Engineer

“Look at all this junk!" – Anna-Renn

"Junk? Foolish elf. Why I could take this and make it into a deadly cannon!" - Namfoodle

      "That's a stovepipe." – Anna-Renn

"I didn't ask you what it is! What matters is what it COULD become!" - Namfoodle

Tactician, Technician, and Inventor are the common titles of the famous Engineer.  His job is to put his artistic mind into physical form using a mixture of ore, metal, magic, and iron.  The common man calls the Engineer insane, blending the forces of magic, art, and technology into a big pile of mess.  To the Engineer, he is a pioneer for the future.

Hit Die: d6.

Requirements

To qualify to become an Engineer, a character must fulfill all the following criteria.

Base Attack Bonus: +5

Intelligence: 13+

Knowledge (Tech): 5 ranks

Craft (Engineer): 5 ranks

Feats: None
Class Skills

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Spells per Day

	
	
	
	
	
	
	1st
	2nd
	3rd
	4th

	
	
	
	
	
	
	
	
	
	

	1st
	+0
	+0
	+2
	+0
	Create Invention, Repair
	1
	
	
	

	2nd
	+1
	+0
	+3
	+0
	Create Gadget
	2
	
	
	

	3rd
	+2
	+1
	+3
	+1
	Improve Firearm +1
	2
	1
	
	

	4th
	+3
	+1
	+4
	+1
	Master Repairman
	3
	2
	1
	

	5th
	+3
	+1
	+4
	+1
	Insane Engineer
	3
	3
	2
	

	6th
	+4
	+2
	+5
	+2
	Improve Firearm +2
	4
	3
	2
	1

	7th
	         +5
	   +2
	+5
	+2
	Educated
	4
	3
	3
	2

	8th
	+6
	+2
	+6
	+2
	Superior Ammunition
	4
	4
	3
	2

	9th
	+6
	+3
	+6
	+3
	Improve Firearm +3
	4
	4
	4
	3

	10th
	+7
	+3
	+7
	+3
	Engineer’s Intuition
	4
	4
	4
	4


 The Engineer’s class skills (and the key ability for each skill) are Craft: Engineer (Int), Listen (Wis), Knowledge: Tech (Int), Knowledge: Arcane (Int) Spot (Wis), Search (Wis), and Ride (Dex). 

Skill Points at Each Level: 2 + INT modifier.
Class Features

All of the following are class features of the Engineer prestige class.

Weapon and Armor Proficiency: All Simple, Martial, Firearm weapons, light armor, and medium armor.

 Spells Per Day: Engineers gain a unique spell ability for their inventions known as Mimic Spells.  A Mimic spell isn’t really a spell that Engineers can cast like a Wizard or Sorcerer, but it is a way to imbue spells into their inventions without the aid of a caster.  Besides the Spells per Day, the Engineer also gains additional Mimic Spells with their intelligence modifier, much like a Wizard.  The way the Engineer keeps his spells works exactly the same as a Wizard.

The Mimic Spells are limited to four schools of magic that the Engineer may only have:  Evocation, Transmutation, Illusion, and Abjuration.

Create Invention (Ex):  At 1st level, the Engineer is able to create technological devices using Craft (Engineer) skill.

The instructions on making Technological Devices can be found after the Class Features.

Repair (Ex):  The Engineer can also repair structures, mechanicals, vehicles, and inventions if he wishes to do so.  For this to happen, the Engineer would have to make a Knowledge (Tech) skill check to determine the target’s function and how it works (DC is up to DM).  If the skill check is successful, then he begin repairs of the target by rolling a Craft (Engineer) against the DC.  The DC can range from 10 to 40, as shown below.

DC 10 – Fixing a wheel

DC 15 – Missing parts and broken pulleys

DC 20 – Engine failure

DC 30 – Busted siege machine or vehicle

DC 40 – A construct

    The Engineer doesn’t have to make a Knowledge (Tech) skill check if the invention he is already familiar with or it is his invention.
      Create Gadget (Ex):  At 2nd level, the Engineer can create one-time use gadgets to improve the skill checks on certain situations.  For example, they can insert into a rogue’s shoes to make it more silent, giving +2 on Move Silently checks.  This type of bonus is known as Device Bonus.

      To make use of the Create Gadget ability, the Engineer would first have to buy an Engineer Kit (100 GP, 1 lbs.) then perform a Craft (Engineer) check with 18 DC.  If successful, the gadget is able to give +2 on the chosen skill for one check use only, then it becomes useless.  Multiple gadgets cannot stack with one another.

      The Engineer can also give better improvements with his gadgets by purchasing better kits.  Veteran Engineer Kit (500 GP, 1 lbs.) can provide +4 bonus with the DC being 24 and the Master Engineer Kit (1350 GP, 1 lbs.) will provide a +6 bonus with the DC being 32.

The Engineer cannot create devices that give bonuses to Profession, Knowledge, Spellcraft, or Charisma skills.

     Improve Weaponry (Ex):  The Engineer is able to take a Firearm and give it an enhancement as if it were magical.  This doesn’t stack with weapons already with enhancement; instead it replaces the Firearm with the new enhancement.  This is a one-time ability and the enhancement is considered non-magical.

    At 3rd level, the enhancement to the firearm is +1.  At 6th level, the enhancement of the firearm is +2.  At 9th level, the enhancement becomes +3.

     Master Repairman (Ex):  The Engineer gains +2 in Craft checks on anything related to repairs.

     Insane Engineer (Ex):  At 5th level, the engineer gains +2 in Craft checks with anything involving inventions or weaponry.  If he is doing an invention he has created before, he gains +4 instead of +2.

     Educated (Ex):  The Engineer gains +2 on Knowledge (Tech) checks.

     Superior Ammunition (Ex):  At 8th level, the Engineer gains +1 on all damage rolls involving Firearms.

     Engineer’s Intuition (Ex):  At 10th level, the Engineer gains +1 AC against all range attacks involving Firearms, Vehicles, Inventions, or Technology weapons.
Creating an Invention

     With the Create Invention ability, the Engineer is able to create various devices from helpful inventions to destruction siege weapons.  The only limit of the Engineer is his imagination and skill.

Final DC = 10 + Size + Traits + Spells + Parts

     Creating a Technological Device requires description and imagination from the player.  He would need to describe how the machine looks like, how big it is, what can it do, and so forth.  He would need to know almost every detail of the vehicle before he is able to do the necessary craft check to see if the vehicle functions properly.  In these instructions, you will learn step-by-step on how to create your own invention for the engineer to create.

Step 1:  Determine the size

     Unless the Engineer is going to make a weapon, he would need to know how big the invention would be before he starts thinking how fast it will be.  Listed below are the possible sizes of an invention along with their DC modifications and time taken to create.

Small: +1 (2d4 days)

Medium: +0 (2d6 days)

Large: -1 (1d4 weeks)

Huge: -2 (1d6 months)

Gargantuan: -4 (2d20 months)

Colossal:  -8 (4d12 months)

The following are the statistics of the construct for each size:

Small: Str 10, Dex 12, Hit Dice 1d10

Medium: Str 12, Dex 10, Hit Dice 2d10, +2 AC

Large: Str 20, Dex 10, Hit Dice 4d10, +4 AC

Huge: Str 28, Dex 8, Hit Dice 16d10, +6 AC

Gargantuan: Str 32, Dex 6, Hit Dice 32d10, +8 AC

Colossal:  Str 36, Dex 4, Hit Dice 64d10, +10 AC
Step 2: Get the Traits
     This step is where you determine how fast your invention moves, what damage can it do, or if it has added protection.  To do this, simply look at the chart below and decide what will go with your invention.  Just remember that your inventions shouldn’t be jack of trades, meaning that not all of them should cause damage or have excessive protection, especially if it isn’t meant for combat.

     Simply pick the traits below and add up the modifications together.  For example, if you want an invention to move 40 feet with +5 AC, it will be +15 DC to the Final DC.

NOTE:  (W) on Base Speed means Water and Cannons/Other necessities means you can take it more then once.  All cannons have a 300 feet range and any cannon that can deal damage must have supplied ammunition (150 per ball).  Ballista has a 600 feet range and the ammunition for Ballista is 400 GP per shot.  Catapult is 1000 feet range and it is 600 GP per shot.  The cannon, ballista, and catapult all take 4 rounds to reload each shot, with the invention reloading the guns itself.

SIZE NOTE:  Inventions that are Small Size cannot have a cockpit, medium-sized weapons, or any cannons other then Plain Cannon.  Inventions that are Medium Size cannot have a cockpit unless a Dwarf or Gnome pilots it and they cannot carry heavy weaponry.  Large size inventions can hold one medium-sized creature.  Only Huge Size inventions are allowed to transport people.

Step 3:  Casting Magic

     Engineers have learned the Mimic Spell technique that allows them to create inventions with the use of magic.  He can make the engine silent using the Silence Spell or fireball infused cannonballs using the Fireball spell.

Wizards, Clerics, and Sorcerers, or any other character that is able to cast spells, may also be able cast spells on the inventions working alongside with the Engineer; for a price.  

     The casting level of these spells is equal to the person who actually casted them on the invention.  For an engineer, it would equal his engineer prestige class while for everyone else; it’s simply their class level.

     Most spells, however, cannot be placed upon the machine directly.  Any spells from the Evocation school of magic must be placed onto the Plain Cannon instead of the invention itself.  Transmutation school of magic must be placed onto Channel Rod for the spells to work.  Illusion must be placed on either the Mirror or the vehicle itself (depending on the spell), and lastly, Abjuration must be placed on the Channel Rod of the invention.  Any other schools of magic not mentioned in this paragraph are not allowed.

     The spell level of the spell casted onto the invention is DC added to the Final DC (e.g. 3rd level spell means +3 DC).  The amount of times these spells can be activated on the invention per day is the number of times it was casted upon the invention before it was built.  The range of the spells on the inventions is the same as the spells when casted.

     It is possible for the Engineer to enhance his invention with certain spells such as Silence or Blur.  Adding such a permanent effect increases the Spell Level of that spell by 1, making it cost more and higher DC.

Step 4:  Placing the Parts

     This step should be discussed with the DM.  The Engineer now must determine what parts, besides the ones he listed in traits, that is vital to the machine.  Does it have a recorder?  Scanners?  Automatic doors?  Self-repaired wheels?  Wind Maker?  Animal-Skinner 2000?

Driven by Dire Wolves?  Electric field?  Because of the high technological setting of Garas, the engineer is allowed to create special parts not listed in the Trait Chart and use his own imagination to create them.  Discuss the parts with the DM and add 1 to 10 DC (4 being average) to each vital part added, depending on how powerful the part is (Up to DM).  Note to DMs:  Just because a player comes up with a part, it doesn’t mean it should exist.  If you think the player is trying to pull a fast one, deny it.

    Weapons, such as longswords, fullblades, muskets, and so on, can be attached to the invention for defensive or whatever purposes the engineer has it mind.  This is allowed and should be treated like an extra part.  The suggested DC for individual weapons should be 4 and considered a separate attack from the rest of the invention.
Step 5:  Calculate the cost
     All inventions and research cost a bit of money and in the world of Garas, it’s no different.  The cost of the invention is determined by the traits, parts, and spells the invention features.  The size determines the cost multiplication of the invention, which should be done last.  The following is the multiplication for each size.

Small: Cost x 2

Medium: Cost x 3.5

Large: Cost x 5

Huge: Cost x 8

Gargantuan: Cost x 12

Colossal:  Cost x 15

     Each trait and part has its own cost according to the Difficulty Class Modification.  To do the calculation of the traits, parts, and magic, simply add all the costs together. When you have added all the costs, then multiple the cost according to the size.

Melee Damage

DC 1-4:  80 GP

DC 5-8:  150 GP

DC 9-12:  320 GP

DC 13-15:  545 GP

DC 16-17:  1350 GP

DC 18-19:  3500 GP

DC 20:  8000 GP

Base Speed

DC 1-6:  125 GP

DC 7-12:  400 GP

DC 13-18:  1100 GP

DC 19-20:  2875 GP

Move Object

DC 1-7:  50 GP

DC 8-11:  165 GP

DC 12-15:  660 GP

	Difficulty Class Modification
	Melee Damage (Bludgeon or Piece)
	Base Speed
	Move Object (Range)
	Natural Armor Bonus
	

	
	
	
	
	
	Cannons/Other necessities

	
	
	
	
	
	

	1
	1 hp
	10 Ft.
	10 Ft.
	+2
	Mirror

	2
	1d4 hp
	10 Ft. (W)
	15 Ft.
	+3
	Wheels, Channel Rod

	3
	1d6 hp
	15 Ft.
	20 Ft.
	+4
	Plain Cannon

	4
	1d8 hp
	15 Ft. (W)
	25 Ft.
	+5
	Light Ballista (3d6)

	5
	1d12 hp
	20 Ft.
	40 Ft.
	+6
	Engine, Cockpit

	6
	2d6 hp
	20 Ft. (W)
	80 Ft.
	+7
	Heavy Ballista (4d6)

	7
	           3d4 hp
	        30 Ft.
	120 Ft.
	+8
	-

	8
	2d8 hp
	30 Ft. (W)
	160 Ft.
	+9
	Light Catapult (5d6)

	9
	1d20 hp
	40 Ft.
	200 Ft.
	+10
	-

	10
	3d6 hp
	40 Ft. (W)
	240 Ft.
	+11
	Heavy Catapult (3d8)

	11
	2d10 hp
	50 Ft.
	300 Ft.
	+12
	-

	12
	2d12 hp
	50 Ft. (W)
	600 Ft.
	+13
	Light Cannon (4d8)

	13
	3d8 hp
	60 Ft.
	1200 Ft.
	+14
	-

	14
	4d6 hp
	60 Ft. (W)
	2000 Ft.
	+15
	Medium Cannon (6d8)

	15
	3d10 hp
	70 Ft.
	4000 Ft.
	+16
	-

	16
	3d12 hp
	70 Ft. (W)
	5 Miles
	+17
	-

	17
	3d20 hp
	80 Ft.
	10 Miles
	+18
	Heavy Cannon (6d12)

	18
	5d8 hp
	80 Ft. (W)
	25 Miles
	+19
	-

	19
	5d10 hp
	100 Ft. 
	50 Miles
	+20
	-

	20
	6d12 hp
	100 Ft. (W)
	100 Miles
	+21
	-


DC 16-19:  1400 GP

DC 20:  4000 GP

Natural Armor Bonus

DC 1-4:  140 GP

DC 5-9:  500 GP

DC 10-15:  1350 GP

DC 16-19:  2840 GP

DC 20:  5000 GP

Cannons and Other Necessities

Mirror: 30 GP

Wheels, Channel Rod: 80 GP

Plain Cannon: 100 GP

Light Ballista: 130 GP

Engine, Cockpit: 180 GP

Heavy Ballista: 240 GP

Light Catapult: 350 GP

Heavy Catapult: 450 GP

Light Cannon: 600 GP

Medium Cannon: 800 GP

Heavy Cannon: 1200 GP

Spell Levels

Level 1: 20 GP

Level 2: 60 Gp

Level 3: 130 Gp

Level 4: 280 Gp

Level 5: 560 Gp

Level 6: 850 Gp

Level 7: 1125 Gp

Level 8: 2520 Gp

Level 9: 4825 Gp

Level 10: 7550 GP

Parts

DC 1: 50 Gp

DC 2: 100 Gp

DC 3: 150 Gp

DC 4: 200 Gp

DC 5: 350 Gp

DC 6: 550 Gp

DC 7: 825 Gp

DC 8: 1050 Gp

DC 9: 1500 Gp

DC 10: 2200 Gp    

     Once you are done doing the calculations, you must then pay immediately before any craft or DC calculation is done.  If the Craft Check is a failure, the money is still wasted.

Step 6:  Adding it all up

     Almost there, the Engineer now needs to add up the DC from his invention’s stats.  For this to happen, the Final DC needs to be made.  The formula for this is as follows:

Final DC = 10 + Size + Traits + Spells + Parts

     Once you are done with the calculations, it is time to make a Craft (Engineer) check.  If it is equal or over the DC, you have passed the check.  If it is below the DC, something horrible happens to the invention (Outcome is up to ever wicked and creative DM).

Example:  Whitelock wants to create a medium size fireball cannon invention.  He decides he wants it medium sized (0 DC) and his vehicle will have no movement.  Because the vehicle isn’t really meant for close combat, he isn’t going to have slam damage.  He isn’t going to add normal cannons, a cockpit, or engine since he plans on pulling the invention using a hook and rope.  He will put +6 Natural AC (5 DC) onto the invention and add wheels to it (2 DC).  Finally, he will place a Plain Cannon to imbue the fireball spells at (DC 3).

On the spells, he is going to have a level 7 wizard cast two fireballs onto the vehicle (Level 3 spell, casted twice, +6 DC) so he can use the fireball cannon twice per day.

For his parts, he will put a voice password so no one else can use the invention (2 DC) and a voice activated for instructions to tell the cannon where to point at and which angle (1 DC).  The Final DC is 29 and the cost of the invention will be 2502 GP

Step 7:  Description and last notes.

If all goes well with the gold being paid and the crafting checks having a grand success, it is time to give the description of the invention.

     The description of the invention should be unique and detailed, must like writing a PC’s appearance.  You should give a description on how it looks like, from the front to the back and to the inside.  Anyone who is interested in trying it out your invention or use it on adventures should know how the vehicle looks like!

     Not all inventions look like hulking pieces of metal block with fancy doors and wheels on them.  Inventions should look like something that came out of an artist’s mind.  Some inventions in Garas, especially ones from Nathan, are actually designed to behave and look like a certain animal.  One of the more famous ones inventions from Nathan is the Mountaineer’s Friend, which looks like a very large spider.  The Mountaineer’s Friend uses the spider’s legs to dig through the rocks and allow climbing upwards, even in steep cliff sides.

     Inventions can take the traits of animals or whatever inspiration the engineer wishes to use.  The traits and parts of these inventions don’t always have to follow logic, allowing full creativity of the invention.  For example, a medium sized invention in shape of a wolf can have a plain cannon in its mouth imbued with a level 6 Lightning Bolt.

     In order for the invention to move without assistance, it must require an Engine.  If you wish for the wish for the invention to require some sort of assistance (e.g. wind, animal driven), then they are bought as separate Parts instead of a trait.

     Using the Animal power for your vehicle requires a small modification to the vehicle design.  For one, not only must you keep track of the invention’s statistics, but the animal’s statistics as well.  These animals, depending on the creature, must be trained and bought/captured.  They will always lead the front of the invention, pulling it towards whatever destination the engineer desires.  The enemy, if he wishes to do so, can aim for the creatures if he wants.  If an animal is killed, a Ride Check (DC 20) must be made or the vehicle is considered flipped over, out of control, or anything that makes it unusable (treat it as if it needs repairs or destroyed).

     It is possible to have a vehicle to move without the use of wheels.  If the engineer wants to instead make it walk with legs or whatever the engineer comes up with make it move, it be considered an addition part (DC 4 being average).

     Once an invention is made, nothing can be added to it and it cannot be upgraded.

     Battle Notes:  In combat, an invention is treated as if it were a character without the ability to Trip, Grapple, Subdual, and Disarm.  It has its own attack, statistics, hit points, initiative, AC and so on.  It can only have one attack at a time (not multiple attacks like high level

 PCs, NPCs, or Monsters) and its BAB is equal to the master’s character level (not just Engineer prestige level) if the invention has anything to attack with.

If an invention is killed in combat, it goes into a state of ‘beyond function’.  Almost identical to the near-death state of a PC, the invention goes into negative HP, but doesn’t lose HP or make Con checks each round.  For an invention to truly ‘die’, it must reach –20 HP or below.

     An Engineer would have to make a repair check (30 DC) to get the invention into function at half HP.  Inventions don’t heal like normal characters do (e.g. resting, spells, time, heal kits), and require a repair check (DC 25) to heal 15 HP.  Any failures will result in 5 HP damage to the vehicle, even if it is in Beyond Function. 

Invention Example

Dwarf Pusher – Huge Transport Vehicle, HD 16d10 (102 HP), AC 23, 40 feet speed, Engine, Cockpit, Silence Spell (level 3 spell, permanent).  Cost 11120 GP, DC 31
