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Remedial Tinkering: Obligatory
Lovecraft Expansion

It had to be done.
Introduction

From its inception, the tinker has been a class that
highlights what can be done within the laws of physics.
Where other technology classes go out and harness magic
to build fireball cannons, the tinker harnesses science-as-
magic and fills a sentient metal can with gunpowder to
achieve the same effect. What happens, then, when the
tinker begins to apply technology adapted from that
which lies beyond the stars?

Level Range: 1-13
Further Reading

Obligatory Lovecraft Expansion links into rules
presented in the following tinker expansions. These other
expansions are not needed to use any of the contents of
this document, but the tinker is large enough that the
whole is greater than the sum of its parts, and further
build ideas will likely become available to those with the
following in their library.

Remedial Tinkering: Happy Little Automatons
Invention Subtypes Cheat Sheet

Alpha - Inventions with the alpha subtype can only be
added to an alpha automaton blueprint, and only one
alpha invention can be added to an alpha automaton
blueprint at any one time.

For a selection of innovations that twist the rules of this
subtype, see Tinkering 301: Pimp My Alpha.

Arcanotech - Inventions with the arcanotech subtype
are adapted from magic, and since magic has a tendency
to make automatons malfunction, only a single
arcanotech invention can be added to a blueprint at any
one time.

For a selection of innovations that twist the rules of this
subtype, see Remedial Tinkering: Arcanotech.

Design - Inventions with the design subtype interact
with the designer innovation. Further, tinkers with the
grafter prestige class cannot graft inventions with the
design subtype onto non-automaton creatures. Finally,
the new wriggly decorator innovation treats all tentacle
inventions as though they were also designs.

Firework - Inventions with the firework subtype differ
from most other inventions in that they represent neither
new automaton programming, nor fancy modules bolted
onto the automaton's superstructure. Rather, firework
inventions are special ammunition and occupy space in
compartments as though they were alchemical goods.

Extended rules on how fireworks are launched are not
included in this expansion, as no firework inventions are
present.

Paint - Inventions with the paint subtype specifically
interact with a number of inventions that layer on paint
after automaton deployment or consume layers of paint
for temporary benefit. An automaton can only have one
paint invention applied to it at any one time.

For a selection of inventions and innovations that twist
the rules of this subtype, see Remedial Tinkering: Happy
Little Automatons.

Propellant - Inventions with the propellant subtype
modify all fireworks present in a single compartment at
the time of automaton deployment. Only one propellant
invention can be added to a compartment full of fireworks
at any one time.

Tentacle *NEW* - Tentacle inventions are additional
functions of the grafted tentacle invention. Only a single
tentacle invention may be added to a blueprint, and the
grafted tentacle invention grants no benefit while a
tentacle invention is under active use.

Innovations
Tentacle Savant

Eldritch abominations tend to have tentacles rather than
arms and legs, and a true scion of their ineffable nature
will learn to make use of such versatile members much
sooner than their peers.

Prerequisite: Ability to learn 2nd-level inventions

Benefit: You learn the grafted tentacle invention as a
bonus invention. You do not need to meet its
prerequisites, and treat it as though it were a 2nd-level
invention with a BP cost of 2. In addition, you treat all
inventions with the tentacle subtype as though their
invention level were 1 lower for the purpose of learning
them and adding them to blueprints.

Wriggly Decorator

A little wiggler here, another one there, and suddenly
asymmetry is beautiful!

Prerequisite: Designer innovation, tentacle savant
invention

Benefit: You treat all inventions with the tentacle subtype
as though they had the design subtype. In addition, you
treat the grafted tentacle invention as though it had a BP
cost of 1.
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Greater Innovation
Non-Euclidean Pathfinding

Rather than think outside of the box, it's better not to
think about boxes at all!

Benefit: Your automatons have a +10-foot bonus to their
base land speed, but only for the purpose of diagonal
movement. Additionally, your automatons' movement
does not provoke attacks of opportunity, but only when
they are moving diagonally.

Reminder: When moving diagonally, your first square
moved costs 5 feet, the second costs 10 feet, the third
costs 5, the fourth 10, and so on. In effect, this innovation
allows an automaton to move diagonally four squares for
only 20 feet in movement.

Inventions

All-Seeing Eyes
Invention 2

2 BP

no prerequisite

An automaton with this invention sports a pair of
enhanced ocular sensors, which grant it darkvision 60
feet.

Bile Green (Paint)
Invention 1

1 BP

no prerequisite

This disgusting, bilious hue has much in common with
the sludge that weeps from a gall bladder, or from the
eyes of certain types of abominations. Whenever an
automaton with this invention deals damage to a creature,
that creature takes a -1 penalty to Will saves for 1 round.
This penalty does not stack.

Conduit of Revelations
Invention 1

1 BP

no prerequisite

When adding this invention to a blueprint, choose a
Knowledge skill. Creatures within 30 feet of an automaton
with this invention have a +2 insight bonus to Knowledge
checks of the chosen type.

Dual Tentacle
Invention 5

1BP

grafted tentacle invention

This invention requires grafted tentacle. An automaton
with this invention may have up to two inventions with
the tentacle subtype added to its blueprint rather than
just one. In addition, the automaton still gains the
benefits of the grafted tentacle invention when making
use of a single invention with the tentacle subtype.

2

Itchy Trigger Tentacle (Tentacle)

Invention 5

2 BP

Kamikaze directive innovation, grafted tentacle invention

This invention requires grafted tentacle. Whenever an
automaton with this invention hits with its grafted
tentacle, its master may give it a kamikaze directive as an
immediate action, which the automaton executes as a free
action. Treat the master's tinker level as though it were
halved, rounded down, for the purpose of determining the
base damage of a kamikaze executed in this manner.

Unlike other inventions with the tentacle subtype, itchy
trigger tentacle works as a function of grafted tentacle.
As such, using itchy trigger tentacle does not cause an
automaton to gain no benefit from the grafted tentacle
invention.

Lingering Vestige Adaptor

Invention 3

1BP

Kamikaze directive innovation,
Knowledge (planes) 8 ranks

Whenever an automaton with this invention executes a
kamikaze directive, but NOT a contingent kamikaze, it
somehow manages to keep itself together. Set the
automaton's hit points to 1, and the remaining uses of any
limited-use inventions it possesses to 0. The automaton
cannot execute another kamikaze directive.

Lingering Vestige Autonomy Module
Invention 5

2 BP

lingering vestige adaptor invention

This invention requires lingering vestige adaptor.
Whenever an automaton with this invention executes a
kamikaze directive and would be set to 1 hit point as per
the lingering vestige adaptor invention, it may use any
single limited-use invention as a free action, but only so
long as the chosen invention targets itself. This is
performed immediately before the lingering vestige
adaptor invention sets the remaining uses of any limited-
use inventions it possesses to 0.

Madness Frequency
Invention 3

1BP

speakers invention

This invention requires speakers. Whenever an
automaton with this invention takes damage in melee, it
momentarily connects to an alien dimension and spews
forth a tirade of maddening sounds, shakening the
attacker for 1 round with a Will save to negate. This is a
mind-affecting ability that relies on audible components.
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Maintenance Mode
Invention 1

1 BP

no prerequisite

An automaton with this invention is not destroyed when
reduced to o hit points, but is rather destroyed when
reduced to -10 hit points. While between 0 and -9 hit
points, the automaton goes into a sort of maintenance
mode, which is identical to that of an unconscious organic
creature. While in maintenance mode, an automaton
takes 1 point of damage at the beginning of its master's
turn.

Prehensile Tentacle (Tentacle)
Invention 3

1 BP

Heal 3 ranks, grafted tentacle invention

This invention requires grafted tentacle. An automaton
with this invention may wield a one-handed melee
weapon in its tentacle; the wielded weapon has reach.

While actively making use of an invention with the
tentacle subtype, an automaton gains no benefit from the
grafted tentacle invention.

Sludge Launcher (Tentacle)
Invention 3

1BP

grafted tentacle invention

This invention requires grafted tentacle. As a directed
standard action, an automaton with this invention fires a
blast of adhesive goo at a creature within 60 feet. Make a
ranged touch attack, which entangles the target for 2
rounds on a successful hit.

While actively making use of an invention with the
tentacle subtype, an automaton gains no benefit from the
grafted tentacle invention. In the case of sludge launcher,
whenever it is activated, it is considered to be in active use
until the beginning of the master's next turn.

Strange Aeons Parser
Invention 3

1BP

Knowledge (planes) 5 ranks

When an automaton with this invention is deployed, roll a
d20 and record the result. Whenever that automaton
would make a d20 roll, it may use the recorded result in
place of rolling a d20. Once the recorded result is used
once, it is consumed and cannot be used again.

Strange Aeons Precognition Device
Invention 4

1BP

strange aeons parser invention

This invention requires strange aeons parser. An
automaton with this invention may choose to use the
result recorded by the strange aeons parser invention
after making a d20 roll, but before learning whether or
not that roll is successful. No directive is required.

Squirming Tentacles
Invention 2

1 BP

Kamikaze directive innovation

Whenever an automaton with this invention executes a
kamikaze directive or a contingent kamikaze, it erupts in a
burst of flaming tentacles. Creatures that fail their Reflex
saving throw against the kamikaze are entangled for 2
rounds.

Sticky Tentacle (Tentacle)
Invention 4

1 BP

grafted tentacle invention

This invention requires grafted tentacle. An automaton
with this invention sports a tentacle that continually
weeps a viscous fluid, granting it the ability to creep along
walls and ceilings as though it were permanently subject
to the spider climb spell.

While actively making use of an invention with the
tentacle subtype, an automaton gains no benefit from the
grafted tentacle invention.

PIPVITV R IN-
GENIO,

CAETER A MOR-
TIS ERVNT.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights
Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c¢) "Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity" means
product and product line names, logos and identifying marks including
trade dress; artifacts; creatures characters; stories, storylines, plots,
thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game Content;
(f) "Trademark" means the logos, names, mark, sign, motto, designs that
are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights
to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or
distributing, and You must add the title, the copyright date, and the
copyright holder's name to the COPYRIGHT NOTICE of any original Open
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material
by E. Gary Gygax and Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All
rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors:
Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger,
and Bill Webb; Based on original content from TSR.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte
Cook, and Skip Williams.

Remedial Tinkering: Obligatory Lovecraft Expansion, Copyright 2016
Interjection Games, LLC; Author: Bradley Crouch.

[End of License]

Notice of Open Game Content: This product contains Open Game Content
as defined in the Open Game License, above. Open Game Content may
only be used under and in terms of the Open Game License.

Designation of Open Game Content: The statistical information and
general descriptions of creatures, abilities, traps, and other related facets
of those elements within this document are Open Game Content as
described in the Open Game License and may be used as Open Game
Content.

Product Identity is not available for Use or reuse without the express
written consent of Bradley Arthur Crouch of Interjection Games.

Cover Art: Jeff Preston

Designation of Product Identity: Product Identity in this product includes
the following terms; Interjection Games, the Interjection Games logo.

This document is copyright Bradley Arthur Crouch of Interjection Games,
2015. It is intended for personal use and may not be redistributed or
reproduced without express written consent of Bradley Arthur Crouch of
Interjection Games.




