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A aeroship

Magical Propertesfor Firearms

Fiearms andtheir ammaniion
can carry magical weapan
enhancements ke any other
ranged weapans. This means
characterscould have  frost
dragon ifeor an elf bane
double pistal. In addtion, one
can apply these ather weapan
enhancements only o firearms:

Magnetic: Rounds fred ram this
wespon gain a +2 bonus o
atack rolls and 4126 ponts of
damage against foes wearing
metol armor r foesthat are
metal (such az an iro golem)

Moderate ransmtation
L oth; Cro Magieal Arms
and Aemor, elekinesis;
Price +1bonuz

Rapid Fire: A charactercan oad
this rearm with up to s rounds
of ammuntion andfir it upto
Sixtimes perround, i the wieder
s hat many attacks in1
round, A cannon with his abiity
can be fred ance per round.

Moderate ransmtation
L roth; Grft Magica Arms
and Armr, haste

Price +3 bonus

Silent: Thisfrecm makes no
i when e Apply
this propeny o o reorm

Maderate lusor; CL &th; Graft
Magical Arms and Acmor,
slence; Price +8,000 g

normal shor and porwder: Thisincresses the
frcarm’s damage die type by one sze, but on 3 oll
of a natural 1 the gon bunts, rining it and inflct
ing normal damage for the weapon upon the frec

Ammunition olume  Price
Shorand powder  1load  153p
Scatersho and powder 1load  2gp
Povwder horm. 10shors 10gp
Ammunition pouch  10shos S gp

Cannon Ammo
The damages listed in the cannon table above are
for a cannonball. Grapeshot s 4 mass of tiny pel-
et that covers a radius of ten feet butinficts
anly half damage. Grapeshot reduces the cffctive
range ofthe cannon by half Explosive charges
also cut the effctive range of the cannon in half
but explode on impact,inflicting the lited dam-
age in a ten-foor radius. A Refles saving throne
(DC 20) reduces the damage by half for both
grapeshor and cxplosive charges.

A person can fitan explosive charge with a
match cord fuse (see “Miscellancous Geas” page
563) to use as a set charge. In dhis case i
explodes in a ten-foot radius and infcts 3ds
points of damage. It cannt be throvin.

Ammuition Nolume  Price
Cannonbl + porder  1load  Sgp
Grapeshors poweder Thoad  15gp
Explosivecharge + 1houd  Sogp
povsder

OTHER WEAPONS AND ARMOR
For the technologist warrio, there arc more
weapons to choose from than simply firarms. A
few of the mst intersting are described belorw:

Bayoner: The wielder can use this blade as 2.
dagger or affix it o any rile, allowing the sifle to
be used as 2 shortspear that cannr be thrown.
Price 3 gp.

Blast Axe (Pistol Axe): This swange weapon is
like o long-barreled dragon pistol. s reinforced.

barrel ends in an axcblade. One can fire it ke
aregular pistol, then use it as 2 handaxe.
Price 300 gp.

Pistol Shield: This heavy shicld has a builein
dragon pistol, with the barrel facing straight
out. The wielder can fire the piseol and then
draw a melee weapon and charge into a fight.
Price 300 gp.

Porwered Bows: Parwered longhonss e engine-
assisted mighty hens that do ot require high.
senggh to use. As with mighey borws, che honus
applics only to damage. The borus does not sack
with the archer’s normal Strength bonus. Porvered.
bows weigh three times as much az normal bows
and their prie varies, as shown belors.

Porwered Mighty Longharw  Price
(+1 Strengeh bonus) 400 gp
(+2 Strengeh bonus) 00 gp
(43 Strengeh bonus) 12006
(4 Strengeh bonus) 1000 gp.

Steam Ammor: Steam-porvered armr protects 3
wearer s plte armor and adds a +4 enhancement
bonus to Strength du toies builein strengeh-
augmesting mechanisms. It requires firestone.

(sce “Maintenance and Fucl ” page 565). Price
15,000 gp.

TRANSPORT
In o big place like Peolus,charsceersneed a el
able and fase way to get where they need to be.
These are juse some of the options characters
have to use technology to help them get around.

Battle Cart: This massive vehicle ook like o
wagon without harics. It measures ten fect long
and about six fect wide (size Large). It sides are
armar plated with small s for archers or cifle-
men. The care has a hardness of 10 and 200 hp.

& batele cart is secam-ponverod (e requires fi-
stone; see “Maintenance and Fucl,” page 565)
and can travel up to twenty s per hour over
flat,smooth, ereain. The carcs are usually ouic-
ted with a ram or a spked plate for running

UNREALISTIC SCIENCE

Some ofthe weapons and gear described here are unlike anything that ever worked in the real
world. Steam-powered conserues,strength-enhancing armor, and batcle cart are ll the stuf of
fancasy. Some of them, such as a repeating ifle, merely push the limits of what one could realisti-
cally expect in a nonmodern stting, One has to imagine magicaly assisted intelligence was behind
auch invention, as well ss fantasti alchemical aids such as fiestone to produce the heat nocded.
for the steam cngines. DMs just e to figure out where to drsw the lin.

OF course, one could take the fantastic clements of such devices even further than the cquip-
mentin this chapter. For cxample,the Shuul's long-term plans involve the creation of an under-
ground train that connects the Tower of Science and the Foundry in the Guildsman Distrct (¢his s
hres to five years off, howvever—the tower it even finshed yer. A tochnologist mighe even per-
fect & mechanized brain of some kind: a clockwork arificial intlligence!
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Technology enthusiass can find a number
of eligions in Prolus that cnbrac their
unigue incrests,

Baslhszor, Demon God of Technology
(CE). Chaos, Evil, Technology. Originally
e of the *Vesred of the Galchute” this
minor deity is 8 demon lord.

“The Iron God (LN). Earth, Fire,
Technology. This mysterious deiey of the
old Prustan humans and Grailwarden
dwarvesis the god of al things iran.

His image is never seen

“Teun, Mother of All Machines (LN).
Civilization, Law Technology. Another
old Prustan deity, Teun is the goddess of
machines and technology. She i revered by
Graibwarden dwarves a2 well as humane.

Tevsa, the Clockwork Goddess (LN).
Healing, Law, Technology. Tevra, dangheer
of Teun, i thought to slecp now, but will
awaken one day to help restore order to
the world.

SKILLS AND FEATS
Technology changes the skill and feats in your
game a bit, Al the rules you need to use these
iniive skills are right here.

Knowledge (machines) makes a good addition
o a seting with technology. Such a skill could
allow a character to identify an unknown device
or figure out how to make it work.

Howeves charactes need Craft (machings) to
actually create something like  clock, a secam-
powered construct, or & mechanically controlled
door. Some complex devices might force 4 char-
acter to make muliple checks. For example, cre-
ating a mechanized shicld guardian as described
earlier might require four separate Craft checks,
each at DC 25. The construct would cost 75,000
. because it has no magical abiltics. For other
similar checks,see the table below.

One can create and repaic fircarms with
Ceaft {fircarms). Also, Profession (cngincer)
might be appropriate for one who designs cntire-
Iy new machinery.

Disable Device takes on a new meaning in &
seting with technology. Characters with this
sill could make a dragon rifl inoperable or
Sct 2 magnetic compass to point n the
wrong directian.

Using frearms requires the Exotic Weapon
Proficiency (firarms) eat. This feat covers not
only firing the weapon, but loading it and caring
forie,

MAINTENANCE AND FUEL
To keep a technological item functioning,
wwhether it i a fircarm or @ steam-powered
mechanical clevator, a character must make a
maintenance check once per month. The charac-
ter can use cither the appropriate Craft skill or
siply make a Knorwledge check. The Diffcaky
Clase is 10, unles the overall price of the device
excecds 1,000 gp. In such a case, the Difficulty
Clase i the price divided by 100, Wichout this
check, the machine breaks dorwn and Craft
(machines) must be used to repair it, wsing the
seandard repaic ruls.

Steam-powered items burm wood or coal to
produce sccam, or they use a special magical sub-
stance called fircstone. Wood i cheap bur takes a
very large bumes. Coal it mare expensive—shout
5 gp warth of coal panwers an item for oaly one
day. Because frestone reqies the least amount
of space, it is required for steam armor and
other fantastic tech tems. Hovwever,cach stone
costs 10 gp and lasts about one day. Firestone
can be created only via spell; it does not cccur
naturall. It i not dangerous to handle unci lt,
and users can light it 2 they would any flam-
‘mable item. For more an fircetone, sc it section
under “Special Materials” in PT2: The World of
Pracnal page 46).

Some clockwork iems, like pocketwatches,
are spring-driven and require no fucl but muse
be wound or cranked manually.

Crafting Tech ltems.
Tachnological ltm

Simple tach tem (compazs, hermometer)
Comples, zmal tech rem (packenvatch)
Firearm (single-zhat)

Firearm (rzpesting, double, or mult-uss)
Large machine (drawbridge mechanizm)
Large comples machine (canstrucs
Extrmely comples devic (stzam amnor)

can e
Machine: w5
Machine: »
Fiearms P
Fiearms a4
Machine: sxz
Machine: x4
Machine: sox4

TECHNOLOGY

Technology Groups

Technologis characters can
Jind ready lis among such

organizatans o these

The Shua (PT: poge 131)
The Sorn (PT: page 137)
Hause Shever (PT3: page o6)
Graitwarden duwarves

(PT=: page 48)

The followersof Teun, Mather
of All Machines (PTs page 305)

See the create frestone spell in
the “Magic” chapter (poge Ga1).

I order to maintain a urique

Pelus fee, DMs are highly
encouraged o sprinke o smll
amount oftechnalogy through-
out heir campuigns introducing
NPCe with pockenwatches or the
occasonal firearm, ubsituting
pills or potions, and inclucing.
raken-down machines in older

aveaswithin or below the aty
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(565)




