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The Pathfinder Roleplaying Game features a high-fantasy setting where almost any story
can be told. Where Player Core and Player Core 2 provide classic options for play and
Secrets of Magic provides options for characters to delve deep into the magical mysteries
of Golarion, Guns & Gears presents the secrets of black powder weapons and clockwork
technology, combining grit and steampunk to produce a flavor all its own.

GEARS, GUNS, OR BOTH
Pathfinder Guns & Gears is presented as three smaller but
interconnected “books” bundled inside a single cover. The
Gears “book” is split into two chapters: Gears Characters
and Gears Equipment. The first chapter features the
inventor class and automaton ancestry, along with several
archetypes that support innovation as a theme. The second
chapter presents an array of gadgets and vehicles that
embrace themes of inventiveness. This chapter includes rules
for clockwork and steam-tech mechanisms as well as other
more esoteric forms of technology.

The Guns “book” has also been separated into two
chapters: Guns Characters and Guns Equipment. The first
section presents the gunslinger class along with an array of
archetypes that support exciting combat styles built around
firearms and crossbows. The second chapter offers a wide
array of new firearms, from classic black powder weapons
like the flintlock musket and arquebus to more fantastic
options like versatile combination weapons or magical beast
guns. Support for firearms and crossbows goes beyond just
new weapons and includes other exciting accessories for
customizing your weapon of choice, like bayonets and
reinforced stocks to attach a melee option to your guns,
magical scopes to improve your visual prowess, magical
bandoliers and holsters, and even replacement barrels and
firing mechanisms to change your weapon’s parameters.

The final “book,” The Rotating Gear, offers a standalone
gazetteer describing different areas of Golarion where black
powder, clockworks, and other forms of technology are
likely to be found. This chapter isn’t limited to just the Inner
Sea. It explores continents like Arcadia, Casmaron, and Tian
Xia, describing the technological traditions of those regions
and how they’ve influenced the growth and proliferation of
technology across the entire planet.

How ToO USE THIS BOOK

The options here expand upon the rules contained in Player
Core, and that book is required to use Guns & Gears. Some
rules indicate other material found in this book with page
references. Other products referencing the rules in this book
might do so using the superscript citation “G&G.”

ACCESS ENTRIES

Most of the rules content in this book is uncommon or
rare because such technology is unusual in Golarion.

However, sometimes a stat block for an uncommon rules
element includes an Access entry that lists specific criteria.
A character who meets the criteria listed in the Access
entry, such as hailing from a particular locale, gains
access to the rules element. This book often groups access
requirements by section. For example, the introduction to
the Gears Characters chapter (page 12) details the areas
of Golarion that grant access to the inventor class and its
related uncommon weapons and gadgetry, so the areas
detailed there as granting access serve the role of access
requirements for most of the section (not including rare
items and certain other elements called out as needing
additional approval from the GM, such as vehicles).

As always, the GM has the final say on who can access
uncommon or rarer options or whether to allow specific
options in the game at all. They might decide that a
character’s upbringing or abilities make sense for a specific
rules option and grant them access even if the character
doesn’t automatically qualify, or they might decide those
same options can’t be taken by anyone.

WORLD-BUILDING AND TONE

Guns & Gears introduces elements of fantasy that might
not fit into every game. The world of Golarion has a
lot in common with the Renaissance period of Earth,
supplemented with magic and old-fashioned technologies
that were replaced on Earth before being refined to the point
they’ve reached in Golarion. This high fantasy world is
home to pirates with bandoliers of flintlock pistols, reckless
scientists animating the dead with electric coils, knights in
shining armor riding mighty griffons, and wizards casting
spells in tall towers. Each of those character concepts
has a place in Golarion; it’s just that to find some of the
technological elements, you need to know where to look.
For a home campaign, especially in a homebrew
setting, some GMs might prefer a world that embraces
the age of piracy and includes cannons and firearms
with greater frequency than Golarion without the
presence of steam-powered ‘jetpacks and clockwork
grappling hooks. Other GMs might prefer a world where
clockworks and steam engines exist, but guns and other
black powder weapons are absent. Guns & Gears takes
steps to facilitate this world-building. As mentioned,
this tome is divided into three smaller “books.” A GM
who only wants to allow black powder weaponry
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without adding weird science to the game can allow
their players to use the Guns chapters, eschewing the
Gears chapters. A GM who wants to create a world of
clockwork constructs and fantastic inventions unmarred
by black powder weaponry can instead allow players
to use the Gears chapters without giving access to the
Guns chapters. Finally, a GM who remains unsure how
any of these elements might fit into their game world is
encouraged to read The Rotating Gear at the back of
this book to see how these technologies have grown and
spread through Golarion, and perhaps gain inspiration
regarding how these elements might fit into their game.

FUNCTIONALITY AND BALANCE

Golarion is a world of magic with rune-bedecked swords
forged out of metal fallen from the sky, full plate armor
similar to that produced on Earth during the 15th century,
and other armaments unlike anything the people of Earth

ever had access to. As such, the black powder weapons

and technological gadgets presented in this book are
mechanically balanced to the other options available to

all characters. Firearms, though capable of devastating
critical hits, work alongside crossbows and composite
longbows rather than replace them, in much the same
way firearms and bows were both actively used in Asia
for nearly 900 years of human history.

AREN’T GUNS MORE POWERFUL THAN BOWS?

The guns presented in this book are representative of fairly
early firearms with just a few unique twists, as explained
in the introduction of the Guns Equipment chapter (page
146). Those old guns, which used black powder that did
not exhibit the refinements of modern ammunition and
lacked the rifle barrel technology for increasing range and
accuracy, were extremely inaccurate and no more lethal
with a glancing blow than most bows and crossbows;
however, these firearms’ penetrating power was superior,
and a wound to a vital area could prove incredibly deadly.
This lethality is represented mechanically by the fatal
trait given to most firearms, with a critical hit indicating
a gunshot to a vital organ or other important body part.
This mechanic allows a firearm to do far more damage in




ANCESTRIES CLASSES

INVENTOR

AUTOMATON

Automatons are immortal constructs
infused with living souls who often

believe they serve a grand purpose. can use.

ATTRIBUTE BOOSTS KEY ATTRIBUTE MODIFIER™

Intelligence

Strength, Free
ATTRIBUTE FLAW

- Strength or Dexterity

* A character receives an attribute boost to their class's key attribute.

the correct circumstances than a weapon with a similar
damage die while still maintaining a balanced gaming
ecosystem that allows each player to shine.

ARMOR AND PERSISTENT TECHNOLOGY

In Golarion, technology has moved much slower than
on Earth. Many modern conveniences still have yet to be
invented or discovered. That doesn’t mean technology has
stood still, however. Because certain types of technology
persisted for centuries on Golarion instead of being
replaced as they were on Earth, many fantastic innovations
remain prevalent since competing technologies developed
more slowly or didn’t spread as quickly.

While clockwork dragons and alchemical boots that
rocket their wearer through the sky are manifestations
of less frequent technological replacement, many other,
more subtle examples are scattered throughout the
game. At its height in the 16th century, a suit of full
plate could stop even the penetrating power, if not the
full force, of a shot from a firearm, though its expense
and weight made it impractical for all but the wealthiest
of individuals. Golarion, on the other hand, is a fantasy
world where dragons and other supernatural monsters
with destructive power akin to or in excess of a firearm
are relatively common, and where adventurers accrue
great wealth that they constantly reinvest into better
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The inventor battles enemies with a
groundbreaking innovation only they
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Gunslingers use firearms and
crossbows to perform trick shots
and take down their enemies while
remaining at a safe distance.

Dexterity

SECONDARY ATTRIBUTE MODIFIER

Constitution, Strength

arms and armor. Moreover, Golarion’s armaments can (&
be enhanced with magical runes that elevate them far
beyond anything that could be replicated on Earth
without the application of advanced technology from
beyond the age of swords and plate armor.

Similarly for lighter armors, on Earth, techniques for
incorporating silk that can stop bullets from penetrating
into armor and other techniques for creating bullet-resistant
armaments, such as painting layers of paper with lacquer to
create a rudimentary analogue to modern-day Kevlar, have
existed for a very long time, but didn’t often come into
popular use before evolving into a form that is no longer
recognizable. Several nations in Tian Xia have techniques
for creating black powder weapons, like the hand cannon
and fire lance, and lacquered armor. The intersection of
these technologies means it’s not unlikely to find variants
of studded leather armor or chainmail lined with layers
of such early bulletproofing. In Avistan and the Inner Sea,
knights who have encountered firearms imported or stolen
from Alkenstar likely know armorers who know techniques
to craft layered plates and silk surcoats or undergarments
that provide additional protection from bullets.

ALCHEMY’S INFLUENCE ON TECHNOLOGY

Considering that certain technologies have seen more

refinement or followed divergent development paths

AN
&



alchemy on Golarion’s technology can’t be understated.
In addition to enabling the creation of elemental weapons,
such as alchemist’s fire and bottled lightning, alchemical
techniques have often been applied to a variety of other
fields and industries. Alchemical treatments for armor
can create stronger materials; alchemical distillations
allow for a variety of different forms and potencies in
black powder; alchemy and the people who practice it
even influence the most basic of needs, like preserving
volatile substances for transport.

Much like firearms, alchemy is something of an
everyman’s tool, usable by most anyone who can get
their hands on its components without requiring the
specialized training or unique bloodlines of wizards and
sorcerers. A single alchemist who makes their home in
a community can quickly improve the quality of
life for everyone there, reducing death by
disease, improving the community’s ability

to defend itself from outside threats,
and providing other benefits both

large and small. While it stands
as a distinct science of its own,
alchemy inextricably has ties
to black powder weapons and
other technologies of Golarion,
enabling the development of
sturdier metals and more volatile

explosives to allow creations on a grand
scale. For example, while steam technology is
extremely new on Golarion, steam engines

are much more likely to use alchemically
derived heat sources than the coal
furnaces used in our world.

TECHNOLOGY IN GOLARION
TODAY

Over the last two decades,
Golarion, and especially the

Inner Sea region comprised
of the
Avistan and the northern

continent  of

portion of the continent

of Garund, have been beset by
catastrophe after catastrophe. Armies
of demons pouring forth from a wound

in the world itself, time-displaced wizards
inciting chaos to restore their faded glory,
armies of giants and hobgoblins, and an
evil lich leading undead hordes have all
assaulted the people of Golarion and set
them reeling time and time again. While
these events have delayed certain
advancements,
spurred
Firearms are more prevalent in Golarion than they’ve

technological

they have others.

on Golarion in comparison to Earth, the influence of

e

ever been before, and artificers in Varisia, Absalom,
and northern Garund constantly create new devices
both wondrous and terrible. Golarion stands on a cusp,
with alchemy prominent, clockworks poised to expand,
and steam-powered technology just entering its early
days of exciting innovation. These technologies may be
limited in their spread now but are positioned to bring
great change and advancement to Golarion. That isn’t a
guarantee, however. These advancements might all come
crashing down if the forces that seek the dissolution of
science and social cohesion have their way. Fortunately,
Golarion is also a world where heroes inevitably rise
up to face such challenges and take action to secure a
future of limitless possibility.

MODULARITY

As mentioned at the beginning of this introduction, Guns
& Gears has been organized so that you can use as
much, or as little, of the book as
is appropriate for your game
world. While some obvious
elements can help make this
intent apparent, such as the border art
changing between the Gears “book,” Guns
“book,” and The Rotating Gear “book,”
we’ve taken other steps as well that might not
be immediately obvious. Vehicles and siege
weapons, which can be fun and engaging
rules but might not be an appropriate fit for
all campaigns, each have their own separate

section. The firearms section is divided
between “Classic Firearms” and “Fantasy
Firearms,” so that if your preferred
setting has smooth-bore black powder
weapons as the technological “ceiling,”
you can allow only the classic firearms
in your campaign. If your high fantasy
setting blends the highlights of Earth’s
renaissance with fantastical or outright
magical technology, like firearms that
transform into swords or axes, or gun-like
weapons made from the taxidermic bodies
of supernatural creatures, you can add
those fantasy firearms to your game as well.
With all the possible permutations of a
fantasy world, we’ve endeavored to create
a book that speaks to as many people and
settings as possible, allowing people to
include the storytelling elements they most
enjoy without feeling overly pressured
to include those that negatively
their immersion or gaming
experience. Whether you want to play
a swashbuckling pirate with a black
powder pistol or a ysoki engineer
with a stasian coil backpack that

impact



disrupts magical energy and a grappling hook with a
retractable clockwork cord, this book is for you. Feel
free to use the elements of this book that align strongly
with your vision for the characters, adventures, and game
world you create while leaving the rest behind!

BORDERS AND CHANGE

When constructing a fantasy world or playing in a
world like Golarion where wizards live next door
to gunslingers and even the most magical of realms
might have technological clockwork soldiers and other
scientific discoveries that simulate, enhance, or even
replace magic—it can become hard to picture how
all these disparate elements coexist alongside each
other. Why don’t firearms get adopted by other nearby
nations? Why would someone spend vast troves of gold
to build a clockwork dragon when they could teleport
an egg away from a nest and get the real thing much
more cheaply?

There are quite a few possible answers to these
questions, and figuring out those answers can help
make your campaign setting more vibrant and relatable.
To start, we’ll talk about some of the ways in which
Golarion answers these questions before diving into ways
to integrate these kinds of themes deeper into your own
original setting.

Dongun Hold and Alkenstar are strong examples of
areas in Golarion that can have a technology level that’s
significantly above the average technology level for the
rest of the world, without undermining or significantly
changing the general dynamics of Golarion and nearby
regions. Wedged between two warring nations ruled
by wizard kings, Alkenstar and Dongun Hold have no
significant ports of their own and are surrounded by a
wasteland filled with mutants and monsters. Moreover,
the ancient magical wars that scarred the Mana Wastes
also created pockets of unstable magic or magical dead
zones where magic remains unreliable at best and
virtually nonexistent at worst. As a
result, it makes sense that the hearty \\
smiths of Dongun Hold craft firearms ’K
as the primary method to protect
themselves from dangerous creatures and
threats, as does the fact that the weapons
have remained available only in this
small region of the Inner Sea until
quite recently.

In your homebrew world, you
can use similar levers to partition the
different countries and regions you create
according to similar circumstances, or you
can use completely different options
as appropriate. For example, if your
campaign world is one in which
firearms exist but are limited to a very
specific part of the world, ask yourself why these weapons

—
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WHAT ABOUT NUMERIA?

The nation of Numeria is known to have technology levels
that greatly exceed those of the rest of Golarion. With a
crashed spaceship from a distant planet thrust into the
middle of its landscape, Numeria has lasers, artificial
intelligences, and other technology that transcend
« steampunk or clockwork influences and approach the
realm of science fiction. Numeria and its technology

GEARS

aren't represented in this book, as those themes and CHARACTERS &
mechanics are better reserved for a presentation that can 4
give them the focus they deserve. GEARS

Some players might want to play a character from EQUIPMENT

Numeria, however, perhaps envisioning a ysoki inventor
who didn’'t have access to technology from the crashed
spaceship and instead innovated based on what they
saw, using clockworks and steam engines to emulate the
functionality, if not the technological level, of weapons
and devices scavenged in the region. GMs who allow
access to the inventor class would be fully justified in also
giving characters from Numeria access to the inventor
and its gadgets, though with a clear understanding that
the technology level represented by the inventor is very
different from the highly advanced equipment normally
7aissiociiated Withﬁtheireigion. e ELUSSARY
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have been restricted. Is there a powerful organization
that relies on its stranglehold over the secrets of firearm

production to protect its interests? Perhaps magic is

so prevalent that only a rare, aberrant individual who ({
lacks a talent for magic would be interested in pursuing
technological advancements. Maybe the dynamics of the
world itself comes into play; for example, some element
in the atmosphere or properties of the metals
drawn from below the surface resist being
shaped and manipulated to the degree
necessary for creating firearms or other
technological weapons and gadgets, so
the only way to obtain such items is
to purchase them from extraplanar
merchants who import them from
distant planes. The possibilities are
endless, and it doesn’t matter so much
what reason you decide on, as long
as you have some understanding of
how the world you create weaves
together.
Of course, your world could also be
a wild and boundless convergence of planar
nexuses, where gunslingers fight alongside
sword-swinging knights and psychic snakes.
Anything is possible and only needs to make
as much sense as is required for you and your
friends to enjoy yourselves and tell the kinds of
stories you want!
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The scorch marks on the wall made it clear: dragon breath. From what our wizard
said, that would probably make our adversary a red dragon. It wouldn’t have been
hard for a creature so greedy, powerful, and proud to beat us into these ancient ruins,
recently unsealed by a massive earthquake. Though something still didn’t seem right.
Most of the scorch marks weren’t fresh at all and were covered by ancient dust. When
we exited the tunnel into the great ruined chamber, we saw a gleaming metal dragon
made of thousands of clockwork parts, its fangs and claws tapering off into a dark
black metal. Adamantine, maybe? How could this be? The ruins were sealed for ages,
and I'd only ever seen a creature like this once before in Absalom. I remember bearing
the one from Absalom was cutting edge, too, but its design was much more rudimentary.
This shouldn’t be possible! But then the gears began to click and whir, and the dragon
construct’s mouth snapped open. A wave of flame arose from deep within its mechanical
body, licking from its maw in tongues of fire. Fortunately, this dragon wasn’t the only one
with a few tricks up its chassis. Sparks flew from my experimental armor as I activated
the new, if somewhat unstable, feature I created for situations just like this. When the
smoke cleared, 1 was barely singed, thanks to the beat-dispersing properties of my armor.
Our wizard wasn’t in the best of shape, though, and a pouch of my medicinal herbs had
caught fire. Thinking quickly, I finished what the dragon had started and vaporized
the berbs in an explosion, delivering much-needed relief to the wounded wizard. As 1
pounded my fists together, electricity sparking between my two armored gauntlets, 1
turned to face the dragon anew.

e 4 . D

—Eliara Sparkwright, Inventor Extraordinaire

In the world of Golarion, technology moves at its own
unusual pace. The widespread use of magic advanced
the ability for certain developments and discoveries, as
spells provided a natural way to discover new data or
solve a technological issue that required generations of
innovation on Earth. However, magic has been equally
a hindrance in the development of other technologies,
as the relative advancement and availability of low-level
magic meant it simply wasn’t worth the development
cost and time it would take to devote resources to
expanding other technologies whose benefits were easily
replicable by magic.

Another influencing factor in the development of
technology has been the many horrific cataclysms that
have befallen the planet of Golarion as a whole, and
various regions and nations in turn. Sometimes, a
technology discovered in ancient times is lost to Golarion
for millennia, only to resurface much later. For instance,
Xin, the first emperor of the ancient empire of Thassilon,

mastered the creation of clockworks over 10,000 years

ago, only to see his palace sink to the bottom of the ocean
and his discoveries lost to the ages.

Across much of Golarion, the options presented in this
chapter are uncommon at best, and some of them, like
Stasian technology, are rare or even unique in the world.

If you’re playing in a different setting than Golarion, your
group should decide if some or all of the technologies in
this chapter are more widely available, or if they aren’t
available at all.

LANDS OF GEARS

In some corners of Golarion, these options are more
available than in others. Whether it’s due to discoveries
of ancient technology, the determination of a few
obsessed visionaries, or a storied history of innovation,
these tech-friendly locations, nations, and regions are
places where an enterprising player character looking
for technology might find that which they seek... and
possibly more than they bargained for as well.

CLOCKWORK

Absalom, the “City at the Center of the World,” naturally,
has access to engineering techniques from across the world,
and its famed Clockwork Cathedral (page 203) is a center
of learning for clockwork technologies. Meanwhile, many
inhabitants of the nation of New Thassilon, which recently
returned to the world after spending centuries displaced in
time, still remember some of First Emperor Xin’s secrets
regarding clockworks. These people tend to eagerly
explore new innovations that were created during their




INVENTOR PAGE 15

Any tinkerer can follow a diagram
to make a device, but the inventor
creates the impossible and challenges
the boundaries of reality. An inventor

remains on the verge of the next
reat breakthrough, and every trial and
tribulation presents another opportunity to
test and tune their contraptions.

DROVEN

Droven is a Pathfinder agent who
undertook many missions as both
traveling hero and recruiter. After an
accident took the lives of his crewmates,
he washed up on the shore of Arcadia.
There he studied the residents’ technology
and rebuilt his arm, lost in the wreck, as well
as crafting a mechanical companion he calls Whirp.

absence from Golarion, blending clockwork knowledge

from multiple eras.

In Garund’s Mana Wastes, magic remains unreliable
at best, and so the grand duchy of Alkenstar founded
there has begun a period of technological innovation,
bolstered by the brilliant discoveries of their allies, the
dwarves of Dongun Hold (page 191).

The continent of Arcadia (page 206) is rife with
inventors and inventions, especially in certain regions
where the culture and ruling bodies push ever further
toward innovation.

Characters from Absalom, New Thassilon, Alkenstar,
Dongun Hold, or especially technological regions of
Arcadia like the Deadshot Lands have access to the
inventor class, as well as uncommon options involving
clockworks from the first two chapters. At the GM’s
discretion, some uncommon options might be more or
less available in certain regions.

MAGITECHNOLOGY

In the continent of Garund, near the border between the
pyramid-studded deserts of Osirion and the lush jungles
of the Mwangi Expanse, the Uomoto people scavenge rare
wonders from the ruins of the Shory Empire, famed for
its flying cities that combined air magic with technology.
The nation of Eihlona in southern Garund has taken its
studies of the Shory and other magitechnology further,
placing its members among the finest experts of the craft.
Such hybrid magitechnology isn’t the domain of the Shory
alone. The ancient fallen empire known as the Jistka
Imperium (page 212) in northern Garund, near modern-
day Rahadoum, developed myriad magitechnological
constructs. The most notable were the famed automatons,
which were designed to house the souls and life forces of
Jistka’s finest residents, before Osirion’s distant ancestors
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CHAPTER MAP

The following new options appear in this chapter.
Inventor (class) Page 14
Automaton (ancestry) Page 36
Common Backgrounds Page 44
Rare Backgrounds Page 46
« Inventor (multiclass archetype) Page 49
* Overwatch (archetype) Page 50
Sterling Dynamo (archetype) Page 52
Trapsmith (archetype) Page 54
Trick Driver (archetype) Page 55
Vehicle Mechanic (archetype) Page 56

Arcadia’s innovations, as well, bring with them
several unique blends of magitechnology, combining
gears, magical sources, and even monster parts to create
fantastic new devices.

Uomoto characters, characters from Eihlona,
automatons with memories of Jistka, and Arcadians
all have access to the inventor class (page 15), as well
as uncommon magitechnological options from the first
two chapters of this book. At the GM’s discretion, some
uncommon options might be more or less available in

certain regions.

STASIAN TECHNOLOGY

In Avistan, the nation of Ustalav (page 225) is
experiencing a technological renaissance championed
by reckless scientists and innovative undead hunters.
Stasian technology (page 82) is still rare, and even in
Ustalav, it’s hard to get your hands on the Stasian coils
necessary to power such equipment unless you have been
a direct participant in the new renaissance. Characters
from Ustalav have access to the inventor class. While
no characters automatically have access to Stasian
technology, players and GMs interested in exploring these
themes can work together to tie a character to one of the
factions, workshops, or places of learning dedicated to
understanding and developing Stasian tech, granting it as
part of that character’s story and journey.

LANDS BEYOND

The regions listed in this introduction are just a few of
the regions on Golarion where characters might be able
to access various gears options from this chapter and
the next, though they are the most prominent and well-
known. If you’re playing a campaign focused around
the spread and evolution of technology, the locations
where various technological wonders can be found might
shift as your campaign progresses. Furthermore, you
and your group might add your own technologically
advanced nations to the world, and future Pathfinder
books might reveal them as well. In all of these cases,
expand characters’ access to various uncommon options
as appropriate to the new locations.
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you can dream it, you can build it.

KEY ATTRIBUTE

INTELLIGENCE
At 1st level, your class gives you an
attribute boost to Intelligence.

HIT POINTS

8 plus your Constitution modifier.
You increase your maximum number
of HP by this number at 1st level and
every level thereafter.

DURING COMBAT ENCOUNTERS...

You rely on your inventions as much as possible, testing their functionalities

under a variety of conditions. You don’t set out to achieve anything as banal
as simply winning a fight; you seek to collect valuable data that can be used
to improve your creations!

DURING SOCIAL ENCOUNTERS...

You provide useful context when discussing a variety of academic topics,
particularly when speaking about those subjects related to crafting and
invention. You might often look for opportunities to acquire patronage to
fund some of your more expensive or unorthodox experiments. After all, the
materials needed to assemble your inventions don’t pay for themselves!

WHILE EXPLORING...

You study the design and construction of the environments you explore
ardently, making note of clever traps, ingenious mechanisms, or especially
keen architecture you come across for later.

IN DOWNTIME...

You brainstorm new designs, bringing them to fruition through careful crafting
and meticulous attention to detail. You might also modify previous inventions to
adjust for data you’ve collected in the field. You might work as a local smith or
tinker where your skills are needed, or you might keep a workshop on the edge
of town where the clank and clatter of your experiments attracts less attention.

YOU MIGHT...

+ Enjoy creating new things the world has never seen before.

+ Be willing to take a chance on a theory, testing to see if your hypothesis
proves accurate. If not, you probably record the results to try again later.

+ Wear clothes spattered with oil and grime, or venture off on excited and
technical tangents when asked simple questions.

OTHERS PROBABLY...

+ Marvel at your inventions and the variety of unbelievable wonder they
can bring.

+ Believe that you’re a genius whose work is beyond understanding.

+ Worry that your inventions might backfire or explode.

'INVENTOR

\ Any tinkerer can follow a diagram to make a device, but you invent
the impossible! Every strange contraption you dream up is a unique
experiment pushing the edge of possibility, a mysterious machine that

seems to work for only you. You’re always on the verge of the next great

breakthrough and every trial and tribulation is another opportunity to test and tune. If

RARITY

Uncommon

INITIAL PROFICIENCIES

At 1st level, you gain the listed
proficiency ranks in the following
statistics. You are untrained in
anything not listed unless you gain
a better proficiency rank in some
other way.

PERCEPTION

Trained in Perception

SAVING THROWS

Expert in Fortitude
Trained in Reflex
Expert in Will

SKILLS

Trained in Crafting

Trained in a number of additional skills
equal to 3 plus your Intelligence
modifier

ATTACKS

Trained in simple weapons
Trained in martial weapons
Trained in unarmed attacks

DEFENSES

Trained in light armor
Trained in medium armor
Trained in unarmored defense

CLASS DC

Trained in inventor class DC
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INVENTOR ADVANCEMENT

Your
Class Features

Level

1 Ancestry and background, attribute boosts, initial
proficiencies, overdrive, innovation, explode,
peerless inventor, shield block, inventor feat

2 Inventor feat, skill feat

3 Expert overdrive, general feat, reconfigure, skill
increase

4 Inventor feat, skill feat

5 Ancestry feat, attribute boosts, inventor weapon
expertise, skill increase

6 Inventor feat, skill feat

7 Breakthrough innovation, general feat, master

overdrive, reflex expertise, skill increase, weapon
specialization

8 Inventor feat, skill feat

9 Ancestry feat, inventive expertise, offensive
boost, skill increase

10 Attribute boosts, inventor feat, skill feat

11 Churning mind, general feat, medium armor
expertise, skill increase

12 Inventor feat, skill feat

13 Ancestry feat, complete reconfiguration, inventor
weapon mastery, perception expertise, skill increase

14 Inventor feat, skill feat

15 Attribute boosts, general feat, greater weapon

specialization, legendary overdrive, revolutionary
innovation, skill increase

16 Inventor feat, skill feat

17 Ancestry feat, anvil's hardness, inventive mastery,
skill increase

18 Inventor feat, skill feat

19 General feat, infinite invention, medium armor

mastery, skill increase
20 Attribute boosts, inventor feat, skill feat

CLASS FEATURES

You gain these abilities as an inventor. Abilities gained at
higher levels list the level at which you gain them next to
the features’ names.

ANCESTRY AND BACKGROUND

In addition to the abilities provided by your class at 1st
level, you have the benefits of your selected ancestry and
background.

ATTRIBUTE BOOSTS

In addition to what you get from your class at 1st level,
you have four free boosts to different attribute modifiers.
At 5th level and every 5 levels thereafter, you get four

INNOVATION ARMOR STATISTICS

free boosts to different attribute modifiers. If an attribute
modifier is already +4 or higher, it takes two boosts to
increase it; you get a partial boost and must boost that
attribute again at a later level to increase it by 1.

INITIAL PROFICIENCIES

At 1st level, you gain a number of proficiencies that
represent your basic training, noted at the start of this class.

OVERDRIVE

You have a bevy of smaller devices of your own invention,
from muscle stimulants to concussive pistons. When it’s
necessary, you can throw them into overdrive.

OVERDRIVE *9

Frequency once per round

Temporarily cranking the gizmos on your body into overdrive,

you try to add greater power to your attacks. Attempt a

Crafting check that has a standard DC for your level.

Critical Success Your gizmos go into a state of incredible
efficiency called critical overdrive, adding great power to
your attacks. Your Strikes deal additional damage equal to
your Intelligence modifier for 1 minute. After the Overdrive
ends, your gizmos become unusable as they cool down or
reset, and you can't use Overdrive for 1 minute.

Success Your gizmos go into overdrive, adding power to your
attacks. As critical success, except the additional damage is
equal to half your Intelligence modifier.

Failure Your gizmos whine concerningly and begin to smoke.
Your Strikes deal 1 additional fire damage.

Critical Failure Whoops! Something explodes. You take fire
damage equal to half your level (rounded up), and you can't
use Overdrive again for 1d4 rounds as your gizmos reset.

Special When under the effects of Overdrive, you can still use the
Overdrive action. You can't extend your Overdrive's duration
this way, but you can turn an overdrive into a critical overdrive
if you critically succeed. A failure has no effect on your current
Overdrive, and you end your Overdrive on a critical failure.

INNOVATION

While you’re always creating inventions, there’s one that

represents your preeminent work, the one that you hope—
with refinement—might change the world. Choose one of
the below innovations. Your innovation’s level is equal to
your level. If your innovation is destroyed, you can spend
1 day of downtime and attempt a Crafting check with a
high DC for your level; on a success, you rebuild it. An
innovation only works due to your constant maintenance
and tinkering, and therefore has no market Price.
The innovations in this book are as follows.

Bulk

Medium Armor ACBonus DexCap Check Penalty
Power suit +5 +1 -2
Subterfuge suit

Speed Penalty Strength

Group  Armor Traits
composite —
composite
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Your innovation is a cutting-edge suit of medium armor
with a variety of attached gizmos and devices. Choose one
of the sets of statistics on Innovation Armor Statistics table
(page 16) for your innovation armor (or choose another set
of innovation armor statistics to which you have access).

Your innovation armor can have fundamental and

property runes added to it in the same way as ordinary
armor. Because of the unique features of your innovation,
everyone except you is untrained in it, even if they would
normally be trained (or better) in medium armor.

Choose one initial armor modification to apply to your

innovation, either from the following or from other initial
armor modifications to which you have access.

e Harmonic Oscillator: You designed your armor to
inaudibly thrum at just the right frequency to create
interference against force and sound waves. You gain
resistance equal to 3 + half your level to force and
sonic damage. When under the effects of Overdrive,
the resistance increases by 2.

e Metallic Reactance: The metals in your armor are
carefully alloyed to ground electricity and protect
from acidic chemical reactions. You gain resistance
equal to 3 + half your level to acid and electricity
damage. When under the effects of Overdrive, the
resistance increases by 2.

e Muscular Exoskeleton (power suit only): Your
armor supports your muscles with a carefully
crafted exoskeleton. When you send your armor
into overdrive, the exoskeleton supplements your
feats of athletics as well. When under the effects
of Overdrive, you gain a +1 circumstance bonus to
Athletics checks; if you’re a master in Crafting, this
increases to a +2 circumstance bonus.

e Otherworldly Protection: Just because you prefer
science doesn’t mean you can’t build your armor with
materials and gizmos designed to protect against
otherworldly attacks. You gain resistance equal to
3 + half your level to void damage, or to vitality
damage if you have void healing (such as if you’re
a dhampir). You gain the same amount of resistance
to spirit damage. If you are sanctified (such as by
also being a champion or cleric dedicated to a deity
who allows or enforces sanctification) this resistance
applies to unholy damage (if you are sanctified
holy) or holy damage (if you are sanctified unholy),
regardless of what other traits the damage has.

* Phlogistonic Regulator: A layer of insulation within
your armor protects you from rapid temperature
fluctuations. You gain resistance equal to half your
level to cold and fire damage. When under the effects
of Overdrive, the resistance increases by 2.

 Speed Boosters: You have boosters in your armor that

increase your Speed. You gain a +5-foot status bonus to
your Speed, which increases to a +10-foot status bonus
when under the effects of Overdrive.

N\

KEY TERMS

Gadget: Gadgets (starting on page 66) are consumable
technological inventions with innovative uses.

Modification: An ability with this trait alters your
innovation’s construction. If you have the reconfigure class
feature (page 20), you can retrain these feats more easily.

Unstable: Unstable actions are experimental applications
of your innovation that even you can't fully predict. When
you take an unstable action, attempt a DC 15 flat check
immediately after applying its effects. This DC is 13 if
you're legendary in Crafting. On a failure, the innovation
malfunctions in a spectacular (though harmless) fashion,
such as a belch of smoke or shower of sparks, and it
becomes incapable of being used for further unstable
actions. On a critical failure, you also take an amount of fire
damage equal to half your level. You can spend 10 minutes
retuning your innovation and making adjustments to return
it to functionality, at which point you can use unstable
actions with that innovation again.

To take an unstable action, you must be using your
innovation (for example, wearing an armor innovation
or wielding a weapon innovation). If you have a minion
innovation, some unstable actions are taken by the minion
instead of you. In these cases, only the minion can take that
action, and the minion needs to have been Commanded
that turn to take the action. If you critically fail the flat
check, the minion takes the damage instead of you.

Some actions have an Unstable Function entry, which
you can use to add the unstable trait for a bigger benefit.
If you're unable to use unstable actions, you can still use
the action normally, but you can't use the unstable function.

EQUIPMENT TRAITS

Your inventor abilities might grant your equipment the
following traits, which are reprinted here for convenience.

Climbing: The hand wielding the weapon is available
to Climb.

Hampering: After you hit with the weapon, you can
use an Interact action to give the target a -10-foot
circumstance penalty to all Speeds. The penalty ends
after the target takes a move action, at the start of your
next turn, if you attack with the weapon, or if you move
out of reach of the target, whichever comes first.

Ranged Trip: The weapon can be used to Trip with
Athletics up to the weapon’s first range increment. The
skill check takes a -2 circumstance penalty. You can add
the weapon's item bonus to attack rolls as a bonus to the
check. As with using a melee weapon to Trip, a ranged
trip weapon doesn’t deal any damage when used to Trip.
This trait usually appears only on a thrown weapon.

Tethered: If you have a free hand while wielding this
weapon, you can Interact to pull the weapon back to
your grasp after you throw or shoot it as a ranged attack,
or after it has been disarmed (unless it is being held by
another creature).
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e Subtle Dampeners (subterfuge suit only): You've
designed your armor to help you blend in and
dampen noise slightly. When you send your armor
into overdrive, the dampeners increase their effect,
improving your Stealth. When under the effects of
Overdrive, you gain a +1 circumstance bonus to
Stealth checks. If you’re a master in Crafting, this
increases to a +2 circumstance bonus.

ConsTRuCT

Your innovation is a mechanical creature, such as a
clockwork construct made of cogs and gears. It’s a
prototype construct companion (page 32), and you
can adjust most of its base statistics by taking feats at
higher levels, such as Advanced Companion. If you use
the Overdrive action, your construct gains the same
Overdrive benefits you do, and it also takes the same
amount of fire damage on a critical failure.

You know how to spend additional time directing,
controlling, or programming your construct innovation
for a more complex plan of action. You can spend 2
actions to Command instead of 1 when commanding
your construct companion; your construct companion
can then use an additional action (normally 3 actions,
rather than 2).

Choose one initial construct modification to apply to
your innovation, either from the following or from other
initial construct modifications to which you have access.
These modifications alter the construct’s abilities or form.

* Accelerated Mobility: Actuated legs, efficient gears in

the wheels or treads, or add-on boosters make your
construct faster. Your innovation’s Speed increases to
40 feet.

e Amphibious Construction:

rudders, and a means of propulsion like a fluked tail

Increased  buoyancy,

or powerful propeller make your construct able to
travel in water. Your innovation gains a swim Speed
of 25 feet.

e Increased Size: You built your construct innovation
bigger than most. Your construct is Large. If you
have this modification and your construct innovation
becomes an advanced construct companion or
otherwise gains the ability to become Large, you can
immediately change increased size to a different initial
construct modification.
Manual Dexterity: Your
has articulated hands or

innovation
appendages
with significant manual dexterity. It can perform

construct
similar

manipulate actions with up to two of its limbs. As
normal for a companion, it still can’t wield weapons
or held items that don’t have the companion trait, and
it can’t activate items.

* Projectile Launcher: Your construct has a mounted
dart embedded

armament. Your innovation gains a ranged unarmed

launcher, cannon, or similar

attack that deals 1d4 bludgeoning or piercing damage

[ et \\\

(you choose when you pick this modification). The
attack has the propulsive trait and a range increment
of 30 feet.

 Sensory Array: Additional sensory devices give your
innovation low-light vision and darkvision, as well
as imprecise tremorsense out to a range of 30 feet.

e Wonder Gears: You map specialized skills into
your construct’s crude intelligence. Your innovation
becomes trained in Intimidation, Stealth, and Survival.

WEearon
Your innovation is a complex and impossible-looking
weapon augmented by numerous mechanisms. It begins
with the same statistics as a level 0 common simple or
martial weapon of your choice, or another level 0 simple
or martial weapon to which you have access. You can
instead use the statistics of a level 0 advanced weapon
of your choice; you treat this as a martial weapon for
the purposes of proficiency, but you do not gain an
initial weapon modification. An innovation weapon
can have fundamental and property runes added to
it in the same way as an ordinary weapon. Because of
the unique features of your innovation, everyone except
you is untrained in it, even if they would normally be
trained (or better) in simple or martial weapons. If you
use the Overdrive action, you can choose to change the
additional damage from Overdrive to fire damage.

Choose one initial weapon modification to apply to

your innovation, either from the following or from other
initial weapon modifications to which you have access.
These modifications grant additional weapon traits,
sometimes with extra abilities. A modification might give
your weapon the versatile trait with a damage type that the
weapon could already deal, either from its base damage
type or from an existing versatile trait. In that case, if you
select that modification, you can instead choose to give
the weapon the versatile trait for a different damage type:
bludgeoning, piercing, or slashing.

e Blunt Shot (ranged only): Your weapon innovation
can file the edges off your ammunition and adjust
the blunt force of the shot to deliver an attack that
can batter as much as pierce, or even knock an
opponent right off their feet. Your innovation gains
the concussive and ranged trip traits.

e Complex Simplicity (simple weapon only): Increase
your innovation’s weapon damage die by one step
(d4 to d6, d6 to d8, d8 to d10, d10 to d12). In
addition, it gains two of the following traits of your
choice: versatile B, versatile P, versatile S, or razing.

¢ Dynamic Weighting (one-handed melee weapon only;
can’t have the agile, attached, or free-hand trait):
Your weapon is modified to be heavier and easier
to manipulate or retrieve. Your innovation gains the
two-hand trait, with a damage die one size higher than
the weapon’s normal weapon damage die size (for

instance, a longsword would gain the two-hand d10
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trait). Your innovation also gains the versatile B trait.
If it was a thrown weapon, it gains the tethered trait.
Entangling Form (melee only): You’ve altered your
weapon to including tangling wires or straps, or to
have a flexible construction. Your innovation gains
the disarm, grapple, and trip traits.

Hampering Spikes (melee only): You’ve added
long, snagging spikes to your weapon, which
you can use to impede your foes’ movement.
Your innovation gains the hampering, trip, and
versatile P traits.

Hefty Composition (melee only): Blunt surfaces
and sturdy construction make your weapon hefty
and mace-like. Your innovation gains the shove,
razing, and versatile B traits.

Modular Head: You’ve constructed a multi-purpose,
adjustable striking surface for your weapon, or
you’ve made special ammunition you can swiftly
alter. Your innovation gains the modular trait for
bludgeoning, piercing, and slashing (page 234).
When you Interact to use the modular ¢
trait, you can also choose to give the %
weapon the nonlethal trait if it doesn’t '
currently have it, or to remove that
trait if it’s currently nonlethal.
Pacification Tools (melee only): Softer
materials make your weapon suited to knock
out instead of kill, and special protrusions A
let you catch weapons and disarm your
foes. Your innovation gains the disarm,
hampering, and nonlethal traits. You can
choose whether to apply the nonlethal
trait on each attack with your innovation.
Razor Prongs (melee only): You can
knock down and slash your foes
with sharp, curved blades. Your
innovation gains the tearing
(page 236), trip, and versatile S
traits.

Segmented Frame:
clamps, and telescoping parts make your innovation

Hinges,

collapsible and adjustable. It gains the modular trait
for bludgeoning, piercing, and slashing (page 234).
You can Interact to collapse the item down to light
Bulk or to return it to your normal form. When
it’s collapsed to light Bulk, it has the concealable
trait, which grants you a +2 circumstance bonus
to Stealth checks and DCs to hide or conceal
the weapon.

')(

for the definition of the unstable trait and how it affects
your innovation.

While inventors can learn various unstable actions
over their career, all at least know how to make their
innovation Explode.

EXPLODE <99
[ FIRE | INVENTOR | MANIPULATE | UNSTABLE |

You intentionally take your innovation beyond normal safety
limits, making it explode and damage nearby creatures
without damaging the innovation... hopefully. The explosion

EXPLODE

Your innovation is a creation barely held together by

your own engineering, always on the edge of completely
falling apart. Though this adds risk, it also means you
can coax it to perform far beyond its design specifications

—
(

using special unstable actions. See the sidebar on page 17

e ((\Wa



deals 2d6 fire damage with a basic Reflex save to all creatures
in a 5-foot emanation around you (if you're wearing or holding
the innovation) or around your innovation (if your innovation
is a minion).

At 3rd level, and every level thereafter, increase your
explosion’s damage by 1d6.

If you have the breakthrough innovation class feature, you can
choose either a 5-foot or 10-foot emanation for the area when
you use Explode; if you have the revolutionary innovation class
feature, you can choose a 5-foot, 10-foot, or 15-foot emanation.

PEERLESS INVENTOR

You are constantly inventing, and your skill at crafting is
unimpeachable. You gain the Inventor skill feat, even if
you don’t meet its prerequisites.

SHIELD BLOCK

You gain the Shield Block general feat, a reaction that lets
you reduce damage with your shield.

INVENTOR FEATS

At 1st level and every even-numbered level, you gain an
inventor class feat. These begin on page 24. Some features
and feats use an assortment of gizmos you keep on your
person. For simplicity, these are left abstract, but if you
are deprived of your gear for some reason, you might lose
access to many feats and features, subject to GM discretion.

SKILL FEATS 2ND

At 2nd level and every 2 levels thereafter, you gain a skill
feat. You must be trained or better in the corresponding
skill to select a skill feat.

EXPERT OVERDRIVE 3RO

You’ve increased your skill in crafting, and you can put
your devices into a more powerful state of overdrive. You
become an expert in Crafting, and on a successful use of
Overdrive, you increase the additional damage by 1.

GENERAL FEATS 3RD

At 3rd level and every 4 levels thereafter, you gain a
general feat.

RECONFIGURE 3RD

You’ve become an expert in all crafts and are always
adjusting your inventions. You can attempt to change
the modifications on your innovation by spending 1 day
of downtime tinkering with it and attempting a Crafting
check, with a high DC for your level. On a success, you
can change one modification you’ve chosen for your
innovation to a different modification of the same kind
(initial, breakthrough, or revolutionary).

If you have any modification feats, on a successful
check you can choose to instead retrain a modification

feat to a different modification feat. The new feat has to

meet the standard restrictions for retraining.

e

SKILL INCREASES 3RD

At 3rd level and every 2 levels thereafter, you gain a
skill increase. You can use this increase to either become
trained in one skill you’re untrained in, or to increase
your proficiency rank in one skill in which you’re already
trained to expert.

At 7th level, you can use skill increases to increase
your proficiency rank to master in a skill in which you’re
already an expert, and at 15th level, you can use them to
increase your proficiency rank to legendary in a skill in
which you’re already a master.

ANCESTRY FEATS STH

In addition to the ancestry feat you started with, you gain
an ancestry feat at Sth level and every 4 levels thereafter.

INVENTOR WEAPON EXPERTISE STH

You develop tricks for using your weapons more
effectively. Your proficiency ranks for simple and martial
weapons and unarmed attacks increase to expert.

If you have a weapon innovation, you gain access to
the critical specialization effect with your innovation.

BREAKTHROUGH INNOVATION 7TH

You’ve made a breakthrough in your field of study
and discovered a powerful new way to enhance your
innovation. Choose a breakthrough modification of your
innovation’s type to apply to your innovation. You can
choose an initial modification of your innovation’s type
instead if you prefer.

BreakThrouGH ArMOR MoniFicATIONS
e Antimagic Plating: Whether you used some clever
adaptation of the magic-negating skymetal known as
noqual or created magical protections of your own
design, you’ve strengthened your armor against magic.
While wearing the armor, you gain a +1 circumstance
bonus to all saving throws against spells and to AC
against spells. Against spells that target the armor
directly, you instead gain a +4 circumstance bonus to

all saving throws and to AC.

¢ Camouflage Pigmentation (subterfuge suit only):
You’ve modified your armor’s exterior to let you
blend into your surroundings with ease, as long as
you stay still. While wearing your armor, you can
Hide even without cover or concealment, as the
pigmentation shifts to match your surroundings.

e Dense Plating: You have encased your armor in
robust plating. While wearing your armor, you gain
resistance to slashing damage equal to half your level.

e Enhanced Resistance: You’ve improved upon your
initial modification’s ability to resist damage. The
resistance from vyour initial armor modification

adds your full level, instead of half your level (for
instance, phlogistonic regulator’s resistance would
increase to your level). If you have more than one
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initial modification that gives resistance, choose
which one this applies to.

Heavy Construction (power suit only): You’ve
expanded your innovation into a heavy bulwark,
and your groundbreaking design ensures you don’t
take any of the drawbacks for such heavy defenses.
Your innovation becomes heavy armor, and your
proficiency in your innovation armor (but no other
heavy armor) advances to be equal to your proficiency
in medium armor. If your Strength modifier is at least
+3, you remove the Speed penalty entirely instead of
reducing it to =5 feet. The armor’s adjusted statistics
are: AC Bonus +5; Dex Cap +1; Check Penalty -2;
Speed Penalty —10 feet; Strength +3; Bulk 3; Group
plate; Armor Traits bulwark, entrench (Pathfinder
Treasure Vault 8).

Hyper Boosters: You’ve improved your speed boosters’
power through a breakthrough that significantly
increases the energy flow without risking exploding.
You gain a +10-foot status bonus to your Speed,
which increases to a +20-foot status bonus when
you’re in Overdrive. If you’re legendary in Crafting,
it instead increases to a +30-foot status bonus when
you’re in Overdrive. You must have the speed boosters
modification to select this modification.

Layered Mesh: You’ve woven an incredibly powerful
network of interlocking mesh around your armor,
which catches piercing attacks and diffuses them.
While wearing your armor, you gain resistance to
piercing damage equal to half your level.

Tensile Absorption: You’ve enhanced the tensile
capabilities of your armor. While wearing your
armor, you gain resistance to bludgeoning damage
equal to half your level.

BreakTHrougH ConsTRUCT MoniFicATIONS
e Advanced Weaponry: You’ve powered up your

construct’s weaponry. Choose one of your construct’s
unarmed attacks to gain your choice of one initial
weapon modification, chosen from the list on page
18 or from other initial weapon modifications to
which you have access. The unarmed attack must
meet any requirements for the chosen traits (such as
being a melee attack for entangling form), and since
it’s an unarmed attack, it can never meet certain
requirements, such as being a simple weapon for
complex simplicity.

Antimagic Construction: Whether you used some
clever adaptation of the magic-negating skymetal
known as noqual or created magical protections
entirely of your own devising, you’ve made your
innovation highly resilient to spells. Your construct
innovation gains a +2 circumstance bonus to all
saving throws and AC against spells.

Climbing Limbs: With appendages that can claw
or create suction, your construct becomes a capable

S DATHEINDER)

climber. Your innovation gains a climb Speed equal
to half its land Speed.

Durable Construction: Your innovation is solidly
built; it can take significant punishment before being
destroyed. Increase its maximum HP by your level.
Marvelous Gears: Your innovation gains expert
proficiency in Intimidation, Stealth, and Survival. For
any of these skills in which it was already an expert
(because of being an advanced construct companion,
for example), it gains master proficiency instead. If
you have the revolutionary innovation class feature,
these proficiencies improve to master, or legendary
if your construct innovation was already an expert.
You must have the wonder gears modification to
select this modification.

Turret Configuration: Your innovation can
transform from a mobile construct to a stationary
turret. Your construct companion can transform as a
single action, which has the manipulate trait, turning
into a turret in its space (or transforming back from
a turret into its normal configuration). While it’s
a turret, your innovation is immobilized, but the
damage die from its projectile launcher increases to
1d6 and the range increment increases to 60 feet.
You must have the projectile launcher modification
to select this modification.

BreakTHRoUuGH WeAPON MoniFicATIONS

Advanced Rangefinder (ranged only): A carefully
tuned scope or targeting device makes your weapon
especially good at hitting weak points. Your
innovation gains the backstabber trait (page 230)
and increases its range increment by 20 feet.
Aerodynamic Construction (melee only): You
carefully engineer the shape of your weapon to
maintain its momentum in attacks against successive
targets. Your innovation gains the sweep trait and the
versatile S trait.

Inconspicuous Appearance (melee only): Your
innovation is built for easy concealment and surprise
attacks. It gains the backstabber and versatile P
traits. If the weapon has light Bulk, it also gains the
concealable trait.

Integrated Gauntlet (one-handed weapon only; can’t
have the two-hand or fatal aim traits): Combining
your weapon with a gauntlet, you make it so you can
quickly switch between attacking with your weapon
and tinkering using your hands. Your innovation
gains the free-hand trait.

Manifold Alloy: You've devised several alloys that
contain useful properties of various metals, and
you replace a number of parts of your weapon or
its ammunition with pieces from these alloys. Your
weapon innovation is cold iron and silver. This means
you deal more damage to a variety of supernatural
creatures, such as demons, devils, and fey.




* Rope Shot (ranged only): Your weapon can shoot
projectiles that split into simple ropes or nets
around your foes’ legs to trip your targets, and
you can climb using the grappling hooks built into
the weapon. Your weapon innovation gains the
climbing and ranged trip traits (see the sidebar on
page 17), as well as the tethered trait if it is thrown.

e Tangle Line (thrown only): Your weapon has an
extensible line that you can use to knock your enemies
over, recall the weapon to your hand and even parry
attacks. Your innovation gains the parry, ranged trip,
and tethered traits (see the sidebar on page 17).

MASTER OVERDRIVE 7TH

Your mastery of invention and crafting enhances
your Overdrive even further. You become a master in
Crafting, and on a successful Overdrive, you increase
the additional damage by a total of 2, replacing the
increase from expert overdrive.

REFLEX EXPERTISE 7TH

You've developed a knack for dodging danger. Your
proficiency rank for Reflex saves increases to expert.

WEAPON SPECIALIZATION 7TH

You’ve learned how to inflict greater injuries with the
weapons you know best. You deal 2 additional damage
with weapons and unarmed attacks in which you are an
expert. This damage increases to 3 if you’re a master, and
4 if you’re legendary.

INVENTIVE EXPERTISE 9TH

Through you’ve
made your inventions more effective and reliable. Your

innovation and experimentation,

proficiency rank for your inventor class DC increases
to expert.

OFFENSIVE BOOST 9TH

You’ve made additions to your innovation to upgrade
your offensive capabilities. Your improvements make any
Strikes that rely on your innovation deal an additional
1d6 damage, with a type determined by the boost you
choose. If your innovation is armor, the boost applies to
your melee unarmed Strikes and to your melee Strikes
with one weapon you choose during daily preparations;
if your innovation is a construct, the boost applies
to your construct companion’s Strikes; and if your
innovation is a weapon, the boost applies to your Strikes
with your innovation. You can spend downtime to switch
to a different boost in the same way as switching your
modification. Choose one of the following boosts, with
the damage type in parentheses.

 Chill (cold): Your innovation rapidly absorbs heat,

creating an intense chill.
* Ignition (fire): Your innovation shoots out jets of

searing flame.

e

Jolt (electricity): Your innovation jolts foes with

charges of electricity.

e Momentum (bludgeoning): Your innovation slams
into foes with added momentum.

* Saws (slashing): Your innovation reveals spinning
sawblades during your attacks.

e Spike (piercing): Your innovation reveals wicked
spikes during your attacks.

e Vitriol (acid): Your innovation releases spurts of

caustic acid.

CHURNING MIND IITH

The gears of your mind keep turning, making you
resistant to mental manipulation. Your proficiency rank
for Will saves increases to master. When you roll a success
on a Will save, you get a critical success instead.

MEDIUM ARMOR EXPERTISE IITH

You’ve learned to better defend yourself against attacks.
Your proficiency ranks for light armor, medium armor,
and unarmored defense increase to expert.

If you have a medium or heavy armor innovation, you
gain access to the critical specialization effect with your
armor innovation.

COMPLETE RECONFIGURATION 13TH

When it comes to crafting and tinkering, you’ve become
incredibly adept at changing your modifications to
adjust your innovation’s functionality. When you spend
downtime to reconfigure your innovation and succeed
at your Crafting check, you can swap any number of
modifications, swap your offensive boost, or retrain any
number of modification feats, rather than one. You still
must swap a modification only with one of the same type
(initial, breakthrough, or revolutionary).

INVENTOR WEAPON MASTERY 13TH

You fully understand your weapons. Your proficiency
ranks for simple and martial weapons and unarmed
attacks increase to master.

PERCEPTION EXPERTISE 13TH

You remain alert to threats around you. Your proficiency
rank for Perception increases to expert.

GREATER WEAPON SPECIALIZATION 1STH

Your damage from weapon specialization increases to 4
with weapons and unarmed attacks in which you’re an
expert, 6 if you’re a master, and 8 if you’re legendary.

LEGENDARY OVERDRIVE 1STH

Your peerless inventing and Crafting ability has
supercharged your Overdrives. You become legendary in
Crafting, and on a successful Overdrive, you increase the
additional damage by a total of 3, replacing the increase
from master overdrive.



REVOLUTIONARY INNOVATION 15TH

You are an unparalleled genius and have discovered a
technique that will revolutionize your chosen field—or
at least for the time being, your innovation! Choose a
revolutionary modification to apply to your innovation.
You can also choose an initial or breakthrough
modification of the same type instead, if you prefer.

RevoLuTionary ARMOR MoDIFICATIONS
* Automated Impediments:
electromagnetic fields, subharmonic distortions, or

Your armor uses
other techniques to make it difficult for those close
to you to move unless you allow it. While wearing
your armor, all spaces adjacent to you are difficult
terrain for your enemies.

e Energy Barrier: Your armor’s defenses ablate any
kind of energy coming your way. While wearing
your armor, you gain resistance to all energy damage
(acid, cold, electricity, fire, force, sonic, vitality, and
void damage) equal to 2 + half your level. You must
have the harmonic oscillator, metallic reactance, or
phlogistonic regulator modification to select this
modification.

e Incredible Resistance:
your breakthrough modification’s ability to resist

You’ve improved upon
damage. Choose one of the following breakthrough
modifications your innovation has: dense plating,
layered mesh, or tensile absorption. Increase the
resistance you gain from that modification to be
equal to your level, instead of half your level.

e Multisensory Mask (subterfuge suit only): You've
built a multisensory mask over your armor that
protects you by distorting your figure from all
senses, leaving behind only a hazy image, muffled
sounds, and so forth. While wearing the armor, you
gain concealment against all creatures, even if they
are using a nonvisual precise sense, such as a bat’s
echolocation. As normal for effects that leave your
location obvious, you can’t use this concealment
to Hide or Sneak. If you use a hostile action, the
concealment ends until you restore the mask as a
single action, which has the manipulate trait.

e Perfect Fortification (power suit only):
outfitted your armor with such heavy fortifications
that deadly attacks often lose their edge. Each
time you’re critically hit while wearing the armor,

You’ve

attempt a DC 13 flat check. On a success, it becomes
a normal hit. This isn’t cumulative with fortification
runes or other abilities that reduce critical hits with
a flat check. Additionally, you gain resistance 2 + half
your level against precision damage.

e Physical Protections: Your armor has so many
adjustments and precautions that it can guard
against all physical damage. While wearing your
armor, you gain resistance to all physical damage

(bludgeoning, piercing, and slashing damage, as well

as persistent bleed damage) equal to half your level.
You must have the dense plating, layered mesh, or
tensile absorption breakthrough modification to
select this modification.

* Rune Capacity: Whether you’ve done some dabbling
in orichalcum alloys or found another engineering
solution, you’ve built your innovation in such a way
that it can hold an additional property rune. Your
innovation can have one more property rune than
a normal item of its kind (to a maximum of four
property runes with a +3 potency armor).

RevoLutionary ConsTRucT MoniFicaTions
* Flight Chassis: You fit your construct with a means
of flight, such as adding rotors or rebuilding it
with wings and a lightweight construction. Your
innovation gains a fly Speed of 25 feet.
e Miracle Gears: As you perfect your innovation’s
cortex, it becomes much more intelligent. Its
Intelligence modifier increases by 2, and it learns a
language of your choice from among the languages
you know. Your construct gains the ability to use
actions that require greater Intelligence, like Coerce
and Decipher Writing. Finally, your construct becomes
legendary in two Intelligence- or Charisma-based
skills of your choice. You must have the marvelous
gears modification to select this modification.

e Resistant Coating: Your innovation is hard to
damage by any means. It gains resistance 5 to all
damage (except adamantine).

* Runic Keystone: You’ve incorporated a device similar
to a runestone into your innovation, allowing it to
hold a property rune, even though it isn’t a weapon
or suit of armor. An armor property rune affects
your innovation itself if it would affect the wearer of
the armor. A weapon property rune grants whatever
properties it would normally grant to a weapon to
your innovation’s unarmed attacks, following all
the requirements as normal (for instance, a vorpal
rune would only apply to slashing melee unarmed
attacks); if the rune affects only ranged attacks, it
has no effect unless your innovation has a built-in
ranged attack (from the projectile launcher initial
modification, for example). If the rune would affect
the physical shape or appearance of the weapon
or armor itself, like raiment, the rune has no effect
when etched into your construct.

e Wall Configuration: Your innovation can transform
from a mobile construct to a stationary battlefield
emplacement. It can unfold as a 2-action activity
that has the manipulate trait, changing from its usual
form into a thin, straight wall of metal and gears up
to 10 feet tall and 30 feet long. The wall must extend
through your innovation’s original space. While your
construct is a wall, it can’t take any actions except to

use the same activity to transform back, and it can’t




defend itself easily, making it off-guard and giving it
an additional -2 status penalty to its AC. The wall
blocks line of sight and effect unless your innovation
has half its maximum HP or fewer, at which point
holes in the wall allow creatures to see through and
attack with cover, and Tiny creatures to slip through.

RevoLutionary Weapon MoniFicaTions

e Attack Refiner: Your weapon makes minute
recalibrations after every missed attack to ensure
the next lands with vicious efficacy. Your innovation
gains the backswing and forceful traits.

 Deadly Strike: Through precise calculation, you’ve
found the perfect way for your weapon to deal
damage on a well-placed strike. Your innovation
gains the deadly d8 trait. If your innovation was
already deadly, increase the die by up to two die sizes
(d6 to d10,d8 to d12), to a maximum of deadly d12.

e Enhanced Damage: You’ve made your innovation
more powerful than other weapons of its kind.
Increase your innovation’s weapon damage die by
one step (d4 to d6, dé6 to d8, d8 to d10, d10 to d12).
As normal, you can’t increase your die by more than
one size, so this modification isn’t cumulative with
complex simplicity.

 Extensible Weapon (melee only): You’ve found a way
to construct your weapon so that it can extend while
leaving its balance unchanged. Your innovation
gains the reach trait. If the weapon already had the
reach trait, it increases your reach by an additional
10 feet, instead of the usual additional 5 feet.

 Impossible Alloy: Other inventors claim it’s not even
technically possible, but you’ve managed to create
several metal alloys that seem to work for only you.
These alloys can damage opponents vulnerable to
any one of the seven skymetals. Your innovation is
treated as all seven skymetals (abysium, adamantine,
djezet, inubrix, noqual, orichalcum, and siccatite).
This means you deal more damage to a variety of
creatures, though you don’t apply any of the other
special effects for weapons made of those skymetals.

e Momentum Enhancer: A special device lets your
weapon move with uncanny speed. Your innovation
gains the agile trait; if it had the reload ability, you
can reload once per round as a free action.

* Omnirange Stabilizers (ranged only):
modified your innovation to be dangerous and

You’ve

effective at any range. If your innovation had the
volley trait, remove the volley trait. Otherwise,
increase your innovation’s range increment by 50
feet or an amount equal to the weapon’s base range
increment, whichever is more.
e Rune Capacity: Whether you’ve dabbled with
orichalcum or found another engineering solution,
you’ve built your innovation in such a way that it can
hold an additional property rune. Your innovation
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can have one more property rune than a normal item
of its kind (to a maximum of four property runes
with a +3 potency weapon).

ANVIL'S HARDNESS 17TH

Your body is as durable as iron. Your proficiency rank for
Fortitude saves increases to master. When you roll a success
on a Fortitude save, you get a critical success instead.

INVENTIVE MASTERY 17TH

Your inventions are incredibly effective. Your proficiency
rank for your inventor class DC increases to master.

INFINITE INVENTION 19TH

Your ability to adjust your innovation has reached
impossible heights, and you can use these skills to make
major adjustments in your spare time. During your daily
preparations, you automatically fix your innovation if it’s
destroyed or broken, and you can change to a different
innovation (armor, construct, weapon, or other type
you have access to) and change your modifications and
offensive boost.

If you have any feats that had your previous innovation
as a prerequisite, you can’t use them until you retrain
the feats as normal. However, it takes you only 1 day of
downtime to retrain such a feat into a feat that has your
new innovation as a prerequisite, instead of 1 week.

MEDIUM ARMOR MASTERY 19TH

Your skill with light and medium armor improves, helping
you avoid more blows. Your proficiency ranks for light
and medium armor, as well as for unarmored defense,
increase to master.

INVENTOR FEATS

At every level that you gain an inventor feat, you can
select one of the following feats. You must satisfy any
prerequisites before selecting the feat.

18T LEVEL

BUILT-IN TOOLS FEAT1
You've built tools into your innovation so you can access and
use them easily. When you take this feat, choose up to two
toolkits you own, such as a thieves' toolkit or healer’s toolkit,
that weigh a total of 2 Bulk or less. These toolkits become
part of your innovation. The innovation’s Bulk doesn't increase
from this addition. As long as you are wielding, wearing, or
adjacent to your innovation, you have the same quick access
to these tools as the tools you are wearing, and they don't
count against the usual limit of tools you can wear.

EXPLOSIVE LEAP +®
| FIRE | INVENTOR | Move | unsTaBLE |

You aim an explosion from your innovation downward to

FEAT1

\
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launch yourself into the air. You jump up to 30 feet in any
direction without touching the ground. You must land on a
space of solid ground, or else you fall after using your next
action. As normal for effects where you fall after using your
next action, you still fall at the end of your turn, even if you
don't use any further actions that turn.

Special If your innovation is a minion, it can take this action

rather than you.

HAPHAZARD REPAIR <
You quickly fix your innovation, at the cost of its stability. You
Repair your innovation almost immediately. You don't have
to place the innovation on a flat surface, but you do need to
be adjacent to it (including holding or wearing it), as well as
having a repair kit as normal.

NO! NO! I CREATED YOU! 2
Prerequisites construct companion
Frequency once per minute
Trigger Your construct companion would become confused or
controlled.
You appeal to your construct companion’s bond with its
creator to have it break free of a controlling effect. Attempt
to counteract the effect that confused or controlled your
construct companion, using your Crafting modifier for the
counteract check and half your level rounded up for the
counteract rank.

PROTOTYPE COMPANION

You have created a construct companion, and while it might
not be an innovation, it serves as a trustworthy minion. You
gain a prototype construct companion (page 32).

TAMPER +9

FEAT1

FEAT1

FEAT1

FEAT1

VARIABLE CORE
INVENTOR
You adjust your innovation's core, changing the way it
explodes. When you choose this feat, select acid, cold, or
electricity. Your innovation's core runs on that power source.
When using the Explode action, or any time your innovation
explodes on a critical failure and damages you, change the
damage type from fire damage to the type you chose.

If you have the offensive boost class feature and retrain
Variable Core to a different damage type, you can also switch
to a different offensive boost that deals the same damage type
if you wish.

eND LEVEL

COLLAPSE ARMOR +9 FEAT 2
Prerequisites armor innovation
Requirements You are wearing your armor innovation, or
holding it in both hands in its compact form (see text).
You've modified your armor innovation to collapse into a more
compact form so you can don or remove it in an instant. If
you're wearing your innovation when you Collapse your
Armor, you remove it instantly, and it compresses into its
compact form, after which it latches onto your body, typically
by attaching to a belt, bandolier, or other convenient carrying
surface as a nondescript satchel. If your armor is stowed and
carried on your person in its compact form when you take
this action, it unfolds back into its armor form onto your body.
In compact form, your armor innovation is easier to carry,
with a Bulk 1 lower than the Bulk listed for it, to a minimum
of light Bulk (carried armor normally has a Bulk 1 higher than
listed in the armor entry).

COLLAPSE CONSTRUCT <

Prerequisites construct innovation

FEAT1

FEAT 2

INVENTOR § MANIPULATE

You tamper with a foe's weapon or armor, using a free hand.
Choose either a weapon held by an enemy in your reach or
a suit of armor worn by an enemy in your reach. Attempt a
Crafting check against the enemy’s Reflex DC.

Critical Success Your tampering is incredibly effective.
If you tampered with a weapon, the enemy takes a -2
circumstance penalty to attack rolls and damage rolls
with that weapon. If you tampered with armor, the armor
hampers the enemy’s movement, making the enemy
off-guard and inflicting a -10-foot penalty to its Speeds.
The effect lasts until the enemy Interacts to remove it,
regardless of which one you used.

Success Your tampering is temporarily effective. As critical
success, but the effect ends at the start of your next turn,
even if the enemy doesn't Interact to end it.

Critical Failure Your tampering backfires dramatically, creating
a small explosion from your own tools or gear. You take fire

damage equal to your level.

You've modified your construct companion and built it out
of light materials, enabling you to collapse it into a carrying
case or other compact and innocuous form. Either your
construct or you (if you're adjacent to it) can Collapse your
Construct to turn it into its compact form or back into its
normal form.

In compact form, your construct can't act but is easily
carried, with a Bulk of 2 if it's Small, 4 if it's Medium, or 8 if it's
Large. The compact form has wheels, so you can easily drag
it behind you at half your Speed (rather than the usual slower
Speed for dragging).

REVERSE ENGINEER

Prerequisites expert in Crafting
You are incredibly skilled at reverse engineering items to
learn their formulas or disassembling them just to disable
them. If you are using the Critical Crafting alternate rules
(Treasure Vault 161) and you get a critical success on your

FEAT 2
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SAM PLE, |NVENTOR Crafting check to reverse engineer an item, you can reassemble the original item
"»_ ; with one of the critical success crafting benefits (as determined by your GM.)
ARMOR INVENTOR Furthermore, you can use Crafting instead of Thievery to Disable a Device or Pick
You've created an experimental a Lock.
armor that protects you while you
g0 toe to toe with foes. - SEARING RESTORATION ¥ FEAT 2
| FIRE | HEALING | INVENTOR | MANIPULATE
ATTRIBUTES They told you there was no way that explosions could heal people, but they were
Prioritize Strength for melee fools... Fools who didn't understand your brilliance! You create a minor explosion
combat and Intelligence for your from your innovation, altering the combustion to cauterize wounds using vaporized
inventor abilities. medicinal herbs. You or a living creature adjacent to you regains 1d10 Hit Points.
In addition, the creature you heal can attempt an immediate flat check to recover
SKILLS from a single source of persistent bleed damage, with the DC reduction from
Arcana, Athletics, Crafting, appropriate assistance.
Medicine, Occultism, Society At 3rd level, and every 2 levels thereafter, increase the healing by 1d10.
Special If your innovation is a minion, it can take this action rather than you, though
INNOVATION because it's not a living creature, it can't use the ability on itself.
Armor
YTH LEVEL
FEATS -
Tamper (1st), Collapse Armor ADVANCED CONSTRUCT COMPANION FEAT4
(2nd), Megaton Strike (4th), o'®
Clockwork Celerity (6th), Gigaton . Prerequisites construct companion
Strike (8th), Electrify Armor (10th) You've upgraded your construct companion’s power and decision-making ability. It

becomes an advanced construct companion (page 33). During an encounter, even if
you don't use the Command a Minion action, your construct companion can still use
1 action on your turn that round to Stride or Strike.

DIVING ARMOR FEAT 4

o0 [EmmmEm

A \ wd Prerequisites armor innovation

f\ ?“T{/ You've modified your armor with fins, rotors, and other devices to make it easy

0’ for you to move through the water, plus mechanical gills that can help you

Q extract breathable air from water. While wearing your armor innovation, you can
P’ breathe underwater and gain a swim Speed equal to your land Speed.

ij.‘_, DUAL-FORM WEAPON FEAT 4
Prerequisites expert overdrive, weapon innovation

Your innovation has replaceable interlocking pieces that you can use to transform it
into another type of weapon. When you select this feat, choose a level O weapon. It
must be either a common weapon or another to which you have access. This weapon
becomes your innovation’s second configuration.

Select a new set of weapon modifications for this new configuration. You can
spend two Interact actions to switch your weapon innovation between the two
configurations. These actions don't need to be taken consecutively, but if you've
provided the first and not the second, the weapon is non-functional as it is
' stranded between states. Your weapon's Bulk is always the greater Bulk of the two
configurations, regardless of which configuration it's in—if one weapon is smaller
than the other, you still need to keep any weapon parts on hand. Any runes on
your weapon innovation affect the second weapon configuration as long as it would
normally qualify for them.

GADGET SPECIALIST FEAT4
__

Prerequisites expert in Crafting ~XT7 |
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Rather than just using your gadgets for various boosts and
tweaks, you also craft a few specific temporary consumable
gadgets each day. You gain the formulas for three common
or uncommon gadgets (page 66). Each day during your daily
preparations, you can create two temporary gadgets from
your formula book. Gadgets prepared in this way don't cost
you any resources to Craft and don't have any sale value. They
are temporary items and fall apart the next time you make
your daily preparations if you haven't already used them.

If you're a master in Crafting, you can create three gadgets
per day, and you gain three additional common or uncommon
gadget formulas. If you're legendary in Crafting, you can create
four gadgets per day, and you gain another additional three
common or uncommon gadget formulas, for a total of nine.

MEGATON STRIKE <99 FEAT 4
Prerequisites armor, construct, or weapon innovation

You activate gears, explosives, and other hidden mechanisms
in your innovation to make a powerful attack. You make a
Strike, dealing an extra die of weapon damage. If you're at
least 10th level, increase this to two extra dice, and if you're
at least 18th level, increase it to three extra dice. The type of
Strike you can make depends on your innovation.

« Armor You Strike with a melee unarmed attack or a
melee weapon. To use a melee weapon for this, you must
have prepared it in advance with special contraptions
when you make your daily preparations.

+ Construct Your minion innovation Strikes.

« Weapon You Strike with your weapon innovation.

Unstable Function You put even more force into the Strike,
though you risk stress fractures to your innovation. Add the
unstable trait to Megaton Strike. The Strike deals another
extra damage die, for a total of two extra dice at 4th level,
three at 10th level, and four at 18th level.

Special If your innovation is a minion, it can take this action
rather than you.

6TH LEVEL

CLOCKWORK CELERITY € FEAT 6
Prerequisites armor, construct, or weapon innovation

Trigger Your turn begins.

You can use unstable clockwork devices in your innovation to
push your invention to act more quickly. You are quickened
for this turn. How you can use the extra action depends on
your innovation.

« Armor You can use the extra action to Step, Stride, or use
another movement action granted by your innovation
(such as Swim if you have the Diving Armor feat).

+ Construct You can use the extra action to Command your
construct innovation (or to provide 1 of the actions if you
spend 2 actions to Command your construct).

« Weapon You can use the extra action to Strike with your

innovation or Reload your innovation.

m\$ -

pATHFlNDER

CONSTRUCT SHELL
Prerequisites construct innovation
You've adjusted your construct innovation so that when you
ride it, special plates, hollows, or similar form partial barriers
around you to add additional protection. You have lesser cover
from all attacks when mounted on your construct innovation,
not just from attacks where the construct would be in the way.
Additionally, if your construct uses an emanation while you're
riding on it, such as Explode, you can choose not to be affected
by the emanation.

MEGAVOLT 99

You bleed off some electric power from your innovation in the

shape of a damaging bolt. Creatures in a 20-foot line from your

innovation take 3d4 electricity damage, with a basic Reflex
save against your class DC. The electricity damage increases
by 1d4 at 8th level and every 2 levels thereafter.

Unstable Function You overload and supercharge the voltage
even higher. Add the unstable trait to Megavolt. The area
increases to a 60-foot line and the damage increases from
d4s to d12s.

If you have the breakthrough innovation class feature,
you can choose a 60-foot or 90-foot line for the area
when you use an unstable Megavolt; if you also have the
revolutionary innovation class feature, you can choose a
60-foot, 90-foot, or 120-foot line.

Special If your innovation is a minion, it can take this action
rather than you.

VISUAL FIDELITY
You've found a way to use a hodgepodge combination of
devices to enhance your visual abilities in every situation. You
gain darkvision and low-light vision, and you can see invisible
creatures and objects as translucent shapes, though these
shapes are indistinct enough to be concealed to you.

If an effect would give you the blinded condition, the effect
must attempt a counteract check against your class DC, with
your counteract rank equaling half your level, rounded up. On
a failed counteract check, you aren't blinded—your various
devices are able to compensate.

8TH LEVEL

GIGATON STRIKE FEAT 8
Prerequisites Megaton Strike

When you use a full-power Megaton Strike, you can knock
your foe back. When you succeed at your Strike while using
an unstable Megaton Strike, your target must attempt a
Fortitude save against your class DC.

Critical Success The creature is unaffected.

Success The creature is pushed back 5 feet.

Failure The creature is pushed back 10 feet.

FEAT 6

FEAT 6

FEAT 6
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Critical Failure The creature is pushed back 20 feet.

Special If your innovation is a minion, this benefit applies on

its unstable Megaton Strikes.

INCREDIBLE CONSTRUCT COMPANION

Prerequisites Advanced Construct Companion

FEAT8

Thanks to your continual tinkering, your construct companion
has advanced to an astounding new stage of engineering,
enhancing all its attributes. Your construct companion
becomes an incredible construct companion.

MANIFOLD MODIFICATIONS

Prerequisites initial modification

FEAT8

You've modified your innovation using clever workarounds, so you
can include another initial modification without compromising its
structure. Your innovation gains an additional initial modification
from the list for innovations of its type (page 16).

OVERDRIVE ALLY <

Prerequisites Overdrive

Requirements You are currently in overdrive.

FEAT8

You quickly fling some of your powered-up mechanisms to an
ally, sharing your benefits with them briefly. Choose an ally
within 30 feet. Until the end of their next turn, that ally’s
Strikes deal additional damage equal to half your Intelligence
modifier, or your full Intelligence modifier if you were in
critical overdrive. The ally doesn’t gain the increased damage
from expert, master, or legendary overdrive.

UBIQUITOUS GADGETS FEAT 8
Prerequisites Gadget Specialist

They thought you had used up all your devices, but they
thought wrong! You have a few more gadgets up your sleeve
than others expect. Increase the number of temporary gadgets
you can create each day by 2.

Special You can select this feat a second time if you are 14th

level or higher.

10TH LEVEL

DISTRACTING EXPLOSION 2 FEAT10

Prerequisites offensive boost
Trigger A creature within your reach uses a concentrate action.




Your enemies think they can concentrate on something else
while you're nearby? Oh, you'll give them a distraction, all
right! Make a melee Strike against the triggering creature
with a weapon or unarmed attack that is benefiting from your
offensive boost. This Strike doesn’t count toward your multiple
attack penalty, and your multiple attack penalty doesn't apply
to this Strike.

Unstable Function You pull out all the stops to create an
explosive distraction. Add the unstable trait to Distracting
Explosion. If the attack hits, you disrupt the triggering
concentrate action.

Special If your innovation is a minion, it can take this reaction
instead of you, even though minions can't normally take
reactions or act when it's not their turn. It uses your
reaction for the turn to do so.

ELECTRIFY ARMOR ¥
Prerequisites armor innovation
Requirements You are wearing your armor innovation.

You electrify your armor to punish foes who dare to attack

you. For 1 round, any creature that touches you, or that

hits you with a melee unarmed attack or a non-reach melee
weapon attack, takes 1d4 electricity damage. The effect ends
if you cease wearing your armor innovation.

If you have the revolutionary innovation class feature, the
damage increases to 2d4.

Unstable Function You create an unstable chain reaction,
sending countless sparks dancing across your armor. Add
the unstable trait to Electrify Armor. The effects last for 1
minute instead of 1 round, and the damage dice increase
from d4s to d12s.

HELPFUL TINKERING ¥

Prerequisites offensive boost
Frequency once per 10 minutes

FEAT 10

FEAT10

e —

circumstance bonus to attack rolls against the designated
enemy until the end of the turn. If you use 2 actions for the
Command, the bonus is instead a +3 circumstance bonus, or a
+4 circumstance bonus if you're legendary in Crafting.

12TH LEVEL

BOOST MODULATION FEAT 12
Prerequisites offensive boost

You aren't satisfied with keeping to just one kind of boost
from your constant tinkering, so you've learned to modulate
between several possibilities at once. Choose two additional
offensive boosts (page 22). You can use an Interact action to
change the offensive boost currently affecting your weapon,
choosing between the one you chose for the class feature and
the two you chose for this modification. If your weapon has
the modular trait, you can swap the offensive boost as part of
the Interact action you take to use that trait.

CONTINGENCY GADGETS
Prerequisites Gadget Specialist
You are too brilliant to be caught off guard, and you always
have just the right gadget for the situation. When you
prepare your gadgets during your daily preparations, you
can choose to leave one of them as a contingency gadget
that you keep ready for just this situation, rather than
declaring which gadget you're making. You can pull the
contingency gadget out using an Interact action, at which
point you must choose which gadget you had prepared as
a contingency.

If you're legendary in Crafting, you can leave two
contingency gadgets during your daily preparations, instead
of just one.

DEEP FREEZE *9¥

FEAT 12

FEAT 12

You don't just tinker with your own innovation, you

fiddle with your allies’ weapons as well (for their benefit,

of course). Choose an ally in your reach and one of their
weapons. Attempt a Crafting check against a high DC for
your level.

Success For 1 minute, the chosen ally’s Strikes with the
chosen weapon gain the same offensive boost your
innovation has.

Critical Failure Your ally takes damage of the type and
amount that your offensive boost normally deals on a
successful Strike.

LOCK ON <9

Prerequisites construct innovation
Aha! You lock on to your enemy's weak point to assist
your construct companion in destroying it. When you Lock
On, designate an enemy you can see. If your next action
is to Command your construct, the construct gains a +2

FEAT 10

You vent a jet of supercooled fluid from your innovation,

damaging a foe and slowing it down. Target one creature

within 60 feet. That creature takes cold damage equal to your
level, with effects depending on its Reflex save.

Critical Success The target is unaffected.

Success The target takes half damage and takes a -5-foot
status penalty to its Speeds for 1 round.

Failure The target takes full damage and takes a -10-foot
status penalty to its Speeds for 1 round.

Critical Failure The target takes double damage, is slowed 1
for 1round, and takes a -15-foot status penalty to its Speeds
for 1round.

Unstable Function Your innovation discharges an enormous
cone of supercooled fluid, potentially causing cascading
failures. Add the unstable trait to Deep Freeze. The ability
affects all creatures within a 60-foot cone instead of a
single target, and it deals cold damage equal to double your

level instead of equal to your level.




SAMPLE. INVENTOR

WEAPON INVENTOR

You've created an experimental
weapon, in this case a bow,
to wreak havoc on your foes
from afar.

ATTRIBUTES
Prioritize Intelligence for your
inventor abilities and Dexterity to
hit with your bow innovation.

SKILLS
Acrobatics, Arcana, Crafting,
Occultism, Society, Stealth, Thievery

INNOVATION
Weapon

FEATS
Explosive Leap (1st), Searing
Restoration (2nd), Dual-Form
Weapon (4th), Megavolt (6th),
Manifold Modifications (8th),
Helpful Tinkering (10th), Gigavolt
(12th), Unstable Redundancies
(14th), Persistent Boost (16th),
Devastating Weaponry (18th)

If you have the revolutionary innovation class feature, you can choose a 60-foot or
90-foot cone when you use an unstable Deep Freeze.
Special If your innovation is a minion, it can take this action rather than you.

GIGAVOLT FEAT 12
Prerequisites Megavolt

When you unleash electricity from your innovation, you can bounce it off obstacles,
creating a field of electric death. When you use Megavolt, each time your line of
electricity hits a solid barrier, such as a wall, it bounces off at an angle of your choice
and continues until you have reached the full length of the line. Even if a creature is
in the area from multiple bounces, it takes the damage only once.

SHARED OVERDRIVE

Prerequisites Overdrive Ally
You've experimented enough on your teammates to transfer a substantial number
of powered-up gizmos to them, enabling one of your allies to benefit from the full
effects and duration of your Overdrive. The first time you use Overdrive Ally during a
given Overdrive, the effect lasts for the remainder of the duration of your Overdrive,
instead of just until the end of the target's next turn. Any further uses of Overdrive
Ally during the same Overdrive have their normal duration, per Overdrive Ally.

FEAT 12

i 14TH LEVEL

EXPLOSIVE MANEUVER +¥
N Prerequisites weapon innovation
\\. Requirements Your last action was a successful Strike against a
foe using your weapon innovation.
N\ Thanks to a hidden experimental feature you built into your
weapon, your weapon explosively deploys levers, tangling
hooks, or similar mechanisms to provide significant assistance
when you perform a combat maneuver. When you use
Explosive Maneuver, choose Grapple, Shove, or Trip. Your
weapon innovation must have a weapon trait that matches
the action you chose (for instance, to choose Grapple, your
) weapon must have the grapple trait). You take the chosen
¥/ action against the same foe as your previous successful
u’,‘/)") Strike, using the same multiple attack penalty as your
// previous successful Strike. You still increase your multiple
¢ attack penalty after the Grapple, Shove, or Trip, as normal.

PARAGON COMPANION FEAT 14

Prerequisites Incredible Companion

FEAT 14

N\
\
A

Your construct companion has reached the pinnacle of form and function. Your
construct companion becomes a paragon construct companion.

SOARING ARMOR FEAT 14

INVENTOR | MODIFICATION

Prerequisites armor innovation

— M\
N \

Whether through a release of jets of flame, propeller blades, sonic bursts, streamlined
aerodynamic structure, electromagnetic fields, or some combination of the above,
you've managed to free your innovation from the bonds of gravity! While wearing
your innovation, you gain a fly Speed equal to your land Speed.
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UNSTABLE REDUNDANCIES €

Trigger You would attempt the flat check for an unstable
action, but you haven't rolled the flat check yet.

You've built triple redundancies into your innovation and

added all sorts of buffers to protect it from the harm of your

unstable experiments. You automatically succeed at the

triggering flat check.

You can't rely on your Unstable Redundancies again until
you spend 10 minutes setting them back up. If you spend 10
minutes retuning your innovation so you can use unstable
actions again, you can set up your Unstable Redundancies
during the same time.

16TH LEVEL

JUST THE THING! FEAT 16

/r;

F DER

pull out a specially grounded lightning rod from that time you
tried to power an invention by harnessing a thunderstorm!
Using an invention to defend in this way means that the
attack roll for the triggering attack targets your Crafting DC
instead of your AC.

Since you're using your Crafting DC instead of your AC,
any penalties to your AC don't apply, but this doesn’t remove
any conditions or other effects that are causing you such
penalties. For instance, if you were off-guard and used an
invention to defend against a sneak attack, you'd still take
the extra precision damage if you were hit, even though the
-2 penalty to AC from being off-guard wouldn't apply to your
Crafting DC.

18TH LEVEL

DEVASTATING WEAPONRY <999 FEAT18

Frequency once per hour

Prerequisites weapon innovation

Need to balance on a razor’s edge, force open an iron door, or
persuade a dragon to negotiate? Never fear! No matter the
situation, you always have just the thing. You attempt a skill
action that takes 1 minute or less to complete, using the same
number of actions or amount of time as normal. However, as
you take the action, describe a device you pull out and use
to accomplish the skill. The specifics of how you accomplish
this are up to you, but they should fit the challenge at hand.
For instance, you might use gravitic stabilizers to balance on
the razor’s edge, a force battering ram gizmo to open the iron
door, or a device that produces an aroma with the ability to
pacify wyrms to persuade the dragon. Using an invention in
this way lets you alter how you calculate the skill check used
in the action. Instead of the normal skill modifier associated
with that skill action, you use your Crafting modifier.

PERSISTENT BOOST FEAT 16

You release a volley of projectiles from your weapon, or
power it to fly in every direction across the battlefield and
Strike multiple creatures. Make a Strike with your weapon
innovation against each foe within 30 feet of you. Don't
increase your multiple attack penalty until after making all
the attacks. If your innovation is a melee weapon and any of
the attacks are outside your reach, you Release the weapon
before the Strikes, and it returns to your grasp after all of
them. If your hands are full when the weapon returns, it
falls to the ground in your space. As normal, if your weapon
innovation requires one or more actions to reload between
Strikes, you can't use it to make multiple attacks with
Devastating Weaponry.

ENGINE OF DESTRUCTION *P»»

Prerequisites construct innovation

FEAT 18

Prerequisites offensive boost

Your innovation sets foes on fire, covers them in acid, leaves
barbed thorns behind, or otherwise deals persistent damage
to your foes that sticks around long after you deliver your
boosted attack. When you or your construct innovation
damage a foe with offensive boost, that foe also takes 1d8
persistent damage of the same damage type as the offensive
boost damage.

YOU FAILED TO ACCOUNT FOR... THIS! 2
Trigger A creature you can see targets you with an attack
against your AC.
When your foes try to attack you, you always seem to
have some outlandish invention you can pull out at the last
second to protect you from whatever attack they throw at
you. Describe a device you're attempting to use to protect
yourself from the foe's attack—for instance, when attacked
by an elemental hurricane's lightning lash Strike, you might

FEAT 16

/1. \
&

Your construct unleashes a broad swath of devastation by
separating its limbs, deploying hidden armaments, or using
a similar technique to wreak havoc. You Command your
innovation. Instead of its normal actions, it Strides once,
then makes a Strike against each foe within 30 feet of it
with a +2 circumstance bonus to its attack rolls. The multiple
attack penalty doesn't increase until after the construct
makes all the attacks.

NEGATE DAMAGE 2
Prerequisites armor innovation
Trigger You would take damage.
Your armor innovation activates various devices you
prepared ahead of time, and you use one of them to reduce .‘
|

FEAT 18

the damage you would take by 15.

Unstable Function You activate all the precautions at once,
violently repelling the incoming attack to blunt its force.
Add the unstable trait to Negate Damage and reduce the

damage you would take by 50.
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e0TH LEVEL

FULL AUTOMATION FEAT 20

Prerequisites armor, construct, or weapon innovation

You become so entwined with your innovations that you

can use them without a second thought. You're permanently

quickened. How you can use the extra action depends on
your innovation.

« Armor Your armor responds to the most subtle stimuli
to move you in the right direction as long as you are
wearing it. You can use the extra action to Stride, Step,
or use a form of movement provided by your innovation
(such as Fly or Swim).

« Construct Your ability to command your construct
becomes instinctive. You can use the extra action to
Command your construct innovation (or to provide
1 of the actions if you choose to spend 2 actions to
Command your construct).

« Weapon Your weapon becomes easier to wield with
deadly efficacy, almost as if it is an extension of your
body. It speeds effortlessly toward whatever target
you choose as long as you are holding it. You can use
the extra action to Strike with your innovation.

UBIQUITOUS OVERDRIVE FEAT 20
Prerequisites Shared Overdrive

You prepare a variety of incredible gizmos on each of your
allies, linking them together through careful modification to
enable you to power them up all at once. During your daily
preparations, select up to six willing allies. Whenever you
Overdrive, you grant the benefits of your overdrive to any of
these allies you choose who are within 30 feet of you. The
allies don't gain the increased damage from expert, master,
or legendary overdrive.

CONSTRUCT COMPANIONS

A construct companion is a loyal, semi-sentient
construct who follows your orders obediently and
is roughly as intelligent as a normal animal. Your
construct companion has the minion trait, and it gains
2 actions during your turn if you use the Command a
Minion action to command it.

If your companion is destroyed, you can spend 1
day of downtime and attempt a Crafting check with
a high DC for your level. On a success, you rebuild
your companion. You can have only one construct
companion at a time, and you can have either a
construct companion or an animal companion, but
not both.

RIDING CONSTRUCT COMPANIONS

You or an ally can ride your construct companion as
long as your construct companion is at least one size

larger than the rider.

\
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PROTOTYPE CONSTRUCT COMPANIONS

The following are the base statistics for a prototype
construct companion, the first type of construct
companion most characters gain. A companion has
the same level you do. As you gain levels, you might
make further adjustments as your companion grows
more powerful. Construct companions calculate their
modifiers and DCs just as you do, with one difference:
the only item bonuses they can benefit from are to Speed.

Construct TRAIT
A construct companion has the construct trait. It’s not a
living creature, nor is it undead.

PRoFICIENCIES
Your construct companion is trained in its unarmed
attacks, unarmored defense, all saving throws,
and Athletics.

companions can’t use abilities that require greater

Perception, Acrobatics, Construct
Intelligence, such as Coerce or Decipher Writing, even
if trained in the appropriate skill, unless they have an

ability that allows it.

Size
Your construct companion is either Small or Medium,
chosen by you when you first gain the companion.

STRIKES

Your construct companion has two kinds of melee
unarmed attacks. Its first unarmed attack deals 1d8
bludgeoning damage. Depending on the shape of your
construct this could be a fist, tendril, or other similar
unarmed attack. Its other unarmed attack deals 1d6
slashing or piercing damage (choose when you first
gain the companion) and has the agile and finesse traits.
Depending on the shape of your construct, this could be
a spine or spike, jaws or fangs, a retractable blade, or
other similar unarmed attack.

ArtriBute MoniFiErs

A construct companion begins with base attribute
modifiers of Str +3, Dex +3, Con +2, Int -4, Wis +1,
Cha +0.

Hit Points

Your construct companion has 10 Hit Points, plus a
number of Hit Points equal to 6 plus its Constitution
modifier for each level you have.

While constructs are usually immediately destroyed
at 0 Hit Points, your construct companion is a little
harder to destroy than other constructs are. When your
construct reaches 0 Hit Points, it becomes broken and
begins sparking and might be destroyed if you don’t
Repair it. This works the same as the normal dying
rules and determines if your construct is destroyed,
with the following two changes. First, most effects that

\
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end the dying condition don’t work to save a construct  incredible construct companion, make the following

companion, but a construct can be stabilized using the  adjustments.

Administer First Aid action, using the Crafting skill + Increase its Strength, Dexterity, Constitution and

instead of Medicine. Second, instead of gaining and Wisdom modifiers by 2.

tracking the wounded condition, if your construct + It deals 2 additional damage with its unarmed

becomes broken in this way more than twice within attacks. Its attacks become magical, allowing it to

a 10-minute period, it’s destroyed, and you’ll need to bypass resistances to non-magical attacks.

reconstruct it by spending a day of downtime. ¢ Increase its proficiency ranks in Athletics and
Acrobatics to expert.

IMMUNITIES

Because it’s a construct, your construct companion PARAGON CONSTRUCT COMPANIONS

is immune to bleed, death effects, disease, doomed,  Toimprove anincredible construct companion to a paragon

drained, fatigued, healing, nonlethal attacks, paralyzed,  construct companion, make the following adjustments.

poison, sickened, unconscious, vitality, and void. It does ¢ Increase its Strength, Dexterity, Constitution, and

not need to eat or breathe. Because the construct isn’t Wisdom modifiers by 1.

a living creature, effects that heal living creatures can’t « Increase its proficiency rank for unarmed attacks

help it recover Hit Points. Restoring Hit Points to it and unarmored defense to expert.

requires using the Repair action or other means that can + Increase its proficiency ranks for Athletics,

restore Hit Points to objects and nonliving creatures. Acrobatics, saving throws, and Perception to
master.

SENSES ¢ Increase its unarmed attack damage from two

Your construct companion has precise vision, imprecise dice to three dice, and its additional damage with

hearing, and vague touch senses, but no sense of smell unarmed attacks from 2 to 4.

or taste.

SPEED

Your construct companion has a Speed of 25 feet.

ADVANCED CONSTRUCT COMPANIONS

To advance a prototype construct companion ’ .
to an advanced construct companion (usually a

result of one of your class feat choices), make

the following adjustments.

+ Increase its Strength, Dexterity, Constitution,

and Wisdom modifiers by 1.

* Increase its unarmed attack damage 4

from one die to two dice (for instance,

1d8 to 2d8). /
¢ Increase its proficiency rank for :-"

Perception and all saving throws ‘

to expert.

+ Increase its proficiency ranks
in Intimidation, Stealth, and !
Survival to trained. If the
construct is your innovation
and it was already trained
in those skills from a
modification, increase its
proficiency rank in those
skills to expert.

* You can change your
companion’s Size, if you
want, to either Small, Medium, or Large.

INCREDIBLE CONSTRUCT COMPANIONS

To improve an advanced construct companion to an
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and battered through the dragon’s adamantine scales, their once pristine surfaces were
now heavily dented. Worse, I'd blown out a capacitator when I activated them a second
time for that final attack. As the paladin made ber rounds, applying bandages and laying
on hands, 1 pulled my tools out of my pack and set about repairing the damage.

My diligence was well rewarded, as a strange metal door hidden by the dragon’s body
slowly spiraled open from the floor. A metallic lift rose up. Upon it stood a pair of statues,
their bodies made of a bright, gleaming silver. First adamantine, now dawnsilver as well?

' As soon as I realized that, I called for our wizard to ready bis spells of cold and water.

Whoever once called this place home possessed unimaginable resources! Not one, but
three guardians, each forged from enough precious metal to beggar a kingdom’s treasury.
Fortunately, I had more at my disposal than electrified gauntlets and beat-resistant armor.
As the wizard’s cold washed over the first construct, I opened the release valve for the nozzle
attached to my right gauntlet. A stream of pressurized, cold fluid surged forth and engulfed
our foes. As the constructs’ bodies congealed and cracked, I couldn’t belp but smile. These
constructs proved that even more lay hidden beneath our feet. 1 remained all too eager to
discover the truth, but little did I realize the magnitude of what was next in store.
—Eliara Sparkwright, Inventor Extraordinaire
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Golarion is a world of fantasy, one that is incredibly VARIATIONS ON A THEME
vast and diverse. This means that numerous reflections The inventor class, automaton ancestry, new EEARS
of the genre, in all its permutations, can be found backgrounds, and other elements located in this book
somewhere the world, as long as you know where to give players ways to embody different aesthetics
look. The Shining Kingdoms are a land of knights and that infuse mechanical concepts or fantastic science INTRODUCTION
chivalry similar to those imagined in the legends of King into their character designs. The degree to which you _
Arthur, the Saga Lands remain home to fierce vikings and ‘ combine these elements is something that can help you
time-displaced wizards, and the High Seas embody the impact the development of your character and the tone
spirit of exploration and the fearsome naval combat of and feel of your game in a variety of ways.
the age of piracy. An automaton character with a class like fighter
Fantasy has more to offer than just knights in shining or monk can be an interesting twist on a classic idea. GEARS
armor and wizards in tall towers. Ingenious goblins and An automaton inventor with the Disciple of the Gear EQUIPMENT
ratfolk cobbling together technology from half a dozen background who multiclasses as a cleric of Brigh, goddess
different disciplines and schematics, industrious dwarves of invention, can be the focal point of an entire campaign GUNS
smithing intricate technological marvels, and humans arc themed around the spread of technology and the CHARACTERS
meticulously assembling clockwork creatures and search to understand the mortal soul. A gnome vehicle
weapons piece by painstaking piece all have their places mechanic who maintains and makes improvements
within the genre of fantasy and in the world of Golarion. upon a single vehicle can serve as an unusual character GUNS
For the automatons of the Jistka Imperium, their place whose existence begs the question of the prevalence of EQUIPMENT
in the world remains complicated. They represent the last technology throughout the world, or as an established
remnants of an ancient society that mastered magic and member of a robust mechanics’ guild that creates and THE ROTATING
machines in equal measure, then left them behind after maintains a small fleet of vehicles used for a particular GEAR
the society fell as a relic of their lost nation’s greatest purpose by a city or civilization.

achievement. For trick drivers and their trusty vehicle The way that you combine the elements presented in ELUSSARY
mechanics, their place might be almost anywhere, though this section can enable you to tell a vast array of different AND INDEX
they’re unlikely to learn their craft outside of port cities stories. The extent to which magic and technology coexist F 3 i
like Absalom, or countries where technology grew at a in your fantasy setting is up to you. Players and GMs

steady pace alongside magic, like the continent of Arcadia should work together to discover how their respective
or the nation of New Thassilon. Meanwhile, trapsmiths ideas can influence each other as they explore how much
and their cogwheel snares find a home in Absalom, with influence technology has on the world, as well as discuss
its Clockwork Cathedral; in the gritty Grand Duchy of methods they might employ as the campaign unfolds to
Alkenstar or their dwarven allies in Dongun Hold; or in demonstrate its importance, or lack thereof.

Arcadia or New Thassilon as well. = e e

Even characters whose classes typically represent the
embodiments of classic fantasy and high magic might
have a spark of technology hidden away somewhere,

perhaps waiting for just the right moment to reveal the
ace up their sleeves. The old wizard, his body failing
but his magic strong, might choose to replace a failing
heart with a clockwork organ rather than succumb
to the temptation of undeath. A construct might
successfully seek out a soul and life as a living
creature to start anew and attain a different
perspective about the world. Even an elven archer
in a forest far away from any center of technology
might create devices that are entirely new to their
culture, such as scopes and eyewear that use the
scientific power of crystals and lenses to see hidden
targets and enable otherwise impossible shots. In all
these cases, players should work together with their
GMs to build context and story behind these ideas and
ground the character in the world.

Fantasy is as broad and deep as human imagination.
Let the ancestry, backgrounds, and archetypes that

follow take your imagination even farther down the road
of what a such a world can be!



These intelligent constructs house actual souls and represent what remains of a dying
empire’s last attempt at greatness. Automatons combine technological ingenuity with
magical power, creating a blended being wholly unique to Golarion.

The Jistka Imperium was the first major human  these foes was the empire of Ancient Osirion. Osirion’s
civilization to emerge after Earthfall, arising around the =~ enmity ultimately sealed the Imperium’s fate, as they
area that would later become Rahadoum and enduring  employed clever and depraved magic that proved more
for seven centuries thanks to great advancements than a match for Jistka’s legendary construct
in civics and the sciences. However, Jistka’s leaders . army, even when the Jistkans began to cut

often favored aggressive uses of technology, and early corners and bind fiends into their constructs. In a

advances paved the way for arrogance, petty infighting, desperate attempt to fight back

(
— ) \ . technologies to stave off
. the Imperium’s collapse
b ; , and return Jistka to
P e Y

c these developments were

-

and corruption. The Jistka Imperium’s against internal corruption and

expansionist tendencies and lack of diplomacy external pressures, a group of
earned the Imperium many enemies over the concerned Jistkans formed the

course of its existence. The most notable of Artificer Conclave to develop new

its former glory. The
most  successful  of

o) o automatons, which the Conclave

believed to be the pinnacle of Jistkan
constructs—or at least, the last hope for Jistka’s
salvation. Conclave creators transplanted the mind,
life force, and soul of Jistkan individuals into these
constructs, creating magical and technological marvels
powered by the life energy of the greatest warriors and
scholars the organization could recruit. Unfortunately,
despite the Conclave’s best efforts, the automatons’
arrival happened too late to save the already doomed
Imperium. The empire collapsed, leaving automatons to
fend for themselves.

The exceptional and forward-thinking construction
of automatons means that a fair number remain today,
millennia later, scattered to the winds. However, the
passage of time has revealed one of automatons’
greatest weaknesses: their mortal psyches. Only

the strongest willed have managed to retain

their memories, sense of self, and lucidity after
all this time. As each automaton remains as unique as
any living person on Golarion; a given automaton has
their own personality, shaped by countless experiences.
Most automatons behave reclusively, preferring to avoid
others due to fear of attachment or misunderstanding.
Even automatons who are more willing to live in the
open understand that their unique nature makes them a
prime target for hunters, scholars, or worse. Rare is the
automaton that lives without the regular occurrence of
distrust or worry.

If you want to play a character who is a living
construct with powerful potential and ties to ancient

magic, you should play an automaton.
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YOU MIGHT...

+ Have lived for several centuries and through many significant events.
* Be hesitant to trust others until they’ve earned it.
« Remember little of your life before becoming an automaton.

OTHERS PROBABLY...

+ Mistake you for a mindless construct when they first see you.
+ Assume you have secret knowledge about magic and technology.
+ Look upon you with awe.

PHYSICAL DESCRIPTION

Automatons share a common construction—a blend of magically treated
metals and stone. This design allows automatons to withstand the rigors of
direct combat and makes them particularly hardy. Their heavy bodies can
move just as quickly as other combatants, making automatons intimidating
foes. The design of an automaton varies depending on the needs of its role.
Most automatons have a basic humanoid shape, though some instead have
shapes that closely resemble animals. The majority of automatons have a
single eye that glows with a dim, magical light. Each also contains a powerful
artifact that both houses its individual soul and uses a combination of life
and planar energy for power. These automaton cores are marvels of magical
engineering whose method of creation has been lost to time.

As constructs, automatons typically don’t need to breathe, eat, or sleep; however,
the body of an automaton needs to vent an imperceivable magical exhaust at a
constant rate. This venting process requires breathable air to prevent a buildup of
exhaust that can clog the automaton’s systems, sometimes to fatal effect. Thus,
automatons can still suffocate much like living creatures. Though they don’t
sleep, automatons require a period of magical recalibration and restoration which
stabilizes the energies within their core. Without this process, an automaton core
is incapable of fully powering the automaton and they enter an inefficient state
(similar to a humanoid who doesn’t get 8 hours of sleep).

Automatons don’t age and the design of their cores grants them a seemingly
endless power source. Many automatons that exist today are thousands of years
old, their bodies as efficient as the day of their creation, even if their minds might
have deteriorated with the strain of the ages. Automatons lost over time typically
met violent ends. An automaton’s body is just as vulnerable to destruction as
any other construct, though destroying an automaton core is more difficult. As
such, an automaton’s soul might remain trapped within its core for years after
the destruction of its body. This was the intent of the original creators, who
hoped to provide functional immortality. However, in reality, the destruction of
the body more often leads to a malfunction, requiring magical intervention such
as resurrection magic to restore the automaton completely. In the case of the
core’s destruction, or if it malfunctions catastrophically enough that it can no
longer hold the soul, the core releases the spirit to the River of Souls.

In some cases, an automaton can learn how to consciously or subconsciously
influence its core. These automatons eventually learn how to release their
souls from their cores, allowing their souls to move on when they feel they
have achieved a satisfying life. This act leaves the automaton as a mindless
construct, typically still active but no longer capable of anything but aimless
wandering and occasional acts of self-defense.

SOCIETY

Due to the disparate fates of automatons, many of them lead solitary lives.
There are a few cases of automatons originally designed to work together, such
as groups of warriors, who remain as a team and dwell together in hideouts or
travel together as wanderers. These groups are few and far between, however, and

RARITY

Rare

HIT POINTS
8

SIZE

Medium or Small

SPEED
25 feet

ATTRIBUTE BOOSTS
Strength
Free

LANGUAGES

Common

Utopian, the language of the plane of
Axis

Additional languages equal to your
Intelligence modifier (if it's positive).
Choose from Chthonian, Diabolic,
Dwarven, Elven, Empyreal, Petran,
Pyric, Thalassic, Sussuran, and

any other languages to which you
have access (such as the languages
prevalent in your region). At the GM's
discretion, if you still have memories
from your time in Jistka, you might
speak Jistka instead of Common.

TRAITS

Automaton
Construct

AUTOMATON CORE

Your body contains an automaton core
infused with planar quintessence that
grants you power to perform various
tasks and houses your soul and life
energy. This life energy flows through
you much like the blood of humanoids.
As a result, you are a living creature.
You don't have the typical construct
immunities, can be affected by effects
that target a living creature, and

can recover Hit Points normally via
vitality energy. Additionally, you are
not destroyed when reduced to O

Hit Points. Instead, your life energy
attempts to keep you active even in
dire straits; you are knocked out and
begin dying when reduced to O Hit
Points (Player Core 411).

(cont’d)




CONSTRUCTED BODY

Your physiological needs are
different than those of living
creatures. You don't need to eat

or drink. You don't need to sleep,
but you still need a daily period of
rest. During this period of rest, you
must enter a recuperating standby
state for 2 hours, which is similar

to sleeping except you are aware of
your surroundings and don't take
penalties for being unconscious.
Much like with sleeping, if you go too
long without entering your standby
state, you become fatigued and can't
recover until you enter standby for
2 hours.

LOW-LIGHT VISION

You can see in dim light as though it
were bright light, so you ignore the
concealed condition due to dim light.

automaton settlements are even rarer. The only pockets of automatons that begin
to resemble settlements typically hide among the ruins of Jistka. These groups can
hold dozens of automatons, but any attempts to contact or visit them tend to be
fruitless. Such gatherings are especially secretive, and the resident automatons will
protect their homes at any cost.

Automatons are far more likely to encounter other ancestries. Depending on
the automaton’s personality, this encounter could go a number of ways, ranging
from extreme secrecy to open visitation. An automaton’s unique appearance
makes them stand out regardless of where they’re found, but most others look
upon them with awe or curiosity rather than fear. Magical constructs aren’t an
alien concept across Golarion, but many of them are mindless. After making it
past the initial shock of a thinking construct, it’s often not difficult for most grasp
how to engage with an automaton. However, automatons are more likely to find
the semblance of an everyday life in large cities like Absalom, Azir, or Quantium.
Regardless of where they go, an automaton must remain on the lookout for those
who would attempt to take their body for study or to access their core.

BELIEFS

The people of the Jistka Imperium saw the aeons of Axis as ideal beings whose
behavior was worthy of emulation. Since many automatons contain Jistkan
souls, many automatons maintain a philosophy of order and attempt to avoid
disrupting societies around them. Few automatons act particularly benevolent or
maliciously, though the independence and isolation common among automatons
occasionally leads to kind or cruel individuals. Automatons tend to worship gods
of technology or magic like Brigh and Nethys, or various monitor demigods.
Worship of Irori and Pharasma are somewhat common among automatons as
well. Pharasmin automatons likely learn how to release their souls from their
cores, and often choose to do so. Though they are ancient beings from long before
the time of Casandalee, a small number of automatons have recognized the new
artificial goddess as a kindred spirit.

Popular Edicts dedicate yourself to your body’s purpose, help other automatons
find release from their bodies when asked, minimize others’ sightings of you,
travel to other planes

Popular Anathema allow others access to your core, use your body for massive
destruction

NAMES

An automaton typically keeps the name they had before their transformation into
a construct, if they can remember it. Even when other memories fade, memory of
their name often remains. As such, many automatons have names with Jistkan
origins. Second most common are automatons who had to give themselves a new
name, as they lost their memories of the old one at some point. Those automatons
that particularly believed in the cause of the Artificer Conclave might instead take
the name of one of the conclave’s members in honor of the cause that they gave
their body to support. Some automatons prefer to change their names over their
lifetimes, either selecting a new name from a culture they encountered or adding a
title to represent a significant moment in their lives. In some cases an automaton
will use a particularly cherished title in place of any other name.

SampLE NaMES
Alnhaman, Busmin, The Doleful, Enoh, Himar, Kantral, The Kindred,
Numinar, Scholar, Tehkis, Wayfarer, Yulmian

AUTOMATON HERITAGES

Every automaton has a unique body based on the original roles intended to aid
the people of Jistka. Choose one of the following automaton heritages at 1st level.
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HUNTER AUTOMATON ENHANCEMENTS

You were designed to serve as a scout or assassin and Automatons are built to receive enhancements and
have a body resembling a pack hunter like a large cat modifications to their bodies. Many automaton ancestry

or wolf. Though you typically move like a quadruped, feats have an “Enhancement” line that represents a
you can still stand and fight like a biped, @ possible augmentation you can acquire. You don't gain the
allowing you to use all equipment benefits of the enhancement unless you take a feat that 3

normally. Your quadruped design allows {\§ * grants you those benefits, such as Lesser Augmentation.
you to move quickly; if you have both ¥ You can only gain the enhancements of a given feat once.
hands free, you can increase your Speed to - A (Pmm— e —

30 feet as you run on all fours.

MAGE AUTOMATON

The chamber housing your core has a more
direct connection to the rest of your humanoid
shape, allowing you to tap into your core’s magical
energy. You gain one cantrip from the arcane spell
list. You can cast this spell as an arcane innate spell
at will. A cantrip is heightened to a spell rank equal to
half your level rounded up.

SHARPSHOOTER AUTOMATON

Your lithe, humanoid shape is designed for speed and
accuracy suitable for ranged combat. You gain the
Automaton Aim action.

AUTOMATON AIM <

You steady your body and observe the events of the

battlefield to maximize the range of your next shot. You
reduce the penalty for firing into your weapon’s second
range increment from -2 to 0 for the next ranged attack

you make this turn. You can use this action a second
time in the same turn to reduce the penalty from firing
into your weapon’s third range increment from -4 to 0
for the next ranged attack you make this turn.

WARRIOR AUTOMATON

Sporting a bulkier, powerful design, your body has
been designed for combat. You have a bulky, humanoid
shape. The damage die for your fist increases to 1d6
instead of 1d4. You don’t take a penalty when making a
lethal attack with your fist or any other unarmed attack.

ANCESTRY FEATS

The following feats are available to automaton

characters.
I1ST LEVEL
AUTOMATON ARMAMENT FEAT1

AUTOMATON

You've been provided a body part designed for combat.
You gain either a claw or pincer unarmed attack. The claw
deals 1d4 slashing damage, is in the brawling group, and
has the agile, finesse, and unarmed traits. The pincer deals
1d6 piercing damage, is in the brawling group, and has the
grapple and unarmed traits.
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Your body can be reconfigured; you can select this feat at
any level, and you can retrain into or out of this feat or change
the type of attack you gain.

Enhancement Your attacking part is reinforced. Increase the
damage die of the unarmed attack you gain from this feat
by one step (from 1d4 to 1d6, or from 1d6 to 1d8).

ARCANE COMMUNICATION

You can deliver silent messages. You gain touch telepathy,
allowing you to communicate silently and mentally with any
creature you're touching, as long as you share a language.
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Enhancement You can send your messages even further. Your
telepathy gains a range of 10 feet, but you still have to
share a language with your target.

ARCANE EYE

Prerequisites low-light vision

Your eye has been magically enhanced to pierce darkness. You

gain darkvision.

Enhancement Your eye can see invisible creatures in brief
spurts. You can cast see the unseen as an arcane innate spell
once per hour.

AUTOMATON LORE

You have come to better understand the process that

made your body and the magic that powers it. You gain the

trained proficiency rank in Arcana and Crafting. If you would
automatically become trained in one of those skills (from
your background or class, for example), you instead become
trained in a skill of your choice. You also gain the Additional

Lore feat for Automaton Lore.

Enhancement Your gain greater understanding. Increase
your proficiency rank in either Arcana or Crafting, as
well as Automaton Lore, to expert. If you were already an
expert in the chosen skill, increase your rank to master
instead.

FEAT1

FEAT1

FEAT1

AUTOMATON

You can channel your core’s power through the magical gem

) ) B\ %) that serves as your eye. You gain an energy beam ranged
{ i

unarmed attack that deals 1d4 fire damage. The energy

hit, the target takes persistent fire damage equal to the
number of weapon damage dice. Your eye beam does not
add critical specialization effects.
Enhancement You channel greater power. Increase the
damage die of your energy beam by one step, from 1d4 to
1d6.

REINFORCED CHASSIS
Your body is designed to be particularly resilient. Your
chassis is made from reinforced armor plating that grants a
+3 item bonus to AC with a Dexterity cap of +1. If you are at
least 5th level, the item bonus increases to +4 and at 10th
level it increases to +5. You can never wear other armor
or remove your chassis; however, you still don't become
fatigued from sleeping. You can etch armor runes onto your
chassis.
Enhancement Your chassis becomes difficult to overcome. You

gain the Chassis Deflection reaction.

Chassis Deflection 2 Trigger A critical hit deals physical
damage to you; Effect Attempt a DC 17 flat check. If you
are successful, the attack becomes a normal hit.

\ I/"

):\\% beam has a range increment of 20 feet. On a critical
4 |
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9TH LEVEL

FEAT 5

ARCANE SAFEGUARDS

AUTOMATON

The magic powering you makes it difficult for outside magic

to affect you. You gain the Resist Magic reaction.

Resist Magic 2 Trigger You attempt a saving throw against
a harmful magical effect but haven't rolled yet; Effect Your
innate magic protects you. You gain a +1 circumstance
bonus to the triggering saving throw. Additionally, if the
triggering effect is arcane, if you roll a success, you get a
critical success instead.

Enhancement Your safeguards improve. When you Resist
Magic, you gain a number of temporary Hit Points equal to
the spell rank of the triggering effect.

INTEGRATED ARMAMENT
Your mechanical body houses a weapon or shield that you
can quickly draw and stow, leaving you prepared for combat
at all times.

You can use a 1-minute activity, which has the manipulate
trait, to integrate a single, one-handed weapon or shield
into one of your arms. You can draw or stow this item as
an Interact action. Creatures don't automatically see this
integrated item when it's stowed and must actively Seek in
order to find it. They take a -2 circumstance penalty to any
checks to do so. While you are wielding the item, it can't
be Disarmed and you can't drop or Release it; you must
Interact to store the weapon and free that hand. A creature
determined to retrieve the item can do so, but it requires
either 1 minute to remove it or extreme violence to your
arm—such as physically removing portions of the limb. You
can only have one integrated armament at a time, though
you can use the 1-minute activity to replace the item or swap
the arm in which it's stored.

Enhancement Your body has more space for integration.
You can now either integrate two one-handed weapons, a
one-handed weapon and a shield, or a single two-handed
weapon which is split across both arms. You can use a
single Interact action to draw or store both integrated
armaments. When you draw a single weapon, you can
choose to hold it with either one hand or both hands.

MAGICAL RESISTANCE FEAT 5
Your animating magic provides some defense. Choose one of
the following energy damage types: cold, electricity, or sonic.
You gain resistance 5 to that damage type.

Enhancement You tap deeper into your animating magic,
and your resistances improve. Choose one of the
following benefits: you gain resistance 5 to the remaining
two damage types from the above list, or your chosen
resistance increases to a value equal to 1 + half your

level.

FEAT 5

SN

AUTOMATON ADVENTURERS

Many who became automatons had some role in society
prior to their transformation and often gravitate toward
classes that best represent these roles, even if they
no longer remember their former life as more than
subconscious flashes. Hunter, sharpshooter, and warrior

* automatons usually become fighters, rangers, and
rogues. Spell casting classes, such as bards, witches, and
wizards are common among mage automatons. While
an automaton can have any background, the pool of
individuals chosen to become automatons were typically
of the acolyte, bounty hunter, emissary, gladiator, guard,
herbalist, hunter, martial disciple, scholar, scout, or
warrior background.

GEARS
EQUIPMENT

GUNS
% || CHARACTERS

GUNS
EQUIPMENT

ARCANE CAMOUFLAGE

FEAT9

THE ROTATING
Prerequisites hunter automaton GEAR
You have developed magical techniques to aid you with

stalking your prey. You can cast blur and invisibility each ELDESARY’
once per day as 2nd-rank arcane innate spells. * AND INDEX
Enhancement Your camouflage is more potent. Your blur spell [f= = =

now lasts 10 minutes and when you cast invisibility, you | »
can choose to gain the effects of the 4th-rank version of
the spell. In addition, you can now cast blur and invisibility
each twice per day.

ARCANE PROPULSION <99
Frequency once per day
You redirect energy from your core to ports on your back or
feet, allowing you to fly for a short time. You can maintain
this redirected energy for 5 minutes. You gain a fly Speed
equal to your Speed while redirecting the energy.
Enhancement You can maintain your flight for longer. You
can redirect your energy at all times, allowing you to fly
whenever you want, rather than just once per day for 5
minutes.

ARCANE SLAM 99
Prerequisites warrior automaton
Requirements You have a creature grabbed or restrained.
You channel magical power from your core into your arm,
empowering your attack as you attempt to slam your foe
into the ground. Attempt an Athletics check against the
foe's Fortitude DC. You take a -2 circumstance penalty to
your check if the target is one size larger than you and a -4
circumstance penalty if it's larger than that. You gain a +2
circumstance bonus to your check if the target is one size
smaller than you and a +4 circumstance bonus if it's smaller
than that.

FEAT9

FEAT9
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AUTOMATON ORIGINS

The method of creating automatons as the Artificer
Conclave did millennia ago has been lost to time. As
such, most automatons who remain on Golarion were
created during Jistka's existence. However, there are a
few rare automatons that have different origins. Anquira,

‘ herself an automaton and a high-ranking member of

) the Artificer Conclave, resides in Axis and seems to be
nearing the point of recreating the Jistkan process. She's
created a few promising prototype automatons with her
techniques. There are also rumors of another automaton
doing similar research somewhere in the deserts of the
Golden Road, though the new automatons emerging from
the desert appear somewhat incomplete.

Of significant note are the increased reports of
automatons insouthern Garund, originating from the nation
of Eihlona. The nation is famous for its inhabitants’ skill in
mixing magic with technology, particularly the remnants of
Shory technology that crashed within the nation’s borders
in ages past. Eihlonan mage crafters have managed to
recreate automatons using their vast knowledge, magical
prowess, and access to ancient technology, alongside
insights from a few friendly automaton immigrants who
found a respectful and welcoming home there. Though the
process is long and arduous, Eihlona seems to be on the
verge of recreating the success of the Artificer Conclave.
If they do, they could someday produce hundreds, if not
thousands of automatons.

Critical Success You slam the foe down and the magical energy
overwhelms it. The creature is knocked prone, becomes
dazzled for 1 round, and takes damage equal to 2d6 plus
your Strength modifier. The foe is no longer grabbed or
restrained by you.

Success You slam the foe down. The creature is knocked prone
and takes damage equal to your Strength modifier. The foe
is no longer grabbed or restrained by you.

Failure You are unable to slam the creature, but your hold on
the creature remains.

Critical Failure The creature breaks free and is no longer
grabbed or restrained by you.

Enhancement Your arms better channel your core’s power. You
no longer take penalties for attempting to slam larger foes.
Your foe takes damage equal to 2d6 plus your Strength
modifier on a success (or double that on a critical success).

CORE ATTUNEMENT FEAT9

Prerequisites mage automaton
Your core allows you to draw more power from it. Select one
1st-rank arcane spell and one 2nd-rank or lower arcane spell,
to which you have access. You can cast your chosen spells as
arcane innate spells each once per day.

Enhancement Your attunement grows stronger. Select one
5th-rank or lower arcane spell and one 6th-rank or lower

o
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arcane spell, to which you have access. You can cast them
as arcane innate spells each once per day, in addition to the
original spells.

LESSER AUGMENTATION
You know how to get the most out of your unigue body and
ahilities. You gain the enhancement benefits of one of your
1st- or 5th-level automaton ancestry feats.

You are also capable of reconfiguring your augmentations
to meet your needs. You can spend one week of downtime to
change the enhancement you gain with this feat.
Enhancement You gain the enhancement benefits of another

1st- or 5th-level automaton ancestry feat. Also, your

reconfigurations take less time. You only need to spend

1 day of downtime to change any of your enhancements.

If you have multiple enhancements, changing each one

requires a separate day.

RAIN OF BOLTS <99

Prerequisites sharpshooter automaton

Frequency once per day

Throughout the day, your body produces powerful projectiles

within your chassis. You fire them all at once in either a

30-foot cone or a 10-foot emanation. Foes in the area take 6d6

piercing damage with a basic Reflex save against the higher of
your class DC or spell DC. This increases to 7d6 at 12th level,
8d6 at 15th level, and 9d6 at 18th level.

Enhancement The projectiles regenerate quicker, they are
much more powerful, and you can refine the metallic
content to harm certain creatures. You can use Rain of
Bolts once per hour instead of once per day. The damage
increases to 12d6 and each time you use the action, you can
choose adamantine, cold iron, or silver. The damage from
Rain of Bolts is treated as the metal you chose. At 20th
level, the damage increases to 13d6.

13TH LEVEL

ARCANE LOCOMOTION FEAT 13

You've modified your body to allow you to augment your

movement. You gain either a climb Speed of 20 feet or a

swim Speed of 20 feet, your choice.

Enhancement Your body allows for even further forms of
movement. You can either select the option from this feat
you haven't chosen yet (climb Speed or swim Speed), or you
can increase your land Speed by 5 feet and increase the
Speed you chose from this feat increase to be equal to your
adjusted land Speed.

ASTRAL BLINK

You've attuned your core to allow you to phase in and out

FEAT9

FEAT9

FEAT 13
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of the Astral Plane, allowing you to teleport periodically.

You can cast translocate once per hour as a 4th-rank innate

arcane spell.

Enhancement Your attunement allows you to teleport in a
series of quick jumps rather than in one big leap. You can
expend your hourly use of translocate as a free action when
you begin your turn. If you do, your Strides are augmented
until the end of your turn, allowing you to instantly teleport
to any point you could reach with your Speed instead of
traversing normally to the location. While augmented, your
Strides gain the teleportation trait. Your augmented Strides
don't trigger reactions that can be triggered by move
actions or upon leaving or entering a square, unless those
reactions trigger on teleportation.

CORE REJUVENATION ©

Frequency once per day

Trigger You have the dying condition and are about to
attempt a recovery check.

Your soul taps into your core’s power to push against the

grasp of death and allow you to recover consciousness.

You're restored to 1 Hit Point, lose the dying and unconscious

conditions, and can act normally on this turn. You gain or

increase the wounded condition as normal when losing the
dying condition in this way.

Enhancement Your soul can draw even more power from
your core, granting you additional benefits. When you use
Core Rejuvenation, you also gain a number of temporary
Hit Points equal to three times your level. These Hit Points
remain for 1 minute.

ENLARGED CHASSIS

Prerequisites Medium or Small size

You've empowered your core to support a larger body,

granting you size and additional reach. You gain the effects

of enlarge constantly.

Enhancement Your core's empowerment has stabilized,
allowing for greater support. You are no longer clumsy due
to the effects of enlarge.

17TH LEVEL

AXIAL RECALL FEAT 17
L UNCOMMON | AUTOMATON |

You have reconfigured the magical resonance of your core to
attune to the planar energies of Axis, enabling instantaneous
travel to that plane. You can cast interplanar teleport twice
per week as an arcane innate spell that can only target
yourself; you can travel only to Axis or the Universe, and
your body serves as the focus component.

CORE CANNON 99
| ARCANE | AUTOMATON | CONCENTRATE |

Frequency once per day

FEAT 13

FEAT 13

FEAT 17
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VERSATILE HERITAGES

Since automatons have artificial bodies, they don't
manifest the features of versatile heritages, even if
the soul within their core did so in life. As a result,
most automatons don't have a versatile heritage.
However, players who are interested in taking a

« versatile heritage are encouraged to speak with their
GM to best determine an explanation for the versatile
heritage. Since an automaton core draws on planar
energy, there is a chance that said energy manifests in
a versatile heritage, such as a nephilim automaton with
an overabundance of energy from the Outer Planes.
Alternatively, a powerful soul might still be able to
manifest the features of their heritage they had prior
to transfer to an automaton body. An automaton with
a versatile heritage will have minimal physical changes
if any, though the color of energy that courses through
their core and the rest of their body might change to
properly represent the versatile heritage.

10}

Your body transforms into a powerful magical cannon.
While immobile as a cannon, you can fire blasts of energy
directly from your core, devastating your foes. You become
immobilized until you use an Interact action to revert back
to your standard form. While in your cannon form, the
only actions you can use are to Strike with an energy blast
unarmed attack or to Interact to revert back to your standard
form. You can remain in your cannon form for up to 1 minute
or until you take the action to revert back to your standard
form, whichever comes first.

Energy blasts are a special ranged unarmed attack. You
can only make energy blast Strikes while you're in your
cannon form. Your energy blasts deal 3d8 fire damage and
3d6 force damage, which increases to 4d8 fire damage and
3d6 force damage at level 20. You gain the item bonus to
attack rolls with your energy blasts from the highest potency
rune on any handwraps of mighty blows you are wearing
or any weapon you are wielding, but striking and property
runes have no effect on your energy blasts. Energy blasts
have a range increment of 120 feet. On a critical hit with
an energy blast, the target takes 10 persistent fire damage.
Your energy blast doesn’t add critical specialization effects.
If it matters for an effect dependent on weapon damage dice,
an energy blast’s number of weapon damage dice is three, or
four at level 20.

GREATER AUGMENTATION FEAT 17

AUTOMATON

You've greatly improved your abilities and your core can
support further augmentations. You gain the enhancement
benefits of one of your 1st-, 5th-, 9th-, or 13th-level automaton
ancestry feats.

You are also capable of reconfiguring your augmentations
to meet your needs. You can spend one week of downtime to
change the enhancement you gain with this feat.
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(® ‘\\\ The following common backgrounds are particularly
A\ = appropriate that with
technology in a changing world. While the backgrounds
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for a character interacts

1 are listed as common for an area with themes of gears
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and technology, and their mechanics and story impact
are not likely to require a discussion with your GM
or the other players, many of them still might not be
thematically appropriate for regions and campaigns that
lack these themes.

ANTI-TECH ACTIVIST BACKGROUND

You've seen the sorts of things that technology brings—
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polluted environments, workers put out of their jobs or
horribly injured, and the slow erosion of society—and you've
vowed to inform the larger world of these ills. You do so with
long, impassioned speeches on street corners and village
squares and by talking personally with the heads of various
guilds. Adventuring into the wider world could help spread
your message even farther.

Choose two attribute boosts. One must be to Constitution
or Charisma, and one is a free attribute boost.

You're trained in the Intimidation skill and the Guild Lore
skill. You gain the Group Coercion skill feat.

CLOCKFIGHTER

While others choose to use their engineering ability to heal
the injured or make brilliant innovations, you've used your
skill to repair and modify clockwork constructs that battle in
gladiatorial combat. You know how to get a crowd electrified
for your clockwork gladiator, win or lose, and you know how
to repair it when it gets damaged. These skills serve you well
as an adventurer.

Choose two attribute boosts. One must be to Intelligence
or Charisma, and one is a free attribute boost.

You're trained in the Crafting skill and the Gladiatorial
Lore skill. You gain the Experienced Professional skill feat.

CLOCKWORK RESEARCHER BACKGROUND

New forms of clockwork technology are incredibly
interesting to you, and you've been studying examples
of them to see where else they might be best put to use.
You might eventually develop a new prototype machine or
find a way to make related technologies practical enough
for everyone to benefit. Though before you do, you must
continue your research!

Choose two attribute boosts. One must be to Dexterity or
Intelligence, and one is a free attribute boost.

You're trained in the Society skill and the Engineering Lore
skill. You gain the Crafter's Appraisal (Player Core 2 229)
skill feat.

CODEBREAKER BACKGROUND

Whether you're employed by a military organization to
decipher coded messages sent by enemy
factions or work independently to crack an
enigma created by a past civilization, you
have a head for patterns and linguistics.
You might even use new clockwork
devices to aid you in your efforts.
Choose two attribute boosts. One must
be to Intelligence or Wisdom, and one is a
free attribute boost.
You're trained in the Society skill and the Cryptography
Lore skill. You gain the Glean Contents (Player Core 2 231)
skill feat.
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DISCIPLE OF THE GEAR BACKGROUND

While many regard science and faith as incompatible, you
believe scientific advancement is your deity’s will. Perhaps
you're a follower of Brigh, Casandalee, or some other god of
technology, or perhaps you see the furnaces and sparks of
modernity as the latest manifestation of Sarenrae’s flame or
Gozreh's lightning—whatever the case, you're always willing
to spread the word of your deity, and you've learned some
basic tinkering to show how your deity’s focus can increase
the common standard of living.

Choose two attribute boosts. One must be to Intelligence
or Wisdom, and one is a free attribute boost.

You're trained in the Crafting skill and the Lore skill for
the deity you worship. You gain the Quick Repair skill feat.

DRIVER BACKGROUND

You live behind the controls of a vehicle, and can handle
anything the road or waves and sky can throw at you. You
adventure to test your skills with new and interesting vehicles.

Choose two attribute boosts. One must be to Strength or
Dexterity, and one is a free attribute boost.

You're trained in the Acrobatics skill and either the Driving
Lore or Piloting Lore skill. You gain the Assurance skill feat
with the chosen lore.

HOUNDED THIEF BACKGROUND

Some time ago, you stole a unique item from a strange
individual. It might have been a piece of clockwork from
a far-off land or some other bit of strange technology. You
might still have it or you might have sold it, but either way,
you can't shake the feeling that you're being followed and
watched, likely by forces who want to retrieve what you
took. Luckily, a life of adventure keeps you on the move.

Choose two attribute boosts. One must be to Dexterity or
Wisdom, and one is a free attribute boost.

You're trained in the Thievery skill and the Underworld
Lore skill. You gain the Pickpocket skill feat.

JUNKER BACKGROUND

You live on the outskirts of civilization, combing through the
detritus left behind for interesting trinkets to sell or use in
your own crafting. Though you have a preferred terrain to
search, you know that the greatest treasures occur where
people make greater use of technology.

Choose two attribute boosts. One must be to Strength or
Wisdom, and one is a free attribute boost.

You're trained in the Athletics skill and the Lore skill of the
terrain in which you scavenge. You gain the Hefty Hauler skill feat.

MECHANIC BACKGROUND

The intricate inner workings of machines are no stranger
to you. Whether they are mundane devices or complex
clockworks, you know what makes them tick and how to
maintain them. An adventuring group might keep you around
to repair their equipment, or you might travel around to offer
your rare services to those in need—for a price, of course!

Choose two attribute boosts. One must be to Strength or
Intelligence, and one is a free attribute boost.

You're trained in the Crafting skill and the Engineering
Lore skill. You gain the Quick Repair skill feat.

MEDICINAL CLOCKSMITH BACKGROUND

While others might have looked to clockwork as a
mechanical innovation, you see the potential in the
technology to improve the health of patients. You might
be an experienced field medic who reached for a scrapped
construct to help a wounded soldier, or a vanguard surgeon
who's found replacing organs with clockwork more
effective than repairing them. Perhaps you've also worked
to “optimize” organic bodies with fine machinery, with or
without the permission of your patients.

Choose two attribute boosts. One must be to Intelligence
or Wisdom, and one is a free attribute boost.

You're trained in the Medicine skill and the Engineering Lore
skill. You gain the Risky Surgery skill feat (Player Core 2 233).

PRINTER BACKGROUND

Keeping your finger on the pulse of the city, you write a small
news broadsheet to sell on street corners. You rent the use of
a printing press to achieve this goal, so you're familiar with
such machines. However, people and their stories are your
main focus, and you adventure to chase the latest scoop.

Choose two attribute boosts. One must be to Intelligence
or Charisma, and one is a free attribute boost.

You're trained in the Society skill and the Scribing Lore
skill. You gain the Multilingual skill feat.

SABOTEUR BACKGROUND

Whether you do it for personal enjoyment or at the behest
of a mercenary company or military organization, you have a
knack for destroying things. You have a sense for an object or
structure’s weak spots and know where to deliver a hammer
strike or alchemical bomb. You adventure to hone your skills
or complete a particular mission.

Choose two attribute boosts. One must be to Strength or
Dexterity, and one is a free attribute boost.

You're trained in the Thievery skill and the Engineering
Lore skill. You gain the Concealing Legerdemain (Player
Core 2 228) skill feat.

TOYMAKER BACKGROUND

You delight in making little trinkets for children of all ages,
and seeing their faces light up thanks to one of your creations
brings joy to your heart. Perhaps you sell your wares from
a particular shop or from the back of a wagon as you travel
from town to town.

Choose two attribute boosts. One must be to Intelligence
or Charisma, and one is a free attribute boost.

You're trained in the Crafting skill and the Mercantile
Lore skill. You gain the Specialty Crafting skill feat, choosing
artistry, blacksmithing, glassmaking, leatherworking, tailoring,
or woodworking as your specialty.
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While most backgrounds are available to any character,  dangerous appearances. Using a mixture of fringe science and
some backgrounds are so unusual that just having them  magic, you were commissioned and trained to emulate this

makes a character rare and extraordinary. person in every way, and have stood in for them in countless

These rare backgrounds can give a player a
significantly different roleplaying experience by setting
their character up with a history or legacy beyond
the norm. For example, when a character with the
discarded duplicate background is the duplicate of a
world-shaking or plot-essential NPC, the character is
situated in a special position within the narrative. Your
character’s background is an intrinsic part of where
they come from and not something they earn during
the game. Rare backgrounds should be chosen only
after a discussion between the GM and other players as

to whether one would apply for a particular character
in your group’s game.

DISCARDED DUPLICATE
3

Someone created you for a specific purpose. Some important
person, be they a storied royal, a contentious politician, or

a stark military leader, needed a body double for their most

deadly circumstances. You may or may not know the reason
behind your decommissioning, but whoever discarded you
didn’t finish you off. Now, the world is yours to explore—but
“you” may have a bold or brutish reputation, or the individual
you were duplicating may be long dead. Regardless of the fate
of this individual, your way of life has changed drastically.

You and the GM can work out how to incorporate your
previous life into your story. The GM can keep this knowledge
hidden even from you, or you or another character know what
happened. You and the GM can also leave the information
unspecified and fill it in later.

You gain three free attribute boosts. You choose two, and
the GM chooses one based on the attributes of the character
you were built to duplicate.

MECHANICAL SYMBIOSIS
RARE

Whether you purposefully took it on or had it thrust upon
you, a bronze, clockwork object latched onto some part of




your body. It may have sunk its needles into you or locked
its spidery legs around your neck, torso, or upper arm.
Some entity or spirit lives in this collection of gears and
wires—whether or not other people hear its whispers is up
to you. The entity may be an ancient, terrible being that
has razed villages with its hosts, or it may be a brilliant,
starry-eyed child who barely understands you're not part
of its own body.

You have studied and searched for information on these
rare, crab-like machines, leaving you an expert in the binding
of elemental spirits or mortal souls to mechanical objects.
Though you have several theories on what the symbiotic
entity might be, you have no definitive answers—this may
be why you're adventuring in the first place, or perhaps
you've made a deal with someone to get it removed.
The entity might talk to you periodically, or it might
only speak when it wants you to do something in
particular or finds the two of you in danger. You and
the GM should decide on the entity’s motivations,
or if the motivations should be a secret known only
to the GM.

Choose two attribute boosts. One must
be to Intelligence or Wisdom, and one
is a free attribute boost.

You're trained in the Arcana skill
and an additional skill in which
the clockwork entity is well-versed,
determined by the GM. Any time you
attempt a skill check for the entity’s
skill, the GM can offer you a +1
circumstance bonus to the check, as
though the entity were Aiding you.
If you accept but fail the check,
the entity clenches up and you are
stunned 1 (stunned 2 on a critical
failure).

SAVED BY CLOCKWORK

Through bloody combat, a terrible
accident, or purposeful sacrifice,
you've lost some piece of your
body that has been replaced
with a clockwork mechanism.
Whether your arm is now a
whirring series of pumps, steel
coils, and iron gears; your heart
a intricate crystal clock that requires winding every
day; or your lower leg a sculpted metal tube powered
by adamantine springs and steam, part of you needs
regular maintenance and repair. You might have
received instructions from the brilliant inventor
who saved you, or you might have woken up on a
battlefield with no memory of the procedure or
the individuals involved. Regardless, you possess
the knowledge to take care of yourself—even if it's
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SAVED BY CLOCKWORK
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how to wind a key in your own heart or reconstruct a
mechanical foot.

Choose two attribute boosts. One must be to Strength or
Intelligence, and one is a free attribute boost.

You're trained in the Crafting skill. Every day you must
perform 10 minutes of maintenance and wind up your
clockwork parts, or you risk failure of the components, with
consequences depending on what you replaced (determined
by you and the GM). Your clockwork components allow you
to react to danger with alacrity. You gain a +2 circumstance

bonus to initiative rolls. GEARS
EQUIPMENT

TECH-RELIANT dar
S t be it ident, attack, or disast “IERUINS

ome event, be it an accident, attack, or disaster, AW

has left you horribly scarred by magic. Your body 8 I:TERB \

no longer tolerates magical healing, and you can’t AT
GUNS

use magic, forcing you to rely on gadgets and

ingenuity where others trust in spells and magical EUIJIPMENF%'
items. You might have been well-versed in '
magic before, or barely familiar with its ({ THE ROTATIN

"

use. This event may have injured your
body in visible ways, but no matter
the extent of your injuries, your
body no longer interacts with
healing magic in any capacity.
Choose two attribute boosts. ||
One must be to Constitution |
or Intelligence, and one is a free
attribute boost.
You're trained in the Crafting skill
and the Medicine skill. You gain the
Battle Medicine skill feat, and a +1
circumstance bonus to saving throws
against spells. Healing spells,
healing magic items, and magical
effects with the healing trait have
no effect on you.

WISHED ALIVE

Oi\% you were a simple
construct or inanimate doll, but
due to a deeply felt wish, either
yours or another's, you came
to life, and so you're now a living,
breathing creature.

Choose two attribute boosts. One
must be to Constitution or Charisma,
and one is a free attribute boost.

W You're trained in the Diplomacy skill. Once
per day, you can fervently wish for something
you could work towards achieving as a single action
which has the concentrate trait. If you do, you gain
a +2 circumstance bonus on the first skill check you
attempt before the end of your turn to fulfill that wish.
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While an infinite number of character concepts exist,
you might find that the feats and skill choices from
a single class aren’t sufficient to fully realize your
character. If you’re hoping to add a splash of technology
and invention to your character’s abilities while playing
a class other than inventor, these archetypes will allow
you to expand the scope of your character’s class.

Applying an archetype requires you to select
archetype feats instead of choosing class feats from your
class. Start by finding the archetype that best fits your
character concept, and select the archetype’s dedication
feat using one of your class feat choices. Once you have
the dedication feat, you can select any feat from that
archetype in place of a class feat as long as you meet
its prerequisites. The archetype feat you select is still
subject to any selection restrictions on the class feat it
replaces. For example, if you gained an ability at 6th
level that granted you a 4th-level class feat with the
dwarf trait, you could swap out that class feat only for
an archetype feat of 4th level or lower with the dwarf
trait. Archetype feats you gain in place of a class feat are
called archetype class feats.

Occasionally, an archetype feat works like a skill
feat instead of a class feat. These archetype feats have
the skill trait, and you select them in place of a skill
feat, otherwise following the same rules above. These
are not archetype class feats (for instance, to determine
the number of Hit Points you gain from the Fighter
Resiliency archetype feat).

Each archetype’s dedication feat represents a certain
portion of your character’s time and focus, so once
you select a dedication feat for an archetype, you must
satisfy the requirements listed in its “Special” entry
before you can gain another dedication feat. Typically,
you satisfy an archetype dedication feat by gaining a
certain number of feats from the archetype’s list. You
cannot retrain a dedication feat as long as you have any
other feats from that archetype.

Sometimes an archetype feat lets you gain another
feat, such as the alchemist archetype’s Basic Concoction
feat. You must always meet the prerequisites of the feat
you gain in this way.

ADDITIONAL FEATS

Some archetypes allow other feats beyond those with
full write-ups in their archetype entry. These are typically
class feats, such as fighter feats that represent certain
combat styles. The list of additional feats includes
the feat’s name, its level, and the page number where
it appears. You can take the feat as an archetype feat
of that level, meaning it counts toward the number of
feats required by the archetype’s dedication feat. When
selected this way, a feat that normally has a class trait

doesn’t have that class trait.

A

GEARS ARCHETYPES

KEY TERMS

You'll see the following key terms in several archetypes.

Flourish: Actions with this trait are special techniques

* that require too much exertion for you to perform
* frequently. You can use only 1 action with the flourish
¢ trait per round.

Reckless: Actions with the reckless trait run the risk
of the pilot losing control of a vehicle. When performing
a reckless action, the pilot must first attempt an
appropriate piloting check to keep control of the vehicle.

MULTICLASS ARCHETYPES
Archetypes with the multiclass trait represent diversifying
your character’s training into another class’s specialties.
You can’t select a multiclass archetype’s dedication feat
if you are already a member of the class of the same
name (for instance, a fighter can’t select the Fighter
Dedication feat).

GEARS ARCHETYPE LIST

The following archetypes each allow you to build a
character with strong ties to gears and gadgets in a
variety of different ways.

+ The inventor multiclass archetype (page 49) adds
some inventor abilities to a character of any class.
This allows all sorts of characters to flex their
ingenuity in order to solve problems through
brilliant invention.

+ The overwatch archetype (page 50) uses enhanced
visual gear to watch the battlefield, taking
advantage of enemies’ openings and assisting allies
in a bind.

» The sterling dynamo archetype (page 52) gains
powerful uses out of their clockwork prosthetic.
While the prosthetic is usually an arm, the archetype
covers characters replacing or augmenting any limb
with a clockwork prosthetic.

+ The trapsmith archetype (page 54) expands the
snarecrafter archetype with special options for
creating snares with cogwheels and gears, granting
a variety of special benefits impossible with an
ordinary snare.

+ The trick driver archetype (page 55) drives a vehicle
into battle, crushing opponents who stand in their
way. A great choice for a character who wishes to
pilot a vehicle and join in the fight, whether it’s a
personal vehicle or one shared by the group.

+ The vehicle mechanic archetype (page 56) gets the
most out of a specific vehicle, granting that vehicle
special benefits. This makes a vehicle mechanic a
natural combination with a trick driver to pilot

the vehicle.




INVENTOR

You revel in the creation of clever inventions, deploying
your brilliance to defeat your foes. Explosives, gadgets,
and innovative technologies? You have ideas for all of
them, and you’re eager to test your theories.

MULTICLASS INVENTOR CHARACTERS

Inventor is a great fit for intelligent characters
looking to branch out and learn new tricks, especially
alchemists, who are already good at Crafting and may
appreciate unstable options as an alternative to daily
alchemical resources. If they meet the Intelligence
requirements, clerics of deities who encourage invention
and experimentation like Brigh are an amazing fit,
both because it makes narrative sense and because
such characters can usually Refocus while fixing their
innovation after using an unstable ability.

Gunslingers, investigators, rogues, and wizards can
all make for good multiclass inventors, though any class
that favors Intelligence might also be a good fit.

INVENTOR DEDICATION

[ uncommoN | archeTvee | pepication | MuLTicLess
Prerequisites Intelligence +3

You become trained in Crafting and inventor class DC. You
gain the Inventor skill feat, even if you don't meet the
skill feat’s requirements. Choose an innovation. You
gain that innovation, though you don't gain any other
abilities that modify or use that innovation, such as
modifications or Explode.

BASIC BREAKTHROUGH
Prerequisites Inventor Dedication
You gain a 1st- or 2nd-level inventor feat of your choice.

BRILLIANT CRAFTER FEAT 4
Prerequisites Inventor Dedication

Your skill at crafting is unparalleled. You become an expert
in Crafting. At 7th level you become a master in Crafting,
and at 15th level, you become legendary in Crafting and you
become an expert in your inventor class DC.

ADVANCED BREAKTHROUGH

Prerequisites Basic Breakthrough

You gain one inventor feat. For the purpose of meeting

its prerequisites, your inventor level is equal to half your

character level.

Special You can select this feat more than once. Each time you
select it, you gain another inventor feat.

EXPLOSION

Prerequisites Inventor Dedication

FEAT 2

FEAT 4

FEAT 6

FEAT 6
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Your innovation can explode on command. You gain the
Explode action (page 19).

BASIC MODIFICATION
Prerequisites Inventor Dedication
You've learned to modify your innovation in order to
enhance its capabilities beyond what an ordinary piece of
equipment can accomplish. You gain a basic modification of
your choice for your innovation (page 16). Your innovation
must meet any requirements for the modification you
choose, as normal.

FEAT 8
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OVERWATCH

With a stalwart mind and sharp eyes, you observe the
battlefield as though you and your allies are pieces on
a chessboard. By predicting dangers and hazards and
offering your insights to your comrades, you win battles
through keen observation and teamwork. Whenever
there’s a threat or opening, you’re the first to point it
out, and you’re ready to help your allies directly when
necessary.

As a group’s overwatch, you might let the position go
to your head. In such cases, you might think of yourself as
the mastermind behind the chessboard and feel detached
from your allies, thinking of them as little more than
pawns on the field.

But more likely your role allows you to feel a deeper
connection to your allies, and your coordination and
heroics stand out most when you subsume your individual
ego to serve the group’s needs. In that case, you might
think of yourself as a part of a functional whole—if your
party was a single living body, you serve as the eyes, but
that doesn’t mean you’re the brain, the heart, or other
vital organs. Everyone has a crucial role to play.
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OVERWATCH DEDICATION

| uncommoN | archervee | pepicaioN |
Prerequisites expert in Perception
You have an innate knack for tactical observation, and you've
innovated to apply that knack in a variety of ways that
allow you to assist your allies. With the help of enhanced
visual gear (such as a specially modified telescope, goggled
visor, or binoculars) and a set of carefully curated signals
to share the information you uncover with your allies, you
and your team are always keenly aware of the movement
of combatants on the battlefield. You quickly and efficiently
disperse the information you discover to your nearby allies
so they can use it to direct their own observations and
reactions to danger.

You're surrounded by an overwatch field aura in a 30-foot
emanation. Your overwatch field aura grants you increased
perception and allows you to call out warnings to your
allies within the aura to point out threats. This aura has
the auditory and visual traits. When you roll Perception for
initiative, you and allies within your overwatch field receive a
+2 circumstance bonus on your initiative rolls.

SPYGLASS MODIFICATION
Prerequisites Overwatch Dedication
Your enhanced visual gear includes a regulating scope and

reflectors, combined in an ingenuous setup that allows you

to see around corners within the area of your overwatch
field. This permits your overwatch field to extend around
a single corner or turn and allows you to see around that
corner as well. This ability doesn’t let you see through
walls or other barriers. You can't use it to see around
a second or further corner, and it doesn't allow you
to make ranged attacks or perform other actions that
require line of effect with your target.

SWIFT INTERVENTION 2

Prerequisites Overwatch Dedication

Trigger An ally within your overwatch field fails in their
attempt to Arrest a Fall, Balance, Grab a Ledge, or

Maneuver in Flight.

Requirements You are wielding a ranged weapon.

You're burdened with noticing potential threats at all times.
Because of this, you've learned that a well-placed shot can
prevent disaster. You make a shot to either pin an ally’s
clothing to stop a fall or secure them against a ledge, or you
bounce an attack off their armor to correct their course as
they stumble while attempting to balance or fly.

Make a single ranged attack roll against the DC of the
triggering check; your ally uses the result of your ranged
attack roll in place of their original roll. You must have line of
effect to your ally, and your attack roll includes any normal
bonuses or penalties for a ranged attack with that weapon
(such as the penalty for making a ranged attack beyond your
first range increment).

FEAT 2

FEAT 4

FEAT 6
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TOPPLE GIANTS
Prerequisites Overwatch Dedication

When you observe an ally try and fail to execute a strategic
maneuver against your enemies, you coordinate with your
other allies to finish the job, using the opening from the
first attempt to keep your foe off-balance and ensure your
eventual success.

When an ally within your overwatch field attempts to
Disarm, Shove, or Trip an opponent within your overwatch field
and fails, you coordinate efforts to provide a +2 circumstance
bonus to the next Athletics check rolled by a different ally
to attempt the same action on the same target before that
target's next turn.

WIDE OVERWATCH
Prerequisites Overwatch Dedication, master in Perception
Through a variety of perceptive techniques, careful routines,
and upgrades to your enhanced visual gear, you have
become able to observe and maintain your overwatch at a
much greater distance. Increase the size of your overwatch
field from 30 feet to 60 feet.

FEAT 10

FOREWARN 2
Prerequisites Overwatch Dedication, master in Perception
Frequency once per minute
Trigger An enemy within your overwatch field attempts an
attack against an ally who is also within your overwatch
field.
Your foresight and planning are more valuable than armor
as you direct your ally away from danger, but there’s a
limit to how often you can guide your allies away from a
foe's relentless assaults. The triggering attack roll targets
your Perception DC instead of your ally’s AC. Though this
allows your ally to avoid taking penalties to their AC, it
doesn’t remove any conditions or other effects causing such
penalties. For example, an enemy with sneak attack would
still deal extra damage to your ally if they are off-guard,
even though they wouldn't take the -2 circumstance penalty
when defending against the attack.

MASTER SPOTTER
Prerequisites Overwatch Dedication, expert in Perception
Your incredible perception and trusty enhanced visual gear
allow you to see things others miss. Your proficiency rank in
Perception increases to master.

CONTROL TOWER
Prerequisites Overwatch Dedication, master in Perception

Your keen senses and ability to process battlefield
information have dramatically improved, allowing you to
drastically reduce the advantage of unseen foes. You and

FEAT 12

FEAT 12

FEAT 14

OVERWATCH TRAINING

Not just anyone can train to become their party’s
overwatch. A keen and incisive perception is necessary,
of course, but that alone won't be sufficient. While
many a ranger or rogue must sharpen their senses
or face a short career, a true overwatch must be able

 to apply information received from all five senses
(and any additional special senses they might have)
to make split-second decisions that work toward
achieving a tactical goal. Such a response can partially
be trained through hours of daily drills designed to
help a potential overwatch separate true threats and
situations requiring their skills from false positives,
and even situations where they would cause a problem
if they didn't hold back. However, while training helps
ingrain good practice into one’s reflexes and muscle
memory, ultimately, an overwatch candidate who lacks
an innate degree of good tactical instinct will find such
training slow to produce results, or in the worst case,
even impossible.

Beyond senses and instinct, the role of overwatch
requires the ability to innovate your enhanced visual gear
to assist in removing blind spots and seeing what others
miss. This is essential, since you must keep track of your
team and nearby foes. While it isn't explicitly necessary
for you to be the one with enough skill in Crafting to
maintain and upgrade your enhanced visual gear, many
successful overwatches choose to do so in order to better
understand how every piece works together to create
the whole.

allies in your overwatch field gain a +2 circumstance bonus
when using the Seek action to find hidden or undetected
creatures within the overwatch field. You and your allies
don't have to succeed at a flat check to target a concealed
creature within your overwatch field. When you or an ally
targets a hidden creature in your overwatch field, reduce the
DC of the flat check to 5.

CONVERGE 2 FEAT 16

ARCHETYPE

Prerequisites Overwatch Dedication, master in Perception

Trigger You make a successful ranged attack against an
opponent who is within your overwatch field, and who
is within reach of one or more of your allies who is also
within your overwatch field.

Informing your ally of an opening created by your shot, you
coordinate to set them up to hit the target at the same time.
Your ally can make a melee Strike against the triggering foe as
areaction. This Strike doesn't count toward that ally’s multiple
attack penalty, and their multiple attack penalty doesn't apply
to this Strike. If your ally’s Strike is successful, combine the
damage from your successful ranged attack with the damage
from your ally's melee attack for the purpose of determining
resistances and weaknesses.
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STERLING DYNAMO
While many people across Golarion use prosthetic devices,
you’ve acquired and outfitted yourself with a particularly
advanced combat model of clockwork prosthesis: a piece
of cutting edge technology called a sterling dynamo.
You know how to maintain your dynamo and how to
customize it to suit your needs and style, incorporating any
promising new technologies you encounter into its design.

There’s a significant distinction, however, between
someone who merely has a sterling dynamo prosthesis
and someone like you who is a true sterling dynamo. With
their recent invention, people in Absalom and Dongun
Hold with access to the technology have begun to adopt
sterling dynamos as their prostheses of choice,
among the wide variety of amazing options
already available in both markets. However,
not everyone who chooses to use sterling
dynamo technology is a member of the
sterling dynamo archetype.

With  the
archetype, you don’t just use a
sterling dynamo prosthesis, you

sterling  dynamo

have taken the time to master
all of its intricacies and truly
understand its advantages,
limitations, and limitless

You dont (4
have to literally be
your
as there’s no requirement

potential.

own mechanic,

for a sterling dynamo to be
particularly skilled at crafting, but
even if you aren’t, you can still “feel”
what’s right when it comes to adjusting
and optimizing your dynamo and have
likely picked up a knack for intuiting the
occasional modification. Whether you
implement these improvements yourself
or present a trusted mechanic, possibly

the same individual who first crafted
your prosthesis, with ideas and insights
that allow them to achieve something
special on your behalf, your strength
and ingenuity are what make you a
sterling dynamo.

As you train to use your dynamo in
all sorts of adventures, you may become
capable of feats its original inventors
never dreamed possible. In fact, as you
progress in the archetype and explore the
possibilities, you might find that these
inventors want to interview you in order
to apply your insights and help them create a new

generation of the technology with even greater
capabilities. The sterling dynamo’s adaptability
grants it vast potential, so the sky’s the limit!

STERLING DYNAMO DEDICATION
| uncommoN | archervee | pepicaioN |
You obtain a sterling dynamo prosthetic, which allows you
to replace or augment a limb, or even add a simple new
non-prehensile limb, such as a tail. While your sterling
dynamo prosthetic can replace a missing prehensile limb,
such as an arm, choosing to add a new limb can never
increases your character's number of hands or prehensile
limbs beyond two, even in combination with other abilities
or effects.

Your sterling dynamo prosthesis is especially optimized for
combat, granting you a dynamo melee unarmed attack that
is in the brawling weapon group and is made of silver (which

makes it more effective against certain types of creatures,
such as devils and werewolves).

You have several options to customize your sterling
dynamo. First, choose whether you have a power driver
dynamo, which deals 1d6 bludgeoning damage and has

the shove trait, or a percussive striker dynamo, which
deals 1d4 bludgeoning damage and has the agile
and finesse traits.

Most dynamos are automated, so they don't
require a free hand to use, like other unarmed
attacks. However, you can instead choose to
make your dynamo be manually controlled via a
handheld switch, lever, or other device; to make
an attack with a manually controlled dynamo,
you must have a hand free to operate it, but the
benefit is great control and a more devastating
strike. This increases the damage die by one
size, to a 1d8 for a power drive dynamo or 1d6
for a percussive striker dynamo. Arm dynamos
are always manual, but they use the hand
on that arm to operate the dynamo when

making strikes. Manual control is required

only in the heat of combat, not for less
strenuous adventuring or everyday
activities.

You need to keep your sterling dynamo

wound, but the process isn't particularly onerous,
so in most situations, it won't be an issue. If you
spend 1 minute winding up your dynamo, it
can remain active for 24 hours before needing
additional winding. However, enemies can attempt
to Disable the dynamo, which has a level equal to
your own, to reduce the remaining operational time
by 1 hour, or 2 hours on a critical success. Certain
other abhilities that adversely affect technology
might also reduce the dynamo's remaining
operational time. When your dynamo is out of
operational time, you can still use it as a normal
prosthetic, but you cannot use your dynamo unarmed
attack or any other abilities from this archetype
until you wind the dynamo again. You can wind
the dynamo for 1 minute at any time to return it
to the maximum 24 hours of operational time.




MODULAR DYNAMO
Prerequisites Sterling Dynamo Dedication
Your dynamo has modular configurations, allowing you to
swap between various different possibilities with ease in
order to adapt to various situations in combat. Your dynamo
attack gains the modular trait (page 150), as well as one of
the following configurations of your choice: power driver
(1d6 bludgeoning damage; shove), percussive striker (1d4
bludgeoning damage; agile, finesse), rotating sickle (1d6
slashing damage; trip), or entangling barbs (1d6 piercing
damage; grapple). If you have a manually controlled dynamo,
these damage dice increase by 1 size, as usual, and you can
also choose the extendable baton (1d4 bludgeoning damage;
finesse, reach), which has the damage increase already
factored in.

When you use an Interact action to switch configurations
using the modular trait, you switch between the initial
configuration of dynamo you chose with the Sterling Dynamo
Dedication and the new configuration you chose with Modular
Dynamo.

Special You can select this feat multiple times. Each time,
you choose another configuration and add it to the list of
options you can choose when you use an Interact action
with the modular trait.

PISTON PUNCH 99

Prerequisites Sterling Dynamo Dedication
You lash out with a powerful punch, extending your dynamo
to a greater length in order to attack two creatures in a row.
Make a single bludgeoning or piercing dynamo Strike and
compare the attack roll result to the ACs of up to two foes. The
first foe must be within your melee reach and the second foe
must be adjacent to the first foe in a straight line away from
you. Roll damage only once and apply it to each creature you
hit. A Piston Punch counts as two attacks for your multiple
attack penalty. Reduce the operational time of your sterling
dynamo by 1 hour.

STASIAN SMASH 9

FEAT 6

FEAT 8
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PROSTHETICS IN GOLARION

Prosthetics in Golarion don't require membership

in an archetype or special organization to obtain. A

character can purchase a simple prosthetic foot, eye,

hand, or virtually any other body part for as little as

5 silver pieces, with more expensive prosthetics that
« are decorated with unique customizations or designs
available for a corresponding mark-up. For more
information on prosthetics, see page 69 of Pathfinder
Lost Omens Grand Bazaar. The sterling dynamo
prosthetic technology presented here was created
through collaboration between a Dongun Hold prosthesis
inventor, who created the flexible silvery clockwork joint
system, and a researcher from the Clockwork Cathedral
in Absalom, who created a prototype variant that
increased how customizable the model was and sent
it back to the dwarven inventor to iterate further. That
iteration became the sterling dynamo that entered the
market in late 4721 AR. It has been widely applauded for
its adaptability in both combat and everyday use.
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You've incorporated beast tech from Arcadia into your
dynamo, adding in components from various terrifying
creatures to enhance your prosthesis's capabilities. The beast
parts can unleash a disturbing howl as you make a powerful
attack with your dynamo. Attempt Intimidation checks to
Demoralize against each enemy within 30 feet; you don't
take a penalty when you attempt to Demoralize a creature
that doesn't understand your language. Then, make a dynamo
Strike. Reduce the operational time of your sterling dynamo
by 1 hour.

CONSTRUCT DYNAMO
| UNCOMMON | ARCHETYPE |

Prerequisites Sterling Dynamo Dedication
Access You are an automaton or are otherwise from the

ancient Jistka Imperium.

- AND INDEX

FEAT 12

[ UNCOMMON | ARCHETYPE |

Prerequisites Sterling Dynamo Dedication

Access You are from Ustalav.

You've modified your dynamo with Stasian coils, allowing
you to make a powerful attack that crackles with electricity.
Make a dynamo Strike. On a success, the Strike deals an
additional 1d12 electricity damage to the target, as well as
1d4 electricity damage to up to two other foes within 10
feet as sparks leap across the gaps. If you critically fail your
dynamo Strike, you take 1d12 electricity damage. This counts
as two attacks when calculating your multiple attack penalty.
At 18th level, the additional electricity damage to the target
increases to 2d12, and the additional electricity damage to
the other foes increases to 2d4. Reduce the operational time
of your sterling dynamo by 1 hour.

You've learned the secrets of Jistkan construct prostheses,
allowing you to incorporate construct components into your
dynamo and gain a portion of their magic. You gain a +1 status
bonus to saving throws against magic, and your dynamo
Strikes become magical.

SOARING DYNAMO

Prerequisites Sterling Dynamo Dedication
You've built clockwork wings or jets into your dynamo,
allowing you to use your prosthesis to fly. You gain a fly
Speed equal to your Speed. Each minute of flight reduces
the operational time of your sterling dynamo by 1 hour,
measured from the first time you use the Fly action in a
given minute.

FEAT18
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TRAPSMITH

Wielding a wrench or blowtorch, you manufacture snares

that whir and tick with delicate precision. Your best work
requires the right materials—a glorious set of brass fittings
and cogwheels—with which you create snares that are as
elegantly lethal as they are subtle. As a trapsmith, you’re
always improving your snares: adjusting timing, tweaking
triggers, and finding new ways to hide them from foes.
Investigators, rangers, and rogues all make good
trapsmiths, though any character with a devious mindset
and mechanical inclinations might find this a good fit.

TRAPSMITH DEDICATION FEAT4

=

GEAR GNASH
Prerequisites Trapsmith Dedication, expert in Crafting
Snares you create have complicated inner workings that are
quite difficult to disable. Creatures attempting to Disable
your snares that use gears must succeed at an additional
Thievery check in order to disable the snare. On a failed
check, while the snare doesn't fully trigger, the grinding
mechanisms deal bludgeoning damage to the creature equal
to half your level. The snare still triggers on a critical failure,
as normal.

PROPELLER ATTACHMENT

FEAT7

 uncomnon | archeryeE | ppicaTion

Prerequisites Snarecrafter Dedication (Player Core 2 216)

Prerequisites Trapsmith Dedication, master in Crafting

You use glimmering gears and gnashing mechanisms to
manufacture snares using specialized parts. Your snares
include clockwork and steam-powered cogwheels and gears,
and their gush of steam can hinder those you ensnare. If
you choose to construct a snare using gears and a creature
fails their saving throw against the snare, all creatures are
concealed to that creature for 1 round, as a burst of steam
obscures its vision.

You've mastered attaching clockwork propellers to your daily
quick-deploy snares that use gears. This allows you to place
your snares in the air or underwater, where they remain in place
for up to 10 minutes, after which the propeller runs out of power
and they fall or sink. Unless you use additional precautions to
hide it, a propeller snare’s location is usually obvious.

RECYCLED COGWHEELS FEAT8

Special You can select the dedication feat for the trapsmith
archetype even if you haven't yet gained three feats from the
snarecrafter archetype.

ARCHETYPE

Prerequisites Trapsmith Dedication

You're able to scavenge the cogwheels from your daily
quick-deploy snares that use gears. This allows you to
deconstruct a snare that didn't trigger in order to set the snare
up somewhere else. Doing so takes the same number of actions
as setting the snare did. When you do, you recover the snare
and can deploy it in another location.

REPURPOSED PARTS
Prerequisites Trapsmith Dedication
You are familiar with the fittings and cogwheels of your
snares and can repurpose parts from prepared quick-deploy
snares to assemble a new creation on the fly. Using two of
the snares you prepared for quick deployment during daily
preparations, you can quickly deploy a different snare that
you know how to Craft, even if you didn't prepare that snare
during your daily preparations.

FINESSED FEATURES
Prerequisites Trapsmith Dedication
You've learned how to build snares that trigger based on

visual stimuli. When you construct a snare using gears,

you can cause it to trigger based on the visual features of

a creature. For example, you could lay a snare that can only

be triggered by a Large or Larger creatures, or one that only

activates when a creature wearing red clothing would trigger
it. You can use this ability to specify your snares to trigger on
creatures that typically do not trigger snares, such as creatures
smaller than Small, though the creature must still otherwise
satisfy the snare’s trigger as normal.

FEAT10

FEAT 12
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TRICK DRIVER

While cavaliers follow an old and tired tradition of
mounted combat, you take a more modern road.
Through aggressive use of vehicles, you roll across the
battlefield, taking down your opponents. You go beyond
simply operating a vehicle, pushing it to perform stunts
that its builders never intended, transforming the vehicle
into something much greater than a mere conveyance.
Inventors and rogues are candidates to be trick drivers,
though it may suit any character with a need for speed.

TRICK DRIVER DEDICATION FEAT 2
| uncommon | archervee | pepicaTion |

Prerequisites trained in Driving Lore

You are equally at home piloting any vehicle, adapting yourself
instantly to varied controls, movements, and handling.
Whenever piloting a vehicle requires a Piloting Lore or Sailing
Lore check, you can use your Driving Lore proficiency instead.
You can use Dexterity in place of Intelligence when attempting
piloting checks with Driving Lore. You become an expert in
Driving Lore. At 7th level, you become a master in Driving
Lore, and at 15th level, you become legendary in Driving Lore.

EXPRESS DRIVER FEAT 2

—

-

USING VEHICLES

While many of the options in this book are uncommon
to allow you to insert the thematic elements into your
game as you see fit, there are some options you should
consider very carefully before including. This archetype
is one of them. Vehicles are relatively complicated and

* can move very fast, which can make mapping encounters

¥ quite difficult. They can also move characters too far
from the fight for other participants to respond. Think
carefully before deciding whether to include the trick
driver archetype, and make sure that vehicle use is right
for your campaign’s style and encounter area size.
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to bear. You Drive with a -2 penalty to your piloting check,
gaining the effects of the Drive action for the same number of
actions you spent to Power Slide. At the end of the movement,
if you succeed, you can turn the vehicle up to 90 degrees. If
you critically succeed at your piloting check, you can instead
turn the vehicle up to 180 degrees.

PUSH IT

Prerequisites Trick Driver Dedication

GUNS
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Prerequisites Trick Driver Dedication

You can optimize your vehicle’s performance,
coaxing extra speed and choosing paths to avoid
slowdowns. When calculating your travel
speed for the day while piloting a vehicle,
you can attempt a Driving Lore check to
increase your vehicle’s travel speed.
The DC is determined by the GM but
is typically based on the vehicle's
piloting DC or a difficulty based
on the environment, whichever is
harder. On a success, increase your
vehicle’s travel speed by half. This has no
effect on your vehicle's movement in encounters.

TAKE THE WHEEL *¥ FEAT4

Criounsr]

Prerequisites Trick Driver Dedication

Requirements You are adjacent to a vehicle’'s
point of entry.

Diving into a moving vehicle and seizing the

controls is nothing new for you. You Board

and Take Control of the adjacent vehicle.

POWERSLIDE*® TO+PP>  FEAT4
Prerequisites Trick Driver Dedication

Requirements You are piloting a vehicle.
You throw the vehicle into a barely
controlled skid, turning sharply to
evade pursuit or bring your weapons

You can push your vehicle's performance beyond the limits
envisioned by its makers. Whenever you succeed at a piloting
check, the vehicle you are piloting gains a +5-foot |

circumstance bonus to all its Speeds until the end ‘
2 of your turn. If you critically succeed, this bonus
increases to +10 feet.

ROADKILL

Prerequisites Trick Driver Dedication

Requirements You are piloting a vehicle.

In your hands, any vehicle is a weapon.
When you use Run Over, you can use
your class DC in place of the vehicle’s
collision DC. Your vehicle can Run
Over any number of creatures up to
one Size smaller than the vehicle or
ram any one target creature or object

in your path up to the size of your

vehicle.

0L DRIVE-BY ATTACK *P T0 99> FEAT12

2 Prerequisites Trick Driver Dedication

FEAT10

You can smoothly line up an attack
without disrupting your control. You Drive,
gaining the effects of the Drive action for the
same number of actions you spent to Drive-
By Attack. At any point during your vehicle's
movement, you Strike.




VEHICLE MECHANIC

You have always felt that vehicles are as much works
of art as they are means of transportation. It doesn’t
matter if it’s as common as a chariot or as complex as
an airship, there’s always some aspect of the vehicle you
can improve upon. Pilots, drivers, and sailors alike value
your expertise, and many seek you out to work on their
vehicles. While you can make a great profit working
on custom vehicles for wealthy clients, you still keep
a vehicle of your own to tinker with as your personal
passion project.
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You might be part of a vehicle mechanic union,
working with other mechanics and engineers to find fair
jobs and support each other’s labor. While some vehicle
mechanic unions are secular, many realize the benefits
of organizing alongside a sympathetic religion, and so
they typically adopt the ideals of economically-focused
gods like Abadar or deities interested in crafting such
as the goddess Brigh—the Whisper in Bronze—the
goddess of invention. Whether religious or secular,
vehicle mechanic unions take the bonds between fellow
union members seriously. While this might mean your
character becomes obligated to help a fellow union
member who needs your help, it also means you have
steadfast allies you can fall back on in your own time of
need. In dire straits, such a connection can be worth its
weight in gold.

Alchemists and inventors both make excellent vehicle
mechanics, but any character who likes tinkering with
complex machinery might enjoy this archetype.

VEHICLE MECHANIC DEDICATION

| uncommon | archervee | pepicaTion |

Prerequisites Intelligence 14, trained in Crafting
You are adept at designing and maintaining mechanical
vehicles, and you lavish your attention and ingenuity on
one vehicle in particular. You become an expert in Crafting,
and you choose one vehicle you own—or your party owns
collectively—to be your signature vehicle: the vehicle you
spend time customizing to grant it various advantages.
You can spend 1 week of downtime with a new vehicle to
designate it as your signature vehicle instead. Due to your
amazing customizations and adjustments, pilots gain a +1
circumstance bonus to any piloting checks they make to
control your signature vehicle. If you are a master in Crafting,
this bonus increases to +2.

ENGINE BAY
Prerequisites Vehicle Mechanic Dedication, expert in Crafting
You are practiced at working in vast garages of vehicles and
can work on many machines at a time. When Repairing and
spending the full 10 minutes, you can fix up to two objects. If
you are a master in Crafting, you can fix up to four targets. If
you're legendary in Crafting, you can fix up to eight targets.
This feat has no effect when using Quick Repair or another
ahility to reduce the time spent Repairing.

PATCH JOB
Prerequisites Vehicle Mechanic Dedication
You can patch up damage to an object with a quick fix. You
gain the Improvised Repair general feat. When you use
Improvised Repair, you can attempt a Crafting check with the
same DC as Repair. If you succeed, you can use the object as a
normal object of its type until it takes damage rather than as
a shoddy object of its type.

FEAT 2

FEAT 4

FEAT 4

\



SUPERIOR PROPULSION
Prerequisites Vehicle Mechanic Dedication
By experimenting with the effects of momentum gained from
your signature vehicle’s movement, you have learned to get
more from propulsion than just speed when the pilot pushes
the vehicle to its limit. Each time the pilot Drives your signature
vehicle as a 2- or 3-action activity and succeeds at the Piloting
check, the vehicle produces an additional effect, depending on
its method of propulsion. If your signature vehicle has more
than one propulsion method, the pilot can select which benefit
to gain each time they succeed at the Piloting check to Drive
the vehicle as a 2- or 3-action activity.

Alchemical The caustic runoff from the alchemical engines
is now weaponized. Creatures adjacent to your signature
vehicle when it begins its movement take acid damage
equal to your level.

Clockwork More resilient gears allow the vehicle to remain
functional, even when damaged. If your signature vehicle
is broken, it does not need to make the flat check to avoid
losing operating time.

Magical The residual magic from your signature vehicle
interferes with hostile spells. Pilots, crew, and passengers
of the vehicle gain a +1 circumstance bonus to saving
throws against spells until the start of the pilot's next turn.

Pulled You have eased the amount of effort needed for those
pulling your signature vehicle to move it. The vehicle gains
a +10 circumstance bonus to its Speed.

Rowed Reinforced ports protect the rowers below decks
from harm. Rowers of your signature vehicle who are
below decks have greater cover from attacks from
outside the vehicle and are not damaged when the
vehicle takes collision damage.

Steam The outlet of steam forms a cloud around the vehicle as
it moves. For the duration of its movement, your signature
vehicle is concealed.

Wind The draft of the wind helps the vehicle turn. During this
movement, your signature vehicle can turn normally, rather
than needing to move in a straight line as normal for a 2- or
3-action Drive.

EFFICIENT CONTROLS
Prerequisites Vehicle Mechanic Dedication, master in Crafting
By reducing redundant systems and streamlining essential
functions, you have made it easier for the vehicle to operate
with fewer crew. Reduce the number of crew required to
operate your signature vehicle by 25%. For example, you
would reduce a sailing ship from needing 1 pilot and 8 crew
to 1 pilot and 6 crew. This adjustment only affects the number
of crew needed to operate the vehicle; it doesn't reduce the
vehicle’s need for a pilot.

IMPERVIOUS VEHICLE

Prerequisites Vehicle Mechanic Dedication

FEAT7

FEAT 8

UNIONS
Vehicle mechanics typically ply their trade to those
who need to keep their vehicles finely tuned. As in most
other such trades, some vehicle mechanics form unions
to keep business practices fair and to protect each other
from predatory employers. The Absalom Shipwright’s
“Union is the largest union for vehicle mechanics in
Absalom, with over a thousand builders, carpenters, and
engineers among its membership. Almenia Oarstone
(female dwarf shipwright) is the current leader of the
union, having been a member for more than 60 years.
It is said that you can count on one hand the number
of ships that have docked in Absalom on which she
has never worked. The Shipwright's Union manages
shipbuilding and repairs in both the Devil's Own and the
Sea King Shipyard, and sometimes dispatches members
to handle jobs that need doing at the Docks.

USING VEHICLES
The vehicle mechanic plays best in a campaign where
the PCs adventure together in one shared vehicle
that the mechanic can enhance, such as in a pirate
campaign on a single vessel. In this way, the vehicle
mechanic archetype pairs excellently with a PC who
has chosen the trick driver archetype. As mentioned
on page 55, vehicles are an element you should
consider carefully before deciding to include, even
in a guns and gears campaign. Vehicles are relatively
complicated and can move very fast, which may make
mapping encounters quite difficult. They can also move
characters too far from the fight for other participants
to respond. Think carefully before deciding whether
to include the vehicle mechanic archetype, and make
sure that vehicle use is right for your campaign’s style
and encounter area size.

From armor plating and flexible components, to reinforced
materials and backup redundant functionality, you have built
safeguards to protect your vehicle from the rigors of combat.
Your signature vehicle gains a +1 circumstance bonus to AC
and Fortitude saves, and increases its Hit Points by an amount
equal to twice your level.

MIRACULOUS FLIGHT

Prerequisites Vehicle Mechanic Dedication
With superior engineering and magical application, you
have freed your signature vehicle from the bonds of gravity,
allowing it to soar through the sky like a dragon. The vehicle
gains magical propulsion and a fly Speed equal to its fastest
current Speed. If your signature vehicle already had a fly
Speed, reduce the distance the vehicle needs to make a
90-degree turn to half the usual length (typically half the
length of the vehicle).

FEAT18
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Stories about gear and technology don’t just focus on the innovative genius of inventors
who toil and tinker until inspiration strikes and they discover something new. The
inventions themselves are often what capture the imagination, sparking stories about
these complex and unusual items. This chapter includes everything you need to add
items of weird science to your fantasy game. While the equipment presented here tends
toward clockwork and steampunk instead of science fiction, in a world that contains
both magic and technology, that line can blur in multitudinous, marvelous ways.

THREE INNOVATIONS

While many of the items here contain their own unique
blend of engineering, science, and, sometimes, magic, three
major types of technology appear in several sections.

CLOCKWORK TECHNOLOGY

Clockwork technology is the least rare technology in
this book, though it’s still quite uncommon. Clockwork
represents, if not a majority of the new inventions, then
at least a plurality, spurred by cutting-edge research at
the Clockwork Cathedral in Absalom and the return
of New Thassilon, which surfaced some of the secrets

of clockwork discovered by the ancient empire’s first
emperor, Xin. Most clockwork items need to be wound in
order to work, but aside from a few extraordinary devices,
the time and effort needed to wind up a clockwork item
are far less than the duration and magnitude of its effects.

STASIAN TECHNOLOGY

Stasian technology is the rarest of the three types,
channeling electricity from a limited supply of Stasian coils
smuggled out of Irrisen, the land of eternal winter, which
owns few Stasian coils to begin with. However, enough
smuggled coils have spread to the mist-haunted principality
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of Ustalav to inspire a technological renaissance in
the highest halls of Ustalavic academia. While Stasian
technology is the newest form of electrical technology, and
the one least dependent on magic, it’s hardly the first time
in Golarion’s history that a civilization has attempted to
harness electricity. Most notably, aeromantic infadibulum
technology allowed the sky cities of the Shory empire to
soar through the sky. However, such previous electrical
technologies relied heavily on magic as a key component,
as this made the inventions that harnessed them drastically
more stable and powerful than a purely technological
solution. After all, magic-users could create lightning
bolts—what need was there for a non-magical alternative?
While it might seem frivolous on magic-soaked Golarion,
Stasian technology exists because it originates from
another world where magic is much rarer. By utilizing less
magical energy, Stasian tech offers a viable alternative.
The core Stasian technology can be found on page 82, but
other sections of this chapter have a few pieces of Stasian
technology sprinkled in as well.

STEAM-POWERED TECHNOLOGY

Steam technology is also an extremely recent invention,
making it far less known than clockwork but still more
accessible than Stasian technology, since it doesn’t require
the use of the heavily limited Stasian coils. Many regarded
the idea to use steam for power as particularly novel simply
because the world of Golarion contained so many other
power sources that seemed more obvious or useful than the
energy generated by the transition from water to steam. Most
steam engines currently in use include a magical component
used to heat the steam; for instance, a fire elemental
generates a steady supply of heat on its own, though prior
inventors would have used that energy directly rather than
through the creation of steam. Nonetheless, several small
proof-of-concept steam engines have successfully run safely
and stably without the use of magic, through the use of
a furnace to heat the water. Purely technological steam
power will remain mostly a curiosity, though, as long as
it continues to be less effective and convenient than steam
power sourced through magical means.

COGS IN THE MACHINE

Each section in this chapter presents a different use for
new technologies. Depending on how you want to add
technology to your character and game, you can mix and
match these sections and choose the ones right for you.
The chapter map sidebar on this page provides a quick
glimpse of the page numbers for each section.

COMBAT GEAR

Combat gear items are the practical sort you can use to
fight your enemies, making them the premiere choice for
martial characters seeking technological upgrades. There
are new weapons, weapon-like technological items, and
items that can alter the way you use weapons.
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CHAPTER MAP

The following sections appear in this chapter.
Combat Gear
Gadgets
NEECRUEETIS
Snares and Hazards
« Stasian Technology
* Utility Gear
« Vehicles and Mobility Devices

Page 62
Page 66
Page 72
Page 78
Page 82
Page 84
Page 90

GADGETS

Gadgets are technological consumable items that do
something special once and then break down. They’re
especially important for inventors, who can take feats
allowing them to make a few free gadgets each day.

SIEGE WEAPONS

Siege weapons are large, powerful, difficult to move,
and dependent on several people to reload, aim, and fire
them. They’re particularly effective in a large-scale battle
or war, leveraging rank-and-file infantry for powerful
attacks by the skilled leaders of siege crews.

SNARES AND HAZARDS

Snares and hazards are perfect for rangers, trapsmiths |

(page 54), and other characters who like to control the
battlefield ahead of time. When you mix the devious
minds of trapmakers with the possibilities presented by
technology, the possibilities remain especially deadly.

STASIAN TECHNOLOGY

Stasian technology includes some of the fundamental
technological items that use Stasian coils. You can learn
even more about Stasian technology and how Ustalav has
been using it on page 82.

UTILITY GEAR

Utility gear describes items that are useful in society, though
they may or may not be useful to a typical adventurer. For
instance, the recent invention of the printing press might
one day revolutionize the way society presents written
texts, but on a typical adventuring day, few heroes have
particular use for one. On the other hand, a clockwork
disguise or diving suit could be just what an adventurer
needs to get themselves out of (or into) a sticky situation.

VEHICLES AND MOBILITY DEVICES

Vehicles and mobility devices allow you to travel in style,
using new inventions based on the latest technologies that
can propel your adventure. If you’d like more mobility for
any reason, you can’t go wrong here. You can find even
more mobility items starting on page 66 of Pathfinder Lost
Omens Grand Bazaar, and the original rules for vehicles
begin on page 210 of GM Core.
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Although invention thrives all across Golarion, not all
inventions have spread far. Many remain isolated, typically
due to cost, inconvenience, location, or lack of components
and materials. The weapons, combat gear, and equipment
presented below are all mechanical, non-magical, and based
off cutting-edge clockwork innovations, which occasionally
incorporate even newer, bleeding-edge steam technology.

WEAPONS

NEW WEAPON TRAITS

The weapons in this section use the following traits in
addition to those found on pages 282-283 of Player Core.

Injection: This weapon can be filled with an injury
poison. Immediately after a successful attack with the
weapon, you can inject the target with the loaded poison
with a single Interact action. Refilling the weapon with
a new substance requires three Interact actions and uses
both hands.

Repeating: These weapons can’t be loaded with
individual bolts or bullets like other crossbows and firearms;

instead, they require a magazine of specialized ammunition
to be loaded into a special slot. Once that magazine is in
place, the ammunition loads automatically each time the
weapon is cocked to fire, reducing its reload to the value
in its reload entry (typically 0). When the ammunition runs
out, a new magazine must be loaded, which requires a free
hand and 3 Interact actions (to remove the old magazine,
retrieve the new magazine, and slot the new magazine in
place). These actions don’t need to be consecutive.

WEAPON DESCRIPTIONS

BACKPACK BALLISTA ITEM1

This complex wooden device, worn on the back, contains a
miniature ballista on a retractable arm. As an Interact action,
you can pull a lever to deploy or retract the ballista. As long as
it remains deployed, you must hold the ballista using that hand
or some of the components spill out onto the ground, just like
dropping any other weapon. While deployed, the device opens
and raises the ballista up over your shoulder. While retracted,




UNCOMMON MELEE WEAPONS

Name Category Level Price Damage Bulk Hands Group Weapon Traits
Injection spear Martial = 3gp 1d8P 1 2 Spear Injection, reach
Umbrella injector Martial - 4gp 1d4P 1 1 Sword  Concealable, finesse, injection, parry
Pantograph gauntlet ~ Martial = 2gp 1d4B L 1 Brawling Deadly d6, monk, reach, shove
UNCOMMON RANGED WEAPONS
Name Category Level Price Damage Range Reload Bulk Hands Group Weapon Traits
Backpack ballista Martial 1 18 gp 1d12P 180 ft. 1min. 2 1+ Crosshow —
Backpack catapult Advanced 1 20 gp 1d12B 240ft. 1min. 3 1+ Sling  Volley 50 ft.
Dart umbrella Martial = 1gp 1P 30 ft. 1 1 1 Dart  Agile,
concealable,
nonlethal
Repeating crossbow  Advanced 1 15 gp 1d8 P 120 ft. 0 1 2 Crosshow Repeating
Repeating hand Advanced 1 10 gp 1d6 P 60 ft. 0 L 1 Crossbow Repeating EHARAETRRS '
crosshow
Repeating heavy Martial 1 20 gp 1d10P 180 ft. 1 2 2 Crossbhow Repeating by t\'é
crosshow GUNS -
Backpack ballista Ammunition — 1sp - - - L - - - EUUIPHENW
bolts (price for 10)
Backpack catapult ~ Ammunition — 1sp = — - 1 - - — THE RUTATINE
stones (price for 10) : :
Repeating crossbow  Ammunition — 9sp = = = L = =
magazine (price for 5 bolts)
Repeating hand Ammunition — 9sp - - - L - -
crosshow magazine (price for 5 bolts)
Repeating heavy Ammunition — 9sp = = = L = =
crossbow magazine (price for 5 bolts)
the ballista and its mount slide down and are concealed within ~ twist of the handle. The darts are loaded into the shaft, and
the device. Although a backpack ballista packs a punch, the

device is a challenge to operate. Reloading it takes 1 minute
and can't be done while worn. As normal, you can't wear a
backpack ballista with another backpack.

BACKPACK CATAPULT ITEM1

This wooden device is worn on the back and contains a
miniature catapult mounted on a retractable frame. As an
Interact action, you can pull a lever to deploy or retract the
catapult. As long as it remains deployed, you must hold the
catapult using that hand or some of the components spill out
onto the ground, just like dropping any other weapon. While
deployed, the device opens and raises the catapult up over
your shoulder. While retracted, the catapult and its mount
slide down and are concealed within the device. A backpack
catapult fires specialized stone spheres that are loaded into the
bucket while unworn and retracted, through a sliding hatch;
the reloading process takes 1 minute. To prevent misfires and
accidental injury, the bucket fully encloses the stone while
deployed, only opening when fired. As normal, you can't wear
a backpack catapult with another backpack.

DART UMBRELLA ITEMO

This umbrella fires tiny blowgun darts from its ferrule with a
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though the damage they deal is minimal, the dart umbrella is (&
an inconspicuous weapon easy to slip past inspections.

INJECTION SPEAR ITEMO
| UNCOMMON |

A hollow receptacle inside this spear’s head can store a single
dose of poison. A sliding trigger along the spear’s shaft can
inject the loaded poison into a damaged target.

PANTOGRAPH GAUNTLET

ITEMO

A pantograph gauntlet is a heavy, fist-like weight, mounted on
an extendable frame and attached to your outer arm with a
series of leather straps. The frame's set of mechanical linkages
connected at various hinges allow movements to propagate
across the frame based on reshaping parallelograms, further
controlled by a crosshar grasped in your hand. A pantograph
gauntlet is driven by your own motion and mirrors your
arm's movements—a punch thrown with your fist moves
the pantograph, extending the weight out at a rapid speed
to land blows up to 10 feet away. In some regions, such as
Alkenstar and Ustalav, pantograph gauntlets are occasionally
constructed entirely of metal and fashioned in the likeness
of oversized arms, incorporating a complex system of
gears or a miniature steam engine in place of the simpler
pantograph mechanism.
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REPEATING CROSSBOW
|_UNCOMMON |

This crossbow has an internal chamber that can be loaded
with up to five bolts. An automated catch mechanism at the
top of the flight groove, just in front of the latch, locks the
bowstring and launches bolts with the pull of a trigger.

REPEATING HAND CROSSBOW ITEMO

This handheld crosshow features an ingeniously designed
catch mechanism at the top of the flight groove, just in
front of the latch, which automatically loads a bolt from a
magazine and resets the string each time the weapon is

fired. A typical repeating hand crosshbow magazine holds
five bolts.

REPEATING HEAVY CROSSBOW
This large crossbow has an internal chamber that
can be loaded with up to five bolts. While it uses

the same automated catch mechanism as other

repeating crossbows, a repeating heavy crosshow’s
design has significant trade-offs. It has increased

range and damage and is easier to learn how to use, but
requires a small amount of effort to reload.

UMBRELLA INJECTOR

ITEMO

This umbrella’s ferrule is a hollow-tipped blade three

to four inches in length and often overlooked as decorative.
A receptacle inside the umbrella's shaft can be loaded with
a single dose of injury poison and injected into a damaged
target with the pull of a sliding trigger. Reinforced ribs
enable you to parry and deflect blows with the umbrella’s
tear-resistant canopy.

COMBAT GEAR

The following pieces of combat gear aren’t weapons
themselves, though several
enable you to deploy other
weapons in innovative ways.

BLADE LAUNCHER ITEM1

Price 18 gp
Usage held in 2 hands; Bulk 1

ITEMO ‘ ﬂMBRELLA INJECTOR

P e

' GRAPPLING GUN

e

weapon trait, returning and most other effects that allow a
weapon to return don't function; even if a launched weapon
did return, you'd still need to load it into the blade launcher
with an Interact action to fire the blade launcher again.

BOMB LAUNCHER ITEM1

Price 20 gp
Usage held in 2 hands; Bulk 1
This long, hollow tube is held in two hands and braced over
the shoulder. Inside, it contains a small metal basket sized
to hold alchemical bombs. A chute in the top delivers an
alchemical bomb into the internal basket, while a lever
on the underside pulls the basket back and locks it
in place. Loading an alchemical bomb into a bomb
launcher requires a single Interact action. With a pull
of a trigger, the basket speeds forward, allowing you
to Strike with the loaded alchemical bomb over long
distances. Bombs fired with a bomb launcher have
a range increment of 60 feet.

DEPLOYABLE COVER
| UNCOMMON
Usage held in 2 hands; Bulk 1
This thick mat of canvas, foliage, and wood is mounted on a
tripod of flexible metal struts, folded into a baton-
like shape, and clamped shut. You can rapidly
deploy it on the ground with an Interact action to
create cover. Deployable cover completely blocks one edge of
the chosen square, allowing you (and others) to gain standard
cover when you use the Take Cover action. Before it can be
used again, deployable cover must be carefully folded and
clamped shut, which takes 1 minute.
Type deployable cover; Level 1; Price 15 gp
Type ballistic cover; Level 2; Price 35 gp
Specially crafted to protect against bullet fire, a ballistic cover
also works against other physical projectiles, such
as arrows, bolts, and thrown weapons. While
@Z~—= 3 creature has cover from Taking Cover
behind a ballistic cover, it gains resistance 2
to piercing damage from ranged weapons
and ranged unarmed attacks.

GRAPPLING GUN

ITEM 1+

ITEM 0+

Usage held in 2 hands; Bulk 1

A blade launcher has a bow-like assembly mounted on a
handled frame. The frame can be configured to fire either
a dagger, dart, shuriken, or starknife. Configuring a blade
launcher requires three Interact actions. Once properly
configured, loading an appropriate thrown weapon into a
blade launcher requires a single Interact action. A blade
launcher can't fire weapons for which it's not currently
configured. A weapon fired with a blade launcher loses the
agile, monk, thrown, and versatile traits, if it has them, and
has a range increment of 40 feet. Due to losing the thrown

This wooden, pistol-like device features a large reel coiled with
100 feet of thin metal cord and can fire a grappling hook up
to 100 feet. To reload the grappling gun, you must manually
recoil the cord by turning the reel’s crank, and then lock in
the grappling hook. Reloading a grappling gun takes 1 minute.
Type grappling gun; Level O; Price 3 gp

Type clockwork grappling gun; Level 1; Price 15 gp

Clockwork controls the reel on this grappling gun, reeling the
grappling hook back in when you pull a lever. Reloading a
clockwork grappling gun takes three Interact actions.




GUNS
CHARACTERS
Ry, "FYQ,"‘\,

GUNS
EQUIPMENT

THE ROTATING
GEAR

&
INDEX

6Ll
~ AND
?Xa g
> N
L

NET LAUNCHER

Price 16 gp
Usage held in 2 hands; Bulk 1

This wide, hollow tube is two to three feet long and fires an
unattached net at much greater range than one can be thrown.
A net launcher can be wielded while propped up on your
shoulder or cradled under your arm. A net must be carefully
folded to be launched without tangling. Properly loading a
net into a net launcher takes 1 minute. A net fired with a net
launcher can target a Medium or smaller creature within 40
feet, rather than 20 feet.

WIND-UP WINGS ITEM 3+

| RARe | cLOCKWORK

Usage attached to a thrown weapon; Bulk —

These delicate clockwork wings enable thrown weapons to
soar through the air at high speeds, performing turns and
other aerial maneuvers mid-flight. Wind-up wings also have
different types of special effects depending on the type.
Wind-up wings must be attached to a thrown weapon and
wound to function. A thrown weapon with an attached set of
wind-up wings can't have anything else attached to it, or the
wings cease to function.
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Attaching or detaching a pair of wind-up wings to a
thrown weapon requires a repair kit, and the process takes
10 minutes. Winding an attached pair of wind-up wings takes
three Interact actions. There are a variety of wind-up wings,
with different effects.

Type flutterback wind-up wings; Level 3; Price 50 gp

When you make a thrown Strike with the weapon to which a
pair of flutterback wind-up wings are attached, and the wings
are wound, the wings fly the weapon back to your hand after
the Strike is complete. If your hands are full when the weapon
returns, the wings hover in place 3 feet above the ground. At
the end of your turn, the wings are wound down; they don't
function again until wound. If you aren't holding the weapon
when the flutterback wind-up wings become wound down, the
weapon falls to the ground.

Type homing wind-up wings; Level 12; Price 1,800 gp

When you make a thrown Strike with the weapon to which a
pair of homing wind-up wings are attached, and the wings are
wound, the wings seek out your target, flying through cover
and avoiding obstacles. You ignore the target’s concealed
condition and reduce the target's cover by one step (lesser
cover to no cover, standard cover to lesser cover, or greater
cover to standard cover). After the Strike is complete, the
wings are wound down; they don't function again until wound.
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Gadgets are consumable technological inventions with
innovative uses. Gadgets take a variety of forms, some
handheld, others worn, and they often take a while to
put on or take off. Depending on their forms, gadgets
also have a variety of different effects. Due to the use of
technology, all gadgets are uncommon or rare, though
inventors and regions that grant access to inventors have
access to uncommon gadgets.

Gadgets are particularly important to inventors,
some of whom learn tricks and techniques to create a
number of temporary gadgets each day from spare parts
without needing to spend additional time and money
on the project. This, in turn, leads those inventors to be
particularly profligate in the use of gadgets, which leads
to an even stronger association between the two.

Gadgets are not, however, exclusive to inventors. In
truth, anyone can make a gadget if they have the time,
money, skill, and knowledge of how to do so. This
sometimes leads others to misidentify a particularly
or wizard using

technologically-savvy investigator

gadgets as an inventor.

— GADGETS

ABLATIVE ARMOR PLATING

L uncommoN § coNsumasLe | capcer |

Usage attached to armor or clothing; Bulk 1
Ablative armor plating is additional plating, combined with
springs, clever clockwork, and improvised padding, to absorb
damage by knocking the additional pieces free. The pieces
slowly come apart on their own with time and movement.
The process of attaching the plating takes 10 minutes and
grants the wearer of the armor the listed temporary Hit
Points for the stated duration or until lost. Removing the
plating early destroys it.

Type lesser; Level 1; Price 4 gp

The wearer gains 5 temporary Hit Points that last for 1
minute or until lost.

Type moderate; Level 3; Price 12 gp

The wearer gains 10 temporary Hit Points that last for 10
minutes or until lost.

Type greater; Level 7; Price 70 gp

The wearer gains 20 temporary Hit Points that last for 1 hour
or until lost.

Type major; Level 13; Price 600 gp

ITEM 1+
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The wearer gains 30 temporary Hit Points that last for 1 hour
or until lost.

Type true; Level 19; Price 8,000 gp

The wearer gains 40 temporary Hit Points that last for 1 hour
or until lost.

ABLATIVE SHIELD PLATING

L uNcommoN | coNsumabLE
Usage attached to a shield; Bulk 1
Ablative shield plating is an amalgam device that provides
a layer of additional protection for a shield. Ablative shield
plating is cobbled together from parts of other shields, wires,
scraps, and bits of detritus, adding mass to a shield. The
process of attaching ablative shield plating takes 10 minutes,
and you can't attach ablative shield plating to a shield that has
any other attached item, such as a shield boss or shield spikes.
When the shield is damaged, this additional material crumples,
breaks, and falls apart, absorbing some of the energy of
the blow. Otherwise, the additional material slowly
crumbles over time. Applying the plating grants
the shield temporary Hit Points that last for the
stated duration or until lost. Removing the plating
early destroys it.

Type lesser; Level 1; Price 4 gp

The shield gains 5 temporary Hit Points that last
for 1 minute or until lost.

Type moderate; Level 3; Price 12 gp

The shield gains 10 temporary Hit Points that
last for 10 minutes or until lost.

Type greater; Level 7; Price 70 gp

The shield gains 20 temporary Hit
Points that last for 1 hour or until lost.
Type major; Level 13; Price 600 gp

The shield gains 30 temporary Hit Points that
last for 1 hour or until lost.

Type true; Level 19; Price 8,000 gp

The shield gains 40 temporary Hit Points that last for 1 hour
or until lost.

BLAST BOOTS

| uncomMoN | cosumasLe
Usage attached to shoes (or feet); Bulk L
Activate *¥ (manipulate)

These sets of rockets come in pairs and strap onto existing
footwear (or a creature’s feet). Inserting them and aligning
them properly takes 1 minute. When you Activate the blast
boots, you can High Jump or Long Jump, without the need to
Stride first. Higher-level versions increase the distance of your
High Jump or Long Jump.

Type lesser; Level 1; Price 3 gp

Type moderate; Level 3; Price 11 gp

When you Activate the moderate blast boots to High Jump, you
can increase the vertical distance of your High Jump by up to 30
feet. When you Activate them to Long Jump, you can increase
the horizontal distance of your Long Jump by up to 45 feet.
Type greater; Level 9; Price 140 gp

ITEM 1+

ITEM 1+

When you Activate the greater blast boots to High Jump, you
can increase the vertical distance of your High Jump by up
to 50 feet. When you Activate them to Long Jump, you can
increase the horizontal distance of your Long Jump by up to
75 feet. Additionally, for 1 minute, the greater blast boots
continue to boost your jumps. Every time you Leap during
the duration, you can move 30 feet in any direction, or your
normal Leap distance, whichever is further.

Type major; Level 17; Price 2,750 gp

When you Activate the major blast boots to High Jump, you
can increase the vertical distance of your High Jump by up
to 80 feet. When you Activate them to Long Jump, you can
increase the horizontal distance of your Long Jump by up
to 120 feet. Additionally, for 1 minute, the major blast boots
remain active, allowing you to clumsily fly through the air for
the duration. You gain a 30-foot Fly speed for the duration,
but any time you Fly, you are clumsy 1 until the start of your
next turn.

CAUTERIZING TORCH
| uncomMoN § consumasLe | capcer |
Price 10 gp
Usage held in 1 hand; Bulk L
Activate ¥ (manipulate)
This small, clockwork torch device uses a
trigger-operated sparker to ignite a flow of
flammable gas, creating a short, hot flame
capable of rapidly cauterizing wounds and
helping to stop bleeding. The cauterizing
torch is applied to yourself or an adjacent
target. The target attempts an immediate flat
check to end any persistent bleed effect with
the lower DC for particularly effective assistance
(Player Core 445).

CHAMELEON SUIT
| uncommon § cuockwor | consumae | cancer
Usage worn garment; Bulk L

Activate *¥® (manipulate)

This complex clockwork outerwear, worn over armor or
other clothing, is composed of thin, interlocking scales of
myriad colors attached to numerous clockwork gears that
can rotate between all visible colors and shades.

When activated, the clockwork gears work double-time to
temporarily switch and adjust the scales to match the exact
coloration of the area around you, allowing you to blend
in as long as you stay still. For the duration, you can Hide
without needing cover or concealment to do so. This doesn't
allow you to Sneak without ending your movement in cover
or concealment, however, as the clockwork flips over and
adjusts the scales to match your background as you move,
giving the impression of rippling waves of color and revealing
your movement. Once the duration expires, the overworked
clockwork and scales fall apart.

Type chameleon suit; Level 4; Price 16 gp
The effect lasts for 1 minute.

ITEM 2

ITEM 4+




Type greater chameleon suit; Level 8; Price 80 gp
The effect lasts for 10 minutes.

Type major chameleon suit; Level 12; Price 320 gp
The effect lasts for 1 hour.

CLOCKWORK GOGGLES
| uncomnon | cuockwork | consumasLe | Gapcer

Usage worn eyepiece; Bulk L
Activate “¥¥ (manipulate)

ITEM 1+
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Type moderate; Level 5; Price 25 gp
The area is a 10-foot burst, the Acrobatics DC is 21, and the
cold splash damage is 3. The floating ice can support one
Large creature or two Medium or smaller creatures.

Type greater; Level 11; Price 250 gp

The area is a 15-foot burst, the Acrobatics DC is 30, and the
cold splash damage is 5. The floating ice can support one
Huge creature, two Large creatures, or four Medium or
smaller creatures.

This heavy set of mechanical goggles contains a variety of
different lenses for different situations, including lenses
that filter light at different intensities and frequencies and
even some that capture heat and other stimuli. Clockwork
mechanisms can swap between the lenses rapidly as
needed. However, many of these lenses can only capture
a single stimulus once and then are forever etched with it,
making them unsuitable for long-term use. When activated,
the clockwork mechanism on the goggles rapidly switches
between the different lenses, granting you the benefits of all
of them for a brief period of time.

Type major; Level 17; Price 2,500 gp

The area is a 20-foot burst, the Acrobatics DC is 39, and
the cold splash damage is 8. The floating ice can support
one Gargantuan creature, two Huge creatures, four Large
creatures, or eight Medium or smaller creatures. The ice can't
support Gargantuan creatures larger than a 20-by-20-foot
space, such as a mu spore.

ELECTROMUSCULAR STIMULATOR
| RARE | CONSUMABLE

Price 30 gp

ITEMS

Type clockwork goggles; Level 1; Price 3 gp
When activated, you gain low-light vision for 10 minutes.

Usage worn; Bulk 1
Activate *¥® (manipulate)

Type greater clockwork goggles; Level 4; Price 15 gp

When activated, you gain low-light vision and darkvision for
10 minutes.

Type major clockwork goggles; Level 8; Price 80 gp

When activated, you gain low-light vision, darkvision, and
the effects of see the unseen for 10 minutes.

CRYOMISTER
| uncommoN | cop | coNsumasL | capcr |
Usage held in 1 hand; Bulk L
Activate ¥ (manipulate)

When you Activate a cryomister, you can either place it in an
adjacent square or toss it up to 20 feet away. Once you've
done so, the metallic device instantly disperses a heavy mist,
settling quickly on nearby flat surfaces and forming a sheet
of ice. The cryomister creates a burst with a radius depending
on the type, making the affected area difficult terrain for
1 minute; , at the GM'’s discretion, however, this duration
might be reduced in unusually hot conditions or increased in
unusually cold ones. If an affected square takes fire damage,
the difficult terrain is removed. Though not designed as a
weapon, the cryomister’s rapidly cooling mist deals cold
splash damage depending on the type to creatures in the
area on activation. Creatures attempting to move through
the affected area can attempt an Acrobatics check with a
DC depending on the type to ignore the difficult terrain and
move at their normal Speed. Throwing the cryomister onto
the surface of a liquid creates a floating piece of ice for the
same duration, capable of supporting one or more creatures
of the listed size.

Type lesser; Level 1; Price 3 gp

The area is a 5-foot burst, the Acrobatics DC is 17, and the
cold splash damage is 1. The floating ice can support one
creature up to Medium size.

ITEM 1+
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This rare gadget uses Stasian technology to grant someone
a burst of activity, though its use can be painful. The
electromuscular stimulator must be carefully attached
to you, requiring 1 minute to do so. You can attach an
electromuscular stimulator to yourself. When you Activate
an attached electromuscular stimulator, roll a Crafting check,
using the Crafting modifier of the creature who attached the
stimulator to you, with a DC equal to the standard DC for
your level. The effects of the activation depend on the result
of the Crafting check.

Critical Success You gain the quickened condition for 1
minute and can use the extra action each round only to
Stride or Strike.

Success As critical success, but you also take 3 persistent
electrical damage.

Failure You gain the quickened condition for 2 rounds and
can use the extra action each round only to Stride or
Strike. You take 3 persistent electrical damage.

Critical Failure You take 2d6 electrical damage and 3
persistent electrical damage.

ETHERIC ESSENCE DISRUPTOR
L uncommon | coNsumasLe | Gapcer |
Usage held in 1 hand; Bulk 1
Activate ¥ (manipulate)

An etheric essence disruptor emits bursts of discordant
ethereal energy through a process based upon Stasian
etheric-spirit singers, though without the need for a Stasian
coil. Etheric essence disruptors attempt to break down the
workings of a spell that manipulates spiritual essence. Upon
activation, attempt to counteract an active divine or occult
spell within the listed range, with the listed counteract
modifier and counteract rank.
Type lesser; Level 3; Price 12 gp

ITEM 3+
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The range is 30 feet, the counteract modifier is +7, and the
counteract rank is 2.

Type moderate; Level 7; Price 70 gp

The range is 40 feet, the counteract modifier is +13, and the
counteract rank is 4.

Type greater; Level 11; Price 300 gp

The range is 60 feet, the counteract modifier is +18, and the
counteract rank is 6.

Type major; Level 15; Price 1,300 gp

The range is 90 feet, the counteract modifier is +24, and the
counteract rank is 8.

EXPLOSIVE MINE

| uncombon | consumasL | capceT |
Price 3 gp

Usage held in 2 hands; Bulk L
Activate *¥® (manipulate)
When you Activate an explosive mine, you place it on the
ground in a square within your reach, priming it to explode
when a creature steps on that square. If you have time in
advance to prepare, you can place the mine on the ground
before activating it, and you or an ally can try to use Stealth
to Conceal an Object before you Activate the mine. If you
don't Conceal the mine, its position is obvious at a glance.

ITEM 1+

Once activated, the mine is primed to explode when enough
pressure is placed on the square where it's located. Typically,
this occurs when a Small or larger creature moves onto the
square, though it could happen if a creature intentionally
places pressure on the square from a distance to safely trigger
the mine. Once triggered, the mine explodes, dealing the listed
fire damage to any creatures in a 5-foot emanation with a
basic Reflex save.

Type lesser; Level 1; Price 4 gp

The mine deals 2d6 fire damage, and the Reflex DC is 15.
Type moderate; Level 6; Price 40 gp

The mine deals 6d6 fire damage, and the Reflex DC is 20.
Type greater; Level 12; Price 400 gp

The mine deals 12d6 fire damage, and the Reflex DC is 29.
Type major; Level 18; Price 4,000 gp

The mine deals 18d6 fire damage in a 10-foot emanation, and
the Reflex DC is 38.

FLARE BEACON
| UNCOMMON_| coNSUMABLE | GADGET

Usage held in 1 hand; Bulk L

Activate *¥® (manipulate)

Flare beacons create an incredibly bright light for a brief
period of time. They are often used to signal others to the

ITEM 1+
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beacon’s location, to coordinate assaults, to request rescue,
or for other similar reasons. Higher-level beacons have a
radius so large that they can be seen from miles away at
night. When you Activate a flare beacon, you can either place
it on the ground in a space within your reach or toss it up
to 60 feet straight up. The beacon then sparks into being,
casting bright light in a 20-foot radius and dim light in the
next 20 feet for 1 minute. A flare beacon in the air falls at a
rate of 10 feet per round. Creatures adjacent to a flare beacon
must succeed at a DC 15 Fortitude save or be dazzled until
they are no longer adjacent to it.

Type lesser; Level 1; Price 4 gp

Type moderate; Level 6; Price 35 gp

The beacon shines bright light in a 60-foot radius and dim
light in the next 60 feet. Creatures within a 10-foot radius
of the beacon must succeed at a DC 20 Fortitude save or be
dazzled until they are no longer within 10 feet of it.

continue to apply until you choose to cease Sustaining the
Activation or you reach the maximum duration. Once the
effect ends, the skates fall away and you can move normally.

GECKO PADS

| uncommoN | cLockwork | consumABLE |
Usage attached to gloves (or hands); Bulk L
Activate *¥® (manipulate)

Gecko pads are thin, clockwork devices shaped like palms,
which can be strapped onto existing handwear or a creature’s
hands. When activated, they whir to life and improve your
grip on surfaces, while slowly releasing a sticky substance
stored within the device's surface to help you climb. The
pads give you a climb Speed equal to your Speed as long as
your hands are free.

Type gecko pads; Level 5; Price 25 gp

The climb Speed lasts for 10 minutes.

ITEM 5+

Type greater; Level 10; Price 180 gp

The beacon shines bright light in a 100-foot radius and dim
light in the next 100 feet. Creatures within a 20-foot radius
of the beacon must succeed at a DC 27 Fortitude save or
be dazzled until they are no longer within 20 feet of it.
Additionally, on a critical failure, they are also blinded for
1 round.

Type greater gecko pads; Level 9; Price 125 gp
The climb Speed lasts for 1 hour.

IMPACT FOAM CHASSIS
| uncommon | consumas | GanGer |

Usage worn garment; Bulk L
Activate see below

ITEM 1+

Type major; Level 16; Price 1,500 gp

The beacon shines bright light in a 180-foot radius and dim
light in the next 180 feet. Creatures within a 30-foot radius
of the beacon must succeed at a DC 35 Fortitude save or
be dazzled until they are no longer within 30 feet of it.
Additionally, on a critical failure, they are also blinded for
1 round.

GADGET SKATES ITEM 5
| uncommon | cockwork |
Price 21 gp

Usage attached to shoes (or feet); Bulk L

Activate *® (manipulate, move)

Gadget skates are metal devices that come in pairs and strap
onto existing footwear (or a creature's feet).

When you Activate gadget skates, clockwork gears reveal
small wheels that propel you along the ground, moving you
up to twice your Speed. During this movement, you must
succeed at a DC 20 Acrobatics check to turn up to 90
degrees, and you can't turn more than once or more than
90 degrees. During the activation and after the activation is
complete, you can't Stride, Step, or otherwise move on the
ground until the end of your next turn. However, you can use
this movement instead of a Stride to perform a High Jump or
Long Jump just after the activation ends, in the direction of
your last movement using the gadget skates.

You can Sustain the Activation of your gadget skates
for up to 1 minute. Starting on the turn after you Activate
the gadget skates, the first time you Sustain the Activation
each turn, you gain the effects of the activation again: you
move up to twice your Speed in the same direction as your
last movement with the gadget skates, and the restrictions
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While you're wearing an impact foam chassis wrapped
around your body, it Activates automatically whenever you
fall at least 10 feet, causing a layer of soft, flexible impact
foam to expand beneath and around you to cushion the
fall. The impact foam decreases the falling damage by up
to the listed amount, taking damage equal to the amount
of falling damage the foam reduced. If this is enough to
destroy the foam, it disperses immediately. However, if the
foam has any Hit Points remaining, it remains surrounding
you for up to 1 minute. While you're surrounded in foam,
you are immobilized and have standard cover against other
creatures, and other creatures have standard cover against
you. The foam has an Escape DC of 15; a creature can also
remove it by spending three Interact actions. You or others
can also attack the foam (the foam has an AC of 12), which
disperses if reduced to O Hit Points.

Type lesser; Level 1; Price 3 gp

A lesser impact foam chassis prevents up to 20 falling
damage and has 20 Hit Points.

Type moderate; Level 4; Price 15 gp

A moderate impact foam chassis prevents up to 50 falling
damage and has 40 Hit Points.

Type greater; Level 9; Price 150 gp

A greater impact foam chassis prevents up to 100 falling
damage and has 100 Hit Points.

Type major; Level 14; Price 650 gp

A major impact foam chassis prevents up to 200 falling
damage and has 200 Hit Points.

INSTANT SPY ITEM 2
| ONcommon | clockwork J consumasLe |
Price 5 gp
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Usage held in 1 hand; Bulk L

Activate *¥ (manipulate)

An instant spy is a tiny clockwork device that is small
enough to be easily hidden. It contains the same
audio-recording mechanisms as a clockwork spy (Monster
Core 270), as well as a short-lived gemstone that can store
up to 1 hour of sound to play back later.

Once you have activated the instant spy, it surreptitiously
begins recording all the sounds around it for an hour. In
general, it can hear sounds that are clearly audible in the
location where you activated it, but not sounds that would
require a Perception check with a DC of 10 or greater to
hear. The GM determines exactly what the instant spy can
hear and record, as well as whether or not the recording
is clear in a situation where the original sound is quiet,
distorted, or intentionally obscured.

When the recording is complete, once within the next 24
hours, you or another creature can use an Interact action
to play back the stored audio in its entirety, after which the
gem crumbles to dust. If no one plays the recorded sounds
back within 1 day, the gem crumbles into dust anyway.
This prevents the information from falling into the wrong
hands later. It's typical to use the Conceal an Object action
to hide an instant spy in a location once you've activated
it, since if you don't hide it, it’s relatively easy to discover
in a thorough search, despite the fact that it's small and
relatively unobtrusive.

MAGNETIC SUIT
| aur | consumn

Usage worn garment; Bulk 1
Activate *¥® (manipulate)

ITEM 4+

N\

MATERIAL ESSENCE DISRUPTOR
| UNCOMMON | consumaBLE | GADGET

Usage held in 1 hand; Bulk 1
Activate *¥® (manipulate)

A material essence disruptor emits bursts of disordered
energy to break down the structure of a spell that
manipulates material essence. Attempt to counteract an
active arcane or primal spell within the listed range, with the
listed counteract modifier and counteract rank.

Type lesser; Level 3; Price 12 gp

The range is 30 feet, the counteract modifier is +7, and the
counteract rank is 2.

Type moderate; Level 7; Price 70 gp

The range is 40 feet, the counteract modifier is +13, and the
counteract rank is 4.

Type greater; Level 11; Price 300 gp

The range is 60 feet, the counteract modifier is +18, and the
counteract rank is 6.

Type major; Level 15; Price 1,300 gp

The range is 90 feet, the counteract modifier is +24, and the
counteract rank is 8.

SMOKE FAN

| UNCOMMON | consumaBLE | GADGET
Usage held in 1 hand; Bulk L
Activate *¥ (manipulate)
When you Activate a smoke fan, it creates a cloud of colored
smoke. The smoke fills a 5-foot radius. The creator chooses
the smoke's color when creating the smoke fan. Creatures
within the smoke’s area are concealed, and all other creatures
are concealed to them. The smoke lasts for 1 minute or until
dissipated by a strong wind.

ITEM 2+

This magnetized suit is strapped to your body over your
armor or clothes. When you Activate it, you must choose
whether to set it to attract or repel. After being activated,
the suit provides the listed benefits for the chosen
activation type for 10 minutes before the magnets burn out
and the suit becomes useless.

While set to attract, you take a -1 status penalty to your
AC against attacks made by metal weapons, while allies
within a 10-foot emanation gain a +1 status bonus to their
AC. If set to repel, you gain a +1 status bonus to AC against
attacks made with metal weapons. While attracting metal,
you gain a +1 status bonus to Athletics checks to Climb
metal objects and Grapple metal creatures and a -1 status
penalty to Athletics checks to Shove metal creatures. While
repelling metal, you gain a +1 status bonus to Athletics
checks to Shove metal creatures, but you take a -1 status
penalty to Climb metal objects and Grapple metal creatures.
Type magnetic suit; Level 4; Price 20 gp
Type greater magnetic suit; Level 10; Price 200 gp
The area of the granted emanation increases to 15 feet, and
the item bonuses and penalties increase from 1 to 2.

Type major magnetic suit; Level 16; Price 2,000 gp
The area of the granted emanation increases to 20 feet, and
the item bonuses and penalties increase from 1 to 3.

Type smoke fan; Level 2; Price 5 gp

Type greater smoke fan; Level 8; Price 75 gp

The smoke’s radius is 20 feet, and the creator can choose for
the smoke to be a mixture of colors.

WIND-UP CART ITEM2
| uncommoN | cLockwork | coNsumABLE
Price 6 gp

Usage held in 2 hands; Bulk 2
Activate *¥ (manipulate)

This primitive device can be cobbled together from springs,
wheels, and scrap and is commonly used to carry rocks or
other dead weight forward to trigger traps. It can be loaded
with up to 4 Bulk of items. Most creatures aren't small
enough to fit on the cart, and even for Tiny creatures, it
makes for a choppy ride; while riding the cart, a creature
gains two actions at the start of each of its turns, instead
of three. Once activated, the cart moves forward at a speed
of 30 feet per round on your turn for up to 1 minute. If it
strikes an obstruction, it attempts to continue its movement,
pushing with an Athletics bonus of +5, once per round. The
wind-up cart has AC 15, Hardness 2, 24 Hit Points, and a
Break Threshold of 12. After its 1-minute duration completes,
the cart collapses back into scrap.
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< S[EGE WEAPONS

Shattering towering palisades. Mowing down bordes of soldiers. Breaking through
barred castle gates. All of these tasks call for something beftierthan the typical armaments
carried by the common soldier: siege weapons. These massive, often-complex devices
require full crews to operate. In significant numbers, they allow attackers to lay siege
to entire fortifications, just as their name would suggest.

. &

There are two categories of siege weapons: mounted and
portable. Mounted siege weapons take up a certain size
and space, typically have defensive statistics, and are used
for large-scale warfare. More adaptable are portable
siege weapons, such as battering rams, which can be
carried more easily and can serve a valuable role during
large-scale warfare, smaller conflicts, or even exploration.

All siege weapons need more than one person to operate
them, working together as a crew. These crew members all
need to be adjacent to the siege weapon for it to operate.
A siege weapon’s stat block lists the minimum number
needed and the maximum crew size. Adding additional
crew beyond the minimum is useful for ensuring a quick
and successful Load in uncertain conditions and allowing

for enough time to Aim the siege weapon when firing at
a moving target.

MOUNTED SIEGE WEAPONS

Properly using a mounted siege weapon involves three
activities: Loading, Aiming, and Launching the payload.
Generally, none of these activities can be taken unless the
weapon has enough crew, but the GM might allow a smaller
crew or even an individual to perform simpler parts of the
process, like Launching—especially at a dramatic moment!

AIMING

A cumbersome mounted siege weapon can’t be Aimed in
a moment like a bow could be. A member of the weapon’s
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crew needs to take the Aim activity to adjust a mounted
siege weapon’s aim. At a given time, the weapon is Aimed
in a particular way, depending on the target or area the
weapon uses.

+ Single Target: Aimed at one square

 Burst: Aimed at one grid corner (that will be the

center of the burst)

+ Cone or Line: Aimed in a particular direction, to the

nearest 45° angle.

When a siege crew member takes the Aim activity,
they can move the aim of a mounted siege weapon only
a certain distance (or rotate the weapon a certain amount
for a cone or line). Typically, the aim for a single target
or burst can’t be placed too close to the weapon due to
the arc in which the weapon shoots. The distance moved
or rotated can be found in each weapon’s stat block, as
is the minimum distance, if applicable. The Launch entry
notes whether the attack is against a single target or in a
burst, cone, or line.

LOADING

Any member of the crew can take the Load activity to
prepare the weapon, resetting its machinery or helping
Load the payload. The stat block lists how many times
the activity must be taken to prepare the weapon to
Launch. Some Load activities require successful checks to
be effective, such as ones that require an Athletics check
to Load heavy ammunition into the siege weapon. Once
the weapon is Loaded, trying to Load it further has no
effect. It doesn’t matter in what order the siege weapon
is Aimed and Loaded, and the crew could partially Load
the weapon, Aim it, and then continue Loading it without
disrupting the process.

LAUNCHING

A member of the crew adjacent to the siege weapon’s

release can use the Launch action to shoot the siege

weapon. After the weapon has been Launched, it must
be Loaded fully to be Launched again. No matter how
quickly it’s Loaded, a single siege weapon can never be

Launched more than once per round. The aim remains

where it was, and the weapon needs to be Aimed again

only if the crew wishes to change the aim.

Launch *® (attack) Requirements The siege weapon is Loaded;
Effect The siege weapon launches its payload, which targets
or has an area where the weapon is Aimed.

+ Single target Targets a creature, unattended object, or
structure in the square the weapon is Aimed at
+ Burst Centered on the grid corner the weapon is Aimed at
+ Cone or Line Directed where the weapon is Aimed
Each creature, unattended object, and structure the siege
weapon is Aimed at or that is in the area takes the amount
of damage listed in the Launch action, with a basic saving
throw against the DC listed in the stat block. If you're trained
in any weapons of the category listed in the siege weapon’s
proficiency entry, you can use your class DC instead of the
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weapon's default save DC. The weapon’s range increment
penalty applies to the Launch DC, as does your multiple
attack penalty. If the weapon is mounted on a vehicle, the
penalties for attacking from a vehicle in combat also apply
(GM Core 213). Though a siege weapon doesn't require an
attack roll, the Launch action still has the attack trait and
therefore counts toward your multiple attack penalty.

MOVING A MOUNTED SIEGE WEAPON

A mounted siege weapon has to be built on solid ground
and remains stationary while being operated. Some are
on wheels or are otherwise easier to move, but none can
be prepared or shot while being moved. The GM might
allow a mounted siege weapon to be placed on a large
enough vessel, such as a sailing ship.

Moving a mounted siege weapon takes concerted effort
from the whole crew pulling and pushing. This requires
acting in concert, as described under Portable Siege
Weapons, with the crew leader taking the Move Siege
Weapon activity. This requires the minimum number
of crew required to operate the siege weapon and gets
no extra benefit for additional crew helping. If a siege
weapon doesn’t list this action, it can’t be moved this
way; it has to be disassembled and reassembled.

Move Siege Weapon *®® Requirements The rest of the crew
have Readied to Stride on your order; Effect You and the
crew Stride, moving the mounted siege weapon with you.
The maximum distance equals the slowest crew member's
Speed, or the maximum Speed listed in the siege weapon’s
Move Siege Weapon entry, whichever is lower. The siege
weapon's aim moves the same distance and direction the
siege weapon moved.

PORTABLE SIEGE WEAPONS

Portable siege weapons require moving in concert and
making a single attack supported by the full crew.

ACTING IN CONCERT

Because portable siege weapons require coordination,
operating one requires following a crew leader. The rest
of the crew must Ready an action to be taken when the
crew leader calls to attack with the siege weapon. The
siege weapon’s special activity lists what action they
need to Ready. For example, all of the crew operating a
battering ram—except the crew leader—need to Ready
to Stride.

Each portable siege weapon has a special activity the
crew leader can take if all the rest of the crew have Readied
the necessary action. The number of actions it requires
and the other specifics can vary greatly depending on
what it takes to operate the weapon. It typically requires
the crew leader to make a Strike.

STRIKING

A Strike with a siege weapon uses the crew leader’s
attack bonus. The siege weapon’s Proficiency entry



SIEGE WEAPONS VS. NORMAL WEAPONS
Many of the benefits that apply to standard weapons—
daggers, bows, battleaxes, and the like—don't work
on siege weapons. They're simply too different in form
and function. The GM might allow using them in certain
circumstances, but this is fairly rare.

Character abilities that affect their attacks might work
y with portable siege weapons. For example, a battering
ram might get the benefit of a character’s bonuses that
apply to attacks with two-handed weapons. The GM can
determine what’s reasonable and what's not. Because
siege weapons require special actions to operate, a
character can't use their special actions with them. Sorry,
no Reactive Strikes with a battering ram!

indicates the weapon category for the siege weapon. The
crew leader rolls an attack roll against the target. Any
bonuses or penalties the crew leader is taking apply to the
attack roll. See the sidebar above for more on how attack
abilities work with portable siege weapons.

BULK

A portable siege weapon has a Bulk entry. This is
primarily used when someone is carrying the portable
siege weapon around. When it’s being used by a crew,
this Bulk is distributed among them as they see fit, and
it’s usually not worth tracking the Bulk unless they’re
already heavily loaded. If characters try to have more
than one of them carry the portable siege weapon when
it’s not being used (dragging it around a dungeon, for
example), this is cumbersome, and they’re encumbered
due to the challenge of constantly coordinating their
movement.

SIEGE WEAPON STATISTICS

A siege weapon uses the following stat block format.
An individual siege weapon might omit some of these
sections, especially a portable siege weapon.

SIEGE WEAPON NAME ITEM [LEVEL]

L Size_| MOUNTED OR PORTABLE | OTHER TRAITS |

Price This entry lists the siege weapon's Price; Ammunition
If the siege weapon requires special ammunition, the
ammunition's name appears here, along with the Price and
Bulk of each piece.

Usage This entry shows whether the siege weapon is mounted
or held. The number of hands required for a held siege
weapon reflects how many the entire crew needs to use to
operate the weapon; Bulk A portable siege weapon has Bulk;
Space A mounted siege weapon has this entry to indicate
its dimensions, not including any creatures crewing it.

Crew The number of creatures needed to operate the siege

weapon is listed here. If additional creatures can assist,

there’s a second number to indicate the maximum number

that's practical. For instance, “4 to 8" indicates the weapon

can't be operated by fewer than four creatures, and that no

more than eight creatures total can crew the weapon at a

time; Proficiency This entry shows the proficiency required

to use your class DC when Launching a mounted weapon

(see the Launch action) or the proficiency used for your

attack roll with a portable siege weapon.

AC The siege weapon's AC. This section appears only if the siege
weapon can normally be attacked and is more typical of
mounted siege weapons; Saving Throws The siege weapon's
saves, which typically include only Fortitude and Reflex.

Hardness The siege weapon’s hardness; HP The siege weapon's
Hit Points, with its Broken Threshold in parentheses;
Immunities The siege weapon's immunities; Weaknesses
The siege weapon's weaknesses, if any; Resistances The
siege weapon's resistances, if any.

Speed This is the maximum Speed you can move the mounted
siege weapon using the Move Siege Weapon activity.

The description of the siege weapon.

Aim The entry for Aim shows the distance a creature can move
the aim by taking this activity and the minimum distance
away from the siege weapon the aim can be placed.

Load This entry shows how many actions the Load activity
takes and how many times this must be done to finish
Loading the weapon.

Launch This gives the specifics of the Launch action, including
the traits, damage, size and shape of the area, and default DC.

SIEGE WEAPONS

BALLISTA

| uncommoN | Larg | MouNTe |

Price 320 gp; Ammunition ballista bolt (5 sp, 1 Bulk)

Usage mounted; Space 10 feet long, 5 feet wide, 4 feet tall

Crew 2; Proficiency martial

AC 17; Fort +12, Ref +11

Hardness 10; HP 40 (BT 20); Immunities object immunities

Speed 20 feet (pulled or pushed)

Resembling a massive crosshow mounted on a tripod, but with

a pair of arms for torsion instead of a single prod, a ballista

flings massive bolts. Also referred to as a scorpion, this

weapon requires fewer crew members than the larger heavy

ballista and can be Aimed and Loaded much more quickly.

Aim *¥ 35 feet, minimum distance 25 feet

Load *¥® (manipulate) 2 times

Launch *® (attack, manipulate, range increment 120 feet)
4d12 piercing, single target, DC 19 Reflex

BATTERING RAM

ITEM5

ITEM 5+

| uncommon § LaRGE § porrasLe

Usage portable, held in 12 hands; Bulk 20
Crew 6; Proficiency martial

.
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Simple but powerful, a battering ram is a full tree stripped of
limbs with one end clad in iron, often shaped like a ram’s head.
Large handles are affixed to the sides so it can be hefted and
carried by a crew.




Ram ¥ Requirements The other members of the crew have
Readied to Stride on your order; Effect You and the crew
Stride, with a maximum distance equal to the slowest crew
member’s Speed, then make a melee Strike with the ram
against a structure or an unattended, stationary object.
This Strike deals bludgeoning damage equal to 5d8 + the
highest Strength modifier among members of the crew.

Type battering ram; Level 5; Price 160 gp

Type covered battering ram; Level 6; Price 250 gp

Though it has the same Ram activity as the basic battering

ram, a covered battering ram is additionally suspended from a

protective roof attached to large wheels. This gives the crew

members greater cover against attacks from outside. The cover
is on the left and right flank, but open on the front and rear
to allow for operating the ram. The roof has AC 23, Hardness

12, HP 48, and BT 24. Breaking the roof doesn't affect the

operation of the battering ram but eliminates the cover.

CATAPULT ITEM7

| uncommon | Laree | mounte |

Price 650 gp; Ammunition stones (0 gp, 4 Bulk)

Usage mounted; Space 10 feet long, 10 feet wide, 6 feet high

Crew 2 to 4; Proficiency martial

AC 20; Fort +15, Ref +8

Hardness 10; HP 60 (BT 30); Immunities object immunities

Speed 15 feet (pulled or pushed)

A sturdy wooden frame holds the spring-loaded beam that

gives this weapon its power. At the end of the beam, a

bowl-shaped wooden recession holds the payload, typically

heavy stones. The arm is winched back to create torsion, until

the release is pulled to abruptly swing the arm forward and

fling the payload.

Aim *¥¥ 50 feet, minimum distance 50 feet

Load *¥® (manipulate) 2 times, requires a successful DC 20
Athletics check

Launch *® (attack, manipulate, range increment 150 feet)
5d10 bludgeoning, 10-foot burst, DC 22 Reflex

DOORRAM ITEM2
| uncommon | saLL | porra |
Price 30 gp

Usage portable, held in 4 hands; Bulk 3

Crew 2; Proficiency simple

A door ram is a small siege weapon meant

for breaking down barriers. It consists of a

log with an iron cap, and has handholds

carved into it or grips attached to it.

Ram *¥® Requirements The other member
of the crew has Readied to Stride on
your order; Effect You and the other crew
member Stride, with a maximum distance equal
to the slowest crew member’s Speed, then make a melee
Strike with the ram against a structure or an unattended,

stationary object. This Strike deals bludgeoning damage

equal to 2d8 + the highest Strength modifier among
members of the crew.
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BUILDING SIEGE WEAPONS

Just like other items, building a siege weapon requires EEARS ‘
using the Craft activity. However, due to the size, it
typically takes more than one person to prepare some of ‘
the materials (such as felling tall trees and working them INTRODUCTION
to create a trebuchet arm) and assemble the weapon.
‘ You typically need a number of workers equal to the g
y minimum crew size for the siege weapon to complete it GEARS ,4%
in the standard amount of time. It can take much longer CHARACTERS
or even be impossible for a smaller team or individual. 4
Due to their specific uses, you might be able to use
Engineering Lore or Warfare Lore instead of the Crafting
skill when you Craft a siege weapon. The GM determines
whether you can—some strange or more complex engines GUNS
might not be constructible with Warfare Lore. CHARACTERS

DISASSEMBLING AND REASSEMBLING

A mounted siege weapon without a Speed must be
disassembled to be moved, then reassembled in its new
location. The GM determines how long this takes, but it's
typically 1 day or half a day of downtime to disassemble THE ROTATING
a siege weapon and 1 to 2 days to rebuild it. As with GEAR
building a siege weapon, you need a larger crew to
disassemble or reassemble a siege weapon at full speed. ELUSSARY

o noex

GUNS
EQUIPMENT

HEAVY BALLISTA ITEM8

| uncommon | Huce | MouNTe

Price 900 gp; Ammunition heavy ballista bolt (3 gp, 3 Bulk)

Usage mounted; Space 15 feet long, 12 feet wide, 12 feet high ({

Crew 3 to 6; Proficiency martial

AC 22; Fort +18, Ref +12

Hardness 15; HP 80 (BT 40); Immunities object immunities

Speed 15 feet (pulled or pushed)

Capable of launching bolts the size of fully grown trees, a

heavy ballista is best suited to smashing down castle gates,

walls, or similar fortifications.

Aim *¥®¥ 60 feet, minimum distance 40 feet

Load “¥® (manipulate) 3 times, requires a successful DC 20
Athletics check




Launch *® (attack, manipulate, range increment 180 feet) 7d12
piercing, single target, DC 23 Reflex

SPRINGALD

| uncommon | HUGE |

Price 700 gp; Ammunition springald arrows (5 sp, 2 Bulk)

Usage mounted; Space 15 feet long, 12 feet wide, 15 feet high

Crew 3 to 5; Proficiency martial

AC 20; Fort +16, Ref +13

Hardness 10; HP 40 (BT 20); Immunities object immunities

Speed 10 feet (pulled or pushed)

A springald consists of a wooden board cranked backward and

chutes that hold up to three oversized arrows. Rather than having

anock, each arrow has a flat back end. Releasing the board strikes

the backs of the arrows, sending them hurtling through the air.

Aim *¥¥ 30 feet, minimum distance 50 feet

Load *¥® (manipulate) 3 times

Launch *¥ (attack, manipulate, range increment 100 feet) 5d8
piercing, three different targets within a 15-foot burst, DC
22 Reflex

TREBUCHET
| UNCOMMON_| GARGANTUAN.

Price 2,000 gp; Ammunition stones (0 gp, 6 Bulk)

ITEM7

ITEM10

Usage mounted; Space 25 feet long, 15 feet wide, 25 feet high

Crew 4 to 6; Proficiency martial

AC 24; Fort +21, Ref +16

Hardness 17; HP 68 (BT 34); Immunities object immunities

Built with a long wooden arm and a heavy counterweight,

a trebuchet can hurl massive projectiles from a large sling,

releasing the projectile at the ideal point in the arm'’s arc.

Aim *¥®¥ 100 feet, minimum distance 200 feet

Load *¥® (manipulate) 3 times, requires a successful DC 20
Athletics check

Launch ¥ (attack, manipulate, range increment 400 feet)
8d10 bludgeoning, 20-foot burst, DC 26 Reflex

SIEGE TOOLS

Some contraptions rolled onto the battlefield aren’t used

directly to attack, but rather to move troops.

SIEGE TOWERS

A siege tower uses the vehicle rules that begin on page
210 of GM Core. The siege tower uses pushed propulsion,
which uses the same rules as pulled. The helepolis uses
both pushed propulsion and turned propulsion to turn a
capstan. Turned propulsion uses the same rules as rowed
propulsion.




VEHICLE 16 DISABLING SIEGE WEAPONS

HELEPOLIS

| RARE | GARGANTUAN | Disable a Device can be used to deactivate most siege
Price 30,000 gp weapons that have complex moving parts. This typically

Space 65 feet long, 65 feet wide, 130 feet high doesn't require a thieves' toolkit, takes one success, and
Crew 1 pilot, 200 turners, 3,000 pushers; Passengers 306 uses the standard DC for the item level of the siege weapon.
Piloting Check Diplomacy (DC 37), Intimidation (DC 37), or - = e
Warfare Lore (DC 35)

AC 34; Fort +28

Hardness 20, HP 240 (BT 120); Immunities object immunities meant to be protective and give those within the siege
Speed 10 feet (pushed, turned) tower greater cover (or standard cover if the siege tower
Collision 8d10 (DC 32) is broken). Each tier is connected to the one above it by a

Sluggish This vehicle must move twice its length for each 7-foot ladder.
90-degree turn it makes. The siege tower has a corvus at its highest tier: a

Tiered A helepolis has six levels. The crew operate at vertical bridge that can be lowered to allow creatures
the bottom tier, turning a giant capstan. There’s room to cross gaps. Lowering the corvus takes a total of
remaining on that tier for up to six passengers (enough 3 Interact actions. Moving the siege tower while the
for a full heavy ballista siege crew; see Weaponry). Each corvus is lowered is highly dangerous, especially for %
of the remaining five levels carries up to 60 passengers. anyone on the corvus. When it's open, creatures in the %
The tiers are specifically meant to be protective and give top tier don't have cover from the side with the corvus, gl N
those within the helepolis greater cover (or standard and creatures on the lowered corvus don't have cover e
cover if the helepolis is broken). A massive ladder runs except from below. H‘E‘RIJTAT{NE»,
diagonally through the center of the helepolis, from the ~ GE ‘

front of the top tier to the rear of the bottom tier. The
ladder is wide enough for two crew or passengers to
climb simultaneously.

Weaponry The siege tower is loaded to the brim with siege
weapons—typically bristling with heavy ballistae on its
first and second tiers and ballistae on its third, fourth,
and fifth. The Price of these weapons is included in that
of the helepolis. When building a helepolis, you can
choose to replace any of these with other siege weapons
with a lower Price. If you want a more expensive siege
weapon, you must Craft it separately. Because of the
helepolis’s structure, any siege weapon in it must launch
its payload straight ahead. For instance, a ballista or
springald could function in a helepolis, but not a catapult
or trebuchet. Passengers of the helepolis can crew these
siege weapons.

SIEGE TOWER VEHICLE 4

| UNCOMMON | GARGANTUAN

Price 300 gp

Space 20 feet long, 20 feet wide, 40 feet high

Crew 1 pilot, 9 pushers; Passengers 40

Piloting Check Diplomacy (DC 21), Intimidation (DC 21), or
Warfare Lore (DC 19)

AC 16; Fort +11

Hardness 10, HP 40 (BT 20); Immunities object
immunities J

Speed 10 feet (pushed by the pushers in the crew)

Collision 3d10 (DC 18)

Sluggish This vehicle must move twice its length for
each 90-degree turn it makes.

Tiered A siege tower has five levels. The bottom level

houses the crew, and each higher level carries

up to 10 passengers. The tiers are specifically

-~
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New innovations bring about progress, but not all
progress makes the world a better place. While some
innovators are focused on lessening toil and providing
free time to pursue passions and pleasures, others are
less altruistic. Creators of a more devious bent often
channel their imagination toward the invention of
deadlier, more cunning traps. Below are just some of the
latest advances in their perilous craft.

take of various

technological advances to terrifying and lethal effects. They

The following

snares advantage

otherwise work like any other snares (Player Core 2 297).

ACID SPITTER SNARE 4
| uncomson | aci | cuockwonk | consumasLE | echaNicaL | sware
Price 15 gp

This tin clockwork lizard is activated when a creature moves
adjacent to it, at which point it spits out a glob of acid. The
target must succeed at a DC 20 Reflex saving throw or take
3d6 acid damage.

Critical Success The creature is unaffected.

Success The creature takes full damage.

Failure The creature takes full damage and 5 persistent
acid damage.

Critical Failure The creature takes double damage and 10
persistent acid damage.

BINDING SNARE

| uncomMoN § consumasLe | MeckAnicaL | snaRe |

Price 160 gp

When a creature enters the snare’s square, several strands

of strong wires ending in jagged hooks latch onto it before

hauling it to the ground. The snare deals 2d6 piercing

damage, and the targeted creature must attempt a DC 28

Reflex save.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is knocked
prone and immobilized for 1 round (Escape DC 28).

Critical Failure The creature takes double damage, is knocked
prone, and is restrained for 1 round (Escape DC 28).

SNARE 10




CLOCKWORK CHIRPER SNARE 3
uncomMon | aupirory | cLockwork | consumasLe Jmecuanical | snare | rRap
Price 8 gp

This simple clockwork bird is no larger than a sparrow,
designed to be wound up and perched on a tree branch or
ledge. The Tiny clockwork remains immohile and silent until a
Small or larger creature enters the square beneath its perch,
at which point it springs into action. Once activated, it flies
around making a loud chirping sound that can be heard up
to 500 feet away. The bird then follows the creature that
activated it for up to one hour or until it is destroyed, doing
its best to stay just above the creature and out of reach,
and continuing its string of loud chirps. The bird is an object
with a Speed 10 feet, and a fly Speed of 25 feet. It has AC 15,
Hardness 5, HP 10 (BT 5) and object immunities. Once broken,
it can no longer fly. It can't attack or otherwise damage other
creatures. After an hour has passed after its activation, the
clockwork chirper falls into a pile of useless components.

CLOCKWORK MONKEY SNARE 2
| uncommoN § auoirory | cLockwork | consumaLe | MEckanicaL | sNaRE
Price 5 gp

These cute and unassuming toy monkeys are often dressed in
loud clothing and carry a percussion instrument. It's activated
once a creature moves adjacent to the square it sits in, at
which point it leaps on the creature, scurrying about on its
agile hind legs while it pounds on its instrument, riding the
creature and raising a racket. The creature being assaulted by
the monkey must find a way to escape its agitator either via
flinging the monkey off with the Escape action (DC 18) or by
breaking the monkey. The monkey has AC 19, Hardness 2, HP
10 (BT 5) and object immunities.

DEATH COIL

| Rare | consumasLe | ecectriciry | mechanica | snare | trap

Price 9,000 gp

This modified Stasian coil of metal and glass stands about

three feet tall. It activates when at least three creatures are

within 20 feet of it, or if at least one creature stays within

20 feet of it for more than 1 round. It then lashes out with a

torrent of electrical energy dealing 7d12 electricity damage

to all creatures within 20 feet of it. Due to the fact that it

doesn't trigger immediately when a creature enters its square,

abilities like Surprise Snare (Player

Core 2 216) don't work with a death ¢~ ot

coil. Creatures within that area ™

must attempt a DC 43 Fortitude

saving throw.

Critical Success The creature is
unaffected.

Success The creature takes half
damage.

Failure The creature takes full damage
and is stunned 2.

Critical Failure The creature takes double damage

is stunned 4.

SNARE 20

DANGEROUS TOYS

A fair number of clockwork snares take the form of toys
and curiosities. In fact, many were initially developed
by enterprising toymakers who sought to create an
interesting toy and accidentally invented something with
lethal potential. Pranksters, criminals, revolutionaries,

‘ and even other inventors then sought out these designs,
made improvements, and unleashed them as snares.
Devious kobolds and gnomes in particular take great joy
in the use of their deadly little “gifts,” and the worst of
them are always looking for new innocuous disguises for
their dangerous playthings.

It's rumored that various toymakers in Absalom
meet at least once a season in an undisclosed location
in the city to demonstrate their new designs to various
creators of snares and sell their base formulas to the
highest bidders. Once sold, these designs are repurposed
into destructive snares. The only restrictions toymakers
place on these illicit auctions are that their formulas
can't be used to fabricate actual toys, and the outward
appearances of the snares must be substantially different
from the toys on which the mechanisms are based.

DETONATING GEARS SNARE
 cLockwork | consumaBLe |mechanicaL] suaRe | rap

Price 12 gp
This snare uses clockwork stressed almost to the breaking

77
point, which activates with a powerful explosion that deals (&

3d8 piercing damage to the first creature entering the snare’s

square. The creature must attempt a DC 19 Reflex saving

throw.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and 3 persistent bleed
damage.

Critical Failure The creature takes double damage and 6
persistent bleed damage.

FLAME DRAKE SNARE SNARE 5
L uncommoN | cuockwor | consumasLe | FiRe [mechavicaL | snare | trap
Price 25 gp

The snare takes the form of a Tiny, drake-like
clockwork toy. When a creature enters
its square the snare activates, causing the
drake to spit a gout of fire in a 15-foot cone in
the direction from which the creature entered.
For instance, if a creature entered the square
coming from the east, the cone would
point east, to hit any allies behind the
triggering creature. Those within the
cone take 6d6 fire damage with a DC
19 basic Reflex save. After spitting its fire, the snare
falls apart.

SNARE3 [
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STRANGE NEW METHODS

Many inventors’ creations seem to defy reality. This
is made possible by their constant scientific study of
the various monumental powers that manifest upon
Golarion. While wizards have their formulas, clerics
their rituals, and occult casters their strange secrets,

“ inventors search for what they call the hidden laws of
reality. They believe mundane reality, untouched by the
mysteries of magic, has its own set of laws that are
for the most part unknown. For example, what makes
electricity choose its exact crackling path? It must
follow some kind of law.

Exactly what these laws are and how they should
be explained is a matter of debate. Many inventors
continue practices common to alchemists, where they
codify their research with strange symbols and secret
codes, believing the best way to protect their craft,
prestige, secrets, and income is to avoid sharing their
wildest theories with others. But there are more open-
minded individuals, usually living in cosmopolitan
centers, who think sharing their secrets and having
peers assess their methods of research will benefit the
people of their kingdom, perhaps even the world. They
believe collaboration will lead to better explanations
and answers to the mysteries of these natural laws.
And while these naturalist societies are small and
secluded, most of their members believe that they and
those like them are on the right track toward solving
the mysteries of the multiverse. While wizards and
other academic spellcasters appreciate their rigor, they
believe the idea of separating the laws of mundane
reality from magic is an absurd and pointless constraint,
especially given that magical essences underpin the
very fabric of reality. For their part, naturalists believe
these spellcasters are missing the point.

FIRE BOX SNARE 3
| uncommon | cLockwork | consumae | FIRe | mechanicaL] sare | rRep|
Price 10 gp

Anyone who opens the box triggers a clockwork mechanism
that unleashes a 15-foot cone of fire. The cone issues forth
in a random direction determined by the GM but always
including the creature who opened the box. Those within
the cone take 4d6 fire damage with a DC 17 basic Reflex
save.

FROST WORM SNARE SNARE 9
| UncommoN | cuockwork | couo | consumasLe | mechavicaL] sware | rap

Price 115 gp

instance, if a creature entered the square coming from the
south, the worm would shoot the line south, to hit any
allies of the triggering creature. Those within the line take
10d6 cold damage with a DC 25 basic Reflex save. After
spitting its frost, the snare falls apart.

NOISEMAKER SNARE SNARE 2

| uncommon | cLockwor | consumase | FiRe fMecaNicaL | snare | Tra |

Price 6 gp

When a creature enters this snare’s square, it triggers an

extremely loud clockwork device, which explodes with a

bang that can be heard from 200 feet away and deals 1d8

fire damage. The creature must attempt a DC 18 Reflex save.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is deafened for
1 round.

Critical Failure The creature takes double damage and is
deafened for 1 minute.

PUFF DRAGON SNARE9

| uncommon | cuockwork | consumast | mechanica | poison | sware | rRap

Price 120 gp

This cute and unassuming dragon toy activates once a creature

moves into its square. It then unleashes a rapid burst of toxic

gas in a 10-foot emanation. Those within the emanation when

the snare is activated must attempt a DC 25 Fortitude saving

throw or take 3d6 poison damage.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is sickened 1.

Critical Failure The creature takes double damage and is
sickened 2.

SHRAPNEL SNARE SNARE 14
| uncommoN | consumasLe echaicaL| swaRe
Price 700 gp

This snare uses tightly wound springs, clockwork, and

shrapnel to cause devastating damage. When a creature

enters the snare's square, the trap releases, dealing 12d6

piercing damage in a deafening explosion. Everyone in a

10-foot radius of the snare's square must attempt a DC 31

Reflex save.

Critical Success The creature in unaffected,

Success The creature takes half damage and is deafened for
1 round.

Failure The creature takes full damage, 2d6 persistent piercing
damage, and is deafened for 1 minute.

Critical Failure The creature takes double damage, 4d6
persistent piercing damage, and is deafened for 1 minute.

SPIRIT SNARE SNARE 8

The snare takes the form of a Tiny frost worm clockwork
toy. When a creature enters its square, the snare activates,
causing the worm to let loose a 30-foot line of frost in the
direction from which the creature entered the square. For

| Rage | consumasL | ececrmicir | wechanicas | sage | rap

Price 90 gp
This complicated snare is affixed with various crystals and
Stasian coils attached to strange electrical relays, working

o



on the same principles as etheric spirit singers. When
an incorporeal creature enters its square, the device lets
loose an ectoplasmic web that lashes around the creature’s
spectral form. The creature must succeed a DC 26 Reflex
saving throw or become immobhilized for 1 round. On a critical
failure, the creature becomes immobilized for 1 minute. In
either case, the incorporeal creature can attempt to Escape

(DC 26).

TIN COBRA SNARE 5
| uncommon | cLockwork | consumasLe {ectanica | poison | snare
Price 23 gp

This clockwork cobra activates when a creature enters its
square, at which point it lashes out and spits venom, dealing
3d6 poison damage. The target must attempt a DC 21
Fortitude save.

Critical Success The creature is unaffected.

Success The creature takes half damage.

Failure The creature takes full damage and is sickened 1.
Critical Failure The creature takes double damage is sickened 2.

SIMPLE HAZARDS

The following hazards have simple effects, but they create
those effects using steam or Stasian technology.

STEAM VENTS HAZARD 4

| uncommon [ wechanicad] seav | trap)

Stealth DC 22 (trained)
Description Large pressurized pipes connected to a trip wire
are rigged to release a blast of steam on trespassers.

Disable Thievery DC 22 (trained) to disconnect the trip wire or
Crafting DC 24 (expert) to carefully reduce the pressure and
prevent the blast

AC 20; Fort +12, Ref +12

Hardness 12, HP 48 (BT 24); Immunities object immunities

Steam Blast 2 Trigger The trip wire is pulled or severed,
typically because a creature walked through the square
with the trip wire; Effect Steam erupts from the pipes,
dealing 3d6 bludgeoning damage and 3d6 fire damage
(DC 24 basic Reflex save) to all creatures within 15 feet.
Creatures that critically fail their save are knocked prone.

INSISTENT PRIVACY FENCE HAZARD 8

| Rage | eLecraiciry | mechanicaL | iap

Stealth DC 30 (expert)
Description A stretch of fence is electrified by a hidden
Stasian coil.

Disable Thievery DC 28 (expert) to carefully disconnect the
coil from the fence or Crafting DC 30 (master) to jury-rig a
grounding device to nullify the shock

AC 25; Fort +20 Ref +14

Hardness 15, HP 60 (BT 30); Immunities object immunities

Shock D Trigger A creature touches the fence directly or with
a tool or weapon; Effect The fence deals 7d12 electricity
damage to the triggering creature (DC 26 basic Reflex save).

Reset The trap deactivates and resets after 1 minute.

-
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TINY SNARE, BIG EXPLOSION

While most snares take the form of large, carefully
hidden contraptions, some of the snares in this section
resemble tiny clockwork toys or other small objects
that pack a hidden punch. Often whimsical and strange,
these tiny snares might even be fun to play with if
* they weren't dangerous. Gnomes, goblins, kobolds, and
other small creatures take an almost perverse delight
in using these diminutive snares to shock, burn, or
damage any larger folks who make the mistake of
believing that small humanoids are easy pickings.
Thereis afine line between legitimate defense and the
machinations of a malicious prankster, however. Many
times, the users of such snares blur those lines out of
schadenfreude or exuberance. Those who adventure
with snarecrafters and trapsmiths are advised to reach
an understanding or at least have a serious conversation
with them, to ensure that their cunning companion
respects their allies’ personal boundaries.
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COMPLEX HAZARDS

The following complex hazard uses clockwork technology.

MALEVOLENT MANNEQUINS HAZARD14 |
| UncommoN | cLockwork | | HAUNT | MECHANICAL i

GLOSSARY
 AND INDEX

Stealth +27

Description A host of violent spirits possess three clockwork
mannequins, and each lashes out at any creatures that dare ({ *
walk near.

Disable DC 37 Thievery (master) to jam a mannequin's
clockwork mechanisms or Religion DC 35 (expert) twice to
exorcise a spirit from a mannequin.

AC 35; Fort +26, Ref +28

Hardness 10, HP 70 (BT 35) per mannequin; Immunities critical
hits, object immunities, precision damage; Weaknesses
electricity 20

Awaken D Trigger A creature comes within 30 feet of a
mannequin; Effect The mannequins all lurch towards the
triggering creature, Striding up to 50 feet, then roll initiative.

Routine (9 actions) Each of the mannequins uses three of
the haunt's actions on each turn, and the haunt loses
three actions each turn for every disabled or destroyed
mannequin. Each mannequin uses its first action to Stride
up to 50 feet and its remaining two actions to make
clockwork fist Strikes. Each has its own separate multiple
attack penalty.

Melee *¥ clockwork fist +29, Damage 2d10+18 bludgeoning

Reset The haunt deactivates after it has no target creatures
and resets, usually over the course of 1 round, as the
mannequins move to their original positions. If a mannequin
is more than 150 feet from its original position, the haunt
takes longer to reset, as the mannequin moves back 150
feet each round.

oy,
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Stasian technology uses electricity to produce strange
and unpredictable effects, sometimes, but not always, in
conjunction with magic. The Stasian coils necessary to power
such technology are limited and hard to acquire, making
Stasian technological items extremely rare. However, slow
imports and smuggling into Ustalav have led to development
of items based upon the technology, making these items
easier to acquire than other rare items, if one knows the
right places to look. You can find more information on
Ustalavic innovations using Stasian technology on page 2235.

TECHNOLOGICAL ITEMS

The following items utilize Stasian technology alongside
or in place of magical components.

GALVANIC MORTAL COIL
| RaRe | waGicaL

Price 970 gp

Usage held in 1 hand; Bulk L

This porous steel coil wraps around a shard of onyx,
supplementing the closely guarded science of galvaspheres

ITEM10
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with the dark magics of unlife. When embedded in a body
comprised of flesh, the blood and other fluids catalyze
electrical pulses within the coil, activating the necromantic
energies. In living creatures, this causes a dangerous surge
that can damage the heart. In corpses, however, this can create
a limited window of reanimation, with access to the corpse’s
final memories. Galvanic mortal coils are even rarer than other
galvaspheres, and thought by most to be merely hypothetical.
Activate *¥® (manipulate); Frequency once per hour; Effect
You drive the coil into a living creature that has O HP while
attaching the other end to yourself, in order to siphon their
life force. The galvanic mortal coil increases the target's dying
condition by 1. If this kills the target, the coil casts false
vitality on you.
Activate (10 minutes) (manipulate); Frequency once per day;
Effect You implant the coil into a corpse. The coil casts
talking corpse on the body.

GALVASPHERE
| RARE | CONSUMABLE

Price 20 gp

ITEM4
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Usage held in 1 hand; Bulk L
Activate *¥® (manipulate)

A galvasphere animates a corpse to motion via electricity,
rather than dark magic. When you Activate the galvasphere by
inserting it into an adjacent intact Medium or Small humanoid
corpse, the corpse animates as a galvaheart zombie for 1
minute. The galvaheart zombie has the statistics of
a zombie shambler except that it's a construct
instead of an undead, isn't unholy, can't be
harmed by vitality energy, and is the same
size as the corpse (Medium or Small).
The zombie is your minion and
performs the actions you choose
when you Command it. If you don't
Command it, it takes no action,
twitching in place as the electricity
that animates it slowly expends itself.

SHOCKGUARD COIL ITEM10

| RARE

Price 175 gp

Usage affixed to a shield

Activate © (concentrate) Trigger You Shield Block a foe's
melee attack with the affixed shield.

This miniature Stasian coil talisman emits small sparks when

jostled. It uses a comhination of Stasian technology and battle

magic to erupt in electricity when discharged. When you

activate the coil, the foe takes 2d12 electricity damage (DC 27

basic Reflex save). On a failed save, the foe is off-guard until

the start of its next turn.

SPIRIT-SINGER
| RARE |

Etheric spirit-singers create an eerie spectral sound based on
the presence of spiritual essence and other ethereal
energies. All spirit-singers can be used as musical
instruments by manipulating the sensitivity to
ethereal energies. However, they have an even
greater benefit in areas heavy with spiritual
essence. When played in the presence of a
significant spiritual disturbance, such as
a haunt or an incorporeal undead, a
spirit-singer grants you a +1 item
bonus to Performance checks. While
playing a spirit-singer, you also
gain a +1 item bonus to checks to
detect a haunt or incorporeal undead,
and you can roll a check to notice a haunt
even if you aren't actively Searching for it, due to
the distortions of the spirit-singer's music. A haunt or
incorporeal undead that is intelligent enough to notice
the effects it is having on the spirit-singer's music and that
can't otherwise communicate with the living might choose
to use the spirit-singer to do so if it wishes. For instance, it
could try to guide the spirit-singer player towards a location
by creating distortions in that direction or, if it understands

ITEM 5+
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language, it could try to answer questions by creating one
distortion for yes and two distortions for no. Unless stated
otherwise in its usage entry, a spirit-singer functions like
a heavy musical instrument; rather than carrying it, the
musician places the spirit-singer in a particular position and
uses both hands to play.
Type spirit-singer; Level 5; Price 150 gp; Bulk 16
Type handheld spirit-singer; Level 6; Price 200
gp; Usage held in two hands; Bulk 1
Type incredible spirit-singer; Level 11; Price
1,250 gp; Bulk 16
This spirit-singer is fine-tuned to the
point that you can analyze its song more
intricately. Increase the item bonus to
Performance checks near spiritual
disturbances, and the item bonus to
detecting haunts and incorporeal undead
to +2. While playing the spirit-singer, you
can notice haunts that normally require you to
have a master proficiency in Perception to detect.
Type incredible handheld spirit-singer; Level 12;
Price 1,650 gp; Usage held in two hands; Bulk 1
This spirit-singer functions just like an incredible spirit-singer,
except for its Usage and Bulk.

VIOLET RAY

ITEM12

Price 1,893 gp
Usage held in 2 hands; Bulk 2
One of the many wondrous devices brought into the world
by Stasian technology is the seemingly miraculous violet ray.
Physicians claim it anything from headaches to heartburn, or
nausea to deafness, all with an easy and painless treatment.
The device is a glass vacuum with an insulated handle
connected to a small Stasian coil. When powered, the glass
tube fills with purple light and becomes warm to the
touch. Pressing the tube to one’s body is
said to increase blood flow, eliminate
toxins, and many other beneficial
effects. A violet ray functions as a
healer's toolkit and provides a +2 item
bonus to Medicine checks to Administer
First Aid, Treat Disease, Treat Poison, or
Treat Wounds.
Activate—Electric Love “¥¥® (manipulate)
Frequency once per day; Effect You apply the
violet ray to an adjacent creature and attempt
to counteract the blinded, clumsy, confused,
deafened, drained, enfeebled, sickened, or
stupefied condition with a counteract rank of 6 and
a counteract modifier of +22, using the source of the
condition to determine the condition’s counteract rank
and DC. If the condition was caused by an ongoing effect
and you don't remove that effect, the condition returns
after 1 minute. Each use of this ability can only counteract
a single condition.




Weaponry might be one of the flashiest forms of

clockwork technology, but it’s far from the only one.
For every inventor who devotes his labors to creating
clockwork instruments of destruction, there are ten
others who focus on creating devices which average
people can use to make life easier and more enjoyable.

built for society than
adventurers, are arguably more impactful than even

These machines, rather
the most powerful weapon, for they affect thousands of
lives every day. Major trade centers reap these rewards
as inventors from far-flung lands meet and share their
methods and designs. As innovations from different
regions mingle, each breakthrough enables the next at a

quicker rate.

AQUARIUM LAMP

| uncommon | eecrrici | uicH |
Bulk 20

Price 1,500 gp

Activate *¥ (manipulate)
The aquarium lamp is a combination light source and exotic

ITEM 8
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animal aquarium, intended to provide rich nobles amusement
and illumination. It takes the shape of a glass cube 50 feet
wide and 7 feet high filled with sea water, flanked by two
much smaller water tanks. A sparse brass frame around
the device keeps the tanks themselves from touching the
ground and serves as a mounting point for a pair of electrical
coils on the top, which are enclosed within separate glass
tubes. Six electric eels swim within the central tank, while
a number of animals belonging to species considered to be
the eels’ natural prey swim in the smaller feeding tanks.
With the simple pull of a lever attached to either smaller
tank, one of the prey animals is released into the eel tank.
Within seconds, the eels converge on the hapless animal,
using their electrical charges to stun their victims. When this
happens, the salty seawater conducts the electrical energy
into transfer coils hidden within the brass frame, which send
the energy to the top-mounted electrical coils. The end result
produces enough light to fully illuminate a room as though
it were midday.

This device is an expression of a recent trend among
certain Avistani nobles to blend form and function in their
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manors' interior decorations. In such circles, ostentatious
decorations that serve no functional purpose are derided as
“tacky” and “unrefined.” If a noble in such company wishes
not to be ridiculed, they must be sure that each decoration
adds something to the room beyond the aesthetic. The
aquarium lamp is the latest tool in this social arms race,
and it's already proven popular with its target market.

When active, the aquarium lamp produces bright light in
a 60-foot radius (and dim light for the next 60 feet). Each
activation provides enough energy for 10 minutes of use,
and the two feeding tanks combined carry enough prey
animals for 50 activations before needing to be refilled,
though electric eels usually need feeding only once per
day, and won't go after the prey if they're all full. While
electric eels are not aggressive to their aquarium keepers
and will gradually learn to associate them with food, they
can engage in violent social behavior, especially when they
are young. This behavior leads to small fights involving
tail slapping, biting, and discharged electricity, the last of
which causes the lamp to illuminate without hitting the
lever to release prey. The electric eels live around 15 years
if kept well-fed.

CLOCKWORK BOOKSHELF ITEM1

| Uncomnon | cLockwork |

Bulk 4
Price 15 gp

This device was originally created by an inventor who had
way more books they wanted to access than available wall
space to store them. Each of the bookshelf's six levels is
actually loaded with a pair of shelves instead of a single
shelf. A simple switch on the side of the bookshelf flips the
corresponding shelf to the other side, revealing any books
stored in the paired shelf. While this makes the clockwork
bookshelf a little deeper than a normal bookshelf, in order
to fit both shelves, it effectively allows you to store twice
as many hooks using the same amount of wall space. Those
who wish to keep volumes hidden from visitors (or perhaps
stow a weapon or potion within a false book) often load the
hidden shelf first, then switch to the second shelf lined with
more respectable volumes.

CLOCKWORK BOX PACKER ITEM 3

[ UNCOMMON | cLockwork

Bulk 4
Price 50 gp

This handy clockwork device is too expensive for most
warehouses and shipping docks to make use of it, but some
nobles have purchased the item for their staff as a status
symbol, and merchants who are in the shipping trade can
afford to slowly reap the benefits of its usage. It takes 1
minute to wind a clockwork box packer; after which, it can
function for up to 1 hour.

You can indicate how high you want the clockwork
box packer to stack boxes and what the packing storage
dimensions are. Once packing instructions have been input,
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you can load a crate onto the clockwork box packer, and it
begins its task. Once the box is stacked, the clockwork box
packer closes the box, if necessary, then ties a ribbon or cord
around it from a supply loaded into the clockwork box packer
in advance. Once the package is secure, the clockwork box
packer stacks it and then swivels back into position, ready
to accept another box. In this way, the clockwork device can
finish within minutes a packing job that might take humanoid
workers an hour.

CLOCKWORK DISGUISE
| UNCOMMON | CLOCKWORK
Usage worn armor; Bulk 2
Price 200 gp

Sometimes, just disguising one's face just isn't convincing
enough. Clockwork disguises were invented to supplement
regular disguise kits, which are used all across Golarion. For
example, if a spy wants to infiltrate a military camp, they
must be wearing the same type of armor as the soldiers
stationed there—or else have a very good explanation for
their commander as to why they're out of proper uniform!
The clockwork disguise is intended to help avoid such
awkward, potentially fatal confrontations.

The clockwork disguise looks like a harness connected
to hundreds of small metal plates that cover the user’s
torso and arms. Each of these plates is equipped with
several hinges, allowing them to be shaped into a wide
variety of patterns. When these shaped plates are
arranged and connected, they can be made to look like
almost any basic suit of light or medium metal armor,
though armor embellishments such as those worn by high-
ranking officers are beyond this device. The arrangement
process takes some time, but once it's completed, the
user need only perform a few simple adjustments to a
clockwork mechanism in the disguise to make the plate
arrangement into a new preset configuration. Afterwards,
when the user flips a switch on the harness’s belt to one
of three positions, the plates shift, overlap, and connect
as necessary to transform the disguise into the desired
preset configuration. The clockwork disguise can have up
to three preset configurations at a time, and most users use
a minimum of two: the one required for their current task,
and a suitably inconspicuous configuration for when the
first configuration is unnecessary.

Giving a clockwork disguise a new preset configuration
requires 20 minutes of work. The clockwork disguise can
have a maximum of three preset configurations at a time,
and it can only mimic light and medium armor suits made
of metal.

The clockwork disguise is light armor and has the following
stats, regardless of which type of armor it mimics:

AC Bonus +2; Dex Cap +3; Check Penalty -1; Strength 12;

Group plate
Activate—Deploy Disguise *® (manipulate) Effect Transform

the clockwork disguise into any one current preset
configuration of the user’s choice.

ITEM 6




CLOCKWORK DIVING SUIT

L uncommoN | AR | cuockwork | waTeR |
Usage Worn; Bulk 4

Price 200 gp

The clockwork diving suit is a marvel of technology that
allows its user to breathe underwater for hours at a time
without the aid of magic. Compared to a more traditional
magically-assisted diving suit using a bottle of air, a
clockwork diving suit is both less expensive and better
protected, making clockwork diving suits a good choice for
characters who prefer more protection. However, they also
come with a built-in time limit, which magical diving suits
circumvent. A clockwork diving suit is a bulky, fully sealed
suit of armor lined with a complex series of filter-equipped
bladders that store and circulate air for the user to breathe.
A glass faceplate on the front of the helmet allows the user
to see what's going on in front of them.

The suit’s rigidity and mechanisms severely restrict the
user’s range of movement and keeps them from moving
faster than a slow walk on the sea floor. To compensate for
this, a clockwork water jet mechanism is installed in the
suit’s back. The water jet includes both a vacuum system
and separate air bladder; it’s activated with a simple pull of a
lever on the suit’s belt. When the lever is pulled, the vacuum

system sucks in seawater, and seconds later, the air bladder
sprays the water out and propels the user short distances.
This mechanism is also necessary for the suit to surface
without walking to shore—it's too heavy to float on its own.
Most wearers can only swim a few feet before sinking back
to the water’s floor.

The diving suit contains enough air for three hours of
operation, and the clockwork components can operate for up
to 3 hours before the suit needs winding. If you run out of
air, drowning and suffocation rules begin to apply as normal.
This air supply can be refilled by spending one hour in an
area with air, and you can rewind the clockwork in a process
that takes 10 minutes to complete.

The diving suit is a suit of medium armor, and it has the
following stats:

AC Bonus +4; Dex Cap +1; Check Penalty -4; Speed Penalty

-15 ft; Strength 18
Activate ¥ (manipulate); Effect The diving suit shoots out

a water jet that causes you to Swim 25 feet in a straight

line. The distance of this movement is unaffected by your

swim Speed, if you have one, or the armor’s Speed penalty.

However, difficult terrain, such as the difficult terrain for

moving up or down or moving against a current, still slows

this movement.
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CLOCKWORK MEGAPHONE

e ——

Usage held in 2 hands; Bulk L

| uncomnon | cLockwork |

Bulk 1

Price 15 gp

A clockwork megaphone uses cunning clockwork gears to
adjust the shape and angle of the cone within the megaphone,
allowing you to raise or lower the volume, widen or contract
the angle in which you project your voice, or both at the same
time. This makes a clockwork megaphone far more useful
than an ordinary megaphone for situations where you want
to make sure that everyone in a particular venue or location
can hear you without being so loud that your voice comes
across as a painful shout. It takes 1 minute to wind up a
clockwork megaphone, which allows it to remain active for up
to 1 hour of adjustments, only counting the time you change
the megaphone’s settings, not the time you spend speaking.
Since it automatically enters standby mode when not in use,
this typically means you don’t have to wind up the clockwork
megaphone for months, or even years, depending on how
often you adjust the settings each day.

DAY GOGGLES
| UNCOMMON |

Price 30 gp
Usage worn eyepiece; Bulk L

ITEM 2

This extendable rod features a pincer on one end and clamped
handle on the other. By squeezing the handle, the pincer opens
or closes. As an Interact action, you can extend or retract the
rod by 5 feet to one of three settings, allowing you to Interact to
pick up an object with the pincer either within your own space,
in an adjacent space, or exactly 10 feet away.

HEATED CLOAK ITEMS

Price 160 gp

Usage worn cloak; Bulk L

This fine cloak is lined with tiny tubes of slowly reacting
alchemical reagents. These chemicals generate heat, which is
circulated throughout the cloak by the wearer's movements.
While active, the wearer is protected from severe cold. The
cloak offers no protection from extreme or incredible cold. It
operates for 24 hours and can be reset with a simple process
that takes 1 minute.

HOLY STEAM BALL
| UNCOMMON. | oiviNe_

Usage held in 1 hand; Bulk L
Price 30 gp; 2 gp per refill
Activate *¥ (manipulate)

ITEM 2

The darkened lenses of these goggles protect sensitive eyes
from bright light but make seeing in the dark more difficult.
While wearing day goggles, you gain a +1 item bonus to
saving throws against visual light effects. However, while
wearing the goggles, you take a -2 item penalty to visual
Perception checks and you treat areas of bright light as dim
light and areas of dim light as darkness for the purpose of
whether you can see. While this is normally a disadvantage,
if you have light blindness, you aren't dazzled in bright light
as long as you continue wearing the day goggles, since to
your eyes, there is only dim light. You can wear the goggles
around your neck or on your forehead, granting no benefits,
but allowing you to move them over your eyes with a single
Interact action, without having to withdraw them first.

ELECTROCABLE ITEM3
| Rake | ELectricy | FiRe |

Price 45 gp

Usage held in 2 hands; Bulk L

This foot-long length of conductive cable is capped on both
ends by grounded handles containing Stasian coils. These coils
can be turned on or off as a single action. While on, the coils
electrify the cable, dealing 1d6 electricity and 1d6 fire damage
in a thin precise line to anything the cable touches, though the
cable is too unwieldy to use as a weapon. Electrocables are
typically used to “cut” a thin straight line through metal. They
ignore 10 points of a metal object’s hardness.

EXTENDABLE PINCER
[ UNCOMMON | cLockwork

Price 2 gp

ITEM 0

The holy steam ball is an odd-looking device that's
nevertheless effective at reinforcing its user's mind against
fiendish control. It's a hollow black-rubber ball with small,
flexible twin tubes sticking out from its center. Sealed within
the rubber ball is vapor made from a mixture of evaporated
holy water and a special type of incense smoke. The tube’s
twin prongs are placed into the user’s nostrils, after which
the user squeezes the rubber ball to activate the device,
forcing the vapor into the user's body through their nose.
The holy power contained within the vapor strengthens the
user’s will against creatures that are weak to holy water,
making it tougher for malevolent creatures to subvert the
user’'s mind.

When the holy steam ball was first introduced in Mendev
fifty years ago, few trusted it's efficacy. The nation had seen
many charlatans peddle so-called “anti-demon” products, and
most thought this was no different. Only when soldiers of the
Mendevian Crusades used the ball and personally testified
to its effectiveness did suspicion gave way to enthusiastic
use. Nobody remembers who first invented the holy steam
ball; they're likely lost to history because most initially
thought it was a scam. After receiving endorsement from
the Mendevian Crusade, a team of alchemists and inventors
were able to determine the vapor's exact composition and
mass produce them. The holy steam ball’s highly specialized
purpose kept it from widespread use outside of the nations
that once bordered the Worldwound. Yet with the return of
the Whispering Tyrant in the past few years, the growing
undead threat presents a new opportunity for more citizens
to use holy steam balls for protection against the mind
control powers of vampires and other undead.




After using a holy steam ball, you must refill it before the
next use in a process that takes five minutes to complete.
Activate *® (manipulate); Requirements The holy steam ball is
filled with evaporated holy water and incense smoke; Effect
You release the stored steam and smoke to grant yourself its
protections. Each use of the holy steam ball lasts for 1 hour
and gives you a +2 item bonus to Will saving throws against
possession effects from fiends and undead and effects from
fiends and undead that cause the controlled condition.

IGNITOR

Price 5 gp

Usage held in 1 hand; Bulk -
An ignitor uses interlocking clockwork to create a small
spark in order to ignite flammable materials. While holding
the ignitor, you can Interact with it to ignite a flammable
object within reach.

LIGHT WRITER

| RARE

Bulk 2

Price 200 gp; 3 gp for 10 metal plates
The light writer is a cutting edge invention,
first created in Absalom in late 4721,
combining magic and clockwork
innovation to allow its operator to
create a true-to-life, monochromatic
portrait of people or a scene over the
course of 20 minutes of exposure.
It consists of two flat metal squares,
one larger than the other, connected
by a tube of leather similar to that found
on a bellows. The smaller square, which sits at the front of
the device, has a small glass lens in the center of it. The
larger square contains a specially treated metallic plate on
the inside; its exterior also has both a small control stick
connected via flexible wire, and a small metal tube attached
to the top and pointing forward. The user presses a button on
the control stick to activate the light writer. Upon activation,
magical light illuminates the tube, producing a steady
light for 20 minutes. This light is captured by the lens and
projected onto the metal plate, slowly creating an image of
the scene in front of the lens. The plate can then be removed,
allowing the image to be displayed anywhere the owner
desires. The light writer is mounted on a tripod and must be
perfectly still during operation to prevent any defects from
appearing in the plate image. If creating a captured image
of a living creature, it is equally important for that creature
to remain still throughout the process, to avoid a ghostlike
blurring of the final image.

MECHANICAL TORCH

Price 10 gp
Usage held in 1 hand; Bulk L

ITEM1
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ETEAMFLIGHT PACK

e

Powered by electricity, you can turn a mechanical torch on
and off by toggling a lever on the torch with an Interact
action. When active, the torch sheds bright light in either
a 20-foot radius (and dim light to the next 40 feet) or a
40-foot cone (and dim light to the next 40 feet). Changing
this area requires a single Interact action to flip a switch. The
torch carries sufficient charge to operate for ten minutes.
You can recharge the torch in 1 minute via an integrated
crank-charging mechanism, turning the clockwork gears
and generating sparks to power the torch, though doing so
requires two hands.

NIGHTBREEZE MACHINE
| uncommon | AR | cLockwork
Bulk 4
Price 125 gp
The nightbreeze machine can turn a scorching hot room
into a comfortable one with just the pull of a lever. Its outer
shell is a brass cube half as tall as the average
human that houses a series of flat metal
“blades” in a circular arrangement. When
placed on a flat surface, a creature within
reach can Interact to flip the lever, turning
the machine on. When the machine is
active, the blades begin to spin rapidly,
setting the air in the room into motion,
which cools off the room’s inhabitants.
A front-mounted metal grate prevents
anyone from coming into accidental
contact with the spinning blades without
impeding airflow.
The nightbreeze machine was recently
commissioned by Malduoni, Keeper of the First
Law, leader of the nation of Rahadoum. He tasked the
country’s brightest inventors with creating devices that
would, in his words, “Ensure that no mortal need fear death
from the desert heat.” This machine was the first creation
to come out of this consolidated engineering effort, but it
won't be the last.

A nighthreeze machine can affect an enclosed area of
no more than 50 feet by 50 feet and has negligible effect
when used in a larger enclosed area or outside. While
active, it reduces the effects of severe heat by one step to
mild heat, and reduces extreme heat to severe heat (GM
Core 95). A nightbreeze machine isn't powerful enough to
reduce the effects of incredible heat, though fortunately
such heat isn't found naturally in the deserts of Rahadoum.
A nightbreeze machine runs for 8 hours, after which it must
be wound in a process that takes 10 minutes to complete.
The 8 hours of activity don't have to be consecutive.

PAPER SHREDDER ITEM 2
| UNCOMMON | cLOCKWORK |

Bulk 2
Price 30 gp
Whether it's a parchment with ominous pentagrams and

ITEMS
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dangerous magical symbols inscribed upon it, incriminating
legal documents, or just simply paper waste, sometimes you
just need to make sure a document is completely destroyed
in a way that makes it nearly impossible to read afterwards.
Enter the paper shredder, a clockwork device that performs
exactly this function.

With 1 minute of wind-up, a paper shredder can function
for up to 1 hour of shredding, and it automatically enters
standby mode when not in use, meaning the device can
typically go for weeks between wind-ups unless you shred
an exceptionally large volume of paper.

Setting a piece of paper or parchment into the paper
shredder takes a single Interact action, which means you
can shred up to three pages of paper or parchment each
round. If the page is longer than normal, it takes longer
to shred, as determined by the GM. Additionally, only
one person can use the shredder each round, limiting
it to shredding three pages per round regardless of how
many people are available to feed paper into it. The paper
shredders rips and tears the paper or parchment apart into
tiny disjointed strips. This is typically sufficient to destroy
glyphs of warding and other similar dangerous magical
traps on the paper, though the GM might determine that
particularly resilient magical traps find some way to survive
their shredding. If the paper is magically protected or
otherwise has more Hardness than a normal sheet of paper
or parchment, the shredder can't shred it. After churning
such hardened paper for 1 round, the shredder spits it back
out without harming the shredder. This prevents shredding
any other paper during that round.

PRINTING PRESS ITEM9

| Rage | cLockwork |

Price 600 gp
Bulk 20

The printing press is a revolutionary machine that comhines
movable type with a mechanical inking system and screw
press, allowing for the mass production of large volumes
of text. Using the press, a worker can produce up to 3,600
identical pages per day. In order to use the printing press,
you must first set the type for the page you want to print.
Time required to set type varies depending on the number
of characters used; from 1 hour for small pages with brief
text, to 8 hours for a full-sized normal page of text, though
extreme examples may be outside this range. When you
prepare a page for printing, you can include engraved
images in addition to text. No magical properties of text are
transferred in the printing process, so it cannot be used to
mass-produce magical scrolls, spellbooks, or similar spells
or magic items.

STEAMFLIGHT PACK ITEM15

| RaRe | cLockwork | STEAM.

Usage worn backpack; Bulk 2
Price 6,000 gp
Activate *¥ (manipulate)

e ——

The steamflight pack allows its user to fly without using
magic or wings. Each steamflight pack looks like a large
brass backpack with two large nozzles mounted on the
sides pointing downward. It also features metal arms
reaching around the front that terminate in handles with
activation buttons on them. When the user holds down an
activation button, a complex series of mechanisms pumps
water from the large tank in the backpack and releases it
through the nozzles as powerful jets of steam, enabling the
user to fly short distances. Tilting the handle adjusts the
nozzles' angles, allowing the user to control the direction
of their flight.

When active, the steamflight pack gives the user a fly
Speed of 20 feet. It carries enough water for 20 minutes of
operation and can be refilled in 5 minutes with a supply of
normal water and a funnel.

Activate—On/Off Switch *»® (manipulate) Effect You turn the
steamflight pack on or off.

STEAM WINCH

| RARE | STEAM |

Price 425 gp

Usage operated with two hands; Bulk 2
This hefty winch is powered by a small steam engine and
includes a 100-foot length of steel cable, which enables you
to haul a heavier load than you could with a hand cranked
winch or comealong (Lost Omens Pathfinder Society Guide
114). A steam winch allows you to slowly pull a heavy load
(usually up to 50 Bulk) along a flat surface or up and down
a vertical expanse.

Attaching a steam winch to a device takes three Interact
actions, while starting the winch (and getting it warm
enough to operate) takes 10 minutes. Once in operation,
a steam winch requires regular maintenance to function.
Every 20 minutes, the boiler must be refilled and heat
levels maintained.

TIMEPIECE
| UNCOMMON | CLOCKWORK.
Clockwork timepieces come in a variety of sizes and aesthetic
styles, but they're all designed to display the accurate time
of day down to the second.

Clockwork timepieces have a 24-hour activation cycle,
after which they must wound in a process that takes 1
minute to complete.

Type desktop clock; Level 1; Price 10 gp; Bulk 3

Desktop clocks have been designed to be small enough to
only take up a quarter of a typical writing desk’s surface
area, but they're still too bulky and heavy to be lugged
around casually.

Type grand clock; Level 3; Price 50 gp; Bulk 16

These towering, ten-foot-tall clocks have been painstakingly
handcrafted by skilled artisans and feature loud chimes that
can be heard hourly throughout a manor. Owners of grand
clocks usually tend to display them prominently in a study,
lounge area, or foyer.

ITEM 8

ITEM 1+
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OBILITY DEVICES
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Over the history of Golarion, countless cultures have used innovative mobility devices.
While you can find basic assistive items on page 293-294 of Pathfinder Player Core,
additional devices appropriate to the themes of invention and innovation can be found in

this section.

WHEELCHAIRS

Wheelchairs provide comfort and support when traveling.
You can use the item either in an ambulatory manner or
every day, depending on your character. Wheelchairs come
in a variety of sizes to suit every person regardless of height
or body type. Each wheelchair has the following features.

Adjustable Seat Belts: These belts strap around your
waist, knees, and shins to keep you in the chair if it’s
thrown, knocked or handled roughly. You can open and
release all of your belts with an Interact action.

Bulk Limit: A wheelchair is strong enough to support
you and any amount of Bulk you could typically hold
or carry (Player Core 269). Sum up the Bulk of all the
items you are wearing, carrying, and stowing on your
wheelchair. You take the usual consequences when there

is too much Bulk on you and your wheelchair: if there is
more than 5 + your Strength modifier, you’re encumbered,
and you and your wheelchair can’t hold or carry more
than 10 + your Strength modifier. The wheelchair’s own
Bulk does not count against your Bulk limit while riding
in the wheelchair; it’s listed in case you need to carry the
wheelchair separately.

Frame: A wheelchair is typically made from common
materials like wood. It can also be made from other
materials such as steel, or rarer materials like dawnsilver.
The wheelchairs presented in this section are assumed to
be made from durable wood.

Magic: The wheelchair is considered an extension
of yourself. Spells or abilities that change your bodily
form are also applied to the chair and it transforms




\,

with you so long as you’re using it. You can choose
what appearance this has. For example, when you
transform with untamed form, you can choose to have
full mobility of your limbs or have the chair transform
to become a wheelchair appropriate for that shape, such
as wheelchair harnesses for dogs.

Movement: While using a chair, you Stride at your
normal Speed (the Speed listed for your ancestry, with any
additional bonuses, penalties, and adjustments applied).
You propel a wheelchair by using the handrims. You can
propel the wheelchair even while holding something in
your hands, but not if you’ve restrained or otherwise
unable to move your hands freely. You are still affected
by difficult terrain and other terrain features, and any
effect that would immobilize you, give a penalty to your
Speeds, and so on based on entangling or hindering with
your legs applies to the wheelchair as well. You can use
all of your actions while in a wheelchair. The impulse
control add-on allows you to direct a wheelchair with
your fingers or nerve impulses instead.

Quick-Righting: If the chair is tipped or you are
knocked prone while in the chair, you can right yourself
using the Stand action, though in this case you are righting
the wheelchair instead. An ally can use an Interact action
to help right you, allowing you to Stand as a free action
triggered by their Interact action.

WHEELCHAIR TYPES

The following are some of the wheelchair types seen
throughout Golarion.

WHEELCHAIR
Price 5 sp

Bulk 2

This common wheelchair is ideal for everyday use, but isn't
designed for adventuring. Wheelchairs are most common
among non-adventurers.

TRAVELER'S CHAIR
Price 5 gp

Bulk 3

This wheelchair is tailored for adventures and travels. The
design is sleek and fashionable to provide excellent comfort
and support. A traveler’s chair has small mechanisms, either
made from interlocking wood pieces, clockwork, or other
devices, that allow the chair to traverse up or down stairs
without any additional difficulty (moving up stairs is still
difficult terrain, just like for other characters), and move
through other such environments that adventurers and
travelers encounter without any additional difficulty, such as
ladders and uneven ground.

ITEMO
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MAGICAL WHEELCHAIRS

The following wheelchairs use technology and magic for
incredible effects, in addition to the basic benefits granted
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from the base wheelchair (typically a traveler’s chair).
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FROG CHAIR ITEM8
[ UNCOMMON | cLockwork

Price 475 gp

Bulk 3

This clockwork traveler's chair mimics a frog, with springs

attached to the bottom and an extensible tongue on the front.

Activate—Frog Hop *¥ (manipulate) Frequency once per hour;
Effect You activate the wheelchair’s springs to make hopping
leaps. For 1 minute, whenever you Leap with the wheelchair,
you can jump 30 feet in any direction without touching the
ground. You must land on a space of solid ground within 30
feet of you, or else you fall after using your next action.

Activate—Grrrabbit! *® (manipulate) Frequency once per
minute; Effect You activate the wheelchair's tongue to grab
a nearby object and bring it to you. Interact to pick up an
unattended object within 15 feet and bring it to your empty
hand. If you don't have a hand to take the object, it falls in
your space instead.

SPIDER CHAIR ITEM12
[_UNCOMMON | cLoCKWORK.

Price 1,800 gp

Bulk 3

This clockwork traveler's chair has spinnerets and spider legs

that allow it to roll up walls, fire web lines to pull you to a

location, and obstruct foes with webs. While using the chair,

you gain a climb Speed equal to your Speed.

Activate—Web Swing *¥ (manipulate) Frequency once per
minute; Effect The chair shoots a web line at a solid wall,
floor, or ceiling up to 60 feet away and then pulls itself and
you to that location.

Activate—Web *¥¥® (manipulate) Frequency once per hour;
Effect You cause the chair to launch an enormous web to
hinder your foes, with the effects of a 4th-rank web spell
(Player Core 2 255).

STORM CHAIR

| RaRE | ELECTRICITY | MaGIcAL

Price 4,400 gp

Bulk 3

This traveler's chair uses Stasian technology to ride lightning.

Activate—Electroball *¥® (electricity, manipulate) Frequency
once per hour; Effect You create a ball of electricity around
the chair, surrounding it in a damaging aura of electricity
and using electromagnetism to briefly levitate. For 1 minute,
you gain a fly Speed equal to your Speed and adjacent
creatures that hit you with a melee attack, as well as
creatures that touch or hit you with an unarmed attack,
take 2d6 electricity damage each time. As normal, this
applies to creatures who choose to touch you, not when
you touch or attack another creature.

Activate—Ride the Lightning *¥® (electricity, manipulate)
Frequency once per day; Effect You release the majority
of the stored up energy from your storm chair, devastating
foes in a chain of electricity. This has the effects of chain
lightning with a DC of 31.

ITEM14




It’s unsurprising that the advances in clockwork technology and the introduction of rare
Stasian and steam technology have led to the creation of many new and revolutionary
vebicles across the world. Some, like the apparatus of the octopus, have existed for
millennia but only recently rose to more wide-spread prevalence.

VEHICLES

Included in this section are an array of new vehicles
for use in your game, each of which uses the new
propulsion technology described in this chapter,
especially clockwork, steam, and Stasian technology.
The full rules for vehicles can be found in GM Core
starting on page 210.

AUTOMATED CYCLE
| uncommon | LaRGE |
Price 50 gp

This clockwork cycle provides most of its mobility via cogs
and gears, which allow the cycle to move at a reasonable
pace without the need for significant pedaling effort on
the part of the pilot. The pilot uses a system of pedals and

VEHICLE1

steering to control the speed and direction of the vehicle.

The vehicle comes equipped with two sidecars, one on each

side of the pilot.

Space 5 feet long, 10 feet wide, 3 feet high

Crew 1 pilot; Passengers 2

Piloting Check Driving Lore (DC 15) or Crafting (DC 17)

AC 11; Fort +7

Hardness 5; HP 18 (BT 9); Immunities object immunities

Speed 30 feet (clockwork)

Collision 1d10 (DC 15)

Sidecars Each of the two sidecars can hold 1 passenger or
10 Bulk. The automated cycle’s Speed is reduced by 5
feet for each sidecar that contains a passenger or cargo.

Wind-Up 10 minutes of wind-up, 1 hour of operational time,
DC 14, standby




ADAPTABLE PADDLEBOAT

| uNcommoN | MEDIUM

Price 110 gp

This amphibious clockwork boat moves through the water

using clockwork waterwheels to keep a slow, consistent

pace. When necessary, the boat uses ingenious clockwork to
reposition the waterwheels and transform them into wheels
suitable for land.

Space 10 feet long, 5 feet wide, 4 feet high

Crew 1 pilot; Passengers 1

Piloting Check Driving Lore (DC 16), Piloting Lore (DC 16), or
Sailing Lore (DC 16), or Crafting (DC 18)

AC 13; Fort +8

Hardness 5; HP 30 (BT 15); Immunities object immunities

Speed swim 15 feet (clockwork)

Collision 2d6 (DC 16)

Deploy Wheels “¥¥® The pilot engages a lever that activates
the clockwork components to transform the adaptable
paddleboat’s waterwheels into wheels for rolling along
the ground. This grants the adaptable paddleboat Speed
20 feet and reduces its swim Speed to 5 feet. This
transformation lasts until the pilot disengages the wheels
by using this activity again.

Wind-Up 10 minutes of wind-up, 1 hour of operational time,
DC 16, standby

CLUNKERJUNKER
| uNcommoN | MEDIUM |
Price 30 gp
A favorite of goblins, a clunkerjunker is essentially an
armored cart built out of junk that uses volatile flammable
chemicals, explosions, and alchemical reactions to propel
itself bumpily along. While the initial idea is impressive and
the cost of creating one is surprisingly low, these junkers,
unfortunately, have a strong tendency to malfunction, and
they're always one bad bump away from disaster.

Space 10 feet long, 5 feet wide, 5 feet high

Crew 1 pilot; Passengers 1

Piloting Check Driving Lore (DC 16) or Crafting (DC 18)

AC 13; Fort +7

Hardness 5; HP 18 (BT 9); Immunities object immunities

Speed 30 feet (alchemical)

Collision 2d6 (DC 15)

Fall Apart When this vehicle takes physical damage the pilot
must attempt a DC 11 flat check (or a DC 20 flat check
when it takes a critical hit). On a failure, the armored hull
fractures and the vehicle loses its Hardness and takes a -4
circumstance penalty to AC.

Smog (aura, fire) 10 feet. Whenever this vehicle is being
piloted, it continually emits a thin haze of smoke and
chemicals. Creatures in the aura (including the pilot and
passengers) take a -1 circumstance penalty to visual
Perception checks.

Volatile Flamethrower “¥¥® (fire) The pilot performs a
three-action activity on their turn to vent alchemical fire

out the sides of this vehicle. This requires three flasks
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PROPULSION

The vehicles in this section use the following new means
of propulsion, in addition to the forms listed in GM Core.

CLOCKWORK PROPULSION

Powered by the measured release of energy stored in
* springs via winding, clockwork propulsion is a fragile
v thing of mechanical beauty and wondrous engineering.

Clockwork vehicles can often be piloted with the

Crafting skill.

A clockwork vehicle must be wound to remain
operational. Clockwork vehicles have the Wind-Up
trait, with the specifics listed in its stat block under the
wind-up ability.

For a clockwork vehicle to move or take other actions,
it must be wound by a creature using a unique key. This
takes the amount of time listed. Once wound, it remains
operational for the listed amount of time, after which
time it becomes inactive and immobile until it's wound
again. Some clockwork vehicles’ abilities require them
to spend some of their remaining operational time.
They can't spend more than they have and shut down
immediately once they have O time remaining. If it's
unclear when a clockwork vehicle was last wound, most
vehicles are re-wound approximately half-way through
their operating time.

A clockwork vehicle can be placed into standby mode
by its pilot as a 3-action activity. Its operational time
doesn't decrease in standby.

A creature can attempt to Disable a Device to wind a
clockwork vehicle down (with a DC listed in the wind-up
entry). For each success, the clockwork vehicle loses 10
minutes of operational time. This can be done even if the
clockwork vehicle is in standby mode.

Broken clockwork vehicles have difficulty holding
energy. The first time each round a broken clockwork
vehicle moves, it must make a DC 5 flat check. On a
failure, it loses 10 minutes of operational time.

ELECTRICAL PROPULSION

Electrical power, whether the vehicle uses magical
electricity or the extremely rare new Stasian coil
technology to store electricity without magic, allows for
vehicles that make significantly less disturbance than
some other propulsion methods. Electrical vehicles can
often be piloted with the Crafting skill.
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of minor alchemist’s fire, which the pilot loads into the
vent as part of the activity. The pilot must then attempt
a DC 5 flat check. On a success, creatures adjacent to this
vehicle take 1d8 fire damage (DC 15 basic Reflex save). On
a failure, it backfires, dealing 1d8 fire damage to the pilot
and any passengers, with no save.
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STEAM CART
| Rare | LARGE |
Price 120 gp
A steam cart looks like a cart with an alchemical cauldron
that produces steam to power the cart's movement through
a simple engine.

Space 10 feet long, 5 feet wide, 4 feet high

Crew 1 pilot; Passengers 1

Piloting Check Driving Lore (DC 16) or Crafting (DC 18)

AC 12; Fort +8

Hardness 5; HP 30 (BT 15); Immunities object immunities

Speed 25 feet (alchemical)

Collision 2d8 (DC 16)

Steam Cloud Whenever the steam cart takes collision
damage, its engine expels a dense cloud of steam in
a 5-foot emanation. The steam cart and all creatures in
the steam become concealed, and creatures outside the
steam become concealed to creatures within it. The steam
dissipates in 1 round.

CLOCKWORK WAGON

VEHICLE 2

VEHICLE 3

Price 160 gp

A clockwork wagon is a slow, bulky wagon with cogs and
gears running all along its interior and exterior, allowing it
to pull about twice as much cargo as an ordinary wagon.
However, it has less passenger space than an ordinary cart.

e

Shard Trail A sand diver can only burrow through sand,
using the heat and flame from its alchemical core to slowly
dig its way through. The alchemical fumes left behind
become trapped belowground as it Burrows, temporarily
catalyzing fragments of sand into a glass-like byproduct.
Creatures that Burrow through a space this vehicle has
Burrowed through within the last 24 hours take 1d12
piercing damage from the shards (DC 17 basic Fortitude
save). A creature that continues Burrowing through
a stretch of the same space the sand diver recently
Burrowed through must continue to attempt this save
the first time each round that it Burrows through the
shards.

Sluggish This vehicle must move twice its length for each
90-degree turn it makes.

STEAM TROLLEY
| RaRe | LARGE |
Price 250 gp

A steam trolley is essentially a much bigger steam cart, with
a heavier-duty alchemical cauldron and furnace feeding into
a larger steam engine.

Space 15 feet long, 10 feet wide, 8 feet high

Crew 1 pilot, 1 crew; Passengers 6

Piloting Check Driving Lore (DC 19) or Crafting (DC 21)

AC 15; Fort +11

Hardness 5; HP 50 (BT 25); Immunities object immunities

VEHICLE 4

Space 10 feet long, 10 feet wide, 7 feet high

Crew 1 pilot; Passengers 2

Piloting Check Driving Lore (DC 18) or Crafting (DC 20)

AC 14; Fort +9

Hardness 5; HP 48 (BT 24); Immunities object immunities

Speed 20 feet (clockwork)

Collision 3d6 (DC 16)

Hauler This vehicle is designed to transport heavy cargo over
long distances. It can hold 400 Bulk of cargo.

Sluggish This vehicle must move twice its length for each
90-degree turn it makes.

Wind-Up 1 hour of wind-up, 8 hours of operational time, DC
18, standby

SAND DIVER

VEHICLE 3

Price 155 gp

A sand diver is a vaguely scorpion-shaped vehicle that uses
alchemical reactions to propel itself. The tail-like structure
acts as a heat sink and releases alchemical fumes behind the
diver as it burrows. Instead of pincers, it has two burrowing
mechanisms in front that allow it to dig through sand.
Space 15 feet long, 6 feet wide, 6 feet high

Crew 1 pilot; Passengers 2

Piloting Check Driving Lore (DC 18) or Crafting (DC 20)

Speed 25 feet (alchemical)
Collision 3d8 (DC 19)

ARMORED CARRIAGE
| uncommoN | LaRGe
Price 400 gp

Slow but steady, an armored carriage combines clockwork

with a protective hull for a safe and comfortable ride.

Space 10 feet long, 10 feet wide, 10 feet high

Crew 1 pilot; Passengers 3

Piloting Check Driving Lore (DC 20) or Crafting (DC 22)

AC19; Fort +12

Hardness 5; HP 70 (BT 35); Immunities object immunities

Speed 25 feet (clockwork)

Collision 3d10 (DC 20)

Weapon Mount This vehicle has one rear weapon mount
that can be equipped with a ranged weapon. At purchase,
this weapon mount is empty. Installing or uninstalling a
weapon into this mount requires 10 minutes, a successful
DC 20 Crafting check, as well as an appropriate weapon
to install.

Wind-Up 10 minutes of wind-up, 1 hour of operational time,
DC 20, standby

FIREFLY

VEHICLE 5

VEHICLE 5

AC 14; Fort +9
Hardness 5; HP 42 (BT 21); Immunities object immunities

| UNCOMMON | LARGE_

Price 450 gp

Speed 20 feet, burrow 10 feet (alchemical)
Collision 2d10 (DC 18)

A firefly blends magic and technology, using electricity
magic and magnetism to hover just above the ground.
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While a firefly is more box-like than insect-shaped, it gets
its name from the constant glow of the light and electricity
magic that power it, as well as from the stabilizing magnets
that protrude from its sides in roughly the same position as
wings would be.

Hover This vehicle is held aloft by rapidly spinning propellers
that enable it to hover 1 foot in the air. It is incapable of
flying any higher, and when the pilot stops the magic or
the vehicle breaks, it descends 1 foot to the ground.

Space 10 feet long, 10 feet wide, 10 feet high CLOCKWORK HOPPER VEHICLE 6
Crew 1 pilot; Passengers 3 | uNcoMMoN | LARGE |
Piloting Check Piloting Lore (DC 20), Arcana (DC 22), or  Price 750 gp

Crafting (DC 22)

AC 16; Fort +12

Hardness 5; HP 60 (BT 30); Immunities object immunities;
Resistances electricity 10

A clockwork hopper is similar in form to a large rabbit,
making hop-like strides that avoid terrain impediments,
though the lurching hops can be bumpy and cause motion
sickness in some riders.

Speed hover 20 feet (electrical, magical)

Collision 3d8 (DC 20)

Flash *¥®? (light) The pilot overcharges the vehicle, causing
it to create a brilliant flash of light. All creatures in the
bright light from its glow aura must succeed at a DC 19
Fortitude save or be dazzled 1 minute. The firefly's light
dims for 10 minutes, reducing its glow to 10 feet of dim
light, during which time it can't use flash. Flash stops
working if the firefly is broken.

Glow (electricity, light, magical) Powered by magical lightning,

this vehicle sheds bright light within 20 feet, and dim light

for a further 20 feet.

Space 10 feet long, 10 feet wide, 12 feet high

Crew 1 pilot; Passengers 2

Piloting Check Driving Lore (DC 22) or Crafting (DC 24)

AC 19; Fort +14

Hardness 5; HP 80 (BT 40); Immunities object immunities

Speed 35 feet (clockwork)

Collision 4d10 (DC 22)

Hopper This vehicle hops across the terrain as it moves
across the ground. The clockwork hopper ignores difficult
terrain from earth, rock, rubble, slopes, and underbrush,
and greater difficult terrain caused by those features is
normal difficult terrain to the clockwork hopper.




e

Massive Jump *¥?¥® (move, reckless) The pilot engages a
spring-driven mechanism that rockets the clockwork
hopper into the air, in a grand leap. The vehicle jumps in a
straight line in the direction of its current heading without
touching the ground, landing in a space of solid ground up
to 70 feet forward and up to 30 feet up. Creatures adjacent
to the spaces a hopper lands in take 4d10 bludgeoning
damage with a DC 22 basic Reflex
save, and are knocked prone on
a critical failure. The clockwork
hopper can't use Massive Jump
again for 1 minute. Massive Jump
stops working if the clockwork
hopper is broken.

Wind-Up 10 minutes of wind-up, 1

hour of operational time, DC 22,

standby

SNAIL COACH VEHICLE 7

Price 1,000 gp

Shaped like its animal namesake, a
snail coach is a trolley powered by a combination of magic
and alchemical adhesives, with a hard outer shell to protect
itself from attacks. The adhesive trail both allows it to climb
and leaves a hindrance for pursuing foes.

Space 30 feet long, 10 feet wide, 15 feet high

Crew 1 pilot, 1 crew; Passengers 6

Piloting Check Driving Lore (DC 23) or Crafting (DC 25)
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sleeping loft large enough to accommodate four. It can be
modified to accommodate a single passenger in significantly
more comfort or to easily hold 5 passengers by stripping the
accommodations.
Space 20 feet long, 20 feet wide, 13 feet high
Crew 1 pilot; Passengers 3 (can hold up to 5 by stripping

accommodations)
Piloting Check Driving Lore (DC 24) or Crafting (DC 26)

AC 22; Fort +18

Hardness 10; HP 100 (BT 50); Immunities object
immunities
Speed 30 feet (alchemical)
Collision 5d10 (DC 24)

CLOCKWORK BORER
| Rare | Huc |

Price 2,100 gp

A clockwork horer is essentially a huge
adamantine drill attached to a large
- Wheeled carriage. The clockwork
gears within move the borer itself
and spin the drill, allowing it to
burrow through loose material quickly and even through solid
stone at a slower rate.

Space 20 feet long, 8 feet wide, 8 feet high

Crew 1 pilot; Passengers 5

Piloting Check Driving Lore (DC 26) or Crafting (DC 28)

AC 24; Fort +18

Hardness 15; HP 110 (BT 55); Immunities object immunities

VEHICLE 9

AC 21; Fort +15
Hardness 10; HP 100 (BT 50); Immunities object immunities
Speed 15 feet, climb 15 feet (alchemical, magical)

Collision 7d6 (DC 21)

Adhesive Secretions This vehicle secretes an alchemical
adhesive that allows it to stick to and climb up solid
surfaces. Spaces the snail coach moves through become
difficult terrain for 1 round.
Any creature that ends
their turn on the adhesive
must succeed at a DC 23 Reflex
save or take a -10-foot status
penalty to its Speeds for 1 round.
On a critical failure, the creature
is also immobilized for 1 round
(Escape DC 23).

MOBILE INN
A mobile inn is the next step up
from an armored carriage, bringing the limited comforts
of a simple (and cramped) inn stay to make long distance
journeys more bearable for wealthy travelers. Essentially a
tiny inn on wheels, powered by alchemical catalysts and a
steam engine, the vehicle is equipped with a stove, storage
cupboard, washbasin, table, two benches, and a compact

VEHICLE 8

SPEEDSTER

Speed 20 feet, burrow 10 feet (clockwork)
Collision 6d10 piercing (DC 26)
Adamantine Drill While most burrow Speeds only allow a
creature or vehicle to move through loose dirt or earth,
this vehicle is equipped with
an adamantine drill and can
burrow through bedrock and
stone at a rate of 5 feet per
minute.

Pivoting  Seats  This
vehicle's seats are mounted
onaweighted platform that pivots

as the vehicle moves, automatically
adjusting position with gravity. Seated
creatures remain upright no matter the
position or angle of the vehicle.

Sluggish Because it is sluggish, this vehicle
must move twice its length for each
90-degree turn it makes.

Wind-Up 10 minutes of wind-up, 1 hour

of operational time, DC 26, standby

VEHICLE10

SPEEDSTER
|_rare | LaRGe |

Price 2,900 gp
A speedster is a light streamlined hybrid clockwork and

steam-powered alchemical chassis roughly the shape of a
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horse or other creature built for speed. Speedsters are built

to maintain a rapid pace that can become even faster for brief

periods of time by releasing stored up steam pressure for an
extra burst of speed.

Space 10 feet long, 5 feet wide, 5 feet high

Crew 1 pilot; Passengers 1

Piloting Check Driving Lore (DC 27) or Crafting (DC 29)

AC 23; Fort +19

Hardness 15; HP 130 (BT 65); Immunities object immunities

Speed 50 feet (alchemical, clockwork)

Collision 7d10 (DC 27)

Speed Boost *¥ The pilot releases built up pressure in the
speedster’s alchemical steam engine in order to temporarily
increase its speed. For 1d4 rounds, the speedster’s Speed
becomes 80 feet and all move actions the pilot takes gain
the reckless trait. When the pilot takes an action that
already would have the reckless trait, the pilot uses the
degree of success one worse than the one they rolled on the
piloting check. The speedster can't use Speed Boost again
for 1 hour, as the pressure requires time to rebuild.

Streamlined This lightweight vehicle has no additional storage
space for cargo.

Wind-Up 10 minutes of wind-up, 2 hours of operational time,
DC 28, standby
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APPARATUS OF THE OCTOPUS
| UNCOMMON | LARGE
Price 4,000 gp
This apparatus, which is shaped like an octopus (or more
rarely, a squid or other aquatic creature), uses almost entirely
magical propulsion. Clockwork parts make up the controls and
mechanisms to improve some of the functionality, but magic
moves the vehicles’ cogs and gears. While it needs only a pilot,
it can optionally hold a second crew member, which can be
useful if the second crew member controls the apparatus’s
hands or eyes.

Space 10 feet long, 10 feet wide, 5 feet high

Crew 1 pilot; Passengers 1 (the passenger can optionally act as
crew but more crew isn't necessary)

Piloting Check Driving Lore (DC 28) or Crafting (DC 30)

AC 25; Fort +20

Hardness 15; HP 150 (BT 75); Immunities object immunities

Speed 5 feet, swim 40 feet (clockwork, magical)

Collision 7d10 (DC 28)

Manipulate Hands “»® (manipulate) A crew member operates
a lever set up like a joystick, allowing that crew member
to extend and manipulate the apparatus's hands. While
the hands can't attack and can't perform fine actions such
as Disabling a Device, Stealing something, or opening the

VEHICLE 11
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stopper on a potion bottle, but they can grasp and hold up
to 50 Bulk.

Open Eyes “¥® (manipulate) A crew member pulls a lever to
open the apparatus’s eyes, which shine bright light within
20 feet and dim light for the next 20 feet. A crew member
can take this action again to close the eyes.

Open Portholes “¥® (manipulate) A crew member pulls
a lever to open two portholes, allowing the crew to see
outside the apparatus and other creatures
to see into it. A crew member can take
this action again to close the portholes.

Submersible The apparatus of the

octopus can protect its crew and

passengers from water pressure to

a maximum depth of 5,000 feet

and contains enough air for

12 hours for a pilot alone

or 6 hours for a pilot and

passenger or crew member.

AMBLING SURVEYOR VEHICLE 14

| Rare | HUGE |

Price 13,000 gp

This huge, magical clockwork rover moves

on a continuous band of heavy treads, which make it

easier to for the device to navigate across various adverse
conditions. It contains magical clockwork bhirds which can
transmit visual information back to the surveyor.

Space 15 feet long, 15 feet wide, 20 feet high

Crew 1 pilot, 2 crew; Passengers 7

Piloting Check Driving Lore (DC 32) or Crafting (DC 34)

AC 33; Fort +25

Hardness 20; HP 190 (BT 95); Immunities object
immunities

Speed 15 feet (clockwork,
magical)

Collision 8d12 (DC 30)

Continuous Track This vehicle
travels on a continuous band of
heavy treads driven by a series
of gears and wheels, enabling
it to travel over rugged land
with ease. Earth, rock, rubble,
slopes, and underbrush are not
difficult terrain to an ambling
surveyor. The ambling surveyor
ignores difficult terrain from earth, rock,
rubble, slopes, and underbrush, and greater difficult
terrain caused by those features is normal difficult terrain
to the ambling surveyor.

Sluggish This vehicle must move twice its length for each
90-degree turn it makes.

Survey (concentrate, exploration, magical, manipulate,
visual) Requirements The ambling surveyor is not in

motion; Effect The pilot and crew release a collection of

six clockwork hirds, which spend two hours flying over
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the surrounding area within a 1-mile radius around the
ambling surveyor. Everything the birds see is magically
transmitted back to the ambling surveyor’s crew as illusory
images, which the crew must catalogue in real-time if
they want to use the information to fully survey the area
and create a map. After two hours, the birds return. The
birds use the base statistics of clockwork spies (Monster
Core 2 70) if they are attacked, or if their Perception is
important to determine what they can see, although they
only perform the Survey action and they don't have any
of the other abilities of a clockwork spy. Replacement
birds cost 250 gp each.
Wind-Up 10 minutes of
wind-up, 1 hour of operational
time, DC 32, standby

TITANICSTOMPER VEHICLE15
| RARE | GARGANTUAN |

S Price 19,000 gp
Among the most dangerous

vehicles created in Ustalav with a
mix of magic and the new Stasian
technology, a titanic stomper is shaped
like a long sinuous lizard or behir with carefully
placed Stasian coils and eight hig stomping legs.
Titanic stompers were meant to devastate the armies of the
undead. Only two exist, making them almost unique, and the
means to create more have been stymied, as some of the
crucial inventors were killed in the process of attempting to
design a follow-up technology, a smaller but more powerful
suit of mechanized armor called the Grobelarch that
ultimately went berserk and killed its creators.
Space 60 feet long, 30 feet wide, 60 feet high
Crew 1 pilot, 3 crew; Passengers 6

Piloting Check Driving Lore (DC 34) or Crafting (DC

36)

AC 34; Fort +26

L4 . 4/ Hardness 20; HP 230 (BT 115); Immunities

= object immunities; Resistances electricity 20

Speed 40 feet, (electrical, magical)

Collision 9d12 (DC 32)

Bolt Blast *¥®® Two crew members each
perform a three-action activity on their
turn to fire a line of lightning at the
end of the second character's turn.
This line of lightning erupts from the
front of the titanic stomper at an angle
of the crew members’ choice and deals 5d12 electricity
damage to each creature in a 120-foot line (DC 34 basic
Reflex save). The Bolt Blast stops working if the titanic
stomper is broken.

Electrical Absorption 2 Trigger The titanic stomper
is targeted by, or in the area of, an effect that deals
electricity damage; Effect The pilot uses their reaction to
activate the Stasian coils, which funnels the electricity

into the titanic stomper’s electrical engine. The next time
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Bolt Blast is used within the next minute, the damage it
deals increases to 7d12.

Quaking Step The ground shakes with every step a titanic
stomper takes. Whenever this vehicle moves, creatures
on the ground within 20 feet of its movement path
must attempt a DC 32 Reflex save. On a failure, they are
flat-footed for 1 round, and on a critical failure, they're
knocked prone.

CLOCKWORK CASTLE
| RARE | GARGANTUAN
Price 30,000 gp
While the name slightly overstates its size, nonetheless a
magical clockwork castle is a sizable mobhile fortress built on
ten spiderlike clockwork legs, with three stories of palatial
accommodations within. Legends tell of a unique clockwork
castle massively larger even than this size, perhaps an artifact
in its own right.

Space 30 feet long, 30 feet wide, 35 feet high

Crew 1 pilot, 2 crew; Passengers 10

Piloting Check Driving Lore (DC 35),
Arcana (DC 39), or Crafting (DC
37)

Wind-Up 10 minutes of wind-up,
1 hour of operational time, DC 35,
standby

AC 36; Fort +28

Hardness 20; HP 250 (BT 125);
Immunities object immunities

Speed 40 feet (clockwork, magical)

Collision 11d10 (DC 35)

Environmental Protections This

VEHICLE 16

vehicle’s interior temperature is magically i)\ ggt [k dil Bl a0l e =

maintained. Creatures inside this vehicle
are protected from severe cold, severe heat,
extreme cold, and extreme heat.

Luxurious Accommodations This vehicle contains a bridge,
engineering room, private sleeping quarters for up to 13
creatures, and four additional rooms (typically a dining
room, kitchen, lavatory, and meeting room).

Maneuverable This vehicle is mounted on ten spider-like legs
that enable it to turn swiftly, turn in place, and even move
backward. Each 90-degree turn made in less than a vehicle
length costs 5 extra feet of movement; so, for example, it
costs 10 feet of movement for the vehicle to turn around
and begin moving backward. This vehicle loses these
benefits when broken.

Skewering Step “¥¥® (attack) Two crew members each
perform a 3-action activity on their turn to skewer nearby
enemies with the clockwork castle’s legs. All creatures
under or adjacent to the vehicle at the end of the second
character’s turn take 7d8 piercing damage (DC 35 basic
Reflex save).

Weapon Mounts This vehicle has four rooftop weapon mounts;

one mount on each corner of the vehicle. At purchase, these

weapon mounts are initially empty. Installing or uninstalling

e ——

a weapon into a weapon mount requires 10 minutes, a
successful DC 35 Crafting check, and an appropriate
weapon. Three of these weapon mounts can be equipped
with ranged weapons, and the fourth can be equipped with
aranged siege weapon of size Large or smaller.

VONTHOS’S GOLDEN BRIDGE VEHICLE 17

| uNiQuE | LARGE |

Price 50,000 gp

Crafted by the wizard Vonthos as part of his bid to attempt

the Test of the Starstone in Absalom, this strange vehicle

is considered to be a magical and technological marvel.

Vonthos's Golden Bridge is a flying sphere made out of a

throne surrounded by several clockwork rings covered in gold

and gems infused with powerful adaptive protective wards
that grant it unique abilities.

Space 9 feet long, 9 feet wide, 9 feet high

Crew 1 pilot

Piloting Check Driving Lore (DC 36) or Arcana

(DC 38)

AC 39; Fort +29

Hardness 20; HP 310 (BT 155);

Immunities object immunities

Speed fly 40 feet (clockwork,

magical)

Collision 11d10 (DC 36)
Captivating Wealth (aura,
magic, mental, visual) 40

feet. The gold, gems, and

other embellishments that adorn this
flying sphere emit a marvelous display
of sparkling resplendence capable of
enthralling creatures. Each creature that
begins its turn within the aura must attempt
a DC 36 Will save; on a failure, the creature is fascinated
and stupefied 2 for as long as it remains within the aura.

A creature that succeeds is temporarily immune for 1
hour. Each time Prismatic Defense is activated, the area of
Captivating Wealth is reduced by 10 feet for 1 hour, to a

minimum of O feet.

Protective Barrier While the swirling rings of the vehicle
don't fully cover the pilot, they offer incredible protection,
magically maintaining the temperature within and
ablating physical attacks. The pilot is protected from
severe cold, severe heat, extreme cold, and extreme heat.
The pilot also gains resistance 10 to all physical damage
(except adamantine).

Prismatic Defense *® (magical) The pilot harnesses power
from the magical gemstones hidden among this vehicle’s
extravagant embellishments to grant the vehicle additional
defenses. This vehicle gains resistance 20 to one of the
following energy damage types: acid, cold, electricity, fire,
force, or sonic. This immunity lasts until Prismatic Defense
is next activated.

Wind-Up 10 minutes of wind-up, 1 hour of operational time,

DC 37, standby
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I never liked hurting people. As a shield marshal, I knew my duty and kept my arquebus,
Alessandra, in top condition. But if I bad the choice, I would have been a spotter. 1 tried
not to think too much about all the monsters we put down.

When I retired, I took my pension, gun, and family away from it all. Bought a farm. Buried
Alessandra in a sealed box under an old tree. This far from Alkenstar, few even know what a
gun is. The ones who do aren’t the kind of people you want knowing you have one. At least,
that’s what I told myself. Believed it too, right up until the bandits took everything from me.

I don’t know how long I laid in that pool of blood. All 1 remember is the sounds of
screaming, the snarling faces, and the smell of smoke. When I woke up, the farm and my
family were gone. So I crawled. I crawled to that old tree and dug in the dirt with my
bare hands until I uncovered the chest. I fumbled open the clasp and found Alessandra,
wrapped in leather and treated with oil, my shield marshal uniform folded neatly
underneath. Didn’t fit my battered body as well as Alessandra fit my bands, but it'd do.

The last thing out of the chest was my bandolier, loaded with a dozen cartridges. Fired
the first one, just to make sure the powder hadn’t spoiled. Eleven shots left, but that was
fine. There were only nine bandits. I'd faced monsters, desperadoes, and even a mutant

dragon. Nine murderous fools weren’t going to stand a chance against me and Alessandra.
—Grzestly Peppercom, retired shield marshal _




GUNSLINGER PAGE 105

While most people can fire a gun or

crosshow, a gunslinger knows such

weapons better than anyone. From

reloading to customization, a gunslinger

demands more from their weapons,

though demanding too much can result in

a misfire. Gunslingers remain unrivaled in their

skill and accuracy with weapons that strike hard from afar.

NHALMIKA IRONSIGHT

Born and raised in Dongun Hold,
Nhalmika served as a skilled
vanguard for many years. Upon
retiring after the death of her spouse,
Nhalmika took the scattergun that had
served her so well during her service
and started a new chapter as an adventurer,
cheered on by her children.

Several regions on Golarion have developed their own
versions of firearms, their cultural and intellectual
traditions each shaping how these weapons are
beginning to spread throughout the globe. While
multiple cultures having their own techniques and
signature styles, guns are still incredibly scarce
worldwide. Despite their rarity, rifles and pistols
loom large in tales told throughout the Inner Sea,
thanks to the chronicles of the Pathfinder Society and
stories spread by other adventurers who have come
into contact with guns in battle or traveled through a
region where they are used. The following regions have
access to firearms.

Perhaps the most famous home for black powder
firearms on Golarion is the grand duchy of Alkenstar
(page 195). Located on the continent of Garund, this
primarily human duchy, along with their neighbors, the
dwarven sky citadel of Dongun Hold (page 190) produce
black powder and high-quality firearms, continually
perfecting their craft and supplementing the art of
gunsmithing with ancillary technologies like scopes for
long-distance sniping. For many years, Alkenstar and
Dongun Hold were the only reliable sources of firearms
found in the Inner Sea, but the ingenuity of the pirates
of the Shackles (page 217) has introduced a competing
market for those looking to acquire a black powder
weapon. Buyers must beware however, as the weapons
produced in the Shackles lack the quality and reliability
of firearms produced on the opposite side of Garund.
Alkenstar is a good place to encounter adventurers who
wield high-quality equipment, such as sniping duos or
demolitionists, while the Shackles is known for being
home to many types of pistol phenoms, who remain
quick to draw and fire at a moment’s notice.

The continent Tian Xia and the subcontinent Vudra
(page 220), have also traded in black powder for centuries,
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though in relatively small amounts, with a focus more on
explosives than firearms. Nonetheless, merchants making
the cross-continent trek from the trade ports in Tian Xia
on the eastern side of the continent to the Qadiran ports
far to the west will occasionally hire guards armed with

jezails or Tian mercenaries bearing hand cannons and |

fire lances from their homelands. The demolitionist and
fireworks technician archetypes are relatively popular in
Tian Xia and Vudra due to the continents’ extremely long
histories with those uses of black powder.

On the western continent of Arcadia (page 206),
firearm technology has become more common and
more diverse than anywhere else in the world. That said,
firearms that use black powder are a substantially new
development in this region, having only recently been
smuggled halfway across the world from Alkenstar.

Instead, Arcadia is home to several of its own
distinct traditions of firearms, from beast guns, created
through ritualized hunts against mighty monsters
using magical taxidermic techniques, to the legendary
magical star guns that predated the apocalypse of
Earthfall. Aside from beast guns and magical guns
constructed to imitate the legendary star guns, the core
of basic firearms in Arcadia has been based on air gun
technology for centuries.

The mostnotable region of Arcadia to produce firearms
and firearm wielders is the central basin known as the
Deadshot Lands, which is also home to the few regions in
Arcadia that are beginning to use black powder firearms
in tandem with the traditional Arcadian arsenal. The
beast gunner archetype is a perfect match for Arcadian
characters focused on connecting with the magic of
their beast gun, and the spellshot class archetype is an
excellent fit with the storied Arcadian tradition of using
magical firearms. In this way, Arcadia is home to some
of the most diverse and magical traditions of gunslingers
in the world.
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GUNSLINGER

While some fear projectile weapons, you savor the searing flash, wild kick,
and cloying smoke that accompanies a gunshot, or snap of the cable and

telltale thunk of your crossbow just before your bolt finds purchase. Ready [ffrstitenm
to draw a bead on an enemy at every turn, you rely on your reflexes, steady
hand, and knowledge of your weapons to riddle your foes with holes. GEARS

KEY ATTRIBUTE HIT POINTS
DEXTERITY 8 plus your Constitution modifier

At 1st level, your class gives you an You increase your maximum number
attribute boost to Dexterity. of HP by this number at 1st level and
every level thereafter.

DURING COMBAT ENCOUNTERS...

You strike from range with your firearms, seeking to defeat your opponents
before they can pose a true threat. Depending on your choice of weapon, you
might prefer to strike your opponent from a hidden position before they ever
realize you’re there, dash through a frenzied melee with pistols blazing, or
glide effortlessly across the battlefield, waiting for the perfect moment to end
the conflict with a single, well-placed shot.

DURING SOCIAL ENCOUNTERS...

You have a keen eye and can see things coming from farther than most. You
might not be the life of the party, but your companions know to pay attention
when your subtle nod or concerned grunt indicates that something’s amiss.

WHILE EXPLORING...

You scout the group’s position for incoming threats and help search for secret
doors and hidden passages, keeping a weather eye out for unexpected threats.

IN DOWNTIME...

You might craft ammunition or keep your complex weapons clean and
maintained, and you might look for work that matches your unique talents,
such as working as a blacksmith, engineer, or part of the local watch. You
might wander from town to town, or stay put for a spell to enjoy the silence
that lingers between gunfights.

YOU MIGHT...

Seek out areas of great conflict where your unique choice of weaponry can
help build your reputation.

+ Explore new horizons, trusting your honed senses and deadly weapon to
keep you safe.

+ Demonstrate extensive knowledge about various types of guns and
ammunition, along with curiosity about the latest in gun technology.

OTHERS PROBABLY...

+ Assume that since you know how your gun works, you must also understand
how to resolve other mechanical challenges.

¢+ Underestimate you at first glance, thinking you rely on your gun because
you lack any other skills.

+ Respect your eternal vigilance, unyielding grit, and excellent aim.

{ CHARACTERS
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INITIAL PROFICIENCIES GUNS

At 1§t'level, you ge'iin the Iistedl CHARACTERS
proficiency ranks in the following
statistics. You are untrained in

‘| GUNS

anything not listed unless you gain [
a better proficiency rank in some - EQUIPMENT
other way. .’
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PERCEPTION . GEAR
Expert in Perception /
SAVING THROWS " o
Expert in Fortitude f - .
Expert in Reflex T ' l
Trained in Will ' i : \
SKILLS

Trained in one or more skills
determined by your gunslinger's way

Trained in a number of additional skills
equal to 3 plus your Intelligence
modifier

ATTACKS

Expert in simple firearms and
crossbows

Expert in martial firearms and
crossbows

Trained in advanced firearms and
crosshows

Trained in simple weapons

Trained in martial weapons

Trained in unarmed attacks

DEFENSES

Trained in light armor
Trained in medium armor
Trained in unarmored defense

CLASS DC

Trained in gunslinger class DC




GUNSLINGER ADVANCEMENT

Your
Level
1

Class Features

Ancestry and background, attribute boosts,

initial proficiencies, gunslinger’s way, initial deed,

gunslinger feat, slinger's precision

2 Gunslinger feat, skill feat

3 General feat, skill increase, stubborn

4 Gunslinger feat, skill feat

5 Attribute boosts, ancestry feat, gunslinger weapon
mastery, skill increase

6 Gunslinger feat, skill feat

7 General feat, perception mastery, skill increase,

weapon specialization

8 Gunslinger feat, skill feat

9 Advanced deed, ancestry feat, gunslinger
expertise, skill increase

10 Attribute boosts, gunslinger feat, skill feat

1 Blast dodger, general feat, skill increase

12 Gunslinger feat, skill feat

13 Ancestry feat, gunslinging legend, medium armor
expertise, skill increase

14 Gunslinger feat, skill feat

15 Attribute boosts, general feat, greater deed,
greater weapon specialization, skill increase

16 Gunslinger feat, skill feat

17 Ancestry feat, lead constitution, shootist's edge,

skill increase
18 Gunslinger feat, skill feat
19 General feat, medium armor mastery, perception

legend, skill increase
20 Attribute boosts, gunslinger feat, skill feat

CLASS FEATURES

You gain these abilities as a gunslinger. Abilities gained at
higher levels list the level at which you gain them next to
the features’ names.

ANCESTRY AND BACKGROUND

In addition to the abilities provided by your class at 1st
level, you have the benefits of your selected ancestry and
background.

ATTRIBUTE BOOSTS

In addition to what you get from your class at 1st level,
you have four free boosts to different attribute modifiers.
At 5th level and every 5 levels thereafter, you get four
free boosts to different attribute modifiers. If an attribute
modifier is already +4 or higher, it takes two boosts to
increase it; you get a partial boost and must boost that
attribute again at a later level to increase it by 1.

INITIAL PROFICIENCIES

At 1st level, you gain a number of proficiencies that
represent your basic training. These are noted at the start
of this class.

\ 7

GUNSLINGER’S WAY

All gunslingers have a particular way they follow, a
combination of philosophy and combat style that defines
both how they fight and the weapons they excel with. At
1st level, your way grants you an initial deed, a unique
reload action called a slinger’s reload, and proficiency
with a particular skill. You also gain advanced and
greater deeds at later levels, as well as access to way-
specific feats. The gunslinger ways are described in
detail on page 108.

The following ways are presented in this book.

Way of the Drifter: You wander across the battlefield,
equally at home in and out of the fray.

Way of the Pistolero: You carefully maintain your
distance at a duelist’s 10 paces with pistol in hand.

Way of the Sniper: You practice a methodical style of
shooting, striking from far cover.

Way of the Vanguard: You rely on a brutal combat
style that uses heavy weapons and explosive attacks.

GUNSLINGER FEATS

At st level and every even-numbered level thereafter, you
gain a gunslinger class feat. These begin on page 111.

SLINGER’S PRECISION

You deal an extra +2 precision damage with Strikes
made using non-repeating crossbows and you deal
an extra 1d4 precision damage on Strikes using non-
repeating firearms.

If you have gunslinging legend, you instead deal +3
additional precision damage with Strikes using non-
repeating crossbows and an additional 1d6 precision
damage with Strikes using non-repeating firearms.

If you are using a combination weapon (page 158)
whose ranged form is a firearm or crossbow, you use
your proficiency with firearms and crossbows for attacks
made with the melee configuration of that weapon.

SKILL FEATS 2ND

At 2nd level and every even-numbered level, you
gain a skill feat. You must be trained or better in the
corresponding skill to select a skill feat.

GENERAL FEATS 3RD

At 3rd level and every 4 levels thereafter, you gain a
general feat.

SKILL INCREASES 3RD

At 3rd level and every 2 levels thereafter, you gain a skill
increase. You can use this increase either to increase your
proficiency rank to trained in one skill you’re untrained
in, or to increase your proficiency rank in one skill in
which you’re already trained to expert.

At 7th level, you can use skill increases to increase
your proficiency rank to master in a skill in which you’re
already an expert, and at 15th level, you can use them to



increase your proficiency rank to legendary in a skill in

KEY TERMS GUNS s

You'll see the following key terms in a number of IEEARS
gunslinger abilities. :
Flourish: Flourish actions are actions that require too

which you’re already a master.

STUBBORN

3RO

You don’t like being told what to do, and you don’t ., much exertion to perform a large number in a row. You |
: i . . . } ; : 'INTRODUCTION
give up. Your proficiency rank for Will saves increases  AMeQNINR VAR RVIGRI R ISR d @ (Tlgh |
to expert. When you fail, but don’t critically fail, a Will Misfire: Firearms that are improperly maintained or
save against an effect that would give you the controlled subjected to unusual strain can misfire. If you attempt GEARS
CHARACTERS

condition, you can attempt a second save against the effect
at the start of your next turn. On a successful second save,
the controlled condition ends, though any other effects
remain. As normal, failing this second save doesn’t allow
you to attempt a third save on the subsequent turn.

ANCESTRY FEATS STH

In addition to the ancestry feat you started with, you gain
an ancestry feat at Sth level and every 4 levels thereafter.

GUNSLINGER WEAPON MASTERY STH

You fully understand the best way to utilize your unique
weapons. Your proficiency rank increases to master
with simple and martial firearms and crossbows. Your

to fire a firearm that was fired the previous day or
earlier and hasn't been cleaned since, roll a DC 5 flat
check before making your attack roll. If you fail this
misfire check, the weapon misfires and jams. The attack
is an automatic critical failure, and you must use an
Interact action to clear the jam before the weapon can
be reloaded and fired again. Once you've spent at least
an hour cleaning a weapon, you don't need to roll for a
misfire until the next day unless an effect says otherwise.
You can clean multiple firearms during this hour, up to a
reasonable limit as determined by the GM (typically no
more than five).

Some abilities cause a weapon to misfire as a part of
their effects. If such a misfire happens as a result of an
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proficiency rank for advanced firearms and crossbows, attack (due to an action that causes a misfire on a failed |
attack, for example), it retroactively makes the attack a >

critical failure.

simple weapons, martial weapons, and unarmed attacks

GLOSSARY
0 ANI] INDEX

increases to expert. You gain access to the critical

specialization effects for firearms and crossbows. fiig il
(e z . 2 « k)

PERCEPTION MASTERY 7TH

You’ve developed keen awareness and attention to detail.
Your proficiency rank for Perception increases to master.

WEAPON SPECIALIZATION 7TH

You've learned how to inflict greater injuries with the
weapons you know best. You deal 2 additional damage
with weapons and unarmed attacks in which you are an
expert. This damage increases to 3 if you’re a master, and
4 if you’re legendary.

ADVANCED DEED 9TH

You've learned a powerful new technique of your chosen
way. You gain the advanced deed ability of the way you
chose at 1st level.

GUNSLINGER EXPERTISE 9TH

Your special shots become harder for opponents to predict
or resist. Your proficiency rank for your gunslinger class
DC increases to expert.

BLAST DODGER 1ITH

Your reflexes have a hair trigger. Your proficiency rank
for Reflex saves increases to master. When you roll a
success on a Reflex save, you get a critical success instead.

GUNSLINGING LEGEND 13TH

You’ve learned unique techniques for wielding firearms
and crossbows that give you unmatched skill in their use.

Your proficiency rank increases to legendary with simple
and 