
construct a number of steam p owers as
indicated in Table 1-1. He recei  ves a num-
ber of additional steamp  owers equal to
his Intelligence modifier. Steamp owers at
Istlevel are granted for free; future steam
powers must be built and paid for per the
usual rules.

These steam powers aren’t indicative of
what the character  knows; they’re indica-
tive of what he is capable of maintaining.
The character doesn’t have to specify what
each steam power slot is until he actually
builds a device of some sort that uses the
steam power. He can maintain only the
number of steam pow ers indicated in Table
1-1. If for some reason he wants to alter the
steam powers he is currently using, he can
dispose of an existing device and create a
new one. As long as the total steam powers
in use do not exceed his limit as indicated
in Table 1-1, that’s not a problem. The old
steam powers and the device they were
used with are considered destroyed, how-
ever; even if they aren’t actively destroyed,
they fall apart from lack of maintenance.

Each morning the coglayer m ust spend
one hour maintaining his steam powers.
This

parts, checking measurements, and so on.

includes adding oil, recalibrating
The coglayer must be capable of reasonable
concentration during this time, though he is
not affected by any distractions that might
be normally e xperienced on a city-mech
(such as engine noise or cramped quarters).
For each day in which he doesn’t maintain

his steam powers, the coglayer temporarily



loses one steam power. All lost steam powers
are restored as soon as the coglayer spends a
full hour on maintenance.

Integrated P arts: Most coglayers are
Small creatures, such as gnomes, halflings,
or coglings. With their low Strength, these
coglayers have beenf orced to develop
new ways to carry around all their gear. At
3rd level and every 4 levels thereafter, the
coglayer can integrate two steam powers
into one. These powers must be built into
the same device. The two parts combined
then weigh the same amount as the smaller
of them did before they were combined. For
example, an imagemaker combined with an
iron arm would have a total weight of 8 lbs.,
the same w eight as the iron armby itself.
Parts integrated in this manner cannot be
separated once combined; to replace them,
the coglayer has to build two whole new
parts from scratch. It is perfectly acceptable
to integrate disparate parts of radically dif-
ferent size, w eight, and dimensions - after
all, this is fantasy engineering!

That Piece is Important: At 12th level
(or higher), a coglayer may take the that
piece is important ability (per the stalker class
description) in place of a normal f eat. A
coglayer with this ability may identify stalker
sabotage in half the usual time (which nets to
one-fourth the time the stalker spent finding
the piece).

<
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CONSTRUCTOR
(VARIANT WIZARD)

constructor is a wizard who specializes
Ain building constructs. Constructors are
anew phenomenon, having appeared only in
the last several decades. A formal organiza-
tion known as the College of Constructors
is responsible f orm uch of the growth in
the field, as its members have expanded the
science of magical constructs f ar beyond
golems and guardians. Constructors learn
spells that mimic the traits of constructs,
just as they push the envelope of construct-
building in an attempt to match the fabulous

creations of the coglayers.

Characters become constructors because
they e xhibit a talent f or both engineering
and arcane magic. If they lacked the abil-
ity to cast spells, many would have become
coglayers. Instead, they fuse their two skill
sets to create creatures far beyond the scope
of simple engineering (or so they hope).

The constructor class is a mix between a
normal character class and a prestige class.
Constructors are always members of the
College of Constructors. This membership
is freely available to anyone who professes
an interest. In that regard, the constructor is
like a prestige class, as it requires member-
ship in a world-specific institution. On the
other hand, this s hardly more specialized
than what is required of a specialist wizard
(an illusionist, f or e xample). Constructors
are essentially specialist wizards whose
specialization includes membership in an
organization. Unlike normal specialists,
however, their specialization does not fall
along the lines of a specific school.

Players may select constructor as their

class at Ist level.

Game Rule Information
A constructor is identical to a normal wizard
with the following modifications.
CLASS SKILLS
The constructor’s class skills (and the key
abilities f or each skill) are Concentration
(Con), Craft (alchemy) (Int), Disable
Device (Int), Knowledge (any) (Int), Profes-
sion (Wis), and Spellcraft (Int).

Skill Points at 1st Level: (2 + Int modi-
fier) x 4.

Skill Points at Each Additional Level: 2
+ Int modifier.

Crass FEATURES

Spells: The constructor class has its own list
of spells. This includes all wizard spells, a few
divine spells that have been adapted for use
by the constructors (such as animate objects),
several v ariant spells f ocused on affecting
constructs rather than their previous targets,
and a number of restricted spells.

The constructor school spell list appears
on page 48. The restricted spells were devel-
oped by the College of Constructors and are
strictly regulated. Members of the college

»

never teach these spells to nonmembers.
The only way to learn them is to be a mem-
ber of the college or to discover them in a
member’s spellbook.

Specialist: Constructors are specialists.
As described in the PHB, a constructor can
prepare one additional spell of each level per
day, and receives a +2 bonus to Spellcraft
checks to learn the spells of her chosen col-
lege. The e xtra spell selection may be any
spell from the constructor school spell list
(page 48).

To become a constructor, a wizard must
select any single other school as her prohib-
ited school. Almost all constructors choose
necromancy as their prohibited school,
since spells of all other schools are required
for the creation of all typical constructs.
Those who don’t choose necromancy as their
restricted school often have foul ambitions
involving the creation of smoking dead and
other undead semiconstructs.

Familiar: A constructor may build a

clockwork familiar (see page 47).
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MECH JOCKEY

mech jockey pilots mechs. The mech

jockey embodies technical inclination
combined with lightning reflexes, extraordi-
nary spatial abilities, an emotional sensitivity
to machines, and an unflinching belief that a
mech can do anything a human can.

While the earliest mechsw ere piloted
by the technically minded people who built
them, it soon became clear that technical
talent and piloting ability are two separate
things. The mechdoms now select mech
jockeys based on piloting skill, not techni-
cal aptitude. Low-level mech jockeys merely
understand the controls of a mech, while
high-level mech jockeys can make their
mechs do things the builders never thought
possible.

In the lands of Highpoint, mech jockeys
are the neww ave of heroes. Their skills
protect and shepherd their peoples. The ace
pilots of the lightweight fighters speed their
mechs across the landscape, sparring with

monsters and repelling raiders. The more



cautious pilots of the massive city-mechs
stride mightily above t he ground, plotting
their steps with e xpert precision so as to
avoid disaster.

Adventures: Mech jockeys adventure
because it’s the only way they can get behind
the controls of a mech. Most of them are in
love with mechs from the moment they set
sight on one. On top of that, mech jockeys
get a thrill from the rush of piloting and love
excitement, danger, battle, and loud noises.
The transition from there to active adventur-
ing isn’tvery far. Mech jockey adventures
involve ferrying cargo, passengers, or even
contraband; scouting out new locations for
settlements or mines; patrolling safe zones;
defending city-mechs against invading
mechs; and going head to head with lunar
dragons and other huge monsters.

Characteristics: The mechjo ckey is
like the quintessential fighter pilot: cocky,
self-assured, and good at what h e does.
Mech joc keys have a speci fic ability which
has never before been recognized as useful.
In the past, t hey may have become chartot
drivers in the military, or simp ly raced bug-
gies with the lads back in the village. Now
their piloting talent

finally hasa produc-

tive, respectable outlet, andth  ey’re very
proud of that.

Mech jockeys are always amateur techni-
cians, and some start out as coglayers before
multiclassing into piloting. Unlike coglay-
ers, however, their technical abilities aren’t
directed at building new kinds of machines.
Rather, they are most interested in “souping
up” their “legs.” They focus on customizing
their mechs and jerry-rigging repairs.

Alignment: Mech jockeys can be of any
alignment. A chaotic mech jockey sets out
to acquire his o wn mech (whether legally
or not), while a lawful mech jockey joins the
military in order to be assigned to a mech.

Religion: Mech jockeys are not as athe-
istic as some of the other newly appearing
classes, but their faith is still solidly planted
on the side of machinery, not gods. They may
retain some residual worship of the divine,
but most espouse a belief in Dotrak.

Background: Mech jockeys love speed,

thrills, and excitement. They were interested

in mechs and steam technology from an early
age, but rather than learn howt he mechs
worked, they just wanted to make them go,
go, go! They hail from cultures where mechs
are common, or at least familiar: usually one
of the mechdoms, or Duerok. Mech jockeys
from the underdeep are unheard of.

Races: Although dwarves and gnomes
are most common among the technical
professions, mech jockeys are far more
likely to be human. Humans love t he thrill
of piloting. Whenever you see a mech doing
something e xtraordinary — dancing, fight-
ing “unarmed” with its elbows and knees,
moving faster than even the builder thought
possible — it is almost guaranteed to be a
crazed human mech jockey behind the con-
trols. Mech jockeys of other races do exist,

of course, but they're neither as crazy nor

v
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as common. Many dwarven mechs are still
piloted by coglayers.

Other Classes: Mech jockeys get along
well with the wild, roughneck classes: bar-
barians, bards, rogues, and most fighters.
The more conservative classes consider
them a little too much to handle, including
coglayers, who appreciate the mech jockey’s
love of their creations but really can’t quite
connect with them. Sorcerers and wizards
often feel a sense of rivalry with mech jock-
eys, as they embody the steam technology
that is rapidly challenging the predominance
of magic. Clerics and paladins disdain them
for their lack of faith, and monks consider
them undisciplined and rowdy (except for
the mech devils, whose own brand of monas-
ticism intersects perfectly with that of a

mech jockeys).

Game Rule Information
Mech jockeys have the following game
statistics.

Abilities: Dexterity is by
important ability for mech jockeys. It helps

far the mos t

them control their craft with precision an d
skill. Intelligence s useful for understanding
the engineering that powers the mechs.
Alignment: Any.
Hit Die: d6
CLASS SKILLS
The mech jockey’s class skills (and
the key abilities f or each skill)
are Balance (Dex), Climb (Str),
Craft (mechcraft) (Int),] ump
(Str), Knowledge (mechs) (Int),
Knowledge (steam engines) (Int),

Listen (Wis), Mech Pilot (Dex), and Spot
(Wis).

Skill Points at 1st Level: (4 + Int modi-
fier) x 4.

Skill Points at Each Additional Level:
4 + Int modifier.

CLAss FEATURES
All of the following are class features of the
mech jockey.

Weapon and Armor Proficiency: Mech
jockeys are proficient with all simple weap-
ons, plus the rapier, short sword, all cross-
bows, and the steam gun. They are proficient

with light and medium armor, including



TABLE I-2: THE MECH JOCKEY

LeveL Base ATTACk BoNus MecH ATTAcKk BONus F ORT SAVE REF SAVE WiL L SAVE SPECIAL

[ +0 + +0 42
2 + +2 +0 43
3 +2 +3 43
4 +3 +4 o +4
5 +3 +5 o +4
6 +4 +6/+| +2 +5
7 +5 +7/42 +2 45
8 +6/+ +8/+3 2 +6
9 +6/+ +9/+4 +3 46
10 +7/42 +10/+5 3 47
I +8/+3 HI/+6/+ 3 47
12 +9/+4 +2/47/42 +4 48
3 +9/+4 +13/+8/+3 +4 48
14 +10/+5 4/ +9/+4 449
5 +lI/+6/+ +15/+10/+5 +5 49
16 H2U47/42  HE/HIAE/H 45 +I0
7 H2AT/42 HTAHUATA2 45 +IO
18 +I3/+8/+43  +I8/+I3/+8/+3 46 Il
19 +l4/+9/+4  HI9/HI4/+9/+4  +6  +lII
20 HI5/HO/A45  +20/+I5/+10/45  +6  +I2

+0  Extraordinary Pilot,
Mech Fingers — Warrior Instinct, Hand Speed
+0  Bonus Feat, Patchwork Repairs
+IP  ushthe Envelope I/day
+l Bonus Feat
+|  Roll with the Punches - | increment
+2P  ush the Envelope 2/day
+2  Bonus Feat, Mech Fingers — Skill Transfer
+2  —
+3P  ushthe Envelope 3/day

+3 Bonus Feat

+3  Roll with the Punches — 2 increments

+4 P ush the Envelope (Extreme Redlining) 4/day
+4  Bonus Feat

4 —

+5P  ush the Envelope (Extreme Redlining) 5/day

+5  Bonus Feat

=

+6 P ush the Envelope (No Overheating) 6/day
+6  Bonus Feat

+6  Roll with the Punches - 3 increments

pilot’s armor and gearmail, but not shields.

Mech jockeys are automatically proficient
with all mech w eapons. They are the only
class to gain full mech weapon proficiency as
part of the class package.

Extraordinary Pilot (Ex): Mech jockeys
add their class level as a bonus to checks in
the Mech Pilot skill.

Hand Speed: A mech jockey is a highly
skilled warrior who is most effective in a
mech. Many of the talents that make him
a skilled mech pilot — hand speed, quick
reflexes, excellent hand-eye coordination
— are also extremely useful in normal hand-
to-hand combat. The mech jockey receives
the feats Quick Draw and Weapon Finesse for
free at first level, even if he does not meet the
prerequisites. These reflect the ways his natu-
ral abilities can be used outside the mech.

Mech Fingers: Mech jockeys eventually
learn to feel a mech as if it were an extension
of their own self. Their strong spatial percep-
tion abilities make them acutely aware of the
mech’s dimensions. In effect, their fingers

become the mech’s fingers.

Warrior Instinct (Ex): At 1st level a mech
fockey gains bonuses to attack while in
personal combat and while using a mech.
His attack bonus is divided into “Base” and
“Mech” because he gets a higher bonus when
attacking with a mech. This higher bonus
applies to any attack he makes while acting
as pilot or gunner on a mech.

Skill Transfer (Ex): At 7th level, a mech
jfockey is so skilled at fighting with his mech
that his personal combat abilities carry over
to the mech. With this ability, a mech jockey
who possesses the following f eats may use
them with the mech and its weapons: Dodge,
Expertise, Cleave, Great Cleave, Improved
Trip, Power Attack, and Whirlwind Attack.
(The following feats already apply to combat
in a mech, even without the skill transfer
ability: Improved Critical (on any mech
weapon), Improved Initiative, and Improved
Sunder. Shot on the Run and Spring Attack
can be used without the skill transfer ability
provided the mech jockey has the necessary

prerequisites and the Mechwalker feat. The

various two-weapon fighting f eats do not J

apply to mechs, and their abilities are sub-
sumed by the new Mechidextrous feat.)
Patchwork Repairs (Ex): Starting at 2nd
level, a mech jockey can perform patchwork
repairs once per day to get his mech back on
its f eet quickly. Making patchwork repairs
takes a full round action (and in a large
mech, additional time may be required
to move to the damaged area). P atchwork
repairs fix the effects of one critical hit,
but do not increase the mech’s hit points.
The repairs last for 1d6 hours plus one hour
per two mech jockey class levels; after that,
the critical damage recurs. For e xample, a
steam-powered mech that suffers gyroscope
damage m ust normally make a Reflex save
(DC 16) with every move orfall over, and
it suffers a -4 penalty to trip checks. A 4th-
level mech jockey could temporarily fix the
gyroscope so the effects disappear, but they
reappear after 1d6+2 hours.
Push the Envelope (Ex):

have an uncanny ability to judge the limits of

Mech jockeys

their mechs. They can redline a steam engine,
push its boiler to the blasting point, yet judge
the pressure just right so thg max out perfor-
mance without causing permanent damage.

A mech jockey can push the envelope
anumber of times per day as indicated on
Table 1-2. When pushing the envelope, the
mech jockey’s mech gains a temporary +2
bonus to attack and damage rolls, +2 to all
saving throws, and +10 ft. to its movement
speed. The mech jockey can keep his mech
redlined for a number of rounds equal to 3 +
the mech jockey’s Int modifier. At the end of
the redline duration, the mech is overheated
for 1d4 rounds. An overheated mech suffers a
-2 penalty to attack and damage rolls.

A mech jockey who controls a specific
function on a larger mech (for example, the
gunner) gains the benefits of redlining only
for the specific function he controls (gener-
ally one weapon).

At 12th level, the mech jockey can push the
envelope to an extreme redline point. From
now on, his bonuses for pushing the envelope
are doubled: +4 to attack and damage rolls, +4
to the mech’s saves, and +20 ft. to the mech’s
movement speed. The modifiers for an over-

heated mech are unchanged.



At 18th level, the mech jo ckey
can continue to push the envelope
to an extreme re dline point, and
the mec h no longer over heats
when the redlining is over

Pushing the envelope is a
free action that can occur at
any point in a round, usually at
the beginning of a mech jockey’s
turn. It is acceptable to declare
that the pilot begins pushing the
envelope after an attack or effect
hits that forces a save.

Roll with the Punches (Ex):

A mech jockey learns to move his

mech with the momentum of

incoming blows, reducing the

likelihood of critical hits. At

5th level, a mech jockey pilot-

ing a mech of average maneu-

verability or better treats criti-

cal thresholds as one increment

less dangerous. Yellow critical hits

are treated as green, orange critical

hits are treated as yellow, and red critical
hits are treated as orange. This means he
rolls on the lower threshold column to deter-
mine the effects of critical hits.

At 11th level, a mech jockey tréats critr -
cal hits as two increments less dangerous.
Yellowan d orange critica 1 hitsuset he
green co lumn, w hile re d critical hits use
the yellow column.

At 20th level, a mech jockey treats critical
hits as three increments less dangerous. All
critical hits use the green column, regardless
of threshold.

Bonus Feat: Ateacho f the indicated
levels the mech jockey may take one o f
the following feats for free, provided
the feat ’s prerequisites are met: Dodge,
Expertise, Cleave, Great Cleave, Greater
Weapon Focus (any mech weapon ),
Greater Weapon Specialization (any mech
weapon ), Improved Critical ~ (any mech
weapon ), Improved Initiative, Improved
Sunder, Improved  Trip, Mech Dancer,
Mech Fu, Mechidextrous, Mechwalker,

Power Attack, Shot on the Run, Speed
Freak, Spring Attack, Weapon Focus  (any
mech weapon ), or Weapon Specializ a-

tion (any mech weapon). A mech
jockeyw ho takes Weapon Specializa-
tion, Greater Weapon Specialization, or
Greater Weapon Focus counts his mech
jockey levels as fighter levels for purposes

of meeting the feat prerequisites .
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STALKER (VARIANT ROGUE)

talkers are rogues who specialize in infil-
S trating and destroying mechs. Although
their abilities are genera lly similar to tra di-
tional rogues, their training departs ina few
important ways. They study steam engine
technology an d mech pi loting extensive ly,
and the focus of their rogue skills is on in fil-
tration and concealment at the expense o f
certain other areas. For game purposes, they
are considered a di  fferent class than the

traditional rogue.

Stalkers are described in more detail on pagg

179. They are not a formal organization, simpl

a type o rogue with specialized interests

+

Game Rule Information
Stalkers are identical to normal rogues with
the following modifications.

CLASS SKILLS
The stalker’s class skills (and the key abilities
for each skill) are Balance (Dex), Bluff (Cha),
Climb (Str), Craft (any) (Int), Craft(mechcrafd
(Int), Decipher Script (Int), Diplomacy (Cha),
Disable Device (Int), Disguise (Cha), Escape
Artist (Dex), Gather Information(Cha), Hide
(Dex), Intimidate (Cha), Jump (Str), Knowl-
edge (mechs) (Int), Knowledge(steam engine}
(Int), Listen (Wis), Mech PilotDex), Move
Silently (Dex), Open Lock (Dex),
Profession (Wis), Searc h
(Int), Sense MotivgWis),
Sleight of HandDex), Spat
(Wis), Swim (Str), Tumble(Dex),
Use Magic Device (Cha), and Use

Rope (Dex).

The key differences between these
gkills and those of a rogue are asfollows:
New Skills: Stalkers have access to
these new skills: Craft (mechcraft)

(Int), Knowledge (mechs) (Inb),
Knowledge (steam engines) (Int),
Mech Pilot (Dex).

Lost Skills:

rogue sKills are not class skills for a

These traditional

stalker: Appraise (Int), Forgery (Int), Perform
(Cha), Swim (Str).

Skill Points at 1st Level: (8 + Int modi-
fier) x 4.

Skill Points at Each Additional Level: 8
+ Int modifier.

CLAsS FEATURES
All class features are identical to those of a
rogue except as described here.

Special Abilities : Onachi eving 10th
level and every three levels thereafter (13th,
16th, and 19th ), astal ker gains a special
ability. At 10th1evel the stal ker must ta ke
the contortionist ability. At 13thl evel the
stalker must ta ke the that piece is importan t
ability. At future levels he may choose from
the usual options.

Contortionist (Ex): A stalker with this abil-
ity can contort her body into a bewildering
variety of shapes. She can dislocate joints

at will, contract her body into unnaturally



small shapes, and fit through incredibly tiny
spaces. She receives a +5 competence bonus
to Escape Artist checks. This stacks with the
Agile feat. Stalkers use this skill to squeeze
into the tiniest openings on a mech, often
finding entry through narrow air vents and
seemingly impassible exhaust pipes.

That Piece Is Important (Ex): A stalker with
this ability can assess weak points in a mech’s
engines with expert ability. After extensive
study of the mech’s engine rooms, she can
identify a single piece that, if destroyed, will
bring the entire mech to a grinding halt.

Using this ability requires studying the
mech’s engines for at least one full hour on a
small mech, and as long as several months on
the endless gear forests of a city-mech. After
the period of study, the stalker can make a
Disable Device skill check. The stalker can-
not take 10 or take 20 on this roll. The time
required and the DC depends on the mech’s

size as follows:

Si1zeS TupyY TIME DisasLE Device DC
Large | hour 16
Huge 2 hours 18
Gargantuan 4 hours 20
Colossal 8 hours 22
Colossal Il 2 days 2 4
Colossal Il 5 days 2 6
Colossal IV 2 weeks 28
Colossal V 3 weeks 30
City-mech A | month 32
City-mech B 2 months 34
City-mech C 3 months 36
City-mech D 4 months 38
City-mech E 5 months 40
City-mech F 6 months 42

If successful, she brings the entire mech to
a grinding halt. Within 2d6 minutes of her
sabotage, every single system connected to
the mech’s central engines has failed, from
the legs to the arms to the water supplies to
any weapons connected to the main engines.
The mech loses no hit points but must be
repaired as if its hit points had been reduced
by 15%. Repairs take an unusually long time
because the mech’s coglayers m ust locate
the specific part damagedb y the stalker.

Before repairs can begin, the mech crew

must spend at least half as much time find-
ing the damaged piece as the stalker spent
identifying it.

If the check fails, the stalker can con-
tinue searching for another week, then
failed
attempt the stalker must pass a Bluff check
of the same DC as the Disable Device

check or have her activities in the engine

make another check. After each

rooms detected (probably by i nvestigating
coglayers). This routine of a new check
each week can conti nue until the stalker
gives up or is detected.

This ability is far more subtle than simply
bashing in an important gear. It’s sabotage in
the most inconspicuous possible manner.
The stalker might remove a single bolt, cut
a single wire, or file the edges of a gearby
a single millimeter. This ability sums up the
very motto of the stalker: cause maximum
damage with minimum visibility.

Necromantic and animated mechs are not
affected by this ability.

Favored Class: Regardless of race, any
rogue may multiclass as a stalker as if stalker

were a favored class, and vice versa.

<
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STEAMBORG

The steamborgs are a profession unlike
anything thew orld has seen before.
They are human, dwarf, and gnome engineers
who have taken steam engine technology to a
dangerous new level. Rather than experiment
in building enormous mechanized w alkers,
they took the next logical step: They turned
themselves into mechanized w alkers. They
are, in essence, self-constructed cyborgs
built from steam engine technology.

The rise of steam engine technology, cou-
pled with the nihilism of a world in tatters,
led to the creation of steamborgs. The early
impetus was artificial limbs. A peg-legged
dwarven engineer named Darius had long
experimented with avariety of articulated
legs, both magical and mundane. As steam
engine technology improved he applied it
to his prosthetics, with surprising results.
He was able to produce an artificial leg that

worked better than his normal leg. Not only

was it faster and stronger, it was modular and
easily repairable.

From Darius’ experiments formed a cote-
rie of obsessive dwarven engineers. It wasn’t
long before they dispensed entirely with the
pretense of helping the crippled. Soon they
were voluntarily performing surgery on one
another, replacing natural limbs and organs
with steamborg parts. In time, theyw ere
more steam engine than dwarf, and thus were
born the steamborgs.

Adventures:  Steamborgs  adventure
because it provides a source of funds for their
experiments and a chance to test their latest
accouterments. Some are also motivated to
adventure because they have no homes and
nowhere else to go. Low-level steamborgs
may still have a place in their society, but as
they advance and become progressively less
human (or dwarven or gnomish, as the case
may be), they invariably become outcasts.
Some are treated as deranged eccentrics
— useful allies, but certainly not someone
to leave unattended withy our children
— while others are deemed a bad influence
and chased out of town.

Characteristics: Steamborgs acquire
power through the addition of steam engine
technology to their o wn bodies and their
improved proficiency in using it. Over time
they become more and more adept at oper-
ating steampunk equipment. Not only can
they use the powers built into their artificial
body parts, they can surpass the limitations
of h umanity, mixing the best aspects of
machine and mortal. Their ability to operate
technology is similar to that of gearwrights,
but their talent with technology is focused
more on applying it in creative w ays than
inventing new techniques.

Alignment: Steamborgs tend toward
neutrality and chaos. Becoming a steamborg
requires ov erstepping cultural boundaries
common to almost all societies. Little dis-
cipline is involved; rather, it entails comfort
with risk and, in a world where steamborgs
are still extremely rare, a great degree of dar-
ing the unknown.

Religion: Steamborgs have no respect for
the old gods. Where are they now that the

world is falling apart? For a steamborg, power



comes from the steam technology that ifuses

his being, not through worship babsent gods.

Steamborgs worship only technology and the
power it can bring themfthey exhibit any rel
gious leanings at all, it is toward the quasigod
Dotrak, the“great engine’

Background: Steamborgs are bornti n-
kerers. Those who had normal pro fessions
before the catastrophe were o ften blac k-
smiths, metal workers, and other cra ftsmen.
Many were kn own for their fabulous hand -
crafted d evices, such as compl  ex clocks
and self-loading crossb ows. After the catas-
trophe, they were drawn to t he developing
field o f steam engine technology. Without
exception, a steam borg has been involved
inthe construction o f atleast one mech.
Some have worked on more tha n one, and
many became technicians or coglayers.

Just what spurs the leap from coglayer to
steamborg is a matter of debate and
often varies by individual. Some saw
mechs as the wrong direction for
steam engine technology, believ-
ing instead t hat personal power was more
important. Others have no objections to
mechs but pursue steamborg technology
for self-defense. Still others always aspired
to personal power but lacked the requisite
talent to become fighters or wizards.

Races: High-level steamborgs are uni-
versally dwarven, for it was the dwarves who
developed the class in the first place. Mid-
level steamborgs may be dwarves or gnomes.
Beginning characters tend to be dwarves
or gnomes, as they are the most advanced
in steam engine technology, but human
steamborgs are also known, since humans
are ambitious, innovative, and willing to
experiment for personal gain.

Other Classes: No one doesn’t have a
strong opinion about steamborgs. In gen-
eral, most other classes find steamborgs
disturbing, to say the least. They are most
accepted among gnomes and dwarves, but
even then are seen as freaks. Among druids,
rangers, bards, and monks, as well as most
elves, they are viewed as twisted, depraved
mockeries of nature. The only exception is
the drow, whose o wn magical a damantine

limbs lend them to accept steamborgs more

readily. Some wizards, with their own ambi-
tions and willingness to make sacrifices for
personal improvement, sympathize with the
steamborgs’ motivations. F ighters, barbar-
ians, and some rogues (as well as most orcs)
respect the improved a bilities that come
with steamborg parts, even if they see the
process as unnatural. Coglayers sympathize
with the reverence for technology but still
see steamborgs as freaks. Clerics and pala-
dins disdain the steamborg’s abandonment

of religion.

Game Rule Information
Steamborgs have thdollowing game statistics
Abilities: Constitution is the defining
trait of a steamborg. He gains power by
pushing his body to its absolute limits. At

the upper levels of advancement, the body is

almost completely replaced by steam engine
technology, and only through sheer physical
vitality are the body’s basic systems able to
sustain themselves.

Intelligence and Charisma are also impor-
tant to a steamborg. With Intelligence, he
comprehends the technology that he will
build into his body, expressed in his acqui-
sition of skills. With Charisma, he retains
his essential humanity as his body becomes
more and more metal.

Alignment: Any.

Hit Die: d8
CLASS SKILLS
The steamborg’s class skills(and the key abil-
ties for each skill) are Balance (Dex), Climb
(Str), Concentraton (Con), Craft (mech -
craft) (Int), Disable Device (Int), Heal (Wis),
Jump (Str), Knowledge (steam engines) (Int),
Listen (Wis), and Profession (engineer).

Skill Points at 1st Level: (4 + Int modi-
fier) x 4.

Skill Points at Each Additional Level:
4 + Int modifier.
CrAss FEATURES
All of the following are class features
of the steamborg.
Weapon and Armor Proficiency:
Steamborgs spend little time learn-
ing about weapons. They devote their
energy to other things. As a result, they are
proficient only with simple weapons and the
following exotic weapons (which they learn
about in their engineering studies): buzzaxe,
buzzsaw, chattersword, flame nozzle, lobster
claw, steambreather, and steam gun. Their
armor proficiency is limited to light and
medium armors, and shields (except the
tower shield).

A steamborg is always considered profi-
cient with any weapon he has built using his
steam powers.

(Ex): A

steamborg when

Steam Engine steamborg

becomes a someone
implants a steam engine into his body. All
Ist-level steamborgs are the recent recipi-
ents of steam engine implants. The steam
engine is usually implanted into the chest
cavity but can be anywhere: inside the thigh,
in a metal sheath in the small of the back,

even on the crown of the head. The steam



TABLE |-3: THE STEAMBORG

LeveL BAse ATTACK BONus F ORTSAVE  REFSAVEW ILL SAVE
| +0 +2 +0 +2
2 + +3 +0 +3
3 +2 +3 +l +3
4 +3 +4 +l +4
5 +3 +4 +l +4
6 +4 +5 +2 +5
7 +5 +5 +2 +5
8 +6/+! +6 +2 +6
9 +6/+! +6 +3 +6
10 +7/+2 +7 +3 +7
Il +8/+3 +7 +3 +7
12 +9/+4 +8 +4 +8
13 +9/+4 +8 +4 +8
14 +10/+5 +9 +4 +9
15 +I/+6/+I +9 +5 +9
16 +12/+7/+2 +10 +5 +10
17 +12/+7/+2 +10 +5 +10
18 +13/+8/+3 +lI +6 +lI
19 +14/+9/+4 +ll +6 +ll
20 +15/4+10/+5 +12 +6 +12

SPECIAL STEAM POWERS

Steam Engine —

Artificial Part +I —

Lose Self =

Artificial Part +2 O+Int
Metal Skin O+lInt
Artificial Part +3 I+Int
— I+Int
Artificial Part +4 I+Int
Steel Skeleton 2+Int
Artificial Part +5 2+Int
— 2+Int
Artificial Part +6 3+Int
= 3+Int
Artificial Part +7 3+Int
— 4+Int
Artificial Part +8 4+Int
= 4+Int
Artificial Part +9 5+Int
Ageless 5+Int
Artificial Part +10 5+Int

engine is a fist-sized engine that powers all
the steamborg’s future equipment.

The steam engine is protected from
attack but is still quite obvious. Gauges and
ke-

exhaust.

pipes are visible on the surface. A smo
stack sp ews forth gusts of black
This gi ves a —4 penalty to all Hide checks.
Steamborgs can disable the  exhaust func-
tion for up to 5 minutes in order to hide, but
after 5 minutes th ey must emit the exhaust
or they begin to suffocate.

The steam engine is protected from expo-
sure to the elements — except for complete
submersion. If completely submerged f or
more than 30 minutes, it ceases to func-
tion. All special abilities associated with
the steam engine cease and the engine itself
must be repaired as if it had lost 20% of its
hit points (a minor repair, based on a cost of
100 gp; see the Craft (mechcraft) skill, page
40). Note that artificial limbs are disabled
when the steam engine stops functioning,
meaning a steamborg with two artificial arms
cannot repair itself!

The engine draws moisture from the
steamborg’s body. All steamborgsm ust

drink three times as much water as a normal

person. The e xtra water goes to the steam
engine. The steamborg’s physical body does
not need any more water; thus, dehydration
only sets in if the steamborg gets less than a
normal person’s water requirement in a day.
However, if the steam engine doesn’t get its
full share of the water, it starts to malfunc-
tion. If it gets only half its normal w ater
requirements, the steamborg’s engine-relat-
ed functions drop by half; if it only gets a
third of its normal requirements, the engine-
related functions drop by two thirds; and so
on. This exact details are up to the DM to
adjudicate. Maybe it means the devices work
in the morning but not the evening ... or
maybe they work sporadically for 10 minutes
out of every 20. It’s up to you.

Artificial Part (Ex):Once the steamborg
becomes acclimated to the use of its steam
engine, it’s time to start replacing body
parts with steam-driven equipment. The
steamborg can replace any one body part
except its head. The exact part isn’t important,
although it should somehow relate to the
effect it has. For example, artificial earlobes
should improve hearing, not movement

speed! What’s most important is the associ-

»

ated bonus. The associated bonus can be used
to improve ability scores, attacks, movement,

and other physical attributes, as follows:

FuncTioN CHANGE Bonus Eqv.
Str +l +l
Dex +l +l
Attack bonus (ranged and melee) ~ +I +I
Damage (any attack that uses Str) ~ +I +l
Natural armor +l +l
Fortitude saves +l +l
Reflex saves +l +I
Movement speed (max of double) +5 ft. +l

Natural weapon or Next higher die +I

unarmed damage (Id4 to 1d6 to Id8, etc.)

Hit dice +1 +2
Attacks (max of two extra) | extra attack at +3
L owest attack modifier

For e xample, a 2nd-level steamborg can
use the +1 bonus from its artificial part to
improve any function with a bonus equiva-
lent of +1. At 4th level, the steamborg can
add another replacement part, or improve
the functioning of the current one, as long
as the total bonus is +2 or less. Thus, he can
improve two functions with +1 bonus equiva-
lents, or make one change of a +2 bonus
equivalent. At 6th level, the steamborg can
again add another part or improve the func-
tioning of an existing one, as long as the total
bonus equivalent is +3 or less. And so on.

All of these bonuses are tied to the steam-
borg’s steam engine. If it ceases functioning,
the steamborg immediately loses all associ-
ated bonuses. Additionally, the artificial
parts stop working. For example, an artificial
arm freezes up or becomes limp. Don’t get
an artificial heart — ify our steam engine
cuts off, you’ll die!

This ability has an important restriction.
The steamborg’s body can sustain a limited
amount of stress. If too many artificial parts
are added, or they are too powerful, the
physiological functions of his mortal body
are overwhelmed.

The steamborg may never have a cumula-
tive bonus from artificial parts that exceeds
his
example, imagine a 13th-level steamborg
had a Constitution of 17 (+3 bonus). Upon

achieving level 14, the steamborg would have

twice Constitution modifier. F or



to maintain the current artificial part bonus
of +6, because his body simply can’t handle
any more. If his Constitution is raised to 18,
he immediately gains the additional artificial
part bonus due to him for being 14th level,
bringing the total to +7.

One final consideration: The steamborg’s
artificial parts must come from somewhere.
The steamborg can either build them or buy
them. In general, a steamborg acquires new
abilities from leveling up at no cost and can
install the artificial parts successfully with-
out difficulty. But altering an existing part’s
ability (i.e., changing an artificial part bonus
from a previous level) costs 1,000 gp per
bonus point changed.

Improved T echnology Skills (Ex): As the
steamborg gains e xperience with artificial
parts, he understands steam engine technol-
ogy better and better. The steamborg’s total
artificial part bonus equivalents are added to
all skill checks for Craft (mechcraft), Disable
Device, and Knowledge (steam engines).

Built-in Weaponry (Ex): A steamborg with
an artificial arm can wield it as a club. As
long as his arm functions, he isn  ever con-
sidered unarmed, and causes 1d6 damage
with his arm attack. Additionally, artificial
arms may be constructed with built-in
weapons, as long as the price of the weapon
is paid. A steamborg thus equipped can
never be disarmed.

Rust V ulnerability (Ex): W ith each artifi-
cial part bonus the steamborg acquires, his
body becomes progressively more metallic.
He becomes vulnerable to rust monster
attacks, the spell rusting grasp, and similar
effects. If subjected to such attacks, he
may make a Fort save to resist, even if the
spell or effect does not normally allow it.
This represents the chance that the attack
targets what is left of his flesh-and-blood
body. The DC is determined normally (10 +
spell level + ability modifier for spells; 10 +
1/2 creature’s HD + relevant ability modifier
for creature attacks), and the steamborg uses
his Fort modifier combined with a negative
penalty equal to his artificial part bonus. For
example, a 6th-level steamborghas a +5 Fort
save and a +2 artificial part bonus, resulting
in a net (5 -2 =) +3 modifier. Ifthe Fort save

fails, he is affected as if he were aferrous
creature (e.g,, he takes 3d6 damage from a
rusting grasp spell).

Metal Skin (Ex): At 5th level, the steam-
borg is able to embed metal plates into his
skin. These give him a +2 natural armor bonus
to AC. This bonus stacks with other types of
armor, as it increases the total thickness of
armor covering the steamborg’s body.

The materials f or the implantation cost
2,000 gp, and the procedure requires a suc-
cessful Craft (mechcraft) check (DC 25).
The steamborg can perform this operation
on himself or have someone else do it. Fail-
ure means the operation failed but can be
retried at additional time and expense. The
operation takes one full day and requires two
weeks of convalescent time.

Lose Self (Ex): As the steamborg’s body
becomes more and more metallic, he risks
losing hiso wn identity. Some high-level
steamborgs are really nothing but mobile
calculating machines, lacking any personal-
ity whatsoever.

Starting at 3rd level, the steamborg must
make a Charisma check each morning. The
DC is equal to 10 plus his accumulated arti-
ficial part bonuses. For example, the check
at 3rd level is DC 11; at 15th level, it’s DC 17.
If the check is successful, the steamborg suf-
fers no ill effects.

If the check is failed, the steamborg loses
its self identity f or the day. A successful
check the f ollowing morning restores its
personality, but for the remainder of the day
of the failed check, the steamborg’s align-
ment becomes true neutral. It thinks like a
machine. Human emotions are irrelevant to
its calculations. It is bland and boring to be
around. Loyalty and friendship are evaluated
only in terms of their immediate utility. Oth-
er human conditions are affected as well. For
example, the steamborg may retain a sense
of humor derived from analyzing humor pat-
terns but lack any real comedic sense.

Until it recovers, a steamborg that has
lost its self suffers an inherent -4 penalty to
all Charisma-based skill checks. Failing this
check several times in a row fulfills one of
the requirements of the Assimilated prestige

class, in which the steamborg’s body is perma-

A
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nently implanted into a mech (see page 27).

The DM may substitute other robotic
tendencies in place of the tendencyt oward
true neutral. The steamborg could become
overly logical or  extremely repetiti ve. It
could “cross its wires” and begin behav-
ing in a seemingly insane manner, or some
aspect of its personality could simply shut
down. The exact effects are up to the DM.
They should be grounded in the nature of
the ongoing campaign, and be sufficient to
disrupt the steamborg’s interactions with
other sentient creatures without negati vely
affecting its pla yability.

Steel Skeleton (Ex): At 9th level, the
steamborg can replace his skeleton with a met-
al substitute. This steel skeleton is stronger and
more durable than a mortal skeleton. It grants
a +2 bonusto Constitutionand Fortsaves (not
inclusive of any bonuses due to the improved
Constitution). This bonus to Fort saves is not
included in the save progression in Table 1-3.

The materials for the operation cost 5,000
gp and the operation itselfrequires a success-
ful Craft (mechcraft) check (DC 30). The
steamborg cannot perform this operation on
himself. Failure means the operation failed but
can be retried at additional time and expense.
The operation takes five full days and requires
four weeks of convalescent time.

Ageless (Ex): At 19th level, a steamborg
is more machine than man. His body has
been so thoroughly reconstructed that aging
is no longer a factor; old parts can simply
be repaired or replaced. F or all practical
purposes, the steamborg no longer ages,
although he must have access to materials
and tools to maintain this ageless state.

Steam Powers (Ex): The steamborg can
imbue his artificial limbs with steam powers.
These powers require the steamborg’s steam
engine to be fully functional, as they are
hard-wired into the mechanics of the limbs.
A steamborg gains steam powers according
to his level and Intelligence modifier, as
shown in Table 1-3.

Each power is associated with one artifi-
cial part. Once a power is chosen, it may only
be changed if the artificial part is changed.
The ability to execute the power is a physi-
cal part of the steamborg’s body, hard-wired



TABLE I-4: THE ANKLEBITER

LEvEL BAse ATTACk BoNus  FORTSAVE  REFSAVE  WiLL SAve
[ +l +l +3 +0
2 +2 +l +4 +0
3 +3 +2 +4 +l
4 +4 +2 +5 +l
5 +5 +3 +5 +l
6 +6 +3 +6 +2
7 +7 +4 +6 +2
8 +8 +4 +7 +2
9 +9 +5 +7 +3
10 +10 +5 +8 +3

SPECIAL

Mech Rider, Tools

Connections |, Rapid Boarder +I
Bloody Invader, Connections ||
Connections ll, Rapid Boarder +2
Trample Evasion

Rapid Boarder +3

Bonus Feat

Rapid Boarder +4

Bonus Feat

Rapid Boarder +5

into the cogs and gears of its artificial parts.
Steam powers are described in more

detail on page 53.
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ANKLEBITER

ot everyone sees the mechs as salva-
Ntion. To countless raiders and bandits,
they are simply scrap metal w aiting to be
harvested and sold. Dwarven religious sects
devoted to earth deities consider mechs
heretical for thew ay they have led the
dwarves out of the earth. Burrowing races
not threatened by the lunar rain see mechs as
an infringement on their territory.

The anklebiter is a warrior who sp  e-
cializes in ~ foot combat against mechs.
Anklebiters charge valiantly into tramp ling
range o fa mech, then use their climbin g
and jumping s killsto board it. Fromt hen
on it’s brutal hand-to-hand combat as th ey
chop their way to the pilot ’s seat. A skilled
anklebiter can ta ke downamec h without
damaging it one bit.

Becoming an an klebiter is not partic  u-
larly difficult. Although training or mentorig
makes the process much easier,no  formal

associations are devoted to the pro  fession.

Instead, the techniques are passed dnmom one
generation to the next among bandit tribes,
raiders, and thoss who defend against mechs.
Even warriors w ith no specialized training
can learn the skills of the anklebiter with
sufficient in fantry-versus-mech combat
experience.
Hit Die: d10
REQUIREMENTS
To qualify to become an anklebiter,
a character must fulfill the follow-
ing criteria:
Skills: Balance 5 ranks, Climb 5
ranks, Jump 5 ranks
Reflex save: +4
Base Attack Bonus: +3
CLASS SKILLS
The anklebiter’s class skills
(and the key ability for each
skill) are Balance (Dex),
Climb (Str), [ump (Str),
Knowledge (mechs) (Int),
Listen (Wis), and
Spot (Wis).
Skill Points
at Each Level: 4
+ Int modfier.
CLass FEa-
TURES
All of the follow-
ing are class features
of the anklebiter pres-
tige class.
Weapon and Armor Profi-
ciency: An anklebiter is proficient

withall simple and martial weapons,

thenetan dw hip, and withall armorand
shields (except the tower shield).

Mech Rider: A Ist-level anklebiter auto-
matically receives the Mech Rider feat even
if he does not meet the prerequisites.

Tools: Anklebiters carry special tools
designed to open mech portholes. Consist-
ing of an assortment of crowbars, levers,
and bolt cutters, these tools are constructed
of the strongest steel and craftedby the
best blacksmiths. These masterwork tools
grant two benefits. First, they add a bonus
to attempts to pry open doors, chests, and
mech portholes. This is similar to a crowbar,
but the bonus is +4 due to the masterwork
nature of the tools.

Second, they can be used in a methodical
manner to ease the difficulty in opening a

porthole (or a door or chest). This
involves clipping off bolts, struts,

and reinforcing bands to reduce

the tensile strength of a portal. An
anklebiter who uses the tools in

this manner cannot attempt

to pry open, break, or

otherwise burst

through  the

porthole inthe

same  round.

He must use a

standard  action

to snip away at
the porthole’s
structure. For
each round

spent doing



this, the break DC of the porthole is reduced Y

by 1, to a maximum reduction of 5 points.
Hanging on to a mech to work in this way
may require a Balance check, per the usual
rules. At any point the anklebiter can stop
working and make an attempt to break open
the porthole. If he fails, he may use the tools
again (if he hasn’t reached the maximum
reduction yet) and then make another try at
the reduced DC.

For e xample, a normal mech porthole
has a break DC of 28. An anklebiter with his
tools and an 18 Strength receives a +8 modi-
fier to this check. That means

the process if need be.

Before making an attempt to break open
a mech portal, the anklebiter declares he’ll
attempt a bloody invasion. As a free action,
he then makes a Fort save against DC 10. If
he succeeds, he manages to push himself
past the normal limits of his body, hurting
himself in the process. F or each pointby
which the save ex ceeds 10, he adds +1 to
his Strength check to break open the portal
but takes 1 point of nonlethal damage. For
example, if his Fort save result were 14, he’d
add 4 to his Strength check and take 4 points

¥

mech trample.

Bonus Feat: At the indicated levels, the
anklebiter gains a bonus feat selected from
the list of fighter bonus feats. He must still

meet all normal prerequisites.

<
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ASSIMILATED

ome mech joc keys become so d evoted
S to their mechs thatth ey literally join
with them. These are the assimilated.

They are similar to steamborgs in that th ey

replace their natural bo  dy parts

he still has to roll a natural 20. =/
He climbs onto the mech and
spends five rounds clipping at
the porthole, reducing the DC
to 23. He can now break open
the porthole on a roll of 15 or
better.

Connections (Ex):An ankle-
biter seeks out those who can
supply him with the right tools to
take down mechs. At 2nd level,
he has the connections to buy
up to 1d4 pressure bombs each
day. At 3rd level, he has the con-
nections to buy up to 1d4 magnet
bombs each week. At 4th level,
he has the connections to buy up
to 1d4 rust bombs each month.

Rapid Boarder (Ex): The
anklebiter develops a technique
for grabbing mechs as they pass
near. He receives a bonus to
Climb checks to climb a mech’s
legs, ranged touch attacks to
hook a mech with a grappling
hook, and J[ump checks to grab

hold of a passing mech. The

A\

\§| with artificial components.
Unlike steamborgs, h  owever,
their reconstructed bodies
don’t mimic the functions of
their original parts. Instead,
their metal bodies are hard-
wired into a mech. E ventu-
ally an assimilated is little

more than a torso embedded

in a metal throne, its ner ve
endings directly wired into its
steel “legs.”

Only a handful of assimilated
are known to e xist. They are
condemned as insane by every-
one, includingev en steambo-
rgs. Why would anyone choose
to weld his body into a mech?

To the assimilated, everyone
else is insane. They know life
in aw ay the rest of h umanity
will never grasp. An assimilated
perceives thew orld as if his
mech were an e xtension of his
own body. He feels pain when it

is wounded, feels the wind on its

skin when it runs, and feels the

'a

bonus is +1 at 2nd level and

rises thereafter as shown on the
anklebiter class table.

Bloody Invader (Ex): By 3rdlevel, the
anklebiter has learned the benefits of rapid
boarding. Less time spent hanging off the
mech means less time being shot at. The
anklebiter can now exert all of his energy to
try to break open a mech porthole immedi-

ately, even going so far as to hurt himself in

of nonlethal damage. This maneuver may be
attempted as often as the anklebiter wishes,
up to once per round.

This ability can also be used against nor-
mal doors and chests.
An anklebiter
of 5th level or higher takes only half dam-

Trample Evasion (Ex):

age if he fails his Reflex save against a

»

[ rush of adrenaline when its pis-

tons are pumping full bore. The
assimilated are literally living mechs.

Hit Die: d4

REQUIREMENTS
To qualify to become assimilated, a charac-
ter must fulfill all of the following criteria.
The criteria are quite rigid. Usually the only
paths to the assimilated are via the steam-

borg class, or by a multiclassed steamborg/



mech jockey progression.

Alignment: Not lawful

Constitution: 18+. Only hardy characters
can survive the process of assimilation.

Skills: Craft (mechcraft) 10 ranks, Knowl-
edge (mechs) 15 ranks, Knowledge (steam
engines) 15 ranks, Mech Pilot 15 ranks

Feats: Mech Dancer,
Mechwalker

Lost Self: The character must have lost all

Mechidextrous,

sense of his humanity.This criteria is fulfilled
when a steamborg of 3rd level or higher fails
its daily Charisma check five times in a row.
Generally, alostsel f can happen only to
steamborgs who have become too much like
machines. Alternatively, the DM may rule it
is also possible through magic, deep personal
tragedy,or other circumstances,but they must
be extreme. In essence, t he character must
retain almost no vestige d his human thought
processes; he must think like a machine.

Assistance: The process of becoming
assimilated requires e xtensive construc-
tion, including modification of the recipient
mech and the character’s artificial parts. This
cannot be done alone. The character must
have at least one coglayer or steamborg of
10th level or higher assist him in his endeav-
or. It is very difficult to hire help for this job,
however, as most consider the assimilated to
be insane. Even for a steamborg, the assimi-
lated are a little extreme. Thus, the character
must have friends or allies willing to help him
through the process.

Mech: The character must possess a mech
that he will become assimilated with.

Mobility: Although it is not a require-
ment, it is recommended that the character
have limited steam power abilities, at least
enough to create clockwork puppets who
can do his bidding. By the time his transition
to assimilated is through, the character will

be immobilized in the cockpit of his mech.

CLASS SKILLS

The assimilated’s class skills (and the k ey
ability f or each skill) are Concentration
(Con), Craft (mechcraft) (Int), Disable
Device (Int), Knowledge (mechs) (Int),
Knowledge (steam engines) (Int), Listen
(Wis), Mech Pilot (Dex), and Spot (Wis).

»

TABLE I-5: THE ASSIMILATED

LeveL Base ATTAck BoNus MecH ATTAck BoNus  FORTSAVE REFSAVE  WILLSAVE  SPECIAL MosiLiTy
[ -2 ih2 +0 +0 +0 Impossible Pilot, Mech FL —
2 -4 +4 - - +l Wired Paraplegic
3 * +6/+I -l -2 R Feat Quadriplegic
4 * +9/+4 -2 -4 +3 Feat, Perfect Knowledge ~—
5 & +15/+10/4+5 -2 -6 +4 Assimilated, Feat Immobile
*INCAPABLE OF PHYSICAL MOVEMENT.
Pilot skill checks.

Skill Points aEach Level: 8 + Int. modifier.
Crass FEATURES
All of the following are class features of the
assimilated prestige class.

Weapon and Armor Proficiency: The
character gains no additional w eapon or
armor proficiencies but automatically
becomes proficient with any w eapons ever
mounted on his mech.

Attack Bonus: The assimilated actually
lose physical ability as they advance in level.
They become sedentary and immobile. Their
base attack bonus declines as they advance,
until t hey are immobilized and rendered
incapable of p hysical motion. At the same
time, their mech piloting skills improve dra-
matically, as reflected in their mech attack
bonus and other abilities.

Impossible Pilot (Ex): An assimilated
moves his mech as an extension of his own
body. His precise, delicate movements seem
impossible to normal pilots. An assimilated

adds twice his assimilated class levels to Mech

Mech Fu: An assimilated pilot automati-
cally gains the Mech Fu feat if he does not
have it already.

Mobility: The assimilatedv oluntarily
severs his o wn nerve endings in order to
connect them to his mech. As the assimila-
tion process continues he becomes more
and more embedded in the mech. Eventually
an assimilated is completely ensconced in
metal, unable to move except through con-
trol of the mech. What few bodily functions
remain are handled by specially constructed
machines also built into the mech.

Mobility is a ffected at variousl evels as
follows:

Paraplegic: At 2nd level, the assimilated’s
legs are physically locked into his mech. He
may still move his upper body and hands but
has no mobility from the waist down. He can
detach himself from the mech in order to
move about in a wheelchair or other device
(such as an iron jacket; see page 59). Once
an assimilated has reachedt his stage, he
cannot take additional ranks in skills that are
affected by his limited mobility.

Quadriplegic: At 3rd level, the assimi lat-
ed is permanent ly insta lled into his mech.
This begins a substantial improvement in
his attac k bonus w hile piloting t he mech.
In exc hange, heiscomp letely immo bi-
lized from the neck down. He may not be
removed from his wired position

Immobile: At 5th level, the assimilated
is completely immobile. Even his ey es and
mouth cannot move under his control. His
brain is wired into the mech and its sensors
are his sensors.

Wired (Ex): At 2nd level, the assimilated

is physically wired into his mech. He can



now communicate with his mech via thought
alone. He need not move or speak. Unless
the mech has sufficient optical interface, he
still must use his eyes to pilot it.

Feat: At each level indicated, the assimi-
lated receives one feat from the following
list that he does not already have. He must
meet the usual prerequisites: Gearhead,
Natural Pilot, Speed Freak.

Perfect Knowledge (Ex): At 4thlevel,
the assimilated has fully integrated his ne r-
vous system with the hull o f his mech. At
all times, he has per fect knowledge o f the
mech’s physical condition. He receives direct
feedback from any sensory devices built into

the mech (such as optical orbs, described on

»

page 60). He immediately feels any damage
to the mech or its engine. In effect, he has
the same sensory perception of the mech that
normal people do of their bodies.

A secondary benefit of this knowledge is
that the assimilated always knows the exact
limits of his engine. He may push the enve-
lope (as the mech jockey ability) five times
per day. This stacks with uses of that ability
gained from the mech jockey class.

Assimilated (Ex): At 5th level the char-
acter is fully assimilated. No physical or
psychic distinction exists between him and
the mech. They have truly become one. The
character’s soul pervades the entirety of the
mech and fs subject to death effects, necro-
mantic effects, and other such attacks aimed
at the mech. The assimilated mech is subject
to psionic attack and will register via detect
thoughts and other such spells. He is effec-
tively a living construct.

What remains of the mech jockey s
flesh-and-blood body is so thoroughly
dissecte d by steam engine apparatit  hat
be detached without destroy-

butevent hiswou Id not cause

it cannot
ing it —
the character ’s death. His hit points are
merged with the mech ’s and they are co n-
sidered one pool. Killing the character s
body removes his hit points  from the pool
but doesnot e liminate his consciousness
from the mechanical decision-making
sentience now governingt he mech.
Other Classes: The path toward assimila-
tion is not to be taken lightly. Once a char-
acter has become assimilated, he may take

levels in other classes or prestige classes only

insofar as he can physically achieve the class
requirements. This requires some discretion
on the part of the DM. In general, if the
assimilated cannot physically perform the
core abilities of the class, he cannot advance
in that class. For e xample, a quadriplegic
assimilated cannot fight in hand-to-hand
combat, so he cannot advance as a fighter.
In general, the only other classes available
to assimilated are mech jockey, coglayer, and
steamborg. Optionally, some spellcasting
classes are available provided the character
is limited to spells with no somatic compo-
nents (or has the Still Spell feat) and doesn’t
need to flip through a spell book physically.

-
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GEARWRIGHT

earwrights are the most knowledgeable

Gof all steam engineers. As members of
the Gearwrights Guild, they have access to
knowledge that dates back to the first Age of
Walkers. The knowledge, training, materials,
and resources offered by the Guild are supe-
rior to anything else in the known world. Any
coglayer would leap at a chance to join — but
membership is offered only to the best of
the best.

For more information on the Gearwrights
Guild, see page 177.

Hit Die: d4
REQUIREMENTS
To qualify to become a gearwright, a charac-
ter must fulfill all of the following criteria:

Race: Dwarf or gnome. Humans have
been accepted on a few rare occasions,
but they must be ex ceptionally skilled (all
numerical prerequisites listed below m ust
be exceeded by at least 20%). No elves, half-
elves, half-orcs, or halflings have ever been
admitted to the Guild.

Alignment: Neutral

Abilities: Dexterityl6+, Intelligencel 8+

Skills: Craft (mechcraft) 10 ranks, Knowl-
edge (mechs) 10 ranks, Knowledge (steam
engines) 10 ranks, Mech Pilot 10 ranks

Membership fee: Membership dues of
500 gp per year, paid upon admission

Sponsorship: The applicantm ust be

sponsored by an existing gearwright.



TABLE I-6: THE GEARWRIGHT

LeveL BAse ATTACk BoNus F ORT SAVE REF SAVEW ILL SAVE

| +0 +0 +0 +2
2 +l +0 +0 +3
3 +l +l +l +3
4 +2 +l +l +4
5 +2 +l +l +4
6 +3 +2 +2 +5
7 +3 +2 +2 +5
8 +4 +2 +2 +6
9 +4 +3 +3 +6
10 +5 +3 +3 +7T
1l +5 +3 +3 +7
12 +6 +4 +4 +8
13 +6 +4 +4 +8

SPECIAL STeAM PowERs  RANK
Machine Empathy 2+Int Apprentice
Mech Weapon Proficiency ~ 3+Int —
Craft Mech, Integrated Parts  4+Int —
— 5+Int |ourneyman
Mech Weapon Proficiency ~ 6+lInt =
Integrated Parts 7+Int —
Research 8+Int Gearwright
Mech Weapon Proficiency ~ 9+Int —
Integrated Parts 10+Int =

ake 30 [l+Int Junior Officer
Mech Weapon Proficiency  12+Int —
Integrated Parts 13+Int Senior Officer
= 14+Int Master Gearwright

Loyalty: The applicant must swear loyalty
to the Guild above all other institutions and
loyalties, including f amily, friends, nation,
city-mech or mechdom, and religion. This
loyalty includes a pledge of asceticism in the
name of knowledge: The gearwright m ust
devote all his efforts to expanding the realm

of knowledge.

CLASS SKILLS
The gearwright’s class skills (and the ke y
abilities f or each skill) are Craft (black-
smithing) (Int), Craft (mechcraft) (Int),
Disable Device (Int), Knowledge (any)
(Int), Knowledge (mechs) (Int), Knowledge
(steam engines) (Int), Listen (Wis), Mech
Pilot (Dex), and Spot (Wis).

Skill Points at Each Additional Level: 8
+ Int modifier.

Crass FEATURES
All of the following are class features of the
gearwright.
Weapon and Armor Proficiency:
Gearwrights gain no new weapon proficien-
cies ex cept with mech w eapons. At each
indicated level, the gearwright may become
proficient with one new mech weapon.
Steam Powers (Ex): As with coglayers,
gearwrights receive steam powers. The Int
bonus to steam powers is not stacked with
any Int bonuses from prior classes; e.g., a

10th-level coglayer who becomes a Ist-level

gearwright receives 10+2+Int steam powers,
not 10+2+Int+Int.

Integrated Parts (Ex): At 3rd level and
every 3 levels thereafter, a gearwright gains
the ability to integrate two steam powers, as
the coglayer ability of the same name.

Rank: A gearwright’s rank within the
guild determines his access to the Master
Repository and the knowledge taught him by
the senior members of the guild.

Moving from one rank to the next requires
more than just accumulating XP. The char-
acter must actually be promoted by a senior
gearwright. The promotion to journeyman is
easy and assured. Promotion to the gearwright
title is generally assured and takes place only
two times a year in special ceremonies.

Upon becoming a gearwright, the character
chooses a specialization (which confers a
certain title): academic knowledge (reposi-
tor), mechanical engineering (maintenor), or
research (cogulor).

Promotion to officer status depends on availf
able openings and may take months or years,
even after the character has accumulated the
necessary XP — or, in the cases of unpopular
gearwrights or those who have offended exist-
ing officers, it may never happen at all. Making|
the rank of a senior officer is even more dif-
ficult, as fewer positions are available and less
turnover occurs. Once a character becomes an

officer, he becomes known not as a gearwright

»

but as his specialized status.§., a [unior Repos-

itor). The guild has a total of 10 Senior Officers
and 20 Junior Officers of each specialization.

The Master Gearwrights never number
more than three, one for each specialization,
and promotion to that status requires the
assent of all three current Master Gearwrights
when one of them has decided to retire, as
well as a majority vote of all Senior Officers.
Since retirement of a Master Gearwright
happens once every 300 years or so, only the
most dedicated of gearwrights are ever even
considered for this position.

Machine Empathy (Ex)As with coglayers,
gearwrights add their class levels as a bonus to
all checks in Craft (mechcraft), Knowledge
(mechs), and Knowledge (steam engines). This
only applies through 6th level. Upon achieving
7th level and specializing, a gearwright’s bonus
to skill checks changes. He retains bonuses for
previous class levels, buew class levels afford
bonuses depending on his specialization:

Repositors receive a +2 bonus per level
past 6th to checks in any Knowledge skill.

Maintenors receive a +2 bonus per level past
6th to checks in Craft (mechcraft) and Craft
(engineering).

Cogulors continue to receive a +1 bonus
to checks in Craft (mechcraft), Knowledge
(mechs), and Knowledge (steam engines).

Craft Mech: At 3rd level the gearwright
learns the Craft Powered Mech f eat if he
does not have it already.

Research:At 7th level, the gearwright gains
limited access to the Master Repository. Any
time he must make a Knowledge check, he may
spend time in the library to improve his chanc-
es. For each week of research, he receives a +1
bonus to his check, to a maximum of +5.

Take 30 (Ex): Upon reaching the rank of
officer, a character gains access to the Mas-
ter Repository’s most sacred t  exts. These
texts are the guild’s cumulati ve record of
ey
evelopment

advanced engineering techniques; th
contain every significant d
for s everal thousand years. An individual
researcher working on his own could invent
only a f ew of these techniques in his life-
time. High-1 evel cogla yers and gearwrights
have learned perhaps a quarter or third of
them. Learning them all at once from the

sacred t exts results in a quantum leap in



engineering a bility.

Gearwrights of levels 11, 12, and 13 can
incorporate these techniques into their
research. They gain the ability to take 30
(yes, 30) on any skill check relating to mechs
or steam engines. This works in all respects
as taking 20 except that the result is 30 and
the time required is 30 times normal. These
high-ranking gearwrights are notoriously
slow in building their constructs, but they
are capable of producing incredible feats
of engineering that no other living engineer

can match.

MECH DEVIL

ech devils are the most  feared of all
mech pilots. Nativeso  f the rowdy
Irontooth Clans, they are the mechj ockey
equivalent of half monk, half barbarian. Their
attacks are precise, planned, and tactical, but
they strike with thefury of a raging barbarian.

The only mech devils known to exist are
those within the Irontooth Clans. Other
mech jockeys have tried and failed to develop
similar techniques. Their methods are eastly
observed but difficult to learn. Many jealous
outsiders attribute the skill to some sort of
infernal or supernatural influence — hence
the term “mech devil.”

Mech devils are not  formally orga nized
ina ny way. Achieving the titteo ~ f mech
devil (which the Irontooth have pr  oudly
) is pos sible
f the

claimed as a term of honor
only by the general approbation o
Irontoot h clansmen.

Becoming a mech devil is the secret ambi-
tion of every mech jockey. No matter how
skilled t hey become, they are both galled
and awed by the existence of “barbarians”
who can put them to shame. Even though
joining the Irontooth Clans to become a
mech devil requires an outsider to disown all
other ties, no mech jockey would fault him
for it. In their heart, they all secretly wish
they had the nerve to do it themselves.

Hit Die: d6
REQUIREMENTS
To qualify to become a mech devil, a charac-

ter must fulfill all of the following criteria:

¥

Abilities: Dexterity18+, Intelligencel6+

Skills: Mech Pilot 13 ranks

Feats: Mech Dancer, Mech Fu, Mechidex-
trous, Mechwalker, Natural Pilot

Irontooth Clansman: The character must
be a member of an Irontooth clan. If not
already a member, he must gain admittance
by challenging and defeating a renowned
Irontooth mech jockey (not necessarily a
mech devil) in a ritualized Irontooth joust.
The clan must then decide he is worthy and
offer him membership. This usually requires
formally annulling allegiances to mechdoms
other than the Irontooth clan.

Master: The characterm..ust apprentice

himself to an existing Irontooth mech devil.
This requires covering much of the master’s
expenses, which are split between his
apprentices. This can prove quite expensive
— on the order of 2,000 gp or more per year
in material costs, plus countless hours of
labor for each apprentice.

Special: The tradition of mech fu grew
out of the same traditions as those of the
monk class. The Irontooth Clans have great
respect for skilled monks and will accept
them into their ranks without question. Any
monk of at least 5th level is automatically
accepted into the clan, regardless of mech
ability. Once accepted, the monk may mul-
ticlass as a mech jockey, trained by the clan.
Provided the monk meets the Dexterity and
Intelligence requirements of the mech devil
prestige class, and takes the Mech Dancer
and Mech Fu feats as soon as possible, he will
be accepled as a mech devil regardless of the
other prerequisites, though he must take the
rest of the feats as soon as possible.

Restrictions: The Irontooth clansmen
consider the assimilated to be insane. They
forsake the humanity that makes the mech
devil truly great. No master will accept an
assimilated as a pupil, even if he meets all

other criteria of the prestige class.

CLASS SKILLS
The mech devil’s class skills (and the k ey
abilities for each skill) are Balance (Dex),
Bluff (Cha), Climb (Str), Craft (mechcraft)
(Int), Escape Artist (Dex),| ump (Str),
Knowledge (mechs) (Int), Knowledge
(steam engines) (Int), Listen (Wis), Mech
Pilot (Dex), Sense Motive (Wis), Spot (Wis),
and Tumble (Dex).

Skill Points at Each Additional Level:
6 + Int modifier.
CLASs FEATURES
All of the following are class features of the
mech devil.

Weapon and Armor Proficiency Mech
devils gain no additional weapon prficiencies

Unarmed Damage (Ex): Mech devils are
masters of mech fu. They hone their skills
until they can strike “unarmed” mech attacks
with deadly accuracy. The damage in flicted

by a mech devil’s unarmed mech attacks is



TABLE I-7: THE MECH DEVIL

LeveL BAse ATTAck BoNus MEcH ATTAck BoNus FORT SAVE REF SAVE WiLL SAVE UNARMED DAMAGE SPECIAL

| +0 + +0 2
2 +I +2 +0 +3
3 +2 +3 +I +3
4 +3 +4 +I +4
5 +3 +5 +I +4
6 +4 +6 +2 +5
7 +5 +7 +2 45
8 +6 +8 2 +6
9 +6 +9 +3 +6
10 +7 +10 +3 47

+0 +ld6 Extraordinary Pilot, Special
Skill Uses, Unarmed Damage

+0 +ld6 Stunning Attack

Al +2d6 Agile Mech +|

+I +2d6 Fast Movement

+ +3d6 —

+2 +3d6 Agile Mech +2, Improved Trp

+2 +4d6 Deflect Projectiles

+2 +4d6 Masterful Dodge

=3 +5d6 Agile Mech +3

+3 +6d6 —

increased by the amount indicated in  Table
1-7. This extra damage applies only if the mech
attacks with a hand holding no weapon

A monk who becomes a mech devil can use
her flurry of blows to make unarmed attacks
with a mech, using her flurry of blows attack
bonus instead of her mech attack bonus at no
additional penalty. A normal monk without
this prestige class cannot use flurry of blows
while piloting a mech.

Special Skill Uses: Mech devils may
use the following skill synergies to aid
their mechs.

Balance: For every full 4 ranks in Balance,
the mech devil receives a +2 bonus to checks
to resist enemy trip attempts.

Bluff: Mech devils may bluff with their
mechs, robbing enemy mechs of their pilot’s
Dexterity bonus to armor class (if appli-
cable; see the Mech Dancer feat). The check
is made as usual against the opposed check
of the enemy mech pilot.

Climb: When climbing in a mech, the
mech devil receives a +2 synergy bonus if he
has at least 4 ranks of Climb.

Escape Artist: The mech devil may use
his Escape Artist skill to allow his mech to
escape being trapped by hooked axes, barbed
blades, and other such weapons. When made
for a mech, such checks use half the mech
devil’s ranks, rounded down, modified by the
mech’s Dexterity score (not the pilot’s).

Tumble: With a mech of good maneuver-
ability or better, the mech devil may attempt
to tumble his mecht hrough opponents,

as with the regular use of the Tumble skill.
The tasks and DCs for tumbling in a mech
are exactly as with the skill as described in
the PHB, except that the distance moved in
a tumble is equal to one half of the mech’s
normal speed rather than 20 feet.
Extraordinary Pilot (Ex): Mech devils
add their class level as a bonus to checks in
the Mech Pilot skill.
Stunning Attack

2nd level, a mech devil can cause stunnin g

(Ex): Beginning at

damage to ene my mec hs by stri king t hem

int he joints, un der loose armor pane s,

at the crew quarters, in the pilot  ’s coc k-
pit, and in other vulnerable areas. This
is an extraordinary ability; it ’s aresult

of the mech devil  ’suncan ny familiarity

with mechs and how they  function. Itis
only possi ble w hen t he rig ht opportunity

presents itsel f and the mech devil acts fast

enough to seize it .

Once per day per level in the mech devil
class, t he character can ma ke an unarme d
stunning attac k against a mec h within two
size categories of his own. (Armed stu n-
ning attac ks are not possi ble, an d larger
mechs genera lly havet heirvita 1 points
) This

attack m ust be declared ina dvance as a

beyond the reach of smaller mechs.

stunning attac k. An ene my mec h success-
fully damaged must make a Fortitude save
(DC 10 + the character’s mech devil levels )
or be stunned as it su ffers damage to some
(hydraulic backflow,

electrical surges, etc. ). Crew and passe n-

important system
gers on the mechmay  function as usual,
but the mech itself can’t act (regardless o f
what the crew does ) and loses a ny Dexte r-
ity bo nuses to A C, while attackers receive
a+ 2 bonus to attackrolls. ~ The stunnin g
effect lasts one round .

Agile Mech (Su): The mech devil has
learned every twist and turno  f his mech.
It is like an extension o f his own body. In
his hands it moves wit h an agility not seen
anywhere e Ise. When piloted by the mech
devil, a ny mech o faverage maneuverabi 1-
ity or better gainsabo  nustoits Re flex
saves equal to the mech devil s agile mec h
modifier, as per T able 1-7.

Fast M ovement (Ex): At 4th level, the
mech devil has an uncan ny ability to always
step on solid ground, plant the mech s
feet at just the right lengths, and avoid
obstacles. Any mech he pilots has its spee d
improved by 10 feet. This isn 't a supernat u-
ral ability; it ’s the mech devil ’s capacity for
maximizing the mech ’s inherent abilities.
This ability stacks with the Speed Freak
feat, a mech jockey ’sability to push the
envelope, and the fast movement traito f
certain mec hs.

Improved Trip: At 6th level, the mech
devil gains the bene  fito f the Improved
Trip feat when making trip attacks with
hismec h. He doesnot have to meeta ny
prerequisites.

Deflect Projectiles : At 7thlevel, a
mech devil gains the bene fit of the Deflect
Arrows feat without meeting the usual

prerequisites. He mayt henuse hismech



ballistae,
hurled boulders, steam cannon s hells, and
The mech

free hand to make

to counter incoming arrows,

other shot or thrown weapons.
must have at least one
an attempt. (If an attempt is made with a
hand t hat holds a weapon,t he weapon is
automatically damaged by the attempt. )
Otherwise, the ability is in all respects
like the De flect Arrows feat. The Re flex
save is made using the mech ’s save, not
the character ’s, but the character may add
his persona 1 Dexterity bonustot hero Il
feat.
flect

because he has the Mech Dancer

Once a mech devil has the De
Arrows feat, he may then take Snatch
Arrows as a normal feat slot (even if he
lacks the other prerequisites ) and use it to
catch incoming projecti les.

Masterful Dodge (Ex): At 8thl evel,
the mec h devil anticipates enemy attac ks
and jumps out o f the way just be fore th ey
hit. Any mech he pilots recei ves a +2 dodge
bonus to AC.

RIFTWALKER

Those who survivedt he early meteor
storms did so in a variety of ways. Most
sought shelter in sturdy castles, then under-
ground once the castles were shattered. It
was this stream of thought that ev entually
led to the creation of the mech.

Other refugees sought a different survival
path. Mages with access to planar travel sim-
ply left during the lunar rain. Some teleport-
ed to the opposite side of the world, where
itw as still daylight. But most established
beachheads on other planes. Their material
strongholds blinked out of e xistence when
the moon came up, then reappeared when
the lunar rain was over. For the duration they
were literally on another plane.

1-

ize in this mode o f survival. They escape the

Riftwalkers are characters who specia

lunar rain — and other threats — not by con-
frontation, but by evasion. Many spellcasters
are found within their ranks, but so too are

rogues and monks. Rogues  find ri ftwalker

skills infinitely applicable to sneaking around.

Monks with a fluidapproach to combat(“The

»

greatest victory is the one without a fight” )
find the ri ftwalker techniques well suited to
confounding and evading opponents without
ever having to corfront them.

The first riftwalker of renown was Fasil of
the Aurora Plains. He had already been tin-
kering with the concepts o f the ri ftwalker
for some time be fore the lunar rain began.
Within a few days of the first meteor storms,
he was successfully shifting his wizard s
tower onto anot her p lane whenever it was
threatened by the lunar rain. This attracted
many pupils, who learned ~ from him and
eventually establishe:d a small school calleéd
the School o f the Aurora Walkers. But one

morning Fasil ’s t ower didn’t reappear, nor

4 Spellcraft (Int), and Spot (Wis).
Skill Points at Each Additional Level:
4 + Int modifier.

CrAss FEATURES
The following are claskeatures d the rftwalker
Weapon and Armor Proficiency: As
previous class. No additional proficiencies
are gained.
Spells: Riftwalkers can cast spells. Their
spell choices are

very limited, focusing

onspe lls designed to tra vel the p lanes or

did the Aurora Wa lkers. Those who had
already le ft the sch ool carried on its tradi-
tions, but the t ower and those who were
initt hatnig ht have never returned.

[t is surmise dt hat they decided to
habitation

another p lane, but it is possible

find permanent on
their high-risk nocturnal {aunts
were detected by a powerful

ure that

Only by
finding thet ower c an the

extraplanar creat

destroyed them.

truth be determined.
Hit Die: d6

REQUIREMENTS
To qualify to become a
riftwalker, a character
must fulfill all of the
following criteria:
Skills:
(the planes) 5r anks,
Search 5 ranks, Spot 5

ranks, Survival 5 ranks

Knowledge

Spellcasting: Ability
to cast 2nd-level spells or

use ki strike (magic)

CLASS SKILLS

The riftwalker’s class skills (and

the ke y abilities for each skill) are
Concentration (Con), Craft (Int), Decipher
Script (Int), Diplomacy (Cha), Knowledge
(arcana) (Int), Knowledge (the planes) (Int),
Listen (Wis), Profession (Wis), Search (Wis),



LeveL  Base ATtack Bonus  FORTSAVE REeFSAvE  WiLL SAve
[ +0 +0 +0 +2
2 +l +0 +0 +3
3 +2 +I Al +3
4 +3 +l +l +4
5 +3 +I Al +4
6 +4 +2 +2 +5
7 +5 +2 +2 +5
8 +6 +2 +2 +6
9 +6 +3 +3 +6
10 +7 +3 +3 +7

TABLE I-8: THE RIFTWALKER

SPECIAL
Rift Sensitivity
Riftwalk

Riftdoor
Rapid Shift

Ghostwalk

Evasion, +2 Dodge AC

Improved Evasion
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prevent detection.  The primary use  for

their spe llcastingisnot event he castin g
of spells, but instead the channeling o f
magical energy to open dimensional ri ~ fts
(see the riftwalk ability, bel ow). Rift walker
spells are memorized from a spellbook as a
wizard’s are. In all other respects, th ey are
like a wizard ’s spells, requiring a sufficient
Intelligence score to learn.  The ri ftwalker
spell list appears on page 48.

Rift Sensitivity (Su): The riftwalker’s
greatest ability is a knack for finding
shortcuts in the fabric of reality. The mate-
rial plane is filled with minute rifts to other
planes. These rifts are formed from natural
stresses or ambient magical energy released
after planar travel spells. The riftwalker
learns to locate and exploit them.

A riftwalker has a natural sensitivity to
these rifts. A riftwalker (and only a riftwalk-
er) can search an area to attempt to discover
planar rifts. Locating a rift requires a Search
check against a DC based on the plane’s
proximity to the riftwalker. Within the con-
text of the four groups of planes (material,
transitive, inner, and outer), the DC is 20 to
go one increment, 25 to go two, and 30 to go
three. Traveling between planes in the same
group (such as from the astral to ethereal
plane) is DC 20.

For example, finding a rift to a transitive
plane (ethereal, shadow, or astral) from the
material plane w ould be DC 20, whereas
finding a rift to an outer plane would be DC
30. Once the riftwalker travels to the ethe-
real plane, it’s DC 20 again to find a rift back

to the material, or DC 25 to find a rift to the
outer planes from the ethereal plane (since
they’re now closer).

Note that this ability doesn’t let the rift-
walker use the rift to travel the planes (yet).
It simply lets him find them. It also doesn’t
let him look through the rift to see what’s on
the other side. Travel through such rifts is
generally safe, but not always.

Searching takes one mi nute per five feet
searched. A failure does not get a retry,

10 0r 20

on this roll. In general, as long as theri ~ ft-

and the riftwalker cannot take

walker passes the check, it ’s safe to assume
ariftis around. Most planes are tattere d by
such rifts; they ’re just hard to locate for
normal people.

Riftwalk (Sp): At 2nd level, a riftwalker
can use these rifts to transport himself
between planes. Doing so requires locating
the appropriate portal, then expending spell
energy to shift through it. A shift of one

»

increment (such as material to transitive, or
transitive to inner) requires two spell levels,
two increments requires four spell levels,
and t hree increments requires eight spell
levels. The riftwalker must have the requisite
spell energy available and sacrifice it. A spell
counts toward levels as its spell level.

For example, magic missi le isa Ist-level
spell. A ri ftwalker with magic missi le memo-
rized twice (or otherwise a vailable twice )
could surrender t wo castings o f ittori ft-
walk one increment. Or he could sacri fice
two castings o f it, plus web (a2nd-1 evel
spell), to surrender four spelll  evels and
travel two increments .

At this level, the riftwalker can transport
only himself through the rifts. Riftwalking is
a full-round action (one standard action to
expend the spell energy, then one movement
action to move through). Other creatures
see the riftwalker seemingly step into an
invisible door, then disappear.

Distances trave led onot herp lanes
often cover much greater distances on the
material plane. Ari  ftwalker may be able
to riftwalk to the astral plane, travel ~ fora
few rounds on the astral plane, and then
riftwalk back to appear miles away from his
former material location .

The riftwalker has a 1% noncumulative
chance per riftwalk that he will step through
the rift into a dangerous area (that is, even
more dangerous than the usual state of pla-
nar travel). This could include walking into a
solid object, entering a lava flow, or appear-

ing inside the acidic belly of a great astral



whale. If this occurs, the riftwalker takes 1d6
damage per increment traveled and is imme-
diately shunted back to the material plane.

Riftdoor (Sp): At 4th level, the riftwalker
can make the rifts large enough for other
creatures to travel with him. By expending as
much spell energy as for his initial riftwalk,
the riftwalker can hold open the rift long
enough for someone else of up to Medium
size to pass. Expending double the spell
energy lets a Large creature walk t hrough,
quadruple lets a Huge creature go through,
and so on. The rift automatically closes when
the riftwalker goes through, so he must be
the last to exit.

For example, a riftwalker opens a rift from
the material to the astral plane at a cost of two
spell levels. He can hold it open for another
Medium creature at a cost of two additional
spell levels. By e xpending six more spell
levels he could let three more creatures pass
before he finally steps through.

Other creatures who riftwalk m ust use
a move action to reach the portal and walk
through it. The riftwalker may also use a stan-
dard action to concentrate and move the rift
itself. This requires a Concentration check
each round (DC 10). If successful, the rift
can move by up to 20 ft. Riftwalkers can use
this ability to make a rift envelop an entire
house or tower, sending it to another plane.

Rapid Shift (Su): At 5thlevel, the time
required for the ri ftwalker to locate a portal
is reduced to one round per 5-foot square. If
the Search check beats the DC by 5 or more,
he finds the portalfast enough to step through
immediately on the same round he searched.

Ghostwalk (Sp): A 7th-level riftwalker is
so attuned to planar rifts that he can seem-
ingly walk through solid objects. As a free
action, he may make a Spot check to detect
rifts within his intended path of movement.
(Up until this time he has used Search; this is
the first level at which he can locate rifts so
casually.) The DC is the same as the Search
check for rift sensitivity.

If the riftwalker passes the Spot check,
he has found the necessary rifts to perform
a ghostwalk. By expending one spell level, he
can travel up to ten times his usual speed in

a single movement action and step through

solid o bjects while doing so, as long as his
movement remains within the visual range
of his starting position. He can charge up to
twenty times his usual speed.

Observers see him constantly flickering
in and out of existence as he moves, seem-
ingly fumping ten or twenty paces between
flickers. He is stepping through one rift after
another to cover ground rapidly, effectively
teleporting himself multiple times over the
course of a single move.

The riftwalker m ust physically touch at
least one fourth of the distance of his travel.
He can use this ability to bypass squares
threatened by enemy attacks of opportunity,
move t hrough intervening opponents, step
through solid o bjects that would block his
path, and bypass obstacles (such as pits or
lava flows).

Additionally, a 7th-level riftwalker has
the spell level cost of the riftwalk and riftdoor
abilities reduced 'wy half. At this level the
riftwalkers of legend truly escaped the lunar
rain, for they were able to begin shifting
entire houses or even mansions onto other
planes for merely an evening.

Evasion (Su): At 8th level, the rift-
walker has developed the habit of
subconsciously identifying nearby
rifts and using them to con-
stantly flicker in and out of
existence on the mate-
rial plane. He gains the
rogue’s e vasion abil-
ity as a supernatural
ability, not as a result of
terrific reflexes, but because
he has a good chance of not being
present at the instant of any area
effect. This works even against
opponents from another plane —
the riftwalker can always choose
another plane to retreat to.

Additionally, an 8th-level
riftwalker gains a constant
+2 dodge bonus to AC, to
reflect the fact that he’s
often not present when enemy
attacks come swinging through:

This dodge bonus is not lost when the
riftwalker is flat-footed (he’s still flickering

on and off), but it is lost when he is asleep or
unconscious. When fighting defensively, he
can concentrate on his flickering to coordi-
nate it with enemy attacks, raising his dodge
bonus to +4. This stacks with the normal
benefits of fighting defensively.

Improved Evasion (Su): At 10th level,

the riftwalker gains improved evasion, as the

rogue ability.
STEAM MAGE

Despite coglayers’ native intelligence,
the difficult apprenticeship required

of that profession prevents them from hav-
ing the time to study magic also. Some
special individuals possess both intelligence
and innate spellcasting abilities, however.
Though their careers begin as coglayers,
these individuals often take sabbaticals to

explore their spellcasting abilities. As they



TABLE I-9: THE STEAM MAGE

LeveL BAse ATTACK BoNus FORT SAVE REF SAVE WILL SAVE SPECIAL

STEAM POWERS SPELLS

| +0 +0 +0 +2 Item Creation Feat, Steam Powers  I+Int 4l level of existing clas
Clockwork Familiar — —

2 +l +0 +0 +3  Arcane Channeling (combine) 2+Int —

3 +I +l +l i = 2+Int 4l level of existing clas

4 +2 +l +I +4  Arcane Channeling (power) 3+Int —

5 +2 +l +l +4  Item Creation Feat 3+Int  +l level of existing clas

6 +3 +2 +2 +5 — 4+Int —

7 +3 +2 +2 5 = 4+Int  +l level of existing clas

8 +4 +2 +2 +6 — 5+Int —

9 +4 +3 +3 +6 Item Creation Feat 5+int 4l level of existing clas

10 +5 +3 +3 47 Arcane Channeling (synergy) 6+Int —

Il =) +3 +3 = 6+Int  +l level of existing clas

12 +6 +4 +4 +8 — 7+Int

13 +6 +4 +4 +8 Item Creation Feat 7+Int 4l level of existing clas

14 +7 +4 +4 +8 — 8+Int —

15 =7 +5 +5 = = 8+Int -+l level of existing clas

become skilled witht hese two disparate
professions, they learn of uncommon but
powerful synergies available for the astute
pupil. Thus is born a steam mage.

Steam mages are rare individuals with
an aptitude for both magic and machine. A
proficient steam mage is more dangerous
to constructs and mechs than a wizardor
coglayer of equal level. But the require-
ments to gain such insight are great. What
sets them apart is their ability to channel
magical energy throught heir steam-pow-
ered creations.

It is not unheard of for a wizard to become
a steam mage after spending some time as a
coglayer, but most steam mages have levels
as sorcerers. Steam mages are known
regionally by many titles, includ-
ing gear warlocks (or gearlocks),
technomages, arcane coglay-
ers, and babbage casters.

Hit Die: d4
REQUIREMENTS
To qualify to become a steam
mage, a character must fulfill
all of the following criteria:

Abilities:
Charismal6+

Skills : Knowledge (steanten engines)

Intelligence 16+,

8 rank s

Spellcasting: Ability to cast 2nd-level
arcane spells

Feats: Craft Steam Gear
CLASS SKILLS
The steam mage’s class skills (and the k ey
abilities f or each skill) are Concentra-
tion (Con), Craft (alchemy) (Int), Craft
(blacksmithing) (Int), Disable Device (Int),
Knowledge (any) (Int), Knowledge (steam
engines) (Int), Listen (Wis), Profession
(Wis), Spellcraft (Int), and Spot (Wis).

Skill Points at Each Additional Level:
4 + Int modifier.

CrLAss FEATURES
All of the following are class features of the
steam mage.

Weapon and Armor Proficiency Steam
mages gain no additional weapon froiencies

Spells: As shown in Tablel-9, a steam mage
continues to a dvance his spe llcasting a bili-
ties as if he were advancing in his prior class,
albeit at a s lower rate. For example, imagine
a character were a 10th-level sorcerer before
becoming a steam mage. A fter taking five
levels in the steam mage class, he would cast
spells as if he were al3th-level sorcerer

Item Creation Feat: At Ist level and at
every four levels thereafter, a steam mage
receives a free item creation feat.

Steam Powers (Ex): Steam mages receive
steam powers. These stack with those grant-
ed by prior class levels, though bonus steam
powers for a high Intelligence are received
only once.

Arcane Channeling (Sp): Steam mages
learn to channel arcane energy to power
their creations. This ability grows in power
as the steam mage advances.

Combine: The most notable ability of a
steam mage appears at 2nd level. The steam
mage learns to combine steam powers with
arcane energy. He may now mix magic items
and steam power devices interchangeably.
For e xample, he could craft a fireball wand
with an amplifier attached.

The steam mage must meet all the normal
prerequisites to craft the magic items and
steam powers that make up the combina-
tion device. The cost and construction time
is added together and then doubled. Steam
powers used in a magic item are permanently

fused with the magic item. The steam
mage may substitute other steam
powers for them only by destroying
the magic item and starting over.
Wands that are drained of charg-

es must be recharged normally.
Power: At 4th level, the steam
mage learns to power his devices
using arcane energy. He may
expend spell slots to keep a device
running in lieu of using a steam engine.

He can use one Ist-level spell slot to keep any



steam-powered device functioning for a day. Y

Each device (regardless of the number of
separate steam power components) requires
a separate spell slot. Note that at this stage
the steam mage can use this ability only on
steam powers, not regular engines.

Synergy: At 10th level, the steam mage
learns to harness magical energy to power
any engine. He co nverts raw arcane energy
into heat, light, kinetic motion, or what-
ever other force is needed to power the
engine. The first benefit of this is that he
can now craft magical engines of a ny kind.
This is considered an act of the Craft Won-
drous Item feat. The second benefit is that
he can expend spell slots to give power to
any engine, including those that power
mechs. The amount of energy required
to power an engine depends on the size

of what it runs, measured in spell levels

as follows:

SizeD AILY SPELL LEVEL POWER REQUIREMENT*
Medium 5
Large 10
Huge 25
Gargantuan 50
Colossal 100
Colossal Il 150
Colossal Ill 250
Colossal IV 400
Colossal V 600
City-mech A 900
City-mech B 1,250
City-mech C 1,750
City-mech D 2,500
City-mech E 3,500
City-mech F 5,000

*ZERO-LEVEL SPELLS C OUNT AS 1/2 A SPELL LEVEL. ALLO THER
SPELLS COUNT AS PER THEIR LEVEL (e.g., A 2ND-LEVEL SPELL HAS A

VALUE OF 2).

Poweringan engine inthis mannerrequires
that the necessary spell energy be expended
as spells cast directly into the engine. The
“spell” cast has no name; it is simply a unique
form of expending arcane energy. Each such
spell takes one full-round action to cast and
uses spell-level energy equal to the level of
the spell (except for zero-level spells, which
count as 1/2 level). At least 20% of the day’s

total spell requirements m ust be cast up
front to start the engine, then the rest can be
cast over the course of the day as the engine
burns through its power. F or e xample, a
steam mage powering a Large mech could
do so by casting five 2nd-level spells, which
would take five full rounds, or six Ist-level
spells and two 2nd-level spells, which would
take eight full rounds.

This steam mage ability can be duplicated
by the spell furnace, a magical item the steam
mages themselves built (see page 143).

Clockwork F amiliar: Sorcerers plan-
ning careers as steam mages usually forego
taking familiars until they are able to build
clockwork f amiliars. Steam mages are the
only class besides constructors able to build
clockwork f amiliars. Since they lack access
to the College of Constructor’s f acilities,
however, construction is more difficult.
Building a steam mage’s clockwork familiar
takes one week and costs 500 gp. See page

46 for more details.

<
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YESSEL OF DOTRAK

The pseudogod known as Dotrak, or the
Great Engine, is acknowledged by many
coglayers, steamborgs, and gearwrights as
the creator of the universe. They don’t wor-
ship him in the traditional sense, nor does
Dotrak have clerics or churches. His adher-
ents escheww orshipping the traditional
gods, however. Instead, they proclaim their
belief in Dotrak, a belief that is little more
than acknowledgement of a greater order
they cannot fathom.

Whether Dotrak is real is a matter of great
debate. Some e vidence e xists that Dotrak
has genuine power. The enigmatic trak traks
— animated piles of junk gears that wander
aimlessly before dissipating — are one
“proof” put forth by his adherents. Another
far more powerful point of persuasion is the
vessels of Dotrak, living beings spontane-
ously endowed with his energy. These reli-
gious messengers are known as messiahs by
the followers of Dotrak, for they combine his
technical aptitude with a divine spellcasting

ability unknown among coglayers.

A

b

Vessels of Dotrak are not true clerics.
They have very little control over their pow-
ers, even over whether they become vessels
or continue to advance as them. They are
endowed with divine abilitiesb y Dotrak’s
growing consciousness but are ultimately
freak manifestations of still-wild energy.
They cannot commune with their god as
clerics can, but they clearly are being given
power by someone.

Currently few er than two dozenv essels
exist in all of Highpoint. They are known
far and wide among Dotrak’s f ollowers.
More than one coglayer has been motivated
to start a long journey in search of their
thoughts on the true word of Dotrak.

Hit Die: d6

REQUIREMENTS
To qualify to become av essel of Dotrak,
a character m ust full all of the f ollowing
criteria:

Race: All vessels so far have been dwarven,
though it is conceivable that another race
could be chosen.

Alignment: Neutral

Abilities: Intelligence 16+, Wisdom 16+

Skills:Knowledge (steam engines) 10 ranks

Worship: Must be an adherent of Dotrak

Whim of the Gods: No one chooses to be
avessel. It simply happens. And once it hap-
pens, there’s no guarantee it will continue.

If a character is eligible to become a
vessel, the DM should carefully monitor
his actions. If the character consistently
performs deeds of outstanding engineering
expertise, spreads the word about Dotrak,
the

principles of Dotrak, the character may be

and embodies (admittedly v ague)
stricken with the powers of avessel. When
the character next advances a level, he has a
10% chance that he will advance to a Ist-level
vessel, regardless of his desires or wishes.
From then on, his will is enmeshed with that
of Dotrak. Though the character receives no
communication or signs from Dotrak other
than the occasional spells, he is clearly being
affected by his power.

Gaining one level in the vessel of Dotrak
class doesn’t mean a character will advance

any further. See below.



CLASS SKILLS

Thev essel’s class skills

(and theke y abilities

for each skill) are Con-

centration (Con), Craft

(blacksmithing) (Int), Craft

(mechcraft)  (Int), Disable

Device (Int), Heal (Wis), Knowl-

edge (any) (Int), Knowledge (mechs)

(Int), Knowledge (steam engines) (Int),

Listen (Wis), Mech Pilot (Dex), Profession

(engineer), Spellcraft (Int), and Spot (Wis).
Skill Points at Each Additional Level:

4 + Int modifier.

CLAss FEATURES
All of the following are class features of the
vessel of Dotrak.

Weapon and Armor Proficiency: Ves-
sels spontaneously acquire the ability to
use all e xotic w eapons and armor derived
from steam engine or clockwork technol-
ogy. These include the buzzaxe, buzzsaw,
chattersword, flame nozzle, lobster claw,
steambreather, and steam gun, plus gearmatl
and hydraulic armor, as well as similar weap-
ons and armor.

Level Advancement: A vessel of Dotrak
advances by the whims of an incipfent god.
When a vessel gains enough XP to advance a
new level, roll 1d6. If the result is less than
or equal to the character’s current level as
avessel of Dotrak, he advances a level in
this class. Otherwise, he advances in his
former class (or the class of his choice if he
had more than one former class). From 6th
level onward, a vessel is guaranteed advance-
ment should he so desire it, but a vessel who
advances to 7th level or above may no longer
advance in any other class. His purpose in
life is now completely intertwined with that
of Dotrak.

Spells: A v essel of Dotrak casts divine
spells according to Table 1-10: The Vessel of
Dotrak. Vessels cast spells exactly as a cleric,
including domain spells. They acquire them
differently, however. A vessel does not need
to meditate or pray for his spells. Instead,
his spells are spontaneously given to him at

a different time each day. When relevant,

roll 2d12 each day to determine the hour at
which a vessel receives his spells. They sim-
ply appear in his head, there for the using.

The v essel may choose which spells he
receives, with one caveat. Dotrak isn’t yet a
real god and can’t always provide the assis-
tance his worshippers desire. Each day, the
vessel has a 10% chance of receiving a spell
other than the one he wanted. If this occurs,
1d4 requested spells are substituted for ran-
domly determined spells of the same level.
Domain spells are never substituted in this
way; it occurs only with other spells.

Deity, Domains, and Domain Spells: A
vessel must worship Dotrak, whose domains
are Engines and Knowledge. Av essel has

both of these domains. Dotrak’s f avored

weapon is a metal quarterstaff. In all other
respects, the rules governing domain choic-
es and spells are the same as for clerics.

Clockwork Heart (Su): The first sign that
a soul has been selected as a vessel of Dotrak
is the transmogrification of his heart into a
clockwork device. The vessel wakes up one
morning to the sound of an audible ticking. It
comes from his chest cavity, where his flesh-
and-blood heart has somehow been replaced
with a beautifully wrought mechanical pump

made from gold, silver, and the finest steel.
Of course, no one can see this heart, since
it is still within the vessel ’s body, but its
existence is audible to anyone who stands
nearby (Listen check, DC 10 within 5 feet,
inaudible past there). The authenticity of
those who would claim to be vessels can
be immediately ascertained by p lacing
an ear to their chests.
The clockwork heart is immune to
rust of any kind, be it magical or mun-
dane. It is considereda magical construct
and is immune to tick tock knock and similar
spells.

Vessels of Dotrak are among the few
people on Highpoint to accept steamborgs
openly. They see steamborgs as spiritual
men of sorts, willing to go to great lengths to
come closer to the essence of Dotrak. But no
one would confuse a vessel for a steamborg,
even after he acquires a metal skin or clock-
work body (see below). Aside from their
spellcasting abilities, the simple fact is that
steamborgs need steam engines to power
themselves, while the only visible power
source for avessel is divine favor. Besides,
steamborgs don’t have clockwork hearts.

Turn or Rebuke Constructs (Ex): At 2nd
level, a vessel gains the ability to rebuke and
command constructs, just as an e vil cleric
rebukes and commands undead. This ability
only works against animated constructs that
move of their own volition, such as golems
and shield guardians. A vessel cannot turn a
mech or similar piloted construct. Turning
constructs requires a holy symbol of Dotrak:
a toothed gear set with ornate scrollwork of
gold and platinum. Such a symbol costs 300
gp to create.

Steel Skeleton (Su): Over time, the



vessel’s body becomes progressively more
mechanical. At 2nd level, his fingernails
and toenails become silvery and hard (like
aluminum), and at 3rd level his teeth are
encased in a metal sheath. At 4th level,

the vessel’s skeleton is transmuted to

steel. This grants a +2 bonus to the
vessel’s Constitution. His Fort save

is increased b y an additional +2,

stacked on top of the bonus from

extra Constitution. These bonuses

are not included in the saves indi-

cated in Table 1-10.

Metal Skin (Su): The vessel’s body
continues to trans formintoal iving
construct. At 6thlevel, his eyes become
metal orbs, his joints turn into me tal sock-
ets, and his skin is replaced by a thin layer of
steel with incredible tensile strengtn:” . The
appearance o f the metal skin varies; some
vessels have skin li ke aluminum foil or gold
leaf, others have skin like chainmail or even
overlapping repti lelike sca les. Regardless,
the change grants a +2 natural bonus to AC,
which stacks with other kinds o f armor. The
metal skin is literally the character ’s skin,
and cannot be rem oved or detached with-
out the character taking damage asi  f his
normal skin were removed. At 8th level, the
skin begins to shimmer with the radiance o f
silver, an indication of the vessel’s growing
closeness to Dotrak.

Beginning at 6th level, the character
becomes partially vulnerable to rusting grasp
and related spells, as a steamborg is. He

may make a Fort save to resist such effects.

Because of his divine favor, he is less vul-
nerable than a steamborg; a vessel sustains
half damage on a failure and no damage on
a success.

Clockwork Body (Su): At 9th level, the
character’s transformation to a construct is
complete. His entire body is an intricately
wrought clockwork creation that is indis-
tinguishable from a construct, fashioned in
exquisite detail far beyond the means of any
living gearwright. The character is essen-
tially a living construct.

He is now immune to mind-influencing
effects (charms, compulsions, phantasms,
patterns, and morale effects) and to poison,
sleep, paralysis, stunning, disease, death

effects, and necromantic effects. He is not

subject to critical hits, nonlethal damage,
ability damage, ability drain, or energy drain.
He is immune to any effect that requires a
Fortitude save (unless the effect also works
on objects). He is not at risk of death from
massive damage, but when reduced to
0 hit points, he is immediately killed.
Unlike a construct, he can be resurrect-
ed or raised (he still has a soul), and his
body does heal damage normally. The
character must still eat and drink as a
normal person.
The character’s body stays a silvery
color, as per his metal skin change at the
previous level. The character is still partially
vulnerable to rusting grasp and related spells.
Prophet of Dotrak(Su): At 10th level, the
character’s clockwork body acquires a golden
sheen. He gains thefollowing abilities
Prophet’s Toud: Once per day, with a single
touch, t he prop het can restorea  damaged
mechanical or clockwork device to per fect
functioning. This works on magical and no n-
magical devices, though the ability fixes only
nonmagical mechanical problemsThe device
can be as large as a city-mech or as small as a
pocket watch, provided it is one single inter-
connected engine.This ability does not clean
the device, make it more dficient, affect cos-
metic concerns, or improvdlaws in its design,
nor does it repair nonmechanical damage; it
simply repairs any mec hanical problems in a
device’s current functioning. Roughly half of
all hit points lost in com bat are consi dered
mechanical problems for these purposes; the

remaining nonmechanical damage must be

LEVEL BAse ATTACK BONus  FORTSAVE  REFSAVE  WiLL SAvE
| +0 +2 +0 +2
2 +I +3 +0 +3
3 +2 +3 + +3
4 +3 +4 +I +4
5 +3 +4 +l +4
6 +4 +5 +2 +5
7 +5 +5 +2 +5
8 +6 +6 +2 +6
9 +6 +6 +3 +6
10 +7 +7 +3 +7

TABLE I-10: THE VESSEL OF DOTRAK

SPECIAL
Clockwork Heart
Steel Skeleton (nails), Turn/Rebuke Constructs
Steel Skeleton (teeth)

Steel Skeleton (skeleton)

Metal Skin |

Metal Skin Il

Clockwork Body
Prophet of Dotrak

SPELLS PER DAY

0 1 2 3 4 5
B I+l = = = =
4 2+ — — — —
4 2+| I+l = = =
5 3+ 2+ — — —
5 3+ 2+| I+l = =
5 3+ 3+ 2+| — —
6 4+| 3+ 2+| I+l =
6 4+1 3+ 3+ 2+ —
6 4+| 4+| 3+ 2+| I+l
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repaired through normal means.
Commune wih the Great Engine:The prophets

are the only mortals who claim trueknowledge

of Dotraks existence. The Great Engine speaks

to them, they say, and leads them to problems
in the in finitely complex mechanical system
that mortals know as reality. Three times per
day, the prophet may meditate for 3 0 min-
utes prior to examining a mechanical device.
For the next hour a fter such meditation, the
prophet receives a 20 competence bonus to
any Craft(mechcraft), Disable Device, Know
edge (mechs), Knowledge (steam engines),
Profession(engineering), or other similar skill
checks relating to identifying a problem, fix-
ing a problem, orbuilding something.

Create Trak Trak: Once per day, as a stan-
dard action, the prophet may animate any
pile of gears as a trak trak (see page 202).
For 3d10 minutes, the trak trak will obey the
prophet’s command. At the end of the dura-
tion, it collapses into the pile of junk from
whence it came.

Ex-Vessels: Vessels who somehow leave
the fold of Dotrak lose all spells and class
abilities and can never advance as avessel
again. Their clockwork body parts convert

back to simple flesh.

O ——

SKILLS

Abbreviations:

Crg: clockwork ranger
Cog: coglayer

Con: constructor
Mcj: mech jockey
Stk: stalker

Smb: steamborg

Ank: anklebiter

Asm: assimilated

Grt: gearwright

Mcd: mech devil

Rft: Riftwalker

Stm: steam mage
YoD: vessel of Dotrak
C = class skill

¢ = cross-class skill

x = you can't buy this skill

Craft (Mechcraft)
(Int; Trained Only)
The skill Craft (mechcraft) is ex ceedingly
valuable in today’s Highpoint. Mechcraft
determines y our success in building mechs
and repairing mechs. It also covers gen-
eral knowledge of crafting steampunk
equipment, including general steam engine
technology, but the skill is called mechcraft
because mechs are its primary focus.
Check: Building mechs is covered irChap-
ter 2. Repairing them depends on the mech’s

complexity and how damaged it is, afollows:

REePAIR DC REPAIR MODIFIER
Minor 10 |
Major 15 2
Critical 20 3

The cost of repairs is always equal to the
mech’s lost hit points as a percentage of its
total, multiplied by its base cost, multiplied
by the repair modifier (which grows as the
object takes more damage). For example, say
amech’s base cost is 10,000 gp and it has 100
hp. It has suffered 30 hp damage. 30 is 30%
of 100, which means it’s a major repair (as
described below). 30% of 10,000 gp is 3,000
gp. The repair modifier is 2, so the cost is
3,000 gp x 2 =6,000 gp. The cost of repair-
ing 30 hp on this mech is 6,000 gp.

Minor: The mech has su ffered less than
207% of its hit points in damage.These sorts of

repairs usually involve a single broken part, a

minor fault, or a visible and obvious problem.

They requirefew or no replacement partsThe
modern equivalent is a broken brake light on

a car. The time required is 1 minute per hit

point, or 3d6 minutes for a general e ffect
(such as repairing a critical hi}.

Major: The mech has suffered between
21% and 50% of its hit points in damage. It is
substantial damage — a major component is
broken or damaged; the modern equivalent
is a busted radiator on a car. You can retry
until you make the fix. The time required is
10 minutes per hit point, or 1d3 hours for a
general effect. Obviously, you will need the
replacement parts.

Critical: Damage of greater than 50% of
starting hit points. The time required is 1
hour per hit point, or 1d3 days for a general
effect. Most importantly, you can make only
one check, which is made after the time and
cost of the repair is expended. If the check
fails, the mech cannot be repaired.

The DM makes the check. You dorit know
whether you've fixed the mech until you try
to use it. Note that it’s easier to repair a
mech than to build one in the first place.

Salvaged P arts: Coglayers can use the
Craft (mechcraft) skill to salvage parts from
wrecked mechs for use in their steam pow-
ers. No other class can use the skill in this
manner. With a successful Craft (mechcraft)
check, the coglayer can find salvageable
parts in a wreck.

Only

mechs can be salvaged. The time required

steam-powered and clockwork
to conduct the salvage operation is ten
minutes per payload unit of the mech when
it was intact. The coglayer can make a DC 20
check for every full hour of searching, with
an additional check for any “left-over” time
based on PU not in increments of 6.

The gp value of the salvaged parts is equal
to the margin by whichthe coglayer beats
each skill check, m ultipliedb y 10, lim-
ited by the wreck’s maximum salvage value
as described below. For example, a coglayer
who rolls 24 on a check finds 40 gp worth of
salvageable parts. If he made the same check
result for three hours in a row, he’d find 120
gp of salvageable parts.

A coglayer can continue to make salvage
checks until the full payload unit allotment
of the mech has been searched (in which
case he has found all he can from that mech,

though another coglayer may find more), or
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until the mech’s maximum salvage value has

been met (in which case no one else will find

salvageable parts in the wreck).

A wreck’s maximum salvage v alue is its
original gp cost divided by 10.

Salvaged parts can be used in one of
two ways:

+ The coglayer can re-use the parts in his
steam powers. In this case, the value of
the salvaged parts can be applied to the
cost of any new steam power that the
coglayer builds. For e xample, a coglayer
who gains a new steam power chooses
to add a discriminator to one of his cre-
ations. A discriminator costs 350 gp. The
coglayer w aits until he finds a mech to
salvage. From the wreck he salvages 142
gp worth of parts. He can put these toward
building the discriminator, which he can
now build using these parts and only 208
gp. Using salvaged parts in this manner
requires one hour of labor for every 10 gp
of applied cost, as the salvaged parts must
be reworked into usable condition.

+ The parts can be sold. Parts sold in this
manner are generally useful only to other
coglayers, and because they require so
much labor to transform into useable
mechanisms, the going price is low.
Assuming a buyer can be found, salvaged
parts can be sold for 1/10 of their value.
For e xample, the above coglayer could
instead sell his 142 gp worth of parts for 14
gp and 2 sp.

There is one exception to the above rule:
A coglayer can automatically recover maxi-
mum salvage value from anything he himself
built without making a check. The required
salvage time is unchanged.

Constructs built from steam engines can
also be salvaged in this manner. This includes
clockwork puppets, steamborg carcasses, and
most devices built from coglayer steam pow-
ers. Treat them as having PU equal to their
size: 1 for Medium, 3 for Large, 5 for Huge, 10
for Gargantuan, and 16 for Colossal.

Salvaged parts have an average weight of 1
pound per 10 gp value.

Retry: For repairing mechs, this depends
on the difficulty, as above. No retry is

allowed for salvage attempts.

»

Special: Characters receive a +2 synergy
bonus if they have 5 or more ranks in Knowl-
edge (steam engines).

Mechcraft is similar to engineering, and
in many cases they overlap; it is essentially a
specialized form of engineering. In general
characters with Profession (engineering)
may attempt anything coveredb y Craft
(mechcraft) at a—4 penalty.

Handle Animal

(Cha; Trained Only)
Clockwork rangers, and or{l)/ clockwork rang-
ers, may use Handle Animal to influence
the attitude of constructs and clockwork
creations, just as wild empathy influences
the attitude of animals. In some cases, this
is completely useless, particularly with con-
structs that are programmed to attack any-

thing that comes near automatically. In other

cases, it may be possible to convince a laborer
construct to work for you, fool a guardian con-

struct into thinking that you are nonthreaten-

ing, or bribe semi-intelligent constructs with
high-quality metals or other gifts. Extremely
skilled clockwork rangers can intuit the
nature of a construct’s programming from
the most subtle signs to gain a sense of what
actions are least likely to provoke it. A truly
talented clockwork ranger has occasionally
been said to have convinced a construct that
he is its creator, though this talent is so rare
the stories may be merely apocryphal.

For purposes of the table for influencing
NPC attitude, almost all constructs are con-
sidered initially hostile or unfriendly. Some
will attack even when indifferent, but all will
be pacified if rendered friendly. To imperson-
ate the construct’s creator successfully, the
clockwork ranger must effectively persuade a
construct to be helpful (usually DC 50).

Knowledge
(Int; Trained Only)

The advent of steam technology has made cer-

tain kinds of knowledge more useful than ever.

Popular new areas of knowledge include:

+ Mechs, which covers identifying a mech’s
abilities and weapons based on its silhou-
ette, placing mech designs with the mech-

doms that use them, and knowing how

to control a mech. While the Mech Pilot
skill represents practical piloting ability,
Knowledge (mechs) is academic knowl-
edge of the piloting process and systems.

+ Steam engines, which covers understand-
ing their function, identifying their parts,
and knowing how to build or destroy one.
Special: Characters checking their knowl-

edge of mechs receive a +2 synergy bonus if

they have 5 or more ranks in Craft (mechcraft).

Mech Pilot
(Dex; Trained Only)

This skill letsyou control mechs. You can
make them go wherey ouw ant them to
go, fire their weapons, operate their cargo
bays, and generally w ork with them with-
out damaging eithery ourself or the mech.

Check: This skill lets y ou pilot a mech.
Unless you have the relevant feats, you may
not fire the mech’s weapon and pilot it in
the same round —your attention must be
focused solely on one action or the other.
General piloting does not require a check,
but a check is necessary in unusual circum-

stances, such as these:

Task Base DC*
Maintain balance in difficult terrain 10
Maintain balance in extremely difficult terrain 20
Deploy from a city-mech 10
Board a city-mech 15
Right an overturned mech 20
Jump V aries
Climb V aries**

*PLUS MODIFIERS, AS DESCRIBED IN THE RELEVANT SECTIONS.
*Use DCs FOR CLIMB SKILL +4.

Maintain balance: It is difficult for a mech
to walk over rubble, rocky areas, riverbeds,
and other uneven surfaces. Collisions and
other circumstances may also challenge a
mech to keep its balance. A check is required
to keep the mech from losing its balance and
falling over. Failure on this check means the
mech falls over. See page 87.

Board a city-mech: ~ City-mechs are enor-
mous, thousand-foot-tall mechs that can host
smaller mechs on their docking bays. Board-
ing a city-mech requires jumping or stepping
onto the city-mech as it walks by. This is
extremely difficult to time properly, and the

consequences of failure are great: More than



one mech has been crushed by the city-mech 3

foot when its pilot judged improperly.This is
described in more detail on page88.

Right an overturned mech: A mecht hat
has fallen over is not always easy to get up,
especially if it’s in an awkward position. This
check must succeed for the mech to stand on
its feet, as described on page 64.

[ump: Some mechs can jump, as described
on page 88.

Climb: Some mechs can climb. Use the
DCs for the Climb skill +4, as described on
page 88.

Special:A pilot with the Mech Dancerfeat

and5 or more ranks in the Balance skill receiveq

a +2 synergy bonus to Mech Pilot checks

O ——

FEATS

n general, most of the normal feats pre-
I sented in the PHB provide no benefits
when a character is piloting a mech. They are
the result of personal training and practice,
and the kinesthetic sense resulting from
this practice does not translate into piloting
a mech. Extensive practice in a mech can
result in new abilities, however. These are
reflected with the following new feats.

One normal feat that does carry over to
mech combat is Improved Initiative —a pilot
with fast reaction time can utilize that in or
out of a mech. Certain other feats also carry
over, as described in the skill transfer ability

entry of the mech jockey class.

Combine Spell
(Metamagic)

You can cast spells that combine witht he
same spell cast by other casters or yourself,
in order to generate greater areas of effect.

Benefit: All spellcasters involved m ust
declare before casting that their spells are
to be combined and what effect is to be
achieved. If the spells are cast simultaneous-
ly (by multiple spellcasters) or in immediate
succession (by one caster), one aspect of the
spell’s range, target, or duration doubles for

each spell cast. These doublings use the tra-

(" ditional d20 system of incremental doubling 3

(e.g., X2 twice is X3, not x4).

Combined ranges and durations double
normally, as do targets thatffect areas or nun-
bers. In the case ofcreaturd targets, the speld
potentid target size risedby one size incremeh
per extra spell cast(Normally “creature” targe
spells are limited to creatures no more t han
twice the caster’s size. ) F or example, three
endure elemens spells cast by a Medium caster
could be used toffect aGargantuan mech

All spellcasters invo Ived m ust have t he
Combine Spell feat. This feat is commonl y
used to cast spells capable ¢ affecting mechs.

See page143 for more details

Craft Magical Mech
(Item Creation)

You can build mechs powered by magic.

Prerequisite: Spellcaster level 9th+,
Craft (mechcraft) 5 ranks

Benefit: You can design any animated or
undead mech whose prerequisites you meet.
The actual construction of a mech usually
requires a crew and is covered in more detail

on page 81.

Craft Powered Mech
(Item Creation)

You can build mechs powered by steam,
clockworks, or human labor.

Prerequisite: Craft (mechcraft) 10 ranks,
Knowledge (mechs) 10 ranks

Benefit: You can design any steam-pow-
ered mech w hose prerequisites y ou meet.
The actual construction of a mech usually
requires a crew and is covered in more detail

on page 81.

Craft Steam Gear
(General)

You can build steam-powered gear, such as
flame nozzles, chatterswords, steam guns,
hydraulic armor, and the like.

Prerequisite: Knowledge (steam
engines) 5 ranks

Benefit: You can design and build steam-
powered equipment. If you create a steam-
powered w eapon, this does not necessarily
mean that you will be proficient in it. Craft-
ing steam gear by the use of this feat takes
one day for every 1,000 gp of the item’s cost.

Normal: A character without this feat
can use skills such as Craft (blacksmith) to
construct simple pieces of steam gear (such
as steam guns), but the time required is
measured in silver pieces per the usual rules
of Craft checks. It takes much less time to
build such gear with the knowledge granted
by this feat.

Gearhead (General)

You have a strong intuitive grasp of how
engines work.

Prerequisite: Int 13+, ability to use
steam powers

Benefit: You have the ability to use two
extra steam powers.

Special: This feat may not be taken more

than once.

Gearstride (General)

You can move at normal speed through gear
forests without suffering any additional dan-
ger from hazards.

Prerequisites Dex 13+ and extensive
experience in gear forestéat DM’s discretion

Benefit: Your chance of encountering
hazards in a gear forest is halved —12% while
walking and 25% while running or fighting.
If you do encounter a hazard, y ou receive
a +2 bonus to your Reflex saving throw to
avoid it.

This feat does not grant complete immu-
nity to the dangers of a gear forest. That is
only possible after living in one for several

months (see page 215).



Normal: Gear forests are normally more
dangerous if you move faster than half your

walking speed, or fight within them.

Mech Dancer
(Mech: Irontooth)

Some Irontooth clansmen are so skilled
at piloting their mechs that they can make
them “dance.” Other mech jockeys acquire
this skill through great talent as pilots.

Prerequisites: Dex 13+, Mech Pilot 10
ranks

Benefit: You are so finely attuned to your

mech’s positioning that you can maneuver it as

if it were an extension of your own body. You
add your own Dexterity modifier to the meth
AC, to the mech’s trip checks (in addition to
your ranks in Mech Pilot or the mech’s Str or
Dex bonus), to the DC for creatures to avoid
being trampled by the mech, to the mech ’s
Rérex saves, ana generally to all’otner mecn
checks that are contingent on Dexterity.
Mechdancers are able literally to make their

mech dance. This has no practical combat

applications but is certainly goofbr entertan-
ment. The most talented Irontooth clansmen

often have mech dancing competitions

Mech Fu (Mech: Irontooth)
A small but dedicated cult of Irontooth
clansmen has taken mech dancing to a
whole new level. They are so in tune with
their mechs that they are able to fight with
them as they themselves would fight in close
combat — weaving, ducking, punching, and
kicking as the mech design allows. Termed
“mech fu,” this art of close mech combat is
extremely rare but exceptionally powerful.

Prerequisites: Dex 15+, Mech Dancer,
trained by Irontooth clansmen

Benefit: Once per round, y ou may use
unarmed attacks to counter melee attacks
onyour mech. Youmust use a ready action
to specify thaty ou are countering melee
attacks rrom a specific enemy mecn. If that
mech’s melee attack hits, you may make a
Mech Pilot skill check using the enemy’s
attack roll as the DC. If you succeed, you

deflect the enemy attack and take no dam-
age. The enemy may take no further actions
or movement aftery ou deflect his attack.
Furthermore, if you succeed by a margin of
5 or more, you manage to wound him in the
process, and he suffers damage as if hit by
your unarmed attack.

Once you have the Mech Fu feat, you may
advance in the mech devil prestige class. See

page 31 for more details.

Mech Rider (Mech: Rust Rider)
The rust riders are renowned for fighting
“from the mech.” They often ride the legs
of their mechs, attacking both infantry and
mech targets as they pass. The most dan-
gerous thing about many rust riders isn’t
the mech itself — it’s the thirty swordsmen
hanging off of it!

Prerequisites: Dex 13+. As a general
rule; ¢haracters may not take thi§'reat unless
they are rust riders or have trained with the
rust riders, or are anklebiters. A character

who observes rust riders in action may
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Combine Spell (Metamagic)

Craft Magical Mech (Item Creation)
Craft Powered Mech (Item Creation)
Craft Steam Gear (Item Creation)
Gearhead

Gearstride

Mech Dancer

Mech Fu

Mech Rider

Mech Weapon Proficiency
Mechanized Combat Practice
Mechidextrous

Mechwalker

Moonwatcher W

Natural Pilot

Seroficitacit’s Changes F

Siege Weapon Proficiency

Speed Freak

Unnatural Pilot

TABLE I-12: FEATS

REREQUISITE
Spellcaster level 9th+, Craft (mechcraft) 5 ranks
Craft (mechcraft) and Knowledge (mechs) 10 ranks
Knowledge (steam engines) 5 ranks
Int 134, use of steam powers
Dex I3+, experience in gear forests
Dex 3+, Mech Pilot 10 ranks
Dex 154+, Mech Dancer, Irontooth clansman
Dex |3+, train with rust riders
—P
Dex 13+
Dex 15+, Mechwalker
Dex I3+
is 13+
ollower of Seroficitacit W
—P
Mech Pilot 5 ranks

Natural Pilot, divination spells, Dotrak follower

BENEFITS
Combine spells for greater effect
Can design magical mechs
Can design powered mechs
Can build steam gear
+2 steam powers
Less danger from gear forests
Add pilot’s Dex bonus to mech’s
Counter mech melee attacks
No Balance check when attacking from mech
roficient in all weapons on one kind of mech
Mech attack bonus = BAB
Can attack two targets while piloting a mech, at -3 penalty
Move and fire in a mech
Can predict lunar rain patterns
-+l maneuverability on mechs you pilot
eekly Change Check
roficient with siege weapons
+10 ft. to mech speed
+4 AC, trip, etc. for 2 spell slots

attempt to teach himself this feat (provided
he has a feat slot available, of course). This
requires a mech to practice with and takes
at least three months. Forevery full three
months of dedicated practice, the character
must make a Wisdom and Dexterity check
(DC 13); if he passes both he learns the feat.
For each failed check, he gains a +2 bonus to
subsequent attempts.

Benefit: You do not need to ma ke a Bal-
ance check to holdontoam  oving mech,
or attack (orta ke similar actions) while
doing so. Toma ke aride- by attack while
onamech, youmustma ke your attacks on
the mech’s initiati ve count, by delaying
your activation or having the mech delay its
activation if necessary.

You may make a ride-by attack at any point
in the mech’s movement. You may attack any
target within your reach and may make as
many attacks as you are normally permitted to
do. These attacks do not provoke any attacks
of opportunity beyond what’s normal.

Depending on the situation, you may even
be able to lift both hands off the mech to
make your attack. This requires you to make

the usual Balance check to keep from falling

off the mech (see page 96), but you receive a
+4 bonus due to this feat.

Mech Weapon Proficiency
(Mech)
You are proficient in certain mech weapons.
Benefit: Choose one type of mech of size
Colossal IlI or smaller. You are proficient in
all weapons mounted on that mech, whether
“Mech” or “Siege” type. You may use them

without penalty. You may also use different-

sized versions of the weapons without penalty.

Normal: Without being proficient with a

weapon you suffer a -4 penalty to its use.

Mechanized Combat Practice
(Mech)

A fighter with decades of combat experience
is practically useless in a mech, where his
base attack bonus is not incorporated into
the roll. With extensiv e training, however,
he can transfer that skill to the mech.

Prerequisite: Dex 13+

Benefit: You learn to fight effectively
with each mech model thaty ou spend at
least three months practicing on. You now

have a mech attack bonus equal to your base

attack bonus. This includes multiple attacks
if you have them. This applies only to mechs
you have trained with.

Normal: Only the classes of mech jockey,
assimilated, and mech devil normally have a
mech attack bonus. Other classes fight at
half their base attack bonus and may not use

multiple attacks.

Mechidextrous (Mech)

You are able to operate both a mech’s hands
at once, even while you pilot the mech.

Prerequisites: Dex 15+, Mechwalker

Benefit: Even while causing a mech to
move, you can also fight with it. You can use
up to two of a mech’s weapons each round, at
the same time you are piloting it, provided the
mech’s construction permits as much. This
includes targeting ranged weapons, which
may be used to attack different targets. If you
attack with two weapons in the same round,
each suffers a -3 penalty to its attack roll.

Normal: Most mech pilots can barely use
a single weapon while piloting a mech, much

less attack with two.



Mechwalker (Mech)

You are able to maneuver a mech at the same
time you use its weapons.

Prerequisites: Dex 13+

Benefit: You can attack with one ofa
mech’s weapons in the same round that you
cause the mech to move.

Normal: E xcept for trained mech jock-
eys, most civilians are able to cause a mech
to move or to attack with it, but not do both

at the same time.

Moonwatcher (General)

You are unnaturally sensitive to the phases
of the moon.

Prerequisites: Wis 13+

Benefit: You can predict the lunar rain
with some degree of accuracy. AW isdom
or Survival check (DC 10) will allow you to
forecast the general severity of this evening’s
lunar rain iny our immediate vicinity. You
may forecast further ahead, but the DC
rises by 2 points for every day past the first.
For e xample, forecasting the lunar rain for
three nights from now would require a check
against DC 16. The same rule applies to fore-
casting at great distances, with the DC rising
by 2 for every five miles beyond y our loca-
tion. For example, forecasting the lunar rain
for three nights from now at a point 15 miles
away would require a check against DC 20.

This feat bestows other benefits as well.
You are naturally attuned to the moon’s phas-
es and always know them by heart. If you are
a spellcaster, you cast detect [unar and similar
lunar-related spells at +1 caster level.

Normal: Most people cannot predict the

lunar rain until they see it coming down.

Natural Pilot (Mech)

You have an innate talent for piloting mechs.
Most people with this ability were raised in
families of mech jockeys, or taught to pilot
mechs from an early age. A rare few have no
mech experience whatsoever, yet are perfect
pilots from the moment they start. The gear-
wrights claim these prodigies are descended
from the lineage of ancient mech jockeys
from the First Age of Walkers.

Benefit: Any mechy ou pilot has its

maneuverability improved by one incre-

ment. Fore xample, a mech with a verage
maneuverability has good maneuverability in
your hands. This has no effect on mechs with

perfect maneuverability.

Seroficitacit’s Changes
(General)
You have been marked by Seroficitacit, the
lunar god of change.

Prerequisites: Youmust have declared
adherence to the belie fso f Seroficitacit
and instigated some sort o f major change
to somet hing longstanding. Additionally,
this feat is almost always found in lunar crea-
tures, though it could theoretically appear
in any worshippero  f Seroficitacit, even
terrestrial ones.

Benefit: You are now aliving embodiment
of change. Once per week, make a special
Change Check. Roll 1d20, then make a Wi s-
dom check against that result. [ f the check
succeeds, your body morp hs to anticipate
future changes. One small part o f your body
— afinger, elbow, ep, nose — changes shape.
You have a 25% chance that the change will be
harmful (one eye blocked by morphed eyelid
flesh), and a 25% chance it will be helpful
(improved eyesight); otherwise, it is neutral.
The greatest potential bonus due to such
a change is a +2 bonus to an attribute  (for
example, improvedStrength thanks to growth
in the arm).

The change lasts until the n  ext succes s-
ful Wisdom check. At that point, the old
change reverts to its natura | state and a new

one occurs.

Siege Weapon Proficiency
(General)
You are proficient with siege weaponry.
Benefit: You are proficient with ballistae,
catapults, javelin racks, steam cannons, and
other siege weapons.
Normal: Without being proficient with a

weapon you suffer a -4 penalty to its use.

Speed Freak (Mech)
Speedfreaks love to push their mechs to thmli
it. They have the uncanny ability to coax a little
extra speed out beven the clumsiest mech

Prerequisites: Mech Pilot 5 ranks
Benefit: Any mech you pilot moves 10 ft.

faster than normal.

Unnatural Pilot (Mech)

You move mechs like no one has ever seen
before. Your skill is sounnatural they say you
must have made a pact with a demon.

Prerequisites: Natural Pilot, ability to
cast divination spells, worshipper of Dotrak

Benefit: This bizarre talent has only mani-
fested itself among a handful of mech jockeys,
all of whom were clerics or mages in prio r
careers but converted to the worshipf®otrak
when they became mech jockeys. By expend-
ing two levels of spell slot{which are used fa
channeling divinatory energy, you gain a flash
of insight concerning how to pilot your mech.

This grants thefollowing bonuses

+ Your mech’s maneuverability is improved
by one increment for this round and the
next round only. This stacks with the ben-
efits of Natural Pilot.

+ Your mech gains a +4 insight bonus to AC

* Your mech gains a +4 insight bonus to
checks to oppose enemy trip attacks
(though not f or making them) and any
other checks or rolls to avoid tripping,

falling, or losing control of your mech.

Activating this feat and e xpending the
spell slots is a free action —y ou simply
experience a flash of insight that is brought
by Dotrak. The spell slots can be expended
in any combination of levels. It takes two 1st-
level spells, one 2nd-level spell, or one spell
of higher than 2nd level to activate this feat.



This ability may be used as many times per Y

day as you are willing to expend spell slots.
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SPELLS

-
<>

SPELL VARIANTS

lockwork rangers and constructors
C both learn spells designed to affect
constructs. In many cases, they create modi-
fications of existing spells in order to affect
constructs. This lets their spells affect all
inhabitants of the gear forest, whether ani-
mal or construct. It affects their casting of
some spells, such as summon nature’ ally (see
page 52), and gives them the ability to affect
constructs with spells normally limited to
animals and plants.

A c lockwork ranger or constructorma y
cast any of the following spell variants, which
are identfcal to the mdicated spells but with'a
construct as the target instead of an animal
or plant. In their divine form, these
spells are available to clockwork
rangers only. Intheirarcane
form, they are available
through the College
of Constructors only
(see below).

Speak with con-

structs {variant of

speak with animals; affects constructs)

Clockwork messenger (variant of animal mes-
senger; affects a Tiny clockwork creature)

Hold construct (variant of hold animal;
affects constructs)

Control gears (variant of controlp lants;
affects gears and metal engines)

Diminish gears (variant of diminish p lants;
can make a gear forest passable at normal
speed, though no less dangerous)

Gear shape (variant of tree shape; subject
resembles a huge gear or piston)

Gear stride (variant of tree stride; subject
can step between gears with a range of trans-
port of 1,500 feet)

-
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COLLEGE OF
CONSTRUCTORS

The College of Constructors is rapidly

advancing the study of constructs. Its

members are developing arcane magics dedi-

cated to controlling, creating, and modify-
ing constructs.

Membership in the College is

open to any constructor,

with dues of 200

gp per year. No

other character

class may

join. Joining

the College

confers several

advantages: spell

variants, construct

labs, exclusive spells,

and clockwork familiars.

Spell Variants: As noted above,

arcane spell variants that affect con-

structs instead of animals or plants

are constantly being developed

by the College. In their arcane

form, these spells are available

to members of the College

only. Constructors will

never share the spells with

other classes. If another

class is seen casting

these spells, construc-

tors will endeavor

 to find and punish the “leak” in their org a-

nization. Depending on the behavior o f the
outsider who is casting their spells, they may
also attempt to sted his spellbook in order to
erase his access to the spells in question.

Construct Labs: The College maintains
several labs dedicated to creating con-
structs. The labs are well stocked and spe-
cially designed to make construct building
more efficient. Any member of the College
may use the labs, though he may have to trav-
el to the location of one and wait until space
is available. Generally the labs are found on
large city-mechs (including Nedderpik) o r
on smaller mechs operated by the College
and built specifically to house the labs. They
are always well guarded by golems and other
constructs. Building a construct in one of
the College’s labs eliminates the need for a
constructor to build his own lab (normally
it costs 500 gp to build the lab necessary for
construction of a golem). It also reduces the
gp cost of the construct’s material compo-
nents and labor expenses by 10%.

Exclusive Spells: The College has devel-
oped a number of entirely new spells whose
distribution it controls. Some are taught
only to constructors who take the Spell Mas-
tery feat so they can leave no written trace
of the coveted knowledge they have learned.
Non-constructor characters may not learn
the arcane v ersions of these spells unless
either taught by a constructor or by acquir-
ing the knowledge illicitly.

In their arcane forms, the following spells
are ex clusive to the College of Construc-
tors: animate gears, clockwork double, detect
clockworks, enginemaster’s grasp, ironclad, tick

tock knock, transpose spirit, and vanquish spirit.

Clockwork Familiars
The artisans of the College of Constructors
build intricately detailed ¢ lockwork crea-
tures that are intended to serve as familiars
for wizards. These are available for any
constructor to use. The normal process of
summoning a familiar instead animates the
clockwork construction, which from then
on acts as a miniature clockwork familiar.
It is imbued with a life force of its own, and

except for its shell of metal is exactly like a



normal familiar. It grants all the usual ben-
efits and upon its death or dismissal has all
the usual drawbacks. In addition, it has the
following qualities:

Construct Immunities: As a construct, the
clockwork familiar is immune to mind-influ-
encing effects, poison, sleep, paralysis, stun-
ning, disease, death effects, and necroman-
tic effects. It is not subject to critical hits,
nonlethal damage, ability damage, ability
drain, or energy drain. It cannot heal on its
own, but it can be repaired by its creator at a
cost of 2 gp and ten minutes per hp.

Darkvision: The clockwork f amiliar auto-
matically has darkvision.

Natural Armor: The clockwork familiar has
an extra +2 natural armor bonus to AC, in
addition to the usual bonus for familiars.

Speak with Constructs: Instead of the ability
to speak with animals of its type, the clock-
work f amiliar can speak with constructs,
provided they have an Intelligence score and

the ability to communicate.

Constructor School
Spell List
Constructors may select any spell that wiz-
ards and sorcerers normally select, as well
as the following spells. These are considered
their specialized spells f or the purpose of
extra spell selection.

Note that the spells below fall across a
variety of schools — all but necromancy, in
fact. A constructor who selects necromancy
as his prohibited school may use all of the
spells below. Otherwise, the constructor
may not select spells from the list below that
are from his prohibited school.

Ist — construct friendship, detect clockworks,
enginemaster’s grasp, speak with constructs
2nd — clockwork messenger, hold construct,

make whole, shield other
3rd — control gears, diminish gears, gear shape,

tick tock knock
4th — gear stride, rebuild soul, rusting grasp
5th — animate gears, ironclad, ferrous soul
6th — animate objects
7th —soul box, transpose spirit, vanquiglirit
8th — clockwork double
9th — The College of Constructors has not

developed any new 9th-level spells. The speaF

cialist constructor may choose one spell of |

any previous level in place of this slot.

Clockwork Ranger
Spell List

Clockwork rangers select their spells from

this list.

Ist — alarm, animal friendship, construct friend-
ship, delay poison, detect animals or plants,
detect clockworks, detect snares and pits,
enginemaster’s grasp, magic f ang, pass with-
out trace, read magic, resist elements, speak
with animals, speak with constructs, summon
nature’s ally [

2nd — animal messenger, clockwork messenger,
cure light wounds, detect chaos/evil/good/law,
hold animal, hold construct, protection from
elements, sleep, snare, speak with plants, sum-
mon nature’ ally IT

3rd — control gears, control plants, cure moderate
wounds, diminish gears, diminish plants, gear
shape, greater magicgng, neutralize poison, plant
growth, remove disease, summon nature’s ally III,
tree shape

4th — animate gears, cure serious wounds, free-
dom of movement, gear stride, nondetection,
polymorph self, summon nature’s ally IV, tree

stride, wind wall

Riftwalker Spell List
Riftwalkers select their spells from this list.
1st — detect secret doors, endure elements,
expeditious retreat, feather fall, floating disk,
hold portal

2nd — arcane lock, knock, levitate, locate object,
obscure object, resist energy, whispering wind

3rd — blink, dimensional anchor, dimension
door, fly, gaseous form, nondetection, phantom
steed, protection from energy

4th — detect scrying, L.} sturdy cottage, lesser
planar ally, locate creature, minor creation,
passwall, plane shift, teleport

5th — contact other plane, dismissal, dream,
false vision, lesser planar binding, M.} faithful
hound, M.% private sanctum, major creation,
R.% telepathic bond, sending, shadow walk,
telekinesis

6th — contingency, ethereal jaunt, greater tele-
port, phase door, planar ally, planar binding,
teleport object

7th — banishment, dimensional lock, forcecage

8th — astral projection, etherealness, gate, greater
planar ally, greater planar binding, maze, tele-

portation circle, temporal stasis

o>
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NEW CLERIC DOMAIN:
ENGINES

Deities: Dotrak

Granted Power: Once per day, you can
heal or smite an engine (your choice). With a
touch, you can heal 1d6 points of damage per
caster level, or inflict the same. This power
affects only constructs, mechs, and other
such creatures.

Add Knowledge (steam engines) to your
list of class skills.
Engine Domain Spells
Construct friendship
Hold construct
Tick tock knock
Rusting grasp
Animate gears
Animate objects
Transpose spirit
Clockwork double

May choose any one spell from the prior
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spell levels
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NEW SPELLS

Animate Gears

Evocation
Level: Con 5, Crg 4
Components: V, S, M
Casting Time: 1 action
Range: Touch
Targets: One or more piles of scrap metal
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

This spell turns scrap metal into animated
humanoid creatures that f ollow y our com-
mands. The moment you finish the incanta-
tion, the targeted scrap metal rises into the
air, swirls about, and forms a roughly human-
oid shape. Known as an iron shambler, this
“undead construct” mindlessly obeysy our
instructions. It can f ollowy ou, or remain
in an area and attack any creature (or just a

specific type of creature) entering the place.



Iron shamblers remain animated until t hey
are destroyed. A destroyed iron shambler
can’t be reanimated.

Each casting of animate gears creates a
number of HD worth of iron shamblers equal
toyour caster level. It takes at least 200
pounds of scrap metal to create a normal
1 HD iron shambler. The scrap metal must
be loose and not be attached or connected
to any larger object, since the spell cannot
break strong bonds. F or e xample, animate
gears cannot be cast on a functioning sec-
tion of a gear forest — those gears are
connected to the larger engine and
can’t be manipulated by the spell.
Alternatively,t he scrap metal
could already be assembled into a
humanoid shape, which the iron
shambler will then assume.

The iron shamblersyou cre-
ate remain undery our control
indefinitely. No matter how
many timesy ou use this spell,
however, y ou can control only 2
HD worth of iron shamblers per caster
level. If you exceed this number, all the
newly created creatures and any excess from
previous castings become uncontrolled.

Iron shamblers are described in more

detail on page 194.

Clockwork Double

Conjuration (Creation)
Level: Con 8
Components: V, S, M, F
Casting Time: 10 minutes
Range: O ft.
Effect:One clockwork double
Duration: Instantaneous
Saving Throw: No
Spell Resistance: No

Clockwork double functions like the ne c-
romantic spell clone except that it creates a
mechanical ¢ lockwork double rat her t han a
biological clone. The clockwork double is a
physical duplicate except that it is construct-
ed entirely of metal, from its skin to its eyes
to its heart. Until the original creature’s soul
enters, it is inert and unliving. Its basidrame-
work must be built by the caster, a process hat

takes 2d4 weeks. Thereafter, the spelk magic

»

(' fills in the details, which takes another 2d 4

weeks, until the clockwork double is a metal-
lic twin of the original creature

Once the soul has occupied the clockwork
double, it has the same ability scores as the
original body, e xcept that it no longer has
a Con score. Its type changes to construct,
and it gains all t he immunities and limita-
tions of a construct. It is not a robot, how-

ever; the construct has the same personality,

memories, skills, and levels of the original at
the time the construct was built.

In all other regards, the spell is like clone.

Material Components: Hair, nail, scale, or
the like from the original creature, various
laboratory supplies (cost 1,000 gp), and
the precious metals to build the construct’s
body (cost 5,000 gp).

Focus: Special laboratory equipment (cost

500 gp).

Construct Friendship
Enchantment (Charm)
Level: Con1, Crg1, Engine 1
Components: V, S
Casting Time: 1 standard action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One construct
Duration: 1 hour/level

Saving Throw: Will negates

’ Spell Resistance: Yes

This charm makes a construct regard you
as its trusted friend and ally. It is like charm
animal, ex cept that it affects a creature of
the construct type. Constructs immune to
magic are not affected by this spell, nor are
those that are piloted or otherwise not self-
propelled. This includes mechs that require
a pilot. Other constructs act as if their atti-
tude is friendly. You are able to command
the target as if you were its creator, provided
your instructions are within the scope of its

normal behavior.

Detect Clockworks
Divination
Level: Crg1, Conl
Components: V, S
Casting Time: 1 action
Range: Long (400 ft. + 40 ft./

level)

Area: Quarter circle emanating
from you to the extreme of the
range
Duration: Concentration, up

to 10 minutes/level (D)

Saving Throw: None
Spell Resistance: No
You can detect clockwork life. Any

animated clockwork creature, whether a
construct or a naturally occurring creature,
will be registered by this spell. Only self-
animated creatures are detected; clockwork
components of larger creatures are not.
Casting this spell within an animated mech
reveals clockwork life in all directions.

The amounto fin formation revealed
dependson how longyousearc hapa r-
ticular area:

Ist Round: Presence or absence of clock-
work life in that quarter.

2nd Round: Number of individuals in the
area and the condition of the healthiest
specimen.

3rd Round: The condition and location
of each individual present. If a construct is
outside your line of sight, then you discern
its direction but not its exact location.

Conditions: The categorieso f condi-

tion are de fined as with the spell detect

animals or plants.



Note: Each round you can turn to detect Y

things in a new area. The spell can penetrate
barriers, but 1foot of stone, 1 inch of com-
mon metal, a thin sheet of lead, or 3 feet of
wood or dirt block it.

Earthrise
Evocation [Earth]
Level: Clrl
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: Instantaneous
Saving Throw: Will half
Spell Resistance: Yes

This spell uses the energy of the earth
to break a lunar creature’s connection to
the moon. The caster utters the necessary
incantations as he touches the target with a
handful of fertile soil. If the target is a lunar
creature, it immediately takes 1d10 points
of damage +2 points per caster level (up to
+10). The target must be physically touching
the ground for this damage to take place; fly-
ing lunar creatures are unaffected.

If the target is an earth elemental of any
kind, it is immediately healed for 1d10 points
+2 points per caster level (up to +10).

Other kinds of creatures are not affected.

Material Components: A handful of fertile

soil, a fragment of a lunar meteorite.

Enginemaster’s Grasp

Transmutation
Level: Crg1, Con1
Components: V, S
Casting Time: 1 action
Range: Long (400 ft. + 40 ft./level)
Area: Metal engine components in a 40-ft.-

radius spread
Duration: 1 minute/level
Saving Throw: Reflex (see text)
Spell Resistance: No

Gears, cogs, sprockets, belts, chains, and
even pistons reach to grab any creatures
in the area, holding them f ast. All metal
engine parts in the area are affected. Crea-
tures grasped are considered entangled,
with these effects: -2 to attack rolls, -4 to

effective Dexterity, and unable to move. An

entangled character who attempts to cast
a spell m ust make a Concentration check
(DC 15) or lose the spell. She can break free
and move half her normal speed by using a
full-round action to make a Strength check
or an Escape Artist check (DC 20). A crea-
ture who succeeds at a Reflex saving throw
is not entangled but can still move at only
half speed through the area. Each round,
the gears once again attempt to entangle
all creatures who have avoided or escaped
entanglement.

At the end of the spell, affected engine
parts return to their original positions and
resume their former motions. Parts bent or
otherwise damagedb y escaping creatures
are not fixed. Because the animated engine
components may be part of larger processes,
this spell has unpredictable side effects.
Casting this in the midst of a gear forest is
quite likely to cause damage to the mech’s
engines — though the ever-present coglings

may fix the damage before anyone notices.

Ferrous Soul
Transmutation
Level: Con 5, Clr 5, Wiz/Sor 6
Components: V, S, M
Casting Time: 10 minutes
Range: Touch
Target: Living creature and new vessel

touched

Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

Ferrous soul is avoluntary form of rebuild
soul where the caster transfers a living soul
into a metal construct body. The effects are
exactly as rebuild soul and include the same
costs for the construct body. The effect is
permanent, and the spell works only in one
direction — it can’t be cast again to return
the soul to the flesh-and-blood body. That
body, which now has no soul, immediately
drops to -10 hit points and collapses to the
floor, utterly dead.

If the subject is unwilling he receives a
saving throw to resist. If he is willing the
effect is automatic. This spell can be cast on
oneself, if a wizard wishes to transfer his own

soul to a construct.
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The recipient construct of  f errous soul

may be built as part of a larger vessel. A
“ghost mech” on the endless plains called
the Red Lotus

against the pilot’s will by a mad constructor

was reportedly ta ken over
using this spell.

Ironclad

Transmutation

Level: Crg 5, Con5

Components: S, M

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 10 minutes/level or until
discharged

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Ironclad transforms the target into a liv-
ing, breathing creature of metal. Its internal
organs become clockwork apparati made
of the finest platinum and gold. Its skin
becomes a thick, dense armor of living
iron. Its mind becomes a mechanical deci-
sion-making machine. The spell is similar to
iron body, but it transforms the creator into
a clockwork creature rather than an iron
golem, and is less powerful.

A target of ironclad gains the f ollowing
benefits:

+ A natural armor bonus of +8. This stacks
with any armor the target is wearing.

+ Damage reduction 10/magic.

+ A +4 enhancement bonus to Strength.

+ Construct immunities: Immune to
mind-affecting effects, poison, sleep,
paralysis, stunning, disease, death effects,
necromantic effects, and any effect that
requires a F ortitude save unless it also
works on objects. The creature is not
subject to critical hits, nonlethal damage,
ability damage, ability drain, energy drain,
or death from massive damage.

+ Construct limitations: While under the
influence of the spell, the target cannot
heal, be raised, or be resurrected.

* Metallic vulnerabilities: The target is
now a creature of metal. It suffers from
heat metal,

and tick tock

the effects of spells such as
rusting grasp, shocking grasp,

knock. A rust monster’s antenna touch



deals 4d6 damage. A crumble bug’s bite

deals 1d6 damage.

Once the spell has prevented a total of 10
points of damage per caster level (maximum
150 points), it is discharged.

Material component: A piece of metal from

a construct.

Rebuild Soul
Transmutation
Level: Con 4, Clr 4, Wiz/Sor 5
Components: V, S, M
Casting Time: 10 minutes
Range: Touch
Target: Dead creature and new vessel

touched

Duration: Instantaneous
Saving Throw: None; see text
Spell Resistance: Yes (harmless)

In aworld of magic and metal men, why
bring the dead back into bodies of flesh?
Rebuild soul is aform of reincarnation in
which the deceased soul is summoned back
from the dead — into a metal body built to
hold it. The soul must be willing to return or
the spell fails. (But even a willing soul may
fail to return if this spell is cast on High-
point; see page 64.) Furthermore, the death
must have occurred no more than one week
prior to the casting of this spell. A creature
that has been turned undead or killedby a
death effect can’t be returned to life with
this spell. The usual limitations of reincar-
nate apply.

The metal body must be constructed of
the finest steel, and in order to grant the
revived soul some semblance of its former
human abilities, it must be articulated and
balanced far more carefully than the typical
construct. It costs 20,000 gp to build, plus
another 1,000 gp for each level or HD of
the creature being raised. The spellcaster
must place the dead body beside the metal
body and cast the spell while touching
them. A burst of light and a chilling sensa-
tion much like a nearby strike of lightning
occur, and then the metal body rises with
new life.

The deceased awakens to find himself in a
new body, a body not of flesh and blood but

of metal and gears. The character is now a

»

( living construct with a soul. He has the fol-

lowing traits:

+ He is now immune to poison, sleep
effects, paralysis, stunning, and disease.

+ Although a construct, he does have a liv-
ing soul and a working mind. Unlike most
constructs, he is subject to death effects
and necromancy effects. He is still vulner-
able to mind effects (charm, compulsions,
phantasms, patterns, and morale effects).

+ The construct bo dy requires no sleep and
no food. It does require a normal amount
of water. It does not require fuel; magi-
cal animation provides its energy. It does
not breathe.

+ The character’s metal body does not heal
naturally. It must be repaired. Repairing
one point of damage takes thirty min-
utes, costs 50 gp, and requires a repair-
man with the Craft Construct feat or at
least 15 ranks in Craft (blacksmithing).
Knowledge (mechs), Knowledge (steam
engines), and Craft (mechcraft) are of
little help in these repairs because the
construct body is magically powered.

The character may repair himself, pro-
vided he has the skills and the tools.
Certain spells also provide healing.
Mending heals 1 point. Make whole heals
2d8 points +1 point per caster level
(maximum +10).  Major creation  com-
pletely heals the construct, but the hit
points are temporary and vanish after 20
minutes per caster level.

* The metal construct bo  dy is vulnerable

to rust attacks but recei  ves a Fortitude
save to resist them.

+ The construct body is not subject to
critical hits, nonlethal damage, physical
ability damage or ability drain, fatigue,
or exhaustion. It is subject to mental
ability damage or ability drain, and
energy drain effects.

+ The construct is immune to most effects
that require a Fortitude save, but not
necessarily all. This requires discretion
on the part of the DM. Anything that
would affect the character’s soul or
mental processes still affects him. Cer-
tain effects, such as rust effects, grant a

Fortitude save to resist them.

/ +The construct is not

at risk of death from

massive damage. When the bo  dy hits 0

hp the character’s soul is immediately

released and the constructbo  dy dies.

The character can once again be raised

orresurrected, pr  ovided the proper
spells are at hand.

+ The construct bo  dy has darkvision to 60
feet and low-light vision.

+ The metal bo

Wisdom, Intelligence, and Charisma

dy retains the character’s

scores. It hasn ew physical scores:

Strength 18 and D exterity 12. It has no

Constitution score. The character no

longer receives ability score adjustments

every four |l evels, but magical effects can
still adjust his abilities.

+ The character retains hit dice gained
from levels or race, but th ey are now d10
dice. The character recei ves exactly 5.5
hit points from each hit die.

+ The character may continue to advance
in level, using d10 hit dice regardless
of class. Advancement in some classes
may be limited due to the character’s
new body.

* The character retains all feats, skills,
base attack bonuses, saving thr ows,
class abili ties, and racial abilities, except
where the metal body may change them.
His alignment is unchanged.

This spell s permanent. The recipient
construct of rebuild soul may be built as part
of a largervessel. It is possible to bestow
consciousness to a mechb y building the
recipient construct body into the mech,
then casting this spell.

Material Component: A perfect crystal
worth 500 gp, plus the metal body described
above. The body takes 1 week per 10,000 gp
to build.

Soul Box
Necromancy
Level: Con 7, Clr 8, Wiz/Sor 8
Components: V, S, M
Casting Time: 10 minutes
Range: Touch
Target: Living creature and new vessel
Duration: Instantaneous and permanent

(see below)



Saving Throw: None (see text)
Spell Resistance: No

Soul box isa voluntary form of soul bind
designed to a void the di fficulties of resur-
rection on Highpoint. The terrestrial gods
ow reincar nation of the
for they’'d
rather have the souls fight their wars

are loath to all

souls of their most faithful,

on the outer planes. Thus, n ormal
death o ftenresultsinthe  soul
being pulled to the outer p lanes
before raising is possible.  Soul
box prevents t his by tempor ar-

ily trapping t he soul in a small
charm unti | it can berevived
ortrans ferredtoanothe r
body, perhaps even a constru ct

or mech.

Soul box is cast in advance on a
charm worth at least 5,000 gp (usu-
ally a valuable gem). The charm must
be worn around the neck of the target
while the spell is cast. The soul must be
willing to accept temporary imprisonment,
so this spell affects only willing targets.
Unwilling targets are simply not affected.
Charms and compulsions aren’t enough to
elicit cooperation; the target’s true soul
must be willing.

The soul remains trapped in the gem for
one day per caster level. After this period, it
is released and travels on to the afterlife. If
the target is killed by death effects or nec-
romancy while wearing the charm, his soul
is destroyed before it reaches the charm. In
that case, the charm is ineffective.

The spell e ffects last inde finitely until
activated or until the charm is destr oyed. If
the target dies with the charm still around
his nec k, his soul is instant ly capture d by
the charm. Unlike soul bind, t he soul can
be raise d t hrough reincarnation, raise dead,
rebuild soul, and other such spells even while
trapped inthe charm. As longast hesoul
remains in t he charm, it does not leave the

material plane.

Summon Nature’s Ally I-1V
When cast bya c lockwork ranger, summon
nature’s ally calls only those creatures nati ve

to the gear forests, as described here. Not

»

all of these are animals

but th ey are all nature ’s allies in the gear

forest ecology.

1st Level
Clockwork puppet (warder)
Dire rat
Giant beetle, fire
Monstrous centipede, Medium
Monstrous spider, Small
2nd Level
Animated object, Small (usually
an animated engine component)
Giant ant, worker
Grease lizard
Iron shambler
Monstrous centipede, Large
Monstrous spider, Medium
Trak trak
3rd Level
Animated object, Medium (usually
an animated engine component)
Giant ant, solder
Giant beetle, bombardier
Giant lizard
Monstrous centipede, huge

Monstrous spider, large

(or even vermin),

4th Level
Animated object, Large (usually
an animated engine component)
Dire grease lizard

Gelatinous cube

Tick Tock Knock
Transmutation
Level: Crg 3, Con 3, Eng3
Components: S, M
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2
levels)
Target: Nonmagical construct
or engine of Large size or
smaller
Duration: 1 round/level
Saving Throw: Will partial (see
below)
Spell Resistance: No
Tick tock knock isa deviousspe 1l
designed tocom batc lockwork
creations. The spell is targeted at an
individual nonmagical construct. Any
creature oro bjectwit ha nonmagical
clockwork or steam engine component
can betargete d,suc h as an automaton,
aclockwork horror, orac lockwork pup-
pet. Smoking dead and steamborgs are
also vulnerable because o f the steam
engines t hat powert hem.

Although the spell is targeted at an indi-
vidual creature, it actually affects the space
immediately around it, in an area that moves
with the creature. Tick tock knock disrupts the
natural rhythms of space and time. All laws
of p hysics governing mechanical motion
become unpredictable. A smoothly swing-
ing pendulum placed within the affected
area would suddenly swing erratically — fast,
slow, fast, fast, slow. Springs, cogs, and gears
lose their natural rhythms and turn at swiftly
changingrates. The spell disrupts the regular
motion that a clockwork engine depends on
for smooth functioning.

The effect on constructs and creatures
that depend on steam engines is devastating.
They are immediately stunned. This is an
exception to the normal construct immunity
to stunning. The stunned effect lasts for 1

round per caster level. A construct that suc-



ceeds in a Will save is only confused rather
than stunned.

Material component: A miniature pendulum
made of the finest silver (value 40 gp), which

is consumed as the spell is cast.

Transpose Spirit
Abjuration
Level: Con7
Components: S, M, V, F
Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./2 levels)
Target: Magical construct animated by an
elemental spirit
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

Transpose spirit is a specialized spell devel-
oped for combat against golems. [t requires a
focus of a small doll made of pure elemental
energy of the same sort that animates the tar-
get. For example, a clay golem is animated by
a spirit from the elemental plane of earth, so
the focus in attacking a clay golem is a small
doll of elemental earth energy. Creating the
doll costs 300 gp and requires access to the
necessary materials. The doll’s type m ust
match the energy or energies that animate
the golem; if the wrong kind of doll is used,
the spell has no effect.

The caster must hold the focus in his
hand as he casts the spell. He then targets
one golem within range and points the doll
at it. The spirit that animates the golem
vacates it and enters the doll. The golem’s
body collapses, lifeless and inanimate. It
may be freely attac ked for the duration of
the spell. When the spell ends, the spirit is
expunged from the doll, and the golem is
once more animated.

Transpose spirit b ypasses a golem’s magic
immunity b y specifically targeting the
trapped elemental spirit rather than the
golem itself. The spell does not force the
spirit to do anything but instead invites it to
escape its imprisonment for a short period,
effectively opening a portal for it to reside in
the doll. Spell resistance and magic immuni-
ty are no defense against this spell. However,
the spell affects only constructs animated

with elemental spirits.

The doll containing the spirit may be
attacked. It can be damaged by weapons of
+3 enchantment or better, and has A C 10
and 25 hit points. Part of the spell incanta-
tion requires the caster to promise the spirit
that it will be protected, however. Golem
spirits are unwilling and welcome any chance
to escape their prisons, even if it is only
another prison for a short while. If the caster
allows someone to damage the doll while it is
within his power to defend it, the spirit will
immediately leave the doll and return to the
golem, ending the spell prematurely.

Focus: The doll described above.

Vanquish Spirit
Abjuration
Level: Con7
Components: S, M, V
Casting Time: 1 full round
Range: Touch
Target: Construct animated by a soul
Duration: Permanent
Saving Throw: Will negates
Spell Resistance: No

Vanquish spirit is a specialized spell used to
combat constructs animated by living souls.
By such targets it is greatly feared, for it is
the construct equivalent of a death effect.
Vanquish spirit breaks the binding between
a soul and its metal construct, effectively
“killing” the construct and sending the soul
into the afterlife.

The target must be a construct animated
bya living soul. P otential targets include
recipients of the rebuild soul and soul box
spells, asw ell as the mechs of 5th-level
assimilated characters. Lower-level assimi-
lated characters still have their souls focused
on their bodies, not the entirety of their
mechs.

Once touched, the target receives a Will
save to resist the effect. If the save fails, the
tie between the soul and construct is imme-
diately broken. The construct body f alls
lifeless to the floor (though it does not lose
any hit points — it is simply unanimated). An
assimilated mech affected by this spell grinds
to a halt but can still be piloted normally
if such control mechanisms exist. The soul

travels to the afterlife and can return only via

spells such as reincarnate and raise dead. It is
possible to bind the escaped soul back to the
construct body provided the body is intact

and rebuild soul is cast in time.

O ——

STEAM POWERS

team engines can do amazing things.
S Some can launch fireballs, an ability pre-
viously restricted to spellcasters. Others can
generate f orce fields or shoot projectiles.
Given the right parts and the right builder,
a steam engine can accomplish feats previ-
ously unheard of in Highpoint.

The effects producedb y an innovative
steam engine are called steam powers. The
simplest steam engines have no steam
powers; they merely spin cogs, lift levers,
and pump cylinders in order to make
something move. More complicated steam
engines combine special parts, rare chem-
icals, innovative designs, and ingenious
building techniques to generate amazing
effects. These are the steam powers.

Coglayers are always experimenting
with different kinds of metals, stones, and
liquids, searching foru  nusual properties
with practical applications. Although they
eschew magicin favor of scientific logic,
they deem it perfectly acceptable to incor-
porate naturally occurring materials into
their creations. T hus, it isnotu nusual to
see a steam engine use arcane ingredients
combined with nonmagical techniques to
produce seemingly magical effects. The
best examples are the element genera-
tors, which are steam engines capable of
producing fire, water, earth, or air, due to
a bit of pure elemental energy built into
their systems.

A coglayer’s grasp of steam powers is
determined by his level and intelligence.
Similar guidelines affect steamborgs and
other classes. A given steam power might
require sophisticated construction, elabo-
rate piping, rare materials, and an insuf-
ferably complex design. Only characters

with sufficient experience, training, and



intelligence will be able to build it.
Coglayers relentlessly pursue the per-
fection of their steam engines, and they
are always on the lookout for new steam
powers. When Gilmer Guddengut first
produced electrical sparks with his steam
engine (the predecessor to successful imi-
tation of the lightning bolt spell), the word
spread like wildfire. Coglayers from miles
away paid visits to find out how he did it.
In every city and on every mech, informal
groups of coglayers meet routinely to dis-
cuss their research and swap i nventions.
The one restriction common to all steam
powers is a steam engine. All steam powers
depend on a steam engine to run, and all
steam engines, regardless of powers, need
water to operate. Most of the time, this
isnot a problem. Buta ny time characters
make an extended trip into areas without
renewable water sources, they’d best bring
along plenty of extrawa  ter. Some steam
engines can be specially adapted to function

with other liquids, as described below.

<
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USING STEAM POWERS

E ccomplished coglayers and gearwrights
can build devices with steam powers.

Steamborgs can also do so, but only as
extensions of their artificial parts.

Steam powers are not divided into levels
as spells are. Rather, they are divided into
parts. Each part is an engine component
that can produce a specific effect. For
example, one part might produce a small
flame. The flame alone isn’t an effective
weapon, though. It needs another part —a
pump — to send it billowing after an ene-
my. The addition of yet another part —an
amplifier —makes it even more dangerous.
Finally, a fourth part — a billows — can
change its shape from a line to a cone.

As a coglayer learns to build parts, he
combines them as he sees fit in order
to create various effects. Individually,
parts aren’t especially powerful. Com-
bined, they can be deadly. It is up to the
coglayer’s inge nuity to find the right way

to combine them.

»

Any character who knows a steam power

with offensive potential is automati  cally
considered proficient with its use.
BUILDING STEAM POWERS

Once a coglayer or steamborg gains an

understanding of how to use a certain
steam power, he still must build the engine
to use that power. Each steam power entry
includes a building cost. This covers materials
only; it is assumed the coglayer provides the
labor. Labor time is equal to one complete day
(eight hours) for every 1,000 gp of value or
fraction thereof. Building some steam powers
requires assistants, as wellthis is indicated in
the entry. Qualified assistants, such as black-
smiths, apprentice coglayers, or specially
trained helpers, cost 1 gp per day. Unqualified
assistants can be retained for only 1 sp per day,
but this generally doubles the building time
and may have negative repercussions on the
functioning of the constructed steam power,
at the DM’s discretion.

Some steam powers require unconven-
tional materials. These are not included in
the cost; instead, they are listed separately.
The listed materials cost assumes the charac-
ter is in an area with a ready supply of normal
building materials. In the wilderness or oth-
er areas where metals and tools are scarce,
costs may double or even triple.

Mundane Combinations: In many cases,
a player may have an idea f or combining a
steam power with a relatively mundane item.
For example, a rotor arm could be combined
with a length of chain to make a steam-pow-
ered chainw eapon. These m undane addi-
tions are perfectly acceptable. It is only the
addition of an enhanced function or ability
that qualifies as a steam power.

Crossbows, spring arms (as demonstrated
on a catapult), and chains are all popular
additions to steam-driven engines.

Order of Combination:

ers affect other powers. The order in

Many steam pow-

which the powers are assembled deter-
mines the final effect.
When parts are combined, the player

must specify the order and which parts mod-

[ ify which other parts. This is especially true

with amplifiers, which improve the power of
another part.

Fore xample, imagine a combination
pilot light/light generator, which produces
a small flame and illuminates an area. If the
character were to add a pump and amplifier,
he would have to specify to which piece they
were being added. If bothwere added to
the pilot light, he would have a small flame-
thrower that also illuminated an area. If both
were added to the light generator, he would
have a weak pilot light and a good lantern. If,
on the other hand, the pump were added to
the light generator and the amplifier to the
pilot light, the character would have a bull’s-
eye lantern and a torchlike w eapon that
causes 1d6 points of damage.

Reconstituting Steam P owers: A character
may want to rearrange his steam powers on
the spot in order to achieve a new result.
This can be done at no cost but requires
1 full minute f or every steam power to be
affected. Parts that have been combined per
the coglayer’s integrated parts ability cannot
be separated and rearranged.

Size: Each steam power has a listed size,
scaled for a Medium user. Combine the sizes
to determine how large the final construc-
tion will be. As always, two Tiny components
combine to make something of size Small,
two Small components make something
Medium, and so on.

To make things easy, we have also listed
anumerical size value for each part. Adding
together all values of the component powers
yields the total size. Compare the value to
the following table to determine what that

means in normal size increments:

Sum SizeE QUIVALENT
IF ine

2-3 Diminutive
4-8T iny

9-16 Small
17-32 Medium
33-64 Large
65-128 Huge
129-256 Gargantuan
257+ Colossal

A steam power’s size relative to the

user’s size determines how many hands are



required to use it, as usual. For example, a Y

Medium user must use two hands to wield
a Large steam power, but only one for a
Medium or smaller steam power.

New Steam Powers: A player who would like
described
here may do so at the discretion o f the DM.

to create a new steam power not

Note that all steam powers are in dividually
quite simple; it is on ly through combination
(and, in most cases, several steps of recomh-

nation) that they become powerful

-
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BUILDING STEAM POWERS
OF DIFFERENT SIZES

The steam powers below are scaled for
a Medium user. Gnomes build smaller
versions, and coglayers interested in apply-
ing them to mechs frequently build bigger
versions. Adjusting the size has no effect on
performance, damage, or any other factor
other than the size itself. Cost and w eight

are changed as follows:

SiZE SCALE CosT (GP) WEIGHT (LBS.)
Small x| x3/4
Medium xl x|
Large xI-1/2 k2
Huge x2 x3
Gargantuan x3 x4

-
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STEAM POWERS LIST
Amplifier
Animator
Automator
Billows
Blood Pump
Boiler
Cauterizer
Clockwork Puppet
Darkness Generator
Dehumidifier
Descrambler
Discriminator
Drill
Fin Apparatus
Flywheel
Fog Generator
Folder
Force Generator
Identifier
Imagemaker
Iron Arm
Iron Jacket
Light Generator
Lobber
Metal Ear
Metal Legs
Noisemaker
Nozzle
Optical Orb
Ranger
Pilot Light
Pump
Rotor Arm
Scanner
Spark Generator
Targeter
Translator
Voice Command

Wavemaker

Steam Powers Descriptions
The steam powers are described in alpha-

betical order by their titles.

AMPLIFIER

Cost: 200 gp

Assistants: 2

Size: Tiny (6) (but see below)
Weight: 11b.

v

The amplifier is a powerful component
that accepts energy as an input. Its output is
the same energy, but greatly magnified.

Any nonmagical source of heat, cold,
light, or other energy will work as an input.
The amplifier increases the power of the
energy in increments of its base value. For
example, a device with a base range of 50 ft.
would have a range of 100 ft. with one ampli-
fier, 150 ft. with two, and 200 ft. with three.
Effects that cause damage have their die
sizes increased by 1 (in this progression: 1d4,
1de, 1d8, 1d10, 1d12, 1d20, 2d20, 3d20, etc.).
The DC o fany applicable saving throws is
increased by 2. F or e xample, an amplifier
combined with a pilot light produces a flame
that causes 1d6 damage, illuminates a 10 foot
by 10 foot area, and can ignite a fire on any
target that is stationary for one round.

Amplifiers have no effect on magical
energy, unless the wielder builds them
with special properties (see the entryfor
the steam mage class). They are precision
instruments. They must be connected to the
piece in question. You can’t launch a fireball
through an amplifier and on to a target.

Amplifiers can be stacked. A second
amplifier added to the abovee xample
produces a flame that causes 1d8 damage,
illuminates a 15 foot by 15 foot area, and can
ignite a fire on any successful attack. As you
can see, some degree of DM discretion may
be required in adjudicating the effects. The
determination that the fire is caused on a
successful attack, as opposed to a touch

attack, is for game balance reasons.

ANIMATOR
Cost: 400 gp
Assistants: 0
Size: Small (16)
Weight: 6 lbs.

An animator is a mechanical brain that
provides rudimentary kinetic intelligence.
Where a discriminator lets a device make
decisions about what to do, an animator lets
it make decisions about how to do things.

By itsel f, an animator is useless. ~ Com-
bined witha devicet hat canm ove, ora
staticd evice fitted with an automator,

itgi vesad evice the ability to per forma



specific open-ended function with general
accuracy. It is, in essence, a simple form of
artificial intelligence.

In practical terms, an animator can allow
a device to fight in melee, fight with ranged
weapons, control a mech, or do some other
rather complex but single-minded function.

An animatorb y itself is like a brain
without a body; the device possesses the
conceptual knowledge of how to perform
its task but can’t physically do so. In most
cases, a discriminator is required in order
for the device to have any sense of judgment

between friend and foe.

AUTOMATOR

Cost: 20 gp

Assistants: 0

Size: Half of automated object
Weight: Half of automated object

An automator is a collection of
springs, coils, and bolts that can be used
to automate another device, allowing it
to per form a task of up to three simple
steps. The other device must be some-
thing that lacks the parts needed to do
the task at hand. Examples include auto-
matic reloading of a bow or crossbow,
polishing a suit of armor, turning an axle,
lifting a latch to open a door, and pick-
ing up a dropped object. A device that
includes the necessary parts to automate
its actions — such as a clockwork puppet
— doesn’t need an automator.

The automator’s specific task is deter-
mined during the time of construction, and
it can do nothing else. Its construction is
specialized to fit the precise task at hand. It
excels at that one task, h owever, and can do

it over and over again without error.

BirLLows
Cost: 5 gp
Assistants: 0
Size: Small (10)
Weight: 3 lbs.

A billows mixes air with a pump’s output
to create clouds. A billows converts a normal
attack into a cone with a range equal to its
previous edge. The cone’s width at its fur-

thest point is equal to its range.

For example, a pilot light with two ampli-
fiers illuminates an area of 20 feet by 20 feet.
With a pump, it has a maximum range of 80
feet. With a billows added, it would attack in

a cone with a range of 20 feet.

Broop Pume

Cost: 1,500 gp

Assistants: 0

Size: Medium (20)

Weight: 8 lbs.

Materials: 4 gallons of blood for construc-
tion, plus more blood to function

This f oul addition to a steam engine
allows it to run on blood in addition to
water. In general, all other functions remain
the same, though the blood being used may
transfer some properties to specific devices.
For example, a fog generator powered by the
blood of a poisonous creature may produce
poisonous fog. The precise effect is at the
discretion of the DM.

A device with a blood pump affixed to a
living creature deals 1 hp of damage per hour
as it slowly pollutes the creature’s blood
supply. Perversely, the blood pump can also
be used as an artificial heart, provided the
blood passing through it is artificially o xy-
genated. Unverified reports e xist of zom-
bielike, semi-undead creatures powered by
blood pumps.

Blood pumps are banned in Duerok, the
Stenian Confederacy, and most other civi-
lized lands.

BoOILER

Cost: 40 gp
Assistants: 1

Size: Medium (24)
Weight: 20 lbs.

Aboiler increases the force that the steam
engine can exert. It makes physical outputs
of the steam engine more powerful.

A steam engine with a boiler can gener-
ate twice the force it previously could. This
doubles the weight it can support and the
force of any attacks. For e xample, a boiler
allows the steam engine to turn a rotor arm
of twice the normal length.

Boilers can be stacked. Their effects

accumulate arithmetically, not exponential- J

[ ly. For example, two boilers allow a steam

engine to turn a rotor arm of three times the

normal length.

CAUTERIZER

Cost: 500 gp

Assistants: 2

Size: Small (12)

Weight: 2 lbs.

Materials: Mundane healing agents worth
200 gp; must be refilled after every 20
points of healing
A cauterizer is a rudimentary healing

device. It uses heat and a variety of natural

herbs to mix and apply healing salves.

Holding a cauterizer ov er a creature’s
wounds immediately heals 1d4 hit points. A
creature can be healed only once per day by a
cauterizer; additional uses have no effect on
the same creature.

Multiple cauterizers can be combined to
build more effective healing devices. Each
additional cauterizer heals an additional 1d4
points, though the healing process takes an

extra round for each extra die.

CLOCKWORK PupPPET

Cost: 1,000 gp

Assistants: 4

Size: Fine (1), Diminutive (3), or Tiny (6)
Weight: 11b. (Fine), 3 1bs. (Diminutive), or

6 1bs. (Tiny)

A clockwork puppet is a finely constructed
model of a creature of up to size Tiny. Mul-
tiple clockwork puppets can be combined
to build larger models: Two puppets can be
used to build something Small, four to build
something Medium, eight to build some-
thing Large, and sixteen to build something
Huge. No known coglayer has constructed a
clockwork puppet above size Huge.

By itself, the model merely sits in place. It
is manually operated using a control box on
its back. It can be animated with the addition
of an animator. Once so equipped, the mod-
el can accurately mimic the movements of
its model creature, although its motions are
jerky and it is obviously robotic. Without a
discriminator it can be operated only via the
control box. With a discriminator and voice

command it can be commanded to attack.
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TABLE I-13: CLOCKWORK PUPPET

S1zeS TR Dex A C* HP A
Fine 4 18 23 |
Diminutive 6 16 18 |
Tiny 8 14 16 2
Small 10 12 14 4
Medium 12 10 14 Il
Large 16 10 17 16
Huge** 20 8 19 33

TTACK D AMAGE SPEED
Slam -2 melee 1d2-3 10 ft.
Slam - melee 1d2-2 10 ft.
Slam +0 melee Id3-I 20 ft.
Slam +I melee |d4 20 ft.
Slam +3 melee Id6+I 30 ft.
Slam +7 melee 1d8+3 40 ft.
Slam +16 melee 2d6+5 60 ft.

*INCLUDES MODIFIERS FOR SIZE, DEX, AND NATURAL CONSTRUCTION.

**CLOCKWORK PUPPETS ABOVE SIZE HUGE ARE PRACTICALLY IMPOSSIBLE TO BUILD.

The clockwork puppet has the statistics
shown on Table 1-13. Most models are con-
structed with a built-in weapon of some sort,

in addition to the slam attack below.

DARKNESS GENERATOR

Cost: 250 gp

Assistants: 1

Size: Small (10)

Weight: 5 lbs.

Materials: A bit of pure energy from the
plane of shadow, or the casting of a total
of 6 spell levels of energy from spells with
the shadow descriptor
A darkness generator produces a powerful

darkness that e xtinguishes all light within
an area. It can completely envelop a 20 foot
by 20 foot area. Combined with a pump, it
can produce a device that functions much
as a bull’s-eye lantern, but it sheds darkness
instead of light. Shined into an enemy’s eyes,
it “blinds” him as long as he is enshrouded by
the darkness.

The darkness requires magical materials
to create, but it is a nonmagical effect; once
constructed, it is unaffected bylispel magicand
similar effects. Creatures with darkvision can
still see in the dark. A light generator and dark-|

ness generator cancel each other’s effects.

DEHUMIDIFIER

Cost: 20 gp

Assistants: 0

Size: Medium (24)

Weight: 30 lbs.

Materials: 100 gp of extremely fine silk

A dehumidifier pulls moisture from the

air. In normal conditions, it produces half a
pint of water each hour. In rainy conditions,
this is doubled; in arid conditions, this is
halved. In extremely dry areas, the rate may
be quartered, but it still functions.
Although a steam-powered dehumidifer
may make little sense, k eep in mind that
many steam engines are powered by mate-
rials other thanw ater. Moreover, ev en a
water-powered dehumidifer produces more

moisture than it consumes.

DESCRAMBLER

Cost: 320 gp

Assistants: 0

Size: Diminutive (3)

Weight: 11b.

Materials: An extensive selection of locks
of all varieties, worth at least 1,000 gp,
which are necessary to mold the descram-
bler’s parts. The locks are not consumed
or damaged but must be present for con-
struction. A high-level locksmith in any
large city should have the necessary col-
lection of locks.

A descrambler picks locks. It can be
inserted into any m undane lock and will
automatically pick it. It is useless against
magical locks. The time required is one
round for each level of DC (e.g., alock of DC
22 will take 22 rounds to pick).

DISCRIMINATOR
Cost: 350 gp
Assistants: O
Size: Tiny (6)
Weight: 4 lbs.

A discriminator is a heavy metal brain that
allows a machine to make decisions. Each
discriminator can make one set of decisions.
The most common model discriminates
between friends and enemies, which is the
source of the name, but any similar decision
can be made.

An object fitted with a discriminator has
avery rudimentary form of artificial intelli-
gence (effective Int of 1). Just because it can
discriminate between friend and foe doesn’t
mean it will actively attack enemies; most
devices still require some sort of direction,
whether via voice command or a control box.

There is no benefit to adding a boiler,
amplifier, or other enhancement-oriented

device to a discriminator.

DRriLL

Cost: 10 gp
Assistants: 0

Size: Diminutive (2)
Weight: 2 lbs.

This is a normal drill with a steel bit 12”
long and 2” wide at the base. It is steam-
powered and can drill 6” per round through
solid stone.

If wielded as aw eapon, the drill is
Medium, w eighs 7 pounds, and causes 1d4
damage. If a drill is applied to a grappled
or otherwise prone opponent, damage is
doubled.

Combining drills doubles their size, dam-
age, and speed. F or e xample, combining
two drills creates a drill 24” long and 4” at
the base that does 2d4 damage. Combining
three drills creates a drill 36” long and 6” at
the base that does 3d4 damage, and so on.

FIN APPARATUS
Cost: 35 gp
Assistants: 1
Size: Medium (32)
Weight: 8 lbs.

A fin apparatus has a variety of functions.
It can be used to steer any sort of aerial or
submarine vehicle. It can also be used to
direct the current of any form of energy.
For example, a character who adds a fin
apparatus to the end of a pilot light/pump

combination can shoot flames at right




angles, attacking creatures aroun d a corner
without injuring himsel ~ f. The angleso f
fins within reach can be adjusted once per

round as a free action. Multiple fins can be
combined to create weapons that fire in an
S shape. Mirrors can be added to the

mounts for around-the-corner visibility .

fin

FLYWHEEL
Cost: 280 gp
Assistants: 0
Size: Small (12)
Weight: 3 lbs.

A flywheel is a series of cogs and gears
with teeth of different measurements. The
flywheel can be used to speed up the
functioning of any other device.

A device fitted with a flywheel

operates twice as fast as
normal. This doesn’t affect
power output or damage,
nor does it let the charac-

ter gain an extra attack. It
only improves the speed

of objects that move or
require a specified amount
of time to function.

No more than one flywheel

can be fitted to each device.

Foc GENERATOR
Cost: 70 gp
Assistants: 0
Size: Medium (18)
Weight: 12 lbs.

A fog generator produces a dense, thick
cloud of f og. The f og spreads in a 15 ft.
radius, 10 ft. high, centered on the user. If
operated continuously, t he radius e xpands
by an additional 5 ft. each round.

The fog obscures all sight, including
darkvision, beyond 5 feet. Creatures within
5 feet have one-half concealment; creatures
farther away have total concealment. The fog
disperses in 1d4+1 rounds in still w eather
and much faster if there is wind.

A fog generator can be used four times
before draining itsw ater reservoir. It is

refilled with one gallon of water.

»

FOLDER

Cost: 2,000 gp
Assistants: 3

Size: Medium (17)
Weight: 1/6 of subject

The folder is a thoroughly entertaining
device. It is an apparatus of springs, pipes,
and joints that can be fitted on any construc-
tion. It requires a great deal of installation
and once fitted cannot be removed without
its destruction.

A folder folds the object it is attached to
back on itself, like a piece of origami, until
it ismuch smaller than it started out. It
effectively reduces the size of something by

one increment. For example, it
can make a Large device
Medium. When
determining sizes
numerically, sim-
ply reduce the
sizev alue to
the middle of
the range for
the next lowest
size.
The
cannot  be
folded.
tiating the

object

used

while Ini-

unfolding

requires a normal action by the

coglayer, and the folding/unfolding process
takes 1d6 rounds.

A singlefolder can affect an object of up to
Medium. Stacking twofolders affects a Large
object, stacking four affects a Huge object,
and so on. Multiple folders do not add be n-
efits, nor do amplifiers affect folders.

Yes, mechs can be folded in this fashion,
but they are useless and cannot be occupied
while folded.

FORCE GENERATOR
Cost: 2,000 gp
Assistants: 0
Size: Small (16)
Weight: 7 lbs.
A force generator produces force energy,
like that used in many evocation spelldInlike
the spells, however, the force generator uses

mechanical means to produce this energy.

/d

A force generator can produce up to ten
square feet of force energy. That’s roughly
equivalent to a circle 3 1/2 feet across, or a
square of a little more than three feet to a
side, or a cube of a little more than two feet
to a side. An amplifier doubles the area that
can be produced.

The force can be arranged in any shape
orsizet hatt he operator wis hes, t hough
reconfiguring the machine for a n ew shape

The force
feet o ff the

ground. It functions in most respects as a

requiresa  full-round action.

field can float up to three

wall of force, though it can be pierce d given
enough force (hardness 10, AC 10, hp 20
to puncture ). If used in combat, it can be
positioned vertically to provide coveras if a
large steel shield.

The force field is not subject to gravity,
but the force generator is. If set upon its own
force field, both it and the force field will fall
to the ground.

IDENTIFIER

Cost: 200 gp plus samples and consultation
Assistants: See below

Size: Medium (24)

Weight: 10 lbs.

Materials: Special samples and experts

(described below)

An identifier can identify almost any
natural, nonmagical substance placed within
it. It can break down foods and poisons to
their component ingredients and point out
the source of a particular flavor or toxin. Its
most common use is to tell whether a liquid
or food is poisonous, though it can do much
more than that.

For game purposes, the identifier can
identify any natural, nonmagical substance as
if it had 20 ranks in the relevant Knowledge
skill. Identification requires a small sample
(about 1 ounce), which is destroyed in the
process. It is useless in identifying magical,
extraplanar, or artificial materials, although
it can identify any m undane ingredients in
such concoctions.

Building an identifier requires a full six
months of work, an endless variety of natural
samples, and consultation with a variety of

experts. Such experts are usually found only



in major metropolitan areas. A coglayer who Y

cuts corners while constructing an identifier
will end up with a device with holes in its

knowledge.

IMAGEMAKER
Cost: 90 gp
Assistants: 0
Size: Large (48)
Weight: 50 lbs.

An imagemaker uses steam technol-
ogy to transmit and receive video images,
much like a modern television. It does not
transmit sound; a separate w avemaker is
needed for that. Each imagemaker can send
and receive images over a 5-mile range, on
a clear day with no obstructions. Use while
underground or otherwise impeded by thick
walls (including transmission within a mech)

is often limited to a mile or less.

IrRON ARM
Cost: 40 gp
Assistants: 0
Size: Small (12)
Weight: 8 lbs.

An iron arm is exactly what it sounds like:
a piston-p owered metal arm with a hand at
the end, simulating a norma | human arm. It
can do pretty muc h anything a normal arm
can do, with a functional Strof 18 and a
Dex of 8. If attac ked, it has hardness 10
and 20 hit points. I f used to attack,i t
uses the wielder ’s base attack bonus an d its
own Strength and D exterity.

Normally the arm is worn ont he shoul-
deran d operated viaa handheld control-
ler, w hich ta kes a stan dard action. Weak
coglayers o ftenputa weaponinthei ron
arm’s hand and wade into combat to uti lize
its greater strength. With the addition
voice comman d, t he arm can be oper ated
orally (still a standard action ). Witha dis-

function

of a

criminator and animator, it will
onits ownande ffectively grantsane xtra

attack each round.

IRON JACKET
Cost: 400 gp
Assistants: 1

Size: Medium (24)

Weight: 40 lbs.

An iron jacket is a collection of pipes and
springs that can be fitted to the shape of any
Medium or smaller creature. It serves as an
exoskeleton. Combination with an addi-
tional iron jacket allows it to fit a creature of
one size larger.

By itsel f, an iron jacket actsasarud  i-

mentarysdinfurarmorodt oo ponustle,

b

maximum Dexbo nusof+1  (it’s quite
stiff ), armor check penalty of —4. The iron
jacket can be locked viaaswitc h onthe
back. The wearer can reach the switch.
Once locked, the wearer cannot move at
Strength check

must be fitted

all unless he succeeds in a
(DC 30 ). An iron jacket
directly over the wearer ’s skin, but armor
canhseRUITTOVEL 1.

In combination with an automator (to flip

the switch) and a voice command, an iron



jacket can be used to retain an unwiling crea- Y

ture involuntarily, though it can be freed at
the captor’s command. With a discriminato r
and animator (which can move the jacket’s
limbs even while it is lockey] the creature can
be sent into combat against its will(Resisting
the motions o f an iron jacket requires the
same Strength check of DC 30) Coglayers of
evil alignment have used this method to ani-
mate corpses or serd their still-living enemies
into battle against theirfriends.

Fitting an unconscious, Medium creature
with an iron jacket takes 10 minutes, a Large
creature takes 20 minutes, a Huge creature
takes 40 minutes, and so on. An actively
resisting creature must be knocked out or
held down by someone else or the iron jacket

can’t be properly installed.

LiGHT GENERATOR
Cost: 40 gp
Assistants: 0

Size: Small (16)
Weight: 4 lbs.

A light generator produces a powerful
light. Unlike a pilot light, which produces
light as a byproduct of heat, a light generator
produces only light.

A light generator produces enough light
to illuminate a 20 foot by 20 foot area clear-
ly. Combined with a pump, it can produce
a device that functions much as a bull’s-eye
lantern. A light generator equipped with
a pump and amplifier can be used to blind
enemies within one quarter of its maxi-
mum range. Make a normal touch attack to
target the enemy’s ey es; if successful, the
enemy must make a Reflex save (DC 16) or
be blinded for 1d6 rounds. Stacked amplifi-
ers improve the range of the blinding attack,
not the DC. Adding a nozzle to this device
creates a lantern that can be quickly turned

into a blinding weapon.

LOoBBER
Cost: 15 gp
Assistants: 0
Size: Tiny (8)
Weight: 4 lbs.
A lobber is a device that converts an

attack into explosive globules. For example,

»

it could convert a flame into a fireball, or
water into a huge splash. Attacks made
with lobbers explode in a burst equal to the
same area the attack normally has. A lobber
has a range increment of 30 feet. A device
equipped witha pump, billows, lobber,
and nozzle can be switched between three

modes of attack: line, cone, and burst.

METAL EAR
Cost: 35 gp
Assistants: 0
Size: Small (16)
Weight: 4 lbs.

A metal ear is anarti  ficial
listening device. [t ¢ can
hear justas we 1l as a
normal human ear.
Combined wit h
awavema ker, it
can transm it
noises across
distances, pe r-
haps even to a
wavemaker t hat
will speak what the

metal earhears.

METAL LEGS
Cost: 300 gp
Assistants: 1
Size: Medium (17)
Weight: 50 Ibs.

Any mundane object can be fitted with a
pair of mechanical legs. The legs will support
any creature up to size Large with a weight of
1,000 pounds or less.

When in rest, the legs are compressed.
Shoving the object causes the legs to extend,
raising the object to an upright position.
From that position it is easily guided about.
The legs can be compressed again by apply-
ing downward pressure.

When combined with a voice command,
the belegged object can become extremely
useful: a chair that follows its owner around
the house; a tool chest that is always right at

hand; and so on.

NOISEMAKER
Cost: 300 gp

¥

»

Assistants: 0
Size: Small (12)
Weight: 3 lbs.

A noisemaker is pretty straightforward:
It makes noise. A noisemaker can record
up to one hour of noises. The noises can
subsequently be played according to various
tracks, much like a modern CD.

A noisema kercana  lsospea kany
noises receive d viaa wavema ker or ot her
source. An o ff-site user can use anois  e-
maker to ma ke inanimate o bjects seem to
speak. Combined with a wavemaker and
voice comman d,itcan be comman ded
to p lay prerecor ded noises via remote.

Combmel with a discriminator, it
can make noisew hen certain
conditions are met (when
a friend passes, when an

enemy passes, etc. ).

NozzLE
Cost: 10 gp
Assistants: 0
Size: Diminutive (2)
Weight: 11b.
A nozzle lets the character
switch the output channel of
an attack. It can be used to turn a
pump on and off. When added to a device
with more than one output source, such as
a pump and billows, it lets the character
switch between different forms of attack
(e.g., a cone attack or line attack). The switch
is made as a free action, provided the player
declares what kind of attack he is making
before each roll. If he does not declare, the
attack is automatically the same as whatever

the previous attack was.

Orr11CAL ORB
Cost: 275 gp
Assistants: 0

Size: Diminutive (3)
Weight: 2 lbs.

An optical orb is a glass eye set in a metal
base. It can perceive the world around it. It is
semi-animate and will turn in place to watch
moving objects. It can be destroyed easily
— hardness 5 with 3 hit points.

An optical orb combined with an image-



maker can transmit its sig hts over long dis-
tance. Two optical orbs combined with two

imagemakers can create a two-way vieo link.

Prror LiGHT
Cost: 120 gp
Assistants: 1
Size: Tiny (6)
Weight: 6 1bs.

This device produces a small flame. The
flame cannot be e xtinguished unless it is
submerged or cut off from a supply of oxy-
gen. Even then, it can be immediately relit
with any spark.

The flame is too small to be used as a light
source; it illuminates only a 5 foot by 5 foot
area. It can be used as a last-resort melee
weapon, however, like a torch. It causes 1d4
points of fire damage but cannot ignite a fire
unless the target is stationary for 2 rounds.

A pilot light requires a fuel source. It can
hold enough fuel forl0 shots before requirig
reloading. F the fuel source is ruptured, it will
explode.The explosion has the same area as the
flame, centered on the wearer. It causes doubld
damage to everything within the area (all but
the wearer may make a Reflex save at DC 14
to take half damage). The fuel source is well
protected and wott rupture in normal combat.
Alongfall, a piercing attackfrom behind, and

extreme heat may rupture théuel tank

Pump

Cost: 35 gp
Assistants: 1
Size: Small (12)
Weight: 2 lbs.

Adding a pump allows the steam
engine’s output to be
launched at a distance.

A pump combined

with a pilot light cre-

ates a flamethrower.

A pump combined

witha w ater source

creates a hose. A pump

combined with a light
source creates a spotlight.

A pump can accept anything as

an input: heat, light, cold, w ater, steam,

electricity, flames, or anything else. The

»

pump lets the character shoot that energy at

adistance. The pump’s maximum range is the

area of the input divided by 5.
For example, a pilot light hasa 5footby

5footarea. That ’s 25 square feet. If sen t

througha pump, t he pi lot light could be

channeled into an attac k with

S5feet. If

an ampli fier we re

added, t he pi lot

light’s ne w

arange of

area would be
10 feet by 10
feet, and its
range int he
pump wou 1d
be 20 feet.
Adding a second
amplifier extend s
its range to80 feet.
A pump’s range incre-
ment is 40 feet. [ts maximum range
is always limited by the rules above, regard-

less of range increment.

RANGER

Cost: 240 gp
Assistants: 0

Size: Diminutive (3)
Weight: 2 lbs.

A ranger is a collection of springs and
bearings fitted to a short barrel. The ranger
acts like an adjustable sight. Devices fitted
with rangers gain a +1 enhancement bonus
to any attack at a range of 20 feet or more.
Bonuses from multiple rangers on the same

device do not stack.

RoTOR ARM
Cost: 500 gp
Assistants: 0
Size: Small (12)
Weight: 10 lbs.
A rotor arm is a metal rodt hat
rotates. A normal steam engine can
support a steel rod up to 5feet in
length. The rotor arm can rotate at vari-
ous speeds.
At its highest settings, the rotor arm has a
number of uses. Held in front of the charac-

ter, it rotates fast enough to deflect incom-

ing shots, granting a +1 shield bonus to AC.
Additionally, it is a powerful melee weap-
on (sort of like a steampunk weedwhacker)
that causes 1d8 damage on a successful
attack. Because the rod rotates from a fixed
point, however, it threatens the two corner
squares in front of the character, but not
the square directly in front of him.
Any attack made witha

arm automatically attacks both

rotor

corner squares in one action
at no penalty. This ability
can’t be “turned off” — all
attacks made with the rotor
arm affect both sides of the
character, whether friends
or foes are there.
If pointed at the sky, the
rotor arm creates lift. A normal
rotor arm can lift up to 40 pounds
at a speed of 40 feet. With the addition
of boilers, it can lift more weight. Nonfly-
ing characters automatically fly at clumsy
maneuverability. A character can e xpend a
skill point to improve his flying ability; each
skill point increases his flying by one incre-

ment, to a maximum of good.

SCANNER

Cost: 800 gp

Assistants: 2

Size: Medium (32)

Weight: 20 lbs.

Materials: At least 100 specimens of mate-
rial to be detected

A scanner can detect certain physical
types in the area around it: undead, elves,
dragons, metal, etc. Each scanner detects
one kind of material, at a range of 100 feet.
The scanner displays the material’s approxi-
mate location, and an e xperienced reader
can determine the material’s quantity, too.
For e xample, a scanner set to detect elves
would show the location of nearby elves, and
a skilled reader could tell how many elves
were there.

The material is determined when the scan-
ner is constructed, by including at least 100
specimens of the material to be detected in
the scanner’s construction. Generally the

scanner will pick up the common denomi-



nator for all provided specimens. If all 100
specimens are pieces of dragons of various
kinds, the scanner will pick up dragons. If,
on the other hand, they are all gold dragon
scales, the scanner will pick up only gold
dragons. Usually this isn’t a problem, but
coglayers who aren’t careful (or who don’t
adequately scour the area to provide enough
variety in their specimens) may inadvertently
build the wrong kind of scanner.

Scanners can only be set to detect physi-
cal properties. Elves are physically different
from dragons, so both can be detected;
rogues are not physically different from
fighters, so scanners cannot detect charac-
ter classes. Magic and magical properties
are not considered “physical” for these pur-

poses; scanners cannot detect magic.

SPARK GENERATOR
Cost: 75 gp
Assistants: 0

Size: Small (12)
Weight: 4 lbs.

A spark generator produces a steady
stream of electrical current. The current
can be anywhere from tiny, harmless sparks
to a taserlike charge. At its highest setting,
the generator causes 1d4 points of nonlethal
damage with a touch attack. Attacks against
metallic creatures or targets wearing metal
armor receive a +2 circumstance bonus to
the attack roll.

If amplified, the spark generator causes 1d4

points of normal damage. If amplified a second|

time, it causes 2d4 points of normal damage.
From then on it rises in increments of 1d4.

A spark generator fitted to a pump has an
initial range of 5 feet, which is doubled with

each amplifier.

TARGETER

Cost: 320 gp
Assistants: 0

Size: Diminutive (3)
Weight: 11b.

A targeter automatically acquires a target
for a weapon. By itself, a targeter always aims
at the nearest creature, whether friend or
foe. Combined with a discriminator, it will

aim at the nearest enemy. Combined further

with a scanner, it will aim at the nearest
enemy creature of the type detected by the
scanner. Further combined with a voice com-
mand and animator, the targeter-equipped
weapon can be commanded to aim and fire,
and it will always pick the nearest enemy of
the type detected by the scanner. With an

automator, it can then reload itself.

TRANSLATOR

Cost: 25 gp

Assistants: 0

Size: Small (12)

Weight: 3 lbs.

Materials: Builder must know both lan-
guages to be translated.

A translator can translate one verbal
language into another. It looks li ke an old-
fashioned telephone: The user listens by
holding a spea ker to his ear and pointing
areceiver at the spea ker, then speaks into
the spea ker to ha ve his speech translated.
Translators are built with a specific lan-
guage exchange in mind and can only trans-
late bet ween t wo languages. The builder
must know both languages.

Voi1ce COMMAND
Cost: 100 gp
Assistants: O
Size: Tiny (6)
Weight: 11b.

Av oice command box lets a device
receive its instructions via the coglayer’s
commands, rather than manual controls. It
can hear a normal voice at a range of 5 feet
and a shout at 30 feet, and is trained during
construction to recognize the owner’s voice.
[t will not respond to anyone else’s voice, nor
will it respond if the owner’s voice is some-
how altered; in such a case, it would have to

be completely rebuilt.

WAVEMAKER
Cost: 65 gp
Assistants: 1
Size: Tiny (6)
Weight: 11b.
Aw avemaker transmits and receives

sounds through radio waves. A single wave-

maker is useless, but two in concert can J

make up a walkie-talkie system. Each wave-
maker can send and receive soundsover a
5-mile range, on a clear day with no obstruc-
tions. Underground use is often limited to a
few dozen yards.

A device fitted with a wavemaker and voice
command can be controlled by the operator at
a distance, provided he also has a wavemaker.
With a wavemaker, voice command, and dis-
criminator, a decision-making device can be

activated and deactivated as necessary.

o>
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SOME FUN COMBINATIONS

ere are some fun combinations of steam
Hpowers that can be derived from those
listed above. Many other possibilities exist.

The Ally: Clockwork Puppet + Animator
+ Voice Command + Discriminator = A
Tiny construct that will go into battle on
your command.

The Handheld Ally: Clockwork P uppet +
Clockwork P uppet + Clockwork P uppet
+ Clockwork P uppet + Animator + Voice
Command + Discriminator + F older = A
Medium construct that can bef olded to
Small size for easy transport.

Guardian Angel: Discriminator + Animator
+ Iron Arm holding a normal longsword = An
extra longsword attack in melee.

Personal Combat Assistant: On one shoulder,
a Discriminator + Animator + Iron Arm
holding a normal longsword; on the other
shoulder, a Force Generator = An extra long-
sword attackplus a shield in melee.

Sidewinder Flamethrower: Rotor Arm + Pilot
Light + Amplifier + Pump = A rotor arm that
shoots a 20-foot-long flame to either side of
the character with each attack.

Three-way Flamethrower: Rotor Arm + Pilot
Light + Amplifier + Pump, combined with
Pilot Light + Amplifier + Pump facing for-
ward: A flamethrower that attacks in three
directions (ahead and to each side) with
each attack.

Cover F ire: Normal repeating crossbow
+ Automator + Targeter + Discriminator
+ Voice Command, mounted on the char-
acter’s shoulder: A voice-operated w eapon

that will target and attack the nearest enemy,



thenreload itself. Point it behind you for rear Y

protection. Add a Scanner set to elves for an

“elf-slaying automatic crossbow.”

O ——

RELIGION

“Where are the gods to protect us now?”

The faiths of Highpoint are broken. With
the catastrophe that has overwhelmed
their planet, the people have begun to doubt
the abilities of their gods. It’s easyfor an
individual to ascribe personal problems to
his lack of piety, but a continent-spanning
disaster that affects all faiths equally casts
doubt upon the gods themselves. Surely the
entire continent was not impious. Surely at
least one god could have intervened. “Where
are the gods now that we need them?”

Infact, the gods are still there, as wit-
nessed by the continued existence of divine
magic (shaky as it is these days). Clerics still
receive their spells and paladins still march
for their faiths. But the powers of the gods
have two limitations in repelling their lunar
challengers. The first is physics. Altering the
orbit of a moon is beyond their power. Col-
lectively, were they all to work together, they
could perhaps have prevented the lunar rain
— were it not for the second limitation: the
lunar gods themselves.

The lunar dragons have their o wn pan-
theon, an assortment of bizarre otherworldly
deities that has watched over them for eons.
The dragons are ancient, and their gods are
beyond time. When the elves w ere y oung,
the lunar dragons were already old, and their
gods were older still.

These lunar gods welcomed the invasion
of thew orld below. F or them, itw as an
escape. F or too long, their influence w as
limited to moon-dwelling creatures. Now,
their minions — including the lunar dragons
— can expand their influence to new lands.

The moment the first fragment of the
moon touched earthly soilthe lunar gods had
new power in the affairs of the surface world
— and they have not hesitated to use it. On
other planes, they war with the old gods and

slowly overwhelm them. The powers of earthly)

clerics become progressively more limited as
the lunar gods sap their strength. The earthly
deities, so used to their own bickering, are
unable to muster a concerted defense, and
they slowly wane under the cooperative force
of the lunar gods. This limits the powers of
clerics, as described on page 13.

The greatest of the lunar gods s Anda-
kakilogitat, the god of dragons. His name
is always spoken in a chant. Andakakilo-
gitat is worshipped by the lunar dragons,
who see him as the only natural force
stronger than themselves.

Second among the lunar gods are Erefiviv-
iasta, goddess of flight, and Seroficitacit,
god of change. Together they have battled
Andakakilogitat f or time untold, resisting
his conquest of the moon. Now this ancient
drama has reached Highpoint.

Highpoints’ terrestrial gods are typical
of most f antasy w orlds. The drow w orship
the Spider Queen, the dwarves worship the
Soul Father, and so on. But two things are
changed. First is the level of faith. Few gods
receive the same tribute they once did. Their
peoples are in tatters. The gods have aided as
best they can: Clerics receive helpful visions
more often, and servants of the gods often
arrive to aid their faithful. But this is nothing
more than bandaging a fatal wound: No mat-
ter what they do, the gods cannot address the
root cause of the trouble, and their followers
have lost faith as a result.

The second change is the rise of n ew
religions, many of them cults. On top of
that are the mechs themsel ves. They are the
first breath of hope in decades, andth ey
have inspired an ew approach to religion:
atheism. Why worship the gods when iron,
steam, and your own hard work cansa ve
you? Most mech passengers still participate
in some kind of worship, but it s primar-
ily cultural rather than spiritual. The mech
crews are becoming progressi vely less and
less reliant on faith.

At the opposite end of the spectrum
are the cults. The shattered societies liv-
ing in the rubble of the surface world have
spawned all sorts of fer vent belief systems,

most of them led by opportunistic fanatics.

/ The Regenerators are the largest of the

cults, a cross-racial group that aspires to
rebuild surface society through any means
possible. Disdaining the failed religions

and impotent armies of the past, th ey have
joined across racial backgrounds to war
against the lunar dragons.

Notall cults are led by humanoids, though.
The treants of Lilat have become completely
deranged since their forests were sheared to
the ground by the lunar rain. Now calling
themselves the forestrati, they are fanatical
in their defense of the few remaining groves.
They have become meat-eaters, h ungering
for the flesh of the dragons, and their mania-
cal fervor for combat has reached the point
where they launch offensive assaults against
anyone sighted nearby.

Somewhere between the atheism and
the cults are the “steam gods,” as they are
being called. The need to explain the world’s
mysteries is deep-seated, and even the most
devoted gearwrights still find themselves
asking unanswerable questions. Why are the
natural properties of water just so? How did
steam engines come to be in the right place
at the right time to inspire the new mechs?
The treatises of the traditional gods provide
no answers. Many gearwrights believe in a
pantheon of loosely defined “steam gods,”
led by Dotrak, which is a shorthand for the
dwarven phrase “great engine.” No conclu-
sive evidence yet exists that Dotrak is even
real, but “his” beliefs have spread among the
gearwrights and many w orship him in their
own ways.

Here are some of the emerging deities of

Highpoint.

Andakakilogitat,
Lunar God of Dragons
The lunar god of dragons is chaotic e vil.
He is known to all lunar dragons by his true
name of Andakakilogitat, which is chanted
in reverence, along with avariety of other
chants that translate into his many titles:
One-God, Black Death, and Enemy Watcher.
He appears as a twisted, convoluted swarm
of draconic limbs, wings, necks, and heads,
their central body unidentifiable within

the squirming mass, with different heads



speaking his thoughts in turn. His symbol is
an asymmetrical swirling pattern of dragon
heads. Andakakilogitat is close to lunar drag-
ons and lunar dragon-kin, and some earthly
dragons have begun worshipping him in the
hopes that it will improve their chances of
survival. For millennia, he has watched the
world of Highpoint with a covetous eye, and
he has no sympathy for its residents; they are
fodder to be conquered, nothing more. The
domains he is associated with are Chaos,

Destruction, and War.

Dotrak,
the Great Engine
Dotrak, the “great engine,” may or may not
be areal deity. He has no formal churches and
no clerics, though his “vessels” or “messiahs”
appear with greater and greater frequency.

His worshippers are the generally agnostic

gearwrights, who limit Dotrak’s role in the cos

mology. They ascribe no creation myths to him

nor any great legends; instead, he is simpithe

Starter,” the god that laid the universe’s gears i

place and then left them to run.

Followers of Dotrak arescorned for several

reasons. First, they have no evidence that their

god is real. Detractors call him a figment of
the imagination. Second, Dotrak isn’t a “god”
in the traditional sense. He doesn’t walk the
earth or cause miracles; according to his own
followers, he merely set things in motion and
then sat back to obsere. Other religions con-
sider him weak and powerless.

Inreality, both camps are right. Dotrak
doesn't exist yet, but he soon will. The steam
engine is a new force in the universe, and the
collective energies of the myriad gearwrights
who fervently believe in its potential, com-

bined with the power of their understated but

very real worship, has coalesced into a nascent

consciousness. Dotrak is an infant god, little

more than a subtle thought wave, who is slowly
growing in power. His influence is already seen

in the mysterious piles of animated gears called

trak traks (see page 202) and the “vessels of
Dotrak”that now walk the earth (see page 37).
In the years to come havill continue to evolve,

and, if his followers are sufficiently numerous

and their will sufficiently strong, he may come

into being as a deity proper.

Dotrak is neutral. He does not have the
power to grant spells to clerics aside from his
mysterious vessels, who are associated with

the domains of Engines and Knowledge.

Erefiviviasta,

Lunar Goddess of Flight
Erefiviviasta is called “goddess” because her
manifested character seems more feminine
than those of her peers, buts  exes among
lunar creatures are poorly understood and
it is not clear at all whether “she” is truly
female. Erefiviviasta enj oys a twisted fol-
lowing among the lunar dragons, who were
once her most d evoted ser vants. Her role
was usurped by Andakakilogitat, a great
dragon who rose to godhood and gathered
the dragons to him. Ever since, Erefiviviasta
and Andakakilogitat ha ve been bitter ri vals.
When the in vasion of Highpoint began,
however, they put aside their differences to

support the lunar dragons jointly.

Seroficitacit,

Lunar God of Change
Seroficitacit is the lunar god of transforma-
tion. It appears as a pulpy mound of flesh that
continually generates vaguely recognizable
shapes on its skin before they dissolve into
something else. It has no sex and no symbol;
various followers often create their own sym-
bols, which change from group to group and
from time to time.

Seroficitacit has a range of w orshippers
sprinkled throughout the various lunar rac-
es. Its worshippers have no cohesion and no
unity, and they come and go as times change.
Lunar thought processes are hardly intel-
ligible, but to the extent that they are under-
stood, those who worship Seroficitacit seem
to be those opposed to tradition and long-
standing ritual, be they terrestrial or lunar in
origin. Seroficitacit actually grows in power
from the changes in its base of worshippers,
regardless of the number of worshippers, so
it rewards those who leave its fold as well as
those who enter. The greatest reward is to
make the worshipper’s body as malleable as
that of Seroficitacit through the rewarding
of the Seroficitacit’s Changes feat.

Since the beginning of the lunar rain,

( Seroficitacit has grown steadily in power.

The rampaging changes sweeping across
both planet and moon have only fed its pow-
er. Now it has many worshippers, including
some terrestrial creatures, who think that

the time of change is at hand.

<
>

RESURRECTION ON
HIGHPOINT

The war between the lunar and terrestrial
gods has wrought an interesting twist on
the nature of resurrection. While the ter-
restrial gods gain power from their believers
on the material plane, they also gain soldiers
when those believers’ souls return to the
afterlife. The gods are battling vast wars on
the outer planes, and the souls of the dead
make up the foot soldiers in these conflicts.

As a result, the terrestrial gods aren’t
eager to let souls return to mortal life,
especially if they’re powerful followers who
could help even more in the outer planes.
The dire need for assistance in the planar
wars has created a perverse effect: The most
faithful followers of a god are now the least
likely to be revived by raise dead and similar
spells. Conversely, it is the heathens and dis-
believers whom the gods have little need for,
so their souls are free to return.

An attempt to use raise dead, resurrection,
rebuild soul, or a similar spell on Highpoint
requires a Will save by the character being
raised. The base DC is 10. If the character
has class levels as a cleric or paladin, those
levels are added to the DC. For example, a
6th cleric would have a Will save DC of 16.

If the character makes this save, his soul
returns to his body according to the nature of
the spell cast and is affected normally. If the
save is failed, the soul has been conscripted
for service in the afterlife. No attempt at res-
toration will ever succeed, for divine inter-
vention has placed the soul beyond the reach
of mortal spells. This is a great honor to the
soul, for it has gone to serve side by side with

its god in the afterlife.






PLATE 3 From city-mech to combat walker,

the mech is the defining feature of today’s Highpoint.



MEChS

‘ I \HE MECHS OF HIGHPOINT ARE OF A UNIQUE TYPE. THEY ARE

MODELED ON MEDIEVAL EUROPEAN IMAGERY, CRAFTED IN AN E
WHERE MASS MANUFACTURE IS UNKNOWN, AND CONSTRUCTED WITH

ANTIQUE MACHINERY, HAND-TOOLED PARTS, AND MASSIVE AMOUNT,

OF HARD PHYSICAL LABOR. THE ADVANCED MECHA OF ]APANESE

ANIME HAVE NO BEARING ONDRAGONMECH INSTEAD, CONSIDER
THE GUTENBERG PRESS, HAND-MADE MUSKETS WITH CUSTOM-FITTED

BULLETS, AND DA VINCI’S FLYING MACHINEBHAT IS THE HISTORICAL

LEGACY IN WHICH THE DRAGONMECHS ARE STEEPED.

This chapter gives rules for the con-
struction and use of mechs, as well as
many examples of the specialized mechs
that have appeared in the harsh circum-
stances of Highpoint. The focus of this
book is on the adventures of individual
characters, not mech-vs.-mech mass com-
bat, so the rules herein maintain the scale
of normal d20 battles. Tactical-level mech
combat will be described in future vol-
umes, where a different set of rules will

streamline such encounters.

O ———

ORIGINS

The true origins of the mech are obscured
by legend and lore. The Gearwrights
Guild claims provenance ov er the earliest
mechs, which they built many thousands of
years ago. A great vault deep in the earth still
stores the greatest creations of this lost Age
of Walkers, and certain archaeological oddi-
ties, such as the Pretominin Heads, hint at
such deep history. Outside the Guild and
its dwarven adherents, few cling to this tale,
especially among the elves, who dismiss such
claims as complete foolishness. After all, the

elves are oldest of all, and if their memories

hold no record of the Age of Walkers, surely
it never happened.

In modern times, the mech resurfaced
when P arilus, Master Gearwright, brought
his knowledge out of the underdeep. His
instructions to Duerok led to the first
operational mech and the first city-mech,
Durgan-lok. (See page 170 for the full story.)
It is undisputed that the dwarves of Duerok
were the first creatures in modern times to
wield a mech.

Now mechs are common among all
advanced surface cultures. The h umans of
the plains, the elves of the forest, and even
the ubiquitous orcs have built, stolen, or
salvaged their own mechs. It is said that even
some underdeep civilizations have e xperi-
mented with mechanized w alkers, though
theirs are much smaller than the ones found
on the surface.

Mechs were designed to fill two needs.
The first needw as protection from the
meteor rain and lunar dragons. The mechs’
thick armor protects from the rain; their
enormous size and large-scale weapons pro-
vide a counter to the dragons. With mechs,
the dwarves (and now all races) were able to
reoccupy the surface world for the first time
in recent memory.

The second need was mobility. In a world

of scavengers, refugees, and flying menaces,
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protection alone w as not enough. Castles
built solidly enough to withstand a dragon
were simply coffins in which the inhabit-
ants would starve while they futilely tried to
outwait its siege. The mobile mechs could
defeat some dragons, flee from others, and
band together for additional protection.

The crucial component in mech construc-
tion is the steam-powered engine. In a world
of magic, steam engines were, until recently,
unimpressive. Mundane spells can be used
to create much more powerful devices with
much lower maintenance requirements. The
dwarves had long used steam engines but had
never developed them on a grand scale. They
built steam-powered tunnel cars and afew
walkers which were used to patrol mountain
strongholds. Aside from that, steam technol-
ogy was primitive and never seen outside of
dwarven holds.

Parilus changed that. He demonstrated
that steam could efficiently power armored
vehicles that were larger than even the drag-
ons. His engineering knowledge allowed the
dwarves not only to build mobile suits of
armor that could match the best spell-created
constructs, but also to fight with them using
weapons that were themselves powered by
steam. When Parilus demonstrated the first
operational mech, the dwarves immediately
understood the steam engine’s potential. It
was as if they had had the residual knowledge
and needed only to be shown how to use it.

The success of the steam-powered mechs
was immediate. Lunar dragons that had
previously been defeated only with massed
forces, cumbersome siege weapons, or high-
level mages were beaten back by the mobile,
maneuverable mechanized walkers that car-
ried their siege weapons with them. Even at
close range — which the more intelligent
dragons utilized with brutal success in the
early battles — the mechs could fight back
with gargantuan battle axes and colossal jav-
elins. Even when a mech was lost to a dragon,
there was no question as to the mech’s effec-
tiveness. A single dwarf in a mech could do
more damage to a dragon than one hundred
dwarves on foot, and the mech could be built
and its pilot trained in a tenth of the time it

took to train a high-level mage.



The early mechs were built primarily of
wood and stone, with iron infrastructures
underlying it all. Now, the best mech jock-
eys personally commission custom-built
steel mechs with mithral or adamantine
armor. The h umans have mastered basic
iron construction methods, the elves have
magically bent still-living trees into the
shapes of mechs, and the orcs have learned
to chop down huge forests to build crude
wooden mechs. Some mages have attempted
the construction of massive, hollow golems
which are essentially animated mechs. Some
reports ev en say that foul necromancers
reanimate the bodies of felled dragons into

necromantic bone-mechs.

O ———

SOCIECY

P 1 ost mechs are used only for patrols,

raids, and other combat ex ercises.
After the battle ends, the crew seeks shelter
in its normal refuge: a surface city, an under-
ground complex, or even a larger city-mech.
The culture o f mech jockeys varies from
race torace butin  variablyre flects the
competitive, aggressive nature o f the mech
f their

mechs, t hey walk with a s waggerint heir

jockeys themsel ves. When out o

step, and understandably so: It takes nerves
of steel and phenomenal re flexes to win a
battle in a mech. Mech joc keys of the same
squad or fleet will fightli ke brothers in
battle, but o ff the field they compete inces-
santly. Deep down, a prou d mech jockey
might resent the fact that his li fe was saved
by a cohort’s crack shot, seeing it only as an
attempt to sh ow off.

On the battlefield, this competition mani-
fests itself as a barely contained battle lust.
Mech jockeys from different armies bear
longstanding grudges against each other. A
dwarven pilot defeated by an elven mech will
remember every detail of his enemy, storing
it away for future use. If he sights that mech
in a future battle, he will go out of his way
to engage it. This native personality trait

has proven difficult to contain, especially

among the generally regimented forces of
the Stenian Confederacy. P ersonal grudge
matches are officially off-limits to mech
jockeys of all civilized races (orcs naturally
not falling into that category), but once the
mechs are in the field, their superiors often
look the other way, knowing full well that
there’s no point in fretting over something
they can’t stop. In battles involving mech
fleets with longstanding rivalries, it is cus-
tomary to declare short-term cease-fires
so individual mechs can pair up and resolve
their grudges mano a mano.

The largest mechs support full-time
populations. The majority of a so-called city-
mech’s population is crew, civilian support
personnel, and military. A small but growing
cadre of wealthy aristocracy has bribed its
way into the populations of s everal city-
mechs, highlighting a constant problem:
determining who is “useful” on a city-mech.

City-mechs are by far the safest places to
live on mo dern-day Highpoint, and in their
early days, most had strict rules concerning
who could live on board. The crew was most
valuable, followed by military personnel.
Civilians could fill the spots that remained
but only inso far as th ey were use ful to the
mech. Thus, blacksmiths, engineers, and
other such pro fessions were well repr e-
sented; farmers and traditional cra ftsmen
were present on lytot he extent t hat t heir
skills could be exercised and used onthe
mech; and miners, bankers, and other such
specialists were comp letely a bsent. Visit-
ing traders (a guise under which many an
adventurer got on board ) w ere permitted
for short periods, provided they had needed
goods (or a handy bribe).

Rules governing living requirements are
stringent, especially in the lawful Stenian
Confederacy and the Legion, two of the
earliest factions to build city-mechs. Mili-
tary law rules on the city-mechs, and courts
and a judge are considered luxuries if an
unruly citizen is interfering with the mech’s
functioning. Cruel or arbitrary as it may be,
the population supports it, since they know
perfectly well that their own safety depends

on the city-mech’s smooth functioning.
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Over time, expanding fety zones have made
the resi dency requirements less stringent.
Most city-mechs donit perceive themselves as
being in the same state d siege that they once
were, an attitude that has been helped along
with extensive briberyThus, a portion o each
mech’s population is nownonessential” Rules
governing such positions vary from mech to
mech. On most mechs, nonessential person-
nel are required to pay monthly “rent” to the
mech’s governing forces and are also prohib-
ited from owning “land” on the meckCertain
sections o the mech can be owned, much like
amodern condominium within a larger com-
plex, while other areas are condered common
property or restricted areas) Many a thieves’
guild has aIready exp loited t his situation to
control black-market land o wnership and get
stowaways on board. Wealthy aristocrats have
resorted to bribes and in fluence peddling to
get spots, while politics have sfaced concen-
ing which“professiond are declared essential

Daily li fe on a city-mech is much the
same as it used to be on the sur face, though
it’s substantially more cramped. Even the
aristocrats have had to come to terms wit h
smaller quarters. A social hierarchy o fsorts
has evo lved ont he mec hs, wit h t he most
furthest

This evolved naturally

prestigious quarters being those
from the ground.
from the placement of the mech ’s control
center int he head or upper ¢ hest, and the
simple fact that the higher areas are sa  fer.
The highest areas are occupied by military

f the Gear-
wrights Guild (or other governing forces ),
(the

mech’s chest ) are where you'll find the

officers, senior members o
and aristocrats. The middle areas

peasants an d their common areas, inc lud-
ing markets, pubs, inns, and the workplaces
of the more respected professions  (such as
engineers and physicians ). The lower you
go, t he more impoveris hed it becomes.
A city-mech ’slegs are usually ghettos
filled with the menial laborers who keep

the mech running day to day. Below these
quarters are hot, oppressive foundries and
workrooms. Many stowaways hide int hese
areas. Below them are the gear forests, the
massive levels o f engine rooms that power

the mech.



f the mech —its
“the depths. ”
What’s in the depths varies from mech to
mech. The better-built mechs

The lowest levels o

feet and shins — are called

(such as
those of the Stenians and Legion ) tend to
have guar d posts, or even hangars w here
smaller mechs are stored. The Gearwrights
Guild’s most advanced city-mechs can
house fleets o f smaller combat mechs in
their oversized feet.

In other mechs, such as those o f the
Irontooth Clans and the orcs, the depths
are intentionallyle  ft open to outside

settlement and sealed o ff from the resto f

O —

INSIDE A MECH

xcept for cockpits, firing ports, and
Eareas near portholes, the inside ofa
mech is naturally pitch-black. Dwarves don’t
mind t his, but other races do. Elves and
humans illuminate their mechs via magic,
gas lighting, and simple torches.
City-mechs generally have room to walk
around, but other mechs are not comfort-

able. The quarters are small and cramped.

Riders m ust stay in the same positions
for hours at a time; they have no room for
stretching. Wearing armor other than leath-
er, studded leather, padded, or hide is guar-
anteed to result in chafing and blisters after
more than two hours of the mech’s bumpy,
irregular w alking. Characters attempting
to stay armored must make a Fortitude save
every hour (DC 15) or give in to the dis-
comfort and doff their armor — if they have
room to do so. There’s no room to take off
half-plate or full plate. Characters who keep
uncomfortable armor on suffer 1 hp of non-

lethal damage each day. Mech jockeys wear

the mech. They end

a specialized form of

up filled with sto w- ‘JJ
aways who fight
toothan d nail to
keept heirp laces.
Some are settled

by horrid monsters
orevi I humanoids
looking for roosts.
While t his is terr i-
fying to those who
liveont he levels
of themechclo s-
esttot he depths,
it servesapro duc-
tive purpose:  The
mech is extreme ly
difficult to board.
Whatever lives in
the depths  fights
hard to keepou t-
siders at bay. ~ Orc
mechs in particu lar
are notorious ly
vileint hisregar d.
Cruel orc taskma  s-
ters ma ke examp les
of unruly slaves by
tossingt hem into
the depths, w here
they are devoured
byw hatever lairs
there.

\

armor called pilot’s
armor (described on
page 138).

Mechs wa lk ina
jarring, jerky  fash-
ion thatis far more
abruptt hant he
subtle swaying o fa
city-mech. The first
timeac haracter
boards a mech other
than a city-mech, he
must ma kea Forti-
tude save (DC 10) or
suffer from “mech-
sickness” due to the
jerky motion. Mech-
sickness is exact ly
like seasic kness.
Mechsick c haracters
1d4 hours

nauseated then su f-

spend

fer a -1 circumstance
penaltytoa llro lls
until they’ve spenta
day getting use dto
the mech’s motion.
A mech’s controls
are straight forward.
Each usually has two
levers, as ina tan k.
Each controls one
leg. Pusht herig ht
lever forward and the

right lega dvances;

pushthele ftleve r




forward and the left leg advances. Push them
forward in an alternating sequence and the
mech walks. Push a lever all the way and the
mech strides as far as it can; push it hal fway
and the mech takes a shorter stride.

Piloting a mech consists o f learning
how to time the motion o f thelevers. The
pilot must connect his own persona | kin-
esthetic sense to that o f the mech. A void-
ing boulders w hile walking across aroc ky
field requires m oving the legs in di fferent
strides with each step, which only the best
mech jockeys can do with any sort o f speed
or precision.  [umping requires pumpin g
the legs to t he maximum stri de at fustt he
right moment, t hen puttingt hemint he
right position when the mech lands. ~ Turn-
ing requires m oving one leg forward and
the ot her backward at justt he rig ht rate.
All o f these techniques are hard to learn
and difficult to master (especially since the
consequence o f failure can be toppling over
and damaging the mech ).

Api lot-operated w eapon is genera lly
controlled witha metal strutorarmt hat
extends from the cockpit ’s wall. The pilot
moves the weapon by moving this oversized
joystick, whose motions are ampli fied
and mimic ked by the mech ’sarm. If it is
an axe or ot herme lee weapon, t he pi lot
must swing t he joystick in the right motion
relative to the position of the mech ’sreal
arm. If it is a steam cannon or other ranged
weapon, t he pi lot must aimt he arm, t hen
push a button to fire.

Since it is nearly impossible for a two-
handed creature to control two joysticks and
two levers at once, advanced mech jockeys
modify their controls to make them easier.
One common adaptation is the addition of
a horizontal bar between the two leg levers.
The bar has a ball joint on each end, and if the
levers are given a little leeway at their base,
the bar can be used to control both levers
at once. The pilot simply grasps the bar in
one hand and then shifts the strength of his
hand to move one lever or the other. Pushing
forward on the center of the bar brings both
levers forward; pulling back does the same
thing. It’s similar to pushing a bicycle with

one hand on the handlebars.

Steam-powered mechs require large
amounts of water, aswell as fuel. Usually
this is coal or wood. When burned, this fuel
heats the water reserves to the boiling point,
providing the steam power. The mechs are
designed to suckw ater through filters in
their feet whenever they passover a river
or stream, but the fuel can be more difficult
to come by. In places without large timber
reserves, wood and coal have become pricey
commodities. Mechs that utilize such power
sources have built-in pulley systems for
lifting buckets of coal into the mech. The
pulley-powered bucket brigades canev en
be poweredby the mech’s steam engine,
if fuel is that common. No other kind of
mech requires fuel ex cept for clockwork
mechs, which need a short burst of fuel once
every week. Their needs are so minimal that
they’re not worth keeping track of.

Communication bet ween mechsta kes
place ina variety o f ways. Almost all el ven
mechs use magic items or spe 1ls that allow
telepathic communication. Dwarven city -
mechs, as well as larger mec hs with room
to spare, incorporate steam p owers such as
wavemakers. Mechs without these luxuries
use signal flags. The exactsignals vary by
race and faction but canrange from simple
(orc mechs usually ha  ve only three flags:
“attack,” “retreat,” and “stop” ) to compl ex
(the mechs of the Legion ha  ve more than
two dozen flags that ha ve di fferent mea n-
ings when combined with each other ).

Mechs distinguish t heir a llegiances in
anumber o fways. General aesthetics are
one method; it ’s very easy to tella dwarven
mech from an el ven mech at a glance, and
the allegiance o fany mech ta ken over by
the Irontooth clansmen is o bvious. Beyond
that, amechwill ~flya flagindicating its
mechdom, or, ont he larger mec hs, simp ly
paint the flagoracoato f armson itsarm
ortorso. Military insignia are common  ly
painted on, as well as personal insignias as
the pilot pre fers.

Finally, certain flags are uni versal. A sky -
blue flag means a merchant or trader. Mech
traders use these flags to find customers in
territories t hat would be hostile to an yone

else. Mechs with such flags are still subject

to scrutiny, especiallyi  f theyappearin
numbers or in any way appear to be military
mechs, but the blue

from being bl own away at a distance be fore

flagwill keep them

they ever get to talk.

-
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DESCRIPTION AND
CONSTRUCTION

mech can be built by anyone with skill,

a lot of gold, and a huge labor pool. In
theory, the field is wide open; in practice,
only w ell organized (or e xtremely n umer-
ous) societies can cobble together a battle
mech, much less a city-mech.

Player characters canbuild their own meds
to field against dragons, enemy mechs, and
other foes. They can also adventure on board
the larger city-medhs, explore the burned-out
husks o f wrecked or ancient mechs, battle
against enemy mechs, and research new ways
to improve mech technology.

This section covers the description and
construction of mechs. The two topics are
covered together because by discussing a
mech’s construction, we will simultaneously

detail its description.

-
<>

POWER SOURCE

P 1echs are classifiedb y their power

sources. By this measure, five types
of mechs exist: steam-p owered, man-po w-
ered, clockwork, animate d, and undead.
Steam-powered mechs are the most preva-
lent. The first mechs to be built were steam-
powered, and most new mechs continue to
use steam as their power source. Dwarves
and h umans are the predominant users of
steam-powered mechs. These mechs are
durable and rugged, but labor-intensive and
vulnerable to mechanical mishap.
Man-powered mechs are primitive con-
structs that mimic the mech’s physical shape
and a bilities using a more antique engine
—h uman labor. The typical man-powered
mech requires dozens or hundreds of slaves
toiling ceaselessly to keep it running. Orcs

are the only race to use man-powered mechs



extensively. These mechs are slow, cumber-
some, and vulnerable to slave revolts.
Clockwork mechs are inma ny respects
similar to steam- or man-powere d mechs,
but their precision cra ftsmanship and
extraor dinary construction sett hem apart.
Clockwork mechs are powered by springs,
pendulums, an d ot her suc h mechanisms.
What ma kest hem specia 1 ist he exact i-
tude o f their design. A clockwork mech
is periodically “wound” like a clock. For
several days therea fter, all the power it
needs comes fromtheu nwindingo f its
mechanisms.  Everysing le component
of the mech is connected in an elegant,
complex sympho ny of brass and steel. The
winding process requires extreme force
— genera lly it entai Isturning a massive
f the mech

—an d t he c lockwork mech incorporates

spring running the height o

steam or manpower once every few days to
wind itself. Outside of this “refueling pr o-
cess,” however, itrunsonitso wnp ower.
Clockwork mechs are extremely power  ful
and extremely rare, having been seen on ly
in the hands o f high-level gearwrights. It is
rumore d that the Master Repository holds
even more a dvanced designs.

hol-
low go lems. Rathert han be grante d lim-

Animate d mechs are like massive,
ited intelligence, astra ditional go lems
are,t hey areen dowedso lelywit ha
hat lets

them movet heir bodies inresponse to

rudimentary kinesthetic sense t
their commanders ’ wills. Only the elves
wield such mechs, w hich are magica lly
far the

fastest and most agile, and their magical

constructed. These mechs are by

arsenals are deadly. But they have one fatal
weakness, w hich the dwarves are learning
to exploit expertly: ~ The concerted use
of dispel magic spells canren der animate d
mechs inopera ble.

Undead mechs are a rarity. Known only
through anecdotal evi dence,t hey are
rumored to bet hereanimate d,reco n-
structed remnants o f dragon skeletons.
Who wou 1d reassemblea dragon into a
mechlike creature s un known. Neverthe-
less, explorers of Highpoint ’s less-traveled

regions conti nue to bring back disturbing

»

Steam-powered
Man-powered
Clockwork
Animated
Undead

TABLE 2-1: COMPARISON OF MECH POWER SOURCES

HD
High
Avg.
High
Low

Avg.

STR
High
Low
High
Low

Avg.

Dex
Low
Low
High
High
Avg.

REF
Low
Low
High
High
Avg.

ForT SPEED Crew NEEDS MANEUVERABILITY
High Avg. Avg. Avg.
Avg. Low High Low
Low High Low High
Avg. High Low High
High Low Very low Low

reports o f undead mechs. Little is known
about them.
ffer-

ent strengths and weaknesses. Table 2- 1

The various power sources have di

sums themup.

-
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PROFILE

mech’s stats are defined in the tradi-
tional monster format. They have hit
dice, attacks, damage, and a bility scores,
fust like any construct. A fewn ew terms
apply to mechs, however,and a few old terms
are defined differently, as follows.
Hit Dice:All mechs use dO for hit dice, ad
they always receivé.5 hit points per hit die
Speed: Mech speed is listed in tactical
terms, as with normal monsters. Large mechs
can move great distances quickly due to their
massive strides, but in general mechs are not
capable of high-speed movement.
Tactical speed converts to overland speed
at the following rates:

TACTICAL SPEED OVERLAND SPEED

30 ft. 3 mph
40 ft. 5 mph
50 ft. 6 mph
60 ft. 7 mph
70 ft. 8 mph
80 ft. 9 mph
100 ft. Il mph
120 ft. 14 mph
140 ft. 16 mph
160 ft. 18 mph
180 ft. 20 mph
200 ft. 23 mph
220 ft. 25 mph

AC: Armor Class isft relevant in most mele
combat. Each mech has an armor dass, but due

to their size they are ften painfully easy to hit.

More important is the mecls hardness, whid
is afunction d its size and material type

Hardness: A mech built of iron is more
durable than a mech built of stone. This
is reflected in the mech’s hardness score.
Similarly, a Colossal size mech has a denser
superstructure than a Large mech. It also
has more open space, meaning a successful
penetration is less likely to hit something
important. All of this is reflected in the
mech’s hardness rating.

Critical Thresholds: A heavily damaged
mech may suffer system failures long before
it is completely destroyed. Mechs have what
are known as critical thresholds. These are
divisions of their hit points. At each new
threshold, the mech is more likely to suf-
fer critical hits. Critical hits cause not only
additional damage, but also specific system
failures (such as a loss of power to the right
arm, or clogged gun ports).

Each mech has

olds: green,y ellow, orange, and red. A

four critical thresh-

mech’s entry will include break points, as
a percentage of total hit points, for these
critical thresholds. F or e xample, “Green,
Yellow 50%, Orange 25%, Red 10%” means a
mech crosses the threshold to yellow when
reduced to 50% of its starting hit points,
orange at 25% of its total, and red at 10% of
its total.

The effects of hits at the v arious criti-
cal t hresholds is described in more detail
on page 91. Note that all critical damage
ignores the mech’s hardness, since it takes
place inside the mech’s shell.

Attacks: A mech

its crew. This is described in more detail

’s attacks depend on
in the combat section (see page 86 ).
Fornow, keepinmin dthatevent hough

amec h may have ma ny attac ks listed, it



needst here levant crew mem bersto be
alive and  functioning in order to make
those attac ks.

Space/Reach: The height ofa mech is
determined by its size, as indicated on Table
2-2. The height may vary by up to 10% of the
indicated measurement with no change in
statistics. The face ofa mech is generally
equal to 1/2 its height, rounded down. The
reach is 1/2 the mech’s height. Again, the
exact dimensions may v ary based on the
mech.

Saves: Mechs have Fortitude and Reflex
saves. They do not have W illpower saves.
A mech’s base Reflex save (which is almost
always negative) is not inclusive of Dexterity
modifiers.

Ability Scores: Mechs have Strength and
Dexterity scores. Both are contingent on the
mech’s size and power source. Some mechs
may be clumsy but powerful, while others are
agile but weak.

As witha Il constructs, mechs lacka
Constitution score. Mechs do not have
Intelligence, Charisma, or Wisdom scores.
The mechs themselves are never subject to
effects or checks concerning these stats;
such effects or checks instead affect their
pilots and crews.

Payload Units (PU): This new term
describes how many peop le an d w eapons
amec h cansupportina  ddition to its
basic superstructure, armor, an d engines.
One Medium creature or weapon takes
up one pay load unit,a Large creature or
weapon ta kes up two pay load units, a Huge
creature or weapon takes up  four payload
units, an d the progression doubles at each
increment therea fter.

Living space(for city-mechs) requires addi-
tional payload units.The absolute minimum is
living space equal to the creature’s PU (e.g.,
a Medium creature would require 1 PU for
workspace and 1 PU for living space ). This is
slavelike housing —just enough room to lie
down beside a workstation. Normal mech liv-
ing conditions require double the creature’s
PU (e.g., a Medium creature requires 1PU
for workspace and 2 PU for living spac¢. This
isstill quite cramped butat least includes

enough room for a bed and a few possessions.

»

TABLE 2-2: TYPICAL MECH TRAITS BY SIZE

Size PU HEIGHT Size Mob.
Large 3 10 ft. -
Huge 5 15 ft. -2
Gargantuan 10 25 ft. -4
Colossal 16 35 ft. -8
Colossal Il 32 50 ft. -8
Colossal Il 64 75 ft. -8
Colossal IV 128 110 ft. -8
Colossal V 256 165 ft. -8
City-mech A 512 240 ft. -8
City-mech B 1,028 360 ft. -8
City-mech C 2,056 540 ft. -8
City-mech D 4,112 810 ft. -8
City-mech E 8,224 1,200 ft. -8
City-mech F 16,448 1,800 ft. -8

HARDNESS FIRING PORTS UNARMED DMG.
+0 100% Id6
+0 100% |d8
+0 100% 1dI0
+I 80% 1dI2
+2 65% 3d6
+4 55% 2d12
+6 40% 5d6
+8 30% 3dI2
+10 20% 7d6
+12 18% 4d12
+14 16% 9d6
+16 14% 5dI2
+18 12% 11d6

+20 10% 6dI2

Aristocrats, mech jockeys, senior engineers,
and high-ranking military o fficers generally
have 3 or more PUfor living space

Payload requirements for common
spaces (kitchens, marketplaces, mess halls,
recreational areas, etc.), are assumed to be
included in the normal living space as an
averaged figure. This is an abstraction, but
it makes the mech-design process simple and
fast. (It’s certainly a lot easier than calculat-
ing kitchen and marketplace requirements
for a city of 3,000 residents ...)

Payload requirements forw eapons gen-
erally include space for ammunition and
reloading, unless noted otherwise.

The mech itsel f occupies a space equal
to twice its pay load units. For example, a
Huge mec h stored on boarda city-mech
would occupy 8 PU.

Payload units can also be usedor transpoit-
ing raw materials. In general] PU is sufficiert
to carry a volume measuring roughly 6x6kéet
(216 cubic fee), or a weight of 1,000 pounds

Crew: Different kinds o f mechs require
different kinds o crews. Man-powered mechs
are extremely labor intensive, since he entire
mech runs by manpower. Steam-powered

mechs also need a lot o f hands on board to

keep thefires stoked and maintain machinery.

Animated mechs require su bstantially less
crew (mostly just gunners and tactical staff),

while an un dead mech requires only a single

»

necromancer to control it. A mech ’s profile
will indicate its crew requirements

Firing Ports: In a small mech, allt he
passengers are near the edges and can fire
ranged w eapons through firing ports. The
larger a mech becomes, the lower the pro-
portion of its passengers that is near the
edge and has access to firing ports. The firing
ports entry is determined by a mech’s size. It
indicates what percentage of the mech’s
total payload units are next to firing ports.
Remember to addv ertical height into the
range determinations for shots fired from
high up on large mechs.

Power Source: As describeda bove. A
mech’s entry includes a definition of the

power source that runs it.

-
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SIZE

mech is constructe d by determining
its size an d type, customizing various
Con-

struction wi 1l be described in more detail

components, and adding ~ weapons.
later, along with in  formation on pricing.
Forn ow, let s look at the  various comp o-
nents of a mech’s profile.

The first consideration in a mech’s pro-
file is its size. This determines the range
of its payload and height. The type when

combined with the size then determines the



range for the rest of the attributes. A mech
can ex ceed its normal size/type range, but
this raises the cost.

The “size modifier” applies to the mech’s
AC and melee attack bonuses.

Each in dividual mech type hasits own
profile based on its size, as  follows. These
profiles include critical hit tables  for each
mech type. These critical hit tables will be

explained in more detail later.

MANEUVERABILITY

or the purpose of simplicity, a mech’s
maneuverability is linked to its size and
power source. More flexible mechs can be
built but they are more expensive.
The base maneuverability classes by mech

size are as follows:

Size MANEUVERABILITY
Large Good
Huge Good
Gargantuan Average
Colossal Average
Colossal Il Average
Colossal Il Poor
Colossal IV Poor
Colossal V Poor
City-mech A Clumsy
City-mech B Clumsy
City-mech C Clumsy
City-mech D Clumsy
City-mech E Clumsy
City-mech F Clumsy

Maneuverability is then modi fied by the
mech’s construction type, as follows. No
mech canbe worse than clumsy orbetter than
perfect when it comes to maneuverability

POWER SOURCE MANEUVERABILITY

Steam-powered No modifier
Man-powered —lincrement
Clockwork +l increment
Animated +lincrement
Undead —l increment

With regard to mechs, maneuverabil-
ity classes are defined as shown in Table
2-3. Note that mech maneuverability is even
more cumbersome than the typical flight
maneuverability increments — most mechs

are hardly graceful.

TABLE 2-3: MECH MANEUVERABILITY CLASSES

PerFECT Goop AVERAGE Poor CLumsy
Reverse Free -0 ft. No No No
Turn Any 90°/20 ft. 45°/20 ft. 45°/20 ft. 45°/40 ft.
Turn in Place Any +90°/-20 ft. +45°/-20 ft. No No
Maximum Turn Any Any 90° 45° 45°
Trip Checks +4 +0 +0 -4 -8
Climb Yes -4 No No No
Jump Yes -4 -8 No No
Clearance 3/4 height 1/2 height 1/2 height 1/4 height 1/4 height
Reverse: Mechs of perfect maneuverabil- ————eH e O —

ity can switch between forward and reverse
movement at no penalty. At good class, the
mech m ust e xpend 10 ft. of movement to
switch to reverse. Mechs of average or worse
maneuverability cannot move in reverse.

Turn: The amount of forward movement
the mech m ust make to turn. Mechs with
perfect maneuverability can wheel in place,
while others must move forward in order to
make a turn.

Turn in Place: The amount of speed that
the mech can spend to turn in place. Mechs
of poor or clumsy maneuverability cannot
turn in place; they m ust move forward in
order to turn.

Maximum Turn: The maximum amount
that a mech can turn in one round.

Trip Checks: The modifier to the mech’s
trip checks. The less maneuverable a mech is,
the less balanced it is, and thus easier to trip

Climb: Well balanced mechs can climb
cliff faces, castle walls, and other obstruc-
tions. This is made using the pilot’s Mech
Pilot skill, as described on page 88. Mechs
of perfect maneuverability can do so at no
penalty, mechs of good maneuverability have
a—4 penalty, and other mechs cannot climb.

Jump: As with Climb, this describes
whether a mech can jump, and if so, what
penalty is applied. Jumping is described on
page 88.

Clearance: How high the mech can step,

as described on page 88.

SCEAM-POWERED
MEChHS

team-powered mechs use massive steam
S engines to power their actions. Based on
their size, steam-powered mechs have the
following base profile.

Power Source: Steam.

Physical Appearance: Steam-powered
mechs are large and loud. Their engines gen-
erate tremendous noise and heat. All steam-
powered mechs are dotted with ¢ himneys
and smokestacks that constantly produce
steam and smoke.

Critical Thresholds: Green, Yellow 50%,
Orange 25%, Red 10%.

Crew: 25% of a steam-powered mech’s
PUm ust be crew. F or smaller mechs this
includes a mech jockey and gunners. A mech
jockey with the Mechidextrous feat may be
able to take over the role of a gunner.

In larger mec hs, cr ew inc ludes a mec h
key),
(low-level mech joc keys),

commander  (high-level mech joc
assistant pilots
anavigator, an d one or more engineers, as
well as coalmen to sto ke the fires. In city -
mechs, this includes laborers  (who sh ovel
coal into furnaces, fabricate spare parts,
and clean engine rooms ), a fleet of eng  i-
neers (for everything from major repairs

to routine maintenance ), andall sortso f

support personne 1.
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TABLE 2-4: STEAM-POWERED MECHS CRITICAL HITS
RoLL BY THRESHOLD (D%) CriTicAL HIT

GREEN YeLLow ORANGE Rep ResuLt

26-40  11-25

\

2
|
i

Pressure leak. Mech loses 2 Strand 2.5 ft. of speed each round until leak is repaired.

ge. Mech s frozen in place for one round until back-up pipes take over. It loses its next action.

56-75  4l-55 16-25 — Arm relay damage. Determine arm randomly. That arm fsozen in place until damage is repaired. Weapons on that arm emot be used

96-98  71-80 36-45 0l-10 Gyroscope damage. Mech must make a Reflex save (DC 16) with every move or fall over. Mech suffers a —4 penalty to trip checks.
99-00 8I-85 46-65 11-30 |

86-95 66-75 31-5 Out of control. The pilots lose control. For the next Id4 rounds, determine the mech’s movement and attacks randomly.

96-98 76-85 51-70

99-00 86-95 71-85 Steam leak. The entire mech is suddenly flooded with waves of scalding steam. All creatures on board have a 50% chance

of taking Id3 points of steam damage each round. Reroll the 50% chance each round. This continues until the leak is repaired.

e is repaired.

:
|

99-00 96-00 Main boiler explosion. The mech’s main boiler explodes. It suffers [0d6 points of damage. All creatures on board the mech
suffer Id6 points of damage from flames and steam. The mech loses all power until the main boiler is repaired.

Continuing fires deal an additional 2d6 points of damage to the mech per round for the next Id6+2 rounds.




TABLE 2-5: STEAM-POWERED MECHS

Size STr Dex ForT REeF SPEED HD
Large 18 10 +2 -2 40 ft. 6

Huge 22 10 +2 -2 40 ft. 12

Gargantuan 26 8 +2 -2 40 ft. 24
Colossal 30 8 0 -4 50 ft. 48
Colossal Il 34 6 0 -4 50 ft. 96
Colossal Ill 38 6 0 -4 60 ft. 144
Colossal IV 42 4 0 -4 60 ft. 192
Colossal V 46 4 0 -4 80 ft. 240
City-mechA 50 2 -2 -8 100 ft. 336
City-mechB 54 2 -2 -8 120 ft. 432
City-mechC 58 0 -2 -8 140 ft. 528
City-mechD 62 0 -2 -8 160 ft. 624
City-mechE 66 0 -2 -8 180 ft. 718
City-mechF 70 0 -2 -8 200 ft. 814

e O ——

MAN-POWERED
MEChHS

an-powered mechs use hordes
M of toiling slaves to power their
actions. Based on their size, man-powere d
mechs have the following base pro file.

Power Source: Manpower.

Physical Appearance: Man-powered
mechs lack the smo ke-belching ¢ himneys
of steam mechs but they share the noise.
Inthe case o f man-powered mechs, the
noise is the r hythmic pounding o f drums,
the grunts and screams o f the slaves, and
the pain ful squealing o f straining gears .

Critical Thresholds: Green, Yellow
60%, Orange 3 5%, Red 20% .

Crew: 50% of a man-p owered mech’s PU
must be laborers. These crew members can
do nothing but work to provide power; they
cannot pilot, navigate, fire weapons, or do
anything else. The balance o f necessary
crew (pilots, gunners, and commanders,
as dictated by the mech ’s design and the
crew’s capabilities ) m ust come from the
remaining PU. Obviously, this means most
man-powered mechs use more than  50% of

their PU for crew. In smaller mechs, the

»

mech jockey and gunners must provide some
of the mech’s power themselves through
pedals or treadmills, in addition to the
slaves. Larger man-powered mechs include
some additional senior-level staff (a mech
commander or navigator), but most of the

space is dedicated to slave labor.

CLOCKWORK MECHS

lockwork mechs use intricate, complex

mechanisms to transmit power from a
coiled spring to the rest of the mech. Based
on their size, clockwork mechs have the fol-
lowing base profile.

Power Source: Clockwork apparatus.

Physical Appearance: Clockwork
mechs are the best designed o f all the
mechanically-p owered mechs.  They are

smooth and sleek. Th ey don’t need as much
crew as ot her mec hs, nor dothey require
chimneys or sla ve quarters. Under normal
operation they produce no smoke or steam,
and their only audible output is a constant
low hum or ticking. Once per week, a clock-
work mech must acti vate its steam engine
to wind the central spring, and for this short
interval it belches smo ke from a single ce n-
tral chimn ey. The only drawback to cloc k-
work mechs is their fragility  (expressed as
alowFortsa ve) - although th eyare well
constructed and di fficult to damage, a well-
placed blow against t he central spring can
disable the entire mech.

Critical Thresholds: Green, Yellow 50%,
Orange 25%, Red 10%.

TABLE 2-6: MAN-POWERED MECHS

Size STR Dex Fort
Large &

Huge 14 10

Gargantuan 18 8 0
Colossal 22 8 -2
Colossal Il 26 6 -2
Colossal Il 30 6 -2
Colossal IV 34 4 -2
Colossal V 38 4 -2
City-mechA 42 2 -4
City-mechB 46 2 -4
City-mechC 50 0 -4
City-mechD 54 0 -4
City-mechE 58 0 -4
City-mechF 62 0 -4

REF SPEED HD
-2 30 ft. 10

-2 30 ft. 20

-4 40 ft. 40

-4 40 ft. 80

-4 50 ft. 120
-4 50 ft. 160
-4 70 ft. 200
-8 80 ft. 280
-8 100 ft. 340
-8 120 ft. 420
-8 140 ft. 500
-8 160 ft. 580
-8 180 ft. 660

*THE SMALLEST OPERABLE MAN-POWERED MECH 1S OF SIZE HUGE. SMALLER MODELS DON’T HAVE SPACE FOR THE NECESSARY LABORERS.
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TABLE 2-7: MAN-POWERED MECHS CRITICAL HITS

RoLL BY THRESHOLD (D%) CriTicAL HIT

GREEN YeLLow ORANGE Rep ResuLt

01-30 0l-15 y more.

31-40 16-25 - - Broken cogwheel. Mech loses 2 Strand 2.5 ft. of speed each round until cogwheel is repaired.

61-75 36-45 11-20 - Hull breach. The attack goes clear through the hull and impacts in the rowing pits. The mech itself does not take damage, but the
damage is instead divided between Id6 randomly determined laborers. Deduct for hardness as usual.

76-85  46-60 21-30

86-95 61-75 31-40 - Leg relay damage. Determine leg randomly. That leg is frozen in place until damage is repaired. Weapons on that leg cannot be used.
Mech cannot walk and suffers a —4 penalty to trip checks.

96-98  76-80 41-50 0l-15

99-100  8I-85 51-75 16-35 Main cogwheel damage. Mech loses power for Id4 rounds. It can take no actions during that time.

91-95 86-90 46-60 Powertrain misaligned. The power output of the laborers is bdlvHalve the mects Strength, Dexterity, and speed until the damage is fixed

96-98 91-95 61-80

99-100 96-98 81-90 Powertrain destroyed. No matter how hard the laborers work, their manpower isn’t properly distributed throughout the mech’s gears.

The mech is completely immobilized until repaired. Repairs take five times the normal amount of time.
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RoLL BY THRESHOLD (D%)

GREEN
01-50
51-60
61-70
71-80

81-90
91-100

YeLLow
0l-25
26-35
36-45
46-55

56-65
66-75

76-80

81-85
86-100

ORANGE

0l-10
11-20
21-30

31-40
41-50

5I-55

56-60

61-75

76-90

91-95

96-100

0l-10

11-20
21-30

31-40

41-50

51-70

71-80

81-90

91-100

TABLE 2-8: CLOCKWORK MECHS CRITICAL HITS
CriTicALHIT
ResuLt
Component damage. Attack causes extra critical damage but nothing more.
Broken gears. The mech loses 8 Str until repaired.
Broken gears. The mech loses 4 Dex and 10 ft. of speed until repaired.
Erratic spring uncoiling. Mech suffers a -4 penalty to all attacks for Id4 rounds. Additionally, on any movement action during this
period, the mech ends up moving 2d20-20 feet further (or short, depending on the die roll) than where it tried to move.
Arm relay damage. Determine arm randomly. That arm fsozen in place until damage is repaired. Weapons on that arm emot be used
Leg relay damage. Determine leg randomly. That leg is frozen in place until damage is repaired. Weapons on that leg cannot be used.
Mech cannot walk and suffers a —4 penalty to trip checks.
Regulator damage; massive spring unwinding. The méctegulator is broken, and the central spring unwinds in a bingassive burst of power.
The mech is ffected as fiby ahastespell fold4 rounds. Thereafter it loses all power until the damagpaired and the central spring re-wound
Jammed gears. Mech is frozen in place and cannot take any actions for Id4 rounds.
Gyroscope damage. Mech must make a Reflex save (DC 6) with every move or fall over. Suffers a—4 penalty to trip checks.
Damage to central spring. The pilots lose control. For the next Id4 rounds, determine the mech’s movement and attacks randomly.
Gear explosion. Shards of sharp metal gears go flying throughout the mech’s interior. 2d6 randomly determined occupants
take Id4+ points of damage.

Central spring severed. Mech loses all power and is completfebgen until damage is repaired. Repairing damage takes ten timermal time




TABLE 2-9: CLOCKWORK MECHS

Size STR Dex Fort
Large 18 18 -2
Huge 22 18 -2
Gargantuan 26 16 -2
Colossal 30 16 -4
Colossal Il 34 14 —4
Colossal Il 38 14 -4
Colossal IV 42 12 -4
Colossal V 46 12 -4
City-mechA 50 10 -8
City-mechB 54 10 -8

City-mechC 58 8 -8
City-mechD 62 8 -8
City-mechE 66 6 -8
City-mechF 70 6 -8

REeF SPEED HD
ih2 50 ft. 6

+2 50 ft. 12

ih2 50 ft. 24
0 60 ft. 48
0 60 ft. 96
0 70 ft. 144
0 80 ft. 192
0 100 ft. 240
-2 120 ft. 336
-2 140 ft. 432
-2 160 ft. 528
-2 180 ft. 624
-2 200 ft. 718
-2 220 ft. 814

Crew: 10% of a clock work mech ’s PU
must be dedicated to crew, with a minimum
of 1. Smaller mechs ha ve only a pilot and
oneort wo gunners. Larger mec hsnee d
engineers to keep the clockwork apparatus

oiled and functioning.

O ———

ANIMATED MECHS

nimated mechs are powered by magic,
Anot machinery. They are essentially
enormous, hollow golems that have been
endowed withp hysical mobility andt he
capacity to obey instructions, but no intel-
ligence or decision-making ability. Based on
their size, animated mechs have the follow-
ing base profile.
Power Source: Magical enchantment.
Physical Appearance: In theory, ani-
mated mechs couldv ary dramatically in
appearance. Any material can be enchanted,
so any variety of golem could be transformed
into a mech. In practice, only the elves have
experimented with animated mechs, and
they have focused on animating wood. The
larger elven mechs could easily be mistaken
for treants, though the proportions are more
humanoid andt he mechs generally sport

obvious weapons. Smaller elven mechs look

less like trees, incorporating mithralo r
adamantine.

Critical Thresholds: Not subject to
critical hits.

Crew: 10% of an animated mech’s PU must
be dedicated to crew, with a minimum of 1.
Smaller mechs have only a pilot and one or
two gunners. Larger mechs need navigators,
a mech commander, assistant pilots, and

repairmen.

Animated Mechs Critical Hits

Similar to traditional constructs, animated

mechs are not susceptible to critical hits.

They have no central engines or motors, as
the magic that powers them courses equally
throughout their entire bodies. They are

immune to critical hits.

O ——

UNDEAD MECHS

ndead mechsaret hecom bined,
u reanimated remains o fseveral eno r-
mous creatures. They are grotesque, ugly
combinations o f dismembered body parts,
bones, ligaments, an d partially reanimate d
zombies. Unlike other undead creatures,
They have

hollow spaces wit hint hem. Inonesuc h

they are designed as vehicles.
space, a necromancer contro Is every
action o f the mech, while in other areas,
hordes o f zombies, skeletons, and other
undead are haphazardly pi led together,
awaiting the command  for the mech to
disgorge them. Undead mechs are a recent
phenomenon, having appeare d only since
the skeletons o f lunar dragons began do  t-

tingt he continent. Noone knowsw hat

twisted necromancer took the dwarves ’
mechanical innovation an d turned it into
this debased parody.

Based on their size, undead mechs have
the following base profile.

Power Source: Necromantic reanimation

TABLE 2-10: ANIMATED MECHS

Size STR Dex Fort
Large 10 18 0
Huge 14 18 0
Gargantuan 18 16 0
Colossal 22 16 -2
Colossal Il 26 14 -2
Colossal Il 30 14 -2
Colossal IV 34 12 -2
Colossal V 38 12 -2
City-mechA 42 10 -4
City-mechB 46 10 -4

City-mechC 50 8 —4

City-mechD 54 8 -4

City-mech E 58 6 —4
6

City-mechF 62 -4

REF SPEED HD
+2 50 ft. 4

+2 50 ft. 8

+2 50 ft. 16

0 60 ft. 32

0 60 ft. 64
0 70 ft. 96
0 80 ft. 128
0 100 ft. 160
-2 120 ft. 224
-2 140 ft. 288
-2 160 ft. 352
-2 180 ft. 416
-2 200 ft. 580
-2 220 ft. 644




TABLE 2-11: UNDEAD MECHS

Size str Dex ForT Rer Speep HD
Large 14 14 +2 30 ft. 5

Huge 18 14 +2 0 30 ft. 10

Gargantuan 22 12 +2 30 ft. 20
Colossal 26 12 0 -2 40 ft. 40
Colossal Il 30 10 0 -2 40 ft. 80
Colossal Ill 34 10 0 -2 50 ft. 120
Colossal IV 38 8 0 -2 50 ft. 160
Colossal V 42 8 0 -2 70 ft. 200
City-mechA 46 6 -2 —4 80 ft. 280
City-mechB 50 6 -2 -4 100 ft. 340
City-mechC 54 4 -2 —4 120 ft. 420
City-mechD 58 4 -2 -4 140 ft. 500
City-mechE 62 2 -2 —4 160 ft. 580
City-mechF 66 2 -2 -4 180 ft. 660

Physical Appearance: Froma dis- magically suture dan d assembled intoa

tance, un dead mechsresem ble titanic
zombies. Up close, it is evident that they
are most ly hollow, with the empty spaces
filled with other, independent undead.
The mech ’s body is composed of the

reanimated body parts o f other creatures,

cohesive whole.

Undead mechs are utterly silent, but they
reek of death. They can be smelled long
before they are seen.

Critical Thresholds: Not subject to

critical hits.

b

Crew: An undead mech requires only one
crew member: the controlling necromancer.
He can direct the mech as if it were an exten-
sion of himself. Repairs, extra weaponry, and
other sucht hings may require additional

crew, but they are entirely optional.

Undead Mechs Critical Hits
Similar to traditional undead, undead mechs
are not susceptible to critical hits. They have
no central engines or motors, as the nec-
romantic energy that powers them courses
equally throughout their entire bodies. They

are immune to critical hits.

ARMOR

mech can be fitted with any kind of

armor, though construction costs rise
with better armor. Given the armor density
and the size of the mech, the armored plates
are invariably larger than the impact area of
almost any w eapon, so the important part
is the material, not the arrangement (e.g.,
banded, scaled, etc.).

7
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Mechs have armor classes based on
their size. Because they are generally
large and clumsy, their armor is not
handled with armor class but instead
with a hardness rating. After all,
hitting a mech is like hitting the
broad side of a barn. Combat
isn’t about hitting the mech;
it’s about piercing it. Armor
class is still calculated for
purposes of attacks, but it is

based solely on size.

Typical armors have har  d-
ness ratings as follows. Special
armors — suc h as crystal, dia-

mond, and enchanted ivy — are
reputed to exist, especia lly in
the Master Repository, but no
modern coglayer has constructed
a mech with such materials. Remem-
ber that the mech’s size determines a
hardness modifier that is added to the hard-
ness for its armor.

A mech with a mix of armor —for example,
75% fron and 25% mithral — uses the weightel
average of ts armor types. In this case, its hat-
ness would be 11 (0.75 x 10 plus 0.25 x 1§.

MATERIAL HARDNESS
Flesh® |
Clay 3
Wood 5
Bone 6
Stone 8
Iron 10
Steel 12
Mithral 15
Adamantine 20

*AVAILABLE ONLY ON UNDEAD MECHS.

Improvements
beyond the Base Profile

The standard profiles given above are for

a “typical” mech. Of course, no such thig
exists. Every mech is individually hand-built.
Highpoint has no assembly lines, only master
craftsmen. Even when two dwarven coglayers
work from the same design, they will produce
very different mechs, each customized to the
tastes of its builder.

Any mech may vary from the standard

profiles described above. Some limits exist,

primarily dictated by the laws o physics. As a
rule of thumb, a mech cannot have any attr i-
bute greater or lesser than a mec h one size
class larger or smaller. For example, a normal
Colossal clockwork mech has a Strengthfa30.
A variant couldnt have a Strength smaller than
26 (Gargantuan) or greater than 34 (Colossal
II). The reason is simple: A Colossal cloc k-
work mech can’t support its own weight with
a Strength lower than 26, and can’t generate
a Strength of greater than 34 without adding
additional machinery that will increase its size
past Colossal. The same basic concept applies
to all of a mechs attributes.

Almost all aspects ofa mech may be
improved, including payload units and criti-
cal threshold. the only aspects that can’t be
changed are hardness (which is always a
function of materials and size), firing ports
(which is a function of physical propor-
tions), and crew (which is always dependent
on the power source).

The main considerations in improving
a mech’s profile are cost and difficulty, as

described below.

Specialized
Traits and Payloads

Armor Plating: A mech can be equipped
with e xtra-thick armor plates that make
it more difficult to damage. This can only
be added to mechs with metal armor. Such
mechs have their hardness increased by +2,
but their speed dropsby 10 ft. up to size
City-Mech A, and by 20 ft. above that. This
increases the mech’s base cost by 20%.

Combat Spikes: Mechs can be adorned
with metal spikes, razor edges, barbs, and
other weapons to make them more danger-
ous in unarmed combat. Mechs equipped
with combat spikes deal an extra 1d6 points
of damage in unarmed combat. This raises
the mech’s base price by 10%.

Extra Weapon Mounts: A small combat
mech often has e xtraw eapon mounts on
the mech’s shoulders, back, or head. These
give the mech greater versatility in combat,
though the limited crew may not be able to
use allt he w eapons in the same round. A
mech’s extra weapon mounts may not exceed

507% of its base PU. Extra weapon mounts add



PU in increments of 2 at a cost of +10% of the |
mech’s base cost per PU.

Fast Legs: Some mechs deliver extra powe
to the legs so theyll move faster. The fast legs
trait addslO ft. to speed for mechs below Ceslo
sal size and20 ft. for mechs of Colossal size a
larger.This stacks with the Speed Demorfeat.
It raises the mecls base cost by 5%

Gearwright Maintenance: Mechs main-
tained to the high standards of the Gear-
wrights Guild are less liable to suffer critical
hits. Their critical thresholds are reduced by
5% at each threshold. This requires e xtra-
careful building and constant maintenance.
[t raises the base cost of the mech by 20% and
requires an additional 1% of the cost to be
spent each year in extra maintenance costs.

Hangars and Mech Fleets: A large mech
can hold smaller mechs. These smaller mechs
can be used as escape vessels, smaller battle
craft, or afleet of assault mechs.The specifics
are up to you when you describe the mech.

A mech stored on board another mech
occupies a space equal to twice its payload
units. For example, a Huge mech stored on
board a city-mech would occupy 8 PU.

Simply storing smaller mechs is only half
the problem; a bigger concern is getting
them into battle. See page 89 for informa-
tion on deploying smaller mechs from large
mechs while in motion. Installing hangars
raises the mech’s base cost by 5%.

Heavy Payload: Mechs can be con-
structed to bear extra weight. A mech with
the heavy payload trait can carry up to twice
its normal payload units provided t hey are
in the form of cargo rather than w eapons
or passengers. This represents e xtra-heavy
suspension systems capable of supporting
unusual amounts of weight, though space is
still just as limited. A heavy payload raises
the mech’s base cost by 50%. Heavy payload
can be stacked with e xtra weapon mounts,
potentially increasing PU by 150%.

Linked Weapons: Weapons with similar
functions may be linked. This allows them
both to be fired at the same time with the
same crew. Linked weapons must always be
aimed at the same target.

Magical Effects: Mechs can be magically

enchanted just as any other object. The elves

»

already do this on a routine basisTheir mechs
use fireball wands as weapons and are usually
enchanted with some sort bprotection spells

When considering spell effects on mechs,
keep in mind the mech’s size. Casting protec-
tion from elements on a city-mech isi't going to
work. Spells that affecta “creature” cannot
affect a creature greater in size than twice
the caster’s size. For example, a human wizard
casting protection from elements could affect a
Large mech, but that’s it. In order to affect a
Huge mech, he would have to cast protection
from elements twice. (Partial protection is no
protection atall. ) The number of castings
doubles at eac ha dditional increment. For
example, protectinga Colossal mech from
the elements requires eight castings o f the
spell. Those castings must be made consecu-
tively (or simultaneously by different wizardy
and declared as combinatoryup  front,by
spellcasters who have the ~ Combine Spell
metamagic feat. When the spells are co  m-
bined they have the e ffect of only one such
spell, but on a verylarge target

SecureCrewQuarters Mechs maybe built
with secure quarters for crew(and passengers,
if the mech has then). This means raiders muts
get through a sdlid irondoor to get to he crew.
The door has hardness 10, 60 hp, and a break
DC of 28. The door can be locked but onfyom
the inside; the outside has no keyhole or lock-
ing apparatus. Secure crew quarters costl PU
and 500 gp for the door apparatus, plud extra
PU and another100 gp for each Medium crav
member to be secured. It is possible to secure
some crew members and not others. It is also
possible to nest multiple layers bsecure crew
quarters by paying an extra PU for the extra
door and an additional 1 PU for each double-
protected crew menber.

Steady F eet: Some mechs are specially
designed for trampling and tripping. They
are steady on their feet and hard to dislodge.
Mechs with steady feet receive a +4 bonus
to all trip checks. Additionally, their safe
trample size is increased by one increment
(see page 95 for more information on tram-
pling). For example, a Gargantuan mech with
steady feet could safely trample creatures up
to Medium rather than Small. This raises the
mech’s base cost by +15%.

A

b

Steam Pow ers: Coglayers can and do
incorporate their steam powers into the
mechs they build. For most coglayers, the
task of building a mech is itself difficult
enough, but gearwrights and higher-level
coglayers are familiar enough with the pro-
cess to build in steam powers.

It is perfectly acceptable to combine
steam powers with a mech. You could have
a mech weapon fitted with an animator and
discriminator, or even a mecht hat has an
autopilot of sorts controlled by an automa-
tor and other devices.

Remember the mech’s size. Fitting steam
powers to large w eapons or objects may
require stacking them to reacht he right
dimensions. Refer to the individual steam
power descriptions.

Steam powers can be applied only to steam
Clockwork

mechs wit h steam powers are assume dto

powered and clockwork mechs.

have the powers customized to fit the clock-
work apparatus. They thus carit be applied to
normal steam devices without being rebuilt.
Man-powered, animated, and undead mechs
cannotincorporate steam powers

Other Most

creatures and objects in the d20 rules system

Specialized P ayloads:

include a size descriptor. Generally this can
be used as a guideline for the PU of includ-
ing specialized payloads. If the payload has
unusual dimensions or weight, the PU may

need to be increased.

-
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CONSTRUCTION AND
PRICING GUIDELINES

he first consideration in building a

mech is that the designer must meet the
design prerequisites. The base prerequisite
is the feat Craft Magical Mech (for animated
and undead mechs) or Craft Powered Mech
(for mechs poweredby steam, manpower,
or clockwork apparati). Each of these feats
entails certain prerequisites as well.

The designer is not the only person
involved in the mech’s construction, of
course. Dozens, hundreds, or thousands of
laborers will be necessary to help build it.

Success in designing a mech is deter-



minedb y a Craft (mechcraft) check. A 3
designer does not know whether his design
will function properly until after all gold and
labor time have been expended to build the

mech (more on this below).

Planning Time
The first step is planning the mech — conce-
tualizing, determining materid requirements,
drawing blueprints, and soforth. The amount
of planning time required, in days, is twice the
mech’s Craft(mechcraft) check DC (detailed
below), reduced by the designer’s ranks in
Craft (mechcraft). This time occupies the
designer and only the designer.

Planning time is required for each kind
of mech that a particular engineer w ants
to build, but is required only once for each
mech. Thus, if an engineer were to create
three mechs with identical specs, he would
only have to invest the planning time once.
If another engineer were to make the exact
same mech, that other engineer would also
have to invest the planning time (which he
would spend studying the blueprints, under-
standing the engine, and so on).

After planning time is over, the designer
must remain present on the construction
site. He must be present for at least 8 hours
of active construction every day. If any day
passes where he is not present, the day’s
labor is wasted. His time is filled overseeing
the construction, directing laborers, answer-

ing questions, and preventing mistakes.

Labor Contribution

Labor requirements an d construction time
A

single average laborer can sa fely contribute

for mechs is measured in man-hours.

8 man-hours per day. Better laborers can car-
tribute more labor but they often cost more.
Daily contribution by laborer type is s hown
on Table 242.

Overseers: Forev ery ten laborers or
fraction thereof (excluding constructs
and undead), an overseer is required. The
overseer doesn’t contribute to the man-
hour total but is necessary to keep things
running smoothly. Without a full quota of

overseers, each group of ten laborers who

)

lack an overseer has its productivity drop by

TABLE 2-12: LABOR CONTRIBUTION

LABORER SKILL LEVEL DaiLy WAGE DAILY MAN-HOURS
Average I'sp 8
Above-average I'gp 10
Skilled 2gp 12

Expert 3gp 14
Zombie/skeleton* — 12
Construct™* — 30
Overseer (see below) 3sp/10 men Special

QUALIFICATIONS

Any able-bodied laborer

5+ ranks in Profession (engineer) or similar skill
10+ ranks

15+ ranks

Any mindless undead

Any mindless construct

Leadership score 3+

*ZOMBIES, SKELETONS, AND OTHER MINDLESS UNDEAD ARE FREQUENTLY EMPLOYED IN THE CONSTRUCTION OF NECROMANTIC MECHS. THEY AVER-

AGE HALF THE PRODUCTIVITY OF AVERAGE LABORERS, BUT CAN LITERALLY WORK 24 HOURS A DAY.

**THIS INCLUDES GOLEMS OR OTHER CREATURES ORDERED TO HELP CONSTRUCT A MECH. GENERALLY THEY CAN PERFORM ONLY SIMPLE TASKS, BUT

THEY CAN DO THEM QUITE EFFECTIVELY AND FOR NEARLY ENDLESS PERIODS OF TIME. NO MORE THAN 25% OF A MECH’S BUILDING TASKS CAN BE

PERFORMED BY CONSTRUCTS; THE REST REQUIRES DETAILED DECISION-MAKING OR FINE DEXTERITY THAT THEY CAN’T HANDLE. THE ABOVE FIGURE

ASSUMES THEY ARE WORKING 24 HOURS A DAY ON THEIR MINDLESS TASKS.

25%. For example, agroup of twenty laborers
needs two ov erseers. If they lacked both,
overall productivity would drop by 25%. If
they lacked only one, productivity of half the
group would drop by 25%.

[t is assumel that atleast one overseer cahe
found in any normal populatiofor any group 6
ten men that can be found. In special circum-
stances,however, his may notbe the case.

The overseer’s leadership score is based
on the usual formula: level plus Charisma
modifier, plus any modifiers as explained in
the DMG.

Overworked Laborers: Laborers who
are forced tow ork more hours ev entually
become worn down and less productive. For
three times the usual wage, a laborer will
work double-time, contributing double his
usual man-hours. For each day in the first
fourteen days of overwork, the laborer must
make a Fortitude save (DC 10) or take 1 hp
of nonlethal damage. For each day from the
fifteenth day onward, the laborer automati-
cally takes 2 hp of nonlethal damage until he
collapses. As soon as a laborer takes half his
hit points in nonlethal damage, his produc-
tivity is cut in half (meaning he’ll now have to
work a double shift just to produce a normal
contribution).

Availability of Labor: Generally, no
more than 10% of a population center’s labor
pool will be above-average or better in qual-

ity. No more than 1% will be of expert status.

»

This small number of e xperts may still be
enough to build small mechs in reasonable

time periods, though.

Base Requirements

for con-
C
fora Craft (mechcraft) check, depend on

The base labor and materials costs

structing a mech, as well as the base D

the mech ’s type and size, as shown in the
following tables .

To determine how many laborers are
required to produce a mech in a given amourt
of time, divide the man-hour cost by the
daily man-hour contribution (generally 8, as
given above). That’s how many days of labo r
are needed. Then divide by the numbero f
laborers available to see how long it will take,
or divide by the amount o f time you have to
determine how many laborers are needed to
get a job done in a certain amount 6 time.

For example, let’s say Duerok needed to
produce afleet of Huge mechs quickly. A Huge
steam-powered mech require960 man-hours.
A single averagelaborer canbuild such a mech
in 120 days of labor(960 / 8 =120). If Duerock
needs to have a sing le Huge mech available
within 12 days, it needs to put 10 laborers to
work (960 /8 /12 =10). If it needs five Huge
mechs withinl2 days, it needs to have 50 lahe
ers working((960 x 5) /8 /12 = 5().

On the other hand, let’s say Duerok has a
long-term plan ébuilding another city-mechfo
size D. With a single averagelaborer, this takes



122,880 days of building (983,040 man-hours Y

divided by 8 for an average labore) If Duerck

allocatesl00 men to the project, they will oo

plete the city-mech in 1,229 dayd22,880 /100
=1,229), or a little less than three and a hal f

years.1,000 men could complete the projechi
123 days (122,880 /1,000 = 125.

Once you know the laborers ’ skill levels
and the number of days they will be working,
you can compute the gp cost of labor per the
daily wage for each laborer type
Table 2-12).

Materials costs are based primarily on use

(given on

of iron. Wood and stone are also used, but
the primary cost driver is iron. One pound
of iron costs 1 sp, as detailed in the PHB.
In general, the materials cost multiplied by
10 indicates the number of pounds of iron
required to build the mech. For clockwork
mechs, multiply by 9 pounds. Necromantic
mechs require no iron, just an awful lot of
corpses (see below).
Materials costs are strict ly mater i-
als. Th ey don 't include labor or the cost
of acquiring the materials.
1,536,000 pounds of iron to build a city -

Transporting

mech is going to cost quite a bit, even
if y our build site is located right n  ext to
amine. Matertal requirements for city -

mechs might also be greater t han a region
canpro duceina year, requiring waiting
time to acquire the materials evenif labor
is available to build them faster.

Once calculated, labor times sometimes
seemhigh. Keep in mind that building a med is
much more compicated than building ahouse.
The mechanisms are intricate and detailed, dn
most laborers have little to no experience in
constructing such designs. Furthermore, the
mech’s metal infrastructure must be smelted,
shaped, cooled, reheated, reshaped, and con-
tinualy worked until it is in the right position.
Warping wood can be just as time-consuming.
In a world where workshops  for per forming
these tasks are still uncommon, it t&kes longer
than one woud expect

Steam-powered mechs are expensive and
time-consuming. They are difficult to con-
struct at any size.

Man-powered mechs require half the
labor

materials and of steam-powered

TABLE 2-13: MECH TYPE: STEAM-POWERED

Size LABOR COST (MAN-HOURS) MaTERIALS CosT (GP) MEecHcRrAFT DC

Huge 960 600 33

Colossal 3,840 2,400 39

Colossal Il 15,360 9,600 45

Colossal V 61,440 38,400 55
GitymechA 12280 7680 60
City-mech B 245,760 153,600 65
GtymechC 49150 307200 70
City-mech D 983,040 614,400 75
GitymechE 1966080 1228800 80
City-mech F 3,932,160 2,457,600 85
TABLE 2-14: MECH TYPE: MAN-POWERED
Size LABOR COST (MAN-HOURS) MarteriaLs CosT (GP) MecHcrAFT DC

Huge 480 300 28

Colossal 1,920 1,200 36

Colossal Ill 7,680 4,800 46

Colossal V 30,720 19,200 56

City-mech B 122,880 76,800 66
CiymechC 245760 kg0 7
City-mech D 491,520 307,200 8l
CiymechE 983040 eMs00 89
City-mech F 1,966,080 1,228,800 99

TABLE 2-15: MECH TYPE: ANIMATED
Size LABOR COST (MAN-HOURS) MaTERIALS CosT (GP) MEecHcrAFT DC

Huge 960 600 30

Colossal 3,840 2,400 38

Colossal Il 15,360 9,600 46

Colossal V 61,440 38,400 54

City-mech B 245,760 153,600 62

City-mech D 983,040 614,400 70

City-mech F 3,932,160 2,457,600 78
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TABLE 2-16: MECH TYPE: CLOCKWORK

Size LABOR COST (MAN-HOURS)
Large 960
Huge 1,920
Gargantuan 3,840
Colossal 7,680
Colossal Il 15,360
Colossal Ill 30,720
Colossal IV 61,440
Colossal V 122,880
City-mech A 245,760
City-mech B 491,520
City-mech C 983,040
City-mech D 1,966,080
City-mech E 3,932,160
City-mech F 7,864,320

MATERIALS CosT (GP) MEecHCcRAFT DC

800 40
1,600 44
3,200 48
6,400 52
12,800 54
25,600 56
51,200 60
102,400 64

204,800 68

409,600 72
819,200 76

1,638,400 80

3,276,800 82

6,553,600 86

mechs. They are relatively easy to build at
smaller sizes but become progressively more
difficult as the size increases. It takes an
expert engineer to design a city-mech that
can be powered by human labor.

Clockwork mechs are much more labor-
intensive than other mechs. They require
careful, detailed w ork. Moreover, they are
far more e xpensive, requiring higher qual-
ity materials and more of them. All of these
factors together make them much more dif-
ficult to build.

Animated mechs arerat hersimp le in

construction, resulting in a low Mechcra  ft

DC, but they require precision  fitting and
top-notch materials in order ~ for the ne c-
essary enchantments to take hold. Thus,
their labor an d material costs are comp a-
rable to steam-powered mechs.  They also
require certain magica 1 components, as
detailed later.

Necromantic mechs requirev ery little
labor — mostly just to arrange the corpses
into the proper positions for reanimation —
and their materials are measured in Medium
corpses, not gold. The Mechcraft DC is also
rather low, but the spellcasting requirements

(detailed later) are not.

TABLE 2-17: MECH TYPE: UNDEAD

Size LABOR COST (MAN-HOURS)
Large 240
Huge 480
Gargantuan 960
Colossal 1,920
Colossal Il 3,840
Colossal Ill 7,680
Colossal IV 15,360
Colossal V 30,720
City-mech A 61,440
City-mech B 122,880
City-mech C 245,760
City-mech D 491,520
City-mech E 983,040
City-mech F 1,966,080

MATERIALS COST (CORPSES)

MEecHCcrAFT DC

4 26
8 30
16 34
32 38
64 42
128 46
256 50
512 54

1,024 58

2,048 62

4,096 66

8,192 70

16,384 74

32,768 78
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INCREMENTAL IMPROVEMENTS
Few mechs have standard profile for their
sizes. Most are slightly different in one
regard or another. If a mech’s Str, Dex, Fort
save, Ref save, speed, or HD is different
from its size standard, use the following
steps to determine the added labor and
materials costs. Complete all steps for

both labor and materials.

|. Divide the labor cost and materials cost
for the mech’s size and type by 6. This is
the base incremental cost.

For example, a standard ~ Gargantuan
clockwork mech has a Strength of 26. A
specid mo del built by Habiddy Higger-
builder has a Strength &9, which is close
to that of a Colossal mech. For step you
would divide the labor cost of a standard
Gargantuan clockwork mech (3,840) by
6, for a result ¢ 640 man-hours

2. Find the difference between the mech’s
standard attribute value andthe value
for the nonstandard mech. This is the
nonstandard difference.

Habiddy Higgerbuilder’s mech has
a Strength of 29 versus a standard
Strength of 26, for a difference of 3.

3. Find the difference between the mech’s
standard attribute value and the standard
value for the next size increment. This is
the standard difference.

A standard Gargantuan clockwork
mech has a Strength of 26, while a
standard Colossal clockwork mech has
a Strength of 30, for a difference of 4.

4. Divide the nonstandarffetience by the sta
dard dfference to get a percentage value

3 divided by 4 is 75%.

5. The extra cost is that percentage of the
base incremental cost (from step I).
The cost is 75% of 640 man-hours, or

480 extra man-hours. The same percent-

age applies to the extra gold cost.

The DC of building a mech with incre-
mental improvements is automatically the
average of the DCs for a standard mech
of that size and the standard mech of one
size larger. The DC for building a mech
with incremental deficiencies (e.g., lower
Strength than usual) is the same as the base

DC for that size. rf'




Armor
Once a mech’s basic chassis is built, the
armor costs are factored in. Applying armor
is part of the basic labor requirements of a
mech, but it is not included in the materi-
als cost. Armor cost is fixed according to a

mech’s size, as shown on Table 2-18.

Base Cost
A mech’s base cost is defined as the cost of
labor, materials, and armor. This becomes
relevant when considering improvements to

its profile or specialized traits.

Final Cost
The final cost for a mech is determined by
adding labor cost, materials cost, and armor
cost. The cost of incremental improvements
and weapons is then added to the total, as are
any specialized payloads. To all this is added

a fixed cost, which covers workspace, tools,

The sum of all of these variables is the

mech’s final cost.

Animated Mechs
Animated mechs have a dditional require-
ments. The creator must have the feat Craft
Wondrous Item. I f the animated mech will
incorporate any magical weapons (asis
often the case ), the designer must also
(Craft Wand, Craft

Magic Arms or Armor, or ot hers as appr o-

have the relevant feats
priate). Additionally, the spells  geas/quest
and polymorph any object must be cast. I f the
mech issma ller t han a city-mec h, limited
wish is also required; i f city-mech sized or
larger, wish is require d.

In addition to the construction time
outlined a bove, animated mechs require
additional time for magical rituals. Only the
creator can conduct these rituals. The time

required varies according to the mech’s size:

scaffolding, magical components (where MecH Size RITUAL CASTING TIME
appropriate), and other such things. The Large | day
fixed cost depends on the mech’s type, as Huge 2 days
follows: Gargantuan 3 days
Steam-powered 2,000 gp Colossal 4 days
Man-powered 750 gp Colossal Il 5 days
Clockwork 4,000 gp Colossal Il 6 days
Animated 20,000 gp Colossal IV 7 days
Undead 10,000 gp Colossal V 8 days
TABLE 2-18: ARMOR COST BY MECH SIZE (IN GP)
Size MATERIAL*  FLESH** CLay/BONE** Woobp STONE IrRON STEEL
Large 0 5 10 20 40 50
Huge 0 10 20 40 80 100
Gargantuan 0 20 40 80 160 200
Colossal 0 40 80 160 320 400
Colossal Il 0 80 160 320 640 800
Colossal Ill 0 160 320 640 1,280 1,600
Colossal IV 0 320 640 1,280 2,560 3,200
Colossal V 0 640 1,280 2,560 5,120 6,400
City-mech A 0 1,280 2,560 5,120 10,240 12,800
City-mech B 0 2,560 5,120 10,240 20,480 25,600
City-mech C 0 5,120 10,240 20,480 40,960 51,200
City-mech D 0 10,240 20,480 40,960 81,920 102,400
City-mech E 0 20,480 40,960 81,920 163,840 204,800
City-mech F 0 40,960 81,920 163,840 327,680 409,600

*MITHRAL AND ADAMANTINE ARE NOT LISTED. MECHS ARE RARELY BUILT EN
WHILE ADAMANTINE COSTS FIFTY TIMES STEEL.

**FLESH AND BONE ARMOR ARE POSSIBLE ONLY ON NECROMANTIC MECHS.

TIRELY OF THESE MATERIALS. MITHRAL COSTS TWENTY TIMES STEEL,

A

/' City-mech A 9 days
City-mech B 10 days
City-mech C Il days
City-mech D 12 days
City-mech E 13 days
City-mech F 14 days

Finally, animated mechs are vulnerable to
dispel magic (see page 96). The elves learned
this lesson the hard way after dwarven spell-
casters w ere deployed on board Stenian
combat mechs. The dispel effect is tempo-
rary, but the window of vulnerability is often
enough to lose a mech. Some creators now
imbue their mechs with magical immunity,
similar to that of a golem. This is possible
only with animated mechs and is a byproduct
of their creation rituals.

Granting an animated mech magic immu-
nity raises the cost by 30,000 gp, doubles the
length of the necessary rituals, and grants
the following benefits:

Magical Immunity (Ex): A mech with
this descriptor s immune to all spells, spell-
like abilities, and supernatural effects.

It is not possible to construct animated
mechs with built-in spell abilities (such as
protection from evil) and magical immunity.
Note that the magical immunity does not
prevent the mech from using magic items
(such as a fireball wand) provided the item

does not affect the mech.

Necromantic Mechs

hs dditional
requirements. The creator must ha ve the
feat Craft Wondrous Item. I

Necromantic mec have a
f the necr o-
mantic mec h will incorporate any magica 1
weapons (as is often the case ), the designer
(Craft
Wand, Craft Magic Arms or Armor, or ot h-

must also ha ve therel evant feats

ers as appropriate ). Additionally, the spells
animate dead, animate objects, bane, geas/quest,
and resurrection must be cast.

In addition to the construction time out-
lined above, undead mechs require addition-
al time for magical rituals. Only the creator
can conduct these rituals. The time required
varies according to the mech’s size, as with

animated mechs.




Making the Mechcraft Check
Once amech has been constructed, and after
all labor has been completed and all gold
spent, the creator makes a Craft (mechcraft)
check. The check to determine whether the
mech is successfully built is made using the
creator’s Craft (mechcraft) skill. This is
similar to an architect building a skyscraper
or a mechanic building a race car: although
dozens or hundreds of laborers are toiling
under his direction, it is the character’s plan-
ning and technical insight that ultimately
determine whether the design is successful.
The laborers are assumed to be competent
enough to follow his instructions — that’s
why the designer must be there every day,
and why he must employ overseers — so no
modifier is needed for construction error.
It all comes down to the designer’s skill in
crafting mechs.

If the check is made, the creator’s con-
struction has been successful.

If this check is failed by5 or less, the mech
is inoperable but can be repairedThe creator
can spend another 20% of the mecls cost and
make another check one month later.

If this check is failed by a margin of 6 or
more, the mech’s basic design is inoperable.
All labor and materials costs are wasted. The
materials can be recovered by spending one
third of the labor costs necessary to build
the mech, but otherwise, the whole project
is a waste. A new attempt must start at square
one with the planning stage.

It is possible to take 10 or take 20 on this
check, but doing so delays all aspects of the
mech’s construction by a factor of 10 or 20,
from planning to labor costs. In most cases,
this

timespans, unless the creator has an extra 10

produces completely unreasonable

to 20 times more laborers than he needs.
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BUILDING ONTO AN
EXISTING MECH

P 1 ost mech jockeys take to modifying
their creations, especially adventur-

ers who recover neat parts from defeated
mechs. Building onto an e xisting mech is

a simple process. The cost of adding any

A

new trait, attribute change (such as making
the mech stronger), or special payload is
calculated according to the standard pro-
cess (given above). If an addition requires
removing an existing trait or piece of equip-
ment (such as a weapon occupying a certain
slot), one third of the original labor cost for
that piece of equipment must be paid. (If
the original per-item equipment cost is not
known, the GM can decide that it is 5%, 10%,
or more of the overall labor cost.) This cov-
ers removal costs. Then the cost of the new
piece is added. If necessary, a new Mechcraft
check is made, but usually minor changes
don’t require a check.

Only two changes simply cannot be made
to an existing mech, as follows.

First,y ou cannot change ane xisting
mech’s size. This is determined by the basic
infrastructure, which cannot be altered
without rebuilding the entire mech.

Second, y ou cannot change an e xisting
mech’s power source, except to downgrade
it to man-powered. The nature of the power
source affects building decisions made when
the mech is first constructed. These cannot
be altered without rebuilding the mech from
the ground up.

Other than that, all aspects of a mech may

be modified over time.

Personalizing Mechs

Player characters with mechs are encouraged
to personalize them. Aside from customized
weapons or payloads, this can cover the full
range of appearance. P aint color, pattern,
and detail are immediate choices. Doy ou
prefer camouflage, kettle-black with chrome
lining, or “red because it makes it go faster”?
Ornamental features can include spikes,
trophies from defeated opponents, animal
skins, totems, firing baskets, cupolas, skulls,
chains, chrome, racing stripes, e xposed
engines, thick armor, living vegetation, kill
marks, painted insignia, or customized imag-
ery (such as the shark’s teeth on WW2 fighter
jets). Since DragonMech is set in medieval
times, you can also include chivalric heralds,
coats of arms, banners, and flags.

Finally, you have the ultimate personaliza-

tion: a name. Most mech jockeys name their

mechs, especially those that have performed
well in battle. Mechs usually aren’t named
until after several encounters, at which point
the mech’s name will “reveal itself” in the
events of the combat.

In the end, your characters should be left
piloting mechs that are known far and wide

as theirs and only theirs.

O ———

meech COMBAT

P 1 echs are extremely dfficult to destroy.
Their hardness ratings sap the damage

of any attacks.Their immense sizes and core-
sponding high hit dice grant them practically
inexhaustible reservoirs d hit points. Luckily,
destroying them isn’t always the goal. The y
are extremely valuable to both sides o f most
conflicts, so capturing enemy mechs is jus t
Tripping

and entangling mechs are important com bat

as important as destroying them.

tactics, as areboarding actions.

When destruction does matter, t he best
most enemies can hopdor is to pound, pound,
and pound again until t he mech has passed
its yellow criticd t hreshold, at w hich point
criticals becomdar more likely. Mechs thdall
generdly do sodue to internd criticd damage.

Mech combat  varies little ~ from the
This book isarol e-

playing game, not a tactica 1wargame, so it

standard combat rules.

assumes t hat most mec h combats incorp o-
rate no more than a hand ful of combatants.
In other words, it isn ’t designed for mass
mech combat. Future supp lementswi 11
describe large-scale mec h-to-mech co m-
bat at a strategic level. For the time being,
this section describes how to incorporate
mechs into t he stan dard combat sequence
without much di fficulty.

<
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SUMMARY OF MECH
COMBAT ROLLS

P 1 ech initiative = mechs Dexterity mod-
ifier + pilots Dexterity modifier + ré-
evant pilot feats(e.g., Improved Initiative.



TABLE 2-19: SUMMARY OF MECH-RELATED CHECKS

ConDITION SKILL/ABILITY Base DC* Pace

Move mech through extremely difficult terrain Mech Pilot 20 87
Jump in @ mech Mech Pilot 10 + 5/stride 88
Dock mech on a city-mech Mech Pilot 15 88
Deploy mech from a city-mech Mech Pilot 10 89
Climb up a mech’s legs Climb 15 93
Hookamechwitha g 2 hook Ranged touch attack
Grab hold of a passing mech Dex/|ump 15 93
Avoid being trampled after falling off mech Reflex 10 96
Target randomly determined visible crew Spot 10 93
Trip a mech with another mech Standard trip check — 94
Right a downed mech \ 20
Infantry pull down a mech Cooperative trip check — 95
I 15 95
Mech trample a target above its safe range Reflex 10 95

Dispel animated mech (city-mech or larger)

Dispel check

28 96

*PLUS ANY MODIFIERS DESCRIBED IN THE TEXT.

Mech AC =10 + mech size modif{drpilot’s
Dex modifier if he has Mech Dancer feat

Mech melee attack modifier = mech’s
Strength modifier + mech’s size modifier
+ gunner’s Dexterity modifier + gunner’s
mech attack bonus.

Mech ranged attack modifier = mech’s
Dexterity modifier + gunner’s Dexterity

modifier + gunner’s mech attack bonus.

P
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MOVYING A MECH

oving a mech isn’t always as easy as it
might seem. Bad terrain can disable
even the mightiest of mechs, obstructions
can block their passage, and a simple charge

can knock one over.

Fuel Sources
Steam-powered mechs require fuel. A Huge
mech requires 1 ton of coal for every 24 hours
of continuous operation. Each size incre-
ment higher doubles the requirement. Thus,
for normal 8-hour days, a Huge mech uses
1 ton every three days, while a Gargantuan
mech uses 2 tons every three days. A ton of
coal costs between 20 and 200 gp, depend-
ing on local conditions and availability.

Wood can also be used, but it is less effec-
tive. A mech requires three times as much
wood as coal. Wood costs 20 to 100 gp per
ton (see page 139).

A mech’s fuel bins are designed to hold
nine days’ w orth of coal (or three days of
wood). Extra space can be converted at the

rate of a half-ton per PU.

DifTicult Terrain
Difficult terrain is even more difficult for a
mech, because if it falls over then it’s vulner-
able. Terrain as far as mechs is concerned is
defined as follows:

Passable: Even plains, light underbrush,
roads, bedrock, clifftops, other flat areas.

Difficult: Forests, thick undergrowth, light
to moderate hills, snow, shallow sand.

Extremely difficult: Steep slopes, jungle,
deep sand or desert, rocky or uneven terrain,
mud, swamp.

Note that the size of the mech determines
the scale of the terrain that counts as dif-
ficult. For example, a one-man mech might
have trouble with a soft, sandy beach, but it
takes a field of enormous boulders to create

difficult terrain for a city-mech. Most city-



large objects (such as castles and redwood
trees) get in their way.

There is no penalty for going through
passable terrain.

Traveling through difficult terrain requires
a Mech Pilot skill check every hour (DC 10).
Failure by 5 or less means the mech’s speed is
halved as it picks its way through the terrain.
Failure by more than 5 means the mech falls
over (see below under “Downed Mechs”).

Traveling through extremely difficult ter-
rain requires a Mech Pilot check every hour
(DC 20). Passing the check means the mech’s
speed is halved. Failure by 5 or less means the
mech’s speed is quartered. Failure by more
than 5 means the mech falls over.

Running raises the DC by 4. Fighting in
melee raises the DC by 2 and necessitates a

check every round.

Stepping over Obstructions

A mech’s legs can clear obstructions much
higher than can the common man. The exact
height depends on its maneuverability class,
as listed on page 73. Obstructions up to this
height can literally be stepped over at move-
ment cost equal to the height but no other
necessary check. Obstructions taller than
this must be climbed.

A mech’s stride is equal to its reach. It can
clear this distance with a single step. Greater

distances require a horizontal jump.

Running and Charging
Amech’s top speed is double its listed speed.
With a run action it moves at double speed,
no faster. Mechs moving this fast suffer a -2
penalty to all ranged attack rolls, and their
maneuverability class is considered one
worse while running.

Steam-powered and clockwork mechs can
move at double speed for a maximum dur a-
tion of one out of every three hours. Any lon-
ger will overheat their engines. Man-powered
mechs can run for only one hal f-hour out o f
every six hours. Any faster will start causing
nonlethal damage to the laborers at the rate
of 1d4 points per half hour. Undead and an i-
mated mechs can run inddinitely.

Mechs can charge as normal, though the

above conditions apply.

»

Climbing

Mechs with arms and maneuverability of
perfect or good can climb. This requires
a Mech Pilot check against the same DCs
listed under the Climb skill, except that a +4
penalty is applied to the DC to reflect the
limited mobility of the mech, and the mech’s
maneuverability penalty (if any) is applied to
the roll.

Failing a climbing attempt can be devas-
tating. The mech falls. The usual 1d6 damage
per 10 feet fallen, up to 20d6, applies. This
damage penetrates hardness. In addition, for
every 6 that comes up, the mech takes one
critical hit (against whatever critical thresh-
old it was in before the fall).

Jumping
Mechs of sufficient maneuverability can
jump. V ertical jumps aren’tev en upf or
discussion; there simply isn’t enough lift
in any engine for mechs to make reasonable
vertical jumps.

Horizontal jumps are possi ble wit ha
Mech Pilot skill check. J[umps up to double
the mech’s stride (a mech’s stride is equal
to its reach, which is half its height
DC 10, triple its stride is DC 15, quadruple
is DC 20, and quintuple is DC 2 5. No mech

can jump more than five times its stride. A

) are

running start o f atleast equal to the di ~ s-
tance to be jumpe d is require d.

The pilot must make a Mech Pilot check,
minus any modifiers for the mech’s maneu-
verability class.

If the check succeeds, the mech jumps
and lands OK.

If the check failsby 5 or less, the mech
falls short but does not fall over.

If the check fails by more than 5, the mech
falls short and automatically falls over. Roll
1d6 to determine its facing when it lands (see
page 94). The pilot does not get a check to

see if he can adjust its position as it falls.

Bull Rushing
Bull rushing isn’t advisable in a mech unless
you're prepared to go down. After the bull
rush is resolved, botht he attacker and
defender must make Mech Pilot checks to

retain their balance upon impact. If either

fails, that mech is downed. The DC for each
check is the other mech’s bull rush result.

For example, let’s say a Gargantuan mech
with Str24 (Str bonus +7, size bonus +12)
bull rushes a Huge mech with Str 20 (Str
bonus +5, size bonus +8). The Gargantuan
mech rolls 14, which gives it a result of 33
after bonuses. The Huge mech rolls 8, which
gives it a result of 21. The Gargantuan mech
pushes back the Huge mech. To keep himself
from falling over, the Gargantuan mech must
make a Mech Pilot check against DC 21. The
Huge mech must make a Mech Pilot check
against DC 33.

Obviously, smaller mechs tend to fall
over more easily. But with a lucky roll, the
smaller mech can lose the bull rush and still
watch the attacker fall over. Bull rushing is a
dangerous maneuver in avehicle as clumsy

as a mech.

Docking on a City-mech
City-mechs have docking bays where smaller
mechs can anchor themselves. Getting onto
one of these docking bays is drightening task.
The bays are attached to the city-mech’s feet
or ankles, meaning t hey swing huge vertical
distances as the mech walks. A boarding mech
must time its movement to the city-mech ’s,
then jump onto t he docking bay at justt he
right moment. One misstep can mean bein g
crushed by the city-mecKs foot. Only veteran
pilots make these docking attempts.

The docking bay drops to within 10 feet of
ground level. On even terrain, a mech with
at least a 10-foot clearance can simply step
onto the mech. Uneven terrain makes gaug-
ing the distance more difficult. Note that
a mech’s vertical clearance depends on its
maneuverability and its height, as described
above; generally, any mech of Colossal II size
or larger can clear 10 feet even if it is clumsy,
with the clearance of smaller mechs varying.

A mech without 10 feet of vertical clear-
ance must jump to make the docking bay. This
is even more dangerous; if the jump fails, the
mech cannot even attempt to dock and must
make the Reflex save described below (DC
5) or be crushed by the city-mech.

Once a mech has sufficient vertical clear-

ance to dock (whether through stepping or



jumping), the pilot must make a Mech Pilot
skill check (DC 15, +2 on difficult terrain,
+4 one xtremely difficult terrain). This
measures his timing. If the check is passed,
the mech gracefully steps onto the passing
city-mech.

If the check is failed, the mech steps too
soon or too late, missing the docking bay.
The mech must immediately make a Reflex
save (DC 5). If the save fails, the mech falls
under the city-mech’s f oot, suffering full
trampling damage from the city-mech.

A mecht hat misses a docking attempt
and is not crushed must then run after the
city-mech, position itself again, and try
once more to dock. City-mechs rarely stop
(it takes a lot

of height.) In this case, mechs on the ground
could dock only once every four rounds (and

then only if they could keep up with it).

Deploying a Mech Fleet
City-mechs keep fleets of smaller mechs in
their hangars, ready to defend the mother
ship at all costs. Deploying a smaller mech
from the dock of a city-mech isn’t quite as
dangerous as boarding the mech in the first
place (though that is necessary when the
battle is over), but it’s just as harrowing.

Mechs deployed from a city-mech always
leave from the rear of the docking bay, and
always step off when the foot they’re on is

the trailing foot. This minimizes the chance

A

b

mech’s jump modifier based on maneuver-
ability does not apply to this roll; it’s more
of a fall than a jump.) If the check succeeds,
the mech lands on its feet and can make an
immediate attack action (though it cannot
move until next turn).

If the check fails, the mech fails to land
on its feet. Determine randomly how it lands

using the rules for downed mechs (below).

-
<>

BASIC MECH COMBAT

Once a pilot boards his mech, they

become intertwined. Their statistics
interact, their combat abilities merge, and

the success of

ofe ffort to -/J
start one mov-
ing again), but
they willwa lk
in circles to
allow  smaller
mechs m ultiple
attempts to
dock. They will
also launch

signal flares to

indicate where
theye xpect
to step, giving
smaller mechs

time to get into
position.

Note that
some city-mechs
have strides that
are greater than
their  speeds.
Fore  xample,
Nedderpik  is
size  City-mech
E. Its height is
1,200 f eet, giv-

\

each is largely
dependent on
the other. Basic
mech  combat
involves  coor-
dinating two
separate sets of
stats, plus the
complexities of
multiple  crew
members acting
in unison. These
are complicated
issues, but with
rules

be

simple
they

solved.

can

Piloting a
Mech
The first step is
the mech’s pilot.
A normal ¢ har-
acter can move
or fire a mech,
but not both. To
shoot or fight in

A

ing it a stride of

r

melee, he can-

600 feet, yet its

speed is only 180 ft. Its massive feet swing
laboriously throught he air, touching the
ground only once every four rounds. (Calcu-
late this with stride divided by speed, round-
ing up. Remember that stride is equal to half

that they will be crushed on a misstep.

The deployment process requires jumping
from the docking bay to the ground, usually
a distance of 10 feet. The pilot must make a
Mech Pilot skill check against DC 10. (The

not move the
mech atall (not even a 5-foot step). This isn’t
a question of moving and shooting at a pen-
alty; the character simply cannot do both. He
lacks the coordination and concentration. In

order for the mech to both move and fire in



the same round, a gunner must be control- 3

ling the weapons.

With the Mechwalker feat, a pilot can
operate one weapon in the same round he
moves (provided the cockpit is physically
designed to give him access to the neces-
sary controls). He may move the mech up to
double its normal speed (a mech’s running
speed), but if so he suffers a -2 penalty to
ranged attack rolls (the usual penalty for a
running mech). If the mech is to fire more
than one weapon per round, it needs gunners
for the excess weapons.

With the Mechidextrous feat, a pilot can
operate twow eapons in the same round
he moves (provided the cockpit is set up
to allow this). A -3 penalty applies to both
attack rolls. No pilot can operate more than
two weapons at once, unless they are linked

to fire as one.

Initiative
A mech has a base initiative score deter-
mined by its Dexterity. The pilot’s modifiers
are then added to this:

Mech initiative = mech’s Dexterity modi-
fier + pilot’s Dexterity modifier + relevant
pilot feats (e.g., Improved Initiative).

Only one initiative roll is made for each
mech. All ¢ haracters on boardt he mech
fight on that initiative count. If a boarding
action is ongoing and there is combat inside
the mech, you may roll a “subinitiative” to
determine order of m ovement inside the
mech. Within the greater conflict, however,
all actions in the mech are assumed to take

place at the same time.

Armor Class
A mech’s armor class is determined solel 'y
by its size modi fier, unless the pilot has the
Mech Dancer feat. The mecls Dexterity does
not modify its armor class. In the context o f
mechs, Dexterity has moreto dowiththe
ease of aiming a massive mechanical arm than
the ability to dodge attacks. Evena “dexter-
ous” mech is a big, clunky machine. Thus,
the mech’s Dexterity affects its attack rolls
but not its A C. Since most mechs have lo w
Dexterity to begin with, this also helps dfset

the effects of relying on hardness instead o f

»

giving them an armor bonus to AC.
Mech AC =
(+ pilot’s Dex modifier if he has Mech

Dancer feat ).

10 + mech size modifier

Because mech armor is so thick (and the
mech itself is built of metal), these rules
rely more on hardness than armor class for
combat with mechs. Besides, mechs are

enormous ... they ought to be easy to hit.

Attack Rolls

A mech’s attack bonuses are determined

slightly differently than with other crea-

tures. First, a few general rules:

+ In mech combat,y ou always addt he
gunner’s Dexterity modifier to attack
rolls, whether it’s melee or ranged. The
gunner’s Strength modifiers are never
added (though the mech’s Strength modi-
fiers are).

+ Forweapons with a crew, use the highest
Dexterity among the crew.

+ Inmech combat, you don’t use base attack
bonus. You use mech attack bonus. Some
classes have a separate mech attack bonus
characteristic (mech jockeys, mech dev-
ils, assimilated). All other classes use half
their base attack bonus, rounded down,
for their mech attack bonus.

+ A gunnerm ust be proficient with his
weapon or take the usual -4 penalty.

+ Note the distinction when these rules dis-
cuss pilot (of which there is never more
than one per mech) and gunner (of which
a mech may have several).

Melee: A mech’s melee attack bonus is
determined as follows:

Mech melee attack modifier = mech’s
Strength modifier + mech’s size modifier
+ gunner’s Dexterity modifier + gunner’s
mech attack bonus.

If the gunner is a mech jockey, mech devil,
or assimilated ¢ haracter, he has a separate
mech attack bonusOtherwise, his mech attac
bonus is equal to hal f his base attack bonus,
rounded down (except for characters with the
Mechanized Combat Practice fea). A fighter
who trainsfor decades with every known wea
on is awesome in a swordfight, but he useless
with a set o flevers and a joystick. The kines-

thetic feel, tactical sense, and raw skill tha t

result from normal combat have little applia-
tion to machines the heights ¢ buildings wih
strange anatomies, timedelayed responses to
gunner input, and jerky motions

No base attack bonus is determined by
the mech’s hit dice. The gunner’s Dexterity
modifier is included because mechs are pow-
ered by joysticks, handles, and other sorts of
controls. It’s a lot like playing a video game.
The mech’s Strength affects how well it pen-
etrates enemy armor, but the gunner’s Dex-
terity affects how accurately he maneuvers
those powerful mech arms.

Note that some weapons do not use the
mech’s Strength (such as buzzsaws). This is
noted in the weapon descriptions.

Ranged: A mech’s ranged attack bonus is
determined as follows:

Mech ranged attack modifier = mech’s
Dexterity modifier + gunner’s Dexterity
modifier + gunner’s mech attack bonus.

The mech’s Dexterity is used because it
determines how finely the mech’s weapons
can be positioned and aimed. The gunner’s
ability to work the controls (based on his
Dexterity) may offset the mech’s basic
clumsiness.

Multiple Attacks: Classes with mech
attack bonuses can receive multiple attacks
with mech w eapons, per the usual rules.
Classes without mech bonuses never receive
more than one attack per round with t heir
mech w eapons, regardless of base attack
bonus or number of attacks.

Mech Profiles: Each mech profile on
page 98 includes a base melee attack and
base ranged attack entry. These include all
modifiers due to the mech. The pilot’s modi-
fiers are then added to these to determine

the net modifier.

Attacks of Opportunity
Attacks of opportunity between mechs
are generally resolved normally, with a few
important exceptions.

+ Amech firingaranged mech weapon
into melee does not provoke an attack o f
opportun ity.

* A mech may not take attacks of oppor-

tunity against creatures boarding it or

attacking it. The mech does not have the



agility to strike targets on itself (and even
if it did, it would risk damage to itself),
nor can it react quickly enough.

+ A mech’s unarmed attacks do not provoke

attacks of opportunity.

Grappling
Mechs can not grapple. They are not flex-
ible enough really to restrain one another.
Moreover, grappling would invariably result
in them both prone on the ground, which

nobody wants.

Called Shots

It is possible to target a specific component
of a mech — its steam cannon, left arm, right
knee, cockpit. Rules for targeting a specific
crewmember are described on page 93; in
general, a Spot check is necessary to pick out
a human-sized creature on a large moving
object like a mech.

Targeting larger elements is easier. Any
major component of a mech (equal to twice
the size of a human or larger) can be targeted
with a called shot. Smaller components
require a Spot check (DC 10-15, depending
on size) in order to pick them out of the
whirling morass of potential targets.

Called shots are automatically full-round
actions. By pausing to aim its next shot
carefully, the attacker provokes an attack of
opportunity. Finally, a -4 penalty applies to
the attack roll.

If the attack hits, the GM resolves the
effects. Generally an attack upon a weapon
may cause damage to the weapon, an attack
on an arm may damage the arm, and so on.
Called shots against the boiler have no addi-
tional effect on most mechs, since it is one
of the best-armored parts of the mech.

The most effective targetfor called shots is
the cockpit or gunner's ports. In this case the
attacking mech spedically tries to damage the
mech’s interfor so that it camit crew inside. h
most cases, orly piercing weapons are capble
of reaching deeply enough into the mech to
damage the crew; some slashing weapons may
work depending on the mech design

Ifa called shot against a crew area suc-
ceeds, the crew in that aream ust make

opposed Reflex saves with the attacking

mech. This determines their ability to dodge 3
the mech’s weapon as it tries to fillet them.
Each crew member who passes the opposed
save escapes damage. Those who fail, how-
ever, split the mech’s damage roll with the
mech. Half damage from the attack is divided
equally between all affected crew members,
with the rest going to the mech.

For example, a defending mech has a cod-
pit with three crew and a separate gunner ’s
compartment with two crew. The attacking
mech uses a piercing weapon to sth the cock-
pit. The attack succeeds and the player rolls
28 points of damage. If any of the crew mem-
bers fail their saves, 14 points will be divided
between them.The three crew members each
make a Reflex save, opposed by the mech s
single Reflex save. Two of the crewfail. There-
fore, each of those two takes7 points of dam-
age. The remaining14 points go to the mech,
less its hardness of 10. So the mech takes 4
points of damage from the strike, while two

crew members each take7 points.

Basic Mech Combat Summary
Normal pilots can either move oifire a mech.
With the Mechwalkerfeat, a pilot can move
amech in the same round hefires a weapon.
With the Mechidextrous

canmove amec h int he sameroun d he

feat, a pilot

fires two weapons .

-2 penalty to ranged attacks when running
or charging in a mech.

Mech initiative = mech’s Dexterity modi-
fier + pilot’s Dexterity modifier + relevant
pilot feats (e.g., Improved Initiative).

Mech AC =
(+ pilot’s Dex modifier if he has Mech

Dancer feat ).

10 + mech size modifier

Mech melee attack modifier = mech’s
Strength modifier + mech’s size modifier
+ gunner’s Dexterity modifier + gunner’s
mech attack bonus.

Mech ranged attack modifier = mech’s
Dexterity modiffer + gunner’s Dexterity
modifier + gunner’s mech attack bonus.

Called shots suffer a 4 penalty and provoke
an attack of opportunity; targeted crew areas

receive opposed Ridex saves to escape damage

»

Critical Hits
Most mechs are machines. As their defenses
degrade, their most vulnerable components
become e xposed. This is dangerous and
increases the likelihood that they will suffer
critical hits.

In the traditional rules, constructs(a cate-
gory that includes mechg are immune to crit-
cal hits. This rule was developed in the para-
digm of magical constructs such as golems,
which are animated lumps o iron or clay with
no internal anatomy o which to speak

Most mechs are different. Like a car, they
have avery specific “anatomy” with some
parts that are more important than others.
You can detach the battery from a running
car without slowing it down — but ify ou
damage the alternator, then it’s game over.
Mechs function similarly, though the parts
involved are powered by steam, clockwork
components, or manpower.

Animated and undead mechs are immune
to critical hits. All other mech types are sus-
ceptible. Critical hits to these mechs require
critical rolls (as usual). With steam-powered,
clockwork, an d man-powered mechs, co n-
firmed critical hits that cause at least 1 hp of
damage (after accounting for the mech’s hal-
ness) also cause additional component dam-
age, based on the critical hit table for each
mech power type. These tables are found on
pages 74,76, and 77. This component damage
is in addition to the crits extra hp damage

Note that damage from the critical hit
tables b ypasses a mech’s hardness rating.
This damage takes place internally, far

beyond the mech’s hard armored shell.

Critical Thresholds

All mechs have four categories o f damage:
green, yellow, orange, and red. These critical
thresholds are defined by the hit point totals

atw hicht he mec h becomes more vu Iner-

able. Thresholds are determined by percent-

age amounts depending on the mech’s power

source, as described on pagd3. For example, a
steam-powerel mech has the thresholds green,
yellow 50%, orange 25%, red 10%. That means

that a mech with, say, 100 hit points woul d

enter its yellow threshold when reduced t60

hp, orange at 25 hp, and red a0 hp.



Each threshold has a different range of Y

results for critical hits. Green is the least
dangerous, while red is generally fatal.
Regardless of threshold, ev ery confirmed
critical hit against a mech that causes at least
1 hp damage after accounting for hardness
results in a roll on the mech’s critical hit
table, according to its type.Additionally,
the mech becomes progressively more sus-
ceptible to critical hits as it becomes dam-
aged. Within the yellow threshold, the threat
range of all attacks is increased by +1. At the
orange threshold, the threat range rises by
+2, and it rises by +3 at the red threshold.

Mech Critical Hits Summary
Animated and undead mechs are immune to
critical hits.

All other mech types are susceptible to
critical hits.

There are four critical thresholds: green,
yellow, orange, and red.

Effects of critical hits are more severe at
each critical threshold.

Threat range of attacks is increased by
+1 atyellow threshold, +2 at orange, and
+3 atred.

A confirmed critical hit causing 1 hp or
more damage also causes component dam-
age according to each mech type’s critical
hits table.

CREW

mech without a crew is useless. Mechs

depend on their crewsfor operation, and
a crew depends on its mech  for protection.
Either without the other is vulnerable — fact
that many medh hunters seek to exploit.

Crew Protection
As a general rule, the crew of any recently
built mech is well protected. Portholes lock
securely. The crew windows are protected by
reinforced steel mesh or visorlike slats that
give the crew 9/10 cover. (This protection
also limits the crew’s visibility, so a stealthy
opponent who makes it under the mech

unseen can go undetected ¢ limbing the

mech until he either makes a noise or passes

»

a window.) The best-constructed military
mechs, particularly those of the Stenian
Confederacy, even have periscopes and view-
ports so the crew can lock down completely
if need be. There’s no easy way to target such
crew with longbows or steam guns unless
they leave their cover for some reason.
Older mechs, particularly those that have
been salvaged by the rust riders, aswell as
poorly designed mechs like those fielded by

the orcs, may have much less protection.

Insufficient Crew
Mech crew are considered to be multi func-
tional, so they can crew weapons even w hile
tending the engines.The pilot is the only one
who must have the ability to do something
else while attacking Otherwise, thefull mech
crew canbe counted toward weapon use.

A mech with less crew than its full allot-
ment will have problems operating. A mech
always needs at least one crew member to
pilot. If the pilot is able to fire w eapons,
he may. Steam-powered, clockwork, and
man-powered mechs then need at least half
their total crew allotment simply to keep
the engines running. This includes things
such as stoking the fires on steam-powered
mechs, turning the cranks on man-powered
ones, and ¢ hecking the spring torque on
clockwork mechs. Any less than half of the
total crew and the engines shut down, stop-
ping the whole mech in its tracks.

Once the engine stops, the crew can
still fire w eapons that don’t depend on
the engine, such as catapults or javelins,
provided they have sufficient crew. Melee
weapons usually require the engines to move
the limbs they’re mounted on, and mechani-
cally powered weapons (such as bore punch-
ers or steam cannons) o bviously require
the engine. These weapons cannot be fired
without sufficient crew.

Crew members occupied in hand-to-hand
combat do not count toward the mech’s crew

(see below).
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BOARDING A MECH
mech can be boardedinone o fsev-
eral ways.

+ By entering through open passages. Some
mechs have open tops, glass cockpits, or
other easily bypassed entryways.

+ By ripping a hole through the surface
with a specialized weapon, such as a bore
launcher or rust bomb. This allows direct
entry into any area of the defending mech
that the attacking mech can reach.

+ By dealing enough damage to the mech
that holes appear in the armor. Except
with specialized w eapons designed to
tear holes, most attacks do not leave entry
points large enough for a human. A mighty
steam cannon hit might leave a hole only
one foot across, just wide enough for the
cannonball! A single attack that deals at
least 20 points of damage creates a hole
big enough for Medium creatures to
pass (though it may be 20 feet from the
ground!). Additionally, a mech reduced
to its orange critical threshold has been
damaged enough that the “Swiss cheese
effect” allows boarders to find at least 1d4
holes suitable for entry.

+ By entering through a mech’s portholes.
Anyone who manages to climb onto a
mech can try to enter through a porthole.
A mech that is downed is particularly vul-
nerable to such boarding actions, whether
itw as tripped orv oluntarily sat down.
Portholes are invariably locked. They have
a break DC of 28, the same hardness as
the mech’s armor, and 40 hit points. With
most normal-sized portholes, up to four
Medium creatures can cooperate in try-
ing to pry it open. This uses the rules for
cooperative combined s kill attempts, as
outlined in the PHB: For each additional
participant who passes a Strength check
(DC 10), the “team leader” adds +2 to
his check. Additionally, using a crowbar
adds +2 to the Strength check of anyone
doing so (which adds only +2 to the team
leader’s net roll but makes it easier for the
others to pass their Strength checks).

+ By entering through firing ports. F iring



ports can be closed with iron shutters,
in which case they are treated like port-
holes. But if they are open or being used,
a creature can try to climb through. This
is accomplished with an Escape Artist or
Dexterity check (DC 20, +4 bonus f or
each size increment smaller than Medium
of the attacker, -4 penalty for each size
penalty larger). If an enemy is already fir-
ing through the port, the invader must also
make an opposed Strength check to push
him out of the way.

Getting onto the mech in the first place

is another concern

goes by, where failure indicates a chance for
trampling damage(Ref DC 10 to avoid.

Once a character is on board a mech,
he m ust make Balance checks to stay on
board (see page 96) until he actually breaks
through a porthole or other entry.

Climbing onto or boarding a mech does nto

provoke attacks é opportunityfrom the mech

Targeting the Crew
Exposed crew on a mech or those visible
through cockpits are vulnerable to having

being picked off with ranged attacks or

A

b

Attacking the Crew
after Boarding

There are twow ays to resolve boarding
actions. The first way is to prepare a detailed
map of the mech’s deck plans. Boarders then
move through the mech exactly as if it were
a dungeon or building, engaging crew when
they encounter them.

This method is complicated and time-
consuming, however, and deck plans for
most mech types are not readily available.
Therefore, an easier way is to resolve com-
bat abstractly, without the use of a map

or grid. Boarders

Bore
it

entirely. _J/
launchers make
easy, and it’s also
easy if the mech is
downed. Otherwise,
climbing a mech’s
legs  requires
Climb check. The
base DC to climb
a mech’s leg is 15,
+21i f the mech is
+4i f
the mech’s legs are
oiled. The base DC
to climb with a rope
is 10 with a knotted

rope, or 15 with an

d

in motion,

unknotted rope.
A creature climb-

ing a mech does

not need to make a

\k are  automatically
assumed to enter in
a position to attack
the crew. The crew
is always arranged
witht  he

important members

least

in the most vulner-
able positions, so
unless m ultiple
boarding parties are
attacking several
areas, the boarders
are assumed to have
fight

layers of “unimport-

to through

ant” crew before
reaching the pilot.
(Optionally, the
GM may rule that if

an attempt to board

N

Balance check as if

rf_ a mecht

hrough

it were riding unless

it attempts to attack, pry open a porthole, or
take another action (see page 96). Once it
attacks, it counts as riding rather than board-
ing the mech.

Aranged touch attack with a grapplinghook
allows the ¢ haracter to swing on board an d
bypass the Climb check. Otherwise, getting
to the Climb check requires fast reflexes and
avoiding the mech’s trample. If the mech is
in motion, the c haracter must make be able
toreachthe mech witha standard action or
charge, or ready an action for when it passes
by. Then a Dexterity check(DC 15) or a Jump
check(DC 15) is needed to grab on as the méc
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magic. This is resolved as follows.

Attackers within 100 feet can freely target
anyone they see.

Attackers101 feet away or further may have
difficulty distinguishing between the cre  w
members they see, or even picking them out
against the backdrop bthe moving mechThey
must make Spot checks to pick out particular

crew members on the mech, afollows

CoNDITION DC
Target a specific visible crew member

(pilot, steam cannon gunner, etc.) 15
Target a randomly determined

visible crew member 10

mechanized means,
such as with a bore launcher, yields a critical
hit, then the boarders arrive at the central
control area.) The defender can declare how
his crew is arranged (“engine room staff at
the outer edges, thenw eapon crew, then
the pilot”), but once declared this cannot
be changed.
The following rules apply to combat inside
amech:

* The total number d boarders cannot exceed
the mech’s available PU for crew and stor-
age. (For example, if the mech has 8 PU
devoted to crewan d storage, it canno t

absorb more than 8 Medium boarders)



+ Boarders can occupy the same PU as crew.
If this happens, then all combat on board
the mech is automatically grappling until
more space opens up. On a mech with full
PU, the maximum number of boarders is
the same as the number of crew (assuming
the boarders and crew are the same size),
and all combat is grappling.

+ No defender can be flanked, ever. There
simply isn’t enough room. The insides of
mechs are small, cramped quarters where
you can barely fit one person into most
control areas, m uch less two. The only
exception to this is in specially designed
mechs with luxurious quarters.

+ All combats are one on one; excess attack-
ers or defenders may not participate in the
combat (even with ranged weapons).

+ Ranged w eapons cannot be used to fire
into combats inside a mech. The interior
quarters are twisted and cramped, with no
room for shots fired more than 10 feet.

+ Spells or attacks with area effects hit
randomly determined combatants in the
general area.

* Mechs may be built with secure crew cab-
ins, as indicated on page 81. In such cases,
a boarding party cannot reach the crew
unless it breaks through the door. Magnet
bombs and rust bombs are often used in
these situations.

+ Attackers move verticdly through the mech
(as in, if they are trying to reach the headt
arate of 10 ft. vertically for every 30 ft. of
expended movement. This covers finding
and climbing stairs hatches, and ladders.

¢ Very large mechs (City-mech A or bigger)
are large enough that boarders may nee d
time just to find the crew.These situations
should bereso lved with at leasta ge n-
eral deck plan that is prepared in advance.
(After all, how many city-mechs are in you
game? Probably no more than a couple,

enough to prepare deck plans for.

TRIPPING A MECH

I < nocking a mech over is one of the best
ways to disable it. Many mechs have

weapons designed to trip their enemies;

»

flails, chain tentacles, and changlers are

among the most common. A pilot can also

attempt to trip an enemy mech as a melee
attack, though this is dangerous.

A trip attack with a mech is resolved simi-
larly to a normal trip attack, with the follow-
ing modifications.

+ If the trip attack is made with a weapon,
follow the usual tripping rules. Apply moid
fiers for the mechs’ maneuverability, ther
Strength or Dexterity scores(per the usual
rules), and their sizes. For easy reference,
the ta ble below summarizes trip ¢ heck

bonuses based on a creaturés size.

Size Trip CHECK BONus
Large +4
Huge +8
Gargantuan +12
Colossal +16
Colossal Il +20
Colossal Il +24
Colossal IV +28
Colossal V +32
City-mech A +36
City-mech B +40
City-mech C +44
City-mech D +48
City-mech E +52
City-mech F +56

+ A mech that fails to be tripped can try to
trip its attacker, per the usual rules.

+ Mechs with detachable flail{or other such
tripping weapons can drop them to avoid
the trip. Mechs with built-in weapons can-
not drop them, unless the weapons are spe-
cially designed for suclfe.g., the changley.

+ The pilot may opt to use his modifier in
the Mech Pilot skill in place of the mech’s
Strength or Dexterity, if it is higher.

+ Ifa mech is tripped, it is considered

downed.

Downed Mechs

A mech can be downed by a trip, by infantry
pulling it down, by a critical hit, or by bad
terrain. Any one of these can be enough to
put it under.

A downed mech isn’t a pretty sight. While
ahuman can easily right himself, a mech is
awkward and inflexible. Mechs with low

maneuverability have difficulty getting up;

others are designed sucht hat they need
assistance to be raised.

When a mech is downed, determine itfac-
ing by rolling 1d6. The mech pilot can imme-
diately make a Mech Pilot skill check against
DC 20 to try tofall into afavorable position; f
the check is successul, he may choose to add
2 or subtract 2 from theld6 roll.

RoLL Facing
1-2 Face up
3 Left side
4 Right side
5-6 Face down

The mech’sf acing determines which
weapons it can use and how easy it will be to
get up, as described below.

Getting up is determinedb y a Mech
Pilot check against DC 20, modified by the
trip modifier for its maneuverability class.
Asyou can see, the check is quite difficult
— an inexperienced pilot is often finished
once his mech s down. The check can be
attempted repeatedly until it is made. Once
the check is successful, the process of get-
ting up takes 1d6 full-round actions.

A downed mech is considered prone,
though the rule is slightly different than
usual. Enemies have a +4 bonus to attack it
in melee, but they have no penalty for tar-
geting it with ranged weapons — mechs are
large enough that they are still viable targets
when on their sides. Note that a downed
mech in the wrong position may not be able
to counterattack in melee.

Face down: The mech can use only weap-
ons on its rear, or shoulder- and head-mount-
ed weapons that can swivel 360 degrees. No
penalty to getting up.

Face up: The mech can use all forward-
mounted weapons but cannot fight in melee
if its attackers are outside of its reach. For
example, a 15-ft.-tall mech with a 5-ft. reach
can’'teven reach its o wn head or toes, so
enemies attacking from those sides are
out of its reach. (Always assume the reach
is measured from the center of the mech.)
Getting up is extremely difficult — the DC
is raised by +4.

Left side: Able to use all weapons on its
right side and none on its left. Determine

randomly whichw ay the mech faces; all



forward-mounted weapons are aimed in that
direction. The DC to get up is raised by +2.
The mech pilot can choose to put the mech
face down or face up instead of trying to get
up from a side position; no check is required
to change its position in this way.

Right side: As above, but on the right side.

Pulling Down a Mech

One of the most shocking defeats the Stenian

Confederacy ever faced was when a horde of

orc rabble unexpectedly pulled down an

early-model Juggernaut mech, pried open its
portholes, and s laughtered t he unprepared
crew inside. [t was after this that [uggernauts
were equipped with flame nozzles.

Infantry can pull down mechs using these
rules.

+ Pulling down a mech requires a trip check.

+ Attackers who can stan d a djacent to t he
mech (diagonals included) may try to pull
it down with their bare hands(generally by
rocking it back and fort. This is a standard
action; if the mech moves, the attackers
will probably have to  follow it to make
their attempt. Attackers in such a position
are generally vulnerable to tramp ling. For
example, a [uggernaut has a face of 10 ft.
by 10 ft., allowing 12 Medium (5-ft. face)
attackers to reach it —all o f whom could
be trampled on the Juggernauts action.

+ Attackers unable to stan d a djacent to the
mech may use ropes or hains with grappling
hooks. They must all be pulling in the same
direction or their dforts cancel each otha
out, but their labor can still be combined
with the rocking o f creatures adjacent to
the mech. Latching on a grapp ling hook
requires a ranged touch attack. Thereafter
the creature may pull, joining in the com-
bined skill attempt.The mech may jerk the
rope or chain out of the puller ’s hands by
succeeding in an opposed Strength check
and simply walking away(For this check, use
a modifier for each participan’ size as well
as the Strength modifier: +1 for Large, +2
for Huge, +4 for Gargantuan, ety.

+ The attackers make their trip check as
a cooperative combineds kill attempt,
as outlined in the PHB. The strongest

attacker is the “team leader.” The other

»

attackers make Strength checks against 3y

DC 10. For each that succeeds, the team

leader receives a +2 to his roll.

+ The mech makes its check using its Strength

bonus, plus the usual + 4 size bonus fo r
each size larger than Medium that it is (as
listed above under the tripping section ).
Additionally, the mech applies anybonuses
to trip ¢ hecks due to its maneuvera bility
and construction (e.g., +4 for steady feet,
as described on page 8).

+ If the horde succeeds in its combined trip
check against the mech, the mech is top-

pled. It s nowdowned, as described above.

-
<>

SPECIAL ATTACKS

P 1 echs have unusual structure and weap-
onry that occasionaly demand unusual

actions. The following special attacks are
available to mechs, as we Il as to unmounted

creatures with the appropriate weaponry

Unarmed Attacks
A mech’s “unarmed” attacks are massive
fists of metal or stone backed by hydraulic
systems capable of producing superhuman
strength. They are quite dangerous.

The basic unarmed damage ofa mech
depends on its size. This is detailed on page
72 and repeated below f or reference. Add
the mech’s Strength modifter to the damage.
This is lethal damage.

A mech does not provoke an attack o f

opportunity when making an unarmed attack.

Size UNARMED DMG.
Large Id6
Huge 1d8
Gargantuan 1dI0
Colossal 1dI2
Colossal Il 3d6
Colossal Il 2d12
Colossal IV 5d6
Colossal V 3dI2
City-mech A 7d6
City-mech B 4d12
City-mech C 9d6
City-mech D 5dI2
City-mech E 11d6
City-mech F 6dI2

)

Trample
Instead of moving, any mech may make a trm-
ple attack against any creature or me& within
its reach.The trample causes damage as below

Characters within the trampled area may
make attacks of opportunity, or forego them
in order to dodge the trample. They may
attempt to dodge with either a Reflex save
or Mech Pilot check, whichever is better.
The DC for this save is 15. (Smaller mechs are
faster, but larger mechs have bigger feet that
require more movement to dodge, so the
same number is used for both.) Pilots with
the Mechdancer feat may add their Dexter-
ity bonus to the DC necessary for victims to
avoid the trample.

A trample victim that success fully dodges
the trample may imme diately grab onto the
mech’s leg as a free action. It still must make
a Climb check to get up the leg(see page 93).

The “LargestT arget” entry indicates
the largest size creature that the mech can
trample. Note that, based on these sizes,
city-mechs can trample smaller mechs. This
can be dangerous, however. Trampling a
large target can backfire on avehicle with
unstable feet, a category into which many
mechs fall. A mech trampling a creature larg-
er than its “Safe Target” size must itself make
a Reflex save (DC 10). If the save is failed,
the trampling mech is tripped by the trample
attack. Regardless of whether the save fails

or succeeds, the target is still trampled.

MecH Si1ze LARGEST TARGET SAFE TARGET ~ DAMAGE
Large Tiny Tiny Id6
Huge Small Small 2d6
Gargantuan Medium Small 3d6
Colossal Large Medium 4d6
Colossal Il Huge Medium 5d6
Colossal Il Gargantuan Large 6d6
Colossal IV Colossal Huge 7d6
Colossal V Colossal Il Cargantuan  8d6
City-mech A Colossal Ill Colossal 9d6
City-mech B Colossal IV Colossal Il 10d6
City-mech C Colossal V Colossal Ill 11d6
City-mech D City-mech A Colossal IV 12d6
City-mech E City-mech B Colossal V. 13d6
City-mech F City-mech C City-mech A 14d6



Dispelling Animated Mechs
Animated mechs are powere d by magic.
Unless the creator spends the extra time and
money to make them immune to magic, they
are vulnerable to dispel magic e ffects. Mechs
with long-ranged weapons (such as the Ro d-
walker and its fireball wands) are out of danger
from the medium-rangeddispel magic to begin
with, but those built for close combat would
be better o ff with magic immunity. Encoun-
ters with wizards power ful enough to dispel
amech’s power source are rare, but a single
such encounter can befatal.

Unless the caster states otherwise, a
dispel magic cast at a mech automatically is
a targeted dispel centered on the mystical
energy that animates the mech anda lso
affects all mech-mounted magical weapons.
This disrupts the mech’s ability to walk, turn,
move in any way (including open and close
crew compartments), aim weapons, and acti-
vate weapons and items built into the mech
— plus it may also dispel the powers of the
weapons themselves, all in one fell swoop.

To find the dispel DC for an animated
mech, use the following standard caster
levels. Some mechs may have higher caster
levels, depending on the creators, but none
will have lower. Generally the DC applies
both to the mech’s power source and to all
of the mech’s components — fireball wands,
dancing weapons, etc. — unless they were cre-
ated by different wizards.

+ Animated mechs smaller than a city-mech:

caster level 15 (dispel DC 26)

+ Animated mechs city-mech or larger:

caster level 17 (dispel DC 28)

+ Undead mechs of any size: caster level 13

(dispel DC 24)

Make one dispel checkf or the mech’s
central system, then make additional checks
for other magic items on board (such as one
check for each of the four fireball wands on a
rodwalker). A mech whose central system is
successfully affected by a dispel spell in this
way suffers the following consequences:

+ The mech grinds to a halt. It cannot move,
Locked

compartments, doors, portholes, cockpits,

turn, or aim weapons in any way.

and other passages cannotbe unlocked.

+ No weapons may be activated from within

A

the mech. Weapons whose fects were nat Y

dispelled may still be activated manually

per their usual terms —e.g., a fireball wand
could befired if someone were outside the
mech grasping the wand and uttering the

command word(though remember that the
wand can’t be aimed because the arm it ’s

attached to is frozer), or a dancing weapon
could be deployed if someone could reach
it and command it to attack.

+ Anyspells that were cast on the mech, such
as protection spdls, are also dispelled.

+ The mech is considered a standing, immo-
bile target. Its effective Dex is 0 (-5 to AC
and Reflex saves).

+ The mech is considered a helpless
defender. Melee attacks against it gain
a +4 bonus. It is vulnerable to coup de
grace actions, but, of course, this confers
no benefit because animated mechs are
immune to critical hits.

As with all dispel magic spells, the effect
lasts for 1d4 rounds, after which the mech

recovers.

-
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RIDING A MECH

The rust riders are famous for having only
a few rickety, poorly repaired mechs for
entire tribes — but managing to fit everyone
in the tribe onto the mech. Usually, the tribe
members hang off the mech, grasping hand-
holds or leather straps, striking at enemies as
the mech passes by.

Riding a mech is like riding an animal, but
much, much harder. The mech’s movement is
jerky and erratic, it takes massive steps, and
the force behind its every move is tremen-
dous. On top of all that, removing one hand
to make an attack makes it all the more diffi-
cult. It’s akin to hanging onto the outside of
aroller-coaster with only one hand.

Characters attempting to hold onto a
mechm ust make a Balance check each
round. The DC is 10 + the mech’s speed in
mph (see page 71) +4 if the mech is oiled
to prevent boarders. If the attack requires
lifting both hands off the mech, the DC is

increased by 4.

If the check is successful, the character
can hang on and release one hand to make
an attack (see the Mech Rider feat for details
on making such an attack). If the check is
failed, the character falls off the mech. He
must make an immediate Reflex save (DC
10) or fall under the mech’s feet and suffer
trampling damage. Either way, he’s left in the
dust as the mech keeps on walking.

Keep in mind the size of the mech that the
characters are riding. It’s all well and good to
hang 16 people off of a Colossal Il mech, but
only a few will be at ground level. The rest
will be hanging off its torso or arms, well out
of reach to strike passing creatures.

A mech can support riders according to its
size, as follows. This table indicates the total
number of riders and the number that are a t
ground level(able to strike normal unmounid
opponenty). Note that riders automaticall y
block as manyfiring ports as they are in numbe
(e.g., if amech hasfive firing ports, theirst five
riders will automatically block thejn

Size ToTAL RIDERS GROUND-LEVEL RIDERS
Large I |
Huge 2 2
Gargantuan 4 2
Colossal 8 4
Colossal Il 16 6
Colossal Ill 32 10
Colossal IV 64 15
Colossal V 128 20
City-mech A 256 30
City-mech B 512 45
City-mech C 1,028 70
City-mech D 2,056 110
City-mech E 4,112 160
City-mech F 8,224 240

Note that riding a mech can be done
offensively. Even if boarders cannot pry open
a mech’s portholes, they can use their bod-
ies to cover viewports, or can toss grenades
through firing ports. A crew member with his
viewport blocked is effectively blinded for
the purposes of mech movement and attacks.
Blinding the pilot of a one-man mech in this
way is a heroic thing to encourage your char-
acters to do (provided they understand all

the risks, of course).
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RANGING SHOTS

E nyone with a ranged weapon may fire
aranging s hotto gauge his accuracy.

A ranging shot is determined with a normal
attack roll. I'f the attack roll is success ful, it
causes no damage. Instead, it grants a +2 cir-
cumstance bonus to subsequent attacks.This
is called the rangingbonus.

Ifthe initial ranging shot misses, it still grants
a +1 ranging bonus to subsequent attacks. A
second ranging shot can t hen be attempted.
Regardless of hit or miss, the second ranging
shot raises the ranging bonus to2:

A ranging bonus can never be greater than
+2. It is lost if the attacker moves in any way,
or if he is attacked in melee. Furthermore,
the attacker is considered flat-footed as long
as he retains his ranging bonus. Attempting

to duck or dodge disrupts his aim and elimi-

nates the ranging bonus.

»

INDIRECT ATTACKS

n attacker with the right kind of ranged
Aweapon can lob a projectile at an oppo -
nenthe cannot seehoping tohit him indirect-
ly. This sort of attack is aided immeasurably b
a spotter (someone who relays coordinates to
the attacker, telling him where to fire ), but
a spotter isn 't always necessary. When you
launch a catapult over the castle walls hoping
to hit something, oryou loba steam can-
non shot into a narrow defile in the distance
because you saw an enemy meh charge there,
you are making an indirect attadk.

Ranged w eapons that can make indirect
attacks include grenades, bows, crossbows,
and slings, as well as those indicated in Table
3-3: Siege Weapons.

An indirect attack can be aimed only at
an opponent whom the attacker has knowl-

edge of, either through prior sighting or via

a spotter. The attack roll suffers a -4 penalty
if you have a spotter with direct line o f sight
tothetargetw hoisa ble tore lay precise
coordinates, or— 8 if you have no spotter.
If you have no spotter, the attack isaut  o-
matically aimed at the last point w here you
saw the enemy.

If an indirect attack misses, it will still
land somew here. With explosive attac ks and
others that have areae  ffects, determine
the location o f the hit in case someone is
Use the rulesinthe PHB

for grenadelike weapons, e  xcept that the

within the area.

distance o f deviation for indirect attacks is
2d6 feet per range increment. For arrows,
bolts, an d other suc h projectiles, t here is
no need to determine the locationo  f the
hit; a miss is a miss.

Keep in mind that most indirect attacs are
fired in an arc-shaped trajectory. You canfire
a bow indirectly at a targe200 ft. distant whe

you're in a cavern with 10 ft. ceilings
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REPAIRING
DAMAGED MECHS

amaged mechs can be repaire d using
Dthe Craft (mechcraft) skill, as described
onpage 40. Repairs are made according to
hit points lost or, in the case o f critical hits
and special e ffects, the category o f repair.
Unless noted otherwise, critical hits resultig
from the green or yellow threshold are mina
repairs, those resulting  from the orange
threshold are major repairs, and those result-

ing from the red threshold are critical repairs

O ———

MeCh GALLERY
AND TECHNICAL
READOUTS

echsaren ow quite common on
M Highpoint, and a number o f standard
models have emerge d. Atthe same time,
plenty of unique mechs are cra fted by inge-
nious (or crazy ) gearwrights. This section
describes some o f the most common and
most interesting mec hs.

This section could be organized in a num-
ber of ways: by name, by mech size, or even
by the race or nation that deploys the mech.
We've opted for the simplest solution: alpha-
betical by name. Table 2-20 offers additional

summaries for easy reference.

Explanation of Terms

Mech stats are presented using this format:

Size: The mech’s size.

Power Source: The mech’s power source.

Payload Units: The mech’s PU.

Height: The mech’s height.

Space/Reach: The mech’s face and reach.
Note that a mech’s stride is equal to its
reach (half its height).

Crew: This entry indicates the crew necessyr
to keep the mech functional(In parentke-
ses is the number 6 crew members requird

to fire every weapon on board in one round

»

TABLE 2-20: MECHS

MecH NAME FACTION Size PowERr Price (GpP)
Barbagula Irontooth Huge Steam 3,000
Bastion Dwarves (obsolete) Colossal Steam 5,624
Daughter, The Irontooth Colossal Clockwork 19,310
Dignitary Human traders Colossal Il Steam 13,911
Fangbiter Irontooth Gargantuan Steam 4,250
Incinerator Dwarves (Stenian) Colossal Il Steam 11,765
Iron Maiden Irontooth Colossal Ill Steam 16,639
|anzeter’s Amazing Mobile

Cannon, Mk. | Dwarves (Stenian) Colossal Ill Steam 40,937
Juggernaut Dwarves (Stenian) Gargantuan Steam 7,788
Lancer (dwarven) Dwarves (Stenian) Gargantuan Steam 10,699
Lancer (elven) Elves Gargantuan Animated 32,390
Mother, The Irontooth Colossal IV Clockwork 61,198
Rodwalker Elves Huge Animated 112,616
Scale Hunter Dwarves (Stenian) Colossal Il Steam 19,702
Scorpion Dwarves (Stenian) Colossal Il Steam 15,932
Skull Crusher Orcs Colossal IV Manpower 18,301
Slaughtergore Unknown (unique) Gargantuan Undead 20 gp + 16 corpses
Smiggenbopper’s

Perambulatory Orc Gnomes Gargantuan Clockwork 8,702
Talon Dwarves (traders) Colossal Steam 12,400
Totem Mech tribes Gargantuan Manpower 1,988
Verdant Fury Elves (unique) Huge Animated 232,616
Viper All Gargantuan Clockwork 10,756

If the mech has less crew than this number,
it cannotfire every weapon, unless it uses
special rules indicated in the pifdle. Most
mechs have more weapons han they can
fire in one round, for versatility.

Firing Ports: How many members 6the crew
can fire personal weapondrom the mech

Hit Dice: The mech’s hit dice. This is
rarely used.

Hit Points: The mech’s maximum hit
points. Most mechs will have some unre-
paired battle damage, actually clocking in
at less than their hit point entries.

Critical Thresholds: The hit point totals at
which the mech drops from one critical
threshold to another (e.g., Green, Yel-
low 264, Orange 132, Red 53 means the
mech goes to yellow threshold at 264 hit
points, orange at 132, and red at 53). This
affects the severity of critical hits.

Base Initiative: The mech’s base initiative
modifier, which is further modified by

the pilot’s bonuses or penalties.

Speed: The mech’s base speed. Its maxi-
mum speed is twice this number. See page
71 for miles-per-hour equivalents.

Maneuverability: The mech’s maneuver-
ability class. See page 73 for details on
the various maneuverability classes.

AC: The mech’s armor class. If the pilot has
the Mech Dancer feat, his Dexterity fur-
ther modifies the mech’s AC.

Hardness: A number indicating the mech’s
hardness and where it is derived from.
This number is subtracted from damage
inflicted on the mech.

Base melee attack: The mech’s base melee
attack bonus, before the gunner or pilot’s
modifiers are factored in.

Base ranged attack: The mech’s base
ranged attack bonus, before the gunner
or pilot’s modifiers are factored in.

Unarmed damage: How much damage the
mech does with an unarmed blow.

Trample: Details on how much damage the

»

mech does with a trample, and what size



creatures it can trample. See page 95.

Saves: The mech’s saves.

Abilities: The mech’s abilities (really only
Str and Dex).

Mechcraft DC: The difficulty class of
the Craft (mechcraft) check needed to
design the mech.

Base Planning Time: How long it takes
to come up with blueprints for building
the mech.

Base Cost: The mech’s base cost (which is
the, well, base for any modifications).

Total Cost: The total cost to build the

mech, including weapons.

Y Labor Requirements: Total man-hours

needed to build the mech.
Construction Time: An estimated con-
struction time based on a reasonable
number of laborers. Shorter or longer
construction times are possible with

more or fewer laborers.

-
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BARBAGULA
Size: Huge
Power Source: Steam
Payload Units: 7 (extra weapon mounts)
Height: 15 ft.

Space/Reach: 5 ft. by 5 ft./5 ft.

Crew: 1 (weapons: 2)

Firing Ports: 7

Hit Dice: 12

Hit Points: 66

Critical Thresholds: Green, Yellow 33,
Orange 17, Red 7

Base Initiative: O

Speed: 50 ft. (fast legs)

Maneuverability: Good

AC: 8

Hardness: 8 (stone)

Base melee attack: +4

Base ranged attack: 0

Unarmed damage: 1d8+6

Trample: largest Small; safe Small; damag@d6

Saves: Fort +2, Ref -2, Will —

Abilities: Str 22, Dex 10, Con —,
Int —, Wis —, Cha —

Mechcraft DC: 33

Base Planning Time: 66 days

Base Cost: 656 gp

Total Cost: 3,000 gp

Labor Time: 960 man-hours

Construction Time: 12 days
(10 avg. laborers plus 1 overseer)

Options: Extra weapon mounts (2),

fast legs
PavLoap UsaGe
PU Use
| Crew
6 Onboard weaponry
7 Total

The barbagula isa nasty little mech
favored by Irontooth clans (and rust riders,
when they can get them). A barbagula has
long legs and a light build. Its right arm is
equipped with a changler and its left arm has
an oversized lance.

Barbagulas are used to ambush isolated

mechs and to fight in packs against
more difficult targets. They are

built for speed. A skilled

mech jockey can

execute e xtremely

effective hit-and-run

attacks with a barbagula. The lance is used in
the initial charge, followed up by a trip attack
from the changler. Once the target is down,
it is efther boarded or lance-charged repeat-

edly by other barbagulas.



No consistent design is seen -JJ
among barbagulas. The basic
conceptw as perfectedb y the
Irontooth clans, who built several
variations.

Copycat models have since
been seen among other  forces,

often with iron or steel armor .

-
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BASTION
Size: Colossal
Power Source: Steam
Payload Units: 16
Height: 35 ft.
Space/Reach: 15 ft. by 15 ft./15 ft.
Crew: 4 (weapons: 3)
Firing Ports: 13
Hit Dice: 48
Hit Points: 264
Critical Thresholds: Green, Yel-
low 132, Orange 66, Red 26
Base Initiative: -1
Speed: 60 ft.
Maneuverability: Average
AC:2
Hardness: 9 (stone, Colossal) \\

Base melee attack: +2
Base ranged attack: -1
Unarmed damage: 1d12 +10
Trample: largest Large; safe Medium;
damage 4d6
Saves: Fort 0, Ref 4, Will —
Abilities: Str 30, Dex 8, Con—,
Int —, Wis —, Cha —
Mechcraft DC: 39
Base Planning Time: 78 days
Base Cost: 2,622 gp
Total Cost: 5,624 gp
Labor Requirements: 3840 man-hours
Construction Time: 48 days
(10 avg. laborers plus 1 overseer)

PAYLOAD UsAGE

PU Use

4 Crew

12 Onboard weaponry
16 Total

The bastion was one o f the first dwarven
models ever tobe construded ... and it shows.

It is essentially a walking castle. The torso s

disproportionatdy tall an d narrow — much 4\

like the castle towers it was mod-
eled on —with squat, heavy legs
and short, stubby arms. It has no
head per se. The internal frame is
iron but the armor is stone, iden-
tical to that used in most castles.
In fact, if the bastion were to rest
itself alongside a castle wall,from
a distance it would look like part

of the castle.

-
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DAUGHTER, THE
Size: Colossal
Power Source: Clockwork
Payload Units: 18 (extra
weapon mounts)
Height: 35 ft.
Space/Reach: 15 ft. by 15 ft./15
ft.
Crew: 2 (weapons: 1)
Firing Ports: 14
Hit Dice: 48
Hit Points: 264
Critical Thresholds: Green,
Yellow 132, Orange 66, Red 26

rf‘ Base Initiative: 3

Speed: 60 ft.

Maneuverability: Good
AC:2

Hardness: 13 (steel, Colossal)
Base melee attack: +2
Base ranged attack: +3
Unarmed damage: 1d12+10
Trample: largest Large; safe
Medium;
damage 4d6
Saves: Fort 4, Ref 0, Will —
Abilities: Str 30, Dex 16, Con
—, Int—, Wis—, Cha —
Mechcraft DC: 52
Base Planning Time: 104 days
Base Cost: 6,925 gp
Total Cost: 19,310 gp
(does not include weapons)
Labor Requirements: 7,680
man-hours
Construction Time: 96 days
(10 avg. laborers plus 1 overseey
Special: Extra weapon

mounts (2)



PAYLOAD UsAGE

PU Use

2 Crew

16 Onboard weaponry
18 Total

The daughter is usually deployed in pairs
by the mother (see page 109). The daughters
harry and harass enemy mechs while the
mother pulls them in. Generally the daugh-
ters are there only to defend the mother,
but they will engage offensively if necessary.
They look like walking buzzsaws — the buzz-
saw takes up more than two thirds of their

height, placed vertically in their torso.
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DIGNITARY
Size: Colossal I1
Power Source: Steam
Payload Units: 41
Height: 50 ft.
Space/Reach: 25 ft. by 25 ft./25 ft.
Crew: 8 (weapons: 3)
Firing Ports: 27
Hit Dice: 96
Hit Points: 528
Critical Thresholds: Green, Yellow 264,
Orange 132, Red 53
Base Initiative: -2
Speed: 70 ft. (fast legs)
Maneuverability: Average
AC:2
Hardness: 14 (steel, Colossal II)
Base melee attack: +4
Base ranged attack: -2
Unarmed damage: 3d6+12
Trample: largest Huge; safe Medium;
damage 5d8
Saves: Fort 0, Ref -4, Will —
Abilities: Str 34, Dex 6, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 42
Base Planning Time: 84 days
Base Cost: 5,725 gp
Total Cost: 13,911 gp
Labor Requirements: 7,680 man-hours
Construction Time: 96 days
(10 avg. laborers plus 1 overseer)
Special: Fast legs (+20 ft.)

LocaTioN Arc oF FIRE

BARBAGULA ONBOARD WEAPONS

Leftarm Melee
Right arm Melee
Total

BAsTION ONBOARD WEAPONS

Right arm Melee
Leftarm 180° forward
Total

THE DAUGHTER ONBOARD WEAPONS
Torso Melee

Total

DIGNITARY ONBOARD WEAPONS

Leftarm 180° forward
Right leg 360°
Total

FANGBITER ONBOARD WEAPONS

Leftarm Melee
Right arm Melee
Total

INCINERATOR ONBOARD WEAPONS

Right foot 180° left
Right foot 180° right
Torso 90° forward
Left foot 180° left
Left foot 180° right
Total

IRON MAIDEN ONBOARD WEAPONS

Right arm Melee
Right arm Melee
Leftarm Melee
Total

TABLE 2-2]: ONBOARD WEAPONS

WEAPON (DAMAGE, RANGE IN FT., OTHER)

Large lance (2d6+6/x3)
Huge changler (Id10+6, +4 to trip checks)

Huge axe blade (2x8+10/x3)
Gargantuan ballista (3d10/x3, 200)

Colossal buzzsaw (3d12/19-20/x3)

Gargantuan steam cannon (3d10/x3, 950)
Gargantuan flame nozzle (2d8, 50)

Huge sword blade (2d8+38/19-20)
Huge barbed sword blade (2d8+8/19-20/x3)

Huge flame nozzle (2d8, 30, fire)
Huge flame nozzle (2d8, 30, fire)
Huge steam cannon (2d10/x3, 1,000 ft.)
Huge flame nozzle (2d8, 30, fire)
Huge flame nozzle (2d8, 30, fire)

Huge bore puncher (Id10, 5 ft. reach, ignores hardness)
Huge hooked axe blade (2d8/x3)
Gargantuan bore puncher (2d8, 10 ft. reach)

JANZETER’S AMAZING MoBILE CANNON, MARK | ONBOARD WEAPONS

90° forward

Center torso

Total

JuGGERNAUT ONBOARD WEAPONS

Right arm Melee

Right arm 180° forward
Leftarm 180° forward
Shoulders 360°

Total

Colossal Ill steam cannon w/explosive shells (8d12-+1d10, 800)

Huge axe blade (2d8+8/x3)/sword blade (2d8+8/19-20)
Medium flame nozzle (2d8, 10, fire)

2x linked Medium flame nozzles (2d8, 10, fire)

Huge steam cannon (2d10/x2, 1,000)

PU

R S N

64

CREW




PAYLOAD UsAGE

PU Use

8 Crew

9 Secure passenger quarters
8 Room for up to8

Medium passenges
16 Onboard weaponry
41 Total
The dignitary was developed by human
traders based out o f Edge. It is designed
to impress wea Ithy trave lers wit h the solid
protectionita ffords. The passengers are

secured inw hatis

-
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FANGBITER
Size: Gargantuan
Power Source: Steam
Payload Units: 13 (extra weapon mounts)
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 3 (weapons: 2)
Firing Ports: 13
Hit Dice: 24
Hit Points: 132
CriticalThresholds Green, Yellow 66,
Orange 33, Redl3

essentiallya large 7
iron vault. The
mech’s  fastlegs
ensure itcanou t-
run most enem ies,
and its two simp le
weapons g ive it
basic protection
against mosten  e-
mies, w hether t hey
attack in numbers
or singly.

D ignitaries
do not inc lude
sleeping quarters;
they are designed
for short hauls.
Trips are priced
according to time
require d, gene  r-
allyont heor der
of 20~ 40 gp per
hour. When city
mechs come near
Edge or ot her tra d-
ing towns, sma 11
swarms o f dignitar-
ieswi 1l approach

them, acting as

well de fended taxis

\k Base Initiative: -1
Speed: 40 ft.
Maneuverability:
Average

AC: 6

Hardness: 8 (stone)
Base melee
attack: +4

Base ranged
attack: -1
Unarmed damage:
1d10 +8

Trample: largest
Medium; safe Small;
damage 3d6

Saves: Fort +2,

Ref -2, Will —
Abilities: Str 26,
Dex 8, Con—, Int
—, Wis —, Cha—
Mechcraft DC: 36
Base Planning
Time: 72 days

Base Cost: 1,311 gp
Total Cost:4,250 gp
LaborRequirements
1,920 man-howsr
Construction
Time: 24 days

(10 avg. laborers
rf- plus 1 overseer)

for those who  fear \\

assault.
A numbero f larger dignitary models
incorporate sl eeping quarters for longe r

excursions.

Special: Extra weapon mounts (3)

PAYLOAD UsAGE

PU Use

3 Crew

2 Passengers

8 Onboard weaponry
13 Total



The fangbiter is a —JJ
popular mech type
among the rust rid-
ers. Whenever they
capture a mech they
frequently strip
off its old weapons
and re-equip it as a
fangbiter.

The fangbiter
fights in two stages.
First, it closes  for
melee. Depending
on the nature of the
enemy mec h,t his
may involve attacks
from the barbe  d
blade in or derto

holdt heenem vy

mech in position, or

\k Critical Thresh-
olds: Green, Yel-
low 264, Orange
132, Red 53

Base

Initiative: -2
Speed: 50 ft.
Maneuverabil-
ity: Average
AC:2

Hardness: 12
(iron, Colossal II)
Base melee
attack: +4

Base ranged
attack: -2
Unarmed
damage: 3d6 +12
Trample:

largest Huge;

/F safe Medium;

may be a straightfor- \\

ward battle from the
normal sword blade on the fangbit&rleft arm
The second stage involves the passengers. A

do most rust riders, they have the Mech Rider
feat. They emerge from the mech’s portholes
and begin attacking.  (The portholesloc k
behind them automatically and they all have.
keys.) If there are infantry attackers, up to two
rust riders canfight them at ground level. Oth-
erwise, they attack the enemy mech: attempt-
ing to board it, hitting it with grenades if they
are available, o r simply climbing on it and
blocking visibilty. Depending on the mech’s
preparationsfor combat, as many as four rust
riders may be ateady riding on the mech (four
being the max that can fit on a Gargantuan

mech; see page96).

orcd
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INCINERATOR

Size: Colossal II
Power Source: Steam
Payload Units: 32
Height: 50 ft.
Space/Reach: 25 ft.

by 25 ft./25 ft.
Crew: 8 (weapons: 6)
Firing Ports: 21
Hit Dice: 96

Hit Points: 528 %

damage 5d8
Saves: Fort 0, Ref -4, Will —
Abilities: Str 34, Dex 6, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 42
Base Planning Time: 84 days
Base Cost: 5,565 gp
Total Cost: 11,765 gp
Labor Requirements: 7,680 man-hours
Construction Time: 96 days
(10 avg. laborers plus 1 overseer)
PAYLOAD UsAGE
PU Use
8 Crew
4 Arm gunners
20 Onboard weaponry
32 Total
The incinerator
is a dwarven anti-
infantry mech. It is
designed to comple-
ment other mechs,
not to be deployed on its
own, as it lacks the weaponry
to take on other mechs. It acts as a
fwing man” for mechs that are vulnerable
to infantry.
The incinerator is nameda fter the four
flame nozzles mounted on its feet. They are

only five feet from ground level, just the right



height for attacking infantry. The incineratér 3
arms are disproportionatdy large, particdarly
its hands, which are in the shape o f gigantic
fists. Protruding from each hand are two fir-
ing ports.Two dwarven gunners sit in eacHist,
equipped with whatever their mission calfer:
crossbows, steam guns, oflasks of burning oil.
Their high elevation gives them a good vantage
pointfor firing at nearby irfantry, especially as
the mech pilot maneuvers the arms into t he

best possble position

The mech’s fifth firing port is in its torso,
next to the steam cannon mounted there.
The steam cannon is almost always
used for firing at tough-look-
ing or distant infantry
targets rather than
other mechs, but
it is available for
antimech use if
the need arises.

There is
one more
distinguis k-
ing feature of
the  incinera-
tor. Its legs are
almost perfectly
smooth. The
muzzles oft he
flame nozzles
extend less
than 3” from the
mech’s legs, and
the seams between
the armored plates
are perfectly snug.

This makes the legs
extremely  difficult
to climb, as described

below.

Special
The entire surface of the mech is made
as smooth and rounded as possible, to mini-
mize the ability of infantry to climb it. Climb
checks against an incinerator have a -2 cir-
cumstance penalty. Moreover, ranged touch
attacks to latcha grappling hook or other

climbing device on also suffer a -2 penalty.

»
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IRON MAIDEN
Size: Colossal 111
Power Source: Steam
Payload Units: 64
Height: 75 ft.
Space/Reach: 35 ft. by 35 ft./35 ft.
Crew: 16 (weapons: 3)
Firing Ports: 35
Hit Dice: 144
Hit Points: 792
Critical Thresholds: Green, Yellow 396,
Orange 198, Red 79
Base Initiative: -2
Speed: 80 ft. (fast legs)
Maneuverability: Poor
AC:2
Hardness: 14 (iron,
Colossal I1I)
Base melee
attack: +6
Base ranged
attack: -2
Unarmed damage:
2d12 +1d6 +H4
(combat spikes)

Trample: largest
Gargantuan; safe
Large; damage 6d6
Saves: Fort 0, Ref -4,
Will —
Abilities: Str 38, Dex
6, Con—, Int —, Wis —,
Cha —
Mechcraft DC: 45
Base Planning Time: 90 days
Base Cost: 11,130 gp
Total Cost: 16,639 gp
Labor Requirements: 15,360
man-hours
Construction Time: 96 days
(20 avg. laborers plus 2 overseers)

Special: Fast legs, combat spikes

PayLoAD UsaGe

PU Use

16 Crew

32 Boarding party

16 Onboard weaponry
64 Total




The iron maiden is one of the most feared
mechs on  Highpoint, wit h good reason.
Not on ly is it operate d byt he Irontooth
Clans (whose mech devil pilots are superior
to those from all other mechdoms ), but it is
built from the ground up for one purpose:
boardingan d capturing enemy mec  hs.
Since very few mechs ha ve security cr ews
on board, a single enemy boarder can usual-
ly take out even the most heavily de fended
mech. On top of that, the iron maiden is
ferocious in appearance: Its face is a styl-

ized skull, it is covered in jagged

spikes, and its

body and

weaponry  are
twisted and demonic
in appearance.

A fully equipped iron matden
holds 32 raiders plus crew and weapons.
Usually the ratders are seated 16 to a bore
puncher. They are equipped with daggers,
hand axes, and longswords (the former
for close-quarter fighting, if necessary),
and sometimes magnet bombs as
well. The magnet bombs aren’t
useful for mechs that are
to be captured, but for
getting inside a mech
and rapidly disabling
it, they can’t be beat.

Iron maiden crew are well aware
of the effectiveness of their tactics. They
are always armed and armored for close-
quarters fighting, in case they themselves
should be boarded.

-
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JANZETER’S AMAZING
MOBILE CANNON, MARK I
Size: Colossal 111
Power Source: Steam
Payload Units: 80 (extra weapon mounts)
Height: 40 ft.

Space/Reach: 35 ft. by 70 ft./15 ft.
Crew: 16 (weapons: 3 plus see below)
Firing Ports: 44
Hit Dice: 144
Hit Points: 792
Critical Thresholds: Green, Yellow 396,
Orange 198, Red 79
Base Initiative: -2
Speed: 60 ft.
Maneuverability: Poor
AC:2
Hardness: 14 (iron, Colossal [1I)
Base melee attack: +6
Base ranged attack: +2 (precision aiming)
Unarmed damage: 2d12 +14
Trample: largest Gargantuan; safe Large;
damage 6d6
Saves: Fort 0, Ref -4, Will —

Abilities: Str 38, Dex 6, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 45
Base Planning Time: 90 days
Base Cost: 11,130 gp
Total Cost: 40,937 gp
Labor Requirements: 15,360 man-hours
Construction Time: 96 days
(20 avg. laborers plus 2 overseers)
Options: Extra weapon mounts (16),

precision aiming



TABLE 2-22: ONBOARD WEAPONS

LocaTioN ARrc oF FIRE WEAPON (DAMAGE, RANGE IN FT., OTHER)

LANCER ONBOARD WEAPONS

Right arm Melee Huge sword blade (2d8+5tr/19-20)

Head 360° Wand of magic missile (level 9) (5x Id4+1, 190)
Left arm Melee Huge lance (2d8+Str/x3)

Total

THE MOTHER ONBOARD WEAPONS

Right arm 180° forward Gargantuan chain tentacle (2d8, 100)
Left arm 180° forward Gargantuan chain tentacle (2d8, 100)
Total

RODWALKER ONBOARD WEAPONS

Left arm, top 180° forward linked fireball (IvL. 10) wand (10d6, 800, 20 ft. area)
Left arm, bottom 180° forward linked fireball (IvL. 10) wand (10d6, 800, 20 ft. area)
Right arm, top 180° forward linked fireball (lvL. 10) wand (10d6, 800, 20 ft. area)

Right arm, bottom 180° forward linked fireball (IvL. 10) wand (10d6, 800, 20 ft. area)
Total

ScALE HUNTER ONBOARD WEAPONS

Left shoulder 360° Gargantuan javelin rack (2d8 (x5), 250)
Left arm Melee Gargantuan lobster claw (2d12/19-20)
Right shoulder 360° Gargantuan chain tentacle (2d8, 100)
Right arm 180° forward Huge steam cannon (2d10/x3, 1,000)
Right arm Melee Huge axe blade (2d8+12/x3)

Total

ScorpiOoN ONBOARD WEAPONS

Left arm Melee Huge lobster claw (2d8/19-20)

Left arm 180° forward Gargantuan steam cannon (3dI0, 950)

Right arm Melee Huge lobster claw (2d8/19-20)

Tail (rear) 360 degrees Gargantuan chain tentacle (2d8, 100 ft., ignore hardness)
Total

SkuLL CRUSHER ONBOARD WEAPONS

Right shoulder 360° Colossal ballista (4d10/x3, 200)
Right arm Melee Colossal axe blade (3dI12+12/x3)
Left shoulder 180° forward Colossal catapult (4d8, 400)
Left arm Melee Colossal axe blade (3d12+12/x3)
Total

SMIGGENBOPPER’S PERAMBULATORY ORC ONBOARD WEAPONS

Location Arc of Fire Weapon (damage, range in ft., other)
Right arm Melee Huge axe blade (2d8+8/x3)

Right arm 90° forward Medium flame nozzle (2d8, 10)

Left arm Melee Huge ballista (2d10/x3, 200)

Total

PU

PU
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o O O

N W NN

10

wNNN

9/special

Crew
|
|
|/special
3/special

PAYLOAD UsAGE

PU Use

16 Crew

64 Onboard weaponry
80 Total

|anzeter’s amazing mobile cannonw as
the first howitzerlike device constructed on
Highpoint. It is one of the oddest-looking
mechs in existence. The chassis is long and
short, unlike other mechs, and supports a
single enormous steam cannon for practi-
cally its entire length. Balanced in the exact
center of the barrel are two legs that bend
backward, like a horse’s. At the rear of the
cannon rests a large, clear glass dome, laced
by iron bands like those on a B-52 bomber,
from which the gunners take their aim.

To make the picture all the more bizarre,
a thirty-foot-long zeppelin floats from each
end of the massive barrel. One crew member
mans each zeppelin. The zeppelins help sup-
port the weight of the cannon and its huge
ammunition supply, which cannot be lifted
by the legs alone. When the mech is resting,
the legs lock into a backward position and
the zeppelins descend. When it is ready to
move again, the zeppelins rise up, providing
the extra lift necessary for the mech’s legs
to propel it. They also serve another crucial
purpose: keeping the barrel steady while the
mech m oves. Without both zeppelins, the
mech tilts like a seesaw as it walks, giving it
an effective Dex of 0 and a speed of 30 ft.

|anzeter’s model has since been refined
intoa four-legged version that doesno t
require the zeppelins  (mark IT ), as well as
more reasonably proportione d mo dels t hat
carry weapons more suited to their size(mark
[T and IV). The original mark I is the classic
that established Janzetefs reputation as a top
notch coglayer, however, and thus it is worth
examination by any student ¢ mechcraft.

The amazing mobile cannon is generall 'y
used for guarding strongholds, mountain pas
es, river routes, and other controlled terrain
zones. [anzeter’s invention is unwieldy and
ponderous to maneuver,but it is nonetheless
ten times easier to position than horse-drawn

cannons, and far more powerful.



Special
Precision Aiming: [anzeter designed his
mobile cannon for use as nothing more than
a cannon on legs. As such, he installed a
complicated system of different-sized gears
that allows extremely precise positioning of
the cannon barrel without moving the mech
itself. A large wheel allows for big shifts in
position (measured in yards), a second small
wheel swings the barrel in one-foot incre-
ments, and a third wheel shifts its position
one inch at a time. As a result, the mobile
cannon receives a +4 bonus to ranged
attacks (reflected in the profile above) at
an additional cost of +2,000 gp. This system
works only on mechs whose weapons are
housed on the main chassis.

Zeppelin Rangefinding: The zep-
pelins are usually retracted once the
cannon is parked, so as to reduce
its profile. They can be raised to a
height of up to 300 ft. above ground
level, however. From this position
they afford a spectacular view of
surrounding terrain (especially
when the mech is already posi-
tioned on amountain) and can
assist the mech in finding tar-
gets and firing ranging shots.

Additionally, the crew member
in the zeppelin can help the
cannon fire indirectly by shout-
ing coordinates for targets that
the ground-based crew
cannot see.

The zeppelin
crew is  usu-
ally equipped with
steam guns, which
it uses to pick off any
infantry that approach the
mech.

Critical Hits: Any critical hit
that would normally cause damage
to the meech’s arms instead hits one of the
zeppelins, puncturing itan d impedingt he
mech’s movement as described above. Cre w
in a deployed zeppelin that s puncturedull to
the ground, taking damage as usual. The zep-
pelins can be targete d in dependently; t hey
have AC 12 and hardness 10 (due to multiple

2

overlapping layers of reinforced canvas). If a
zeppelin takes even a single point of damage,

it is punctured.

<
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JUGGERNAUT

Size: Gargantuan

Power Source: Steam
Payload Units: 14 (extra weapon mounts)
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 3 (weapons: 5)
Firing Ports: 14
Hit Dice: 24
Hit Points: 132
Critical Thresholds: Green, Yellow 66,
Orange 33, Red 13
Base Initiative: -1
Speed: 40 ft.
Maneuverability: Average
AC: 6
Hardness: 10
(iron)
Base melee
attack: +4
Base ranged
attack: -1
Unarmed
damage: 1d10
+8
Trample:
largest
Medium; safe
Small;
damage 3d6
Saves: Fort
+2, Ref -2,
Will —
Abilities:
Str 26, Dex 8,
Con—, Int—,
Wis —, Cha —
Mechcraft DC: 36
Base Planning Time: 72 days
Base Cost: 1,391 gp
Total Cost: 7,788 gp
Labor Requirements: 1,920 man-hours
Construction Time: 24 days
(10 avg. laborers plus 1 overseer)

Options: Extra weapon mounts (4)



PU Use
3 Crew
Il Onboard weaponry
14 Total
The
juggernaut is the

archetypal dwarven mech.

As were the earliest dwarven mech
prototypes, it is built to resemble a heavyset,
25-foot-tall dwarf, complete with a stylized
face and metal beard. Charging into battle at
the head of an army, it is inspiring — at least
to dwarves, who often use juggernauts to lead
virtually any assault, whether or not mechs
should be involved. Juggernauts are deployed
even in defensive situations, if only to rally
the troops.

A juggernaut has no hands.

Instead, its arms terminate in
rounded, fistlike appendages
bristling with weapons. An axe
head s built into the sides of its
right fist, and a huge punching
blade extends from the front. A
total of three flame nozzles are
built into the arms, one behind
the axe head on the right and two on
the left fist. Finally, a steam cannon is
mounted between the shoulders.

The juggernaut is an all-purpose mech,
intended for combat in almost any situa-
tion. When fighting other mechs, it uses
its steam cannon until it has reached close
combat range, then fights with axe and
punching blades. [uggernauts generally
reserve their flame nozzles for infantry, but
in desperate times they are not above turn-
ing all three nozzles on full blaze. Even with
the risk of explosion, a round or two of
three full-blaze flame nozzles will destroy

most opponents very quickly.

Special
Weapon Combos: With the left arm, the jug-

gernaut can attack with either its flame nozzle

or an axe blade or the punching blade, which is 4\

+

treated as a swordThe flame nozzle on the 1ét
arm cannotbe used while also using the melee
weapons unless it is left on full blaze.

The driver may operate the arms or the
steam cannon. With a full crew, the steam
cannon may fire in the same turn the arms
also attack.

For construction purposes, the axesand
punching blades are considered one weapon.
The cost is double the sum of the two weap-

ons’ normal cost.

i
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LANCER
STEAM VERSION
Size: Gargantuan
Power Source: Steam
Payload Units: 12
(extra weapon
P mounts)
Height:
25 ft.
Space/Reach:
10 ft. by 10 ft./10 ft.
Crew: 3 (weapons: 3)
Firing Ports: 12
Hit Dice: 24
Hit Points: 132
Critical Thresholds: Green, Yellow 66,
Orange 33, Red 13
Base Initiative: -1
Speed: 40 ft.
Maneuverability: Average
AC: 6
Hardness: 10 (iron)
Base melee attack: +4
Base ranged attack: -1
Unarmed damage: 1d10+8
Trample: largest Medium; safe Small; dam-
age 3d6
Saves: Fort +2, Ref -2, Will —
Abilities: Str 26, Dex 8, Con —,
Int —, Wis —, Cha—
Mechcraft DC: 36
Base Planning Time: 72 days
Base Cost: 1,391 gp
Total Cost: 10,699 gp
Labor Requirements: 1,920 man-hours
(plus magic items)
Construction Time: 24 days (10 avg. labor-

ers plus 1 overseer)



Special: Extra weapon mounts (2)

PAYLOAD UsAGE

PU Use

3 Crew

9 Onboard weaponry
12 Total

ANIMATED VERSION

Size:Gargantuan

Power Source: Animated (dispel DC 26)

Payload Units: 10

Height: 25 ft.

Space/Reach: 10 ft. by 10 ft./10 ft.

Crew: 1 (weapons: 3)

Firing Ports: 10

Hit Dice: 16

Hit Points: 88

Critical Thresholds: Not subject to criti-
cal hits

Base Initiative: +3

Speed: 60 ft.

Maneuverability: Good

AC:6

Hardness: 15 (mithral)

Base melee attack: +0

Base ranged attack: +3

Unarmed damage: 1d10+4

Trample: largest Medium; safe Small; dam-
age 3d6

Saves: Fort —, Ref +2, Will —

Abilities: Str 18, Dex 16, Con —,
Int —, Wis —, Cha —

Mechcraft DC: 34

Base Planning Time: 68 days

Base Cost: 5,231 gp

Total Cost: 32,390 gp

Labor Requirements: 1,920 man-
hours (plus magic items)

Construction Time: 24 days (10

avg. laborers plus 1 overseer)

plus rituals (3 days)
Special: —
PayLoAD UsAGE
PU Use
I Crew
9 Onboard weaponry
10 Total

The lancer is an extremely common mech
model among the Stenian military. They did
not actually develop the concept; it is mod-

eled after the far less common elven variety,

»

of which only a few have been sighted. The
power source and armor vary between the
two models, as does appearance, but other-
wise they are nearly identical. Both feature a
lance and sword as weapons, plus the crucial
distinguishing mark: a wand of magic missile

embedded in a head-mounted turret.
Lancers are used against normal crea-
tures, not mechs. The powerful close
combat weapons can leave devastating
wounds, while the wand of magic missile
is used w hen attacked by m ultiple
opponents or those who can take a

lot of punishment.
The Stenian version of the lancer
includes one crew member for each
weapon, but the elvenversion has
only a single pilot. He invariably has
the Mechidextrous feat.

A typical combat encounter witha
lancer begins with magic missiles at long
range. Once the enemy is in charging range,
the mech charges in with its lance. Then it

uses its sword blade to finish the enemy off.

-
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MOTHER, THE
Size: Colossal IV
Power Source: Clockwork
Payload Units: 128
Height: 110 ft.
Space/Reach: 55 ft. by 55 ft./55 ft.
Crew: 13 (weapons: 6)

Firing Ports: 51

Hit Dice: 192

Hit Points: 1,056

Critical Thresholds: Green, Yellow 528,
Orange 264, Red 106

Base Initiative: 1

Speed: 80 ft.

Maneuverability: Average

AC:2

Hardness: 18 (steel, Colossal IV)

Base melee attack: +8

Base ranged attack: +1

Unarmed damage: 5d6 +16

Trample: largest Colossal; safe Huge;
damage 7d6

Saves: Fort -4, Ref 0, Will —

Abilities: Str 42, Dex 12, Con —,
Int —, Wis —, Cha —



Mechcraft DC: 60
Base Planning Time: 120 days
Base Cost: 55,398 gp
Total Cost: 61,198 gp
Labor Requirements: 61,440 man-hours
Construction Time: 110
(70 avg. laborers plus 7 overseer)

PAYLOAD UsAGE

PU Use
13 Crew
64 Hangar space

(room for two Colossal mechs or

one Colossal Il mech)

35 Boarding party or passengers
16 Onboard weaponry
128 Total

Egwerd  Turn-

/d

But Egwerd surprised them. The secret
of the mother lies not in its weapons, but
inwhat it gives birth to. Its bulbous torso
has hangar space fortwo Colossal mechs.
Working toget her, t het hree-mech team
isnighi nvulnerable. The two  “daughter
mechs” (described on page 100 ) each
wield a single massive buzzsaw. When in
combat to kill, the mother anchors a target
and drags it in, w hile the daughters s lice
it to ri bbons. When in com bat to capture,
the daughters harass ene my foes while the
mother anc hors them and draws them into
her hangar, then hauls them o ff.

The mother’s greatest boon is that she
doesn’t just kill enemy mechs; she captures

them and brings

7

screw Isagnome
coglayero f great
TENOWN ... an d
infamy. He pi  o-
neered thearto f
clockwork mechs,
producing many o f
the ear lymo dels.
These he sold to
the highestbidders,
and soon hisme r-
cenary inc linations
became ¢ lear. He
left the com fort of
his city-mech home
for the Irontooth
Clans, where he
knew histec hni-
cals killswou 1d

let him live like a

king. Since then
he has indeed been -\\

\L them home. She
is always deployed
with two daughter
mechs in her han-
gars, but by the
time she returns,
they i nvariably
walk alongside her,
since her hangars
are filled with cap-

tured enemies.

Special
Engulf: The moth-
er can enguf enemy
mechs. Her hangar
bayis designed to
open up and scoop
in attackers. This is

done in one o f two

ways.

/f' The firstw ay is

treated like royalty,
provided he continues to dwrn out top-notch
mech designsfor his hosts. Back in the Stenian
Confederacy, he is considered a traitor

The mother is one such top-notch mech.
It is a large, bulbous creation of rather
comedic proportions: a large belly, stout
legs, and short arms. It has only two weapons
— a chain tentacle on each arm — and was
thought laughableb y the first Irontooth
clansmen to see it, just before theyw ere

about to order Egwerd evicted.

the simplest: The
mother uses her chain tentacles to drag the
enemy mech into her hangars. Any mech
dragged into the mother’s space is automati-
cally engulfed by her hangars.

The secondw ay is more difficult. The
mother m ust make a successful unarmed
melee attack against an adjacent mech,
followed by a successful opposed Strength
check. The adjacent mech is then engulfed
by her hangars.



As soon as an enemy mech is engul  fed,
the mother ’s boarding party smashes open
the portholes (usually with rust or magnet
bombs) and slaughters the cr ew. An enemy
mech inside the mother can escape on ly by
forcing open the hangar doors (Strength
check, DC35 ) or blasting through them
(hardness 12,100 hp ). Captured mechs
can continue to shoot at the interior o f
the mother as long as the cr ew is able. Such
attacks automatically hit  (and ha ve a 25%
chance of hitting another mech inside the
hangar if more than one is there).

Remember that mechs stored in hangars

occupy space equal to double their PU.

Bocd
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RODWALKER

Size: Huge
Power Source: Animated (dispel DC 26)
Payload Units: 5
Height: 13 ft.
Space/Reach: 5 ft. by 5 ft./5 ft.
Crew: 1 (weapons: 1)
Firing Ports: 5
Hit Dice: 8
Hit Points: 44
Critical Thresholds:

Not subject to

critical

hits
Base

Initia-

tive: 4
Speed: 50 ft.
Maneuverability:

Perfect
AC:8
Hardness: 15 (mithral)
Base melee attack: +0
Base ranged attack: +4
Unarmed damage: 1d8+4
Trample: largest Small; safe Small;

damage 2d6
Saves: Fort 0, Ref +2, Will —
Abilities: Str 14,

Dex 18, Con —,

Int —, Wis —, Cha —
Mechcraft DC: 30
Base Planning Time: 60 days
Base Cost: 2,616 gp

/ Total Cost: 112,616 gp (including fireball

wands), 142,616 with magical immunity

Labor Requirements: 960 man-hours
(plus magic items)

Construction Time: 14 days
(10 avg. laborers plus 1 overseer) plus
fireball wands and rituals (2 days)

Other PrerequisitesFireball wands have
separate creation requirements ahXP cost

PAYLOAD UsAGE

PU Use

| Crew

4 Onboard weaponry
5 Total

The rodwalker is inextricably associated

with the elves. No other race has pro-

duced such an elegant yet powerful

mech. The rodwalker is a slim bipedal

mech a mere 13 feet in height. Its con-

struction is rounded and distinctively

elven, with flowing lines and no
sharp edges.

A rodwalker’s head is

a bulbous oval shape,

attached to the

body via a
rounded
neck.

The pilot

rides in the head. The head is hunched
and the whole mech seems to lean forward
precariously, but it is nonetheless well bal-
anced. The mech is magically powered, as
evidenced by the narrow body cavity and lack
of any visible mechanization.

The rodwalker gets its name from its four

arms, which are merely short struts that sup-



port long cylindrical rods. Each rod is con-
structed of lightweight metals and loaded
with 50 charges of the fireball spell. They are
actually unnecessarily large fireball w ands,
althought hey resembleov ersized rods
because they are designed to be used as clubs
if the mech ever has to fight at close range.
Of course, with 200 fireball charges, few

rodwalkersev  er

Crew: 8 (weapons: 10)

Firing Ports: 23

Hit Dice: 96

Hit Points: 528

Critical Thresholds: Green, Yellow 264,
Orange 132, Red 53

Base Initiative: -2

Speed: 50 ft.

Maneuverability:

have to  enter -JJ

melee. The rod-
walkerw as the
first effective use
of o ffensive magic
in a mech and is
now fairly common
among the elven
mech fleets. As
witha 1l magically
powered  mechs,
it is susceptible to
dispel magic effects,
but with the fireball
spell’s long range,
andt he overlap-
ping fields of fire
created by teams
of rodwalkers, it is
rarely in danger.
Certain ro d-
walker variants use
wands charged with
spellsot hert han
fireball, particu larly

for special missions

\k Average

AC:2

Hardness: 12
(iron, Colossal II)
Base melee
attack: +4

Base ranged
attack: -2
Unarmed dam-
age: 4d6 +12
Trample: largest
Huge; safe Large;
damage 5d8
Saves: Fort 0, Ref
-4, Will —
Abilities: Str 34,
Dex 6, Con —,
Int —, Wis —,
Cha —
Mechcraft DC:
42

Base Planning
Time: 84 days
Base Cost:
5,565 gp

Total Cost:
19,702 gp

Special \\

rf‘ Labor

The rodwalker s

arms can be fired individually, in which case
the pilot can fire a maximumo f oneper
round, or in unison, in which case allfour are
activated at once and must all be aimed at the

same target.

-
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SCALE HUNTER
Size: Colossal 11
Power Source: Steam
Payload Units: 36 (extra weapon mounts)
Height: 50 ft.
Space/Reach: 25 ft. by 25 ft./25 ft.

Requirements:
7,680 man-hours
Construction Time: 96 days
(10 avg. laborers plus 1 overseer)
Special: Extra weapon mounts (4), combat
spikes, steady feet (+4 to trip checks)

PAYLOAD UsAGE

PU Use

8 Crew

28 Onboard weaponry
32 Total

The scale h unter w as developedby the
dwarves specifically for hunting dragons. It

is built to fire on a dragon continuously until



it closes, withstand its charge, then crush the
dragon in melee. Dragons that elect to fight
with spells or long-distance weapons are met
with a barrage of javelins and cannonballs,
plus a chain tentacle intended to drag them

into range of the lobster claw and axe blade.

Special
The mech’s right arm f eatures ah uge axe
blade with a cannon barrel protruding from
its haft. If the steam cannon is fired, the
mech may not make an axe blade attack. If
the axe blade is used first, however, the mech
can fire the cannon unaimed as it swings the
blade. If the axe blade hits its target, there is
a 50% chance that the cannon will be aimed
such that it is directed at the same target. In
such a case, the mech can make an immedi-
ate attack with the cannon right after the axe
blade attack. Otherwise, the cannon shot

fires wild and misses.

-
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SCORPION
Size: Colossal I1
Power Source: Steam
Payload Units: 32
Height: 50 ft.
Space/Reach: 25 ft. by 25 ft./25 ft.
Crew: 8 (weapons: 9 but see below)
Firing Ports: 21
Hit Dice: 96
Hit Points: 528
Critical Thresholds: Green, Yellow 264,
Orange 132, Red 53
Base Initiative: -2
Speed: 50 ft.
Maneuverability: Average
AC:2
Hardness: 12 (iron, Colossal II)
Base melee attack: +4
Base ranged attack: -2
Unarmed damage: 3d6 +13
Trample: largest Huge; safe Medium;
damage 5d8
Saves: Fort 0, Ref -4, Will —
Abilities: Str 36, Dex 6,

Con —, Int—,
Wis —, Cha —
Mechcraft DC: 42

Base Planning Time: 84 days

LocaTioN Arc oF FIRE

TALoN ONBOARD WEAPONS

Right arm Melee
Leftarm Melee
Total

Torem ONBOARD WEAPONS
Shoulders 180° forward
Total

VERDANT FURY ONBOARD WEAPONS

Torso 360°

Total

ViPER ONBOARD WEAPONS

Right arm 180° forward
Leftarm Melee
Total

TABLE 2-23: ONBOARD WEAPONS

WEAPON (DAMAGE, RANGE IN FT., OTHER) PU CREW
Huge buzzsaw (2d8/19-20/x3, ignore hardness) 4 |
Huge buzzsaw (2d8/19-20/x3, ignore hardness) 4 |
8 2Talon
Huge catapult (2d8, 300) 4 2
2
4x +| dancing longswords (1d8+1/19-20, 5 ft.) 4 0
0
Huge steam cannon (2d10/x3, 1000) 4 |
Huge sword blade (2d8+8/19-20) 4 |
8 2

Base Cost: 5,565 gp

Total Cost: 15,932 gp

Labor Requirements: 7,680 man-hours
Construction Time: 96 days

(107avg. laborers plus 1 overseer)



Other: Stability (+2 Balance and trip; see
below), above average Strength

PAYLOAD UsAGE

PU Use

6 Crew

2 Storage

24 Onboard weaponry
32 Total

The scorpion is a vicious dwarven mech
designedfor mech-to-mech combat. It is buil
to destroy other mechs, not capturet hem.
It has a squat, ¢ hitinous design sty lized to
resemble a scorpion. The left arm features a
lobster claw with a steam cannonbuilt into its
base. The right arm has another lobster claw.
A chain tentacle is built into a scorpion like
tail turret that has a 36 0-degree field of fire.
Both weapons are designed to be used at the

same time ast he

cannon. If it uses its lobster claw  first and
scores a hit, however, it may immediately fol-
low up with a free attack with the steam can-
non, using the same crew.This attack must be
aimed at the opponenthit by the lobster claw.
Stability. The scorpion’s low build makes
it more stable than other mechs d its size. In
addition, it is intentiondly built with legs that
are neaily solid metal. It is exceptiondly heavy
for a mech its size and thus very well grounded.
A scorpion receives a £ bonus to Balance axnl
trip checks. This raises the base cost B)%.

-
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SKULL CRUSHER
Size: Colossal IV
Power Source: Manpower
Payload Units: 128

Height: 110 ft.

accompanying lob- 7
ster claw.

The  scorpion
was first deployed
by the Stenian
Confederacy. Sev-
eral modelsw ere
built, but itw as
soon discontinued
in favor of simpler
models such as
the juggernaut.
The scorpion is
ferocious in com-
bat and far more
dangerous than
the juggernaut,
but it is e xpensive
and complicated to
build. The Stenian
military considers
itex cessive for

general use.

Special
Weapon Combos:
If the scorpionfires

its steam cannon, it

may not use its le ft

\k Space/Reach: 55
ft. by 55 ft./55 ft.
Crew: 64 (weap-
ons: 8)

Firing Ports: 51
Hit Dice: 160
Hit Points: 880
Critical Thresh-
olds: Green, Yel-
low 528, Orange
308, Red 176

Base Initiative:
-3

Speed: 50 ft.
Maneuverability:
Clumsy

AC:2

Hardness: 16
(iron, Colossal IV)
Base melee
attack: +4

Base ranged
attack: -3
Unarmed dam-
age: 6d6 +12 (com-
bat spikes)
Trample: larg-

est Colossal; safe

Huge;
rf- damage 7d6

lobster ¢ law, since \\

its arm is being

steadied toaimt he

Saves: Fort -2,
Ref -4, Will —



Abilities: Str 34, Dex 4, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 51
Base Planning Time: 102 days
Base Cost: 12,410 gp
Total Cost: 18,301 gp
Labor Requirements: 15,360 man-hours
Construction Time: 48 days
(40 avg. laborers plus 4 overseers)
Special: Combat spikes

PAYLOAD UsAGE

PU Use

64 Crew

64 Onboard weaponry
128 Total

The skull crusher is a typical orc mech.
Most o f its cr ew is sla ves, who turn ma  s-
sive wheels in its torso in or derto keep it
running.

Despite its straightforward construction
and simple armament, its combat tactics
are fairly sophisticated. The skull crusher
targets nomad bands, small settlements, and
other isolated communities. The mech itself
is there primarily for intimidation; it is the
300 orc warriors who accompany it on foot
who do most of the killing and looting.

Skull crushers avoid combat with other
mechs as much as possible, but when forced
to engage, they simply charge headlong into
melee, bringing the axes to bear as quickly

as possible.

-
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SLAUGHTERGORE
Size: Gargantuan
Power Source: Undead
Payload Units: 10
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 1 (weapons: 0)
Firing Ports: 10
Hit Dice: 20
Hit Points: 110
Critical Thresholds: Not subject to
critical hits
Base Initiative: +1
Speed: 30 ft.
Maneuverability: Poor
AC: 6
Hardness: 6 (bone)



Base melee attack: +2
Base ranged attack: +1
Unarmed damage: 1d10 +6
Trample: largest Medium; safe Small;
damage 3d6
Saves: Fort +2, Ref 0, Will —
Abilities: Str 22, Dex 12, Con —,
Int —, Wis—, Cha —
Mechcraft DC: 34
Base Planning Time: 68 days

Base Cost: 20 gp + 16 corpses

Total Cost: 10,020 gp + 16 corpses
(does not include weapons)

Labor Requirements: 960 man-hours

Construction Time: 8 days (10 zombie
laborers) plus rituals (3 days)

PAYLOAD UsAGE

PU Use

I Crew
9 Storage
10 Total

Slaughtergae is a thorough-
ly repulsive urdead mech that
has been sighted wandering
the en dless plains, near
the sight of a major battle
between orcs and human
nomads. Itis suspected
that a ne cromancer
visitedt he location
shortly after the battle,
animated a wo rk crew,
and then assembled his
mech on the spot.
Slaughte rgore
looks likea  horrific,
restitched  humanoid.
A grotesque m ontage of
body parts composes the torso,
with complete bodies, broken in the middle
for joints, making up the limbs. No weapons
are visible. It is presumed that the creator
intends to add them at a later date and simply
did not have the materials at his impromptu
construction site tobuild them.
Slaughtergore has beenraiding cemeteries
and burial sites across the endless plains but
has not initiated any direct attacks on living
creatures. In the few combats in which it has

been observed, it has fought with unarmed

slams before retreating. No one knows what

( its motives are or who created it, although it

does seem to be culling corpses and keeping
certain ones — but no one knows what its

criteria for decisions are.
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SMIGGENBOPPER’S
PERAMBULATORY ORC
Size: Gargantuan
Power Source: Clockwork
Payload Units: 10
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 1 (weapons: 3 but see below)
Firing Ports: 10
Hit Dice: 24
Hit Points: 132
Critical Thresholds: Green, Yellow
66, Orange 33, Red 13
Base Initiative: 3
Speed: 50 ft.
Maneuverability: Good
AC: 6
Hardness: 10 (iron)
Base melee attack: +4
Base ranged attack: +3
Unarmed damage: 1d10 +8
Trample: largest Medium; safe
Small; damage 3d6
Saves: Fort -2, Ref +2, Will —
Abilities: Str 26, Dex 16,
Con —, Int —, Wis —,
Cha —
Mechcraft DC: 48
Base Planning Time:
96 days
Base Cost: 3,422 gp
Total Cost: 8,702 gp
Labor Requirements:
3,840 man-hours
Construction Time: 48 days
(10 avg. laborers plus 1 overseer)
Other Prerequisites: Pilot must have at
least 2 steam powers to operate ballista
reloader Special: Steam powers (automa-
tor + animator) attached to ballista

PAYLOAD UsAGE

PU Use

I Crew

9 Onboard weaponry
10 Total



Smiggenboppers Perambulatory Orc is the 3

result of an early experiment in clockwor k
mech technology. Although its interior is a
positively fantastic example o f clockwork
technology, its exterior is intentionally ufin-
ished. It was designed by Pobloppy Smiggen-
bopper, a gnome cog  layer wit harat her
unusual sense of humor, as a way to frighten
orcs. The entire mech resembles an oversized
metal orc, somewhat comical in appearance.
Its right arm holds a huge axe (with a hidden
flame nozzle for back-up); in its left arm is a
ballista built to resemble a crossbow held by
the mech'’s oversized hands

The P erambulatory Orcw as somewhat
effective. It did indeed frighten several orc
tribes on their first encounters with it, when
they invariably mistook it for a powerful orc
god. After a few encounters, h owever, they
made the connection to the gnome and
dwarf foot soldiers who usually followed
behind, and now they fear it only for its mor-
tal abilities (such as the very large axe that
hurts quite a bit when it hits).

b

Smiggenbopper and his associates went on
to build several more perambulatory walkers,
styled in different form{dwarf, gnome, giant,
etc.). Because the automatically reloadin g
ballista requires a pilot skilled in steam pow-
ers, however, they were never commissioned
en masse by the StenianConfederacy or other

mechdoms, and are now quite rare

Special
Steam Powers: The ballista has been modi-
fied to reload automatically. After firing
each round, the automator + animator steam
powers reloada n ew spear as a standard
action. It can thus fire every round even with

only one crew member.
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TALON
Size: Colossal
Power Source: Steam
Payload Units: 40 (extra weapon mounts,
heavy payload)
Height: 35 ft.

4

\




Space/Reach: 15 ft. by 15 ft./15 ft.

Crew:4 (weapons: )

Firing Ports: 32

Hit Dice: 48

Hit Points: 264

Critical Thresholds: Green, Yellow 132,
Orange 66, Red 26

Base Initiative: -1

Speed: 50 ft.

Maneuverability: Average

AC:2

Hardness: 11 (iron, Colossal)

Base melee attack: +2 (+0 with buzz-

saws)
Base ranged attack: -1
Unarmed damage: 1d12 +10
Trample: largest Large; safe Medium;
damage 4d6
Saves: Fort 0, Ref -4, Will —
Abilities: Str 30, Dex 8, Con—,
Int —, Wis —, Cha—
Mechcraft DC: 39
Base Planning Time: 78 days
Base Cost: 2,782 gp
Total Cost: 12,400 gp
Labor Requirements:
3,840 man-hours
Construction Time: 48 days
(10 avg. laborers plus 1 overseer)

Special: Extra weapon mounts (8),

heavy payload
PaYLOAD Usace
PU Use
4 Crew
8 Onboard weaponry
12 Storage or passengers
16 Sleeping area
40 Total

The talon is a specialized transport mech

built to fend for itself. It was developed by a

[ group of independent dwarven mech operators

whose back-road trade routes were prditable

but extremely dangerous. Prior to t he talon,

most mechs were built for either combat o r

transport, not both.The talon combines those
functions. It is expensive for its size, but thist
okay — the traders can fford it.

A talon is built for transporting goods
or passengers (whichever currently pays
the best), and includes sleeping space f or
passengers. Along with the crew, up to four
passengers can sleep comfortably, or up to
12 uncomfortably. When the mech has no
passengers, the sleeping area is put to use
ferrying goods.

The talon tries to stay away from combat
but is equipped with the most effective
bang-for-the-buck if fighting is unavoidable.
A pilot will generally run from ranged weap-
ons, if the terrain permits a favorable escape,
or run toward the target if he has no escape

route, hoping to close for use of the buzz-
saws. Talons rarely face organized

mech opposition, so they

don’t have to worry

about long-range

firefights against

disciplined  ene-

mies. Their com-

bats usually involve solitary or

paired rust riders or Irontooth clansmen, or
whatever monsters inhabit the terrain they

travel through.

o
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TOTEM
Size: Gargantuan
Power Source: Manpower
Payload Units: 10
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 6 (weapons: 2)
Firing Ports: 10
Hit Dice: 20
Hit Points: 110
Critical Thresholds: Green,
Yellow 66, Orange 39, Red 22
Base Initiative: -1
Speed: 30 ft.
Maneuverability: Poor
AC: 6



Hardness: 5 (wood)
Base melee attack: +0
Base ranged attack: -1
Unarmed damage: 1d10 +4
Trample: largest Medium; safe Small;
damage 3d6
Saves: Fort 0, Ref -2, Will —
Abilities: Str 18, Dex 8, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 32
Base Planning Time: 64 days
Base Cost: 656 gp
Total Cost: 1,988 gp
Labor Requirements: 960 man-hours
Construction Time: 12 days
(10 avg. laborers plus 1 overseer)

PAYLOAD UsAGE

PU Use

6 Crew (5 laborers + pilot)
4 Onboard weaponry

10 Total

The itinerant mech tribes ta ke any mech
they can find, fixitup asbestth ey can,
and thenli ve out of it. (These tribes are
described in more detail on page 169. )
The totem is not a speci fic mech per se but
could be considered representati ve of what
amec h tribe mig htuse. It was origina lly
steam-powered but ~ was discardeda  fter
being heavily damaged in battle. The mech
tribe found it in this condition. Lacking the
facilities and technical expertise to repair
it,t hey stripped outt he steam engine
and put in an oar like apparatus by which a
human cr ew could p ower it. The original
steam-powered w eapons were ¢ hucked to
make way for the larger cr ew, and the iron
armor (which wasalrea dy substantially
damaged and rusted ) w as peeled off to
reduce the weight. Finally,a simple weap-
on,onet hatt he tri be cou Id un derstand,
was installed: a catapult.

A totem mech such as this will not survive
an encounter with a better-made mech. It
can barely penetrate the hardness rating of
any iron-armored mech in its size category.
It is used primarily to defend the mech tribe
from raiders of all kinds, and for h unting
large beasts that provide a good many meals.

In combat, the totem mech lobs catapult

shots for as long as possible, then closes

»

with unarmed attacks. It is poorly equipped
for battle, because it doesn’t have enough
crew to move and fire at the same time! After
allowing for the necessary laborers to keep
the mech m oving, andt he space required
for the catapult and pilot, there’s no room
left for two gunners on the catapult. In order
to fire the catapult, two of the laborers must
leave their posts to man the weapon - or, if
the pilot has the Mechwalker feat, only one
laborer must leave his post to help the pilot
fire, but being one laborer short still leaves
the mech without enough manpower to
move. The totem would be far more effec-
tive in combat if it had a weapon with a crew
requirement of 1, but most mech tribes can’t
afford such expensive equipment.

A totemmec h isusua lly decorated
according to the belie fs of its tribe, hence
the name. Itissty lized toresem blean
eagle, bear, dragon, or whatever other crea-
ture the tribe reveres. It is painte d incer-
emontial patterns and sometimes  features

streamers or flags.
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YERDANT FURY
Size: Huge
Power Source: Animated (dispel DC 26)
Payload Units: 5
Height: 15 ft.
Space/Reach: 5 ft. by 5 ft./5 ft.

Crew: 1 (weapons: 0)

Firing Ports: 5
Hit Dice: 8
Hit Points: 44
Critical Thresholds: Not sub-
jectto
critical hits
Base Initiative: 4
Speed: 50 ft.
Maneuverability: Perfect
AC:8
Hardness: 15 (Mithral)
Base melee attack: +0
(+14 with Juna as pilot)
Base ranged attack: +4
Unarmed damage: 1d8 +2
Trample: largest Small; safe Small;
damage 2d6
Saves: Fort 0, Ref +2, Will —



Abilities: Str 14, Dex 18, Con —,
Int —, Wis —, Cha —

Mechcraft DC: 30

Base Planning Time: 60 days

Base Cost: 2,616 gp

Total Cost: 232,616 gp (including magic
items), 263,876 with magical immunity

Labor Requirements: 960 man-hours
(plus magic items)

Construction Time: 12 days (10 avg. labor-
ers plus 1 overseer) plus dancing weap-
ons, robe of blending, and rituals (2 days)

Other Prerequisites: Dancing weapons
and robe of blending have separate con-
struction time and XP cost.

Special: Hide +21 (+4 natural, +15 robe of
blending, +4 Dex, -2 size)

PAYLOAD UsAGE

PU Use

I Crew

4 Onboard weaponry
5 Total

Verdant Fury is a unique elven mech fre-
quently sighted in the forests of Heréal. It is
manned by Juna Darkwalker, an elven ranger
(Rgr 12, Dex 14) who watched his grove be
destroyed by the lunar rain. He and his for-
mer adventuring companions constructed
four mechs, one for each of them, and
returned to their homelands to guard against
the rising tide of chaos.

Verdant F ury is a 15-foot-tall mech of
the most elegant proportions. It is slender
and graceful, with a torso only barely large
enough to contain [una. Its mithral armor is
hidden by an outer layer of bark pulled from
dead trees, giving it the appearance of a tall,
narrow, w alking tree. Clinging vines grow
from soil pots built directly into the mech,
wreathing it in a camouflaging greenery. (In
fact, it has been mistaken for an unusual tre-
ant more than once.) It has no visible weap-
ons, but its slender arms clearly move with
strength and power.

Verdant Fury fights with four magicall y
enchanted +1 dancing longswords. These are
sheathed in hidden tubes in its torso and are
deployed at [una’s command. His preferred
strategy is to hide until an enemy is wit hin
striking range, then engage with the mech ’s

unarmed attack (a simple slam ). One danc-




ing longsword is then deployed (as a standard 3

action) on each subsequent round while the
mech continues to s lam. By staggeringt he
release o f the dancing longswords, t he mec h
ensures that at least one dancing weapon is
available on most rounds, despite their need
forrest. (This staggered attack results in a
number of dancing weapons per round in this
pattern: 1-2-3-4-3-21-

)

/ Hit Dice: 24

Hit Points: 132

Critical Thresholds: Green, Yellow 66,
Orange 33, Red 13

Base Initiative: 3

Speed: 60 ft. (fast legs)

Maneuverability: Good

AC:6

Hardness: 12 (steel)

0-1-2-3-4-3-2-1-0-ctc) 4

Special
Dancing Weap-
ons: Verdant Fury
is designed to  fight
creatures, not mec hs.
It wou Id stand little
chance in a mec h-on-
mech battle, but is wdl
equipped forwee d-
ing out orcs, lunar
minions, an dot her
enemies of the forest.
Its dancing weapons
fight at Juna ’s base
attack bonus plus their
enchantment  bonus
(+13/+8/43). The y
stay within five feet of

the mech, dancing for

up to four rounds and

\k Base melee attack:
+4

Base ranged attack:
+3

Unarmed damage:
1d10 +8

Trample: Largest
Medium; safe Small;
damage 3d6

Saves: Fort -2, Ref
+2, Will —
Abilities: Str 26, Dex
16, Con —, Int —,
Wis —, Cha —
Mechcraft DC: 48
Base Planning Time:
96 days

Base Cost: 3,462 gp
Total Cost: 10,756 gp
Labor Require-
ments:

3,840 man-hours

ff- Construction Time:

thenrequiring  four \\

rounds of rest, exactly
like normal dancing weapons.

Hide: Verdant Fury has one other enchant-
ment: The propertieso fa robeo f blending
were built into its hide during construction.
Additionally, it is designed with bark-skin and
vinery to blend into the forest, granting it a
natural +4 bonus to Hide checks when in fa-

ested terrain (where it is always found.

-
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VIPER
Size: Gargantuan
Power Source: Clockwork
Payload Units: 10
Height: 25 ft.
Space/Reach: 10 ft. by 10 ft./10 ft.
Crew: 1 (weapons: 2)

Firing Ports: 10

48 days
(10 avg. laborers plus 1 overseer)
Special: Fast legs (+10 ft.)

PAYLOAD UsAGE

PU Use

I Crew

I Open

8 Onboard weaponry
10 Total

The viper is one of the most common
clockwork mechs. First built by an eccentric
dwarven coglayer in Edge, it quickly caught
on as a great mech for one-man owner-opera-
tors. It is rarely seen in military service, but
anumber of variants have been built to guard
trading caravans and dignitary mechs. The
extra space allows the pilot to sleep on board
if he desires, which is more than welcome

these days.



PLATE 4 As mechs have evolved,

s0 too have weapons designed to destroy them.



€QUTPMENT

‘ I '\HE COGLAYERS OF HIGHPOINT PRODUCE A NEVER-ENDING

VARIETY OF INTRIGUING NEW EQUIPMENT. THIS CHAPTER

INTRODUCES SOME OF THOSE ITEMS.

STARTING GOLD

! | ‘he new classes presented in this book
receive starting gold as follows.

CLass AMOUNT ( AVERAGE)

6d4 x10 (150 gp)
Coglayer 10d4 x 10 (250 gp)

6d4 x10 (150 gp)
Mech jockey 5d4 x 10 (125 gp)

Stalker 5d4 x 10 (125 gp)
Steamborg 6d4 x 10 (150 gp)

Clockwork ranger

Constructor

O ——

WEAPONS

The weapons listed below are orga-
nized by name, with the various sizes
listed under each weapon name. Ma  ny of
the weapons are designed for use only on
mechs. Sizes designed for use by a normal
humanoid are pre  faced by “personal”;
those designed for smaller creatures (usu-
ally coglings) are designated as “cogling.”

Weapons larger than size Colossal 111
are not built on a regular basis. Such
weapons are considered unique, requiring
an e xotic weapon proficiency all of their
own. Unique weapons cannot be acquired
on the open market; they must be custom-
built. Players can build their own version
of a unique weapon only by acquiring the
plans, studying the original, or devoting
substantial research time to researching
the design.

The weapon statistics that follow use
size category co  nventions common to
the 3.0 edition of the d20 rules. Because

mechs come in so ma ny sizes, it is neces-
sary to present stats for weapons in the
same range of sizes. The number of hands
required to use the weapon depends on

the size of the weapon and the size of the
wielder. Treat a weapon as one-handed if it
is the same size as the wielder. A weapon
that is smaller than its wielder is light. A
weapon that is one size increment larger
than the wielder requires two hands.
Weapons two or more size increments
larger than the wielder generally cannot

be used.

A weapon’s size category isn’t the same
as its size as an object, but for purposes of
mech payload usage (measured in payload
units, or PU), a weapon occupies space
based on its size category. For example, a
Medium lobster claw is sized for Medium
characters, but is actuallya Tiny object. If
placed onamech, h owever, it still takes 1
PU as if it were a Medium object. W hy?
Because building a weapon into a mech
usually requires more than just the weap-
on. It takes weapon mounts, additional
steam engine capacity, and seating and

controls for the crew.

<
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WEAPON DESCRIPTIONS

q xe Blade: Many mechs wield gigantic
axes, whether hafted and held in the

hand or welded directly onto the arm. These
are the stats for axe blades of various sizes.
Some have one blade while others have two,
some have curved edges while others are
straight, and some are hooked and others
are not. Certain specialized v ersions may
have other uses, such as hooked axes that can
draw an opponent near. See the entry for the
hooked axe for more information.

Ballista: The crew of a ballista must
perform two separate tasks: loading the
spear and winding the rope. It is impos-
sible to perform both at once. A ballista
with full crew can fire every round. With
less than a full crew, reduce its firing rate
by one round for every missing crew mem-
ber. For example, a Huge ballista missing
one crew member could fire only once
every other round.

Barbed Blade: A nys word blade may
be barbed at extra cost. This increases its
damage on critical hits (without affecting
the threat range) and can be used to trap
opponents. For example, a Huge barbed
sword blade would have a critical rating
of 19-20/x3.

Any target damaged by a barbed blade
must make a Reflex save (DC 18) or be
caught on the barbs.

The attacker can choose to leave the
blade in the barbed opponent or hang
on to it. If he hangs on to it, the target
cannot move beyond the attacker’s reach
unless he succeeds in an opposed Strength
check, which wrests the blade from the
attacker’s hand. Mech devils may attempt

TABLE 3-1: GRENADES

Weapon Co sTD AMAGE
Magnet bomb*,** 150 gp 4d6
Pressure bomb** 50 gp 2d6

Rust bomb** 500 gp Special

BLAsST RADIUS

RANGE INCREMENT W/ EIGHT
0 ft. 10 ft. 2 lbs.
10 ft. 10 ft. I lbs.
5ft. 10 ft. | lbs.

*THIS WEAPON IGNORES A MECH’S HARDNESS RATING.

**THIS WEAPON CAN MAKE INDIRECT ATTACKS (SEE PAGE 97).



TABLE 3-2: MECH WEAPONS - MELEE AND RANGED

Weapon Co stD CrITICAL RANGE W

Axe Blade

AMAGE EIGHTT YPE CRrEW PU

Gargantuan 250 gp 2d12 x3 — 65 Ibs. Slashing | 8

Colossal Il 2,500 gp 5dI2 x3 — 230 lbs. Slashing | 32

Barbed Blade

&

Same +Ix Same Same Same

Piercing

Bomb Launcher
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45 Ibs.

oo

Gargantuan 1,200 gp 2d8 Melee, 10 ft. reach Piercing

Colossal Il 3dI2 x2 Melee, 20 ft. reach 120 Lbs.

N
W
N

5,000 gp Piercing

Buzzsaw*

2d12 19-20/x3

o

Gargantuan 4,000 gp

1,200 Lbs. Slashing

Colossal Il 10,000 gp 5dI2 19-20/x3

4,800 Lbs.

W
N

Slashing

la) la)
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X,
N
|

225 lbs.

o

Gargantuan (+6) 360 gp 2d8 Bludgeoning

Colossal Il (+10) 3dI2 x2 750 lbs.

W
N

3,600 gp Bludgeoning

Escape Artist checks (DC 18), which allow rated into that of the larger weapon. A Bomb Launcher: A bomb launcher is

escape without wresting the blade from
the attacker’s hand.

Once the attacker lets go, the target can
rip out the barbed blade, causing damage
equal to half the original attack. The target
cannot heal or be repaired until the blade
is ripped out.

Bayonet: A bayonet mustbefi xedto

bayonet used in melee is treated exactly as
dagger, with one special exception: a crea-
ture stabbed by a bayonet is perfectly posi-
tioned for the attached ranged weapon to
be discharged safely. A character who hits
a target with his bayonet can proceed to
make ranged attacks against that target
without provoking attacks of opportunity
from that target. These ranged attacks still
provoke attacks of opportunity from other
creatures who threaten the attacker. Once
the target is hit with the bayonet, the char-
acter can conti nue to make ranged attacks
without incurring an attack of opportu-
nity until the target creature moves out of

melee range.

»

loaded with grenades, which are launched
out in a wide spray at nearby targets. [t s
effective against hordes of attacking in fan-
try, as well as mechs that fight in melee. It

is extremely expensive, as the grenade
ammunition is costly.

A bomb launcher fires up to fi ve gre-
nades per round. The attac ker determines
how many are fired each round. Each gre-
nade is fired som ewhere in the for ward
arc, determined by rolling 1d6. With 12:00
being straight ahead (as on a clock face),
a1 indicates a shot at 10:00, 2 is 11:00, 3-4
is12:00, 5is 1:00, and 6 is 2:00. Each gre-
nade encounters the first target inits ~ way,

or explodes at the max range of 40 ft. If



TABLE 3-2 CONTINUED: MECH WEAPONS - MELEE AND RANGED

RANGE W

“»
4]
o

AMAGE CrITICAL EIGHTT YPE CRrEW PU

+IdI0 x2 Same Same

Weapon Co

&

Explosive Shells Piercing Same Same
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90 lbs. F
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Gargantuan 600 gp 2d8

Colossal Il 2,500 gp 2d8

X,
N

120 ft. 300 lbs. F

Flail

Gargantuan 90 gp 3d6 19-20/x2 — 45 lbs. Bludgeoning | 8

Colossal Il 900 gp 4d12 19-20/x2 — 150 Lbs. Bludgeoning | 32

Hooked Axe x2 Same Same — Same Slashing Same Same

Lance

IS

Huge 90 gp 2d8

x
w
|

50 lbs. Piercing

x
w
|

160 Lbs.

o

Colossal 600 gp 3dI2 Piercing

Colossal Il 4,400 gp 7d12

x
w
|

450 bs.

e
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Piercing
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19-20/x2 60 Lbs.

N
o

Gargantuan 2,000 gp 2d12 Bludgeoning and Piercing

Steambreather

3
N
o

Gargantuan 600 gp 2d12 x2 40 ft. 120 lbs. F

Sword Blade

Gargantuan 250 gp 2d12 19-20/x2 — 50 lbs. Piercing | 8

Colossal Il 2,500 gp 5dI2 19-20/x2 — 175 Ibs. Piercing | 32

The shooter has no control over the angle
or distance of each grenade. Their trajecto-
ries are al ways determined randomly.

Bore Puncher: Abore puncher is a simple

application of steam-poweredhy draulic

technology. Thew eapon itself is a long
spike sheathed in a cylindrical case, powered
with a steam engine at the base of the case.
The steam engine builds up pressure to just
below its breaking point, then releases it
all as a massive hydraulic burst. The release
of so much pent-up pressure launches the
spike down the cylindrical shaft. The shape
of the spike channels its power perfectly,
sending it through armor with such ease that

it ignores hardness. It is anchored such that

it leaves the shaft far enough to punch a hole
in whatever is nearby, then is retracted. A
bore puncher is treated as a melee weapon
with reach, though it can attack any square
within its reach.

Bore punchers are close-combat weap-
ons capable of punching repeated holes
in the same point on an ene my mech. The
benefit over traditional weapons is that
the bore puncher facilitates boarding

enemy mechs. A bore puncher attack that



WeaponN Co stD AMAGE
Ballista
Huge 500 gp 3d6
Gargantuan 750 gp 5d6
Colossal 1,000 gp 7d6
Colossal Il 1,400 gp 5dI0
Colossal Ill 1,800 gp 6d10
Catapult**
Huge 550 gp 3d6
Gargantuan 800 gp 5d6
Colossal 1,100 gp 6d6
Colossal Il 1,500 gp 7d6
Colossal Il 2,000 gp 8d6
Javelin Rack
Huge 1,000 gp 2d6 (x3)
Gargantuan 2,000 gp 2d8 (x5)
Colossal 3,000 gp 2410 (x8)
Steam Cannon**
Huge 3,000 gp 2410
Gargantuan 4,000 gp 3dI0
Colossal 5,200 gp 4410
Colossal Il 6,500 gp 6dI2
Colossal Ill 8,000 gp 8dI12
Unique Weapons
City Killer 100,000 gp 12d12
V. iperFang*® 60,000 gp 4d20

TABLE 3-3: SIEGE WEAPONS - RANGED

CRITICAL RANGE W EIGHTT
x3 120 ft. 200 Lbs.
x3 180 ft. 250 Lbs.
x3 250 ft. 300 Lbs.
x3 300 ft. 350 Lbs.
x3 350 ft. 450 Lbs.
x2 150 ft. 250 Lbs.
x2 200 ft. 300 Lbs.
x2 250 ft. 350 Lbs.
x2 300 ft. 450 lbs.
x2 400 ft. 500 Lbs.
x2 200 ft. 350 Lbs.
x2 200 ft. 450 lbs.
x2 200 ft. 650 lbs.
x3 1,000 ft. 200 Lbs.
x3 950 ft. 300 Lbs.
x3 900 ft. 400 lbs.
x3 850 ft. 500 Lbs.
x3 800 ft. 600 Lbs.
x3 1,000 ft. 1,200 Lbs.
x4 Melee, 20 ft. reach 900 Lbs.

YPE CREW PU
Piercing 2 4
Piercing 2
Piercing 3 16
Piercing 3 32
Piercing 3 64

Bludgeoning 2 4

Bludgeoning 5

Bludgeoning 5 16

Bludgeoning 6 32

Bludgeoning 6 64
Piercing 2 4
Piercing 2
Piercing 2 16
Piercing 2 4
Piercing 2 8
Piercing 3 16
Piercing 3 32
Piercing 3 64
Piercing 6 128
Piercing | 128

penetrates the ene  my mech’s hardness
— regardless of damage inflicted — can
be left in place to allow boarding. Board-
ing can begin immediately (and usually
does, since the boarding party is seated
right behind the bore). A maxi mum of six
creatures can pass through a hole in a full
round, half as ma ny in half a round. If the
enemy mech does not move in its follow-
ing turn (whether by choice or because
it is tripped or held in place by a barbed
blade, hooked a xe, or other weapon), no
attack roll is necessary to conti nue the
boarding process. Otherwise, the bore
must be launched again.

Bore punchers are always mounted
on mechs. They can punch holes large
enough for creatures two sizes smaller to
pass through. For example, a Huge bore
puncher can create a hole suitable for

one Medium creature. The pressure that

drives the bore can be regulated carefully
by a trained operator, in order to minimize
damage caused to the mech about to be
boarded (and presumably captured). The
operator can choose howma  ny dice to
roll for damage, but this must be declared
before making the attack roll.

Note that a bore puncher left in place
from one round to the next can also be
used for the receiving mech to send board-
ers into the attacking mech, provided it
has troops positioned properly and no
boarders are blocking their way in.

Buzzaxe: D eveloped by ferocious
steamborg warriors, the buzza xe is a
modified greata xe. A line of vibrating
steam-powered teeth is set a half-inch
xeblade. The

initial wound is magnified as these teeth

back from the razor-sharp a

tear into the target. These mighty weapons

do even more damage than the standard

greataxe on which they are based.

Buzzsaw: The buzzsaw is the most d evas-
tating application of steam engine technol-
ogy. Buzzsaws are dri ven by massi ve steam
engines that are farmorep ~ owerful than
they need to be. This results in the sharp,
toothed blades spinning at horrific speeds,
capable of ripping through the heaviest
armor. Requiring only a single engineer to
operate, th ey are efficient and deadly far
beyond their size. They are also enormously
expensive and extremely heavy.

Buzzsaws are specially designed for
sawing through metal. They automatically
ignore the first 10 points of hardness on
any target. Because they are powered inde-
pendently, the wielder (whether mech or
man) does not add its Strength bo nus to
their attack or damage rolls.

Anene my that simply comes into

contact with a mech-mounted buzzsaw



TABLE 3-4: EXOTIC WEAPONS - MELEE AND RANGED

Weapon Co stD AMAGE
Bayonet
P ersonal (Small) 10 gp |d4
Buzzaxe

Cogling (Medium) 60 gp 1dI2
P ersonal (Large) 80 gp 2d8
Buzzsaw
P ersonal (Large) 450 gp 1dI0
Chattersword
P ersonal (Large) 120 gp 2d6+Id3
Flame Nozzle

Cogling (Medium) 2 40 gp 2d8
Personal (Large) 290 gp 2d8
Lobster Claw
P ersonal (Medium) 300 gp 1dI0+4
Signal Flare

Medium 20 gp Id6
Steam Gun

Cogling (Medium) 300 gp 1d8
P ersonal (Large) 350 gp IdI0
Steambreather

Cogling (Medium) 300 gp 1dI0
P ersonal (Large) 350 gp IdI2

CriTICAL

RANGE W EIGHTT
19-20/x2 — I lb.
x3 — 12 lbs.
x3 — 18 Lbs.
19-20/x3 — 40 lbs.
x3 — 20 lbs.
x2 10 ft. 20 lbs. F
x2 15 ft. 30 lbs. F
19-20/x2 — 12 lbs.
x2 100 ft. 2 lbs. F
x2 160 ft. 6 lbs.
x2 200 ft. 8 lbs.
x2 15 ft. 25 bs. F
x2 20 ft. 40 lbs. F

YPE CREW PU
Piercing | Special
Slashing | |
Slashing | 2
Slashing | 2
Slashing | 2

ire | |

ire | 2

Bludgeoning and Piercing | |

ire | 2
Piercing | |
Piercing | 2

ire | |

ire | 2

must make a Reflex save (DC 15) or take
full damage. If the mech is grappling or
connected to an ene my, it may make an
opposed Strength check to pull the ene  my
directly into the path of the buzzsaw, in
which case no save is allowed. This attack

is brutally effective when combined with
weapons that let the mech pull enemies
into close range.

Catapult: The crew of a catapult  must
perform two separate tasks: loading the
bucket and winding the rope. It is impos-
sible to perform both at once. A catapult
with full crew can fire every round. With
less than a full crew, reduce its firing rate
by one round for every missing crew mem-
ber. For example, a Huge catapult missing
one crew member could fire only once
every other round.

Many catapults in Highpoint have been
souped up by ambitious coglayers. Some
feature spring-based tension or even com-
pact, folding pendulums.

Chain Tentacle: The chain tentacle is

a specialized weapon designed to entangle
and immobilize small mechs. It is a heavy,
stout chain 500 feet long with a large,
barbed spear point at one end. It can be
used in two ways.

The first method uses the tentacle as a
spear. On a hit, the attacker reels in the
tentacle, drawing the smaller mech into
striking range. This method does not
require the tentacle to pierce the mech
fully, only for it to embed  far enough for
itto gain a hold, so it ignores the mech’s
hardness but cannot do more than 1 point
of damage. (The chain tentacle may also
be launched to cause normal damage, in
which case it will not embed but does  fac-

tor in an ene my mech’s hardness.)

The second method uses the chain as a flail,

in a trip attack. The chain is wrapped around
the target’s legs in an attempt to trip it.

The attacker must declare how he is using
the chain tentacle before rolling his attack.
On a successful spear attack, the target is

chained to the attacker. The chain is imme-

diately tightened and the target may not
move outside the radius of the attack range
until he escapes. The attacker can attempt to
drag the defender closer (and vice versa!) as
a movement action. Escaping the chain and
dragging an opponent closer are resolved
with opposed Strength checks. Even if the
defender loses the opposed roll, if his check
is high enough (DC 28), he breaks the chain
and is free. A dragged opponent is pulled half
its normal movement toward the attacker.

On a successful flail attack, the attacker
may attempt a trip, as with a flail. He
receives a +2 bo nus to his Strength check
due to the extra length of the chain, which
wraps around an opponent’s legs several
times. He may not drop the chain if he los-
es the Strength check.

Some coglayers have experimented with
larger chain tentacles designed for use
against larger mechs, but no chains are
strong enough to contain the strength of
the city-mechs.

Changler: A changler, or chain tangler,



isamass o f tenlong chains attached to a
mech’s arm. Each chain is as long as the
mech is tall. They can be reeled in partially
so as not to trip the mech. On attacks they
are fully extended and flailed againstan
opponent’s legs in a trip attack .

The number and length o f attacking
chains grants a bonusto your c heck when
making a trip attac  k, asin dicated int he
weapon stats. The chains are designed to
detach under su fficient pressure. I f you are
tripped during your own trip attempt, you
can avoid the trip by detaching 1d4 chains.
As longasat least one ¢ hainremains, t he
weapon can be used as normal.

Changlers can also be used e ffectively
by cooperative attackers. I fy ouare the
second or su bsequent attac ker toma ke a
trip attac k onyour targett his roun d, you
receive a + 2 bonus to your trip check .

Chattersword: A chattersword is a prim-
itive version of the modern chainsaw. . It
is a greats word equipped withr ows
of teeth that saw in a constant rota -
tion, p owered by t he steam engine
at its base. It causes gruesome ~ wounds
that are very slow to heal.

Damage from a chattersword takes
place in two phases.  The weapon causes
2d6 points o f damage on a success ful hit.
These wounds are torn and jagged, and
open even further as the victim moves. I fa
victim sustains damage an d makes any vig-
orous motion (which includes practically
any combat action ) within the next ten
rounds, he must make a Fortitude save (DC
14) on the first round in which he moves.
Ona failed save, the ragged chattersword
wounds have torn open even  further and
cause an additional 1d3 points of damage .

City Killer: This is the largest steam can-
non known to exist. Built by Shar Thizdic ’s
forces as a symbol o f their might, itisn ow
being installed in their  first city-mech. It
has been fired only twice in test shots, and
the incalculable amount o f steam pressure
necessary to launch its massive cannonballs
has raise d concerns a bout what might hap-
peni f itmis fires. It could concei  vably
bring down the entire city-mech. The mere

existence o f the weapon is considered by

A
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SWORD BLADE

BARBED SWORD

many Stenian generals to be anacto  fwar:
Why build such a weapon except to attac k
their city-mechs? The ramifications of its
construction remain to be seen.

Explosive Shells: Any steam cannon
may beequippe d with exp losive s hells.
They spray shrapnel in all directions upon
impact. All creatures within aradiuso  f 20
ft. take 1d10 damage, with a Reflex save
(DC20) for half. Note that the steam ca n-
non’s main target takes normal steam ca n-
non damage plus 1d10, while targets within
the blast area ta ke only 1d10 damage .

Flail: Flails may be use d to ma ke trip
attacks against ot  hermec hs. Aswit h
normal flails, a mech may drop its flail
(if possible ) to avoid being tripped by an
opponent on t heir own trip attempt .

Flame Nozzle: Flamenozz lesare

primitive flamethrowers. A dange r-
ously combustible mixture of min -
eral spirits and natural oils is held in
a canister, which is worn on the back in
man-portable versions. With the pull of a
trigger, this fuel is channeled through an
aiming fube into the path of a pilot flame,
which ignites it in an immolating blaze.
The size of the weapon affects the area,
not damage, since the flames are the same
temperature regardless o f how much fuel
is set a blaze.

A flame nozzle attack is cone-shaped.

[ts range increment is its maxi mum range.
All creatures in the areasu  ffer the ind i-
cated damage due to the heat and flame.
Additionally, they may catch on  fire. They
can make a Reflexsave  (DC15) to avoid
igniting. Creatures on fire immediately
take an additional ~ 1d6 points of damage
and continue ta king damage eac h round
until they succeed in another Re  flex save
to extinguish the fire. Attempting to put
out the fire isa full-round action .

The canister full of volatile chemicals is
aviable target. The man-portable version
has hardness 10 and can be pierced with 10
hit points o f damage. A pierced canister
explodes. The person wearing the canister
takes 6d6 damage and automatically catc h-
eson fire. All creatures within3 0 feeto f
him take 3d6 damage (Reflex save at DC 15



for half) and may also catch on fire (Reflex
save at DC 15 to avoid ).

A flame nozzle can fire 15 shots before
the canister mustbere fueled. Re fueling
is expensive — it costs one quartero  f the
flame nozzle ’s original cost .

A flame nozzle normally  fires a single,
targeted bursto  f chemicals, buti f the
fuel pump isle ftonitwill spew  flames
indiscriminately. Thisisn ~ ’tadvised for
safe use but is sometimes quite handy.

If the player opts to leave the  fuel pump

on (known as “full-blazin’ it” ), the flame

nozzle fires twice each round, once at the
beginning of the player’s turn (before any
movement or attacks) and again after all
the player’s movements and attacks. This
consumes three times the normal amount
of fuel (meaning a fully loaded canister
can sustain a full blaze for only 5 rounds )
and runs the risk o f igniting the canister
itself. On a ny attack roll of a natural 1, the
fuel canister explodes.  This destroys the
flame nozzle, deals 6d 8 points o f damage
tothe user (whether mech or man ), deals
2d8 points o f damage to everything within
half the nozzle ’s range increment, and  also
causes a ny other flame nozzles within the
affected area to explode .

Puttinga flame nozzleon  full blaze
requires a stan dard action, as does ta king
a flame nozzle o ff of full blaze .

Hooked Axe: An axe of any size may be
hooked backward at the points. This hook is
used to trap opponents and draw them near.

A hooked a xe hast he same stats as a
regulara xe o f itssize. Onasuccess ful
hit, the target ~must make a Re flex save
(DC15) orbehooked. A hooked target
cannot move beyond the attacker ’sreach.
It may sti 1l make attac ks as norma 1. It may
try to escape witha free action each turn;
make another Re flex save or Escape Artist
check (DC15) to determine the success o f

»
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JAVELIN RACK

BALLISTA

escape a ttempts.

The attacker may try to pull a hooked
defender closer (and vice versa! ). Resolve
this with an opposed Strength check.  The
defender may also tugthea xeouto f the
attacker’s hand with a successful opposed
Strength check .

Once a target is hooked, thea ~ xe may
not be used again until it is unhooked. The
attacker must keep his grip onthea xe.If
he lets go, t he axe remains hooked inthe
target an d leaves his possession .

Javelin Rack: A javelin rack is a massive
ballista designed to launch multiple bolts
at once. It is used against fast-moving aer -
ial targets, where a hail of javelins is more
likely to hit than a single shot. The bolts
are smaller than those fired by a ballista o f
the same size, but more o f them are shot .

Each javelinrack firesa number o f bolts
as indicated in its profile  (3x for Huge, 5x
for Gargantuan, etc. ). Allbolts must be
aimed att he same target, buta separate
attack roll is made for each.

When reloading, the bolts can berolled
onto the ballista frame and will automat i-
cally slide into the proper location. This
makes them fast and easy to reload, but
you still need people around to li ft the
ten-foot long bolts .

Lance: Some mechs are equipped with
enormous lances. A mech-mounte d lance
deals double damage onac harge. Lances
have reach: They may be used against foes
at twice the mech ’s normal reach, but ca n-
not be used to attack adjacent foes.

Lobster Claw: Lobster ¢ laws are po w-
erful hydraulic claws that catch a target in
their pincers and crush it. The edge o f the
pincer is sharp, but much o~ f the damage
comes from the engine-p owered compre s-
sion o f the t wo pincers. Although usually
very large weapons designed torend holes
in the outer armor o f mechs, th ey can also
be built as personal equipment.

A personal lobster ¢ lawis worn like a
glove. A small engine p owers the claw. The
user attac ks by catc hing t he enemy wit hin
the claw ’s arc then quickly acti  vating the
engine with a button inside the gl ove. This

locks the pincers toget her almost instant ly.



Because the compression  force o f the
lobster claw is p owered by an engine, t he
wearer’s Strength modifier does not apo]y, |
to attac ksor damage. Personal lobster
claws ha ve an effecti ve Stren gth of 18, as
indicated in their damage. I f a personal lob-
ster claw is for some reason dis abled, it can
still be swungas a ¢ lub. An individual
wielding a lobster claw cannot use
any ot her weaponint hat hand,
but mechs are o ften designe d
with a small projectile weapon
built into the base o f the lob-
ster claw.

A target hit bya lobster
claw must ma ke a Re flex save
(DC10 ) orbe caught byit.

Once caught, the targetisco n-
sidered grappled.

Magnet Bomb: A magnet bomb
isapressure  bomb ensconced in sev-
eral power ful magnets. The blast is tightly
focused to maximize armor penetration.
Thus, ithasnoe ffectiveareao fe ffect,
even though it is a grena de, but it automa t-
ically penetrates materia 1 hardness w hen
properly applied. I f the user throws it at
ameta | o bjectan d succeedsinarange d
touch attackro Il, t he magnet bomb has
a 50% chance of properly sticking to the
target. Once stuck, it can be removed only
with great effort (Strength check, DC 25 ).
Whether or notitattac  hes, itexp lodes
1-10 rounds after the throw. The duration
is set by the attacker as part o f the throw
action. Magnet bombs can also be planted
directly onto a target wit h a touch attack,
in which case t hey automatica lly stick.

A magnet bomb does not automatica lly
make a hole big enough for a human to pass
through. See page92 for details on boarding

Pressure Bomb: A pressure bomb
includes a mix o f highly flammable chem i-
cals surrounded by a layer o f water, in turn
surroun ded by nai Is, barbs, s harp stones,
and other debris. The chemicals are
ignite d via a wic k priorto beingt hrown.
(This counts as part of the attack action. )
The burning chemicals heat the water to
its bursting point, w hereupon it exp lodes.

The ensuing explosion showers the deadly

»
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AXE BLADE

HOOKED AXE

debris over a wi de area.

Rust Bomb: A rust bomb is an extrem e-
ly di fficult-to-ma nufacture mundane item
that has gaine d wi despread use on ly wit h
the growing prevalence o f mechs. Itisa
simple pressure bomb made o f wood and
filled witha fine dust. The main comp o-
nent o f the dust is a rust-inducing agent
derived from the glands o f rust monsters.
Other components keep the rusting agent
from clumping and help carry it on the
wind so it sprea ds widely.

Attacks wit h rust bombsare touc h
attacks. Whent herust bomb exp lodes,
all metal withinthe blast ra dius is imm e-
diately a ffectedasi f it had been hit by a
rust monster. This creates huge holes ina
mech’s armor and is extremely useful for
boarding parties .

Signal Flare : This isn’t a weapon per se,
but a use ful device for coordinating mech
activities. It ’s a steam-powered fuse that
burns a brightred. Itis imme diately obvi-
ous from a distance of 1,000 ft. in the dark
and 500 ft. in daylight; beyond that, a Spot
check (DC10 ) will reveal it. City-mechs
often fire signal flares to indicate where
they wi 1l be stepping, so sma llermec hs
can ma ke docking attempts .

Steam Cannon: A steam cannonis
very much liket he tra ditional me dieval
cannons we know: a stout barrel for fir-
ing cannon balls. It uses steam pressure to
launch the cannon balls, however, an d the
cannonballs themselves do not explode;
they are useful only inso  far as the impact
of their collision.

Larger steam cannons actua lly have short-
er ranges t han t heir sma ller counterparts.
The reason is simple: Whereas traditional
cannons can simp lya dd more gunp owder
tocreatea larger blast, steam cannons
can’t just “add more steam. ” A limit exists
to how much steam pressure can be sa  fely
maintained, an d t he large steam cannons
have reached this limit.  The size o f their
projectile increases faster than the launc h-
ing power of their steam engine .

Steam Gun: A steamgunisa fantastic
steam-powered ri fle. It fires sling bullets

with an e xcellent range. The weapon itsel f



has a four-foot-long barrel with a stock on
the end. A small steam engine sits between
the stock and barrel. The user fires it like a
normal ri fle. It has some  quirks, h owever.
The sling bullet is launched via a steam -
pressure met hod, and it takes time to build
up the steam pressure. The steam gun can
be fired only once every other round

A steam gun can also fire stones, which
cause 1d6 damage, or handfuls of pebbles,
nails, and other loose rubble, which cause
1d4 damage. Firing anything other than anor-
mal sling bullet incurs a -1 attack penalty.

Steambreather : A steambreather fires
a hissing cloud o f scalding, white-hot
steam. Anunprotecte d creatureis boiled
alive in secon ds.

A steambreather attack is cone-shaped. Its
range increment is its maximum rangéittacks
from a steambreather count afire attacks

Medium an d Large steam breathers are
man-portable. They consist o fa backpack
water reservoirwit  ha  steam-powere d
pump at its base. A hose extends from
thepumptoa long-barreled mouth t hat
requires two hands to wield. Steambreathers
of size Huge, Gargantuan,and Colossal
consisto f the same parts but must be
mounte d on mec hs.

A steambreather can fire 10 times before
its water reser voiris exhausted. Steam-
breathers are extremely heavy because they
require so muc h water. When its water sup-
plyis exhausted, a steam breather weighs
one third of its starting weight.

Sword Blade : This category includes
any large sword blade, whetherit = ’s sharp
on one or both sides, curve d or straig ht, or
otherwise unusual.

Viper Fang: Viper Fangisamodi fied
bore launcher developed for damagin g
(rather than boarding ) w ell armored
mechs. The bore itsel f islarger but much
more stream lined. It lackst he hollow
space for boarders and, in fact, ca n-
notbeused forboarding. The sha ft has
beens hortened, re ducingitsreac h but
increasing the force with which it strikes
opponents. It is the per  fect weapon for
puncturing ene my hulls, butit hasnever

beenused. The builder, a dwarven gea  r-

PRESSURE BOMB

MAGNET BOMB



Vs

wright named Hepe f, died shortlya  fter
its completion, and it now sits  forlornly in
his laboratory, awaiting commissioning by

some city-mec h that can use it .

O ———

ARMOR

earmail: Armor made of tiny gears and
Gcogs sewn together. Usually the gears
are scrap parts no longer usable for their
original functions. From a distance, gearmail
looks like a poorly made suit of scale mail

or chainmail. Up close, it’s clearly a jerry-

ARMOR

Light armor
Pilot’s armor

Medium armor
Gearmail

Heavy armor

Hydraulic armor

Cost ARMOR BoNus
60 gp +3
40-70 gp +4
3,500 gp +10

MaxiMum Dex Bonus

+7

+3

+0

TABLE 3-5: ARMOR

ARMOR CHECK PENALTY ARCANE SPELL FAILURE
- 10%
—4* 25%
-8% 50%

SpeeD (30 FT.) (20 FT.) WEIGHT
30 ft. 20 ft. 15 lbs.
20 ft. 15 ft. 35 Lbs.

30 ft.* 20 ft.* 200 lbs.*

*SEE DESCRIPTION.



rigged effort. Gearmail is not the work of \?

professional armorers, but the product of
resourcefulness among peoples who lack
proper armor but have no shortage of excess
engine parts. It is common among clockwork
rangers and coglings.

The scrap parts usedtoma ke gearmail
are i nvariably coated in grea se from the
times when they were use d for their
intended functions. This make s the wearer
slippery. Grapple checks again st someone
wearing gearmail su ffer a -2 penalty. Note
that this is a penalty subtract  ed from the
attacker’s grapple check, n ot a bonus
added to the wearer ’s grapple check. It’s
not a ny easter for him to grap ple, but it’s
harder for others to hold onto him.

This greasy coating inc reases the
armor’s check penalty by an  additional
-2 for Climb checks, butred uces the
check penalty by 2 for Escape Artist
checks. I fa trained armorer were
to make gearmai |, he could clean
itt horoughlytoremovet he
grease. But this isn’t an option
for the people who regularly
wear this kind o f armor.

Gearmail is rarely bought and
sold. It ’s usually built by scav engers
in gear forests fortheir own use. The
listed costist heranget hat t hey might
demand to sell a suit.

Hydraulic Armor: Hydraulic armor
is the medieval equivalento  f powered
armor. The user wears a metal frame that
must be custom- fitted to his  physique
when the armor is built. (If characters find
discarded hydraulic armor, t hey have only
a25% chance that the armor wi 11 fit a crea-
ture of the same size. ) Tubes and wires are
coiled about the frame, whic h is in turn
encased inaso lid irons hell. Mounted
onthe back o f the shell, prot ected by an
iron hood, is a ¢ lanking steam engine that
coughs forth black smoke ince ssantly.

The iron shell completely e ncloses the
wearer, much li ke a suit o f full plate mail.
It includes a helmet, gl oves, and boots. The
iron shell is thick and durable, far heavier

and densert han event he str ongest plate

mail, and pr ovides a staggerin ¢ +10 bonus 4\

GEARMAIL



HYDRAULIC ARMOR

+

to armor class. It is remarkably inflexible,

however, granting a -8 armor check penalty

and a max Dexterity bonus of +0.

Even though hydraulic armor is heavy,

its weight is offset by the steam engine,

which generates hydraulic pres-

gure to amplify the strength

6f'the wearer’s limbs.

Hydraulic armor

dlways feels as if it

weighs one tenth of

what it really does;

for purposes of

encumbrance,

that’s all that

matters. Further-

more, the wearer

is able to move at full

speed due to the muscu-

lar amplification (though he

may still run only triple his normal

speed). If the wearer is on a horse or a

rickety rope bridge, however, then the full

weight of the armor will certainly become
an issue!

Due to the hydraulic power coursing
around the wearer’s limbs, his effective
Strength is increased to 20 while wearing the
armor. The armor also includes a number of
built-in steam powers, some custom devel-
oped for the hydraulic armor. These include:
+ Airfilter. Aslongas the helmet is on and

the visor closed, the wearer receives a

+4 bonus to saves against any kind of gas

or airborne poison.

+ Visor shades. The visor darkens rapidly
in response to bright light. While the
visor is down, the wearer receives a
+4 bonus to saves against blindness.
For effects that do not normally allow a
save, he now receives one.

+ Slam attack. The heavy fists of the armor
can be used to make slam attacks. The
wearer Is never considered unarmed.
He can make a slam attack at his usual
base attack bonus, for damage 1d6 plus
his Strength modifier, with which he is
always considered proficient.

+ Stability. The heavy, grounded nature of
hydraulic armor grants the wearer a +4

bonus to defending against bull rushes



(as if he were u nusually stable ).

+ Steam powers. The steam engine o f the
hydraulic armor can also be used to run
steam powers .

+ Concealment. The massive bulk o of
hydraulic armor is difficult to conce :al.
As if that weren’t enough, the ste sam
engine constantly pours forth
smoke. The wearer su ffersa- 8
penalty to Hide checks.

+ Jumping. The hydraulic arm aor
offsets its own weight in a ju anp by
transferring power out of the ~ arms and
augmenting the wearer’sleg s strength
even more. For jumping pur :poses, the
hydraulic armor counts as one-tenth*~nth
its weig ht, noarmorc¢ heck penalty is
rolled, and the wearer uses the suit ’s
Strength o f 20.

Learning to use hydraulic armor requires
its own specialized feat slot:Armor Pro  fi-
ciency (hydraulic).Ittakes15mi  nutes,
with assistance, to don hydraulic armor.

Pilot’s Armor: The inside ofa mech
cockpit is anything but comfortable, as every
mech jockey has learned. The mech’s jarring
motion causes armor to start chafingvery
quickly, resulting in an e xtremely uncom-
fortable ride (and possible injury). Anything
more durable than padded armor will chafe,
but mech creww orrieda bout
boarders or (worse still) mech
weapons penetrating their hull
need the best armor they can get.

Enter pilot’s armor. Specially devel-
oped by the Stenian Confederacy and now
widespread among mech jockeysit is built for
comfort and protection against he weapons a
mech jockey most commonly facesThe areas
most subject to cha fing — thighs, abdomen,
buttocks, and ribs — are all padded. ~ Other
areas are covered in leather. The outer arms
and legs, p lus t he c hest an d a bdomen, are
covered in steel studs  (as studded leathe r
armor), but the whole back of the armor is
just comfortable strips of padded and leather
armor with no studs. Steel bars jointed at the
elbows and knees run lengthwise down t he
outside of thelegs and arms, o ffering pro-
tection from large weapons and any kind o f

slashing attacks.

BORE PUNCHERS
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FLAME NOZZLE

STEAMBREATHER

Overall, the armor provides
good protection from the
front, great protection
from the sides, andli m-
ited but com  fortable
protection  from the
rear. Itis quite comp li-
cated to produce but, as
any mech jockey will tell

you, well worth the price.

DO
UNUSUAL TTEMS
Irem Cost WEIGHT
Coal, 5. 1-10 cp Ib.
Fruits an d vegetables  x20-x30 standar d —
Gearplugs 150 gp 2 lbs.
Mensite, | lb. 100 gp I'lb.
Stethoscop e 10 gp Ilb.
Wisp cloak 8gp I'lb.
Wood, I'lb. I-5¢cp Ib.
Coal: Coal is burned to
- power steam engines.  The

mech fleets have created
a burgeoning mar ket in
coal. The price varies
according to supp lyand
demand, an dt he local
availability o f wood.
Fruitsan d Veg-
etables: The fields
and orchards o f
Highpoint have
been laid w aste, an d
with them, the continent’s agricultural
output. A healthy supply of mushrooms,
potatoes, and atér tunguses, tubers,
and rras is available, but wheat, corn,
and lea fy greens are hard to come by. As
the mec hdoms rec laim territory, t his has
created a burgeoning market in farming,
which is now avery lucrative career. It has
also created anew kind o f treasure: fruits
and vegetables. Dried or preserve d speci-
mens can be sold  forupwardo ft wenty
times their former prices. Fresh  fruit and
rare varieties  fetch thirty times. Good
wine is a lsorare, asma ny vineyar ds have

been destroyed. Of course, ma ny a chara c-



ter would rather enjoy the luxury o f eating Y

such food and drink rather than selling it !

Gearplugs: Gearplugs resemble a
telephone made o f castiron. Oneend
has an earpiece an ~ d mouthpiece, w hich
are connecte d toacomp licated box with
a thick black cable. Comingouto f the
otherendo f theb oxisaserieso f plugs
with sharp metal ends. The metal ends are
pluggedintoa nysteam engine. Through
ana dvanced process,t heusercant hen
instructt he engineonw hatto do. For
most engines, t hisis limited simply to
saying “start,” “faster,” “stop,” orthe
like. However, wit h intelligent engines or
others capable o f taking commands, this
allows for com munication .

Mensite : Mensite is a rare metal found
in lunar asteroi ds. Itis easyto quarry
but di fficult to locate. Mensite was ~ first
dismisse d as use less, since itisre latively
brittle an d has an extreme ly lowme It-
ing point. These soon became pointso  f
endearment, h owever, after it was learned
that in its liquid form it will mix with
water- an d oi I-based so lutions, inc luding
magical potions. Combined with potions
and alloyed with ot her meta Is to ma ke it
stronger, mensite is extremely use  ful for

building constructs wit h magical proper-

ties. Magic users, especially the elves o f
L’arile Nation, will trade two pounds o f
gold for a pound o f mensite .

Stethoscop e: A stethoscopeis built

withthe finest cra ftsmanship available.

BOMB LAUNCHER

STEAM CANNON



CATAPLULTS

This petite metal listening device makes

it easier to hear what ~ ’s going on in an
engine, grantinga + 1 bonus to checks in
any engineering ormec h s kill re lated to
fixing or disabling a device (includin g
Disable Device, Craft (mechcraft ), and
Profession (engineer)).

Wisp Cloak: These nonmagical cloaks
are worn by the Wisps, a nomadic tribe o~ f
the endless plains. The cloak ismade o fa
camou flage-patterned fabric and includes
numerous deep but sma ll-mouthed pock-
ets designed to hold dirt. The wearer plants
long ivies int hese poc kets, an d once t hey
are grown heis literally cloaked in living
vegetation. This grants a + 2 circumstance
bonus to Hide checks in wi Iderness areas.
A wisp ¢ loak is inexpensive but requires
three months o f growing time be fore it is
effective; alternatively, a fully grown cloak
can be purchased for triple the usual price.
The ivies in a wisp cloak ~ must be watered
and cared for as any plant.

Wood: This is scrap wood used to power
a steam engine. The price varies accordin g
to local conditions. Generally wood costs

one hal f of what coal does .

<
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MECH-RELATED
MAGICITEMS

lood-powered Engines: Ane xperi-

mental drow mech captured by the
dwarves of Duerok features a blood-powered
engine. [t literally runs off of living creatures,
which are sucked dryby the engine. This
horrific process is semimagical in nature,
requiring certain enchantments when creat-
ed as the drow did, but some coglayers have
found ways to duplicate the processes with a
blood pump (see page 56). These devices are
banned in the Stenian Confederacy, Duerok,
and most other civilized lands.

Ethereal Catapult: Anet hereal
catapultis designed to penetrate mec h
armor. It is anormal catapult that has been
enchanted to trans  form its projectiles
into ethereal matter when launched. ~ The
shooter designates a target, an dthe pro-

jectiles immediately trans form back when



they have breached the targef, The
effect against mechsis  devastat-
ing: The catapultlaunc  hes an
ethereal projectilet hat mani-
fests (becomes “hard” ) once
it’s already inside them  ech,
bypassing its armor an d caus-

ing severe damage.

Ethereal catapults make touch
attacks —armor bo nuses to AC don’t
matter. Theybypassall — hardness and,
because they mani  fest inside the tar-
get, have a threat range of
17-20. A ny weapon can  be
enchantedt hus, butso far
the e ffect has been limite d
to catapu lts.

Strong  transmutation;

CL 12th; Craft Magic Arms
and Armor, Craft Wondrous Item,
blink; Price 70,000 gp + cost of weapon.

Intelligent Engines: Rumorse xist of
eccentric steam mages who have usedt he
same magic that creates intelligent swords
to imbue their steam engines with sentience.
These steam engines are fully self-aware,
capable of guiding and piloting mechs with
no h uman input. One such “ghost mech”
walks the endless plains, searching for the
orc brigands who killed its creator like any
other common mech jockey.

Anintelligent engine must be enchanted
as a magic item, per the usual rules. Inall .
respects it is fustIi ke any other intelliggent
item. [t may ha ve the egoto overcome its
creator, or may acquiesce to his demands.

Magnetized Ring Gates: These have so
far not been used in battle, but the Tannan-
liel elves are extreme ly excited about t he
potential applications. They appear to be a
set o f unusually large ring gate s (like those
described inthe DMG), almost three feet
in diameter. One is anchored in place on a
mech. The other is launched via a catapult.
The launched gate has been enchanted to
adhere magnetically to the first metal item
it touches (generally a mech, of course ).

Once the second ring gate is secured to
the side of an enemy mech, the ~ weapon’s
power becomes clear. The magnetized ring

gates allow an o bjectputt hrough oneto

»
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emerge out o f the other, through any wall 3
or o bstruction it is attac hed to. In ot her
words, the elves can launch boarding pa r-
ties straight into the interior o f the enemy
mech without so muc h as piercing its hull.
Or th ey could toss hand  fuls o f grenades
into its innards. Once th ey ha ve mastered
f

mech combat cou Id drastically ¢ hange.

theuse o f these weapons, the nature o

Luckily for the dwarves, magnetized ring gates
are hard to make and even harder to use.

Strong conjuration; CL 17th; Craft Won-
drous Item, gate, passwall; 60,000 gp; Weight:
51bs. each.

Speaking Engines Moret hanone
mech joc key has had a wizard friend cast a
permanent magic mout h on his steam engine.
Usually s everal magic mout h spells are in
effect, each instructed to speak onace  r-
tain mechanical condition: ~ “Speak when
the boiler is too hot,” “speak when the gears
are out of alignment,” and so on. This makes
diagnosing engine pro blemsa lot easier,

and warns the engineer if he ’stoo busy in

(" battle to notice something ’s wrong.

Spell Furnace: A spell furnace converts
magical energy into kinetic force. It can be
used to power a mech with spells. Its energy
requirements are i dentical tot hose in di-
cated for the steam mage ’s synergy ability
(see page 37 ); for example, a spell furnace
could power a Large mech with 10 spell lev-
els of energy each day. Any steam-p owered,
clockwork, or man-p owered mech smaller
than city-mec h size can have a spell furnace
substituted for its regular engine at an add i-
tional cost of 100,000 gp. Creatinga  spell
furnace requires the Craft Wondrous Item
feat and must be done by a caster o f at least
10th 1 evel who also possesses 10+ ranks in
Knowledge (steam engines ).

Certain cruel underdeep races have cr  e-
ated spell furnaces that suck the magical energy
out of extraplanar and magical creaturesOne
particular favorite utilizes the energy put o ff
by fire elementals. This painful torture leaves
the victim a desiccated huskSuchspell furnaces

cost twice as much to build, requirefacilities

LANCE
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/ to restrain the victim, and drain energy at the
rate of 10 spell level equivalencies for each Hi

point drained.

Enchanting Mechs
Many factions have practiced the enchan t-
The

protection fVOWI arrow sw hen

ment o f mechs to a certain degree.
elves cast
facing Stenian steam cannons, while the

f

protection from element s is use ful against the

dwarves have discovered judicious use o

fireball-launching rodwalkers. One famous
elvenam bush i nvolved casting invisi bility
onasmall fleet of mechs. Another famous

)

coglayer won a battle against a rival s
much-larger mec h by persua dingaco n-
structor friend to enchant his entire mech
with rusting grasp.

Affecting a mech with spells generally
requires multiple casters and the Com-
bine Spell metamagic feat. Otherwise, the
mech is usually too large to be a ffected.

See page 43 for more details .




PLATE 5 The battles on Highpoint’s surface
reflect a much larger divine conflict.



ChE WORLD 0F DRAGONMECH

KIGHPOTNT

ighpoint is a continental landmass in
che game world called DragonMech
The many residents of Highpoint refer to the
world at large by a number of names in several
different languages, but we will keep it simple
by referring to it simply asDragonMech.

Other landmasses are to the east and
west, but Highpoint remains the undeniable
focus. In all the lands affected by the lunar
rain and lunar dragons, only the residents of
Highpoint have evolved an effective defense
mechanism: the mech. Over the centuries to
come, the world will be reshaped by what
happens on Highpoint.

The world of DragonMech is subject to
one particularly unusual environmental fea-
ture, in addition to its collapsing moon: widely
varying seasonal water levels. The seas around
Highpoint (and throughout the entire world)
rise and fall by more than 30 feet over the
course of the year. This is caused by wide sea-
sonal temperature swings near the poles, which
trap and then release huge quantities of arctic
ice on a regular cycle. It is more than simple
tidal action, which of course is present as well.
The close presence of the moon has massively
altered tidal patterns, which only further exac-
erbates the seasonal water levels.

The implications of the seasonal w ater
levels, combined with the altered tidal influ-
ence, have shaped the course of life on High-
point in three ways. First, stable settlements
beside waterways are impossible. Coastlines
shiftb yh uge distances, back andf orth,
over the course of they ear. This inability
to establish permanent settlements in natu-
rally advantageous places contributes to the
planet’s intensely nomadic lifestyle.

Second, amphibious life s more common.

One humanoid race, the slathem, lives in cit-

ies that are underwater for half the year and
above water the other half. Among the more
common races are amphibious v ariants of
elves, humans, and dwarves, as well as a num-
ber of other creatures. Of the races that have
established permanent settlements, many
are amphibious.

Third, land forms change over the course
of the year. Certain land bridges appear
only duringthel  ow-water months. Vast
floodplains vanish under the sea for six
months at a time. As a result, trade routes
are highly seasonal.

Thus the reason for Highpoint’s name: Of
all the continents, it is, on average, the great-
est distance above high-water sea level. The
continent itself is actually a series of stacked
plateaus with a mountain range at the top. The
lowest plateau shelf, to the west, is an enormo
desert floodplain called the Wet Desert. Half
the year it’s a shallow saltwater ocean; the othe}
half, it’s a parched expanse of sun-heated sand,
The easternmost shelf is higher than the wester
one, such that the eastern coastline is a single,
unbroken cliff stretching for nearly a thousand
miles. Historically, the cliffis been tall enough
to resist even the highest floodwaters, leaving
the easternmost plateau dry for the entire year,
Since the lunar rain, however,enhanced tidal
action has brought the peak water levels over t}
cliff edges for the first time.

The eastern reaches are the most popu-
lous. The most inhabitable area is the end-
less plains, a vast expands of gentle hills
covering the easternmost plateau. The
next plateau to the west is the flatland,
in contrast to the roughlands which abut
it still further west. The great Boundary
Peaks divide the roughlands into two.

Weather patterns send most of the conti-
nent’s moisture to the east of the Bound-
ary Peaks, meaning the western regions are
hot and dry. They descend through three

plateaus of scrub, rocky hills, dry savanna,
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and hostile desert into the Wet Desert, the

bottommost plateau that is deluged with
seawater for six months each year.

One other terrain feature has significantly
shaped Highpoint, and that is the Endless
River. The Endless River remains at a fairly
constant elevation relative to sea level over
the 2,000 miles it runs. Since Highpoint
itself v aries drastically in elevation, this
means the Endless River runs underground
for more than half of its length. During the
low-water months, the Endless River is a nav-
igable underground water route. During the
high-water months, it is a raging whitewater
that only a fool would enter. The 1,000 miles
of underground channels itsw aters have
carved beneath the plateaus of Highpoint are

the entry points for a vast underdeep realm.

o>
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CLIMATE AND SEASONS

s a rule of thumb, eastern Highpoint
Ais temperate tow arm, while w estern
Highpoint is warm. The east is moist, with
some very wet tropical areas in the northern
forests and w et swamps to the south. The
west is consistently dry, ev en during the
high-water months, which bring only saltwa-
ter, not fresh water. The very southernmost
reaches are noticeably cooler than else-
where, though still temperate overall.

The residents of Highpoint divide their
years into only two seasons: low-water and
high-water. This is not the same as a dry and
a rainy season, since the source of the water
isn’t rain. In eastern Highpoint, the differ-
ence in seasons is greatest for the cultures
along the Endless River, the borders of
which expand by more than five miles as the
floodplains are filled. Lakes and other rivers
are also affected, though not as dramatically.
Inw estern Highpoint, high-water affects
the entire region, as the Wet Desert is com-
pletely flooded.

In our vernacular, high-water corresponds
to spring and summer, while low-water
corresponds to fall and winter. The winter
months know snow in eastern Highpoint,
particularly in the more southern regions,
but the dry skies of the west bring only icy,

howling winds.
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TIMEKEEPING

The Stenian Confederacy uses the old
Duerok system of timekeeping, which
has its roots in underground settlements
under constant siege. This is the most preva-
lent system on Highpoint, especially since
most of the nomadic human tribes use no
system of time whatsoever.

The Stenian system has sixw eeks per
month and six days per week, over the course
of seven months, for a total of 252 days per
year. The days are Diggon, Axon, Digget,
Suron, Suret, and Surol.

Diggon: F irst day of thew eek. Among
the underground dw arven strongholds, it
was traditionally the first day of digging in
their never-ending quest to e xpand their
holds. It also included general communal
activities for those incapable of or unneeded
for digging. On mechs now it is usually a day
of communal activity, which can include
making repairs, shoveling coal, cleaning, or
other such things.

Axon: Second day of the week and tradi-
tionally the day of martial training. Still used
on many mechs to practice fighting drills.

Digget: Third day of the week and the sec-
ond day of digging (or communal activity).

Suron: Fourth day of the week and first
day of personal work, which varies according
to the trade of each person.

Suret: Fifth day of the week and second
day of personal work.

Surol: Final day of the week and third
day of personal work. In centuries past,
when Duerok was strong and well defend-
ed, this eventually became a day of rest.
Since the start of the lunar  rain, h owever,
that tradition has disappeared. It is once
more a day of work.

The seven months follow the natural cycle
of high-water and low-water, as follows:

Arie: The first month of the year is when
the waters are at their midpoint. It is roughly
equivalent to spring.

Cammerce: The w aters of the Endless
River rise as the second month appears.

Near the end of the second month is when

( the endless traders traditionally arrive in

Duerok. (They reach Edge shortly thereaf-
ter; see page 161.) This is a time of excite-
ment, visitors, and news from afar.

Highwater: The point at which the waters
peak.

Duerok: A month of holidays. The hard-
working dwarves of Duerok have only six hol-
idays, all of which take place in this month.
By now, the traders have left and it is time
to relax. The six holidays (one perw eek)
honor dw arven virtues: thrift, discipline,
clan, honor, strength, and valor. Nowadays,
the holidays are recognized but no one stops
working. Times are simply too dangerous.

Flero: By this time the waters have begun
to recede.

Jealo: Atime of want. The bounty of high-
water is slowly being consumed.

Lowwater: The w aters of the Endless
River are at their nadir. Everyone looks for-
ward to them rising again and bringing the

excitement of Cammerce.

<
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LUNAR CYCLE

The moon is literally the largest object
in the sky at all times. Depending on
the landscape, it occupies as much as three
fourths of the sky. Visible even during the
day, it is an oppressive reminder of the
world’s problems.

The moon still foll ows aregularc ycle,
but since it is so close to the planet, the full
surface is visible at all times. Parts or  even
all of the surface may be shaded, butth ey
are still visible, and on the night of a full
moon, the reflecti ve qualities of the mas-
sive satellite ma ke the night literally almost

as bright as the day.

Lunar Rain
In the hundred-odd years that the lunar rain

has poured down upon Highpoint, its nature

has changed considerably. In the early years, it

was a veritable bombardment. Huge meteors
crashed to the surface each night, blasting the
ground into a fine dust. Almost nothing could
sustain such a beating, and those creatures
that didn’t seek shelter were killed. The few

that weren’t flattened were instead excori-
ated by the thick particulate mist of red-hot
debris that fell with the large meteors.

The surface w orld was destroyed by the
lunar rain. Most vegetation was reduced to
mere stumps. Cities and towns were largely
flattened, unless they were built under the
lee of a cliff, in a narrow-mouthed canyon, or
in some other relatively protected location.
By bizarre luck, a few settlements survived in
a still-habitable state, but they are the excep-
tion, not the rule.

By the time the lunar rain forced the sur-
face world underground, it also began to let
up. It wasn’t long before much of the moon’s
surface had been ripped clean off, leaving
only solid bedrock e xposed. That bedrock
was too strong for the planet’s gravity to tear
off. Over the course of a decade, the pace of
the rain slowed. Soon the large meteors were
extremely rare. After a while, the excoriat-
ing haze was rare, too.

Now the meteor rain is largely sustainable.
On most nights it is like a heavy sandstorm
dumped from the sky: a thick, soupy particu-
late mist that scrapes at the skin. It is painful
and can be deadly to the unprotected, but
most surface dwellers know how to handle it.
Of course, the occasional meteor storm still
occurs, which is none too pleasant, but such
occurrences are rarer and rarer.

When characters embark on wilderness
treks, randomly generate the nature of the
lunar rain each evening, according to Table
4-1. Add +4 on a full moon.

MAJOR REGIONS

\
4

ooking at a surface map of Highpoint, it
Lhas four main areas, reading from east
to west: the endless plains, the flatland, the
roughlands, and the western deserts. But the
wide range of elevations in Highpoint neces-
sitates defining its regions in three dimen-
sions. A cross-section map would reveal five
elevations of civilization: the moon, which
is close enough to interact with the planet’s
surface; the surface, which encompasses the
four main areas named above; the subsur-

face, which is the areas within a half-mile
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TABLE 4-1: LUNAR RAIN CONDITIONS

No lunar rain. Such evenings are extremely rare. In cities, they are celebrated with dancing, drinking, and general merriment under the clear sky.
ainful haze. Lunar particulate matter falls from the sky. Someone standing outside feels like he’s being sandblasted. It is abrasive and painful, but usually not deadly. Characters
wearing any armor of +1 or better protection, or creatures with natural armor of +2 or better, are undamaged. Other creatures suffer Id4 points of nonlethal damage per hour of

exposure. All creatures have a |% chance each evening of being hit by a small meteorite that causes Id6 points of damage. Exposed armor, vehicles, and buildings suffer scuffing

Small meteor shower. The sky is ablaze with shooting stars. As the painful haze, above, but in addition, all exposed creatures have a 25% chance per evening of being struck by a

Large meteor shower. As above, but the sky is literally glowing with shooting stars, and their constant impact creates a resonant booming sound in the distance. Every so often,

a huge boulder hits the ground. All sane creatures take cover. All exposed creatures have a 25% chance per hour of being struck by a meteorite. If struck, roll Id6. On I-4, they

suffer that much damage. On 5-6, roll Id6 again and add the result to determine damage. If the second roll is 5-6, roll yet again, and so on.

RoLL (p20) LuNAR RAIN CONDITIONS
|
2-16 P
and minor damage that must be repaired at least once every six months.
17-18
small meteorite that causes Id6 points of damage.
19-20
21+

Meteor storm. Cover isn’t enough — you need to be underground to be safe! It’s like a fireworks show at close range. The sky is full of fire, the ground is booming, and there

is no safety. Anyone exposed at all takes Id3 points of damage per hour from the dense, grating particulate matter. In addition, he must make a Reflex save (DC 20) once every

half hour or be hit by a meteor. If hit, he takes damage determined by rolling IdI0 and squaring the result (e.g., a roll of 3 means 9 points of damage, while a roll of |0 means

100 points of damage).

of the surface or the Endless River’s under-
ground boundaries, and includes places like
Duerok and other dwarven strongholds; the
underdeep, which is the region below the
subsurface; and the Stygian depths, deep,
deep down, beneath even the underdeep,
an alien realm that no surface dwellers knew
until their flight from the lunar rain forced
them ever deeper into the earth.

Prior to the lunar rain, the surface world
interacted routinely with the subsurface,
which was heavily populated with dwarves,
orcs, and other underground civilizations.
Trade and warfare occurred at the edges of the
plateaus and along the borders of the Endless
River. The underdeep world rarely ventured
into the subsurface, much less the surface
world, and the Stygian depths were unknown.

After the lunar rains began, much of the
entire surface w orld tried to cram itself
into the subsurface. Thanks to the plateau
structure of Highpoint, am uch greater
underground area w as available to accom-
modate them than on any of the planet’s
other continents. Even so, it wasn’t enough
room. The subsurface dw ellers defended
their entry points against the refugees. Most
were ov erwhelmed, and the surface w orld
crowded into the subsurface. The defeated
subsurface races w ere either e xterminated
or forced further underground, where they

encountered and warred with the denizens

of the underdeep. The victorious surface
dwellers soon found their victories hollow
as successive waves of surface-dwelling refu-
gees followed behind them, pounding their
new subsurface homes. Wave after wave of
defeated surface dwellers was subsequently
pushed into the underdeep. Eventually even
the underdeep was at war, and it was then
that displaced underdeep residents traveled
so far into the earth that they encountered
the Stygian depths. These hellish regions
even now remain a place of mystery, for very
few visitors there have returned to tell their
stories. But their mere e xistence is now
established as f act, where f or eons it w as

considered fiction.

O ———

A hIGHPOINT
GAZECTEER

E gazetteer of Highpoint is, in fact, a very
melancholy undertaking. The world has

changed so drastically ov er the preceding
half-century that many of what would have
once comprised the most notable locations
are now utterly ruined. Even the subsur-
face and underdeep, whichw ere never

directly exposed to the lunar rain, have been

upturned in the ensuing chaos. What’s left of
the meteor-pocked surface is now divided
into loosely organized mech-ruled king-
doms, or mechdoms, wherein the notable
locations are the highly mobile city-mechs
themselves. Thefe w remaining surface
settlements arev eritable f ortress-cities,
enclosed in massive stonew alls powerful
enough to resist the lunar rain and repulse
the lunar dragons.

Thus, this gazetteer will describe the dam-
aged remnants of continental Highpoint and
the mobile mechdoms of the new surface
world. Mechs are uncommon in the chaotic
melee that is still the subsurface and under-
deep, so descriptions of those areas will be
left for another time — as will coverage of
the moon, which influences the world dra-

matically but is for now still another planet.

<
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THE NOMADIC PEOPLES

efore delving into the details, we should
Bestablish a crucial fact that will contribute
to your understanding of Highpoint. Civilized
life on Highpoint has always been itinerant.
Three factors contributed to this. First, the
erratic water levels made permanent civiliza-
tions near primary water sources impossible,
and the extreme changes in natural resources

between low-water and high-water encour-



aged mobility.Second, the massive herds and Y

bountiful wild plant lfe of the precatastrophe
endless p lains ma de huntingand gathering
just as productive as setled agriculture.
Finally, the preponderance ¢ humans

and orcs in the endless plains made

some degree o f wandering almost
inevitable, as both o f these races

are short-lived, impatient, and con-

stantly in motion.

Of all the races, only the elves and
dwarves maintained extensive permanent
civilizations, the dwarves thanks to their
subsurface regions that were only marginally
affected by the seasons, and the elves due to
their more sedentary proclivities. The grand
forests of the northern endless plains are
home to a greater settled population (mostly
elven villages) than the rest of the endless
plains combined. Similarly, the dw arven
strongholds of Duerok are home to a greater
settled population than the rest of the
flatland and roughlands combined. Around
these islands of stability, humans, orcs, and
even a great number of elven and dwarven
nomads swirl in constant motion.

Or, more aptly, swirled (past tense), since
these surface civilizations have now been
largely reshaped. Nonetheless, Highpoint’s
inherent restlessness made the transition
to the new mechdoms surprisingly natural.
Many of the tribes that once wandered the
endless plains with spear in hand now wan-
der the same areas in iron-clad mechs. The
mechdoms and loosely affiliated mech tribes
are, in the most basic political and social
sense, no great change for most inhabitants.

Nonetheless, on this nomadicw orld,
permanent settlements did exist. Among
sedentary tribes, the basic unit of civiliza-
tion was a city-state, rather than a kingdom.
These scattered city-states often depended
heavily on the nomads, in some cases uti-
lizing nomadic w ater traders to survive the
low-water months. At the same time, they
required extensive protection against other
nomads and w ere often organized around
ancient, impregnable fortifications.

While t he noma ds transitioned easily to

life on a mech, only the well armored city -

states still remain on the suface. Sequestered

»

in their power ful bunkers and unassailable
castles, they are protected from all but the
worst meteor storms. The luna r
dragonsareat  hreat, as
always, but even they give
pause when faced with a
well defended castle.
The biggest threat
to these remaining city-
states is water. Although
some are located near
natural supplies y ear-round,
the low-water season strands oth-
ers. The city-state of Chemak is a notable
example: Since the disappearance of the
surface nobles, Chemak has constructed
enormous, well guarded reservoirs in order

to survive the low-water months.

-
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CONTINENTAL HIGHPOINT

The Endless Plains
The endless plains were once the epicenter
of Highpoint. If awar was fought, itw as
there. If an invention w as created, itw as
there. If you wanted adventure and novelty,
change and surprises, the endless plains were
where you went.

The endless plains were divided into three
principle regions. The northern tig--wa»
the great temperate an  d tropical
forests, primarily settled by elves
but with no lack d humans, orcs,
and goblins. From there to the
Endless River were rdling hills
and grasslands, intersperse d
with the occasiona mountain,
forest, and lake. This area was
the heart of the endless plains,

a swirling morass o f nomadic
cultures t hat constant ly tra ded

and warred. South o f the Endl ess
River, the grasslands gave way gralually to
swamps and lake lands.

No great kingdoms existed in the endless
plains. A few city-states ruled their sur-
rounding areas, and loose tribal a lliances
created w hat could be called nations, but
no entity ever approached the status of king-

dom, much less empire.

v

Now, the endless plains are a smoldering
wasteland. The central region is forsaken
and bleak. What’s left of the landscape has
been ruined by lunar dragons and the bur-
rows they dig. The swamps and lakes of the
southern regions are filled with rising levels
of lunar sludge and sediment. The northern
forests were most resistant to the lunar rain
but were nonetheless damaged by the lunar
dragons. Many of the mighty oaks and elms
have been shattered or toppled. Those still
standing are being eroded into stumps with
every evening’s lunar rain.

Over the entire endless plains, the nomad-
ic human peoples built only a dozen large,
permanent cities. Manyw ere destroyed;
four still stand. The four surviving cities are
Glatek, Edge, Stilt City, and Chemak.

Glatek

Glatek sits in a sheltered valley just belo  w
the bluffs of the western plateau. It sprang up
from natural trade lanes between the slathem,
humans, and elves: It is equidistant from the
elven forests to the northeast, the slathem
cities to t he west, an d the human tribes to
the sout heast. Its economica lly importan t
position led naturally to a permanent sett le-
ment of traders, middlemen, and merchants.
Atits peak it was at hriving
metropolis of more
than 5,000 perma-
nent ¢ itizens,
plust  hou-
sands more
traders and
nomads a t
any g
time. Now
itisa bout
half that size.
Glatek is a

vertical city, but

iven

unlike our mo dern

vertical cities, Glatek goes

down under the earth.Over thousands d years
of trading, the amphibious slathem carved otx
an underground channel to the city by enlarg-
ing a naturally occurring labyrinth bcorridors
connectingGlatek to the seas to its north and

west. When comp leted, t hese corri dors



opened into the ocean below sea level an d 3

were flooded. The slathem then used them as
an underground expressway toGlatek.

These corridors are flooded y ear-round,
but when they reach Glatek they ascend in a
series of vast high-ceilinged natural caves. At
ground level, Glatek sits 30 feet above high-
water sea level and 60 feet above low-water
sea level, meaning the caves underneath it
have from 30 to 60 feet of usable air space,
depending on the season.

As aresult, most buildings in ~ Glatek are
only one stor y high butareat leastt hree
This

underground area is called the “bottomcity”

stories deep. Some are much deeper.

The city’s “docks” are floating platforms in the
bottommost areas o the bottomcity. Slathem
swim directly to the docks, do their trading,
and leave without ever seeingdaylight.

As a trade center and thus a point of con-
centration for wealth, Glatek was long used
to defending itself. Its unique layout situated
its valuables and warehouses in the bottomc-
ity, safe from ground attack. Nonetheless,
the city council constructed a series of three
powerful walls. The first, or “old wall,” was
built some 700 years ago. It is twenty feet
high and w as once thewall ofa castle at
the city’s center. It now provides an “inner
perimeter,” since the city has since expanded
beyond. The second, or “new wall,” is twelve
feet high and surrounds the entire city. In
days past, the areas outside the neww all
were filled with the tents and campgrounds
of nomadic traders.

The third, or “flat wall,” is 400 years old,
the same age as the new wall. It is not a wall
proper but a stone floor covering all the
city’s thoroughfares. In effect, it is a flat,
solid stonewall one foot deep, sealed by
the best stone craftsmen e xactly as awall
would be sealed. Tunneling into the bot-
tomcity areas requires breaking through this
flat wall, or breaking into a building where
the bottomcity is otherwise accessible.
Since only residents have access to buildings
leading into the bottomcity (including the
few public staircases, which are always well
guarded), only residents and acknowledged
guests can reach the bottomcity.

As a result of the flat wall, any building

older than 400 years has a floor set about one
foot lower than street level. Buildings newer
than 400 years — about a third of the city,
mostly outside the inner perimeter — are
built on top of the flat wall. The presence
of the flat wall is general knowledge but is
not immediately obvious, since the wall has
cobblestones and normal road materials set
into it. Unless someone specifically asks or
overhears other discussion, or unless one
sets foot in an older building with a lower
floor level, it is not noticeable.

The city’s design proved eminently useful
during the lunar catastrophes for a number o
reasons. The bottomcity provides protection
during the lunar rains.The steep inner perim-
eter wall is a per fect re fuge from which to
repel lunar dragons, especially since the city
put in place a battery of swivel-mounted bal-
listae. The underground slathem waterways
provide a source of water. (Saltwater though
itis, with proper treatment it is drinkable. )
And the slathem themselves can provide sea-
food for trade, although relations between
the slathem and the city’s rulers were perma-
nently damaged when the slathem exploited
the situation to charge what many considered
to be utterly unreasonable prices.

As a result, Glatek still stands. The areas
beyondt he inner perimeter have been
heavily damaged by dragon raids and are
occupied primarily by scavengers and
refugees who aren’t admitted
into the inner perimeter.

The inner perimeter is
now heavily guarded at
all times, against both
dragons and surface
Glatek’s

reputation for wealth

raiders.

persists and it has had
to resist not just tribal
nomads but the occa-
sional mech clan as well.
But it stands nonetheless,
with its inner perimeter intact
and the bottomcity unharmed.
The bottomcity is an arrangement of large
underground caverns filled with sca ffolding
of various materials. The shallow caverns, as

well as the upper heights of the deeper ones,
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have multilevel basements descending from
their cei lings, sometimes held inp lace by
The

bottoms of the larger caverns (at least those

huge wooden timbers or metal braces.

above high-water sea level ) have multistory
buildings which stretch up to amost touch the
bottoms o the basements above them. Bridges
and walkways connect all levels of these truly
three-dimensional urban areas. The bottom-
most areas,flooded from the high-waterflood
line to the low-water line, are mostlyfloating
docks andfixed slathem residences, and belw
that are more dathem areas

Glatek’s

“undercity slums” are, in fact, above ground.

In a unusual development,
The bottomcity is the w ealthiest part of
town, especially the bottomcity centermost
under the inner perimeter. The docks are
controlled by the w ell-to-do slathem mid-
dlemen and brokers who distribute slathem
trade goods into the upper areas, and t hus
are anything but seedy. The city’s slums are
the surface areas, which become progres-
sively worse as one gets closer to the perim-
eter. Beyond that is the refuge of scavengers
and refugees.

The city is ruledby the same merchant
council that has always ruled. All of the
council members are human. The merchant
council is a purely commercial organiza-
tion; membership is ostensibly hereditary,

but mercantile power is am uch
more powerful deciding f ac-
tor. Newly w ealthy trad-
ers always manage to
secure a spot (usually
by threatening to
cut off their sup-
pliers or custom-
ers, depending
on who’s on the
council), and trad-
ers ruined by mis-
fortune always seem
to resign (thanks to the
other members’ threats to
bankrupt what little they have left
if they don’t).

All members of the council are w ealthy

residents involved in one of the city’s major

commodities — or at least, one of the city’s



former major commodities, since most are no
longer commercially viable. Herbs, spices,
fine fabrics, and delicate elven creations
no longer flow from the northeast forests,
nor do grains, fruits, livestock, and hides
flow from the endless plains, nor seafood
and shells from the slathem to the west. The
principal commodities now are metal, spare
parts, and w eapons from the flatland; the
inferior but serviceable hides and preserved
meat of sea creatures captured by the slath-
em; slaves and meat from the endless plains;
and timber from the humans and elves. Times
have changed.

Glatek sits far beyond the borders of both
the Stenian Confederacy and the Legion,
but both factions consider it a prize. Even
in today’s wrecked society, the city is a major
commercial hub, and m uch money stands
to be made by whoever controls it. L'arile
Nation trades actively with Glatek and con-
siders it an ally, not a potential conquest.

Area: Two square miles (horizontal area)

Population: 3,000 permanent residents;
500-1,000 itinerant traders; 500-1,000 scav-
engers and refugees

Composition: Permanent residents: 70%
human, 15% half-elf, 5% elf, 5% slathem, 5%
others; itinerant traders: 33% human, 33% elf,
33% slathem

Alignment: Lawful neutral

Edge

Edge is nestled at the basefagreat clif beside
the thousand- foot-tall water fall where the
Endless River emerges from the underdeep.
Whereas some cities are  built on opposite
banks of rivers, Edge is built on opposite banks
of the waterall. The city literally rises along the
face of the cliff. It has flat areas at its top and
base but most d its area is vertical

Edge evo Ived t hrougha natural conver-
gence o f the sur face races o f the endless
plains and the subsur face races that dwell
along the underground stretches of the End-
less River.The chief obstruction to their trade
was the water fall itsel f, which was a majo r
f goods. A

variety o f solutions evolved: hand-chiseled

impediment to the transport o

staircases of nearly vertical dimensions, rope

and-pulley systems, gnome inventors wit h

»
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complex mechanical e levators, and magical /' from struts set into the cli ~ ffs are usually

flying devices. One old legend even talks no more thanone ort ~ worooms. Count-

about a dwarf who built a long-gone elevator lessrope bridges ma ke horizontal travel

powered by steam siphonedrom the waterfall quite easy for the locals, but th ey don 't
itself. The better solutions were allfunded by
tolls, the to lls sustained t he to ll-takers an d

their families, and over time Edge became,

all hangatt he same height; tra veling any
significant horizontal distance necessarily
entails alot o fvertical m ovement as well.

essentially, a vertical mercantile highway. That’s for locals, mind  you; toll-pa yers are

Now Edge is just that: a vertical mercan- usually restricte d tot he vertical passage

tile highway. Within a mile of the waterfall they paid for.

in either direction are hundreds of routes No public thorough fares go from top

up the cliff, including all of the options to bottom. Locals can always travel  freely

described above. The simplest are half-orc through the routes o f their friends or rel a-

porters, who will lug goods up and down the tives, but all outsiders have to pay t heir way

nearly vertical staircases for a small fee (plus through. Climbing is an option, butit ’sa

the staircase toll, of course, paid each way long, sheer climb, made all the worse by the

up and down). The most expensive are the waterfall's mist, which coats the ascent, and b

gnomish and dwarven eleva- course any climbers will be ridiculed

tor contraptions, and all the way up, to the pointo f

the occasional wiz- localst hrowing vegeta bles

ard with fly spells. and produce at outsi ders

One  ambitious selfish enoughto den vy
dwarf even set them their livelthood.
about carving a The baseo f the

set of normally waterfall is home to

proportione d aspraw ling dock dis-
stairs inside
the cliff, all the
way to the top,
through w hich he

now admits foot traffic

trict, with warehouses,
inns, ta verns, an d au c-

tion houses. Goods are
stored, bought, so ld, an d
shipped here, both be

and after crossing the

fall. The top of the
enormous ca ve mouth. The narr ow natural

bank of the Endless River has been widened

fore
for a modest toll. As you water-
may have surmised, Edge’s chief waterfall is an
industry is the transport of goods up and
down a 1,000-foot-tall cliff.

Over theyears, the cliff itself has been

hollowed out to make room for settlers, and

substantially on both si des to ma ke room
for boats unloadinga  fter their journ eys
struts have been embedded in it to support through the underdeep. This upper landin g
hanging houses parallel to the cliff face. is not as large as the one at the base o f the
Now the entire cliff is honeycombed with waterfall, h owever, simply because its area
dwellings. Many of these are occupied by is limited by ca ve walls. Some dwellings
are behind the

the church o f F hurlin, the most p owerful

the porters, toll-takers, and tinkerers who waterfall itsel f, includin g
tend to the variousv ertical transportation
routes. The rest house shops, inns, and all entity in Edge.
the v arious craftsmen and specialists that Edge’s existence is made possible by the
would spring up around any settlement. vital importance of trade along the Endless
The physical layout of Edge is narrow and River. The Endless River flows underground
vertical. Landings dot the rise from base to for a thousand miles. Over this distance it
top, and the “buildings” honeycombing the connects all the major settlements of the
cliff maintain a consistent depth o f roughly underdeep, from the dwarves and goblins to

the derro and drow. Not all of this connec-

20 feetinto the cli ff. Residences hangin g



tion is positive, of course; the river
is used as much for war as for trade.
But much of it is used for trade, and
many of the underground societies
send their offerings downstream
to Edge, where they fill their great
demand for the products of the end-
less plains. Hides, livestock, spices,
seeds, v egetables, and more are
brought to Edge from the endless
plains, where they are ex changed
for the products of the underdeep:
fungi, metals, gems, and rare
stones. These supplies go up and
down beside the waterfall at Edge in
an endless cycle, by which the resi-
dents of Edge make their living.

A visit to Edge is an experience.
Nothing compares to the sight of 50
half-orc porters hauling live, squeal-
ing hogs two at a time up a staircase
1,000 feet tall, or a precariously bal-
anced pulley-powered rope elevator
lowering basket after basket of ore,
or a shrewd halfling telling you only
one gold piece more will let you use
a slide at the top of his staircase that
will save you the effort of walking
back down, or a strange gnome
on spring-wrapped stilts proudly
describing his new invention that
will get you to the top in a jiffy. You
can find other ways to the top, of
course — the cliff face extends for
hundreds of miles in both direc-
tions, and there are places to pass
— but outside of Edge it’s always a
dangerous uphill trip, and paying a
mere one silver piece for the use of
a staircase with halfling lemonade
vendors at landings along the w ay
is a good deal from most people’s
perspective.

Despite the lunar catastrophes,
traffic at Edge has slowed only a
modest amount. The initial onset
of the lunar rains sent a huge flow
of refugees into the underdeep, and
many passed through Edge on their
way. Edge itself has barely enough

room to house its own residents, so

itwas spared the battles f ought at
most entrances to the underdeep.
Instead, its chief misery was a loss of
tolls, as wave after wave of refugees
overwhelmed the staircase guards
and simply ascended wherever
they saw fit. Over time the flow of
refugees slowed and normal trade
resumed, and the city’s residents
were once more able to exert con-
trol over the staircases and elevators
that provide their sustenance.

The lunar dragons ha ve not been
a major problem in Edge. Although
the reasons aren’t entirely clear,
the residents attribute this to
three causes: First, secure in their
cliffside homes, th ey’re hard to get
to. Second, the preponderance of
caravan guards among the traders
visiting Edge means the dragons
are met with a large fighting force
whenever th ey do appear. Finally,
the residents of Edge think their
god, Fhurlin, has protected them.
Unlike the rest of the planet, reli-
gion remains strong in Edge.

Edge hosts a huge festival at the
end of each low-water season. The
arrival of the endless traders marks
its traditional beginning. Although
itw as disrupted f or several y ears
during the onset of the lunar rain,
it has now begun again. Nomads
from across the endless plains
journey hundreds of miles to meet
the traders and see what they have
brought, and now some mech tribes
make the trip, too. Mechanical parts
and supplies are entering the trade
economy more and more, and the
endless traders often arrive with
cargoes of questionably obtained
but highly desirable mech parts.

Edge is “governed” by the church
of Fhurlin, the god of roads and trav-
el. Fhurlin is known by many other
names across the w orld, including
Fharlan, Fhlarnghn, and Flarygng.
His church’s ability to “ govern” is

used loosely in this case. Edge has
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always had a fractured, v olatile political
base. As a focal point for opportunists and
wayfarers, and a place that a great number of
parties have an interest in keeping open for
travel, Edge has always been resistant to any
organized government. The toll-takers can
fund their own private guards, and the city’s
proximity to the waterfall makes most city
services easy to solve (“just dump it over the
edge, eh?”). The myriad variety of travelers
(and, consequently, toll-takers) from across
the underdeep and surface realms prevents
any sort of consistent outlook on politics.
After the failure of a number of attempts at
government — ranging from collective coun-
cils to merc hant strong-arming to mi litary
takeover — the church o fF hurlin emerged
almost unnoticed as the most powerful force
in the community. Despite all other disagree-
ments, Edge’s residents have one thing in
common: an afinity for the life of the traveler
and trader. Nearly thredourths of the popula-
tion worships Fhurlin in oneform or another,
and many tithe regularly. The church is the
common link between residents, and  from
them to passers- by, and is generally reco g-
nized as the town’s governing authority. Ovar
the years, its “parish guard” has become the
de facto town guard. The head cleric of Fhur-
lin is effectively the city ’s mayor, though his
powers are limited to maintaining order and
settling disputes and his funding is con-
tingent on the unpredictable whims
of tithing. In effect, Edge is a very
democratic city, for though the
church itself selects its head
cleric, the city ’sresidents
determine his budget, an d
unpopular decisions are us u-
ally changed after the ensuing
decline in tithing revenues
Area: One square mile (hori-
zontal area)
Population:
residents; 200-400 itinerant traders

1,300 permanent

Composition: Permanent residents: 35%
human, 30% dwarf, 15% halfling, 10% half-orc,
10% gnome; itinerant traders: 40% h uman,
40% dwarf, 15% halfling, 5% other

Alignment: Neutral

Stilt City
Stilt City is a tiered city on the edge o f the
Tyratian River.To the locals, the city is called
Tyrat, but outsiders have called it Stil€ity for
so many generations hat the name has stuck.

Stilt City is built on the Tyratian flood
plains, so close to the river that it is com-
pletely submerged when it floods during the
high-water months. The city has answered
this natural obstacle with a unique solution:
a tiered design supported by stilts. The city’s
lowest level, ground level, is farmed during
the low-water season. The second level, sup-
ported by a system of stilts and latticework,
is raised twenty feet above the lower level.
During low-water, the second-level lattice-
work is kept clear, to allow sunlight to filter
through to ground level.

When high-water comes, the farmers of
Stilt City carry reeds and mud to the second
level. The latticework is strengthened and
woven reed mats are arranged to help hold
a foot-deep layer of m ud. Then this layer
of mud is planted and farmed as the floods
engulf the ground below. The farmers have
specially bred certainv arieties of rice to
produce ex ceptionally long roots, long
enough to hang into the water below. The
water levels slowly rise, eventually reaching
to {ust above the height of the second level.

At this time the rice is har-
vested. By the time

the floods begin

to subside, the

woven reed
mats  have
rotted, and
them ud
from  the
secon d

level s lides
back to
ground level,
where it is mixed
with the rich alluvial
deposits and replanted for

the low-water season.
The third level of Stilt City is thirty feet
above ground level. It is the residential and
business district. Most farms will have one

or two third-level dwellings, but most of the

2.

third level is concentrated at the city’s core,
in a nonagricultural area dedicated to gov-
ernment, military, religious, and commercial
districts. Because the third level is never
flooded, it is built much more solidly than
the lightweight latticework of the second
level. While most farmers use poles or logs as
the stilts to support their residences, the city
center is built on huge stone pillars, which
support wooden, brick, or stone buildings at
the third and sometimes second level. At the
heart of the city is an imposing stone keep,
raised to the height of the third level, from
which the king rules.

The city’s unique design generates a
prodigious agricultural output. Its tiers
allow it to remain productive y ear-round.
Given that it’s one of only afew stationary
agricultural societies in the endless plains,
Stilt City controls the market for miles
around. Twice ayear, near the end of each
of its two growing seasons, it hosts a huge
market week where nomads from hundreds
of miles around come to trade for its fruits,
vegetables, grains, and spices. The rest of
they ear, a coterie of middlemen e xpands
outward from Stilt City, trading dried and
preserved foodstufTs.

The only downside to the stilt design is
dercity, both literally
and figuratively. The areas directly under the

that it creates an un

city center are never farmed. Because of the
natural shelter they dford, the first and some-
times even second levels o f the city cente r
are home to all sorts of vermin and squatters
during low-water. The city guard fights a
constant battle against such riff-raff, a battle
that is only somewhat success ful. The city
doesn’t have enough guardsmen to attend to
the city’s mundane affairs and chase off squi
ters. Moreover, any time afarm is abandoned,
its second-level latticework becomes a home
for squatters until high waters and disrepai r
eventually wash it away. Most such squatters
are merely roughneck nomads, but cases o f
small goblin tribes, dire animals, and even an
ankheg down there have been known.

Stilt City has a feudal system headed by
King Lorshay, an unambitious man terrorized
by the challenges of modern survival. Many

generations ago, King Lorshay’s visionary



ancestors claimed t he area, built the city
center, and pioneered the stilt farming sys-
tem. By medieval standards, the fact that the
entire city center is suspended thirty feet
above ground level is a stunning achieve-
ment; nothing else is like it in the world. The
King commands a strong military, funded by
taxes on the farmers in his domain, and the
city center serves also as a keep in which to
house his forces. A small coterie of second-
ary nobles rules the areas around Stilt City,
some from traditional dw ellings (located
on hills, of course), others from their own
smaller stilt colonies.

Today, h owever, King Lorshay is an old
man whose habits o f luxury ha ve been put
to the test. Under assault ~ from lunar rain
and lunar dragons, he doesn ’t kn ow what
to do. Stilt City has su ffered heavily at the
hands o f the dragons, which routinely rip
through the fields in search of prey. The lat-
ticework pr ovided some early camou  flage,
but the dragons have learned, and now they
find

what’s underneath. The King ’s forces ha ve

routinely shred the lattic ~ ework to
successfully kept them a way from the city
center, but can repel them from the fields
Ontopo f thatis

the lunar rain, w hich makes upkeep ont he

only with heavy losses.

city’s infrastructure all the more difficult .
Stilt City’s productively has declined
markedly in the past generation, and it has
lost much of its population as residents have
fled to more sheltered areas. Those who
stayed are mostly the farmers with fields
closest to the city center, where they can
seek shelter when under attack. It remains to
be seen how much longer the city will last.
Area: F ifteen square miles (entire bar-
ony); one half square mile (city center)
Population: 3,000 permanent residents:
500 in city center; remainder inf arming
districts
Composition 90% humanp% elf,5% half-ef
Alignment: Lawful neutral

Chemak

Chemak is an impregnable
sits at the

fortress-city. It
far eastern edge o f Highpoint,
between the Tyratian River to the south

and the forests to the north. Those natural
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boundaries have long marled the edges of the
orc expansions t hat the native humans have
contended with for millennia. Thousands of
years ago, a human warlord named Chemak
organized several tribes into a single fighting
force, which he led in an epic campaign
against the orcs. Claiming a huge area

for his human followers, he built his
personal castle where Chemak now

stands. He fostered a militaristic

society dedicated to discipline and
self-defense, an attitude initially can-

trary to the humans’ nomadic lifestyle

but which became widely accepted a fter

its success in repe lling the orcs was repea t-
edly demonstrated.

Times change, and though Chemak ’s
domain withstood the orcs for generations,
they eventually gr ew strong enoug h to do
battle once more. N ow most of the city ’s
history is lost to time, wit h only two clear
memories remaining: the name o f Chemak,
and the constant war with the orcs. The city
of Chemak expanded on the castle at its
core an d eventually came to be w hat it is
now: a militaristic fortress-city that ans wers
all threats with crushing force.

The city of Chemak is the most heavilyfor-
tified city on Highpoint, possibly in the whole
world. At its center is a huge castle towering
nearly150 feet into the sky — taller than some
mechs. The castle is surrounded by six co n-
centric walls at two- hundred-yard intervals,
with a series of eight straight =~ “axis walls”
dividing each concentric ring into eight sec-
tions. Each section of each ring has only four
entrances, via a gate on each wall o f the sec-
tion. In times o f invasion, the defenders can
make successive retreats t hrough the walled
city sections, creating a practica lly en dless
series of defensible bastions

In one battle that is nowlegend, a large orc
force led by the warlord Therug attacked the
city soon a fter the construction of the third
concentric ring. The Chemak defenders sent
all civilians into the central castle, théaigned
aretreat, luringTherug and his orcs through a
“breach” in the outer gate. As soon as the orc
force was through the breach, the de fenders
sealed the four entrance gates and spread out

on the walls overlooking that section o f the
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/' city. With the orcs trapped, th€hemak forces
then burned that section of their own city to
the ground. Any orcs that survived theflames
were slaughtered by archers on the walls.The

fire was easily contained by the walls,
and at the cost of a mere 1/3!
of their city, the Chemaks
were a ble to anni hilate
the orc force complete-
ly. This strategy has
since become known as
“a Therug fire”
The Therug fire tech-
nique illustrates an impor-
tant aspect of the Chemak
mindset, handed down from Chemak himself
and best expressed in an old Chemak adage:
“Sacrifice a finger to save the thumb, sacri-
fice the thumb to save the hand, sacrifice
the hand to save the whole, and sacrifice the
whole to destroy the enemy.” The Chemak
are ruthless warriors who subvert individual
needs to the greater good. Their society is
founded on military codes, and their outlook
on the world is essentially hostile.

It has taken the residents of Chemak
close to three thousandy ears to build
their city to its current form. The amount
of stone required for the fortifications
long ago exceeded what’s locally available;
Chemak’s main import for as long as anyone
can remember has been workable stone. The
city is now far beyond what is necessary for
protection from the orcs. No onew ould
even consider attacking Chemak now. It is the
best protected city in the known world, to
the point where no reason exists to continue
building it — but the residents nonetheless
do so. Repairing and expanding the fortifica-
tions has become almost a religion, carried
on by the city’s military for no reason other
than it is all they know how to do. Except for
the old, young, and disabled, the entire city
is required to serve in the military, alternat-
ing between active and reserve duty, mean-
ing rough 60% of the city’s population is on
active duty at any time.

Since the onset of the lunar rain, this
obsession with building has paid off. Che-
mak stands completely unaffectedb y the

world’s tragedies. The solid stone construc-



tion resists the worst of the lunar rain’s abra- Y

sion, and the high, close-set walls keep most
of the particulate matter from reaching the
residential buildings below. Chemak long
ago set up defenses against aerial assault, and
these have since proved useful against the
lunar dragons, which, after constant defeats,
have simply stopped attacking Chemak.
Chemak is governed by a hereditary
he

original Chemak himsel f. A councilo f

kingw ho cantrace  his lineagetot
generals handles day-to-day governing,
dividing the city an d its surroun ding lands
into districts. The generals are treated as
bility,

for advancement is largely contingent on

nobility, but it is a meritocratic no

success in t he military.

The current king is Krecham IX. Inrea 1-
ity, the line to Chemak himself is blurred at
anumber of points where powerful generals
claiming spurious  heritages sparre d over
thrones le ft vacant by kings without heirs.
The history of Chemak isfilled with bloodless
military coups(and a few bloody ones, tog.

Despite its impregnable w alls, Chemak
rules a fairly limited domain. Its military
tactics have always been defensive, and its
generals have never succeeded in expanding
its zone of influence, but not for lack of try-
ing. Every few generations, another general
decides Chemak should rule Highpoint and
puts together an army to give it a go. These
invasions routinely fail, often for the same
two reasons. First, no other major population
concentrations exist to be taken near Che-
mak. Little benefit comes from conquering
nomads; they simply move away, and you're
left with empty ground and a hungry army.
Second, expansionist campaigns are limited
by the high-water season and its floods. Stilt
City has proved this point repeatedly, as
countless invading forces over the years have
retreated rather than be stranded there for
six months at a time. At times, Chemak’s
influence has been felt as far as five hundred
miles away, but these e xpansionist periods
always give way.

Area: One hundred square miles (current
domain); one square mile (city itself)

Population: 3, 500 permanent residents
(inside the city)

»

Composition: 75% human,10% elf, 5% half
elf, 5% halfling, 5% otherx(but no half-orcs)

Alignment: Lawful neutral

The Ruined Cities
Edge, Stilt City, Glatek, and Chemak are
the luckiest citiesont he en dless p lains,
for they still thrive. The other major pop u-
lation centers have been destroyed by the

lunar dragons. Their ruins are now home

to monsters, scavengers, looters,
treasure-see kers, a dventurers,
cults, lunatics, and re fugees,

who are sti 1l preyed upon by
the dragons t hat return per i-
odically.

Three of the most impor-
tant ruined cities are Besse-
mer, Rook, and Lebra.

Bessemer: Bessemer, the
tree city, was a glorious place
of

composed the city from living trees,

supernatural beauty. Elves
whichw ere guided ov er thousands of
years to grow into a living framework. The
delicate interlocking branches housed
artisans, craftsmen, musicians, performers,
mages, and artists. Below the tree city were
elven and h uman farmers who cultivated
small plots.

Unfortunately, Bessemerw as built for
beauty, not security. Its mages saved them-
selves but not the city, which was too deli-
cate to resist the dragons. Bessemer is now
a thicket of twisted, charred trees, some
standing, most flattened. It is occupied by
the worst sort of forest life, including the
haunted forestrati, with some elven refugees
still sheltered under its collapsed branches.

Rook: Rook w as a mountain metropo lis
nestled among one of the few mountain rang-
es on the endless plains. It was an ancient city
that had traded gems, wool, ores, and other
mountain byproducts with the nomads for as
long as anyone coud remember.

In an unfortunate twist of fate, the moun-
tains around Rook are the highest point in all
the endless plains, and it was there that the
lunar dragons first sought to roost. Rook had
always relied on the vertiginous precipices

of its surrounding terrain for protection,

(" but the ravines were no help against dragons

used to such conditions. Rook was one of the
first cities to be laid to waste by the invading
dragons. Now the wind whistles through its
battered ruins and empty mines, and more
than one dragon nests there.

Rook has one other claim to fame: Shar
Thizdic.

Legion was born in Rook to a long line of

The charismatic leader of the

sheep herders. His humble
beginnings only

make his history
all the more
As

Rook came

tragic.

under pro-
gressive ly
h eavie r
lts
the

assau
from
inva din g
Shar
Thizdic organized

dragons,

his

to make a stand while the

fellowy eomen

city’s aristocracy made plans for flight. Shar’s
ragtag army of farmers, herders, miners,
and tradesmen surprised an ov erconfident
dragon that had come to raid the city. They
ambushed it and launched several volleys of
razor-sharp grappling hooks before it could
take to the wing. It lifted off but was hauled
back to earth by ropes held fast by hundreds
of peasant warriors, who then set upon its
thrashing, bound form with pikes, hatch-
ets, and pitchforks. The dragonwas fatally
wounded, and a Ithough it escaped on the
wing, it was soon found dead not far away.

But itw ould prove to be a hollow vic-
tory for Shar. The mortally wounded dragon
collapsed from the sky directly atop his
family’s cottage. All of his family was crushed
beneath its dying weight. The next day, five
dragons arrived on a revenge mission. They
utterly destroyed the city, toppling its build-
ings to thevery foundations. Shar Thizdic
was one of the few survivors. He fled to the
endless plains as his home, family, and com-
munity smoldered behind him.

Lebra: Lebra was a quiet city in the heart
of the Lilat Forest. It was home to the halls of



the White Congress, the preeminent mages’ Y

association of the elves. The White Congress
kept its library in a magnificent marble build-
ing in the center of Lebra. Infact, Lebra’s
economy depended in large part on magic,
as the White Congress and the mages who
frequented its concerns were the reason the
rest of the city e xisted. Farms, shops, and
craftsmen settled in Lebra primarily to pro-
vide for the needs of the wealthy mages and
the adventurers who visited them.

The library of the White Congressw as
reputed to be quite small. The building
housing the tomesw as enormous, but
those privileged enough to have seen the
library (which included many a barkeep,
if y ou believed them) attested to the fact
that it was merely two hundred vo lumes or
so. Each bookwas at least two feet thick,
however, if not more, and usually had pages
measuring three or more feet wide. Aside
from that, the magical books had their own
arcane energy, which manifested as they
were read. Some books would float, others
produced light; others displayed an illusion
concerning what was being read. It was said
that a room was built for each book, and so
great was the knowledge contained in each
room that most mages in the White Congress
read no more than eight or ten of the books
in their lives.

Lebra was well prepared for the coming of
the dragons, seeing how it was stocked to the
brim with powerful wizards, but their abili-
ties had limits. The city’s natural defenses
were drained, the lunar rain hada Iready
weakened it from above, and the dragons
attacked again and again. The dragons had
left Glatek and Chemak alone after the cit-
ies defended themselves, but not Lebra. It
seemed as if they had a particular interest
in the library. Their attacks elsewhere were
haphazard, but they were coordinated and
persistent when it came to Lebra.

In a final, desperate move, the surviv-
ing members of the White Congress called
down some unimaginable enchantment ...
and the great library suddenly disappeared.
Then the wizards left Lebra to be destroyed
by dragons.

No one knows what happened to the

library. It is rumored that the White Con-
gress itself does not know. In truth, in order
to protect their greatest treasure, they
entrusted a powerful e xtraplanar creature
with keeping the library safe. They reasoned
itw ould be safest if noteven they knew
where it w as. This m ysterious e xtraplanar
denizen now protects the library, somewhere
unknown to anyone. The same barkeeps who
once walked inside the library say the library
will reappear in Lebra exactly 501 years after
it disappeared ... assuming the current land-
lord doesn’t break his promise, of course.
The White Congress has until that 501st year
to rid the planet of dragons and make it safe
for the library’s return.

The ruins o Lebra are a popular adventurip
site. The predominance of magic prior to the
city’s destruction means its remains are littete
with more than theirfair share of magic items.
And persistent rumors say that a side €fect of
the librarys vanishing act is mystertous portals
that, if activated, will take one to the librarys
extradimensiond home. Butthe portals are

rumored tobe very, very smH ....

Nomads
of the Endless Plains

The cities were not the only places where
many people lived. The endless plains were
known for their tribes of nomadic humans,
some of which reached great numbers.
Perpetually mobile, they fared
well against the dragons,
for they had no homes to
destroy. Some outran
the dragons, others
avoided t hem, others
stood and fought.
The lunar rain ulti-
mately didt hem in,
for they could not
escape from that. Some
of the nomadic tribes still
wander, though their ranges
are restricted to areas with boul-
ders, hills, f orests, caves, and other
places of protection from the sky. The rest
have fought their way underground.

Prior to the catastrophes, the five largest

tribes were these. All still ha ve surfaceside

b

representatives, as  wellas factions that
went underground.

Stavians: The Stavians are fast riders.
The tribe is divided into two competing
clans: those who ride horses and those who
ride dusk devils, the insectoid creatures
brought to Highpoint by the dusk runners
(see page 160). Many, many centuries ago,
the two Stavian clans were one and the same.
When some tribesmen tried to domesticate
the dusk devils, the others retreated into
conservative tradition, insisting that horses
were the mark of a true Stavian. Now the two
clans are bitter rivals, each c laiming their
own mount is the mark of a true Stavian. The
Stavians are the largest of the nomad tribes,
with some four thousand tribesmen spread
between many bands.

All Stavians are incredible riders. They
are raised on the backs of their mounts,
trained to ride before they can walk. Tribes
are always on the move, camping in the
same place for never more than a week. They
survive by foraging and hunting small game.
They respect no political boundaries, even
those of dangerous enemies; they believe
the whole world belongs to all its people,
and the worst crime a man can commit is to
block the passage of his neighbor.

Stavians are fundamentally peaceful an d
rarely express aggression toward ot her crea-

tures. Whenforced to battle, Stai-

ans value speed and agility

over all else. They strike

fast, rely on mane u-

verability toou  t-

flank and confuse

their opponents,

and retreat in he

face of any co n-

certed de fense.

Their combat tac-

tics a lways emp ha-

size their riding abil-

ity, showcasing amazirg

skills and incorporatirg

maneavers possible only on
horseback:fast charges, constant harrying,
cirding maneuvers, and channeled stampedes
of native animals

Stavian culture and art is based on their Ist



tory of riding. Disputes are resolved by races, Y

obstacle courses, and other contests of mount-

ed ability. Crafts requiring fixed implements

(such as pottery and its kilns, or blacksmithing
and its forges) are absent among them. Instead

they focus on crafts that can be completed fron

the back of a horse. They are famous for their
weaving and leatherworking, especially the

costumes they create for their mounts. They

were usually rejected by the tribes of both
parents. Over many generations w ere thus
born the Thurd.

The Thurd are a tribe of self-propagat-
ing half-orcs. Most are second-, third-,
or fourth-generation crossbreeds, whose
ancestors are half-orc for that many genera-
tions back before a purebred human or orc

can be found. Th ey have reached the point

v

half-orc, which th ey apply only to first-gen-
eration crossbreeds.

Unfortunately, the Thurd have done little
to escape their heritage, and they live as orcs
do. They are h unters and raiders, preying
on both human and orc tribes fust as they
themselves are preyed uponb y their orc
forebears.

The Thurd have a culture of reptile wor-

one

trade with peoples

ship.

across the conti-
nent and are known
everywhere.
Each
band is led by a sha-
man (cleric)
headman (fighter).

Due to tribal train-

Stavian

and

ing and many y ears
of hunting practice,
an umber of the
tribe’s males will be
low-level fighters.

Arcane magic users

are rare.
Human char-
acters of Stavian

origin treat Ride as
a class skill, regard-
less of their profes-
sions. Additionally,
they receive a +2
bonus to all Ride
Their

class-based weapon

checks.

proficiencies  are
limited to weapons
that can be used
from the back of a

mount, regardless

of their class’ nor-
mal benefits. This

A

No
\k remembers
this
but it is now deeply
Their

gods have reptil-

how

originated,

ingrained.

fan and

their

shapes
totems are
always  reptilian.
They prefer to wear
reptilian hides, and
their chieftains are
always cloaked in
ferocious  snake-
headed cloaks.
Each Thurd band
is led by a chieftain
(mid-level barbar-
ian). Many mem-
bers of the band
will be 1

barbarians. Th ey

ow-level

are usually accom-
panied by some
purebred humans
and orcs, who may
be sympathizers,
lovers, or slaves.
The
Wisps are a tribe of

Wisps:

human wanderers,
with some half-elf

Va

excludes all Large
weapons. Additional proficiencies must be
purchased as feats.

Thurd: The Thurd are violent, simple-
minded crossbreeds. The endless plains
have always housed legions of orcs, and it
was inevitable that some would mate with
their h uman neighbors. Surprisingly, many

such matings occurred, but the offspring

where th ey no longer consider themsel ves
crossbreeds. For all practical purposes,

they are their ownrace of creature. Th ey
word Thurd

itself, which is a noun describing the race of

acknowledge this with the

people whose ancestors are orcs and humans,
not someone whose direct parents are orc
and human. The Thurd still retain the word

representation.
Always on foot,

they are masters of camouflage, concealment,
and silence. They travel in widely dispersed
groups, communicating with hand signals and
mirrors. They always spot others before they
themselves are spotted. Thewear clothes that
blend in to the terrain. Their cloaks incorpo-
rate special pockets designed to hold dirt and

sod, into which are planted long ivies so they



are literally clothed in living vegetation They
survive by gat hering and some hunting, but
their impact ont he local e nvironment is so
negligible that they are very dificult to track

Wisps have a reputation for appearing
out of nowhere. They’ll melt out of
the underbrush to trade or
warn off intruders, then
disappear just as fast.

People from the flat-
land consider them
supernatural, but the
tribes of the endless
plains know they are
nothing more than excep-
tionally skilled rangers.

The Wisps are the smallest o f the major
tribes, but their reputation isknown to every-
one. They are prized as trading partners, for
they always bring the rarest goo ds to swap:
uncommon spices, rare fungi, obscure gems,
and exceptional plant specimens.Sometimes
itseemsasi f they have no mundane items.
But they choose their trading partners care-
fully and generally keep to themselves, a skill
which they're very good at

Wisps are found most often in the north-
ern forests and the plains just below them.
Almost every adult in a wisp band will have at
least one class level as a ranger. More expe-
rienced wisps will also have one or two levels
as rogues. A Wisp band is led by the most
experienced member.

Human characters of Wisp origins always
treat Hide and Move Silently as class skills,
regardless of the professions they choose.
Additionally, they receive a +1 bonus to all
Spot checks. They do not receive the 4 extra
skill points usually awarded to humans at
first level. They do receive the additional
skill point at each subsequent level.

Gur: The Gur are seasonal farmers. While
almost all other nomads are hunter-gather-
ers, the Gur are an agricultural people. Some
tend naturally occurring fruit orvegetable
groves, which they harvest before moving
on. Others farm fast-growing crops, usually
in two cycles. During low-water, they sow
dry crops on the banks of fertile waterways.
When high-water comes, they rapidly travel
to dry ground, then farm wet crops at the

¥
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fringes of the flooded areas. Because they
produce their own food, they are invariably
the best-fed of all nomads.

The Gur are highlyv alued among the
nomad tribes for the variety of food they can
offer. Most other tribes have very limited

food choices, but the Gur always have an

abundance of domestic crops. Each
Gur tribe will specialize in one or two
seasonal crops, but by trading with
several tribes of Gur, any nomad can

secure a good variety for his meals.
Arcane magic runs high among
the Gur, perhaps due to their food
surpluses, which let them support tribe
members who do nothing but study magic
(usually focused on improved food produc-
tion). The Gur have developed a whole
school of agricultural magic, including spells
that improve the yield of seeds, eliminate

pests, and exterminate weeds.

The Gur are almost all human, with a few
elves living among them. They are av ery
populous tribe concentrated in the regions
beside the Tyratian River, Endless River, and
southern swamps.

Hypsies: The hypsies are a tribe of half-
ling traders and performers. Each hypsy band
is a noisy, colorful wagon train that brings
excitement wherever it goes. Hypsies travel
with all manner of exotic creatures, includ-
ing tamed beasts and enslaved o r charmed
monstrous h umanoids. Individual families
specialize in unusual s kills — acro-
batics, fire-eating, animal
handling, knife-throw-
ing — and they put on
shows wherever they
go. Canny hypsy trad-
ers personify caveat
emptor, for they barter
endlessly for the best
deal and are known to pass

fake magic items as real ones.

New People

Inev ery catastrophe, some people will

change their ways to survive. Highpoint has
seen a number of such survivors.

‘Worm Farmers: The w orm farmers are

the strangest of them all. Before the catas-

trophe, the several varieties of giant worms
indigenous to Highpoint w ere considered
annoying vermin. They were attacked when
seen, for they had the potential to destroy
afarmer’s fields completely in mere hours,
but w ere otherwise ignored. Thew orms,
which resemble the earthwormsw e know
but are as long as forty feet, travel in packs
just below the surface. As they devour the
roots of plants, they sometimes leave surface
furrows, much like gophers, and it is by these
furrows that they were hunted.

After the lunar rains began, desperatéarm-
ers took shelter in the tunnels left behind by
the worms. Thanks to this close proximity, the
farmers learned more about the worms than
ever before, including the startling discovery
that the worms don 't actually devour roots.
They devour the earth itself , including roots
or anything else that happens to be within it.
They excrete any plant and mineral residue, as
well as most of the soil ’s nutrients, retaining
the dirt itself and a variety of nutrients pecu-
liar to their own strange anatomy. They actu-
ally metabolize the dirt. In other words, the
worms didn’'t compete with humans for plant
matter; they competed with the plantsfor the
dirt itself. Strangest of all, the worms’ excre-
ment was suitable for a variety o f purposes,
depending on the soil: sometimes metdwork-
ing, in areas wit h high ore concentrations;
sometimes evenhuman consumption, in areas
with lots of roots, since it consisted primariy
of digested plant matter in a soup o f highly

concentrated nutrients.
Thus w ere born the w orm farmers.
Initially these nomads simply followed
the worms in their tunnels, living off
their byproducts. The worms, which
are unintelligent and fairly oblivious,
weren't bothered in the slightest. The
farmers were primarily humans and hal-
flings, but included some orcs, dwarves,
and elves (whose elven egosw ere quite
distressed with their newfound occupa-
tion). Now, after several generations, worm
farmers have begun to herd theirw orms
and breed them for adaptations most useful
to the farmers: specifically, “deep-divers,”
which stay away from the surface and don’t
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leave furrows, and “shakers,” whose natural
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self-defense mechanism is a sonic attack. As
worm f armers have proliferated, they have
created an entire economy living ten to thir-
ty feet beneath the soil. Territorial “worm
wars” have occurred, and some human worm
farmers are ev en losing pigmentation and
developing darkvision as they adapt to their
moist, dark, dirty homes.

Tortogs. The tortogs are a race of stout,
stolid h umanoids whose time has come.
Tortogs stand about five feet tall but are very,
very broad. Their legs are as wide around as
aman’s chest. Their broad, snub-nosed faces
lack necks and in many way resemble the face
of a tortoise. They have a natural body armor
of thick, overlapping bands, like that of an
armadillo, which covers their entire body.

Tortogs are slow and unwieldy, though tre-
mendously strong. Since the lunar rain they
have found themselves to be in high demand,
for one simple reason: They are effectively
immune to the rain’s effects. Short of a full-

blown meteor storm, the lunar rain simply ¢in

penetrate their thick body armor. They are still,

vulnerable to the lunar dragons, so they’ve
adapted to occupy a unique niche: They travel
at night, when the lunar rains are strongest and
the dragons are generally sedentary.

Once confined to the western deserts, tor-
togs are now proliferating. Some act as mes-
sengers and traders, but most are scavengers
and raiders. Surface dwellers let their guard
down at night — literally so in many cases,
since the guards come indoors — and the tor-
togs count on this fact. They are now despised
as brigands by most surface settlers.

Dusk Runners. In times past, the world
of DragonMech was home to innumerable
nomad cultures, some of which w andered
the entire world. These world-walkers were
seen only once in a generation, when they
brought amazing goods and f antastic tales
from far-flung lands. Now these nomads have
been largely destroyed.

The dusk runners are the last of the true
world-walkers. They travel the globe in a

perpetual w estward trajectory, rising at

dawn and bedding down at dusk to wait out

the lunar rain. Their steeds are the ferocious
dusk devils, multilimbed insectoids native to
the other side of the globe. Dusk devils are
tremendously fast and tremendously strong;
they can move at twice a horse’s running
speed for days at a time and can lift up to ten
times their own body weight. They have been
known to outrun even dragons.

Dusk runners are called such because they
love to “run the dusk.” This impressive sight
is seen only rarely in Highpoint, whenever
the dusk runners happen to come through.
With the lunar rain at their heels, they spur
their dusk devils to maximum speed and
race across the open plains, challenging
the meteor-laden twilight to catch up with
them. Of course, it always does, but their
mad, headlong charges before the lunar rain
are a sight to behold.

These days, duskrunners are rare as always.
When they come through, entire cities grind
to a halt for parties and trading. Dusk run-
ners are never trusted but always welcome,

for they bring novelty and amazement to a



world sorely lacking such diversions.

Endless Traders. The endless traders are
named after the Endless River, which they
traverse once a year. They start at high-water
in Edge oreven further east, from whence
they travel overland to the west, crossing the
Boundary Peaks and descending southward
to the w esternmost mouth of the Endless
River, where it first enters the subsurface.
On a normal journey, they reach this point
just as low-water begins. There they buy
boats and salt from slathem of the Wet Des-
ert, whose economies have come to depend
on supplying these traders.

The traders then sail the entire distance
of the Endless River, retracing their steps
underground and in the opposite direction.
Along the way they trade the goods accumu-
lated on their surface journey for the prod-
ucts of the subsurface. They always trade at
a profit, of course. By the time they emerge
at Edge near the end of low-water, they are
laden with objects and foodstuffs available
only underground. Then they sell their boats
and begin the cycle again.

The endless traders are as old as Highpoiit
civilization itsel. Ever since the banks o f the
Endless River were co lonized, someone has
supplied t heir trade nee ds, and t he en dless
traders trace their origins back to the earliest
such traders. Several tribes of endless traders
actually exist,but outsiders make little attempt
at distinguishingthem. They are a cultureunto
themselves, with t heir own pi dgin trade lan-
guage and secretive magica rituals centered
around selling. By most accounts, this magic
is nothing more than illusions to make goods
seem more valuable than they really are. But
the few outsiders admitted tothei r
hearths testify otherwise. Theyve
witnessed the conjurationo  f
salable items out o f n owhere,
the transmutation (notill u-
sion) of defective goods into
perfect condition, and,0  n
some occasions, consu ltation
with otherplanar forces onma t-
ters surely considered mundane byy
any other society, such as the highest price at
which a vegetable can be sold be fore buyers

will turn away

»

The Orc Hordes

The endless plains have been home to
nomadic orc hordes for as long as anyone can
remember. Disorganized, chaotic, violent,
and stupid, these brutes have been the chief
impediment to the progress of civilization.
While the humans advanced from tribes to
cities, the dwarves built monumental strong-
holds, and the elves crafted tree cities over
thousands of years, the orcs remained ... sim-
ply orcs. No advancement in orc society has
come for as long as anyone can remember.

Until now. Mechs mean different things
to different people, and to orcs they mean
brute force, pure and simple. Unlike elven
magic or dwarven stonework, mechs have
an immediate, obvious use and don’t require
aged experts to master. Anybody can steal a
mech, and, as the orcs have proven, almost
anybody can build a mech, though the crafts-
manship is a different matter entirely.

Impressed b y the power of the mechs,
the orc hordes of the endless plains have
embarked on a plan to build their own fleets.
The initial phase consisted entirely of cap-
turing enemy mechs. Then the orcs tried to
build t heir o wn. Amazing as it may seem,
orc engineers e xist, though they are never
as skilled as their dwarven or human coun-
terparts. Lacking advanced metalworking,
stonecunning, or magic with which to build
their mechs, the orc engineers resorted to an
old standby: slaves.

The orc mechs are h uge, clunky affairs
powered by slaves. The slaves turn wheels,
row oars, crank levers, and do all manner
of other laborious tasks in order to provide
the mech’s power. Depending on the size of

the mech, merely a dozen slaves may

be cranking levers in a galley, or

thousands toiling to turn mas-

sive cogs in the bowels of a
city-mech.

This reluctant, inefficient

power source, combined with

the low state of orc engineer-

ing, means orc mechs are slow,

sluggish, and underpowered. But

they’re still mechs. An orc mech may not

be a match for an equal-sized dwarf mech,

but it can take out most organic creatures,

and certainly can’t be beatby a tribe of
Stavians. Orc mechs are considered easy tar-
gets by the Irontooth Clans and Legion, but
they’re still avoided, since orc mech jockeys
are prone to dangerous behavior — such as
ramming attacks and even suicide collisions.

From the orc’s perspective, it’s well worth
destroying his own mech if he can capture a
better one in exchange. As a result, much of
the orc mech tactics revolve around breaking
into an enemy mech and sending swarms of
orcs to kill the crew from the inside, leav-
ing the mech intact for takeover. Thus, the
ramming attacks. Orc mechs are usually
equipped with massive spiked fists that are
hollow and filled to the brim with orc war-
riors. On a successful ram, the spike pen-
etrates the enemy mech and the orcs inside
board it, fighting theirw ay through the
underdefended mech innards to the head,
where they s lay the mech jockey and take
over the mech.

The orc hordes pose a unique threat to
Highpoint. They’'ve always been trouble,
first as nomadic raiders, then as the nasti-
est creatures trying to seek s helter under-
ground. Now they’ve adapted to surface
life and developed mechs that make them
uniquely dangerous. Luckily,t he hordes
remain disorganized, chaotic, and stupid.
Only a dozen or so functioning orc mechs
exist, and they don’t cooperate. But if ever
a great leader were to unite them, all of the

endless plains would be in danger.

The Flatland

The flatland is a great swath of rocky terrain
between the endless plains and t he rough-
lands. Mechs w ere first developed on the
flatland, and it was there that the earliest
dwarven mech jockeys tested t heir mettle
against lunar dragons. The ancient dwarven
stronghold of Duerok still stands, and its
offspring, the Stenian Confederacy, controls
most of the flatland. But the real place for
adventure remains the endless plains, for
there the enemies of the dwarves gain power
and plot their own mechanized invasions.

The flatland is separated from neighbor-
ing regions by towering cliffs and enormous

mountains. To get to the endless plains, one
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must negotiate v ertical f aces asm uch as
3,000 feet high. They are a major impedi-
ment to trade and transportation that have
been slowly conquered ov er many, many
centuries. Many trails now traverse the
cliffs, all of them laced with switchbacks and
steep ascents. None is easy, but they allow
for travel — at least on foot.

Getting a mech across the cliffs is another
matter entirely. The Stenian Confederacy
is content with that remaining the status
quo, since the cliffs provide a substantial
natural barrier. Other factions are not. The
Irontooth Clans and rust riders want new ter-

ritories for raids, especially areas not under

the protection of the Stenians. The Legion is
reputed to be developing routes to the flat-
land for the ultimate purpose of invasion.

As a result of these actions, it is now pos-
sible to get a mech up or down the cliffs. Sev-
eral “staircases” can be negotiated by expert
mech jockeys (Mech Pilot, DC 30, f ailure
means a fall of 1d10x100 feet). The Stenian
Confederacy devotes special attention to
guarding these passages but does not catch
every mech to go through.

Most of the flatland is n
by the mechdoms: the Stenian Confed-

ow dominated

eracy, Irontooth Clans, rust riders, and

mech tribes are common here. Th ey are

described bel ow. What remains of the old,
sedentary culture is f ew and far bet ween.
Some notable locations are these:

Duerok: The oldest and greatest of the
dwarf settlements, located alongside the
Endless River in the western flatlands near
the beginning of the roughlands. It is a mas-
sive stronghold, housing more than 300,000
dwarves over the course of a seemingly end-
less underground labyrinth. Smaller protec-
torates once stretched out in all directions,
but most fell during the wars following the
lunar rain. Duerok itself has seen both land
area and population shrink by almost half

over the past decade, as the clan leaders



retreated to more defensible positions and Y

attrition cost them life after life. Though
Duerok’s relations with the Stenian Confed-
eracy are often upset by differing attitudes
on traditional clan rule, even afool recog-
nizes that the Stenians are Duerok’s best
hope for survival.

Vermil: V ermil is the center of w orm
farming on the flatland, and the largest worm
farmer settlement anywhere. This bizarre
“city” is an endless maze of worm-built tun-
nels, with no organization whatsoever. No
tunnel is flat; they intersect in some places
while passing over and under each other in
others. Vermil has no central market, nor
any other centralized area. The myriad local
worms tend to herd together (locating each
other through some sort of “worm radar” or
specialized tremorsense), and the location
of the largest herd tends to be where the
elders, mercenaries, merchants, and traders
are. Vermil is notable not just for its strange-
ness butfor its might; the w orm f armers
have discovered that they can strand a mech
by digging tunnels around it, and Vermil is
their first attempt to leverage their growing
power. Most mechs are hesitant to come any-
where near this place due to the thin, fragile
nature of the ground crust, criss-crossed as it
is by endless tunnels.

Great Standing Dwarf: Depending on
whom you listen to, this oddity is a gift from
Dotrak or simply an ancient curiosity. In
one section of the cliff between the flatland
and the endless plains, a thousand-foot-tall
dwarf has been carved from the rock. The
dwarven figure is stylized with sharp edges
and flat surfaces. As far back as anyone can
remember, it has been a strange relic with
no remembered purpose. The legends of
Duerok say it is a relic of ancient times,
carved as a reminder that all dwarves come
from the earth. But since the Second Age
of Walkers has begun, a new interpretation
has arisen: It is a carving of a mech, left to
remind the world of what passed long ago.
Some proponents of Dotrak even claim it is
a mech, magically transformed to stone and
melded with the rock. A number of adven-
turers have journeyed to the Great Standing

Dwarf intent on finding the secret entrances

to its interior, but none has returned with 3

anything promising.

Edge: Edge is the point where the flatland
meets the endless plains. It has already been
discussed in detail, but it is worth pointing
out that extensive settlements exist on Edge’s

high side, fanning out into the flatland.

The Roughlands
and Boundary Peaks
The Boundary P eaks are tall mountains
that cut Highpoint in two. To the east are
advanced cultures occupying the flatland and
endless plains. To the west are empty barbar-
ian lands. The area immediately surrounding
the Boundary Peaks is called the roughlands,
for obvious reason: It is a massive, unbroken
stretch of irregular, boulder-strewn ground.
No trade routes or easy trails go through
the roughlands. The terrain is too irregular
for mechs to traverse. The only outsiders to
cross the roughlands are the endless traders,
who make an annual transcontinental trek.
They must vary their routes each year, thanks
to the freak flash floods that originate in the
Boundary P eaks and change the landscape
every few months. It is an arduous journey,
but the endless traders continue to make it.
Some people whisper that they know some-
thing no one else does — that the Boundary
Peaks house an advanced civilization that
hides itself from thew orld — but most

people scoff at such nonsense.

The Wet Desert

The Wet Desert is the westernmost peninsula
of Highpoint, known to the rest of the conti-
nent as merely a distant curiosity. Except
for the desert’s own residents, the endless
traders are the only sentient creatures to see
the area. Few are the men who have reason to
venture there, though the Pretominin Heads
may change that.

The name of the Wet Desert originates
in its unusual circumstances. It is the low-
est point on Highpoint, the only area of
the continent to sit below the high-water
line. For half of the year, the entire western
peninsula is underwater. For half of the year,
the peninsula is a scorched, lifeless desert.

Even under normal circumstances, the cli-

b

mate would render it a desert, but the barren
low-water months are further e xacerbated
by the extensive salt deposits left behind by
the retreating sea. Not only does it have no
water, but the ground itself leeches moisture
from those who walk it. Thus the wasteland
has earned its appellation.

Those seasonally deposited salt deposits
are valuable, very valuable. Salt is so plentiful
in the first months of low-water that one can
literally scrape it from the rocks of the des-
ert. The endless traders start each year’s new
journey by buying huge quantities of salt from
the denizens of the Wet Desert. Then they set
sail on the Endless River, plying that salt for a
thousand miles in darkened realms where it is
a precious commodity.

No mechs are in the Wet Desert, for it
has no civilization capable of building them.
Even the wandering nomads of the endless
plains are more advanced than the frightful
creatures populating the Wet Desert. The
most populous of the desert tribes are the
zuleps, a species of humanoid dinosaur that
has a barbaric, warlike culture. The zuleps
are so violent they would choose civil war
over peace just to have something to do.
Alongside the zuleps live a variety of other
primitive creatures, including insectoids,
horrid reptilian creatures, andf erocious,
solitary dragons.

If y ou believe the eastern loremasters,
necromancers’ lairs and long-lost ruins are
buried alongside the zulep camps, but no
one has ventured out to look for the truth.
Anksleg, a renowned endless trader, prob-
ably summed it up best: “Were it not for the
salt, no sane creature would venture to that
scorched, parched, violent tract of lifeless-
ness. Andev en with the salt, no endless
trader will travel out of sight of the great
cliffs. Nothing but misery is to be found in
the Wet Desert.” Suffice it to say, no human,
dwarf, or elf has ever set foot in the western-
most expanses of the Wet Desert — at least,
no one has done so and returned to tell of it.

The Wet Desert may receive new visi-
tors soon. An ancient relic known mostly
to endless traders and eastern loremas-
ters is getting renewed attention since
the advent of the mech. This relic is the
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Pretominin Heads, named for the tribe
of zuleps that lives in its regions. The
Pretominin Heads are a series of massive
sculptures of dwarven heads. They vary in
size, but the smallest is more than thirty
feet wide. Buried under sand and rubble
at the edge of the Wet Desert, they have
long been considered nothing more than
curiosities. But the gearwrights claim they
are the heads of buried mechs from the
long-lost Age of Walkers.

The first head sits just at the base of the
cliff beside the Wet Desert. The next one
is a half-mile w est, and they continue at
such spacing well into the desert. Only four
have been seen by western travelers, but the
zuleps say more may be found further into
the desert. Those within the high-water
mark are caked in rust but largely intact — an
extraordinary feat for iron that has spent half
of every year soaked in saltwater.

Many an a dventurer n ow speaks of trav-
eling to the Pretominin Heads and trying

to enter one, perhaps to disc over a buried

mech beneath. Why would a mech be bur-
ied in the sand? H ow would one even bury
amech? H ow did the mechs tra vel so far
west? What ancient technical secrets are
hidden inside? Questions abound. The
Gearwrights Guild has tal ked frequently of
the heads but has no interest in sponsoring
an expedition. “Why should we prove what
we already know?” they ask.

Anksleg, the endless trader, claims to have
seen the Pretominin Heads up close. “The
zuleps stay away from them,” he says, “ but
they’re quite protective — it took a healthy
bribe to get close. We just did it for curiosi-
ty’s sake, many years ago. Are they mechs? |
don’t know. But I do know it is easy to scrape

the salt from their smooth metal sides.”

<
<>

MECHDOMS

E new kind of political entity has arisen
in Highpoint: the mechdom. Whereas
traditional kingdoms are definedby fixed

»

political boundaries, mechdoms are fluid
territories defined solelyby a mech’s abil-
ity tok eep order. The largest mechdoms
are policed by multiple city-mechs capable
of keeping even lunar dragons at bay. Each
city-mech governs a large swath of territory,
which it patrols and protects in exchange for
tribute from the locals.

A smaller mechdom may literally be noth-
ing more than the area in the immediate
vicinity of a handful of mechs. The smallest
mechdoms are unruly nomads who stick
close to a lone mech for the protection it
provides. Some mechs welcome this for the
trade and protection from groundf orces
that it provides; others consider the nomads
to be parasites and leeches getting a free ride
from the hard work of the mech-dwellers.

The largest mechdom is the Stenian Con-
federacy, a collection of five city-mechs and
a veritable fleet of smaller mechs dedicated
to establishing order in the flatland. The Iron-
tooth Clans compete with the Stenians for

dominance of the flatland and have expanded



into the endless plains as well. The L’arile
Nation unites many of the elven mechs in the
northern forests. Found almost everywhere

are the unpredictable rust riders.

<
<>

THE STENIAN
CONFEDERACY
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“With order and stability come
peace and tranquility.”

The Stenian Confederacy is an alliance
of mechanized w alkers dedicated to
bringing order to the flatland, through force
if necessary. Founded by dwarves of Duerok
heritage, Stenians are convinced that the
only way to weather the catastrophes is with
an organized society working as one. While
mosth umans see the collapse of social
institutions as a result of the planet’s catas-
trophes, Stenians see it as one of the causes.
In their minds, the repercussions of the lunar
rain would have been far less traumatic if a
strong, organized government had existed to
plan and facilitate migrations into the under-
deep (or, as they tacitly acknowledge only
among themselves, organize a concerted
defense against the surface dwellers).

The driving force of the Confederacy is to
bring order to an ever-larger territory. The
five city-mechs are constantly enlarging the
fleets of mechs that serve under them, so as
to secure and patrol larger domains. Some
people even talk of building a sixth city-
mech. Though Stenians view their actions as
noble, they are fundamentally drivenby an
urge for self-preservation, for they believe
order will prevent future catastrophes.

The Stenian Confederacy was formed by
a strong alliance between five like-minded
city-mechs. They serve as homebase for a vast
fleet of smaller mechs. All Stenian mechs are
strictly regimented, and mech crews live like
military officers. Since a city-mech can travel

more than 400 miles in a day of solid move-

ment, the five city-mechs patrol large swaths 3
of territory. Each has more than 40,000 square;
miles to its name. These “safe zones” are
incredibly safe by current standards. They are
situated in a rough pentagonal shape which is
defended by the smaller mech armies. The
total area patrolled by the Stenians is more
than 200,000 square miles, a vast territory by
any medieval standard.

Outside the “ safe zones,” the Stenian
lands aren’t particularly safe. Aside from the
inescapable lunar rains and occasional incur-
sions by lunar dragons, no shortage exists of
the usual f antasy monsters ready to wreak
havoc. Moreover, the general disorder and
breakdown following the catastrophes have
led to bandit gangs, marauders, and petty
warlords across the continent, not to men-
tion rust riders, the Irontooth Clans, and
other mech-based raiders.

Nonetheless, the Stenian lands are safer
than almost anywhere else. Just as a policeman
in a ghetto deters crime when he is present, so
does a Stenian mech patrol. Sweeping through
their territories on a regular basis, the light
patrols act as mobile police, guard, judge, jury,
and executioner. Those who find deep-seated
problems, such as a particularly intractable
warlord or orc tribe, will request heavily armed,]
reinforcements who are left behind to fight a
prolonged battle while the patrol continues on
its route. Eventually, all patrols report back to
one of the city-mechs, which act as the nerve
centers of the entire confederacy.

The city-mechs themselves have become
more than simple military headquarters.
They are now social and political centers,
as well. As the surface world threats subside,
they are slowly becoming less militarized.
On-board farmers and craftsmen are being
replaced by wealthy merchants and political
patsies, who do whatever they can to secure
the prestigious (and safe) housing on a city-
mech. In a strange twist of fate, the Stenian
Confederacy is actually attracting new citi-
zens out of the subsurface and underdeep.
These refugees are a mix of commoners
looking for some protection and aristocrats
seeking to spend their wealth on safety.

Unfortunately, the order and relative sta-

bility of the Stenian Confederacy come with

aprice. The Stenians rule their territory with
an iron fist. Their patrols are both loved and
feared. When “in the field,” the mech patrols
have final say in all matters of justice. They
can ex ecute a petty thief f or stealing one
copper piece if they deem it necessary to
maintain order. To make matters worse, the
patrols are not immune to corruption, and
the racial differences between the patrols
(which are primarily dwarven) and the sur-
face population (which has more h umans
than dwarves) sometimes lead to tension.

The city-mechs swear allegiance to the
Confederacy, in which all five are supposedly
equal. But they are not, and the bickering
between them, though always orderly, is not
always confined to merely political channels.
All the major ruling powers are fundamental-
ly lawful, so their means are never destabiliz-
ing, but they are not necessarily good. For
example, one city-mech may choose not to
eliminate raiders but instead to chase them
into the territory of its neighbor. Decisions
toe xpand the territory governedb y the
city-mechs are always contentious. Although
the primary consideration is military might
(expressed in terms of available mech
patrols), secondary considerations always
include bickering over which city-mech gets
the larger territory.

The five city-mechs are Durgan-lok, Ned-
derpik, Lokag, Thuron, and Goria. Durgan-lok
was the first operational city-mech ever to be
built and, although aging, is by far the most
distinguished mech in the fleet. Among the
aristocrats, a residence on Durgan-lok is far
more prestigious than one anywhere else.
This has led to its own share of problems, as
bidding wars erupt and the city-mechs more
and more become the province of the wealthy
rather than true havens for the oppressed.

Despite its problems, however,the Stenian
Confederacy is still an overwhelmingly posi-
tive force in the world. It has brought order
and safety to a large area that previously had
none whatsoever. It can repel even the lunar
dragons from its safe zones and k eeps the
rest of its territory largely safe, as well. The
fact that it has internal squabbling is, in one
sense, a good thing: It means time exists to

pay attention to something other than the



pressing urges of survival.

All religions are tolerated in the Stenian
Confederacy, which itself has no official
religion or patron deity. The atheism engen-
dered by faith in steam technology is taking
hold, however, and most mech-dwellers are
either atheistic or worshippers of Dotrak.

Each Stenian city-mech is commanded
byt wo co-officers: the mech commander
and the policy commander. The mech com-
mander is in charge of all daily operations
relating to the mech and its military fleet.
This includes repairs and construction,
where it will travel and what areas the fleet
will patrol, and all aspects of military opera-
tions. The policy commander is sometimes
a single person, other times a council. It
is in charge of interaction with the rest of
the Stenian mechs, diplomacy in regard to
outside entities, and laws and policies con-
cerning taxation, military service, housing
allocation, and crime.

Beneath each o f these commanders is a
large organization wit h many, many layers
of middle management. The five mech com-
manders are t he gearwrig hts responsi ble
for constructing each o f the five founding
city-mechs. No established succession plan
exists for the mech commanders, though in
the event ofa death, the Gearwrights Guild
(which is quite powerful on all the
mechs) will probably pnd..
up decidingt hen ew
candidate.

Area: Approxi-
mately 200,000
square mies

Population:

18,000 in city-
mechs; another
10,000 in smaller
mechs;
mately 300,000 on

the surface

approxi-

Mech-

75% dw  arves,

Composition:
20%
gnomes, 4% halflings, 1% h umans. Surface-

dwellers:

dwellers: 25% dw arves, 25% gnomes, 35%
humans, 15% others.

Alignment: Lawful neutral

-
<>

THE IRONTOOTH CLANS
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“Metal is power.”

To the Irontooth Clans, the mech is the
ultimate weapon, and he with the most
powerful w eapon lives the longest. The
Irontooth are dedicated to securing power
by building bigger, stronger, and deadlier
mechs, through w hatever means possible.
If such a thing as “barbarian mech jockeys”

could exist, the Irontooth would be they.
The founding Irontoothw ere dw arves
scarred b y the devastation of their clans.
Seeing their engineering skills as the only
means to survive, they turnedt heir backs
on the “failures” of traditional dw arven
society (at least as they saw it) and sought
“power through metal” to ensure their
future survival. Their rebellious sentiments
and chaotic nature left them amenable
to living arrangements unheard of among
other dwarves, including small social units,
a nomadic lifestyle, and even multiracial
clans — half-orcs are now common
on their mechs, as are humans

and gnomes.

The

are indeedp lural; the

Irontooth Clans

Irontooth have no single

centralized government.

They are organized into

clans of three to six

small to medium-sized

mechs which range across

the flatland and nearby

areas o f the endless plains.

Although they all fly the flag of

the Irontooth and share a similar per-
spective on survival, they are otherwise com-
pletely disorganized. Like a wolf pack, they
will unite against outsiders but frequently
fight

conflicts among Irontooth are not nearly as

among themselves. Nonetheless,

brutal as their battles with outsiders, as they
settle them via ritualized mech combat.
These ritualized combats, or ~ “jousts” as
they are called, are one o f the best training
venues available for mech jockeys. Jousts are
used not only for resolving conflicts but also
as training an d entertainment whenever the
excuse arises. Nearbyclans meet regularlyfor
jousting, and any sort o f holiday, victory, or
other celebration is often an excuse for clans
from far and wide to congregatefor a joust.
Jousting mec hsuse on ly ¢ lose-com bat
weapons, w hich they dull with thick layers
of clay or hide, then coat with a thin layer
of wet dye. They strike real blows but at
half-power, enough to leave a dent and a
dye stain. The low-power levels minimize
the advantages o f larger, stronger mechs,
and a joustwit h mismatched mechs can
still be won by the better pilot. ~ The wi n-
ner is decided when observers  (by general
raucous consensus ) decree one mech to
between

be inoperative. ~ Disagreement

partisan observers often leads to “joust
riots,” which themselves are part of the
enterta inment.

The jousts aree xtremelyv aluable for
training pilots. Despite their bawdy lifestyle
and chaotic nature, Irontooth mech jockeys
are considered the best in all the mechdoms.
It is not unheard of for mech jockeys from
other mechdoms to compete in the jousts,
provided a sufficient truce or neutrality can
be achieved. This is almost always granted,
at least for the duration of the joust, since
the Irontooth love such events. Officially,
the outsider always loses, since no Irontooth
observer will judge the joust in his favor, but
privately, some of the best outside pilots
have been offered membership in an Iron-
tooth clan after a well fought joust.

Most members of a particular clan are
related by blood ties, but many clans will take
on like-minded members of other races if
they have something to offer. In these clans,
the power always rests with the dwarves, but
the other races are respected and treated as
equals. A clan is ruled in name by the eldest
male, although in practice the strongest of
his children is often the real power. Mechs

are considered the property of the clan, not



of individuals. The clan’s ruler will claim the
best mech, with others distributed accord-
ing to clan rank. A mech may change hands
due to inheritance, the death of its previous
owner, or, in some cases of even rank, chal-
lenges as adjudicated by jousts.

The Irontooth survive by a combination of
raiding and protection rackets. They have lit-
tle loyalty to those they “protect” and their
protection disappears quickly in the face
of a real threat. The various clans relocate
frequently, and often the only distinction
between araid and a protection arrangement
is the length of their stay.

The name Irontooth comes from the
mechs themselves, which are ornamented
with spikes, studs, barbs, and no shortage of
razor-sharp serrated edges. They are by far
the most viciously designed mechs currently
in operation, in many ways the martial artists
of mechs. Irontooth pilots practice a disci-
pline called mech fu and are able to use their
mechs to inflict damage at close quarters in
ways no other pilots could manage. The skill
of their pilots has earned them the nickname
“mech devil” among other mechdoms.

On top of that, each Irontooth mech is
a case study in customization. No two are
alike.

built w eapons of a startling v ariety. Many

Individual mechs feature custom-

are designed with aesthetic intentions to
resemble skeletons, giants, dragons, and
other motifs. Some are astoundingly beauti-
ful; others are revoltingly deadly.

All Irontooth are accomplished tinkerers,
and most have at least one level asamec h
jockey or coglayer. Because o f their open-
mindedness, steam borgs are
fairly common, too

Area: No fixed area;
roam over most of flat-
land and nearby areas
of endless plains

P opu 1 ation
Roughly 10,000 scat-
tered over approximately
50 clans

Composition: 60% dwarves, 10% gnomes,
15% humans, 10% half-orcs, 5% others

Alignment: Neutral

-
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P’ARILE NATION
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“Answer hard with soft and soft with hard.”

The L’arile Nation is a loosely organize d
band of elven mechs occupying the rem-
nants of the Lilat and Heréal forests, in the
northern endless plains. When the dangers d
the lunar invasion became clear and wordthe
dwarven mechs reached the forests, the elves
embarked on an epic campaign to transp lant
their treetop villages into walking fortresses.
Their tall, lithe mechs bear little resemblance
to the squat, heavy creations o f the dwarves,
evenless so vhen one consders that the source
of their locomotion is magic, not steam
Each village built one or more mechs to
house its hundred-odd residents. In most vil-
lages asingle, ancient tree had long sheltered
the residents, and rather than watch that tree
slowly be killed by the lunar rain, the elves
elected to use its wood to build their mechs.
Each village then planted a sapling from that
tree in the heart of the mech, where elven
woodsmen now tend to its every need. The
elves hope that someday the lunar rain will
end and they can abandon their mechs, plant
the sapling, and grow a new village from the
remnants of their old.
In the wake of the disasters suffered by
the elves of the northern forests, the L’arile
philosophy is one of avoidance and pre-
vention. They know too well the price
of conflict, as their shattered sylvan vil-
lages can attest. Now they have become
“mobile villages,” able to avoid a threat
as easily as confront it. When the enemy
is strong, they slink away into the forests,
disappearing from sight. When the enemy
is alone or weak or vulnerable, they launch
massive coordinated strikes, seeking com-
plete annihilation.

Thus, L ’arile combat tactics focus on

2
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stealth and long-ranged weapons. They have
developed an impressive array of camouflage
techniques, both magical and mundane.They
make use of some fairly large mechs, but few
are city-mechs, as dispersionand conceal-
ment are integral to their philosophy. In the
tall forests (or at least what’s left of them ),
it is possible to conceal one o f the treelike
elven mechs — at leastfrom a distance — and
the L’arile travel in widely separated groups
to minimize the chance o f detection. Using
magical means, they observe and predict the
movements of the lunar dragons, plannin g
their movements accoxingly.

The L’arile mechs are tall and lanky, built
to resemble trees for both aesthetic and
practical reasons. Most have terraced sides
where living undergrowth has been culti-
vated as camouflage. Some mechs even have
large trees growing from their shoulders and
heads, usually the offspring of the grand old
tree that once housed the arboreal village
now living on the mech.

Life on a L'arile mech is much like life in
the elven forests once was. Few in number
and simple in ambition, the elves rarely
have conflicts among themselves. Decisions
are made informally, by the eldest or most
accomplished elves, and dissension is rare.

Many elves of the northern forests did not
have the chance to build a mech before their
villages were destroyed. L’arile mechs with
extra space readily accept these refugees.
Wherever possible, the L'arile protect elves
still living on the surface. In general, they
have avery positive relationship witht he
denizens of the forest, both elven and other.

The flagship of Larile Nation is the
city-mech Tannanliel. Tannanliel is gener-
ally independent but is very protective of its
elven allies and is actively allied with the rest
of L’arile Nation.

Area: Approximately 15,000 square miles

Population: Roughly 10,000 in mechs;
another 30,000 still scattered in the forests

Composition: 96% elves, 3% half-elves,
1% others

Alignment: Neutral good



“Hit him again! Huh huh!”

‘ x T hat happens when a mech jockey goes
bad? If he takes his mech with him, he
likely joins the rust riders, a bickering, nasty
band of outlaws, bandits, outcasts, and speed
freaks who roam all areas of Highpoint.

The rust riders are kno wn as such only by
outsiders. Th ey call themsel ves “the gang,”
“the b oys,” or other such names. But  “rust
riders” isa very suitable name, for their
mechs are o ften poorly maintained and
visibly rusty. Lacking connections, knowl-
edge, mines, foundries, and wealth, the rust
riders are a Iready at a disadvantage when it
comes to maintenance, butan even bigger
stumbling block is t heir essentia | laziness
and irresponsibility.  Theyare,a fterall,
bums and outcasts. Despite their numbers,
they are never able to muster the organized,
disciplined labor forces necessary to build
new mechs, much less e ffect major repairs
onold ones.

The rust riders survive by rat d-
ing and plundering. They are._
essentia lly scavenge  Ts.

Surface dwellers are

accepta ble targets

but mec  hsare

even better, since

arai ded mech
provides both
supplies an d

spare parts —an d,
dependingont he
conditiono f the
target a fter the battle ,
possibly a comman deered
mech. Lone orunpr otected

mechs from other mechdoms are co n-
sidered ideal targets .

The rust riders always travel as a single,

huge group, mainly for reasons of self-pres-
ervation. They always have between 20 and
30 mechs in the gang. Lone outlaws look-
ing for companions are the main source of
new mechs; mechs are lost as broken-down
mechs are left behind, along with their occu-
pants, free to rejoin if they can catch up.

Life among these penned savages is
nothing short of uncivilized. Bullying is
commonplace, no law exists but the sword,
and personal disagreements are settled with
blood. Their nature is essentially chaotic,
and were it possible to survive outside each
other’s company, they would. But the group
offers a necessary protection in this difficult
age, so they stick together.

Being accepted as a rust rider is a relative-
ly simple process. As with any outlaw gang,
you just have to hang with the crowd and take
a few knocks. If you can defend your posses-
sions and survive y our compatriots, y ou’re
accepted as tough enough for the crowd.

The one major a dvantage o f being a rust
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rider is learning their ~ “fight on the run

techniques. Asa group o f outlaws al ways
under threat o f capture, th ey ha ve d evel-
oped anumber o f techniques for fighting
fromm oving mechs. From their pilots ’
improved accuracy w hile m ovingtot heir
crews’ ability to stri ke blows on near by tar-
gets from a moving mech, the rust riders are
renowned for their on-the-hoo f techniques.
Hit-and-runist heir specia lty, an d
anyone who li  ves with them
long enough will become
quite good at it.
The Stenians attack
rust riders on sight.
Area: None
— nomadic
Popu lation
Estimate d at
approximate ly
5,000 people, org a-
nized in gangs o f 20-
30 mechs
Composition: 40%
humans, 25% dwarves, 15% half-
orcs, 10% orcs, 10% others

Alignment: Chaotic neutral

THE LEGION
& e
——
i
“United we stand, united we conquer.”

The Legion is a militaristic mechdom of
growing power centered in the endless
plains. Led by the fiery human warlord Shar
Thizdic, the Legion espouses one and only
one virtue: military might. With his polemic
speeches, optimistic ambition, natural
charisma, and tragic personal history, Shar
Thizdic has persuaded dozens of scattered
nomadic tribes tow ork together. He is
building the largest human army ever known
on Highpoint, a feat attributable to him and
him alone. He is a rare leader, the kind that
arises only once in a thousand years, and now
is his time. It remains to be seen what his
“success” will mean to the rest of the world.
The Legion is organized into a single large
army. The largest units are chapters. ~ Cur-
rently nine ¢ hapters operate, eac h consist-
ingof 2,000 combatants, as well as several
hundred a dditional support personnelan d
noncombatants (mostly families). In theory,
each chapter lives in a city-mech with anfdili-
ated nomadic tribe. In practice, t he Legion
has constructed only two city-mechs so  far,
one of which is assigned to Shar Thizdic and
his direct companions. All but one ¢ hapter
are scattered throughout a variety of smaller
mechs until their city-mechs are completed.
The structure o f the chapters is perhaps
Shar Thizdids greatest triumph. Rather than be
organized around existing trbal loyalties, each
chapter is composed o f fighting men drawn
from a dozen or more tribes. The nomadic,
family-oriented tribes of the endless plains
have never bdore divided in this way. But Sha
Thizdids silver tongue has brought many a mir
cle, not least 6them this, and the advantagefo
such a structure are dvious — atleast to him.
Tribal loyalties are splintered, the only commo
loyalty among eah chapter is to he Legion, ard
the discipline andfighting efficiency achievel



by this are incomparable The chapters are the
most effectivefightingforce the humans éthe
endless plainshave everknown.

The nine chapters are namedb y Shar
Thizdic in honor of what he calls the
“Fighting V irtues.” They are Honor, Valor,
Strength, F erocity, F riendship,
Speed, Discipline, and Insight. Despite their

Loyalty,

names, they are trained identically. Officers
are rotated between chapters to ensure
consistency and, more importantly to Shar
Thizdic, to guarantee loyalty to him rather
than a particular chapter.
Shar Thizdic’s stated
simple: to build a fighting force capable of

ambitions are
retaking the endless plains from the lunar
dragons. But some unsettling signs of his
true intentions surface. He has never pub-
licly stated as much but is clearly pro-human
to an extreme, going so far as to ban non-
humans from living on chapter mechs. He
delights in telling ancient legends claiming
humans once o wned all of Highpoint and
were the progenitors of the other races. And
the training he gives his chapters covers alot
more than simply fighting lunar dragons.

Nonetheless (or perhaps consequently),
he is rabidly popular among the human
tribes, who are following him eagerly. He
rules like a king and is worshipped like a god.
To outsiders, he is considered a major threat.
The Stenian Confederacy views him with
growing alarm, and L’arile Nation, with its
typical long-term view, is already strategiz-
ing for the conflict that he will
inevitably bring.

Area: Central end-
less plains

Popu lation :
4,000 on city-
8,000
more on smaller
80,000
ell-

ers in affiliated

mechs,

mechs,

surface dw

tribess
Composition
100% humans
Alignment: Lawful neu-

tral (tending toward lawful evil)

»

MECH TRIBES

- A
HE TE
-

“It’s my turn to sleep on board!”

‘ x Thile the aforementioned mechdoms

are the largest organized political en’-
ties among t he mec h-dwellers, many, man y
others exist. Any nomadic tribe lucky enough
to capture or purchase amechwillo ~ ften
crowd on board, choosing to live in squalid,
cramped conditions aboard a sfe mech rather
than sleep unsafely on the suiface.

These small groups, whose lives are cen-
tered around one or sometimes two mechs,
are called mech tribes. Some mech tribes
are affiliated with others, usually based on
family ties, but can rarely bring more than
three or four mechs together in one place.
They are fundamentally nomadic tribes that,
through good fortune or brute force, have
managed to get hold of a mech.

A mech tribe is a strange sig  ht. Inthe
middle o f a scraggly band o f nomads is the
mech, usually a fairly small one that wasn’t
hard to capture. Hanging out o f every avail-
able opening—an d sometimes hanging
onto the outside of the mech itself —are

people ¢ the tribe. Th

look completely ferocious in

€y may

their nati ve or tra ditional
garb. A herd o f goats and
cows is tet hered tothe
mech’s waist or ankle
via long cords. A few
wagon-towing  horses
trudgea longsidet he
mech, whileab evyo f
children trompsa  long
underfoot. Periodically,
the mech’s weapons will let
loose a blastt owarda distant
target, just’so the kids can guffaw at

the explosion.

b

How these tribes get hold of mechs varies.
Sometimes they repair damaged or deserted
mechs that they come across. In some cases
they ride in jury-rigged contraptions that
even the rust riders have abandoned. Other
times they trade for their mechs. But usually,
they steal them. Although it seems unthink-
able that a bunch of spear-wielding tribes-
men could take down a mech, they can if they
can get inside and slay the crew. Andthat
happens, especially on small mechs when the
crew stops to sleep at night without properly
scouting their surroundings.

A tribe that includes a mech always has at
least one member with basic proficiency in
mech repair. (If it didn’t have such a mem-
ber to begin with, he shows up quickly and
claims family connections as soon as he hears
of the captured mech!) But even if the resi-
dent “expert” is extremely competent for a
mech tribesman, he still has no easy source
of replacement parts. In general, tribal
mechs are never in good repair.

It is not unheard of for a mech tribe to
live in its stationary, broken-down mech for
extended periods while the tribe searches
for supplies to restart it. The mech is just too
valuable to give up. In some cases, the tribe
will strip out the original, nonfunctioning
steam engine and install a manual engine
similar to those found in orc mechs — great
wheels or oars that, when turned or rowed,
power the mech’s gears. The e xistence of
these manual p ower sources has created a
market for slaves among some mech tribes.

Stenian patrols and soldiers of the Legion
automatically stop and question mech tribes
whenever they are sighted, working on the
assumption that if they are using a mech, it
was probably stolen.

Area: Anywhere on the endless plains and
flatland

Population: Usually 10-40 people per
mech, with extended family groups in other
tribes of up to four times that number

Compositior Any,depending on the tribe

Alignment: Usually lawful or neutral



Che CITY-MEChS

The flatland’s even terrain and proxim-
ity to the dw arves of Duerok made it
the perfect training ground for mechs. The
early e xperimental combat mechs engaged
their first dragon opponents here on the
flatland. Their quick success prompted rapid
evolution, and now the immense city-mechs
stride across the same land, keeping even the
dragons at bay.

The mechs rule the flatland. They are becom|
ing common on the endless plains, as well. The
mech kingdoms, or mechdoms, are rapidly
usurping the power of traditional governments
Even those mechs not part of a mechdom wield
surprising influence. Alliances with them are
courted by the mechdoms and the traditional
power structures. Most dwarven mechs are
affiliated somehow with Duerok or the Gear-
wrights Guild. Many elven mechs are loosely
connected via L’arile Nation, and almost all ardg
informally allied with dwarf or human mechs off
similar alignment, with the notable exception
of the Legion,which eschewsnonhumans.The
human mechs are almost all part of the Legion.
Orc mechs are still few but are a potential
threat far in excess of their number. They have
loose ties to the tribes that built them but, like
most orc war bands, will come to each others’
aid only if the odds and plunder are good.

Most powerful of all, though, are the
city-mechs. With the population of a city,
the firepower of an army, and the mass of a
small mountain, they are military machines
without peer. Almost a dozen completed
city-mechs now walk the flatland, as do a few
on the endless plains. Many more are in vari-
ous stages of completion. And mech builders
everywhere are constantly striving to create
ever-larger models.

By traditional standards, a more appropri-
ate name for the city-mechs would be “vil-
lage-mechs” or “town-mechs.” No city-mech
has a standing population greater than 4,000
residents, far short of the 5,000 to 12,000

residents that w ould normally make up a

town. Nonetheless, they are the largest self-

contained mobile populations in existence,
and among the largest permanent settle-
ments in a world where most cities have been
destroyed. Those two facts have earned them
the appellation city-mech.

The best known of the city-mechs are the
first four that were built and the one most
recently finished. The first four are Durgan-
lok and Nedderpik, the first two city-mechs
ever built, both dwarven in origin; Tannan-
liel, the only elven city-mech; and Rebirth,
the firsth uman city-mech, built and now
occupied by Shar Thizdic and the Legion.
The most recently finished city-mech — and
currently the most notorious — is Haven, the

Legion’s second city-mech.

<
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DURGAN-LOK

“And that’s how Parilus saved the dwarves.”

urgan-lok was built out of desperation.
DThe lunar dragons were running ram-
pant over the surface world. Surging hordes
of refugees pressed at every entrance to the
subsurface. The lunar rain was destroying the
dwarves’ trading partners. Chaos, death, and
disaster threatened from every quarter.

Then came P arilus, a stooped, white-
haired dwarf claiming to be the eldest of the
Master Gearwrights. Only the most ancient
dwarves remembered the Gearwrights Guild,
which was only a legend passed on from their
own grandfathers’ grandfathers.

Parilus claimed to have journeyed more
than a thousand miles through underdeep
tunnels. He left the Master Repository, the
great library where the eldest gearwrights
stored their sacred knowledge, when he
heard of Duerok’s troubles. In eons past,
Duerok had aided the Guild, and P arilus
would repay the favor.

Parilus brought with him f our massive
tomes, each more than two feet thick, with
stamped metal pages covered in technical
diagrams. In normal times he w ould have
been dismissed as a crazy old tinkerer, but in
this desperate age he was the only one who
laid claim to a workable solution.

Hundreds of thousands of man-hours

later, the first dwarven mech jolted its way to
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the surface. Sereg, a dexterous warrior per-
sonally trained by Parilus to be Duerok’s first
mech jockey, guided his small mech toward
the first lunar dragon he saw. The dragon rav-
aged the mech, shattering its legs with a few
tail slaps and promptly beheading it. Sereg
was lost in the wreckage, but so too was the
dragon, which was fatally cleaved by a final
blow from the mech’s oversized battleaxe.
Sereg became a hero, hundreds of other war-
riors clamored to pilot the next mech, and
Parilus soon had all the resources of Duerok
at his disposal.

Parilus divided his labor f orce in two.
Under the instruction of master blacksmiths
and novice coglayers hastily instructedby
the junior gearwrights P arilus had brought
with him, the first half churned out progres-
sively more advanced battle mechs, which
were soon beating back the lunar dragons
with some degree of success.

The second half was relocated to the larg-
est cave Duerok could muster, where they
were set to work under a shroud of secrecy.
Each w orker knew what his finished com-
ponent should look like, but not what it was
for or how it would be used. Parilus himself
personally directed the construction. Some
workers grew jealous of the other group,
whose battle mechs were regularly fighting
glorious combats against the lunar dragons
while they labored in obscurity.

Then Parilus ordered the now-operational
fleet of battle mechs to clear a one-mile-
wide area of the surface. They must defend
this area with their life, he said. The second
group of laborers, now thrust into the spot-
light, began hauling their components to
the protected zone. Huge scaffoldsw ere
constructed, massive pulleys began lifting
pieces into place, and the marvel of Durgan-
lok was born.

Stories of theh uge mechanical dw arf
spread like wildfire. From the deepest drow
to the wildest woodsman, every creature in
Highpoint heard of this fantastic invention.
The dwarves had built a mechanical walker
so large that even a lunar dragon could not
challenge it. Defended against raidersby a
fleet of smaller battle mechs, it soon carved

a “safe zone” out of the ruins of the flatland.



Ci+y MEecH

Ports for small weapons,

individual cannons, etc.

Craftsmen, artisans 10 levels

Mech docking bays

Shanties, squatters, mages, military, farms

Mech Commander & staff 5 levels

Aristocrats |0 levels

Public spaces, military 10 levels

Docking portals/hatches

for large weapons

Poor 10 levels

Infested [0 levels
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For the first time, a place existed where even
the lunar dragons feared to tread.

Parilus slipped away soon after the com-
pletion of Durgan-lok. With no goodbyes,
he took his f our metal tomes back to the
Master Repository. Three junior gearwrights
stayed behind to carry on the tradition of the
Gearwrights Guild. P arilus w as hailed as a
hero, and in admiration, the first dozen or so
mothers to give birth on Durgan-lok named
their male sons Parilus.

Durgan-lok w as the first city-mech ever
constructed. It is fully self-sufficient. Built
to include areas f or agriculture, livestock,
living quarters, tradesmen, specialists,
administrators, a military garrison, a small
marketplace, and even civilian passengers,
it can produce everything it needs. The only
commodities sometimes lacking on Durgan-

lok are quality fuel and metals for repair, but

both of these are raw materials easily located
through prospecting or mining.

Designed in a way that only a dwarf could
love, Durgan-lok is laid out exactly as if it
were a mountain stronghold. It features lots
of vertical faces, tunnels, crawlspaces, and
enclosed areas. Durgan-lok is not recom-
mended for claustrophobes — but dwarves
love it. It is essentially a walking dwarven
stronghold.

Physically, Durgan-lok is the smallest of
all the city-mechs. It is squat and wide, com-
posed of an iron skeleton with stone armor.
It’s as close as a city-mech can get to being a
walking castle. It measures roughly 500 feet
in height. Since it’s designed for dwarves, it

can fit a lot more useful space into its 500 feet

of height than a human-scaled city-mech, and
has a permanent population of around 950

dwarves. Parilus did not reveal all his secrets
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when he built Durgan-lok; he left the dwarves
quite a bit to learn on their own.

In name, Durgan-lok is part of the Stenian
Confederacy, but in many respects it remains
an e xtension of Duerok. It still f ollows
the Duerok clan leadership model and is

extremely protective of its homeland.

<
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NEDDERPIK

“You want the Gearwrights to save you?

Fine. Then go live with them.”

fter Parilus’ departure, the revived Gear-
Awrights Guild rapidly grew in power. The
Guild’s contributions are what ultimately
saved the dwarves, but in the process much
of the traditional dwarven power structure
was alienated. Once-mighty axe warriors

were now seconded to dexterous pilots; the



advice o f clerics went u nheeded when it
interfered with the engineers’ whims. When
the Gearwrights proposed the construction
of a second city-mech that would be entirely
outside the control of Duerok, the undercur-
rents crystallized into a pblic rift.

Nedderpik, the second city-mech, was
intended from the start to be fully inde-
pendent of Duerok. The simmering
resentment that erupted alongside
its construction cemented its
independence and set the wheels
in motion for the creation of the
Stentan Confederacy, whose
founding members w ere Ned-
derpik and Durgan-lok.

Nedderpik w as designed and
built by the Gearwrights ’ Guild with
apioneer homestead approach. All those
who participate d ini ts construction
would have a place on it — but they would
be required to leave Du  erok behind for-
ever. Where Durgan-lok still maintained
strong connections t o Duerok, the
residents of Nedderpik would be true pto-
neers, acceptingthe ~ Gearwrights Guild
as their ruler and bravin g life on the
flatlands in a new stron  ghold unlike
any that had prece ded it.

Nedderpik is a radical departure from
the technology of Durgan-lok. Where
Durgan-lok was firmly planted in the “let’s
build a mobile castle” school of design (a
concession some say Parflus had to make
for the dwarves to accept the idea of a city-
mech), Nedderpik is truly a mechanized
walker. Its designers severed the tie to tradi-
tional geographic connections and designed
a fully functional walking city. [ts interior,
although scaled to dwarves, doesn’t feel like
a misshapen dwarven stronghold. Instead, it
incorporates the structure of the mech to
best protect its inhabitants.

Living quarters and vital areas are in the
centermost regions. The outer areas are
the shops, work areas, farms, and livestock.
The wupper levels are intentionally set
aside for the aristocracy (a distinction that
wasn’t built into the design of Durgan-lok
and had to be retrofitted to its quarters),

¥

while the bottom levels (above the hangars) %




are built like a true city sewer or dungeon Y

— they are dangerous areas, used for engine
rooms, refuse, and sewage, sealed and well
protected from the rest of the mech, and
designed to provide a buffer from ground-
level invaders.

Where Durgan-lokw as populatedb y
dwarven traditionalists with strong heredi-
tary ties to the clan culture, Nedderpik is far
more independent. It is governed by a coun-
cil charged with representing the interests
of the “crew.” Considering the close quarters
on board the mech and the ease with which
amutiny could occur, the council is quite
representative. It includes a strong faction
from the Gearwrights’ Guild, as well as a clan
leader and a military appointee.

In a sense, the “crew” of Nedderpik really
are pioneers, frantically trying to escape the

warfare of the dwarven strongholds, hoping

for a new kind of life aboard a city-mech. Ned-

derpik is ruled by dwarves but open to any race

willing to accept the Guild; its population
includes a sizable gnome contingent, as well
as many halflings and a few humans. (More
humans might join except that life in the low-
ceilinged design is cramped, to say the least.)
A sense of idealism runs through the mech’s
corridors; the crew knows they’re at the cut-
ting edge of a whole new kind of life.
Nedderpik stands a little more than
1,200 feet tall. It is squat and broad, like all
dwarven designs, but uses f ar more metal
than stone in its construction and thus has
more available space. It supports a perma-
nent population of more than 3,500 dwarves,

gnomes, halflings, and humans.

<
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TANNANLIEL
“Our forests are dead.

But they live in Tannanliel.”

The traditional seat of power among the
elves of Highpoint has always been the
great northern forests of the endless plains.
As the Lilat and Heréal were razed by the
lunar rains, the elven villages built small
mechs to house saplings from their great
trees that had long sheltered them, then

embarked on these mechs to wait out this

turbulent period in the planet’s history.
Most elven mechs were small affairs, hous-
ing perhaps a hundred or so elves, depending
on stealth and speed to survive. But one
great mage, among the most powerful of
the already powerful elven wizards, vowed to
take the fight to the enemy. The arch-mage
Tannan, with the aid of several of his distin-
guished colleagues, shaped the still-living
wood of a Lilat grove into a veritable conduit
for magical energy. This magical w alking
tree construct is the mightiest of the elven
mechs. It is “the walking tree of Tannan,” or,

in the sylvan tongue, Tannanliel.

Tannanliel is the first and only elf city-mech|

It is taller than any other mech from any other
race, measuring almost 2,200 feet tall at the
top of its highest towers. Graceful and thin,

it looks like the consummate elven design, at

once resembling a sleek tower, an ancient tree

and a powerful magical construct.

Tannanliel is built entirely of enchanted
trees, their still-living roots, limbs, and
trunks bound together in architectural form
to match Tannan’s vision. These trees still
live, drawing nourishment from the earth
whenever the mech halts for the night, repel-
ling intruders with the vines that live on their
exterior, growing and repairing themselves
as directed by Tannan.

Tannanliel’s internal structure reflects the
elven attitude. Its vertical évels are not divid-
ed according to use or function, but rather

according to a magical hierarchy. The entire

mech is ruled by the five arch-mages who built

it. They reside in the mech’s highest levels,
within its head and in the living tree-towers
that reach high off its shoulders and back.
Protected by Tannan’s magic, these tree-tow-
ers repel the lunar rain with pitiful ease.

Below them are the residential quarters of
the rest of the mech’s mages, according to
their ranks within the Order of Tannanliel,
a recently organized mages’ council devoted
to the magic of golems, constructs, and, of
course, mechs. The Order is responsible for
keeping the mech running. It occupies the
mech’s arms and upper torso.

The next tier includes ranks of warriors,
archers, and other defenders of the mech.

Most are drawn from the dozen or so elven
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villages that have taken refuge on Tannanliel.
Tannan accepts any and all elves who need
protection, though once they are on board
he requires them to contribute to the mech’s
defense, and, in the long term, hone their
magical abilities to the point where they can
construct their own mechs.

Because the magical operation of T an-
nanliel is so much more efficient than the
steam-driven engines of thedw arves or
the blatantly wasteful labor systems of the
orcs, the elves have far more space to devote
to living quarters, and f ar more room f or
specialists trained in something other than
steam mechanics. Thus, Tannanliel includes
af airly large military f orce housed in its
middle torso.

The lower torso and thighs are home to
tradesmen and other specialists: the carpen-
ters and blacksmiths who keep things run-
ning. Finally, in the rest of the leg area, the
elven peasants live, farming small protected
terraces hanging off the mech’s legs.

Tannanliel has little to fear from the out-
side world. It is perhaps the most powerful
mech in existence. Its very structure is alive,
capable of growing and of healing wounds. It
is a single massive artifact, a conduit of magi-
cal energy through which T annan and his
legions of mages can launch batteries of fire-
balls and other spells at attacking creatures.
No lunar dragon has stood against it — nor,
for that matter, has any other creature.

But T annanliel is vulnerable from the
inside. Tannan himself is inextricably linked
to the mech. His will controls it, directs it,
and sustains it, though the magical energy
required is so great that he frequently calls
upon other great spellcasters to aid him.
As the months go by, Tannan appears more
and more drained. Some rumors say that the
burden of sustaining Tannanliel is too great.
Some say he accepted favors from powerful
extraplanar creatures to build T annanliel,
and those f avors are now being called in.
Others say the strain of Tannanliel is simply
too great for one elf to bear. But one thing is
certain: Tannan’s intentions and behavior are
indisputably noble. Everything T annanliel
has done has been to aid the elves, be itby

fending off dragons or taking in a never-ending



stream of elven refugees. It is an engine of
vengeance that the enemies of the elves have

learned to fear.

-
<>

REBIRTH AND HAVEN
“No dragon will ever again claim
the life of a man.”

har Thizdic’s powers of persuasion are so
Sgrea’c that he built a city-mech with them.
His flight from Rook left him not just home-
less but without family or friends in unfamiliar
terrain being scoured by hostile forces. He
talked his way into employment with a tribe
of nomadic Gur, then spent the next several
years bouncing between tribes of Gur, Stavi-
ans, and endless traders. He even spent an
extended period underground, seeking refuge
with a burgeoning band of worm farmers. His
magnetic personality brought him welcome
wherever he went, and the people listened to
his ambitious plans for retaking the endless
plains. The fires of revenge burned within his
heart, and he gave voice to anger that all the
nomads felt. But what could he do that had
not already been tried?

Shar became an informal envoy between
disparate tribes. He traveled constantly,
visiting old friends, making new ones, and
forging ties between historically separated
peoples. Hew as the consummate diplo-
mat, making relationships where none had
existed before. He wielded the friendship
of thousands of nomads — but what could he
do with it? Together they could stand against
a handful of dragons, but not the army that
walked the land.

Then word reached Shar of the fabulous
mechanical w alkers being builth y the
dwarves of Duerok.

For the first time in his life, Shar sought
out dwarves. Though an insular upbringing
had biased him against the demihumans, a
bias that w as further reinforced when the
dwarves defended their mountain enclaves
against humans rather than coming to their
aid, he now had use for them. He traveled
to Edge, where he made contact with a
number of traditional engineers. They, too,

had heard of what P arilus w as doing, but



\

Then Shar’s peo-
ple finally finished a
working mech.

The first success
energized the tribes,
who arrived from
miles around to ride
the “h  uman-built”
mech. Shar certainly
didn’t

the pride in human

downplay

accomplishment
though the

designs w ere

even

entirely the work of
dwarven engineers.
As the tribes mar-
veled at the w alker
they had built, Shar
was also careful to

avoid pitting the

mech

against the

r

they were no gearwrights. “Still,” said Shar,
“could you find a way to build one of these
walkers?” “If the price were right ... prob-
ably,” answered the dwarves.

Shar returned to the plains, where his silver

tongue swayed the tribes one by one. He con-

vinced them to congregate in one place, where

they could build a mech under the direction
of the dwarves. Never would they work for
the dwarves, though. The dwarves might have
the knowledge, but they would work for the
humans. Together Shar and the tribes would
raise the first great city-mech of the endless
plains, and the humans would be reborn.
Shar’s vision didn’t go quite as planned.
The nomad tribes weren’t particularly disci-
plined, and the most basic concepts of engi-
neering were far beyond them. The dwarves
chafed at the poor treatment they received.
Despite being the masterminds behind the
whole project, they w ere treated like ser-
vants, an attitude thatwas encouragedby
Shar, who seemed to have some gripe against
them. The early mechs were one failure after
another. Some tribes grew disillusioned and
left. Attrition wore away the others as the

dragons continued their rampages.

dragons. Itw as a
symbol he could not
afford to see destroyed. He rushed produc-
tion on several more of the small mechs,
while at the same time, unknown to most of
his people, he formalized his enslavement of
the dwarves, who had long ago ceased work-
ing voluntarily. His engineers were now loyal
only under threat of death.

Thus w ere born the beginnings of the
Legion, a chapter that culminated in the
completion of Rebirth, the Legion’s first
city-mech. Rebirth is the least advanced of
all city-mechs now walking. It was designed
by engineers under duress, was constructed
by unskilled labor, and is maintained by self-
taught coglayers. Humans played a more
important role in its construction than with
prior Legion mechs — largely because most
of the dwarven engineers were killed in one
way or another before Rebirthw as com-
pleted — and their lack of expertise shows.
Rebirth has routine mechanical f ailures, is
powered in large partby hard labor (usu-
ally contributed by Legion military men or
enslaved orcs), and would certainly lose any
battle with another city-mech.

That said, it is backed by thousands of

devoted tribesmen and a fleet of smaller

»
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BEAUTY HAS PASSED

The most depressing result of the lunar rain is the
end of natural beauty. Where sylvan forests once
reached to the sky, ashen tree trunks now waste
away. Where green plains once rolled into the ho-
rizon, gray pockmarked wastes now scar the land.
Where variegated flowers once blossomed, charred
bones feed the worms.

The sight of beautiful things is now treasured more
than it ever was. T he peoples of all Highpoint
cultures welcome any trader carrying colored
beads, vibrant fabrics, or rare plants that survived
the catastrophe. Beautiful fl owers now sell f or
hundreds of gold pieces. Industrious halflings
cultivate pockets of greenery wherever they can,
selling the turf or blossoms to nobles and homesick
elves. Many gnomes have turned their tinkerer’s
interest to primitive hydroponics, attempting to
cultivate greenery in the drab steel-gray world of
a city-mech.

For an adventurer or opportunist, the quest for
beauty can be a real occupation. Many areas have
regrown since the Lunar rain became less danger-
ous, but greenery is still far rarer than it used to be.
Where once a king would pay a fortune for an exotic
blossom, now a city-mech’s ruler will pay a fortune
simply for a bouquet of daffodils. Characters who
once lived in sylvan areas, or whose older relatives
still remember the romantic days of woodland life,
may be personally motivated to seek out a surviv-
ing grove or flowering tree. Old growth can still
be found in some gullies and stream banks, rocky
inclines, the lees of fortunately placed hills, and the
rare shelters created by advantageous arrangements

of outcroppings, cliffs, and enclosed spaces.
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mechs — and it’s the most powerful human
entity walking the endless plains. Tannan-
liel s the only force on the endless plains
that could confront it, but Tannanliel

stays in the traditionally elv en areas of the
northern forests.

Rebirth is, first and foremost, a symbol of
resurgent human power. With Rebirth and its
mech fleet, the tribes have pushed back the
dragons. Shar Thizdic has consolidated his
power, using Rebirth as his mobile citadel.

Its fame has drawn more and more tribes-



men, who still arrive from distant parts
with every passing day. Shar is well aware of
Rebirth’s limitations, an awareness he shares
with no one. Let the tribesmen think they are
all powerful. With their backing and Shar’s
leadership, they soon will be.

Haven is the most recent accomplishment
of the Legion. It is the second human city-
mech. The dwarves of the flatland and the
elves of the northern f orests are f ar more
worried about Haven than Rebirth. Rebirth
was symbolic but weak. With Haven, Shar’s
coglayers learned from their mistakes. It
corrects the weaknesses of Rebirth and is, in
fact, on par with some of the weaker dwarven
city-mechs. It is a huge accomplishment for
ayoung race with no gearwright heritage.
If they continue such rapid progress, the
Legion’s fourth or fifth city-mech may rival
the best creations of the dwarves.

Rebirth and Haven are both tall city-mechs.
Rebirth stands 900 feet tall, while Haven tops
in at 1,300 feet. Eachhouses a population of a
little more than 2,000 humans.

O ——

TIMPORTANT
ORGANIZATIONS

This section describes some of the impor-
tant organizations of Highpoint. Others
described elsewhere in this book include the
College of Constructors (see page 47) and
White Congress (see page 157).

<
<>

THE GEARWRIGHTS GUILD

The Gearwrights Guild is an ancient order
of dwarven engineers, technicians, and
coglayers. It exists to further research in the
mechanical sciences, known to its members
as the gear-driven arts. The Guild’s fortunes
have w axed and w aned ov er they ears; it
has been powerful at times and practically
nonexistent at other times, according to the
vicissitudes of the age. Now, with the com-

ing of the lunar rain and the advent of the

mech, the value of technical knowledge has
increased exponentially, and the gearwrights
have grown powerful once more.

Though many believe the current age to
be the first time that mechs have w alked
the earth, the gearwrights claim otherwise.
According to them, the steam engine pre-
dates even the elves. Long before the gods
gave magic to the elves, they say, the dwarves
were using steam-powered mechanical walk-
ers to dominate the surface w orld. They
retreated underground only after elven wiz-
ards finally mastered the arcane arts. When
these primitive mechsw ere finally out-
matched by the great wizards, the dwarves
stopped developing steam technology in
favor of perfecting the fighting and divine
arts in their cramped underground quarters.
Lest the knowledge be forgotten entirely, a
handful of dedicated engineers formed the
Gearwrights Guild, which has preserved the
ancient knowledge for millennia.

Not everyone believes this account, least
so the elves. Even many dwarves consider the
gearwrights’ claims to be nothing more than
a thinly veiled bid for legitimacy. After all,
steam technology is widely misunderstood
and still distrusted. A claim of primal origins
might be nothing more than the gearwrights’
attempt to seem authentic.

But some signs indicate that the gear-
wrights might not be lying at all. First is the
Guild library, known as the Master Reposi-
tory. This seemingly prehistoric relic of an
older time isvast beyond comprehension,
with floor-to-ceiling bookshelves lining
narrow corridors over an area nearly as tall
and wide as a large town. Every book in the
library f ocuses on the gear-driven arts in
some f orm or another, but the topics are
hopelessly vast. A brief sampling:

* A Detailed Analysis of Piston Length with

Respect to Refining Mechanized Bipedal Motion
+ Simulating Draconic Flight with

Mechanical Wings
* P owering Steam Engines with the

Blood of Magical Beasts
* A Survey of Steam Tanks across the

Duwarven Kingdoms
+ Improving Shaft Wrapback Time in the

Mark XI Cogular Engine, Goranian Model

A

/. Constructing a Clockwork EIf

The majority of the Master Repository’s
volumes are printed using a Guttenberg-like
device that the Guild makes available to its
members. Even so,b y conservative esti-
mates, the time required to study, collect,
and print the millions of volumes it contains
is more than 50,000 years. The few volumes
to have made it out of the Master Repository
(usually via theft or bribed gearwrights, as
the library is closed to outsiders) hint at this
great age. They are printed on stamped metal
plates, capable of lasting much longer than
any paper book. Their languages vary, cover-
ing a gamut of variants that could be dialects
but could just as likely be historical deriva-
tives. And their publication dates are always
listed in two formats. One is a mysterious
Guild system, consistent between v olumes
but unlike any modern system of dating. The
other f ormat v aries according to whatever
calendar was usedby the governing dw arf
society at the time and includesf ormats
generally recognizable to outsiders. Using
the familiar formats to triangulate the Guild
system, it is clear that, if the Guild system is
accurate, some of the tomes were published
tens of thousands of years ago.

The physical location of the Master
Repository is another clue to its age. It lies
deep down in the underdeep, deeper than
any other dw arven settlement. The gen-
eral vicinity of the Repository is common
knowledge, though the specifics are w ell
hidden, not only by secrecy, but also by the
bewildering passageways of the underdeep,
the horrible creatures that dw ell therein,
and the gearwright guards (both living and
constructed) that defend the passages. The
route is fundamentally dead: an underground
causeway through layer after layer of utterly
abandoned ruins. Some of these barren areas
are old dwarf or duergar cities, others com-
pletely alien. But one thing is common to
all: The deeper one goes, the older the ruins,
and the Repository is deepest of all.

The
ing, another sign of the Guild’s age is the
walkers. The Guild claims that it has relics
of the Age of Walkers, as its members call

Master Repository notwithstand-

the premagical era where dw arven mechs



ruled the surface. Some of these odd-look-
ing w alkers w ere the first mechs tow alk
the surface world after the lunar rain. Their
design is archaic and unusual, incorporating
dwarven imagery from before the memory of
any living society. Detractors claim this is
merely cosmetic deceit. But the Gearwright
mechs are indisputably better than any other
mechs, bar none. They use hidden technolo-
gies, not shared outside of Guild circles.
Are these ancient secrets or modern innova-
tions? No one outside the Guild knows for
sure, but it is certain that no other faction
has duplicated them.

The last clues to the Age d Walkers are the
most compelling d all: ancient walkers buried
underground like ruins d a bygone age. In the
past, t hese strange ly s haped un derground
dungeons were consi dered nothing more
than t hat: unusual dungeons. Now sc holars
are revisiting some o f the known dungeons
to determine whether they are, in  fact, the
inner passageways of ancient, buried mechs.
The Pretominin Heads, a series o f gigantic
metal heads haf-buried in the sands above the
Wet Desert, are rumored to have catacombs
beneath them. Could these be ancient mechs
mired eons ago in the sand According to the
human sage Lizicus, the great Standing Dwaf
of the flatland cliffs may be no statue at all,
but an ancient mech turned to stone. Now no
shortage of adventurers remember dungeons
that seemed mundane at the time but which,
inretrospect, seeme d to have a genera lly
humanoid shape, albeit underground. And the
deepest ventures into theStygian depths have
brought back reports o f impossibly ancient
hangars holding pre historic mechs in pri s-
tine condition, many of them constructed in
networks of caverns so large the mechs could
almost walk to the suface.

According to the Gearwrights Guild, these
are no mysteries at all, but testaments to the
power and history o f the steam engine. The
Guild claims the steam engine can rival even
the most power ful magics, given the righ t
circumstances, and the lunar rain is a sign hat
the Second Age of Walkers is now at hand

The guild is structured as any other guild,
though the rewards of knowledge available

to those at higher levels are substantial.

Y Apprentices and journeymen make up the Y

lower ranks. Abovet hem are guildsmen
proper, known as gearwrights. Five ranks of

gearwright exist, with the guild

officers above them.
Three divisions of
equally ranked
guild offices
administer  to

guild  affairs:

the  Reposi-

tors, who

manage  the
guild’s  knowl-
edge resources;
the  Maintenors,
who manage the

guild’s physical resources

(such as active mechs); and the

Cogulors, who draw on the Repositors and
Maintenors to engage in active research.
Two ranks exist within each of these offices
(e.g., senior repositor and junior repositor).
At the very top of the guild are the Master
Gearwrights, of whom never more than three
exist. They are the most experienced repre-
sentatives of each office, and together they
set the Guild’s policies on all things both
internal and external.

The Guild is so old, and its secrets so
great, that members become exposed to pro-
gressively more knowledge as they advance.
At thev ery top, the Master Gearwrights’
understanding of steam engine technology
(and physics and engineering in general) is
mind-boggling. They are able to design
mechs that are exponentially more efficient
than anything else walking the world today.
Their methods are true to the steam engine,
and although they may utilize arcane compo-
nents, they do so according to the principles
of physics, not magic. Yet they rarely do more
than design these extraordinary mechs, and
for good reason: The knowledge is theirs and
theirs alone. A working model could easily
fall into the wrong hands.

That’s not to say that the Guild doesn’t
have its own mechs. Quite the contrary, it
has some of the most powerful mechs walk-

ing today. Nonofficer gearwrights are free

»

to wander the world, and many do so in their

own highly advanced mechs. But the knowl-

edge leap from their designs to those of the

Master Gearwrights is such an order of mag-
nitude that the Masters are not worried.

In the past, the Guild’s numbers

have ranged from only a few

dozen to many thousands.

Reliable reports say that

the Master

itself supports the popu-

Repository

lation equivalent ofa
small town, so in its years
of w eakness the Guild
probably retreated to the
Repository. But now the
Guild’s services are needed.
Generals and kings will pay
handsomely for a well constructed
mech, and coglayers everywhere clamor
for the chance to learn the Guild’s secrets.
The Guild is rapidly growing. Fe w large
mechs are without at least one gearwright
on board; city-mechs are proud to boast of
a small library maintained by resident gear-
wrights. But gearwrights swear loyalty only
to the Guild. Currently their strength is such
that they are granted freedom of passage by
most sovereigns, even in wartime ... but the

wings of fortune are fickle.

Joining the Gearwrights’ Guild is a huge
step in the career of any coglayer. For more

information on the gearwright prestige class,

see page 29.
THIEVES’ GUILDS

O nly so many places exist to hide in the
cramped spaces of a city-mech. The

underworld survives there witht he unset-
tling knowledge that, with enough effort,
the authorities can always locate them. Yet
dishonest dealing is an innate aspect of the
human condition, and no society lasts long
without breeding some variation of a thieves’
guild. Mechs are no exception.

The thieves guild is generally active in the
affairs of many mechs, though not from the
perspective you mig ht imagine. Diplomacy
and power brokering are more important han

stealth and secrecy whendealing with an insdar



mech government. Many a thieveguild enjoys 3

a transactional re lationship wit ht he mec h
commander, operating almost as an unéficial
extension of his political power. In exchange
for regulation o f slums and the undercity,
control of serious crime, and a steadyflow of
information, the government overlooks the
guild’s minor thefts and extortion — some of
which can be quite préitable.

For the mech commander, this is a nec-
essary evil. The outside world is dangerous
enough without having to deal with domes-
tic crime. An alliance with the thieves’ guild
keeps them under his control (nominally)
while letting his forces focus on e xternal
threats. If the poor are subject toe xtra
“taxes” or wealthy visitors occasionally are
robbed —w ell, so be it. In theworld of
DragonMech, that’s the lesser of two evils.

This relationship between governmen  t
and the guild isn ’t public. In fact, mosto f
the guild itself is unaware of it, as is the mech
commander’s staff. Few residents would to 1-
erate such a deal were it known. It becomes
apparent only by situation: Mysterious politi-
cal pressure ends the guards ’ i nvestigation
into a series o f merchant burglaries, against
the protests of the guards; the strange coin-
cidence that right be fore the visiting baron
was robbed, the city-mech guard was alerted
to the sighting d a lunar dragon and had to be
diverted from protecting him. The guild gen-
erally understand the delicacy o f their posi-
tion—ine ffect, their protection depends
on keeping crime toa level t he population
deems tolerable — so they dort let things get
out of hand. In some cases, the guild punishes
crime more rut hlessly than the law. Rogues
who break ranks and start a crime spree wi 11
find themselves put out o f commission very
quickly by the guild itsef

In effect, this limits crime to a managed
system of burglary, extortion (primarily pro-
tectionrackets), and monopolies. One guild,
on a Stenian city-mech, profits by control of
the local blacksmith trade. Thanks to the
organization of the guild, the blacksmiths
now charge more than three times what they
used to, with a healthy cut of that finding its
way into the guild’s hands (and w ould-be

discount blacksmiths disappearing in the

»

night). Another specializes in luring wealthy
individuals to social events whenever the
mech stops at a town, then pickpocketing
the crowd. Still another is nothing but a
middleman, fencing stolen goods imported
from other mechs.

This may leave rogue characters wonder-
ing what they’re to do. Minor pickpocketing
and other petty crimes will be ignored for
a while, but no guild will tolerate serious
crime or extended sprees. Characters have
two options: connect witht he guild, or
practice their trade outside areas in its
control. Alternatively, they could fight the
guild, but that’s almost guaranteed to be a
losing battle.

THE STALKERS

The role of a rogue has changed. Where
once he spent his time plotting entry to
guarded keeps and defended villas, he now
must devote the same energy to entering
mechs. Certain rogues now specialize in this
difficult task, and an informal term has arisen
to describe them: stalkers.

Stalkers are not organized in any formal
way. As practitioners of a newly developed
art, they generally know each other and are
connected socially. Most stalkers were men-
tored by older stalkers when they were just
starting out.

Stalkers are feared by mech commanders,
who see t hem as dangerous shadows able to
bypass care fully constructed de fenses. A
single skilled stalker with good timing can
enter a mech at ground level, make her
way to the contrd room, kill the mech
commander, and walk the mech df a
cliff before anyone knows any better.

It hasbeenknown tohappen.

Of course, even while mech co m-
manders fear enemy stalkers, they also
make connections with those who can be »~
used to strike at their enemies. Stalkers are
now firmly embedded in the culture o f the
mech. They are the ninjas o f DragonMech:
stealthy warriors a ble to topp le a t housand-
foot-tall metal behemoth with a single well

placed dart.

v
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The distinction between a rogue and a
stalker is fairly minor, but they are indeed
two separate classes. Stalkers are described

on page 21 as a variant rogue class.

DRAGONMECHS

The DragonMechs are a special unito  f
the Stenian Confederacy dedicated to
battling lunar dragons. Membership int he
DragonMechs is a point d pride, and the unit
carefully selects its members, who are called
dragon hunters. Normally 10 dragon hunte r
mechs are active, dl piloted by the best mech
jockeys in the Confederacy. All DragonMech
pilots are at least  14th-level mech jockeys,
and most have spent some time training with
the Irontooth Clans — a punishable o ffense
among the rank-and-file but an in formal pre-
requisite among the DragonMechs.

The DragonMechs pilot av ariety of
mechs. They train in group tactics and are
especially deadly in pairs or trios. When
deployed, they pick mechs that complement
each other — for e xample, one may have
weapons to ensnare or entangle a dragon
while his partner has piercing weapons that
can damage a netted dragon without break-
ing the net. The unit has a wide range of
mechs at its disposal and can commandeer
mechs from other units at will.

In the military hierarchy of the Stenians,
the DragonMechs are a special unit that

reports directly to the top. They are
outside the usual chain of

command and have great

discretion to undertake

missions as they see

fit. This lets them

react quickly and

adeptly to reports of
After
they

can assess the situation and

lunar ~ dragons.

an  engagement
decide whether to regroup or pur-

sue a dragon’s cohort to its lair.
The DragonMechs are ce lebrities among
the Stenians. Little boys on every mech drem

of someday battling dragons as a DragonMech



PLATE 6 There is no shortage of
monstrous opponents in DragonMech



CREATURES

‘ I '\HE CHANGES AFFLICTING HIGHPOINT HAVE BROUGHT MORE

THAN JUST MECHS TO THE SURFAGE. NEW CREATURES HAVE

APPEARED, WHETHER DROPPED FROM THE MOON OR BROUGHT

FORTH BY MECHANICAL RESEARCH. WHAT’S MORE, HIGHPOINT

WAS ALREADY HOME

TO A VARIETY OF UNUSUAL LIFE FORMS.

TAKEN TOGETHER, THESE NEW CREATURES PRESENT GREAT

POTENTIAL FOR ADVENTURE.

LUNAR CREATURES

unar creatures are a new creature type.
LHighpoint’s moon is large, and the range
of lunar creatures is as diverse as that of the
Earth. All lunar creatures share certain traits,
however. These are primarily due to two fac-
tors: first, their completely alien psychology,
and second, theire xtraterrestrial origin.
Creatures with the lunar subtype have the
following traits:

Alien Psychology: Lunar creatures think
in strange patterns. They are still rational,
but their thought processes and nervous
systems are built differently. Terrestrial crea-
tures have a hard time recognizing patterns
in these bizarre mentalities. Lunar languages
are themselves hard enough to learn; reading
the mind of a lunar creature is practically
impossible — but it can be done.

Due to their alien psychology, lunar crea-
tures receive a +10 bonus to saves against
all mind-influencing effects (charms, com-
pulsions, phantasms, patterns, and morale
effects), all mind blasts and other psionic
attacks, and all attempts to detect their
thoughts, read their minds, or otherwise
penetrate their consciousness.

Elemental Attacks:  Lunar creatures
always take half damage from air, fire, and
water attacks, or no damage on a successful
save. They take double damage from earth-
based attacks and magic. The lunar creatures

themselves are not composed of traditional

terrestrial elements. They seemto be made of
something similar but subtly different, which
does not respond to elemental influence in
the same way as terrestrial creatures.

Physical Requirements: Lunar creatures
must breathe air just as terrestrial creatures
do. They also must eat, though the nutrients
they extract from food are totally different
from whatw e e xtract. They do not drink
water, but it is said they require a different
form of sustenance that terrestrial creatures
cannot see.

Lunar Physiology: The exact physiology
of a lunar creature varies according to its
species, but all share certain things in com-
mon. They all have skin that is interlaced
with corrugated or ribbed tubes, like abnor-
mally large blood vessels. The tubes undulate
slightly and are disturbing to watch. Lunar
creatures have oily, opalescent blood that is
a creamy semitranslucent white in color.

Immunity to Lycanthropy: Lunar crea-
tures cannot under any circumstances be
affected by lycanthropy. From what limited
research has been conducted, it appears they
already have a form of lycanthropy in their
blood, aversion that does not provoke any
sort of shape changing, and what surface-
dwellers know as lycanthropy may be a
mutated form of the original lunar trait.

Lunar Detection Check: Clerics and pal-
adins of terrestrial deities may automatically
sense if a creature is of lunar origin. They

must already be aware of the creature. Roll

/ 1d20 and add the cleric’s level and Wisdom
modifier. On a roll of 15 or better, the cleric
successfully determines if a creature is lunar
in origin. This is a flash of insight provided by
the cleric’s deity in its war against the lunar
gods and requires no effort on the cleric’s
part. The GM should make the check.

<
<>

LYCANTHROPES

he close proximity of Highpoint’s moon

makes control of lycanthropy difficult.
All Control Shape checks on Highpoint suffer
a -5 penalty. Checks while in the presence of a

lunar creature have an additional -1 penalty.

O ——

NEW CREATURES

<>

CLOCKWORK PUPPET
WARDER, MEDIUM CONSTRUCT
Hit Dice: 2d10+20 (31 hp)
Initiative: +0
Speed: 30 ft.

AC: 14 (+4 natural), touch 10,
flat-footed 14

BAB/Grapple: +1/+2

Attack: Slam +2 melee (1d6+1)

Full Attack: Slam +2 melee (1d6+1)

Space/Reach: 5 ft./5 ft.

Special Qualities: Construct

Saves: Fort +0, Ref +0, Will -5

Abilities: Str 12, Dex 10, Con —,
Int—, Wis 1, Cha 1

Environment: Any land or underground

Organization: Solitary
Challenge Rating: 1/2
Treasure: See text
Alignment: Always neutral

Advancement: As clockwork puppet

SHOCKER, LARGE CONSTRUCT
Hit Dice: 3d10+30 (46 hp)
Initiative: +0

Speed: 40 ft.

AC: 15 (-1 size, +6 natural), touch 9,

flat-footed 15



BAB/Grapple +2/+9

Attack: Slam +5 melee (1d8+3 and 3d4
electricity) or shock +2 ranged touch
(3d4 electricity)

Full Attack: Slam +5 melee (1d8+3 and 3d4
electricity) or shock +2 ranged touch
(3d4 electricity)

Space/Reach: 5 ft./5 ft.

Special Qualities: Construct

Saves: Fort +0, Ref +0, Will -5

Abilities: Str 16, Dex 10, Con —,

Int—, Wis 1, Cha 1

Environment: Any land or underground

Organization: Solitary

Challenge Rating: 1

Treasure: See text

Alignment: Always neutral

Advancement: As clockwork puppet

A wide variety of clockwork puppets are

in use, built by as many imaginative coglay-
ers. This section describes two of the more
common models. If they have treasure, it is

whatever they were built to guard.

Warder
The warder is a specialized construct used
towarn away trespassers. It is a tall, lanky
robotic-looking creation with a face carved
into a very stern expression.

A warder always guardsa  fixed area. ] t
will never leave that area. A warder states a
predetermined w arningina loud v oice to
any creature that passes within twentyfeet. If
something tries to pass, it attacks. It will not
pursue those whoflee; it will even stop attak-
ing if trespassers back df past twentyfeet.

Warder: clockwork puppet (x4) + noise-

maker + discriminator.



Shocker
The shocker is a basic assault construct, buik
to attack enemies with an e lectrical s hock.
Shockers are usually built to attack anyone
who comes near, hough they may be designed
with a discriminator to be more uséul.

The shocker’s ranged shock attack is an
electrical attack with a range of 10 feet. It is
also wired to deliver the shock on impact in
melee. Make the slam attack first; if that hits,
the slam transmits the shock damage as well.
If the slam misses, make a second attack to
see if the ranged shock attack hits.

Shocker: clockwork puppet (x8) + spark

generator + amplifier + amplifier.

<
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COGLING

WARRIOR

SMALL HuMANOID (HALFLING)

Hit Dice: 1d8 (4 hp)

Initiative: +1

Speed: 20 ft.

AC: 15 (+1size, +1 Dex, +3 studded leath-
er), touch 12, flat-footed 14

BAB/Grapple: +1/-4

Attack: Longsword +1 melee (1d8-1); or
heavy crossbow +3 ranged (1d10)

Full Attack: Longsword +1 melee (1d8-1);
or heavy crossbow +3 ranged (1d10)

Space/Reach: 5 ft./5 ft.

Special Attacks: -

Special Qualities: Cogling traits

Saves: Fort +3, Ref +3, Will +1

Abilities: Str 8, Dex 13, Con 10,
Int 11, Wis 11, Cha 11

Feats: Gearstride

Skills: Climb +0, Hide +8*, Jump +2,
Move Silently +5

Environment: Gear forests

Organization: Scouts (2-4 plus coglayer),
squad (5-10 plus coglayer crew), or band
(11-40 plus noncombatants and clock-
work ranger leader)

Challenge Rating: 1/2

Treasure: Standard

Alignment: Usually neutral

Advancement: By character class

COGLAYER

SMALL HuMANOID (HALFLING)

Hit Dice: 3d4 (8 hp)

Initiative: +2

Speed: 15 ft.

AC: 17 (+1 size, +2 Dex, +4 gearmail),
touch 13, flat-footed 15

BAB/Grapple: +1/-4

Attack: Dagger +1 melee (1d4-1); or dagger
+5 ranged (1d4-1); or cogling steam-
breather +4 ranged (1d10)

Full Attack: Dagger +1 melee (1d4-1); or
dagger +5 ranged (1d4-1); or cogling
steambreather +4 ranged (1d10)

Space/Reach: 5 ft./5 ft.



Special Attacks: Steam powers

Special Qualities: Cogling traits,
3rd level cloglayer

Saves: Fort +2, Ref +5, Will +3

Abilities: Str 8, Dex 15, Con 10,
Int 14, Wis 9, Cha 10

Feats: Alertness, Gearhead, Gearstride

Skills: Climb +0, Craft (blacksmithing) +9,
Craft (mechcraft) +12, Disable Device
+10, Hide +8%, J[ump +0, Knowledge
(steam engines) +12, Knowledge (mechs)
+9, Listen +6, Mech Pilot +5, Spot +6,
Move Silently +7

Environment: Gear forests

Organization: Solitary, crew (2-4), or part
of cogling band

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral

Advancement: By character class

CLOCKWORK RANGER

SMALL HuMANOID (HALFLING)

Hit Dice: 5d10 (28 hp)

Initiative: +7

Speed:30 ft.

AC:18 (+1 size, +3 Dex,+4 chain shirt)
(+1 Dodgefeat vs. one opponent),
touch 14, flat-footed 15

BAB/Grapple: +5/+1

Attack: Battleaxe +4 melee (1d8/x3); or
heavy crossbow +9 ranged (1d10)

Full Attack: Battleaxe +4 melee (1d8/x3)
and handaxe +4 melee (1d6/x3); or heavy
crossbow +9 ranged (1d10)

Space/Reach: 5 ft./5 ft.

Special Attacks: Spells, Favored
enemies: +1 vs. vermin, +2 vs.
constructs

Special Qualities: Cogling traits,
5th level clockwork ranger

Saves: Fort +5, Ref +6, Will +3

Abilities: Str 10, Dex 16, Con 11,

Int 9, Wis 13, Cha 10

Feats: Dodge, Endurance,
Gearstride, Improved Initiative,
Track, Two-Weapon Fighting

Skills: Climb +0, Handle Animal +6, Heal
+4, Hide +11%*, Jump +0, Listen +1,
Move Silently +7, Search +1, Spot +4,
Use Rope +3, Survi val +5

Environment: Gear forests
Organization: Solitary or as cogling leader
Challenge Rating: 5
Treasure: Standard
Alignment: Usually neutral
Advancement: By character class
Coglings are feral halflings who
dwell in gear forests. They are rap-
idly diverging from their halfling
root stock as they change to meet
their new environment. Constant
toil in the hot, polluted bowels
of vast engine rooms has twisted
their outlook on the world, mak-
ing them less trusting and more
hostile than normal halflings. They
are hardier and fiercer, less connected
to the world outside the gear forest, and
extremely protective of their homes.
Coglings look like abnormally pale, white-
skinned halflings coated in grease and sludge.
Their regular environment exposes them to
no shortage of sludge as it is, and when scout-
ing or making war they coat themselves in oil

to help them hide in the gearforest.

Combat

Coglings are always encountered in gear for-
ests, where they skulk about unseen. While
their coglayers repair leaks and keep the
engines running, the cogling warriors stalk
intruders. They attack in the most dangerous
areas of the gear forest, where an intruder is
most likely to slice himself to ribbons by fall-
ing into a mass of gears. Sometimes a single
volley of crossbow bolts is all it takes to
send an enemy running into an oil slick that
will do him in. If forced to enter combat,
coglings steer fights to areas where they can
claim at least one-half cover from the gear
forest’s obstructions.

Coglings raise domesticated grease lizards.
They position the lizards ’ dens in places to
be defended, and animal handlers frequently
fight with grease lizards by their sides

Steam Powers: A typical cogling coglayer
has eight steam powers. Usually they use
them to build the following device:

The Black Immolator: A specialty of the
coglings, the black immolator is a vicious

clockwork puppet that detonates itself in a



fiery explosion when on the brink of death.
It uses the steam power combo clockwork
puppet + clockwork puppet + animator +
voice command + discriminator to create
a six-legged, insectoid-looking puppet of
rough-hewn iron. The puppet is coated in
grease (as are all cogling creations) and fit-
ted with pilot light + amplifier + pump to
give it a small flamethrower.

Black Immolator, Clockwork P uppet:
CR 1; Small Construct; HD 1d10-1; hp 4; Init
+1 (Dex); Spd 20 ft.; AC 14 (+1 Dex, +1 size,
+2 natural); Atks +1 melee (1d4, slam), or
+1 ranged (1d6 fire, pilot light + amplifier +
pump); SQ construct traits, immolation; AL
N; SV Fort +0, Ref +1, Will -5; Str 10, Dex 12,
Con —, Int—, Wis 1, Cha 1.

Skills: Hide +5, Move Silently +1.

Immolation (Ex): Cogling coglayers order
a clockwork puppet on theverge of death
to rupture its own fuel supply and aim its
pilot light at itself. This causes a 10 ft. x 10 ft.
explosion, centered on the black immolator,
inflicting 2d6 damage to the clockwork pup-
pet and 1d6 damage to all else within range
(Reflex save at DC 14 to take half damage).

Spells: Cogling clockwork rangers are
typically 5th level. They know one spell, usu-
ally enginemaster’s grasp.

Skills: *Outside their dens, coglings coat
their faces and bodies in thick black sludge.
They receive a +2 circumstance bonus to

Hide checks in gear forests.

Society
Coglings live in small bands in the gear
forests of city-mechs. Each band patrols its
own area of the gear forest. Although some
coglings are employed by a city-mech’s gear-
wrights to take care of minor repairs,
most cogling bands are illegal
stowaways, living in the gear forest
without the knowledge of the society
that occupies the mech. If discovered,
they are liable to be evicted. The sur-
est chance of discovery is if the mech’s
crew has to repair the engines, so they
fight viciously to protect the gear for-
est and keep it in top working order. Many
adwarven coglayer has taken pride at the

number of y ears his mech has run without

A
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needing major repairs, never knowing that
legions of coglings keep things running in
their silent bid for free passage.

Coglings rely on stealth and the hazard-
ous environment they occupy to win battles.
Intruders in the gear forest are silently tailed
until their intentions are assessed. If they
seem friendly or innocuous, the coglings will
let them pass. If they seem hostile or damage
the gear forest in any way, the coglings will
strike from the darkness, driving the intruder
into a whirling gear or other deadly hazard.

A cogling band always has at least
one coglayer, usually more than
one. The band is led by a clock-

work ranger.

Cogling Characters

It is rare for a cogling to leave its

natural e nvironment, but it has

happened. Some v enture into the

populated areas of a mech, where their

traditional cousins teach them to clean the

oil from their bodies and assimilate into

normal society. Coglings differ from normal
halflings as follows:

+ Additional +1 bonus to Reflex saves (total
of +2 when combined with the halfling’s
usual +1 bonus to saves): Coglings grow
up in ane xtremely dangerous environ-
ment. Those who live to adulthood have
learned to react to the unexpected on a
regular basis.

+ Low-light Vision: Coglings are raised in
the poor light of the gear forest. They can
see twice as far as a human in starlight,
moonlight, torchlight, gear forests, and
similar conditions of poor illumination.
They retain the ability to distinguish color
and detail under these conditions.

+ Coglings do not receive the usual halfling
bonus to saving throws against fear, nor do
they receive a bonus to Listen checks.

+ Automatically receive Gearstride feat.

+ Favored Class: Clockwork ranger.

-
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CRUMBLE BUG
DIMINUTIVE VERMIN
Hit Dice: 1/8 d8 (1 hp)
Initiative: +2



Speed: 20 ft., burrow 5 ft.
AC: 16 (+2 Dex, +4 size), touch 16,

flat-footed 14
BAB/Grapple: +0/-17
Attack: Bite touch -1 melee

(1d2-5 plus rust)

Full Attack: Bite touch -1 melee

(1d2-5 plus rust)
Space/Reach: 1ft./0 ft.
Special Abilities: Rust
Saves: Fort +0, Ref +2,

Will +0
Abilities: Str 1, Dex 14,

Con 10,

Int —, Wis 8, Cha 1
Skills Climb +6, Hidet8,

Listen +6, Spot 2
Environment: Any land or

underground, near metal
Organization: Mass (2-10),

Swarm (11-100), or Colony

(101-1,000)

Challenge Rating: 1/8

Treasure: No coins; normal goods and
items; no nonmagic metal

Alignment: Neutral

Advancement: —

Crumble bugs are multilegged, foot-long
metal-eating insects. They are feared by
mech-dwellers, who kill them on sight. Many
mechs have cats, dogs, and other domesti-
cated pets specially trained to sniff out and
slay thesev ermin. Luckily, crumble bugs
reproduce slowly and have small appetites.
They are usually discovered before they do

too much damage.

Combat

Crumble bugs are slow to react to intrud-
ers. They are always found with their heads
buried in their current metal snack. When
attacked, they mill about in confusion. Half
counterattack while the remaining half flee.
Those who stay to fight will themselves flee
after 1d4 rounds.

Rust (Ex): Crumble bugs e xude a slow-
acting, specialized acidt hat rusts metal,
rendering it suitable for their digestion.
Individually, they are too small to rust large
objects, but inn umbers they can endan-

ger an adventurer’s gear. Each successful

»

crumble bug bite rusts an area about equal
to its own body size (24 square inches). As a
Diminutive creature, that means it takes two
bites to rust a Tiny weapon, four bites to rust
a Small weapon, eight bites to rust a Medium
weapon or suit of armor, and sixteen bites to
rust a Large weapon. Weapons and armor that
are partially rusted lose 1/4, 1/2, or 3/4 of
their damage or armor bonus, as applicable.
A crumble bug’s rust affects magical met-
al, too, though at one-fourth the usual rate.
Note that the rusting bite is a touch
attack, but only the crumble bug’s
bite can convey the rusting
acids. This means metal
weapons can be used to
attack a crumble bug with-
out risk that they will rust
on contact.
Burrow: Crumble
bugs dig tunnels in
areas o f dense metal, be
they thick mech walls or under-
ground lodes. When under attack they
burrow through their tunnels to protection.
Skills: *Crumble bugs receive a racial
penalty to Spot checks because their heads
are always .found buried in the metal they

are eating.

Illegal Crumble Bugs
Not on ly are crum ble bugs killed on site
aboard mechs, but it is genera lly illegal to
raise them or harbor them. They are like an
assassin’s tools: If you own them, you can 't
beuptoa nygood. Consequently, ma ny
thieves do ownthem. Onmost
mechs, the thieves ’ guild
keepsasma 1l sw arm
of crumble bugs, as
do disreputa ble coglay-
ers. Thesehavema ny
uses: sa botaging ene my
coglayers,  blackmailing
the mech crew (“doitor
we’ll unleash the crumble
bugs ...” ), and covering up
intentional damage to t he mech.
Rare thaged is the crumble bugi  nva-

sion that isn’t planned ....
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DRAGON, LUNAR
TRUE DRAGON
Climate/Terrain: Any land or lunar
Organization: Solitary or pack (2-5)
Challenge Ratings: Wyrmling 5; very young
7; young 9; juvenile 11; young adult 14,
adult 16; mature adult 19; old 21; very old
22; ancient 24; wyrm 25; great wyrm 27
Treasure: None
Alignment: Usually chaotic evil
Lunar dragons are huge, hulking behe-
moths that look like they could never get
into the air. Their bodies are husky and
rounded, not at all lean or lithe like terres-
trial dragons. Their physiology resembles
rhinoceroses or elephants rather than cats or
reptiles. For their age, they are always much

larger than terrestrial dragons. Their skin is

2.
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a creepy, unhealthy white, ribbed by a sea of
writhing blood vessels. A ring of horns sur-
rounds their faces, which are dominated by
massive, asymmetrical maws of teeth point-
ing in all directions. Their torn, unkempt
wings seem too small for their bodies, and
in fact they are, for their flying ability is
restricted when on Earth.

Lunar dragons do not maintain lairs. They
wander aimlessly, destroying whatever they
encounter. They often kill to eat but seem
to hate the taste of the terrestrial creatures
they must now content themselves with eat-
ing. They place no value on gold, silver, or
magic items and do not hold onto or store
the spoils of their conquests. They seem
to have a natural resistance

to the lunar



TABLE 5-1: LUNAR DRAGONS BY AGE

GE Size HiT Dice Stk Dex Con INT Wis  CHA BAB/GRAPPLE FORT SAVE REF SAVE WiLLSAVE  BREATH Weapon (DC) FRIGHTFUL PRESENCE DC

>

Veryyoung L 14d12+42 (133) 25 10 17 12 1416 +21/+25 +12 +9 +lI 6d10 (20) —
Youg L I7di468(79) 29 I0 19 2 l6 18 +26/+30  4M 40 H4 s -
Juvenile H  20dI2+100 (230) 3l 10 2 1416 18 +27/+35 +17 +12 +15 10d10 (24) 24
Youngadlt M 23dI24I5(265) 3310 20 W 18 20 +34/+a2 48 43 48 Rdo@) 7
Adult H  26dI12+156 (325) 35 10 23 6 18 20 +38/+46 +2! +15 +I9 14410 (28) 28
Metwreadilt H 29d12+4203(392) 39 10 25 16 20 24 +43/45 #2346 423 ded0G) 3
Old G 32dI2+256 (464) 41 0 27 18 20 26 +47/+59 +26 +18 +24 18410 (34) 34
Veyold G 3d2435(543) 43 10 29 08 22 28 451/+63 428 49 425 20d0GH 7
Ancient C  38dI2+380 (627) 45 10 31 20 24 30 +55/+7I +3l +2I +28 2210 (39) 39
Wym o C4d2HASICI8) 4710 3322 26 32 +59/475 433 422 430 2dd0@) 4
CGreatwyrm  C  44dI2+528 (814) 49 10 35 24 28 32 +63/479 +35 +23 +32 26dI10 (43) 43
rain, and when it becomes too strong for Breath Weapon (Su): A lunar dragon
even them to handle, they burrow into the has a breath weapon that isa cone o f lunar
earth to create temporary dens. energy. It looks like a burst of white fire. No

This is the most common variety of lunar
dragon. Other types have been sighted,
but they are still rare on Highpoint. The
relationship between the different
kinds of lunar dragons is unknown.

Lunar (Ex): Lunar creatures su f-
fer half damage from most elemental
attacks (air, fire, and water ), or no
damage on a successful save. They take
double damage from earth-based attacks
and magic. They receive a +10 bonus to saves
against mind-influencing effects ~ (charms,
compulsions, phantasms, patterns, anl morale
effects), mind blasts and psionic attacks, and

detect thoughts due to alien psychology.

terrestrial equivalent exists, and the breath
weapon bypasses all resistance to fire, cold,
electricity, and other such forms; only blan-

ket energy resistance canrepe 1 it.

o
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DRONOG

DroNOG

LARGE ABERRATION (LUNAR)

Hit Dice: 4d8+8 (26 hp)

Initiative: -2

Speed: 20 ft., burrow 10 ft.

AC: 15 (-2 Dex, -1 size, +8 natural), touch 7,
flat-footed 15

BAB/Grapple: +3/+11

TABLE 5-2: LUNAR DRAGON ABILITIES BY AGE

GE SPEED INITIATIVE AC SPECIAL ABILITIES CASTER LEVEL SR

>

Very young 60 ft., fly 100 ft. (poor) +0 22 (~I size, +13 natural), touch 9, flat footed 22 — —
Young  6Oft,fyl00ft (o) 4O 25(lsice, HEnatual) touch 9, flatfooted2s kst
Juvenile 60 ft., fly 100 ft. (poor) +0 27 (-2 size, +19 natural), touch 8, flat footed 27 3rd 21
Youngadult  60ft, fyl0Oft. (cumsy) 40 30(-2size, +22noturcl), touch 8, flatfooted 30 523
Adult 60 ft., fly 100 ft. (clumsy) +0 33 (-2 size, +25 natural), touch 8, flat footed 33 7th 25
Metwreadult  60ft, fyl00ft. (clumsy)  +0  36(2size, +28naturl), touch 8, latfooted 36 9h 27
Old 60 ft., fly 150 ft. (clumsy) +0 37 (4 size, 43 natural), touch 6, flat footed 37 |Ith 28

Ancient 60 ft., fly 150 ft. (clumsy) +0 39 (-8 size, +37 natural), touch 2, flat footed 39 15th 3

Great wyrm 60 ft., fly 150 ft. (clumsy) +0 45 (-8 size, +43 natural), touch 2, flat footed 45 19th 35




Attack: Bite +7 melee (1d8+6)
Full Attack: Bite +7 melee (1d8+6)
Space/Reach: 10 ft./5 ft.
Special Attacks: Mental static
Special Qualities: Lunar
Saves: Fort +6, Ref +0, Will +0
Abilities: Str 19, Dex 7, Con 15,
Int 4, Wis 8, Cha 8
Skills:Climb +8, Listen +3, Spot +3
Environment:Any land or underground
Organization:Herd (4-12) or work detail
(1-8 plus 1-2 lunar skinstealers)
Challenge Rating: 2

Treasure: None

Alignment: Neutral

Advancement: —

DroONOG
W/LUNAR SKINSTEALER
LARGE ABERRATION (LUNAR)
Hit Dice: 8d8+8 (44 hp)
Initiative: -2
Speed: 20 ft., burrow 10 ft.
AC:15 (-2 Dex, -1 size, +8 nat-
ural), touch 7, flat-footed 15
BAB/Grapple: +3/+11
Attack: Bite +7 melee
(1d8+6)
Full Attack: Bite +7 melee
(1d8+6)

2

/ Space/Reach: 10 ft./5 ft.

Special Attacks: Mental static, host domi-
nation, camouflage, neighbor domination

Special Qualities: Lunar

Saves: Fort +6, Ref +0, Will +4

Abilities: Str 19, Dex 7, Con 10,
Int 20, Wis 8, Cha 14

Skills: Bluff +26, Climb +38, Disguise +25,

Hide +14, Listen +3, Spot +3
Environment: Any land or underground
Organization: Work detail (1-2 plus 1-8

undominated dronogs)
Challenge Rating: 4
Treasure: None
Alignment: Chaotic neutral
Advancement: —

Dronogs are slow, stolid beasts o f labor.
Their natural state is unknown, but when
encountered on Highpoint t hey are inev i-
tably under the control o f lunar skinstea 1-
ers. Scholars speculate that a longstan  d-
ing host-parasite relationship may exist
between the two creatures.

In structure, dronogs resem ble spraw led
lizards but they have five legs, three on one
side and two on the other. The middlele g
on the three-legged side has a grasping hand
which s used when it’s not helping to walk.
Their bodies are a chalky gray with large pores
and several exposed apertures of unknown

function. They have practically no necks

and thick, angular headswit h large

mouths full o f dull teeth. Ribbed,

intestinal cordsarevisi  ble

beneath their skin, occasionally
breaking through the suface.

To surface dw ellers, dro-

nogs are grotesque, ugly

creatures.

Combat

Dronogs int he wild burrow
about consuming minera s

from the soil. They are hostile
and aggressive, charging any-

thing that comes near

When under the con-
trol of lunar skinstealers,
dronogs are usually put to

work serving the schemes

@ of the skinstealers.



Mental Static (Ex): Dronogs commu-
nicate with a limited form of empathy or
telepathy. Their mental transmissions are
silent to lunar creatures but can be heard by
terrestrial creatures, and they are disturbing.
This field of mental static extends fifty feet
in all directions from a dronog at all times.
Any terrestrial creature that comes within
the static field immediately feels its thoughts
becoming jumbled and disoriented, even if it
can’t see the dronog.

The Intelligence ofa ffected creatures
within the dronog’s mental static is auto-
matically reduced by 1d4 points. Lost Intel-
ligence is restored the moment the creature
leaves the affected area or when the dronog
dies. There is no save.

Additionally, it is dfficult to use any Inteli
gence-related skill, cast a spdl, ordo anything
else that requires concentration while in the
area of this mental static. Doing so requires
a Concentration check (DC 12) before the
action is attempted. Failure means the crea-
ture wastes its action trying but fails to sum-
mon the necessary concentration. Spells thus
disrupted are not wasted, however.

Lunar (Ex): Lunar creatures
suffer half damage from most

elemental attacks (air, fire, and

water), or no damage on a successful save.
They take double damage from earth-based
attacks and magic. They receive a +10 bonus
to saves against mind-influencing effects
(charms, compulsions, phantasms, patterns,
and morale effects), mind blasts and psionic
attacks, and detect thoughts due to alien psy-
chology.

Dronog w/Lunar Skinstealer: This
is the profile ofa dronog dominatedby a
lunar skinstealer. For full details on the lunar

skinstealer’s abilities, see its entry.
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DUSK DEVIL
TRUE
HuGE ABERRATION
Hit Dice: 8d8+24 (60 hp)
Initiative: +3
Speed: 80 ft.
AC:19 (+3 Dex, -2 size, +8 natural),
touch 11, flat footed 16
BAB/Grapple: +6/+20
Attack: Claw +10 melee 2d6+6
Full Attack: 2 claws +10
melee (2d6+6) and
bite +5 melee
(1d6+3)




Space/Reach: 15 ft./10 ft.

Special Attacks: Dust storm

Special Qualities: Dust sight, fast run

Saves: Fort +5, Ref +5, Will +7

Abilities: Str 22, Con 16, Dex 17,
Int 3, Wis 12, Cha 12

Skills: Climb +9, Hide -5, Jump +9, Listen
+4, Spot +4

Environment: Any land or underground

Organization: As mounts or solitary or
hunting pack (2-5)

Challenge Rating: 7

Treasure: Standard

Alignment: Usually neutral

Advancement: 9-18 HD (Gargantuan)

STAVIAN
LARGE ABERRATION
Hit Dice: 4d8+8 (26 hp)
Initiative: +3
Speed: 50 ft.
AC:17 (+3 Dex, -1 size, +5 natural),
touch 12, flat-footed 14
BAB/Grapple: +3/+11
Attack: Claw +6 melee (1d6+4)
Full Attack: 2 claws +6 melee (1d6+4) and
bite +1 melee (1d6+2)
Space/Reach: 10 ft./5 ft.
Special Attacks: Dust storm
Special Qualities: Dust sight, fast run
Saves: Fort +3, Ref +4, Will +5
Abilities: Str 18, Con 14, Dex 17,
Int 3, Wis 12, Cha 10
Skills: Climb +7, Hide -1, Jump +6, Listen
+3, Spot +3
Environment: Any land or underground
Organization: As mounts or solitary
or hunting pack (2-5)
Challenge Rating: 3
Treasure: Standard
Alignment: Usually neutral
Advancement: 5-8 HD (Huge)
Dusk devils are insectoi d mounts.
The legendary dusk runners ride true
dusk devils, while the Stavian tribes of Hiy-
point have domesticated a smaller version.
Dusk devils are aptly named. They are six-
legged, chitinous monstrosities covered in
clicking parts, twitching feelers, and sharp
hairs. They are proportioned like daddy-long-
legs —a small body supported by long, sturdy

legs that carry the body more than eight
feet off the ground. Hairs on their feet are
constantly pitter-pattering the dirt around
them, creating a swirling cloud of dust that is
always present. Little consistency is seen in
their appearance aside from basic insectoid
traits and the universal disgust they invoke
in humans. The smaller Stavian variety is the
size of a large horse, while true dusk devils
can be twenty or more feet in length.

It is unknown how the dusk runners first
came into contact withthem, or how t hey
managed to train them. Their use of dusk

devils certainly contributes to the awe
in which other cultures hold t hem.
Their usual mode of arrival — charg-
ing into a town out of n owhere
right as dusk falls — makes their
mounts all the more fearsome.
Most scholars agree that the dusk
devils are e xtraplanar creatures,
though their exact origin point is

a matter of dispute.
Dusk devils outside of human con-
trol are rare but not unheard of. In the
wild they are most active at sunrise and sun-
set, and are rarely encountered when the sun
is not close to the horizon. They forage as
any large insectoid would, attacking humans
when hungry. Their society is simple hunt-
ing packs. It is unknown how they organize

themselves when in large numbers.

Combat

Dusk devils move at incredibly fast speeds.
When in motion, their legs are a blur.
They rely on this speed to mount surprise
ambushes, moving from cover into melee
before their enemies realize what’s happen-
ing. Their main attack is stabbing motions
from their front legs, which are barbed with
tiny, sharp hairs.

Bite (Ex): A true dusk devil that success-
fully hits the same target with both of its claw
attacks will spear the target and lift it high
enough to be bitten. This additional bite
attack s a +10 melee attack doing 1d6+6
damage. The target is dropped once bitten.

Dust Storm (Ex): The twitching anten-
nae on a dusk devil’s feet generate a constant

storm of small dust devils. As a full-round



action they can churn up the soil beneath
their feet, producing a small dust storm. This
works only in terrain with loose soil or sand,
such as a grassland, desert, sandy caverns,
or other rough terrain. True dusk devils can
produce a dust storm that covers an area 40
feet by 40 feet, centered on the dusk devil,
while the Stavian variety can cover an area of
only 10 feet by 10 feet. All creatures within
are considered to have one-half conceal-
ment, but this does not affect the dusk devil
(see below).

Dust Sight (Ex): Dusk devils can see nor-
mally in fog, storms, and dust. They suffer no
concealment penalties when attacking other
creatures in such conditions.

Fast Run (Ex): Dusk devils are e xtraor-
dinarily fast. When they run, they move five

times their normal speed.

Training
It'1s unlikeély that the characters will con-
sider training a dusk devil unless they have
heard of the dusk riders or Stavians.
For all their ferocity,
dusk devils

are surprising ly amena bleto domestica-
tion, leading some sc holars to conc lude
they were once the ser vants of some extra-
planarrace. Trainingaduskd evilta kes
two mont hs and requiresa Handle Animal
check (DC 32 for true dusk d evil, DC 27 for

Stavian variety).

-
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FORESTRATI

HuGE PLANT

Hit Dice: 7d8+35 (66 hp)

Initiative: +0

Speed: 30 ft.

AC: 18 (-2 size, +10 natural), touch 8,
flat-footed 18

BAB/Grapple: +5/+22

Attack: Slam +12 melee (2d6+9)

Full Attack: 2 slams +12 melee (2d6+9)
or thrown rock +3 ranged (1d8+9)

Space/Reach: 15 ft./15 ft.

Specral Attacks: Ttample, doublé aamage
against objects

Special Qualities: Plant, fire resistance 5,
damage reduction 10/slashing

Saves: Fort +10, Ref +2, Will +4



Abilities: Str 29, Dex 10, Con 21,

Int 12, Wis 15, Cha 12
Skills: Hide -8,

Intimidate +9, Knowledge (local) +6,

Listen +7, Sense Motive +7, Spot +7,

Survival +4
Environment: Any land
Organization: Solitary
Challenge Rating: 6
Treasure: Standard
Alignment: Usually neutral evil
Advancement: 8-16 HD (Huge);

17-21 HD (Gargantuan)

Lilat and Heréal, the great forests of
the northern endless plains, withstood all
calamities for untold centuries — until the
lunar rain. The lunar fragments scorched
the sylvan groves as meteorites splintered
mighty oaks and particulate rain abraded
away what was left of the underbrush. Some
areas survived, especially if they were lucky
enough to be protected by a hill or other nat-
ural terrain feature. But most of the forests
were destroyed, tovarying degrees. Some
areas were thinned out; others were reduced
to vast fields of charred stumps.

The treants that once guarded these
blasted zonesw ere driven insane by the
destruction of their groves. They are now
the forestrati, a race of evil, twisted treants
much like their good brethren but altered in
important ways. They look like blackened,
charred treants, with impact w ounds
across the surface of their bark.

Their fingers are twisted and
curled in horrid claws. Their
mouths are wide and gaping,
while their ey es are lifeless
and dead.

Forestrati are thoroughly
deranged. All traces of their
former charity and goodwill
have been destroyed, as have
all aspects of their respect
for nature. They don’tev enw ant
revenge; they simply want to destroy.
Their intelligence is like that of an animal’s:
For all their rational power, they have little
comprehension, and their 12 Intelligence is
used entirely for destructive purposes. They

are no longer introspective in any way, pre-

ferring instead to rampage unchecked. Some
have even taking to eating meat.

The elves of the northern forests avoid
forestrati, or kill them if they are able. They
have little alternative. The psychotic ex-tre-
ants attack living creatures at will, taking
great pleasure in wreaking the same kind of

havoc they were subjected to.

Combat
Forestrati are similar to treants in
many ways. They have two main dif-
ferences. First, they have lost the
ability to animate trees. Second,
rather than being vulnerable to
fire, they have developed a resis-
tance to it. The constant scorch-
ing of the lunar rain left them with
a c harcoal coating that is hard to
light. F or w eapons, they frequently
carry sacks of lunar rocks (range incre-
ment 50 ft.), with which they pelt enemies
until they are in range to fight melee.
*Skills: Forestrati no longer resemble
normal trees. They receive no bonus to hid-

ing in forested areas.

<
<>

GREASE LIZARD

GREASE L1ZARD
MEDIUM ANIMAL
Hit Dice: 2d8+2 (11 hp)
Initiative: -1
Speed: 20 ft., swim 30 ft.
AC: 13 (-1 Dex, +4 natural), touch 9,

flat-footed 13
BAB/Grapple: +1/+4
Attack: Bite +4 melee (1d4+3)
Full Attack: Bite +4 melee (1d4+3)
Space/Reach: 5 ft./5 ft.
Special Qualities: Fire vulnerability
Saves: Fort +4, Ref +2, Will +0
Abilities: Str 16, Dex 8, Con 13,

Int 2, Wis 10, Cha 2
Skills: Hide 0*, Listen +2,

Spot +2
Feats: Gearstride
Environment:Gear forests
Organization: Solitary or colony (4-9)
Challenge Rating: 1

Treasure: None



Alignment: Always neutral
Advancement: 3-6 HD (Large)

DIRE GREASE L1ZARD
LARGE ANIMAL
Hit Dice: 6d8+18 (45 hp)
Initiative: -1
Speed: 30 ft., swim 40 ft.
AC: 13 (-1 size, -1 Dex, +5 natural),
touch 8, flat-footed 13
BAB/Grapple: +4/+14
Attack: Bite +9 melee (1d10+6)
Full Attack: Bite +9 melee (1d10+6)
Space/Reach: 10 ft./10 ft.
Special Qualities: Fire vulnerability
Saves: Fort +8, Ref +4, Will +2
Abilities: Str 22, Dex 8, Con 16,
Int 2, Wis 10, Cha 2
Skills: Hide -2*, Listen +3, Spot +3
Feats: Gearstride
Environment: Gear forests
Organization: Solitary or colony (4-9)
Challenge Rating: 3
Treasure: None
Alignment: Always neutral

Advancement: 3

Fire Vulnerability (Ex): Grease lizards
are coated in oil and other flammable engine
byproducts. They suffer double damage from
fire attacks.

Skills: *Grease lizards receive a +12
bonus to Hide checks when submerged in

their native environment.

<
<>

IRON SHAMBLER

Mep1uM CONSTRUCT
Hit Dice: 1d10 (5 hp)
Initiative: -1 (Dex)
Speed: 30 ft.
AC: 17 (-1 Dex, +8 natural), touch 9, flat-

footed 17
BAB/Grapple: 0/+4
Attack: Slam +4 melee (1d6+4)
Full Attack: Slam +4 melee (1d6+4)
Space/Reach: 5 ft./5 ft.
Special Qualities: Construct
Saves: Fort +0, Ref -1, Will +0
Abilities: Str 18, Dex 8, Con —,

Int —, Wis 11, Cha 1
Feats: Gearstride

Environment:

HD (Medium) 'J/
Grease lizards

are bow-legged,
sprawling reptiles
that look like five-
foot-long croco-
diles. Their skin
is a dark brown or
gray but is rarely
visible under a
thick layer of oil.
They are at home
in piles of engine

sludge.

Combat
Grease lizards are
feared within the
gear forests because
of their ability to
hide. They lurk
unseen in puddles of
sludge, lunging out

unexpectedly when

prey passes nearby.

\k Any land and under-
ground
Organization: Any
Challenge
Rating: 1
Treasure: None
Alignment: Always
neutral
Advancement:
2-5HD (Medium),
5-10 HD (Large)
Iron shamblers
are clumsy human-
oid-shaped crea-
tures built from
animated metal
parts. They are the
result of animate
gears spells. Most
will be found under
the control of a
wizard or clockwork
ranger, but some are

left to wander.




2

Any pile of junk metal can be used to cre-
ate an iron shambler. They are usually built
from rusty, bent, unusable parts — the pieces
rejected b y coglayers and blacksmiths. It
takes at least 200 pounds of scrap metal to

create a 1 HD iron shambler.

Combat
Iron shamblers wade into combat mindlessly,
striking out at anything that lives.
Construct (Ex): Immune to mind-influ-
encing effects, poison, disease, and similar
effects. Not subject to critical hits, nonle-
thal damage, ability damage, energy drain, or
death from massive damage.
Gearstride (Ex): Iron shamblers have
the Gearstride feat. They may move at their
normal rate through gear forests without suf-

fering any additional hazard.

<
<>

LUNAR SKINSTEALER
UNHOSTED
MEDIUM ABERRATION (LUNAR)
Hit Dice: 4d8 (18 hp)
Initiative: -1
Speed: 10 ft.
AC: 9 (-1 Dex), touch 9, flat-footed 9
BAB/Grapple: +3/+7
Attack: Face grapple +5 touch (special)
Full Attack: Face grapple +5 touch
(special), 4 hooks +1 melee (1d2)
Space/Reach: 5 ft./5 ft.
Special Attacks: Improved grab, host
domination
Special Qualities: Lunar
Saves: Fort +0, Ref +0, Will +0
Abilities: Str 18, Dex 8, Con 10,
Int 20, Wis 4, Cha 14
Skills: Bluff +26*, Disguise +25*%, Hide
+14*, Listen +2, Spot +2
Feats: See below
Environment: Any land and underground

Organization: Solitary or gang (2-4)



Challenge Rating: 2
Treasure: None
Alignment: Chaotic neutral

Advancement: —

HoOSTED

MEDIUM ABERRATION (LUNAR)

Hit Dice: 4d8 plus host

Initiative: As host

Speed: As host

AC: As host

BAB/Grapple: As host/As host with
minimum Str of 18

Attack: As host

Full Attack: As host

Space/Reach: As host

Special Attacks: Host domination,

camouflage, neighbor domination
Special Qualities: Lunar
Saves: Fort and Ref: as host; Will +4
Abilities: Str, Dex : as host, Con 10,

Int 20, Wis: as host, Cha 14
Skills: Bluff +26*, Disguise +25%,

Hide +14*, others as host
Feats: See below
Environment: Any land and underground
Organization: Solitary or gang (2-4)
Challenge Rating: 2 + host
Treasure: As host
Alignment: Chaotic neutral
Advancement: —

Lunar skinstealers are parasites that resem-
ble walking skates or stingrays. In their natural
state, they are like huge flaps of skin, measur-
ing 6 to 8 feet per side, barely two inches thick.
One side of the skin is a rough, chalky gray. The
other side is a field of inmimerable tiny hooks,
like a strip of Velcro. They move by undulating
along the ground like a worm, though they can

stand upright and flail about. They are rarely
seen in their trudorm, however

A lunar skinstealer survives by wrapping
its skin around host creatures. It overwhelms
a host’s nervous system until it can control
its body. They are most often encountered in
this state, wrapped around a host and camou-
flaged from detection.

The cultural or societal basis of lunar
skinstealers s unknown. They cannot com-
municate with terrestrial creatures in any
intelligible fashion. They are frequently
encountered in domination of the mindless
dronogs, however.

Skinstealers by themselves are not partiar-

larly dangerous opponents. Their real danger

lies in their abilitv to take over other creatur

and use them to pursue nefarious agendas.

Combat

Lunar skinstealers can be
encountered with or with-

out hosts.
When encountered without
a host, a lunar skinstealer tries to
acquire a host as soon as possible.
It will target the least-armored indi-
vidual, trying to take it over and domi-

nate it with its special abilities.

When encountered with a host, the
lunar skinstealer is very difficult to
detect (Disguise check vs. char-
acters’ opposed Spot checks).
Characters who detect the
disguise will notice that the
creature’s clothes, body,

weapons, and other gear



appear to be one sing le so lid s kin rat her
than discrete o bjects.

The skinstealer ’s hooks inflict minor
damage, though it doesn 't use them for
wounding. Most of the time, it~ “pulls its
punch” and uses them to assist in its gra  p-
pling. It can choose to latch on with a hook
attack without causing damage, using t hem
only to assist in its grapp ling. For each suc-
cessful hook attack against a target, the
skinstealer gainsa+ 1 bonus to grapple
checks. I'f it chooses, a skinstealer may use
all of its hook attacks each round to cause
damage in a grapp le.

Improved Grab (Ex): A skinstealer’s
primary attack is to throw itself at an oppo-
nent’s face. This works only against creatures
with e xposed faces; others are immune. If
the touch attack successfully hits the target’s
face, the skinstealer automatically initiates
a grapple. Additionally, it may immediately
attempt a host domination.

Host Domination (Su): As afree action,
a lunars kinstealert hat has grapp led an
opponent’s face may attempt to dominate
itasifbythe spell dominate perso n, as cas t
by a 10th-level caster (DC15). No common
language is needed, due to the skinstealer ’s
native domination abilities. Once the
target fails this save, it cannot attempt
another unless itis  forcedt o do
something against its nature
but it receives no more t han
one new save per day. This
is a supernatura 1p ower
which isnot blocked by
spell resistance or sim  i-
lar effects.

Once the attacksu  c-
ceeds, the skinstealer ’s
body drapes overt he host
and melts to its shape. The
effect is similar to a slab of
cheese melting overahunk o f meat.

The skinstealer camou  flages itsel f so it
looks exactly like t he host, ren dering its
envelopment nearly undetectable.

The skinstealer’s physical stats become
the host’s stats. Its skin surrounds the host
creature, putting it between the creature

and damage. Slashing and bludgeoning

attacks deal full damage to the skinstealer,
hurting the host only after the skinstealer
is dead. Piercing attacks deal half damage to
the host and half damage to the skinstealer.

A creature dominated byas kinstealer

retains the use o f its mind, but the ski n-
stealer taps into its nervous system an d
controls its body. It  feels like bein g
trapped in a body that wort obey your
commands. The character remains
conscious and receives sensory input
but has no physical control.
A detect thoughts spell (or similar
ability) that manages to b ypass the
lunar creature’s natural resistance to
such effects reveals two distinct thought
processes. One is the dominated host. The
other completely alien process belongs to
the skinstealer.

Because they generally take damage
before their hosts, skinstealers with long-
term hosts will strive to avoid combat. If it
looks like combat is unavoidable, a skinsteal-
er will run, or seek a new host with ranged
weapons or spells, then attack from afar. A
dead skinstealer peels off its victim and col-
lapses to the ground.

A skinstealer that loses control of its host
will attempt to dominate it a few times more.
If it fails to do so, it will use its grappling
position to cause hook damage each round
until the host is killed.

As soon as a skinstealer has dominated a
host, its Wisdom rises to the host’s normal
Wisdom score. It taps into the host’s nervous
system and shares all of its knowledge. When
it loses the host, its Wisdom drops back to its
usual low.

Camouflage (Ex): A s kinsteder t hat has
grappled an d dominateda victim may ca m-
ouflage itself as a free action. Its entire body
wraps around the target and hooks on, pézct-
ly mimicking the target’s color, texture, and
shape, abeit growing itsdimensionsby about a
half-inch in all directionsOf course, once this
is complete the skinstealer can’t remove the
host’s sword from its scabbard (for example)
without peelingback its own swod-mimidking
skin to give it access tolte real sword.

Neighbor Domination (Ex): A lunar

skinstealer that has successfully dominated



a host may sap that host’s mental abilities to T

try to dominate new hosts. It uses the host
as a prism or mental focus to transmit its
domination abilities to nearby creatures. By
temporarily draining one point of the host’s
Wisdom, to a minimum of 1, the skinstealer
may cast dominate person as a 10th-level caster
(save DC 15,200 ft. range, duration 10 days).
Unlike its host domination, a common lan-
guage is needed, but the skinstealer can tap
into the host’s brain and communicate in any
language it knows.

Skinstealers frequently dominate as many
neighbors as possible simply to keep their
host’s Wisdom low, weakening its defenses.
Lost Wisdom regenerates at the rate of one
point per day. The skinstealer’s Wisdom does
not drop as the host’s does.

Lunar (Ex): Lunar creatures suffer half
damage from most elemental attacks (air,
fire, and w ater), or no damage on a suc-
cessful save. They take double damage from
earth-based attacks and magic. Theyreceive a
+10 bonus to saves against mind-influencing
effects (charms, compulsions, phantasms,
patterns, and morale effects), mind
blasts and psionic attacks, and detect
thoughts due to alien psychology.

* Skills: Lunar skinstealers receive
a +10 racial bonus to Disguise and Bluff
checks. Due to their camouflage ability, they

receive a H10 bonus to Hidechecks.

Skinstealer Characters
Skinstealers do not advance in character
classes; rather, they take over others and
leech off them as they advance. They are still
highly intelligent creatures with individual
personalities and ambitions. Most skinsteal-
ers worship Seroficitacit (see page 64). A
skinstealer has a 10% chance of having

the feat Seroficitacit’s Changes.

-
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SLATHEM
MEepiuM HuMANOID
Hit Dice: 1d8-1 (3 hp)
Initiative: -1
Speed: 30 ft., swim 30 ft.
AC: 9 (-1 Dex), touch 9, flat-footed 9
BAB/Grapple: +0/+1

Y Attack: Slam +1 melee (1d3+1)

or by weapon
Full Attack: Slam +1 melee (1d3+1)

or by weapon
Space/Reach: 5 ft./5 ft.

Special Qualities: Amphibious
Saves: Fort +2, Ref +0, Will 42
Abilities: Str 12, Dex 8, Con 8,

Int 9, Wis 9, Cha 14
Environment: Any land or water
Organization: Solitary, school (2-10),

colony (11-100), or city (101+)
Challenge Rating: 1/3
Treasure: Standard
Alignment: Usually neutral
Advancement: By character class

Slathem are amphibioussea- dwellers
who use the seasonal waterlevels o f High-

point to their advantage. They live in cities
of wood, bone, and stone, mounted on
bases of coral. Their cities are built
on islands that are ab ove water for
half of the year and bel ow water
for the other hal f, thanks to
the seasona |l water patterns
around Highpoint.
Slathem are so ft, bu 1-
bous, wet-s kinned human-
otds. Their long-fingered hands are
webbed but still very dexterous. They
stand seven feet tall, but their legs are
barely longer than a human’s, short in pr o-
portion to their height. Their feet are not
webbed, though they have retractable fins
along the sides of their legs. Slathem can
breathe both air and water.

The cities of the slathem are strangely
designed. They rest on sandy islands that are
exposed to sunlight for only half they ear.
Embedded into these islands are reefs of
dead coral. In many cases the islands them-
selves are formed from the slow decay of the
coral reef. The coral forms the base of the
city. On the coral are huts built from coral
fragments, bones, wood, and stone. Much of
the structures must be replaced every year,
and it s while trading for supplies that slath-
em encounter land dwellers. Some slathem
cities have extensive sewers and dungeons

built into the coral bases; during the dry

% months, the upper levels are dry while the



lower levels (filled with the greatest riches)
are still submerged.

For six months of the year, slathem cit-
ies are buried under about 40 feet of water.
During this time the slathem can access their
rooms in three dimensions — it’s simple to
swim from one floor to the one above. For
the next six months of the year, however,
observers will notice slathem clambering
awkwardly from one level to the next, as
their buildings are not built with stairs.
The most prestigious dwellings
are located at ground
level, so their owners
have easy access all

year round.

)
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SMOKING DEAD
SMOKING SKELETON
MEep1uM UNDEAD
Hit Dice: 2d12 (13 hp)
Initiative: +0
Speed: 30 ft.
AC: 14 (+4 natural),
touch 10, flat-footed 14
BAB/Grapple: +1/+2
Attack: Claw +1 melee (1d6+1)
Full Attack: 2 claws +1 melee (1d6+1)
Space/Reach: 5 ft./5 ft.



Special Qualities: Undead, damage
reduction 5/bludgeoning, immunities,
steam engine

Saves: Fort +1, Ref +0, Will 42

Abilities: Str 12, Dex 10, Con —,

Int —, Wis 10, Cha 11

Feats: —

Environment: Any land and underground

Organization: Any

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: 3-5 HD (Large), 6-23 HD
(Huge), 24-47 HD (Gargantuan), 48-96
HD (Colossal)

SMOKING ZOMBIE

MEep1uM UNDEAD

Hit Dice: 3d12+3 (20 hp)

Initiative: -2

Speed: 30 ft.

AC: 12 (-2 Dex, +4 natural),
touch 10, flat-footed 12

BAB/Grapple: +1/+3

Attack: Slam +3 melee (1d8+2)

Full Attack: Slam +3 melee (1d8+2)

Space/Reach: 5 ft./5 ft.

Special Qualities: Undead, partial actions
only, steam engine

Saves: Fort +1, Ref -2, Will +3

Abilities: Str 15, Dex 6, Con —,
Int —, Wis 10, Cha 1

Feats: Toughness

Environment: Any land and
underground

Organization: Any

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: 4-7 HD (Large),
8-23 HD (Huge), 24-47 HD
(Gargantuan), 48-96 HD (Colossal)

MEAT RACK

LARGE UNDEAD

Hit Dice: 5d12 (33 hp)

Initiative: +1

Speed: 30 ft.

AC: 17 (+1 Dex, +6 natural),
touch 11, flat-footed 16

BAB/Grapple: +2/+9

Attack: Claw +5 melee (1d8+3)

Full Attack: 2 claws +5 melee (1d8+3)
Space/Reach: 5 ft./10 ft.

Special Qualities: Undead, steam engine
Saves: Fort +4, Ref +2, Will +4
Abilities: Str 16, Dex 12, Con —,

Int —, Wis 10, Cha 11

Feats: —
Environment: Any land or underground
Organization: Solitary or gang (2-5)
Challenge Rating: 3

Treasure: None

Alignment: Always neutral
Advancement: 6-9 (Large), 10-20
(Huge)

The smoking dead are the natu-
ral outcome of steam engines in a
world w here necromancy e xists.
Smoking dead are corpses reani-
mated with the aid of steam-driven
machinery. They are horrid creatures,
even more repulsive than normal undead,
for their reanimated bodies are often incom-
plete. Corrugated iron bars are welded onto
the connecting sockets where forearms or
thighs should be. Armored metal plates are
bolted haphazardly onto femurs and sagging
gray flesh. Somewhere in the chest cavity is
a blackened, smoke-belching engine that
sends the reanimated corpse shuddering
forward at a lurching gait. Only by the aid
of necromantic magic are the bodies able to
remain in one piece and refuel their chest-

engines when necessary.

Many kinds of smoking dead e xist. Any
corpse can be reanimated with the aid of the
right spells and the proper engine. The two
most common v arieties are smoking skel-
etons and smoking zombies. Less common
are the meat racks: man-made iron skeletons

onto which reanimated muscles are welded.

Combat

The reinforced, ironclad bodies of smoking
dead make them stronger and tougher than
normal undead, but their reflexes are slower.
Aswith all mindless undead, they attack until
destroyed or commanded otherwise.

Undead: Immune to mind-in fluencing
effects, poisons, sleep, paralysis, stunning,

and disease. Not subject to norlethal damage,



ability damage, energy drain, or death from 3

massive damage. Smoking undead are subject
to critical hits(see Steam Engine, below).
Immunities (Ex): Smokings keletons
have cold immunity. Because t hey lack
flesh, th ey ha ve damage re duc-
tion versus piercingan  d
slashing weapons.
Partial Actions Only
(Ex): Smoking zombies
have poor reflexes and
can perform only par-
tial actions. Thus they
can move or attack but
can do both only if they
charge (a partial charge).
Steam Engine (Ex): A
smokingun dead isp owered
by a charred, crud-encrusted steam
engine. Necromantic energy holds togeth-
erits bodies, but it cannot m ove wit hout
the steam engine. It is a critical piece o f
the construction. On any critical hit, the
smoking undead must make a Fortitude save
(DC equals damage caused by the critical
hit after multipliers). If the sa ve is passed,
the engine is misse  dan dt he hit causes
normal noncritical damage. I f thesa veis
failed, the smoking undead has su  ffered a
hit to its steam engine. It su ffers only no r-
mal noncritical damage but may no longer
move or attack inany way. If the engine is
repaired t he creature wi 1l be restore d to

normal mobility.

The Meat Rack

The meat rack is a grisly attempt at recr  e-
atinga living creature. It starts as an iron
skeleton, roughly humanoid in shape.  The
ribcage holdsa large steam engine wit h
powerful gears and struts ~ for m oving the
arms an d legs. Whent he iron s keleton is
completed, the creator attaches raw muscle
from recently killed creatures. ~ The cre a-
tures need not be similar in ~ form, and the
same meat rac k may inc lude muscle tissue
from humans, animals, and even some mon-
sters. The muscles are attached with welded
bolts, stitched ligaments, and even glue.

Once the skeleton is muscled, it is cov-

ered in a layer of armored sheet metal,

»

 which is left open at the vertebrae to allow

the engine’s smokestacks to protrude. Some
meat racks are well armored; others display
open patches of raw muscle with an iron skel-
eton visible beneath. If the creator wishes,
he decorates the armor with spikes, spines,
filigree, and motifs. F inally, the steam
engine is activated, the flesh is animated,
and the whole horrible monstrosity is ready
to answer commands.

A meat rack attacks with sharpened iron
claws, which are actually the tips of its skel-

eton protruding through its meaty fingers.

Creation

Smoking dead are created much as normal
skeletons and zombies are. Because o f the
steam engine t hat governs its movement,
animating one requires muc  h less necr o-
mantic energy t han wit h normal un dead.
Any corpse insta lled with a steam engine
can bereanimate d asasmo king dead
zombie or s keleton using t he animate dead
spell. Smoking dead animated in this way
count as hal f their normal HD for purpo s-
es of the spell’s creation limits (though
not its control limits ). For example, a
character wit h six caster levelscou Id
animate sixnorma 1 Mediums keletons,
orsixsmo kings keletons, provi dedt he

corpses were proper ly prepare d with

steam engines.

A steam engine strong enough
to power a Medium smoking dead
costs 100 gp. It must be created by
an e vil craftsman. The process of
animating the smoking dead c hars

the engine with a sticky, black crust.
From then on, the engine is inherently
evil and will corrupt any other machinery

to which it is connected.

-
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TORTOG
LARGE HuMANOID (TORTOG)
Hit Dice: 2d8+4 (13 hp)
Initiative: -2
Speed: 15 ft., burrow 10 ft.
AC: 22 (-2 Dex, -1 size, +15 natural),
touch 7, flat-footed 22
BAB/Grapple: +1/+9



Attack: Bite +4 melee (1d4+4);

or club +4 melee (1d6+6)

Full Attack: Bite +4 melee (1d4+4) and
claw +0 melee (1d3+2);

or club +4 melee (1d6+6)
Space/Reach: 5 ft./5 ft.

Special Abilities: Shell, painless hide
Special Qualities: Tremorsense
Saves: Fort +8, Ref +0, Will +2
Abilities: Str 18, Dex 6, Con 14,

Int 7, Wis 11, Cha 9
Skills: Appraise +2, Listen +2, Survival +2
Feats: Endurance, Great Fortitude
Environment: Any land and underground
Organization: Solitary, band (2-7),

or tribe (8-31)

Challenge Rating: 3

Treasure: 2x standard
Alignment: Neutral
Advancement: By character class

Tortogs are odd tor toiselike
humanoids. They are only five feet
tall but are very, very broad and
quite heavy, weig hing a Imost
600 poundsthankstot he
thick, overlapping bands  of
armor that encase t heir entire
bodies. Their broad, snub-nosed
faces lack necks and in manyways
resemble the face o fato rtoise.

They usually walk on two 1 egs but
can use all four limbs i f ne eded; in
the worst lunar rain, a tortogwill often
retract its head into its s hell and walk
on four legs.

Tortogs are wandering traders.
They ferry goods from pla ce to place,
exchangingthem forap rofit before
moving on. Theyusually carry
sacks o f goods under the ir
shells. When one retrea ts
intoitss hell,itcanp lace
the sacks in folds of skin and usu-
ally fit them into the shell, protecting its

goods as well as itsel f.

Combat
Tortogs are slow and unwieldy, but tre-
mendously strong. They fight with a bite
and clawed hand, or wield a club or other

weapon. The statistics above are for an

unclassed tortog. Their leaders are usually
fighters, though barbarians and clerics are
also common.

Shell (Ex): The body ofa tortog is
encased in a hard, armored shell. It is able to
retract its limbs, head, and tail into this shell
for protection. As a standard action, a tortog
may retract into its shell. It cannot do so if
it is bound, entangled, or otherwise immobi-
lized. Once retracted, the only exposed part
of the tortog is its shell. It gains a +8 bonus
to AC and is immune to critical hits. [t is also

incapable of movement while retracted and

counts as being prone.

Painless Hide (Ex): The thick shell of a
tortog is actually unliving tissue. The tor-
tog’s body slowly adds additional mass
to the bottom of the shell, which dies
once it adheres to the shell.
The shell is constantly
expanding outward but
is completely insensi-
tive — the tortog
simply does not feel
damage to its shell.
Only when the shell
is breached does the

tortog feel pain.
In practical terms, this makes
the tortog immune to the lunar
rain. It doesn’t feel the abrasive
rain on its shell. Only in the most
extreme meteor storms, where a
single meteor could kill the tortog
outright, is it vulnerable to the

lunar rain.

St
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TRAKTRAK
MEDIUM ABERRATION
Hit Dice: 2d8 (9 hp)
Initiative: +1
Speed: Roll or walk 30 ft.
AC: 14 (+1 Dex, +3 natural),
touch 11, flat-footed 13
Attack: Rake +1 melee (1d4)
Full Attack: Rake +1 melee (1d4)
Space/Reach: 5 ft./5 ft.
Special Qualities: Empty shell, damage
reduction 5/bludgeoning
Saves: Fort +2, Ref +1, Will 42



Abilities: Str 11, Dex 12, Con 10,

Int 2, Wis 7, Cha 12
Skills: Move Silently +4
Environment: Any civilized
Organization: Solitary
Challenge Rating: 1
Treasure: None
Alignment: Neutral
Advancement: -

Trak traks are naturally occurring phe-
nomena that Highpoint’s traditional cosmol-
ogy cannot explain. Named for the sound of
its walk, a trak trak is a collection of gears,
rods, engines, and junk parts, mostly iron
and steel scrap, that becomes animated of
its own accord.

No two trak traks look alike. They usually
assume vaguely dwarven shapes — squat and
bipedal — but not always; some are taller,
some are thinner, and some are quadrupedal
or even rolling balls.

Trak traks animate spontaneously with no
apparent cause. They usually appear in the
spare parts areas d mechs and the work spaces
of gearwrights. The parts slide together, rise
as a humanoid shape, then begin to wan der.
After a certain amount of time (which varies
from hours to days, with no discernable pa t-
tern) the trak trak deanimates and the parts
fall to the ground in a clattering heap

Trak traks do nothing but w ander. They
will only attack defensively. If an attacker
stops initiating attacks, the trak trak will
likewise stop defending itself.

Though most people consider trak traks
to be a supernatural creature of some kind,
the followers of Dotrak see them as a sign
of his influence. In fact, they are right. Trak
traks are a consequence of Dotrak’s incipi-
ent energies. He is notyet a deity, but his
consciousness is forming, and in its infancy
expresses itself in the form his followers can

best understand: animated metal gears.

Combat
Trak traks lash at opponents with the jagged
edges of their anatomy.
Empty Shell (Ex): Trak traks are magical
conglomerations of spare parts with no vis-
ible connections between the parts. Because

they lack internal organs, they have dam-



age reduction 5 against piercing w eapons.
Because the magical bonds between their
parts are nonphysical, they have damage
reduction 5 against slashing w eapons. The
best way to destroy one is literally to bash its

component pieces into dust.

-
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WORM, GIANT

GI1ANT WORM

HuGE MAGICAL BEAST

Hit Dice: 9d10+9 (58 hp)

Initiative: -1

Speed: 20 ft., burrow 30 ft.

AC: 19 (-2 size, -1 Dex, +12 natural),
touch 7, flat-footed 19

BAB/Grapple: +9/+22

Attack: Bite +12 melee (1d6+5)

Full Attack: Bite +12 melee (1d6+5)

Space/Reach: 15 ft./10 ft.

Special Qualities: Tremorsense

Saves: Fort +7, Ref +5, Will +2

Abilities: Str 20, Dex 8, Con 12,
Int 1, Wis 8, Cha 10

Skills: Listen +11

Environment: Anyland and
underground

Organization: Solitary or herd
(2-10)

Challenge Rating: 4

Treasure: Gems only

Alignment: Always neutral

Advancement: 10-18 HD
(Gargantuan)

DEEP DIVER
HuGE MAGICAL BEAST
Hit Dice: 9d10+18 (68 hp)
Initiative: -2
Speed: 20 ft., burrow 30 ft.
AC: 20 (-2 size, -2 Dex, +14 natural),
touch 6, flat-footed 20
BAB/Grapple: +9/+22
Attack: Bite +13 melee (1d6+7)
Full Attack: Bite +13 melee (1d6+7)
Space/Reach: 15 ft./10 ft.
Special Qualities: Tremorsense
Saves: Fort +8, Ref +4, Will +2
Abilities: Str 24, Dex 6, Con 14,
Int 1, Wis 8, Cha 10
Skills: Listen +11

Environment: Anyland and underground
Organization: Solitary or herd (2-10)
Challenge Rating: 4

Treasure: Gems only

Alignment: Always neutral
Advancement: 8-14 HD (Gargantuan)

SHAKER
HuGe MAGICAL BEAST
Hit Dice: 6d10 (33 hp)
Initiative: -1
Speed: 20 ft., burrow 30 ft.
AC: 17 (-2 size, -1 Dex, +10 natural),
touch 7, flat-footed 17
BAB/Grapple: +6/+17
Attack: Bite +7 melee (1d6+3) or sonic
blast (2d6)
Full Attack: Bite +7 melee (1d6+3) or
sonic blast (2d6)
Space/Reach: 15 ft./10 ft.
Special Qualities: Tremorsense
Saves: Fort +5, Ref +4, Will +1
Abilities: Str 16, Dex 8, Con 10,
Int 1, Wis 8, Cha 10
Skills: Listen +8
Environment: Any land or underground
Organization: Solitary or herd (2-10)
Challenge Rating: 4
Treasure: Gems only
Alignment: Always neutral
Advancement: 7-12 HD (Gargantuan)
Giant worms, deep divers, and shakers are
three breeds of the same species. In the wild
they travel together in the same herds, with
deep divers and s hakers constituting about
10% of the overall giantw orm population.
The deep divers within these herds tend to
spend half o f their time with the herd and
half their time on solitary “deep dives.”
Since the advent of worm farmers, deep
divers and shakers have been selectively bred
because their traits are useful to the farmers.
Deep divers are safer from attack by surface-
dwellers such as lunar dragons, and shakers
have powerful ranged attacks. Now it is
possible to encounter entire herds of deep
divers and s hakers, though they are usually
tended by worm farmers.
The typical giantw orm is a long, thin
annelid, 5 feet in diameter. Its body is one

huge muscle, coiled in one band after anoth-



er. This affords it great strength and protec-
tion. The deep diver breed iseven more
thickly m uscled, a natural a daptation that
allows itself to dig through densely packed
earth further from the surface. Shakers have
the same length and girth as their cousins but
are visibly less strong. They emit a constant
subsonic hum, which shakes loose the earth
around them. In times of duress they defend

themselves with a sonic blast.

Combat
Giant w orms travel mindlessly through the
earth, ingesting the ground in front of them.
They are not aggressive unless attacked.
Infact, they’re practically oblivious unless
attacked; despite their tremorsense, they
ignore nearby creatures until wounded.

Giant worms have a bite attack, but it is
not very impressive. Their teeth are flat and
designed for crushing mounds of stone and
dirt. They aren’t equipped for swallowing
large solid objects like people.

Sonic Blast (Ex): Shakers can make a
sonic blast attack. It is a cone 40 feet long;
creatures caught within can make a DC 10
Reflex save to take half damage. The
save DC is Constitution-based.

The sonic blast is a reflexive
response to pain, however, not
a premeditated attack. If the
shaker suffers damage, it has a
50% chance of using its sonic
blast on the last creature to
inflict damage on it. Otherwise,
it bites. Only with a great deal
of training canw orm farmers

teach shakers to use their sonic

blast on command.

Tremorsense (Ex): Giant
worms are nearly blind.  They
navigate by sensing vibrations in
the ground around them They can
automatically senset he location
of anything within 60 feet that is in
contact with the ground.

Training
Giant worms are routinely ratsed tame by

the w orm farmers. They do not lay eggs;

instead, a pregnant worm gives birth to 3d6 %

’ live-born y oung. A w orm that has survived

its first three months is more valuable, since
many die in infancy. The prices they can fetch

are as follows:

GIANT WORM Deep Diver SHAKER
Newborn 1,000 gp 1,200 gp 1,500 gp
Young 2,000 gp 2,400gp 3,000 gp

An adult giant worm can be trained with a
Handle Animal check at DC 24.



PLATE 7 Although mechs are the
focal point of the DragonMech world,
they need not be the center of a campaign.



ChE DRAGONMELCH CAMPAITGN

‘ I '‘HE DRAGONMECGH SETTING IS PREDICATED ON ONE SIMPLE

ASSUMPTION: MECHS CAN EXIST IN A FANTASY WORLD. IT 1S

NOT A SETTING WHERE YOU HAVE TO PLAY A MECH PILOT, NOR IS IT

A SETTING WHERE MECHS ARE AUTOMATICALLY GOOD OR BAD. YOU

CAN PLAY DRAGONMECH CAMPAIGNS MUCH AS TRADITIONAL

FANTASY CAMPAIGNS, WHERE THE MECHS PROVIDE A NEW SOURCE

OF CONFLICT, OR YOU CAN RUN THEM IN A STYLE WHERE ALL THE

ACTION REVOLVES AROUND MAINTAINING A MECH.

This chapter looks at different w ays to
run a DragonMech campaign. It dis-
cusses options for starting new campaigns,
as well as options for integrating mechs into

an ongoing campaign.

O ——

ADUENTURE ThEMES

The DragonMech world revolves around
four main threads of adventure: mechs;
the lunar rain, including the war between
terrestrial and lunar gods; the destruction
and reconstruction of the surface world; and
the competition between magic and steam
engines. You can build unique DragonMech
adventures from any or all of these threads,
adapting them asy ou wish based on how
you want your campaign to go. This chapter
discusses adventuring first by looking at the
adventures that arise from these various plot
threads, then by examining standard adven-

ture motifs and how they can fit in.

<
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ADVENTURES
BASED ON MECHS

‘- 7 ou can run an entire campaign without

the characters ev er setting f oot on a

mech. You can also run an entire campaign
where they never set foot off a mech. Mechs
can be central elements to adventure,
simple modes of transportation, or mere
background decoration. The following sec-
tion discusses how to fit them intoy our
campaign.

The mech has three roles on Highpoint.
First, it’s a protected home. City-mechs
serve the same role that castles, keeps, and
towns serve on traditional f antasy w orlds.
Smaller mechs are also domiciles, usu-
ally f or itinerant mech tribes, traders, or
adventurers. A mech in this role primar-
ily provides protection. It opens adventure
hooks because every home needs someone
to defend it. Even a mech can be threatened,
sometimes by magical creatures that it can’t
harm. Enemy mechs can be a threat, espe-
cially if they're bigger or more powerful.
Sometimes the best option for taking out an
enemy mech isn’t actually to duke it out, but
to hire adventures to break into it and kill the
crew. Either way, as many adventuring oppor-
tunities are open for defending a mech as are
for defending any castle or town.

Second, a mech provides transportation.
It’s a safe way to travel from one place to
another. Mechs are e xtremely difficult to
destroy, and although they can be boarded,
toppled, or captured, they’re still a lot safer

than horseback or in aw agon, especially

when the lunar rain is factored in. Charac-
ters with a mech can be hired to transport all
sorts of goods, ranging from essential food-
stuffs needed by a city-mech to contraband
that somebody doesn’tw ant the Stenian
Confederacy to see. Transportation missions
can have deadlines attached (“the city-mech
will starve if they don’t get this shipment by
tomorrow”) or emphasize stealth instead
(“don’t let the Stenians catchy ou with
this!”). They can also have more mysterious
implications: Instead of transporting goods,
the characters might be hired to take an
elf maiden to the ruins of Rook. She offers
little explanation but pays up front in gold.
Everyone knows that the elves are on a quest
to recover their lost artifacts, so maybe this
transportation mission has more it to than
meets the eye ...

Third, and most important f or adventur-
ing, amech is a military weapon. The destruc-
tive potential of a single human is magnified
one hundredfold when that human enters a
mech. A mech can be used to slay monsters,
conquer kingdoms, rescue hostages, and
ransack ruins. In this role, mech adventures
are similar to some of the classic f antasy
adventures. The characters could be hired
to use their mech to slay a rampaging lunar
dragon. The adventure could be made more
dramaticby the dragon’s intelligence: Too
smart simply to let itself be slaughtered, it
makes flying hit-and-run attacks and won’t
stay in flat terrain for afair fight. Alterna-
tively, the mech could be pitted against what
seems like an easy target, a swarm of orc
raiders operating out of a system of caves.
The mech is too large to go into the caves,
however, so the characters are forced either
to widen the entrance or get out and fight on
foot. And of course there’s the classic mech-
vs.-mech campaign. The characters may have
to get rid of an Irontooth or rust rider mech
that has been making trouble. In this situa-
tion they could try a direct confrontation,
or, if they want to minimize damage to their
mech, they could leave a skeleton crew to
fire the weapons while the rest of the charac-
ters leave and try to force their way into the

enemy mech to fight its crew.



Mech Warriors
Characters as mech warriors is seemingly the
most natural style of play for DragonMech.
(In fact, it’s only one of many options, the
rest of whichwe’ 1l e xamine below.) As
mech warriors, the characters should o bvi-
ously have a mech. The party should consist
primarily of mech jockeys and
coglayers, with perhaps a
steamborg, stalker, and
spellcaster. Fighters
are practically use-
less in this sort of
campaign,  though
rangers who special-
ize in archery can
be somewhat effec-
Most

will be ranged, gener-

tive. combat

ally against other mechs

or large creatures. Battles

against hordes of smaller creatures

won’t be common (most small creatures
know enough to run away from an attacking
mech), but enemies capable of toppling a
mech are definitely a threat.

Running a mechw arrior campaign
requires you to answer two questions. First,
how do the characters acquire their mech?
Second, when do they acquire it? Ify ou
want to get things rolling fast, you can start
them at Ist level with a mech. The explana-
tion could be simple (such as they inherited
it from f amily members) or could lead to
further adventure hooks. Maybe they found
it and refurbished it prior to beginning the
game, in which case the previous o wner is
probably out there somewhere. Maybe they
were mech traders in earlier times, in which
case they may have old trading partners and
rivals. Maybe they’re part of the military, in
which case they have to take orders from
the Stenian Confederacy or Shar Thizdic.
Or perhaps they’'ve gone AWOL and stolen
a military mech. That can make for a lot of
interesting adventures.

If you want the game to progress a little
more slowly,y ou can start them without
their own mech. They could be ferried about
by the military or a trader, or provideda
mech by a patron. At the extreme, they may

simply be on foot. Their first mission could
be to capture an enemy mech, and a series of
adventures after that could send them after
progressively better mechs until t hey have
a nice set of wheels (er, legs). Infiltrating
an enemy mech is an interesting mission
because it involves investigation (find-
ing the mech and pinpointing

stealth
(approaching  quietly),
hand-to-hand combat

vulnerable times),

(getting onboard and
killing the crew),
mech combat (using
the captured mech
to take out other
enemy mechs that

might pursue), and

possibly escape (out-
running whoever gives
chase). If the enemy mech
is shoddy or poorly defended
(think rust riders and mech tribes), it’s
within the realm of possibility for low-level
level characters to take it. The spells jump
and reduce person are both useful for getting
onto a mech or entering through a small
porthole. Once characters have access to
2nd-level spells, they’re able to take on bet-
ter-defended mechs through a combination
of shatter, spider climb, and bull’s strength. This
sort of campaign could see the characters
start out in traditional classes and then mul-
ticlass into DragonMech classes once they
have a mech.
Onceyou run a mech
warrior campaign, you
automatically leave
the realm of the
d20

game.

traditional
fantasy
Not a lot of
dungeons  can
be e xplored in
a mech. Instead

of resupplying

at smallt owns and

staying at inns, the char-

acters stop off at city-mechs

or neutral cities like Edge. Most

adventures become “wilderness” scenarios

where battles are with large creatures or oth-
er mechs, often at long range, or else direct
mech-to-mech duels. Irontooth pilots could
duel simply as a matter of course, or a mili-
tary post might produce constant encoun-
ters with smugglers, raiders, and invaders. At
the other extreme, the characters could be
raiders who prey on other mechs, and might
even specialize in capturing “live” mechs to

be resold or stripped of anything valuable.

Character Involvement
A mech-based campaign has to give charac-
ters a way to stay involved. When the whole
campaign comes down to the mech, every-
one needs to roll the dice or take an action
every now and then, or else they’ll get bored.
Try to arrange the characters’ mech so it
incorporates places for each character. One
character should be the pilot. He’ll make
lots of checks with his Mech Pilot skill and
generally be active in most situations. A sec-
ond character can be the navigator. He can
have a special observation post where he spe-
cializes in scanning the horizon and plotting
courses. His best skill could be Spot, and his
role in combat is to monitor the positions
of enemies. After all, most physical stations
on a mech have limited fields of view, and
a character dedicated to telling the pilot
which way to turn can be e xtremely useful
when the pilot can’t visually track an enemy

who vanishes from his field of vision.

Gunners are obviously important, and
they make for a fun role. At low levels,
each mechw eapon will need a
different character to pilot it.
At higher levels characters
can take the right feats to
operate m ultiple w eap-
ons, but they might not,
and gunner roles might

still be important.
Portholes allow for
another level of player
interaction. Spellcasters
can lob ranged spells from
portholes (even making called
shots with spells such as hold
person aimed at enemy mech pilots),

and archers can fire on enemy spellcasters,



ground troops, or boarders. Each porthole
lets another character become involved.
Finally, you have the boarder. Every gam-
ing group has one guyw ho lovestot hink
of w ays to break the rules, and in Drag-
onMech he usually decides to find ways to
"Il think o f

thinks like casting spider climb on himsel f to

break into an enemy mech. He

climb up the side o f an enemy mech so he
can then cast web into the pilot ’s compar t-
ment, or us ing gaseous form togetintot he
mech and then use ahost o f charm person
spells to ta ke it over. Among nonspe llcast-
ers, rogues and  fighters are both skilled

at boarding actions, w hether t hrough use
of Escape Artist to squeeze through open
portholes or ~ Strength checksand  potions
of bull’s strengt h to simp ly bash them open.
The anklebiter prestige class is designed for
exactly this kind o f player. Expect someone
int he gaming group to  wanttop layt his

role, and plan for it accordingly .

The Away Team

Once you have a mech-based campaign start-
ed, you have to decide how much adventur-
ing will take place in the mech and how much
will take place off of it. In its most limited
role, a mech can be simple transportation. It
can be nothing more than a glorified wagon
that ferries the adventurers from one dun-
geon to another. In a more moderate role,
it can be necessary for completing some
adventures (such as battles against other
mechs or extremely large creatures, delivery
missions, or nighttime adventuring when the
lunar rain is active) but remain parked on
other adventures. In the most mech-heavy
campaigns, the mech might be the central
focus of almost all aspects of every adven-
ture. Entire adventures could be conducted
in the seat of a mech.

Most campaigns will fall in the middle
somewhere, and ¢ haracters in such cam-
paigns will face an interesting dilemma. In
order to succeed on missions in their mech,
at least someone in the party (preferably
more than one person) really needs to take
some levels in the mech jockey class. How-
ever, t hat same character becomes almost

useless on any other adventure. He has the

minimal combat abilities ofa wizard but
lacks the spells, and all of his special abilities
are geared toward mechs.

We suggest three ways to deal with this.
The first is to keep the mechs such an impor-
tant part of the campaign that the mech jock-
ey doesn’t feel left out. The party’s fighters
are given a chance to shine on the dungeon
crawls, while the party’s mech jockey shines
in the mech duels. As long as you keep the
adventures balanced, all ¢ haracters will be
useful. In the same way that you create roles
for characters on a mech as described above,
you can do the same for roles in nonmech
adventures. The fighter might just have to
stick to archery from a porthole during mech
combat, while the mech jockey is in charge
of firing a steam gun from the rear dur-
ing ground combat. Intermediate
classes skilled in combat on
both mechs and the ground
— such as coglayers and
steamborgs, asw ell as
clerics and  wizards
— become most useful
in this kind of campaign.

The second option is
to use an “away team.”

The party can have one

set of characters that spe-

cializes in mech combat and a

second set that specializes in more
traditional adventuring. Each player has
two characters, but only one is played at a
time. On board the mech, one character has
a defined role (gunner, pilot, etc.), while
the dungeoneering character simply rides
as a passenger. When the mech arrives at its
destination, the mech crew stays put and the
dungeoneers disembark for the adventure.
As long as you keep the adventure balanced
between mech missions and nonmech mis-
sions, this style of campaign can also be very
rewarding. This way players have characters
who are good at dealing with almost any situ-
ation they encounter.

The final option is to allow mech piloting
skill to be common knowledge. As an option-
al rule, declare that any character raised on
a city-mech treats mech jockey as a favored

class, in addition to the racial favored class.

In other words, he can multiclass as a mech
jockey at no penalty. This allows every char-
acter to take a fewlevels of mech jockey
— enough to fill their roles on the mech
— and also take classes that are useful on the
ground. The explanation for such a campaign
ability is simple: [ust as anyone raised in a
fishing village has a basic knowledge of how
to fish regardless of his profession, anyone
raised on a city-mech picks up on the basics
of how to pilot a mech.

You can take this one step further by
incorporating campaign feats. Startev ery
character with two free feats: Mech Weapon
Proficiency and Mechanized Combat Prac-
tice, geared to whatever mech they o btain
first. This practically eliminates the need

for mech jockeys at low levels,
since the fighter’s BAB
exceeds or matches
the mech jockey’s
with new c har-
acters. The
characters
may still have
to take levels
in the mech
jockeyc lass
ast hey reach
higher levels, but
the playing field
is evened early on for
them to participate in both
mech and nonmech missions.

One last thing to remember is that char-
acters need be only as tough as their oppo-
nents. If you routinely send the characters
into combat against mech jockeys equal to
the characters’ ] evels, then they’ll be out-
classed unless they also have a mech jockey
pilot. If, on the other hand, the pilots of
enemy mechs tend to be multiclassed mech
jockeys (such as bandits who also need lev-
els in rogue, or military men who also need
levels in fighter or warrior), the characters
aren’t at as much of a disadvantage. If the
enemy mechs aren’t piloted by mech jockeys
at all, but instead by coglayers (who often
pilot the mechs they build) or NPC experts
with Mech Pilot as a skill (think self-taught

rust riders who learn to pilot the mechs they
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steal or rebuild), then the PCs simply need
a reasonable number of ranks in Mech Pilot
skill to match them, rather than entire class

levels as mech jockeys.

Other Ways

to Incorporate Mechs
So far we've assumed that you want mechs to
play a fairly prominent role in the campaign,
and the characters pilot the mechs. That
doesn’t have to be the case. DragonMech
is designed so you can also run mech-heavy
campaigns without the characters actually
piloting them.

One way to do this is to situate the cam-
paign on a city-mech. City-mechs are enor-
mous. They offer as many ways to adventure
as any large city in @ normal fantasy setting,
ranging from political intrigue to defend-
ing against raiders to e xploring the sewers
and ruins (in this case, the gear forests, as
described below). Characters based on a

city-mech have constant e xposure to the

world of the mech and can partake in mech-
based adventuresb y deploying from the
mechs docked on the city-mech’s ankles.
Chapter 7 offers a detailed description of
city-mech Nedderpik and some ideas for
adventures that could happen there.
Another w ay is to make the characters
mech hunters. For whatever reason, they
fourney on foot and specialize in destroying
mechs. A party of spellcasters has the perfect
motivation for this, since steam power has
eclipsed the role magic once had. Other
characters could be saboteurs hired by rival
factions to take out enemy mechs, such as
Stenians eliminating Legion mechs, or vice
versa. They could be raiders and pirates
who capture the mechs then drive them
somewhere where they can be sold to rust
riders or the Irontooth Clans. They might
have a personal grudge against a major mech
faction for having taken territory they once
occupied, and the entire campaign could be

centered around revenge against the mechs
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of that faction.

Inthis sort o f campaign, the characters
have nomec h jockeys amongt heirran ks.
Traditional character classes all work ver  y
well, and a large part o f the combat strategy
revolves around planning ways to in  filtrate
or destroy mechs. The rules for tripping, top-
pling, and boarding mechs will be used a lot,
as will thosefor trampling. Faced with massive
machines far more powerful than themselves,
characters will beforced to come up with ce-
ative ways to ddeat these enemies

The same players who love planning
boarding actions will love the challenge of
a mech hunter campaign. Rogues, fighters,
and wizards all have skill bases suited for
infiltrating enemy mechs, each in their own
way. The anklebiter prestige class comes in
very useful in this style of campaign, as does
the riftwalker. Steamborgs who emphasize
Strength can make good boarders, as can
coglayers who build the right steam devices.

Mech hunter campaigns generally start



with straightforward mech-hunting e xpedi-
tions. As the campaigns progress, they incor-
porate transportation missions (moving the
captured mech to the place where it will be
sold) and can eventually branch out into a
wide range of other kinds of adventures. If
the characters are hunting Stenian mechs, it
just may happen that on the dead bodies of
a mech crew they find medallions that give
them a free pass onto Nedderpik (see page
224). The campaign could then take a twist
onto the city-mech as the characters search
for ways to ambush it, or watch its deploy-
ments as a way of finding out the best times
to ambush enemy mechs.

If the theme of a mech-hunter campaign
incorporates any Robin Hood aspects, the
characters might split their time performing
good deeds for those who can’t afford to live
on a mech. They might be agents of surface
towns upset by the martial law inflicted by
the Stenian Confederacy. When not hunting
Stenian mechs, they defend the town against
lunar creatures and explore ruins that might

have equipment the town could use.

-
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ADVENTURES BASED
ON THE LUNAR RAIN

The lunar rain provides an ev er-present

threat with a deadline. It can be used as

a hook that forces characters into fast-mov-

ing transportation or rescue adventures. For

example, a caravan of traders might be travel-

ing by day, planning to sleep in a well known

underground caravanserai for the ev ening.

When they arrive, however, t he place has

been ransacked by orcs or has collapsed due

to tectonic activity. The characters hap-

pen upon the traders right as the sun is

setting. Far on the horizon, they can

already see the telltale streaks of a

bad lunar rain. Will t hey help the

caravan find safety? If so, how?
Alternatively, t he lunar rain can

bring adventure directly to the charac-

ters. Remember that the lunar rain is fun-

damentally the disintegration of the planet’s

moon, and that moon is inhabited. Although

most meteorites are sheared smooth by the
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atmosphere long before they impact with
the ground, a few survive intact. Sometimes
this is through pure luck, but other times
it could be through lunar magic — a wall of
force is perfectly capable of surviving atmo-
spheric friction. While the characters are
waiting through the night for the lunar rain
to abate, they could witness the earthfall
of a huge meteorite that still has on it the
intact remains of a lunar temple. Perhaps a
lunar dragon’s cave falls to earth,
complete with eggs still resid-

ing in a nursing chamber. The

characters go to explore the

huge rock, finding all sorts

of exotic treasures and inter-

esting w onders, only to find

upon their e xit that the lunar

dragon has swooped down from

the moon in search of its missing lair.

Any time you need a spontaneous encounter
with a lunar creature, the lunar rain provides
an easy way to introduce it.

The lunar rain is also fodder for terrestrial
adventure. Most creatures retreat indoors or
underground when the moon rises. Smug-
glers, pirates, and others who have reasons
to hide take advantage of thisby traveling
only during the lunar rain. This can be
extremely dangerous, and likewise extreme-
ly painful. During the worst storms, where
veritable boulders are falling from the sky,
no one emerges. But in lighter rains, when
the meteor storms are nothing more than an
abrasive haze, creatures will wrap themselves
in thick layers of hide, leather, and blanket
and thenv enture forth hoping to remain
unnoticed. They may have to add extra layers

throughout the night as the ones

they’re wearing are burned

off, butev en so, their

nighttime journeying

reduces the chances

they’ll be seen. Some
creatures  with a

natural immunity to the

rains, such as the tortogs,

have taken advantage of the

opportunities to smuggle during

the lunar rain and are known far and wide as

“moonlight movers.” The Stenian Confed-
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eracy is aware of this aspect of the lunar rain
and sometimes sends reduced patrols out
during the night, specifically hoping to find

those who do not want to be found.

Divine Wars
One of the most important but least under-
stood implications of the lunar rain is the
invasion of the lunar gods. The conflict
between the terrestrial and lunar gods
takes place on the outer planes,
far beyond the comprehension
of mortals. It is felt on High-
point only through unsettling
visions, disturbing interrup-
tions in divine spellcasting,
and the often-dismissed pros-
elytizing of those who follow
the lunar gods. Yet thesevague
hints are enough to unsettle ev en
the most devout cleric, especially when his
attempts to resurrect a pious ally fail.

This conflict makes for a great overarching
theme for your campaign. Dreams and my s-
terious visions can guide characters on their
missions. Their gods need every foot soldier
they can get, pre ferably pursuing missions
directly opposing t he lunar go ds, an d t his
makes for an easy way to steer adventures

Imagine a host of lunar skinstealers that
has infiltrated a city-mech undetected. They
make their way to the engine rooms, where
they take over unsuspecting engineers. They
then use these engineers to bring them into
proximity to soldiers, then aristocrats, and
finally the senior mech staff, until eventually
they are in charge of the city-mech. They use
this position of influence very subtly, mak-
ing no sudden moves or drastic decisions.
Instead, they slowly make it more difficult
for traditional religions to operate in the
city-mech, whether through taxes or tariffs
or regulations, or by commandeering the
temple space in the name of greater needs.
All the while, their cultist allies begin speak-
ing in the markets of Seroficitacit’s will, con-
verting followers one by one. This insidious
plot could be taking place so slowly that the
characters don’t connect the dots between
the various instances — until one of their

gods plants a dream that tells the character



to go to the mech’s cockpit. The character Y

has no idea why, but upon arriving his cleri-
cal ability to detect lunar creatures kicks in,
and he knows something is up.

Other plots could be far more overt. A
lunar dragon who worships Andakakilogitat
might go on a rampage to destroy followers
of the terrestrial gods. He might declare a
holy war, or strike seemingly random targets
that eventually coalesce into a clear pattern.

The divine conflicts can also provide
a cover for other activities. More
than one Stenian military com-
mander has accused Shar
Thizdic of being in league
with the lunar creatures.

This is not the case (at
least not as far as anyone
knows), but scapegoat-
ing him in that way helps
the

civilians to oppose him. At

motivate Stenian

the same time, Shar himself

claims that the misguided priori-

ties of the Stenian Confederacy are

part of the reason the lunar problem per-
sists. If they were to focus more on directly
attacking the lunar creatures (as the Legion
does, Shar claims) instead of simply secur-
ing land and resources, the problem might
be solved. On top of all that, more than one
claim has said that a failed resurrection wasn’t
due to the intervention of the terrestrial
gods, but in fact to the cleric’s base unwill-

ingness to revive a political rival ....

Scourge of the Dragons
The lunar dragons are worthy of a campaign
by themselves. Pound for pound, they are far
more powerful than any terrestrial dragons.
They literally fall from the sky into an unsus-
pecting region, then pick the area clean in
their unrelenting hunger. They lead armies
of other lunar creatures and also recruit
terrestrial raiders and criminals to fight
with them. Because m uch of the surface
world’s infrastructure has been destroyed,
many places have no armies left to fight off
the dragons. An area that seemed safe can
suddenly become a nightmarish terrain of

spontaneous raids and endless danger when
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a lunar dragon swoops out of the moonlit
sky, dropped unceremoniously from its
home planet.

Fighting against the lunar dragons makes
for both one-shot adventures and long-term
campaigns. A mech is capable of facing
(and sometimes beating) a lunar dragon,
and ¢ haracters in mech-based campaigns
should be sent into conflict with at least one
such enemy. If the background of any of the

party’s characters includes

interactions witht he

lunar dragons,

they may have a

particular v en-

detta. A char-

acter whose

familyw  as

wiped out by

a dragon, or

whose home-

stead mech was

crippled by one,

might make a point

of seeking them out

for destruction in his adult

years. Stories of a resident dragon generally
reach far and wide, so it’s easy enough for
characters to locate their hunting grounds
through rumor alone. It’s unlikely a dragon
would be dumb enough to pit itself in a
combat it couldn’t win — especially against
aw alking tin-can that doesn’t taste good
— but with patience and good sense the
characters should be able to find its lair or at

least sight it on its next raid.

Solving the Lunar Rain
Solving the problem of the lunar rain can
provide a long-term goal for any campaign.
The lunar rain causes immense hardship for
many people, and making this clear to the
players can help make it real for them. Mete-
ors have literally smashed untold people,
houses, and livestock. Traveling through a
region struck by severe meteor storms the
night before is like walking across a moon-
scape: Huge craters lie ev erywhere, rocks
the size of boulders still steam from the
impact of their collision, and every so often

a collapsed cave or underground s helter is

( filled with the crushed remains of those who

futilely sought protection there.

How could characters possibly solve this
problem? No easy solution exists. A short-
term answer is to find housing and shelter
for those in need. Presenting the characters
with a family which had half itsn umbers
killed during the previous night’s meteor
storm can tug on their hearts and make them
wonder how they can help. Many times, the
only thing they can do is dig a shelter or
perhaps pull some strings to get the family
on board a city-mech. But an adventure hook
might lie waiting in the fact that the fam-
ily has a shelter, a family stronghold, or an
invitation to stay with distant kin, but it lies
many hundreds of miles away, and they can’t
reach it without some sort of mobile cover
such as the mech piloted by the characters.

Some righteous crusaders have attempted
to take the battle to the moon, hoping that
direct confrontation will somehow solve the
problem. Although it is unlikely that a lunar
trip will make any change to the lunar rain,
such trips can oppose the lunar creatures
on their own turf and provide direct attacks
on the lunar gods. After all, the lunar gods’
intrusion onto the earth has strengthened
them here, so shouldn’t a counterassault

help the terrestrial gods?

-
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ADVENTURES BASED ON
SURFACE WORLD REBIRTH

The lunar rain effectively destroyed civili-
zation as Highpoint knew it. Most major
social institutions w ere destroyed. Cities
were demolished, churches lost power, and
kingdoms were reduced to ruins. From this
chaos emerged new institutions. Initially the
institutions w ere simple and small: single
mechs that gave power to their o wners,
or the scattered tribes whose control of
formerly irrelevant caves catapulted them
into positions of importance. As time went
by, the institutions evolved, organized, and
firmed up their grasps. The mechs formed
alliances and eventually became mechdoms,
mobile kingdoms built around fleets of city-

mechs. The Gearwrights Guild, formerly a



professional organization, built and con-
trolled city-mechs that ev entually made it
effectively the governing political force in
the Stenian Confederacy. Balances of power
shifted, and clever opportunists (such as
Shar Thizdic) took advantage of this to ben-

efit themselves.

Political Adventures

The rebirth of the surface world is a situa-
tion rife for political adventure. On the most
basic level, many areas still have no effective
leadership. Clever adventurers can use these
places to carve out theiro wn fiefdoms.
The bands of scavengers that inhabit the
ruins of surface cities aren’t held together
by hereditary or traditional bonds; they’re
nothing more than random survivors who
have bonded together for safety. The same is
true of the rust riders and most mech tribes.
Small pockets of cave dw ellers still cower
when they see a lunar dragon fly overhead.
Characters who position themselves as pro-
tectors — or dictators — could rule these
lands. They could also be placed in the posi-
tion of freeing them from oppressive rule. A
powerful orc warlord, or a human tribesman
of great personal power, could easily take
control of an isolated band of survivors.
Imagine a 10th-level fighter who comes
across a band of commoners still living in the
caves near the ruins of their

village. Whereas in
the past the laws '
of the land (and
of

laws)

defenders
those
would  pre-
this
fighter from

vent

simply  tak-
ing over, now

he has no such
He

could rule with an

constraints.

iron fist, threatening

the villagers with death at his

hands if they don’t serve him. The characters
could come across this situation and be faced
with the chance to free the enslaved villag-
ers. But the twist could be that the powerful

fighter might be the only person protecting
the villagers from raids by lunar dragons or
other scavengers. If the characters kill him
and then move on, the village will surely be
destroyed by the next unscrupulous
band to wander through. How
can they free the villagers
while still keeping them
safe?

A second level of
adventure is based
the
intrigue

on political
that fol-
lows from areas of
weak leadership. In
many regions, multiple
still

for the hearts and souls of

factions compete
the people. The characters can
become involved in these struggles.
They could arrive on a city-mech only to be
faced with two offers of alliance: one from
the traditional church, which still commands
the w orship ofa small but devoted core,
and the other from the Gearwrights Guild,
which effectively controls the mech’s opera-
tions but has little loyalty from the people.
Though violence between the groups is
not likely, room for diplomatic sabotage
abounds. The characters may be asked to
spy on the rival faction, or travel off-mech to
seek new allies; they may be offered bribes
to switch sides, or threatened with
exile if they don’t; they may be set
up or blackmailed if they refuse
to play the game. If the situa-
tion is one from which they
cannot e xit (perhaps their
own mech is badly damaged
and t hey have no means to
escape), they may be forced
to navigate avolatile situa-
tion. Peaceful characters may
seeka common ground; more
violent characters may decide to
take over.

Within the e xistingw orld structure,
several points of d eveloping political strife
already exist. Shar Thizdic is the most obvi-
ous example. The human tribes of the end-

less plains were never organized before the

lunar rain. He took the opportunity provided
by this disaster to unite them. He effectively
manipulated a potent threat to fill a politi-
cal vacuum — and in doing so has created a
political structure that runs counter

to thousands of years of tradi-

tion. Some factions within

the human tribes resent

his

long for a return to

leadership ~ and
the oldw ays, just
as othersw elcome
the

of control after so

re-institution

many years of chaos.
Elsewhere on the
endless plains, the orcs
are becoming intrigued
with the power of mechs. The
scattered orc tribes have never had
any particular fondness for weapons of war
beyond brute strength, but the impressive
abilities of a mech are hard to ignore — and
even harder to conquer. After a few too many
defeats, the orcs began looking for ways to
bring mechs under their control. This has
caused political tension on an umber of
levels. The traditional source of orc power —
raw physical strength — has been usurped by
orc engineers who can build mechs that are
unstoppable by foot soldiers. More than one
orc warlord has resented his less-important
position as intelligent orcs build mechs. The
orcs are still a diffuse, disorganized bunch of
tribes, but like the humans who were once in
that position, they are a powder keg waiting
to explode. With the right leader, they could
become a potent political force; with the
wrong leader, they could self-destruct into
petty bickering.

Back on the highlands, the most impor-
tant political struggle is being fought in
the dwarven halls. The traditional dw arven
clan structure has been forced to yield to
the Gearwrights Guild, which made the
city-mechs possible. The clans grant power
based on wisdom, seniority, and battle prow-
ess, but the Guild grants power based on
building ability and technical insight. Some
elder dwarves among the clans simply can-

not understand why ay ounger dwarf would



be placed in charge of a mech — but to the Y

Guild, it seems obvious that those with
technical s kills should be deployed w here
they can be most useful. On the city-mechs,
these differences of opinion create grave
danger. Clan leaders sometimes give orders
that contradict those of the Guild; dwarven
pilots, gunners, engineers, andw arriors
sometimes have two sets of directions to
follow. Organization hierarchies can be clear
on paper but difficult to enforce in practice;
combat efficiency is eroded when turf wars
and infighting prevent rapid decision-mak-
ing. These problems are not easily solved.
Many dwarves are old enough to remember
the days before the lunar rain, and they tend
to follow the old rules; but younger dwarves,
or those who have trained for decades with
the Guild, can’t agree to a return to the
ancient traditions. Given the stubbornness
for which dwarves are famed, these divisions
won't simply go away, and many a dwarf with
wounded pride has challenged another to
awarrior’s duel. The mech jockeys dismiss
these duels with laughter, claiming they’d
rather fight with a mech than an axe any
day, but more than one has been forced to
defend himself against a sudden attack by an

enraged rival.

Dungeon Crawl Adventures
The world is now covered in ruinsCities were
laid to waste by the lunar rain. Underground
regions saw wave after wave of refugees, and
countless wars. Ancient citadels immune to
ground assault for generations were opened
up by the meteors, then scoured by the drag-
ons. Impenetrable citadels were  flattened;
powerful cities were humbled

In short, it’s an adventurer’s dream. Rel-
ics and ruins cover the surface, waiting to
be claimed by those brave enough to find
them. Tortogs and other scavengers already
make a good living specializing in this trade,
and the friction between the elves and those
who have raided their ruins for relics is a well
known phenomenon.

Room exists for characters on both sides
of the equation, either as grave-robbers in
search of undiscovered treasures, or in the

service of those who wish to recover lost
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treasures. As grave robbers they could sim-
ply wander from ruined city to ruined city,
looting what’s left of once-great societies.
In a mech they’ll be well protected on the
journey, but once they arrive they’ll have to
disembark. This is where you can run some
good old-fashioned dungeon crawls. Maybe
a scavenger band has recently shown up in
Edge with bags of gold coins, far more than
rubbish such as theys hould possess, and
the gold coins are imprinted with the royal
seal of a nearby ruined city. Word leaks that
they’ve found the dead king’s vault, which

was e xposed to the surface

bya recent meteor
strike. The char-
acters join

the race to
secure the
vault first.
Per haps
they
ceed —or

per
they fail only

suc-
h aps

to discover an

even more prom-

ising lead in the city’s

ruined sewers, which saw

extensive occupation in the early days of the
lunar rain ....

On the flip side, the characters may be
in search of lost family heirlooms, whether
their own or their employer’s. EIf characters
feel this particularly strongly, as their histori-
cal artifacts were robbed from their ruined
tree villages. An everyday merchant might
want to locate an heirloom in the house he
fled 100 years ago, or a grandson might seek
to recover his noble grandfather’s legend-
ary magical sword, rumored lost when the
meteors destroyed his keep. Countless ruins
beckon to be searched for something that
has been lost, and all of them provide charac-
ters with a reason to go on a dungeon crawl.

Another kind of adventure presents itself
when these ruined areas are rebuilt. Since
the surface world is becoming more habit-
able, some brave souls are actually trying
to rebuild it. They may want to build where

a ruined city once stood in its prime. This

requires clearing the area of monsters, of
course, and then the task of protecting it
from raiders once it’s established. Even the
city-mechs face this problem, as their mech-
doms try to grow their safe zones steadily.
Making a zone safe means entering the ruins
and flushing out whatever is there — surely a

task for heroes if ever one existed.

-
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ADVENTURES BASED ON
COMPETITION BETWEEN
MAGIC AND STEAM

The rising power of steam

technology is a major theme

in DragonMech. The dw arves

claim that once an Age of Walk-

ers existed when steam power

dominated the land. The

elves dispute this claim, find-

ing no reference to it in their

own legendary texts, which

document the predominance

of magic throughout all of

recorded history. Until P arilus

came to Duerok, even the dwarves

weren't inclined to place much stock

in the Age of Walkers, but now it seems

undeniable, especially when backed by the
proclamations of the Gearwrights Guild.

This dispute is more than academic.
Steam power threatens the predominance
of magic in the world. The social status of
mages is being eroded by gearwrights and
coglayers who can accomplish equally amaz-
ing tasks with completely mechanical means.
Coupled with the diminished position of
divine spellcasters (who sometimes go days
without hearing from their gods), this makes
steam power a savior to the people, and a
threat to those who once provided protec-
tion.

Adventures built around t his thread can
use the characters’ allegtances for or against
them. Characters who use magic may find
themselves ostracized on city-mechs. The
reverse situation can be far worse: Charac-
ters who try to build mechs or other steam-
powered creations may be the victims of

sabotage by jealous wizards.



Some wizards have taken this rivalry to
the level of a holy war. This is especially true
among the elder elves. During the worst of
the lunar rains, their forest villagesw ere
reduced to rubble. Many v aluable magic
items were then stolen by raiders, looters,
and scavengers. Mechs in particular played
a large role in this, because the mech-
equipped raiders could enter the elven
ruins before most of the elves could. Now
that the elves have devised their own mechs
(powered by magic, of course), they seek
to recover their stolen relics. To them, the
steam-versus-magic conflict is not academic;
it’s the direct reason their historical records
are being disputed and their magical proper-
ties have been stolen.

Adventurers of elven origin may feel the
need to recover magical artifacts. Recover-
ing the relic that once protected their home
village might be an ongoing quest, taken up
whenever time or circumstances provide a
new opportunity. Likewise, they may try to
even the score a bit by disabling or damaging
steam-powered o bjects whenever possible.
Members of the anklebiter prestige class are

often embittered elves.
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ADUENTURES
0N ¢ITY-MECHS

City—mechs are like massive w alking

provide a mix of urban and dungeon adven-

cities with built-in dungeons. They

tures, with access to mech- and wilderness-
based adventures only a few hundred meters
apart. They make a great base from which to
launcha DragonMech campaign, particu-
larly because they can introduce a character
to thew orld of mechs without requiring
him to actually pilot a mech. This section
discusses some options for adventuring on
city-mechs.

One thing to remember about a city-mech
is that it is constantly in motion. Characters
on board feel a slight swaying motion as it

strides across the landscape. The higher
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up they are, the less noticeable this is; in
the highest levels, they might not even feel
it unless they are near a window to see the
horizon line moving. On the lowest levels,
though, it is painfully obvious, particularly
to those with a vulnerability to motion sick-
ness. Living on the legs of a city-mech is like

riding a never-ending roller coaster.

GEAR FORESTS

The so-called “gearf orests” are the
engine rooms of mechs and other com-
plex mechanical devices. They are man-made
spaces filled with spinning, whirling, pump-
ing arrays of engine apparati that are dizzy-
ing in their complexity. They are, in essence,
engines so large that humans can walk within
their empty spaces. But doing so is quite dan-
gerous, to say the least. Gears, cogs, levers,
pistons, and other engine components fly
about, each doing its own job to keep the
engine functioning. Combined, these can
make h undreds or thousands of moving
parts, each of them potentially deadly, all
of them utterly heedless to the lives of pass-
ersby. Organic intrusions are distractions at
best, malfunctions at worst.

Look under the hood ofy our car and
imagine the engine on a human scale. That’s
a gear forest. It could be described to players
like this:

You enter a cavernous area filled with moving
gears. It’s almost like you’re standing inside of an
engine so large you have room to walk within it.
Gigantic pistons, the height of the ceiling, pump
up and down in the distance. Beside them, dozens
of huge round gears turn in place. The
visible upper halves rise as high as
the ceiling. Some turn laboriously
while others spin at breakneck
speeds, their toothed e dges like
menacing buzzsaws. Between the
large pistons and gears is a dense
underbrush of smaller engines,
including cogs, gears, levers, pistons,
belts, f ans, pipes, arms, pumps, and
rotors. Pendulums swing from above you as hidden

shafts occasionally slam upward from the floor.

A

b

You can see no clear path through the engine
underbrush, though if you’re careful you might
pick your way through safely. The ground and most
surfaces are covered with oily residues, ranging in
depth from a slick layer to puddles of sludge. The
air is oppressively hot and tastes metallic. You can
see the reason why: Gouts of flame belch forth peri-
odically from some parts of the room, while other
areas let off steady supplies of white-hot steam.
Everything is in motion, in all directions and at all

speeds. The effect is dizzying.

City-mechs are large enough that they
have several levels devoted to engine spaces.
Once set in motion, these gear forests
can take on lives of their own. As long as
the engine runs smoothly, the city-mech’s
coglayers have no need to visit, so the gear
forests become home to creatures look-
ing to stay out of sight. Some are thieves,
criminals, monstrous humanoids, and other
rejects from the mainstream of city-mech
society, but others are strange creatures
specially evolved for life in a gear forest. In
some cases they initiate a bizarre symbiotic
relationship whereby they keep the engines
clean and functional precisely so the mech
crew will have no reason to visit and acci-
dentally discover their presence. This is a
common practice among stowaway coglings.
They sometimes battle with other intelligent
residents of the gear forests who may dam-
age the apparatus. These include scavengers
illicitly collecting engine sludge to be resold
as second-rate motor oil, to rust riders.
Some thieves have ev en been known to
siphon fresh oil straight from the pipes. But
the coglings always react quickly to these
incursions, since any reason for the authori-

ties to visit the engine room only
increases the likelihood they’ll

be found and evicted.

Hazards of the Gear
Forest
A gear forest can cover mul-
tiple levels on a large mech.
It is considered forest terrain
for movement purposes (half speed
except on trails). Thef orest alternates

between huge parts that are easily avoided
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and thickets of tiny, whirring gears that move
at dangerously high speeds. “Trails” exist —
paths built by coglayers to reach certain sec-
tions of the engine for maintenance reasons
— but they are few and far between, rarely
leading where the characters want to go.

Moving through a gear forest is dangerous.
Everything moves, the ground is slippery, and
a tiny misstep can mean being smashed by a
piston or sliced by a spinning gear. Passersby
must step very carefully, and even then they
may be caught by surprise. On top of that,
the air is oppressively hot.

The table below describes potential haz-
ards. No matter how careful they are, charac-
ters walking through a gear forest have a 25%
chance per round of encountering a hazard.
Running or fighting within a gear forest
doubles the chance. Determine the hazard
by rolling 1d8.

RoLL (Ip8) DANGER REFLEX SAVE DC DAMAGE

| Geyser of hot steam 8 1d2
2 Idle gear suddenly

starts spinning 10 1d3
B Unseen piston shoots

up from the floor 16 Id4
4 Two heavy metal blocks

on either side of the

character swing shut,

closing a valve 8 Id6
5 Slippery oil slick 14 Fall prone
6 Pendulum swings down

from above 12 Id6
7 Gout of fire 10 |d6 + fire
8 Slack belt at floor level

starts spinning 12 1d2 + fall prore

Creatures smaller than Medium size are
more easily able to duck and dart between
the engine’s crevices. They receive a +2
bonus to their Reflex saves. Creatures with
5 or more ranks in the Tumble skill receive a

+1 bonus to their Reflex saves.

Characters who pause in a safe area to
study the path ahead of them receive a bonus
to their Reflex saves. After observing the
engine’s rhythm for a full five minutes, they
have watched long enough to see the pattern
and know when to anticipate most hazards
— although plenty of irregular occurrences
still happen, and their own reflexes decide
the final outcome. Studying the path ahead
grants a bonus to Reflex saves of +2 to +4,
depending on the complexity of the area and
how much a character can grasp. This bonus
applies only while concentrating on move-
ment. If the characters are distracted (such
as by combat), the bonus ceases.

Living within a gear forest for an extended
period of time can make a character familiar
enough with the area that he is no longer in
danger. ust as a ranger can learn his forest
so intimately that he knows the location of
every predator, a cogling or clockwork rang-

er can learn the gear forest so well that he is



aware of every moving part. For every month
of occupancy within a gear forest, subtract 1
from the DC of any danger encountered, to
a minimum DC of 1. Even then, however, the
character may still be delayed by the need to
time his travel to avoid moving parts. If his
movement exceeds walking speed, he suffers

a12% chance of encountering a hazard.

General Traits
A gear forest is illuminated by the glow of
hot furnaces and gouts of flame. It is con-
sidered a low-light area. Without additional
lighting, visibility is limited to 15 feet, or 30
feet for characters with low-light vision.
Gear forests are extremely noisy. Buzzing,
clanging, and banging are all around. All Lis-
ten checks suffer a -2 penalty in a gearforest.
Gear forests are filled with places to
hide. Unless specifically noted on the map,
assume a creature can find shadows or an
obstruction to hide behind in any area of
a gear forest. This cover usually involves
moving parts, however (even though they
may not be moving when the character first
ducks down). The character is still exposed
to the danger of hazards while hiding. In the
same manner, it’s almost always possible to
find cover of one-quarter or one-half, but the
cover might start moving unexpectedly.
Some areas of the gear forest are virtually
impassible on foot. The ground is so thickl y
covered withm oving parts, re d-hot stee 1,
or pools of steaming liquid that climbing or
jumping may be necessary. Depending on
the obstruction being cleared, the penaltyfor
failure can be loss o f hit points. You should
indicate these obstructed areas on your map
Other areas may be extremely active. So
many moving parts might exist that it ’s just
downright impossible to get a sense of whats
goingon. Int hese areas, hazards may be
encountered much morefrequently.Coglings
(who

know it so we 1l that they are immune to its

and other natives of the gear forests

dangers) direct combatants into these areas,
hoping theyll be killed by the environment
The ever-present piles of sludge in which
the machinery sits can be fire hazards. Desig-
nate any particularly deep sludge puddles on
your map. Any fire attack aimed at the pud-

dle or a creature in the puddle will instantly
ignite it. The fire spreads outward to the rest
of the puddle on the next round. It will last
until it has burned itself out, which typically
takes 1d3 rounds. Creatures caught
in the fire take 1d6 damage and
may catch on fire (Reflex
save (DC 14) to avoid).
Summary of gear for-
est traits:
+ 25% chance of haz-
ard per round while
walking; 50% while
running or fighting
+ Creatures smalle r
than  Medium size
receive + 2 bonus to
Reflex saves against hazads
+ 5ormore ranks in Tumble skill
grants +1 bonus to Reflex saves
+ Studying the path ahead gives bonus to
Reflex saves of +2 to +4
+ Visibility of 15 feet (30 feet with low-light
vision)
+ All those within suffer a -2 penalty to
Listen checks
+ Hiding places and cover readily available
+ Some areas impassable; other areasvery
active

+ Flammable sludge piles

Ecology

Strange as it may seem, gear forests are home
to a wide variety of life. The building blocks
arev ermin and small animals, especially
insectoids and reptiles. Cold-blooded crea-
tures are attracted to the warmth of engine
rooms. One reptile, the grease lizard, has
established itself as the dominant animal
among the gear forest’s natural denizens. Of
course, there are always monsters, beasts,
and aberrations that can best a grease lizard.
They are somewhat less common in gear
forests than in normal dungeons, but they
are still present.

Intelligent denizens are anot herma t-
ter entirely. The heat and noise make the
usual underdeep races uncom  fortable in
gear forests. Coglings are the most common
intelligent race found in gear forests. Even if

coglings are present, human cdockwork rang-
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ermay be there aswe ll. Relations between
these two parties vary from firm alliances to
tolerance, but are almost never hostile. The
only other humanoids encountered with any
regularity are trog lodytes an d

kobolds.
Ferrovores, the
most hated crea-
tures on  any
mech, are rare
in gear forests.
This

rust

includes
monsters.
They are hunted
and killed by
coglings, who
don’tw ant to give
the mech crew reason
to come make repairs.
Characters will only encounter
ferrovores if they have just recently invaded
the mech.
Constructs are the final category of life in
a gear forest. When first built, gear forests
invariably include a small army of cogulus,
clockwork puppets, and other special-pur-
pose automatons. Most are programmed for
specific maintenance purposes, with a few
there for defense. Over time, they can be
corrupted. In older engine rooms, they may
be hostile, insane, or co-opted by coglings.
Other constructs are introduced by various
squatters or arrive of their own volition (as

clockwork horrors are known to do).

URBAN AREAS

The settled levels of city-mechsv ary
greatly in design, size, and construc-
tion, but they have some things in common.
A central marketplace level can always be
found; engineeringh urdles concerning
delivery of water always exist; more room is
always needed to grow all the food required;
and the city-mech is always in need of raw
materials. These and other needs routinely
create conflict and the potential for adven-
ture. Here are some ideas.

Water: Water is the most precious

commodity for any steam-powered mech,



for itk eeps the engines running. Water is
delivered to the city-mechbyway of huge
reservoirs on its shoulders. Rainfall accu-
mulates in the reservoirs, with a dditional
water pumped up from the city-mech’s feet
whenever it walks through a river

or lake. In areas with little

rainfall, the city-mech

must routinely
visit nearby lakes,
which
creates
flicts with the

fishermen and

often

con-

hunters whose
territories
disturbed by the

thousand- foot-tall

are

creature sucking up
their water supply.

The water is fed tothé mech
from the reservoir through a series o f
gravity-powere d v ertical pipes. At least
On the

poorer (lower) | evels, this pipe empties

one pipe goes through each level.

into a com munal bath in the center o f the
On the richer
(upper) 1 evels, the city-mech has prim

level, which is shared by all.
i-
tive p lumbing built in; secon dary pipes
distribute t he water to severa 1 smaller
basins throughout the level, each o f which
is shared by two or more families .

Water distribution is a constant source
of strife. Because a handful of vertical pipes
channel the reservoir to the entire mech,
upper levels can blackmail lower lev-
els by cutting off their water supply.

In fact, this is one of the state-sanc-

tioned crimes of the thieves’ guild,

which often charges “water rents”

to the poor lower levels. But the

poor can retaliate by punching holes

in the pipes that lead up from the grates

in the feet, then siphoning off water when-
ever the mech walks through a river. Patrol-
ling and preventing this sort of a problem are
constant necessities.

Food: No city-mec h producesa llt he
food it needs. Food and metal are their
two greatest imports.  But city-mec hs do

devote substantial resources to feeding

»

themselves. Ma ny of the wealthier families
have small fungus farms. Entire levels are
devoted toraising livestock; duringt he
day, the walls o f these levels slide aside to
provide sun light, wit h barred pens keep-
ing the animals from falling out. Other
levels ue the same method to
grow crops, especia lly grains;
city-mechs have never had
much luck with  fruits or
vegetables.

Despite these efforts,
city-mechs  invariably
require far more food
than they produce. Mech

fleets are encouraged to

hunt when they can and

bring home anything edible

from their kills. Other than

that, the shortfall is supplied by

taxation of the surface-dwellers whom
the city-mech protects.

Class Differences: Severe class strati fi-
cation exists on most city-mechs, especially
now that the military threat is su bsiding in
favoro f civilian populations.  The poor
have crampe d quarters ont he lower levels,
while the rich have spacious areas up high.
The poor do the work that keeps the city -
mech running —s hoveling coa |, repairin g
engines, fabricating parts, tendingliv.  e-
On

some city-mec hs, t he poor literally built

stock — while the rich do ... nothing.

the mech (as was the case with Ne d-
derpik, whose citizens were
all builders ), and n

nonbuilder aristocrats

ow

are buying their way on
board.
Inno case hast his
reached the pointo  f
violence,but resentment is
building. The idealism of the
“city-mech pioneers” fades as
they watch thdruits o their hard work be once
more tranformed into afeudalistic system
Getting Around: Each floor has at least
three staircases leading to lower levels, plus
whatever passages have been built inside of
private houses. Some of the lesser-used areas

have only portholes and rope ladders; other

»

important levels have grand staircases and

official entryways.

Steam-powered elevators of sorts e xist;
these loud, grinding rooms frighten the
daylights out of almost ev eryone who has
used one. You walk into a small windowless
steel box, the door shuts, a racket louder
than anything you've ever heard occurs, you
feel like you’re moving, then the door opens
to a different room — it’s an experience that
seems magical to the typical medieval peas-
ant. Usually one steam-powered elevator is
in the center of the mech and several more
are around the edges, all connected to the
vital areas. Visiting traders use the eleva-
tors routinely to bypass the gear forests on
theirw ay to the market (freight elevators
specifically for this purpose even exist), but
locals almost never use them. All elevators
are locked, and only the military and mech
officials have keys.

Districts: As withany city, a city-mech
has different districts. Some levels are
devoted to housing, others to work. Gener-
ally each group of three to five floors is one
“neighborhood,” with the neighborhoods
divided by nonhousing levels. Common dis-
tricts include these:

* Housing: At least half of the mech’s area is
devoted to housing. The upper levels are
spacious and we 1l appointed, while the
lower levels are cramped. Every housing
level has a few main roads or alleys con-
necting the staircases. Very little of the
floor space is public. The public corridors
are lined with endless doors, some of
which lead to individual dwellings while
others enter “lobbies” connecting several
dwellings. Every door has a lock, only a
few windows exist, and at least a quarter of
all dwellings are not directly connected to
a public space — meaning it is quite easy
to do secretive things and be noticed only
by your immediate neighbors, if at all.

¢ Market: Usually one large market is in the
city-mech’s torso. This area occupies a full
level, sometimes two, and is the official
trading area for the mech. All state-sanc-
tioned sales take place here, including
transactions for imported metal and food.

(The storage of the food and metal may



TABLE 6-1: UNUSUAL FEATURES ON A CITY-MECH

RoLL (p20)  FEATURE

N

High ceilings (the trader level, designed for visiting humans or elves).

4 An area conspicuously walled off.
5 Aj y undiscovered hull breach.
6 A gang of ruffians, protected by the thieves’ guild, is extorting tolls from anyone who wants to travel up the most convenient staircase.

[

A nasty slum, worse than any other level on the city-mech.

S

A monster has breached the hull and settled on the level, using charm person or other similar abilities to ensure that no one complains about its presence.

12 A dividing wall separates the level into two sides, each with its own identity and culture. The wall extends several levels deep, creating two “towns” that are rivals
(or even enemies) and never meet.

J R -

14 Rubbish heaps on the floor.

N

All stairways leading to lower levels have been sealed, and the residents claim it’s always been that way — but evidence suggests otherwise.

%o

Strange noises come from that (or another) dwelling at night.

||

N

0 Stowaways are protected by a sympathetic mage (via illusion spells and the like).

take place on other levels, but the official
buildings and records are here.) The usual
assortment of merchants and craftsmen
peddle their wares from rows of stalls. In
most cases these are rented, not owned;
rental fees go to the city-mech’s coffers.
Unusual goods available for sale in a
city-mech include an impressive array of
steam-powered gear (such as steam guns,
flame nozzles, steambreathers, and so
on), smithed goods of the highest quality
(including plenty of masterwork items,
since the best blacksmiths invartably are
accepted to live on a city-mech), and the
most ex otic spices, fabrics, and house-
hold goods from anywhere within 1,000
miles of the city-mech (since they are
the center of wide-ranging, highly mobile
networks of mech traders).

At least one fifth of the market is
dedicated to rotating stalls, where visit-
ing mech traders can display their wares.
These stalls have new sets of goods almost
every w eek, which are always a focus of

attention since they are invariably exotic

»

or highly v aluable. Of course, most of
the mech traders bring loads which they
would prefer to sell in bulk, but they are
happy to display small samples of the lat-
est drow spidersilk or elven darkwood,
since the delighted responses of everyday
folks show the bulk buyers how popular
the items will be.

« Livestock: As described above.

¢ Military: Many areas are under military
control. Any area with a weapon is locked
and often has a military guard. The hands
and feet are almost always 100% military,
thought he arms and legs
have plenty of civilians,
especially close to
the torso.

+ Control Room: Sev-
eral levels of mili-
tary facilities e xist,
at the head of which
is the control room.
This is the nerve center of
the entire mech, and it is off-limits

to almost everyone.

+ Foundries: Quite a few levels are devoted to
blacksmithing, metal refining, parts fabri-
cation, and new mech construction. The
foundries are always close to the gear for-
ests. This puts the repairs area right next
to the location where repairs are most
needed, anda lso reduces the distance
imported metal m ust be hauled. One
section of the foundries is a construction
zone where the floors have been removed
for several levels. This space has a ceiling
clearance of nearly 50 feet and is used for
assembling parts of new mechs. A massive
freight elevator carries the parts down to

the hangar, where they are assembled.
* Hangars: The hangars are the
mech’s feet and shins. Huge vaulted
spaces hold smaller mechs snugly in
space as the city-mech walks. These
hangars are secure, locked, and well
guarded. They usually hold only mili-
tary mechs.

¢ Docking bays: Around each ankle of the
mech is a wide, flat platform, like a plate

or saucer built around the leg. This plat-



form is divided into trapezoidal sections
so it can be folded onto the leg when
necessary. Most of the time, however, it
is open, where it plays host to visiting
mechs. They are mostly traders or military
mechs from other city-mechs.

Asthe city-mech strides along, the plat-
form rocks and rolls like the deck of a sail-
ing ship. Most of the mech is fairly stable
when in motion, but not the feet! This
takes some getting used to. Mechs are
heavy enough to remain in place despite
the rocking, but they are still chained in
place as a precaution; if the city-mech
enters combat, the sudden motion can
send things toppling.

The process of boarding a city-mech
can be harrowing. Every mech, whether
docked in the hangars or the docking bays,
must time its steps to the motion of the
city-mech. The lowest edge of the docking
bay dips to within ten feet of the ground
(bumping into it on uneven terrain). The
boarding mech must run alongside, end
up in just the right spot, and step onto the
trailing section of the docking bay for the
ten seconds it is reachable. The boarding
mech then rises with the docking bay on
the city-mech’s next step. A wrong step
in boarding can mean being kicked aside,
knocked over, or even crushed by the city-
mech. It’s rare, but it does happen. (See
page 88 for detailed boarding rules.)

In times of danger, the docking bay is a
vulnerable place. Its wide open and easy to
board. In such times the owners of all visit-
ing mechs are required to man their mechs
as they rest on the docking bay, using their
weapons to defend the city-mech

+ Gear Forests: And last are the gear for-
ests, as described above.
Blocked Areas: It’s easy to block
off part ofa city-mech. On the
residential levels, w alling off a
single hallway can seal in dozens
of homes. Protracted disputes
have resulted in just sucht hings
occurring. One level on Nedderpik
had the misfortune of coincidentally
housing both sides of a generations-
old family feud. One side built a wall right

down the middle of the level, with no access
to the opposite area, then literally hacked a
hole in the floor and ceiling to give access
to the adjacent levels. It has been that way
ever since. Walled-off areas are few and far
between, but they present opportunities
for adventure. In the hot, desolate foundries
right above the gear forests could be a wall
that has been there as long as anyone can
remember. Why? What’s behind it? W ithin
the gear forests themselves, areas could be
walled off by stowaways. Maybe a stall in the
market always seems closed ....

Hull Breaches: Hull breaches are gener-
ally repaired as quickly as possible. No one
gains from having a hole in the side of the
mech; it makes everyone vulnerable.

That said, breaches can’t always be fixed
promptly. On a city-mech with 3,500 people,
the authorities might have something better
to attend to. By the time they get around to
the breach, it has been forgotten or taken
care of by the locals. One level on Durgan-
lok has been breached for decades, but since
the locals bricked off the immediate area, no
one has ever bothered to fix it properly. In
effect, a cave is now on the side of the city-
mech: The original hole in the side (caused
by several faulty iron panels, which just fell
off) and the roughly sixty square f eet of
space behind it have no access to the rest
of the level. If a flying or climbing creature
could reach the breach, could it now be liv-
ing in the de facto cave? No one knows ....

Unusual F eatures: Table 6-1 presents a
number of unusual features that can be used
to personalize a city-mech level. You can roll

1d20 or pick.

O ——

INTEGRATING MECHS
INTO EXISTING
CAMPAHIGNS

antasy mechs can be integrated into any
Fcampaig'n setting. You don’t need to run
your game in Highpoint to use them. Explain-
ing their appearance wihin an existing settig
may be a bit tricky, but it ’s no trickier than
explaining the appearance o f the tarrasque;
after all, these are fanta;/y games, and it ’s
perfectly permissible to allow for the sudden
appearance of heretofore untold marvels

For the sake of internal consistency,
however, y ous hould introduce mechs in
a planned w ay. They are so powerful that
they can swing balances of power wildly and
quickly. Just as the horse was the most pow-
erful armored assault vehicle for thousands
of years of human history (and, in many fan-
tasy campaigns, still is), mechs can assume
the same mantle: an unstoppable military
machine. If one kingdom deploys mechs in a
war of conquest, its neighbors had better get
their own mechs fast.

The most entertaining way to bring mechs
into an e xisting campaign is to treat them
as lost artifacts of a b ygone age. Imagine:
Thousands ofy ears ago, mechse xisted.
Their use dwindled for a variety of reasons:
wars with magical outsiders; replacement
by easier-to-maintain golems and magical
constructs; a shift in magical energies or
interests that reduced the number of magic
users available to maintain them. Over time,
the empty mechs rusted into aged hulks,
bipedal testaments to a lost era. Most
eventually collapsed. But three survived.
One was sealed, repainted, and installed as
a monumental statue in the capital city. Now
no one remembers that its interior contains
an engine. A second was stored below t he
sea in an underground air pocket, where it
has been kept dry and clean by a monk order
called the Brotherhood of Gears. They await
their avatar to bring the mech to life. The



final mech was buried in a titanic battle with
earth elementals. That strange h umanoid-
shaped mountain in the distance is actually
a buried mech, ready to come to life if it can
be entered and cleared of the monsters that
now occupy it.

Alternativdy, mechs
may have existed a 1l
alongas part o f the
world’s mytho 1
ogy —andnow t he
characters discover
theyrereal. Orpe r-
haps the mechs are still
active but few in number.
They wander the world and per  i-
odically come into contact wit h known civi-
lizations. What if the mechs were primordial
creations, constructed thousands byears ago,
that have been built upon sinceéPhey may have
massive unexplored dungeons in t heir lower
levels; the areas where people once lived are
now derelict and occupied by monsters

Once mechs do make an appearance, the
world will change. First, the powers that be
will seek to control this new marvel. Kings
will fear the mech’s ability to destroy their
armies. They will try to steal it, control it, or
copy it as fast as possible. Second, threats to
civilized society will be reduced by an order
of magnitude. Rampaging dragons? No big
deal; bring in the mechs. Dwarven mechs
in particular will have the greatest reper-
cussions, because they can be built with no
magical requirements; any king with
deep pockets, intelligent sages,
and a few hired dw arves or
gnomes can construct one.
Third, the changed nature
of w arfare may encour-
aged changes in daily life.
Traditionally,  peasants
congregate around cas-
tles because they provide

safety. Now they may con-

A

gregate around mechs ... but because mechs
are huge, and they can move, some peasants
may live on the mechs, growing crops in ter-
races carved out of its hull.
If these changes are toomuch fory ou,
introduce mechs more sparingly. Incorpo-
rate natural limitations on their role in the
world. For example, constructing a mech
requires an enormous amount of metal.
Even if an ancient mech is discovered
and restarted, neighboring kings may
be unable to build their own for lack
of sufficient metal deposits. Of course,
they could still build some of the old-
fashioned stone mechs, but those aren’t
quite as powerful. Alternatively, a
powerful religious order could
decry the mechs as an affront
to the gods. “Who are we,”
they say, “to build metal
mockeries of the gods?”
Suddenly the entire mech
movement is squashed at
its beginnings.
Intro ducing mec hs into
your wor Id can constitute
an enormous s toryarcco v-
eringma ny, ma nya dventures.
Characters at low levelsm  ay hear
rumors or legends concerningt he ancient
walking mec hanical men. Atthemi ddle
levels they could discover evidence o f
such constructions, via ancient tomes or
miniature wor kingmo dels. Att he
higher lavals they could
learn that suc h t hings
really dide xist,
thenem bark on
a great quest to
findone o f the
three remainin g
mechs.
Ana

tive to intro duc-

Iterna-

ing the “mechs

»

of the ancients is to let mechs evolve
naturally. That ’s the approach we ’ve taken
with Highpoint. A series o f events de fined
circumstances favorable to mechs. Instead
of lunar rain and massive dragons, your
world could include another series o f
events. Invadersareagoo d prescription
for the protection a fforded by mechs. The
mechs may even have existed for hundreds
of years as expensive curiosities; only now
are the prototypes altered for practical
use. Theinvaders must be something out
of the ordinary, h owever; orc hordes aren 't
enough to send society into mechs  (unless
they’re truly orc hordes like
nothing the wor Id has
ever seen before ).
Qutsiders  from
anotherp lane,
demons or
devils, drag-
ons,
plague t

has sent t

even a
hat
he
giants intoa
frenzied, rabid
stateo f mind

— the enemy s hould
be imsurmountable wit h-
out the aid o f mechs.

Once mechs are in your world, give them
time to settle. It might take many years of
game time for stories of the mechs to be
accepted as real in all parts of the world. In
areas under mech control, people associated
with mechs will have instant social status.
First-level mech jockeys may be afforded
more prestige than 10th-level fighters. The
displacement of cavalry and traditional
modes of w arfare will undoubtedly cause
rivalries and resentment, as will any changes
forced upon commoners. P easants who go
from tilling their fields to shoveling coal into

amech’s furnace might not be too happy!



PLATE 8 The city-mech serves as an excellent
starting point for any DragonMech campaign.



CICY-MECH NEDDERPIR

P | EDDERPIK IS A LARGE CITY-MECH UNDER THE CONTROL OF THI

GEARWRIGHTS GUILD. IT WAS THE SECOND CITY-MECH EVER

BUILT. EVEN THOUGH MECH TECHNOLOGY WAS NEW TO THE DWARVE

WHEN NEDDERPIK WAS CONSTRUCTED, THE MECH WAS DESIGNED

USING THE SAME PRINCIPLES PARILUS APPLIED TO DURGAN-LOK,

AND THE CONSTRUCTION WAS SUPERVISED BY THE THREE JUNIOR

GEARWRIGHTS HE LEFT BEHIND. THIS WAS THE ONLY CITY-MECH

WHOSE CONSTRUCTION THEY SUPERVISED. AS A RESULT, NEDDERPIK

IS ACTUALLY FAR MORE ADVANCED THAN MANY OTHER CITY-

MECHS BUILT AT LATER DATES, WHICH WERE LED BY THE COGLAYER

APPRENTICES OF THE GEARWRIGHTS WHO BUILT NEDDERPIK.

n the early days the Guild maintained
Ia crisis-situation mentality where only
essential personnel were allowed on board
Nedderpik. Now that the Stenian Confed-
eracy has largely secured its territory, Ned-
derpik is far more open to traders, refugees,
and wanderers — making it a perfect starting

or stopping point for adventurers.
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STATS
NEDDERPIK
Size: City-mech E
Power Source: Steam
Payload Units: 8,224
Height: 1,200 ft.
Space/Reach: 600 ft. by 600 ft./600 ft.
Crew: 2,056
Firing Ports: 987
Hit Dice: 718
Hit Points: 3,949
Critical Thresholds: Green; Yellow 1,975;
Orange 987; Red 395
Base Initiative: -5
Speed: 180 ft.
Maneuverability: Clumsy
AC:2

Hardness: 28 (Iron, City-mech E)
Base melee attack: +20
Base ranged attack: -5
Unarmed Damage: 11d6 +28
Trample: Largest City-mech B;
safe Colossal V; damage 13d6
Saves: Fort -2, Ref -8, Will -
Abilities: Str 66, Dex 0, Con —,
Int —, Wis —, Cha —
Mechcraft DC: 80
Base Planning Time: 160 days
Base Cost: 1,424,589 gp
Total Cost: 1,497 818 gp
(does not include weapons)
Labor Requirements:1,966,080 man-hours
Construction Time: 125 days

(1,970 avg. laborers plus 197 overseers)
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COMBAT TACTICS

edderpik is extraordinarily difficult to
N attack. It has an arsenal of weaponry, a
powerful fleet of smaller defense mechs, and
the benefit of sheer size. Given the rarity of
direct assaults on city-mechs to begin with,
most of its defenses are aimed at ground

raiders, boarding actions, and hit-and-run

S

assaults, rather than head-to-head combats
with mechs of equal size.

Nedderpik’s mech fleet emphasizes rela-
tively small mechs — most of the force is size
Gargantuan. These are constantly patrolling
the ground near the city-mech’s feet. They are
small enough to detect and pursue humanoids,
whether singly or in small raiding parties.

The city-mech’s legs are heavily defended
against ground raiders. Each leg has a total
of 10 cupola-mounted steamguns only a few
dozen feet off the ground. These are always
manned. With their overlapping fields of fire,
the mech can hit any individual target long
before it manages to sneak up on the mech.

If the steamguns fail, or if the mech is
overwhelmed by a large force, each leg has a
steambreather as back-up. With their cone-
shaped area effect and 360-degree track
mounting, the steambreathers can engage
huge crowds of humanoid targets with a single
shot. The left arm wields a Gargantuan flame
nozzle that can also be used against ground
raiders. As a last resort, the mech can bring
its 987 firing ports to bear, although most of
these are on the torso and are too far from the
ground to be effective against land forces.

Against enemy mechs or large targets (such
as giants or dragons), the city-mech has an
impressive array of steam cannons. A total
of six are mounted near ground level on the
legs. Nine more are mounted on the torso and
head. An array of javelin racks is mounted in
the torso to deal with flying attackers.

Nedderpik has only a few defenses against
attacks from large mechs. The first is its
mech fleet. The second is the enormous
steam cannon mounted in its head. This has
a limited fire arc but is utterly devastating
against anything foolish enough to enter its
range. Finally, there are the arms. Each one
has a bore puncher, and the right arm also has
a lobsterclaw. If attacked by another large
mech, Nedderpik uses its bore punchers to
install assault squads that attempt to fight
their way to the other mech’s control room
and kill its pilots. Once they’re installed, it
attacks with the lobsterclaw.

The main weakness of Nedderpik — and
most other city-mechs — is its ponderous

movement and lack of maneuverability. It is



TABLE 7-1: NEDDERPIK PAYLOAD USAGE

PU Use
6,936 W

orkspace, living quarters, and common spaces for 3,468 Medium-size civilians and crew

Luxurious living quarters for 210 aristocrats, Gearwrights Guild officials, and senior military personnel

736

64 F oundry for building mechs of Colossal Il size or smaller
160 Hangar space for mech fleet

328 On-board weaponry

8,224 (Total)

PLUS 160 MORE PU OF OPEN-AIR MECH STORAGE ON EACH LEG’S DOCKING STATION.

vulnerable to attacks from the rear, especially
fleet-footed mechs that can move behind it
and launch bore punchers or other raiding
apparatus. Nedderpik addresses this with a
combination of a rear-mounted chain tentacle
and a buzzsaw. Rear attackers are speared and
drawn into the buzzsaw, where they are shred-
ded. If that doesn’t work, the city-mech also
has two steam cannons, just in case.

Inf act, given this impressive array of
weaponry, the mech’s main worry isn’t out-
right attack. It’s stalkers and other infiltra-
tors, who gain access legitimately through
disguise or subterfuge, or use hiding tech-
niques or magic to get on board. To this end,
the Gearwrights Guild maintains strong ties
with a sophisticated thieves’ guild that is
firmly entrenched in Nedderpik’s politics.
Under the table, the thieves’ guild acts as
an unofficial arm of the Gearwrights. In
exchange f or the authorities looking the
other way on a number of minor e xtortion
rackets, the guild patrols the mech’s lower
areas, with a special focus on detecting those
who can get past the mech’s conventional
defenses. It’s all under the table, of course,
and the Gearwrights Guildw ould prefer
more honorable methods ... but these days,

you do what you gotta do.
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APPEARANCE

Outside: Nedderpik is as tall as a 120-
story building. It has a bulky humanoid

shape with dwarven proportions — very wide
and very stocky. It is covered with chimneys
and smokestacks, which alternately release

scalding hot steam from the steam engines and

choking black smoke from the coal fires that
keep the engines running. The hull is armored
in thick plates of cast iron, reinforced with
limited quantities of mithral at entry points
and critical areas such as the control room.
Nedderpik’s feet and shins are mech
hangars. Its knees and lower thighs are the
gear forest that runs most of its functions.
Human habitation begins above the thighs.
Transportation between the torso and mech
hangars occurs via steam-powered cargo eleva-
tors. Each leg has four such elevators. They
aren’t used that often, however. Except when
stopped at a settlement, the only people mak-
ing the trip up or down are military personnel.
The hangars are augmented by open-air
docking stations around the mech’s feet. Thesd
wide, flat platforms look like saucers from a
distance. Stenian mechs are anchored to the
docking stations when they aren’t on patrol.
Each platform is independently hinged and can|
be raised or lowered as the need arises.
Interior: Nedderpik was built by dwarves
for dwarves. The ceilings are five feet tall,
though some areas have been retrofitted to
make foreign visitors more comfortable.
Dwarves have darkvision, so the Guild
never thought to install lighting within the
mech. In many places it is utterly dark. The

influx of gnome laborers, as well as human

and elven traders, necessitated some sort

of lighting. The restricted military levels
are still completely dark, but other areas
now have limited lighting. Businesses usu-
ally put torches of some sort in front of
their storefronts. Public areas are litby gas
“streetlights” or torch sconces. Individuals
without darkvision carry torches or lanterns
on them, just in case, as many parts of the
mech are still dark.

Air is recycled via gigantic metal fans
that run constantly around the mech’s
exterior. Their r hythmic droning provides
anever-ending backdrop to the roar of
the engine rooms. Despite the builders’
attempts to maintain good air circulation,
the air is always muggy and hot. The center
areas — where most people live — have
virtually no circulation. Coupled with the
fact that the engines generate a lot of heat,
and a lot of warm bodies are living in close
proximity, the whole af  fair can become
pretty uncomfortable. Of course, dwarves
are used to such conditions from life in
their underdeep strongholds, but other
races aren’t.

Mannerisms: Tight quarters and a mili-
tary regime combine to ma ke Nedderpik a
haven for lawful characters. Nati ves display
a striking tendency t oward order. They form
lines naturally and ~ wait patiently. Mar ket
crowds unconsciously form lanes, m  oving
along in an orderly fashion. Badges of rank,
authority, or merit are proudly displa ~ yed
and willfully ackn owledged.

<
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GETTING ON BOARD

ssential Personnel: Getting on board
Ea mech isn’t as hard as it used to be,
but it’s still not easy. Longtime mech resi-
dents have metal medallions stamped with

their names. This is a legal record of their

TABLE 7-2: MECH FLEET

MEecH MobEL Size PU
Scorpion Colossal Il 64
Lancer Gargantuan 16
Juggernaut Gargantuan 16
Total

QuANTITY TomaL PU
| 64
2 32
4 64
160




residence on the mech. The names on the
medallions are matched against a master list
maintained by the mech’s administrators, so
someone who has his medallion stolen can
get a new one — but the thief still might
be able to use a stolen medallion to get
on board an otherwise secure mech before
the theft is detected.To that end, mech
residents protect their medallions carefully.
While on board the mech theyk eep them
safely secured, and they guard them reli-
giously while offboard.

Convincing the mech administration to let

anonresident on board is not easy. Nedderpik

divides petitioners for space into two cat-
egories: essential and nonessential. Essential
applicants have skills that are useful to the
mech. After passing a briefinterview (and the
discreet casting of detect evil), they’re admit-
ted on the spot. Essential skills vary depend-
ing on the mech’s current population, but
usually include coglayers and mech jockeys,
fighter types who are willing to serve at least
part-time in the mech’s military (including
fighters, warriors, rangers, paladins, and
barbarians), clerics and adepts who will pro-
vide medical care, and experts with skill in
blacksmithing and engineering. Wizards and
sorcerers are occasionally needed, but they’re
not in as high demand as the other classes.
Nonessential personnel includes ev ery-
one else. Those who petition for permanent
residence are treated differently from those
who petition for temporary admittance. The
permanent residents are evaluated based on
how m uch they’ll contribute to the mech
versus how much they’ll take from it. Having
any sort of skill or craft goes a long way to
recommending someone. Unskilled labor is
a dime a dozen and rarely makes it on board.
Temporary admittance is generally granted
to traders, especially those with legitimate
business, political, or religious concerns,
provided the mech administrators don’t con-
sider them stowaway risks. Most adventurers
can board a mech temporarily on grounds of
trade or hands-for-hire, provided they’re not
muddy and bloody when they try to get on
board. Temporary admittance is for periods
ranging from one day (for local traders) to up
to six months (for paying passengers travel-

ing safely on the mech). Extensions are avail-

A\

TABLE 7-3: ON-BOARD WEAPONS

LocaTion Arc oF FIREW
Head 45° forward
Left arm 180° forward
Right arm 180° forward
Torso 45° forward
45° backward
Left leg 180/360°*
Right leg 180/360°*

EAPONRY PU

Colossal |ll steam cannon 64

2x Gargantuan steam cannons 16
Gargantuan bore puncher 8
Gargantuan flame nozzle 8
Gargantuan bore puncher 8
Colossal lobsterclaw 16

4x Huge javelin racks 16

4x Huge steam cannons 16
Gargantuan chain tentacle 8

2x Gargantuan steam cannons 16
Colossal buzzsaw 16

Colossal steambreather 16

2x Colossal steam cannons 32

10x cupola-mounted personal steamguns 20
Colossal steambreather 16

4x Gargantuan steam cannons 32

10x cupola-mounted personal steamguns 20

*SINGLE WEAPONS HAVE A 180-DEGREE ARC OF FIRE FACING ONE DIRECTION. THEY ARE ARRANGED SUCH THAT EVERY ARC OF FIRE IS COVERED,

HOWEVER. UNLESS ATTACKERS ARE COMING FROM EVERY DIRECTION AND IT REALLY MATTERS WHAT SHOOTS AT WHAT, ASSUME AT LEAST HALF OF

THE LEG-MOUNTED WEAPONS CAN HIT ANY GIVEN TARGET. THE STEAMBREATHERS ARE AN EXCEPTION; THEY ARE MOUNTED ON A MOVEABLE TRACK

NEAR GROUND LEVEL SO THAT THEY CAN REPEL BOARDERS FROM ANY DIRECTION. THE STEAMBREATHER HAS A 180-DEGREE ARC OF FIRE IN WHATEVER

DIRECTION IT FACES. IT CAN SHIFT FACING BY UP TO 45 DEGREES PER ROUND.

able, though it’s a bureaucratic process.

As one might surmise, immigration
administration is a big aspect of managing
the mech. Housing on a mech is at a high
premium, and at every stop, Nedderpik is
besieged by peasants looking for safety. Of
course, despite the well defined application
process, mistakes and loopholes occur. A
fat purse filled with gold will get anyone on
board, though the price has been rising — it
takes 5,000 gp to get a medallion these days,
and that’s just on the lower levels. Aristocrats
have been known to pay ten times that much
for higher-level housing. Nepotism and
connections to the Guild also help certain
applicants. More than one idle malingerer
has gotten a room on the mech because his
uncle is a prominent Gearwright.

Housing: Housing on a mech is in short
supply. Families of four live in 10x10 rooms.
Individuals rarely ha ve more than half that
amount of space.

The very upper and very lower levels of

Nedderpik are considered Guild property.

Residents on the upper levels pay rent to the
Guild; they do not own their living quarters.
The lower level slums don’t pay any sort of
rent, but their space is completely unofficial
(in other w ords, space is allocatedby the
laws of the jungle) and subject to reclama-
tion by the Guild if it needs to expand the
engine rooms.

In the rest of the mech, individuals can
own “ land” just as modern condominium
residents o wn space in a larger building.
Space is bought, sold, traded, and leased
for avariety of purposes. The mech’s strict
immigration policies enforce an indirect ver-
sion of rent control, in that the demand for
property never exceeds the supply by a great
margin. Even so, vacant properties are still
snapped up quickly, and you can be assured
of selling for more than you bought.

The Guild is well aware of the danger of
large property owners buying blocks of space
and controlling who lives on the mech. The
Guild has a number of policies in place to

prevent this, including limitations on how



much space an individual can own. The Guild
also has right of first refusal to purchase any
available space on the mech. It has been
known to intervene and purchase high-
demand properties for below-market prices
to make sure they are available to newly
settling essential personnel. In the cases of
highly essential residents, the Guild buys
space then provides it free of charge, giving
the occupants a one-year period before they
have to either buy it, start paying rent, or
move out. The Guild also maintains blocks of
property that it gives free to certain essential
professionals (such as coglayers).

Characters are unlikely too wn “land”
unless they or a relative is essential person-
nel. As a rule of thumb, it’s a good idea to
declare that the characters live in property
owned and provided by the Guild. A char-
acter whose parents were engineers, or who
has several ranks in Profession (engineer),
may live in a Guild-owned apartment.

Sea Legs: A mech is constantly in motion.
Someone standing on one of Nedderpik s
hundred-plus levels will feel the floorri s-
ingand falling in a never-ending rhythm as
the mech walks across t he landscape. When
the mech speeds up, t he sensation becomes
stronger; when it stops, the rhythm does, to:

Longtime residents don ’t evennoti ce
this anymore, but newcomers to a city-mech
have to get their “sealegs” before they can
move com fortably. They are constant ly
thrown off-balance by the mech ’s rhythmic
rocking. Characters who ha ven’tbeeno n
first
month on board witha— 1 penalty to De x-

a city-mech be fore must spend their

terity. If they attempt to m ove faster than a
walk, they must make a Reflex save (DC 14)
each time or fall over. After a month, th ey
gett heirsea legsan d can m ove norma lly
on the mech. Note that this is di fferent
than the usual “mechsickness” experienced
when boarding a smaller mech; it is more of
an annoyance than a source o f nausea.
Finding Home: One of the interesting
aspects of life aboard a mech is thatyour
home moves about. Leave for a quick dun-
geon crawl and y our city’s gone when you

come back!

¥

As with all Stenian city-mechs, Nedderpik
patrols a fixed territory. It generally follows
the same loop month after month, so it
will eventually pass close to any place it has
been before. Most of the time, it moves at
a leisurely pace, stopping several times a
day to let on visitors. This lets fast-moving
mechs catch up with it, or, at the very least,
cut a straight line across its circular path and
meet it at the next pass. Of course, it helps
that Nedderpik is the size of a skyscraper:
In level terrain (or from the top of any tree-
sized mech) you can see where it is at a pretty
great distance.

Even though you know the mech’s coming
back, y ou still might have to wait a while.
It can take a good month for Nedderpik to
make the rounds, so to speak. A crisis situ-
ation may require it to stay in one place for
a while, necessitating waiting, waiting, and
more w aiting. Adventurers should a lways
be prepared to spend a while on the surface,
or split their time between Nedderpik and
a more predictable home (such as Edge or
another city). Alternatively, they could just
have fast transportation capable of catching

up with their home.

-
<>

GOVERNMENT
AND MAJOR FACTIONS

Nedderpik is ruled by a complicated
system that has yet to find a balance.

Three factions exist: the mech commander,
known as the Admiral Navigator; a three-
man (er, dwarf) council called the Council
of Navigators; and the Gearwrights Guild.
The Council of Navigators is responsible for
general mech policy and law, and for deter-
mining the mech’s course. The mech com-
mander is responsible for day-to-day execu-
tion and for all aspects of mech piloting. The
Gearwrights Guild has little involvement in
government other than through maintain-
ing the mech and constantly upgrading its
systems, but it officially owns the mech and
often interferes in all manner of affairs.

The three factions are in a constant state &
flux. Although politics never get nasty, the y
do become con fusing and bureaucratic, and
important decisions are delayed or diluted
for political reasons. Because the mech was
built outsi de t he tra ditional dwarven ¢ lan
structure, it has em barked into unc harted
political territory and no firm sense of authc
ity has been established by any faction. So far
no single strongleader who can unite the dis-
parate forces has emerged, though many crev
members hope one shall someday arise.

The current Admiral Navigator is “Steel”
Dworgen (dwarf male Mcj17), better kn own
as “The Steel Admiral, ”a
picked up in the mech fleets for his stea d-

nickname he

fast piloting. A veritable legion o f subor-
dinate mec h jockeysreportsto him, eac h
controlling one minor aspect of the mech ’s
piloting. In extreme cases, “Steel” takes
the controls himsel f, but usually another
dwarf does the piloting .

The current Council of Navigators consists
of one elder clansman, one senior gearwright,
and one high-ranking military general. Cur-
rently the three o fficials are Lord  Thulin
(dwarf male Ftr 6/Ari 8), Gearwright Trigius
(dwarf male Cog 9/Grt 9), and General Gunnar
(dwarf male Ftr19). Each is appointed to an

indefinite term by his respectivefaction.
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SOCIETY

The vertical nature of a city-mech imbues
it with a strict hierarchy, whether the
designers intended it or not. The most
prominent citizens live on the upper levels,
with prominence declining as the levels do.
The hierarchy on Nedderpik is as f ollows.
The upper reaches are at the head; the lower
levels are at the thighs or lower. This does
not include the hangars in the shins, which
are a special case; most troops assigned
there have permanent quarters with other
military personnel.
+ Council of Navigators, Admiral
Navigator, and Gearwrights Guild
+ Mech jockeys and clan aristocrats
+ Engineers, technicians, coglayers;
mech crew; clergy
+ General military personnel, including
most fighter types
+W izards and most merchants
+ Craftsmen
+F armers

+ Laborers

<
<>

ECONOMY

sfar as interaction with surrounding
Aareas goes, Nedderpik has an unusual
economy. It is essentially ah uge military
base supportedby the land around it. As
such, its main imports are raw metal, food-
stuffs, wood, and coal. Its main exports are
services: military protection and shelter,
though it also produces a large number of
finished metal goods.

The domestic economy is more tradi-
tional. Laborers refine metal, grow f ood,
shovel coal and wood, and keep the engines
running. Craftsmen fabricate parts, maintain
the mech, design and build new mechs and
other constructs, and keep weapons produc-
tion up. The military crews the mech and its
fleet, protecting nearby areas in the process.
Finally, the secondary labor pool tends to the
needs of the mech crew itself, including tai-

lors, carpenters, and other craftsmen.

»

The mech is a huge population base, and 3

a thriving trade exists between its residents
and traders who visit for short periods. But
docking a mech on Nedderpik’s docking
bays isn’t free. The price depends on the

mech’s size:

Size D AlLY DockiING Fee
Huge 10 gp
Gargantuan 20 gp
Colossal 35¢gp
Colossal Il 50gp

edderpik has three main markets
Natv arying levels, and the goods are
pricier and rarer asy ou advance higher.
Numerous local “mini markets” where basic
foodstuffs and supplies are sold are also
placed every two or three levels. Otherwise,
the mech’s layout is typical for a city-mech,

as described on page 218.

<
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MILITARY

The highest military rank on Nedderpik
is the Admiral Navigator, who is al ways
drawn from the military’s mech joc keys. He
technically outranks the generals, though
he always defers to them in matters of strat-
egy, just as th ey defer to him in matters of
mech commanding.

Nedderpik’s military mirrors the three
divisions of the Stenian Confederacy, which
are the F ootman Guard (ground troops),
Mechanized Assault (the mech fleets), and
Mechanized Defense (the city-mechs, espe-
cially their weapons use).

The Footman Guard maintains order
on the mech, acting as police with a sepa-
rate judges division. No civilian police
or judges exist. They also handle ground
warfare as needed, as well as repelling
boarders. They are in charge of handing
out citizenship medallions and managing
immigration issues.

Mechanized Assault patrols the areas
around the mech, attacks relevant threats,
escorts cargo v essels, and transports f oot-
men as needed.

Mechanized Defense controls the mech’s

guns and subpiloting according to the Admi-

b

ral Navigator’s commands. It controls the
hangar bays and the open-air docking sta-
tions, and determines which mechs can dock

and for how long.

<
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ORGANIZATIONS

The Gearwrights Guild has a very strong
presence on Nedderpik, as does the
College of Constructors, which maintains

a construct lab there. Usually two or three
DragonMech pilots are on board, though

they tend to come and go. The thieves’ guild is
unusually powerful, due to its under-the-table
arrangement with the Gearwrights Guild for
maintaining order in the mech’s lower levels.

In addition to these, a number of organi-
zations on board are unique to Nedderpik:

Ball & Bolt: This military club is devoted
to combat with ranged weapons, especially
from moving mechs. Members are hard-core
military officers, mostly mech jockeys and
fighters with mech w eapon proficiencies,
who practice whenever they can. If a mech
patrol has a spare gunner seat, y ou can be
sure that someone from Ball & Bolt has
talked his way onto it.

Jousting Crows: An informal mech jock-
ey association. Primarily a social club; no
actual jousting takes place. They’re named
after the | ousting Crow tavern, a pub on
Nedderpik’s upper levels. All mech jockeys
are free to join, regardless of military affilia-
tion or citizenship.

Cannoneers: A group of mathematically
inclined artillery crew (mostly mech jockeys
and fighters with siege w eapon proficien-
cies) who train incessantly with their steam
cannons. Devoted to both physical train-
ing and the mathematics of artillery fire,
the group has uncovered several hitherto
unknown rules of geometry and is on the
way to developing what we know as modern
trigonometry. Initially regarded as esoteric
and useless, the association is rapidly gain-
ing respect among the gearwrights, who
are starting to see practical applications for
their discoveries. Anyone can join, but mem-
bers with Int lower than 17 will have a hard

time following the conversation.



DESIGNER'S NOTES

DragonMech w as born on a sunny sum-
mer day in Atlanta, Georgia. I was reading
a gaming magazine and happened upon an
ad for a sci-fi mech game. I started think-
ing about h ow mechs don’t really fit into a
sword-and-sorcery setting... then wondered
if there was a way to make them fit. Over the
next year and a half, this thought d eveloped
into DragonMech.

The first playtestw as in | anuary 2003.
The adventuring party consisted of standard
fantasy characters (the new classes weren’t
fully developedyet), and the settingwas a
city-mech. Like all great first-level adven-
tures, this one started with, “There’s a
problem, and you’ll be paid well to fix it.”
The problem was a clogged water pipe some-
where deep in the city-mech, but it wasn’t
the city-mech government thatw as hiring
the characters. Instead, it was the thieves’
guild, which had a good protection racket
going by siphoning water off the city-mech’s
pipes and selling it to those who should be
getting itf or free. The guild needed the
problem fixed before it brought public
attention to their scheme.

The descent into the gear forest
introduced the pla yers to coglings (which
inthisa dventure were ferocious nati ves
bent on defending their turf), grease liz-
ards, and the myriad hazards of endless
engine rooms. The opening encounter had
a hidden cogling with a crossb ow, who man-
aged to drop the gnome wizard less than
5 minutes into the game. The gnome got
toted around in a sack for a while until the
characters found a cleric to cure him. As
soon as th ey got back into the gear forest,
the other gnome (a bard) got dropped. The
remaining players were eager to get going at
this point, so the bard’s unconscious bo  dy
spent s everal hours of game time stuffed in
a sack. Con veniently, the n ext session saw
the introduction of an ew pla yer who had

been tal ked into playing a cleric. “Garrick

»

the cleric” immediately healed the bard and
the group was back in business.

¢

The gearf orest had a“ sludge river”
that formed from pools of grease, oil, and
mechanical b yproducts. A massive grease
lizard ruled the river. As I recall, the players
were about to use a typical scorched-earth
policy to literally ignite the sludge river, hop-
ing to toast the grease lizard that was lurking
within, when they suddenly remembered
that hours of exploring the gear forest had
left them coated in flammable grease! Self-
immolation was avoided, and they fought the
grease lizard the old-fashioned way.

The heroes finally found the source of the
problem on the next level of the gear forest,
which was flooded (with water, that is). [t
turned out the city-mech’s intake valves had
sucked up a small locathah tribe when the
city-mech waded through a surface lake not
long ago. The locathah chieftain blasted a
hole in the water pipe to escape, and now the
tribe was living in a flooded gear forest while
trying to figure where the hell they’d ended
up. The final battle was against a locathah
cleric with a wand of water control who used it
to submerge the entire room, including the
PCs. As the DM, I enforced a no-communica-
tion-between-players rule during that battle
(submerged PCs couldn’t speak, of course,
so neither should the players), and I reminded
the players each turn of how many rounds
were left until their characters drowned. This
battle was great — there was no light source,
so half the PCs were blinded, and not a one
of them had expected to be swimming in a
city-mech, so they were all unprepared. After
many tense moments, they finally grappled
the cleric, wasted his summoned octopuses,
and killed him before anyone drowned.

From there, the campaign progressed into
the ruins of the flatlands, where the PCs
had to find a cleric who had vanished on a
mission to convert hard-drinking miners.

The mine was of course built around several

huge moon-meteors rich in ore. One meteor
contained a temple of Seroficitacit. Several
lunar skinstealers had survived the drop to
earth, unbeknownst to the miners who
accidentally opened a shaft into the temple.
The adventure plot was m ulti-tiered: lunar
skinstealers w ere possessing people and
trying to take over the mining camp, while
the foreman was concealing the fact that he
was skimming profits off the top. This cre-
ated two entirely separate sets of suspicions,
intrigue, and danger. I expected this adven-
ture to last two sessions but it took more
than six sessions as the PCs slowly unraveled
the complicated situation (getting arrested
during the process) and finally f ound the
cleric’s body. It was in this adventure that the
lunar skinstealers earned the nickname that
stuck with them for the rest of the campaign:
“moon carpets.”

The PCs soon had a mech of their own,
and the next stage of the campaignwas a
cross-country trek to the city of Edge. The
former owner of their mech had bequeathed
them a strange crystal artifact, and hinted at
amysterious prophecy before he died. The
rest of the prophecy could be learned from
his sister in Edge —but all the PCs had to
work with was a first name. The journey to
Edge sent them into several mech battles,
where we first started to really test the mech-
to-mech combat rules. It was from these and
subsequent mech combats that I settled on
the mech rules, always with the helpful (and
never-ending) input of the group.

My conceptf or the mechs of Drag-
onMech is not the nimble, fleet-footed
mechs of anime fame, or the solid, powerful
walkers that most people associate with the
term “mech.” The DragonMech mechs are
instead more like clumsy giants stomping
awkwardly across the landscape. They're
powered by steam engines but remain bal-
anced onlyby the grace of God. A core

concept of the game is that these mechs are



really massive bruisers with terrible coordi-
nation. They triumph through brute strength
and sheer mass above all else. Think Andre
the Giant, not Bruce Lee — except, of course,
for the Irontooth Clans, who provide a bit of
mystical martial arts balance.

This “clumsy giant” concept is the
reason the calculation for a mech’s trample
attack doesn’t include their Strength modi-
fier. It’s assumed they’re bumbling about
stomping infantry through sheer luck, rather
than aiming carefully-delivered blows to
squash specific targets. The same goes for
the mech AC calculation, which foregoes
Dex modifiers (unlike any other AC calcula-
tion in the game). Mech Dexterity is more
about hand-eye coordination (the mech’s
hand to the driver’seye) than fancy foot-
work. It’s assumed outright that all mechs
have mediocre (orw orse) f ootwork.

This, in turn, plays into one of the
central tenets of fighting mechs:
they should be easy to hit. It’s
like shooting at a walking castle,
after all; how cany ou miss?
Thus, A C’s should be low,
which is ensuredb y reflect-
ing material armor bonuses
in hardness rather than AC.
Removing Dex penalties from
the AC calculation balances out
removing the bonus that w ould
come from matertal armor.

Back to the campaign. Once the
players reached Edge, they had run-ins
of all kinds, ranging from orc raiders to
drow schemes to a completely unplanned
confrontation with the guild that controlled
passage up the cliffside. Two PCs started a
fight with a staircase toll-keeper who tried
to charge Garrick the cleric extra. Because
Garrick the clericw as 6’6" tall, the toll-
keeper said he’d cause ex cessive w ear-and-
tear on the stairs. The e xtra charge was a
whopping 1 copper piece, but the principle
was enough to fight over. The belligerent
PCs were promptly jumped by a band of half-
orc porters. Even though the party included
a tough dwarven fighter known only as “The
Gong,” they had to retreat. It seemed like a

minor incident until they tried to leave Edge.

»

They were remembered by the toll-keepers!
From then on, they were charged 10 times
the standard rate in stair tolls.

For most of the campaign, the players had
been trying to devise w ays to break open
enemy mechs without actually fighting
them. A favorite tactic was use of spider climb
to get onto enemy mechs followed by bombs
dropped through portholes. There was also
some e xperimentation with calleds hots,
including Sarin the half-elf rogue who once
rolled a natural 20 for his longbow to nail
a mech pilot through a tiny porthole from

more than 500 feet away. Atvarious times

two of the players took over the DM helm,
and both introduced great new ideas along
the way. These included the basic concepts
for the riftwalker PrC (which grew out of an
ancient order of monks that slipped to “the
other side” to escape the lunar rain) and a
slew of n ew mech ideas, including flying
dragon-shaped necro-mechs, “ the Hog” (a
six-legged transport mech shaped like, well,
a hog), and one-man mechs used in infantry
combat. We also encountered all sorts of

little rules modifications, not all of which

were significant enough to make it into
this book. For example, if you want to buy a
trained guard dog and turn it into robo-dog,
it takes a DC 20 Knowledge (steam engines)
check plus 25 gp in materials.

finished the
first draft o f the DragonMech manuscript.

Somewhere along the way |
['had 6 copies printed, one for each playe r
and one for me. There were no pictures, o f
course, since this was araw M S Word docu-
ment bound by a local printer. This playtest
book had a p lain white cover, and the group
“the white album. ” The

white album became the foundation for new

began calling it

PC directions as the players started trying

out the new classes. Ulie (the wizard) mul-
ticlassed as a coglayer, and Drem (the bard)
started working toward the ri ftwalker PrC.
Soon we started a new campaign usin g
the new classes: a multi-classed hal f-
orc steamborg/barbarian, a halflin g
coglayer (who traveled around in a

walking, flying bathtub builtfrom

his steam powers ), a female

human mech jockey, a dwarven
cleric of Dotrak  (the playe r
really wanted this so [ bent my

own rules to allow it... don 't

try this at home, kids ), and a

gnome wizar d p layed byt he
same guy who played the gnome

bard, who was again trying to get

to the riftwalker PrC. (Asheput

it: “I like running away. This class is

perfect for me!”)

Even though DragonMech was born
in my mind, itwas raisedby a family of
seven. The five players who have gamed in
this world for a year and a half are who really
brought it to life. Mike, Alan, Garrick, and
both Stephens -y ou raised DragonMech
from a baby to whaty ou’ve just finished
reading. Guys - thanks! I couldn’t have done
it without y’all. The seventh parent is my wife
April, who put up with all t hose weekends
and late nights of writing. Thanks, April.
There’s a reason this book is dedicated to
you. Now t hat this is over, the jadays can
begin again!

Joseph Goodman
March 2004
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Boiler
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