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The Innovator

While developing their skills as inventors and engineers,
some tinkers invariably feel the pull to totally different
realms of thought, just to mix things up a bit. Other
tinkers really don't find this to be unusual at all; in fact,
most are so busy with their own little obsessions to really
bat an eye at another tinker's source of amusement. Some
find themselves drawn to the classic motif of the man at
arms; however, rather than honing the art of combat to an
instinct, the innovator turns it into a science. Upon
beginning the process of translating the idea of combat
specialist into something he can understand, the
innovator comes to the conclusion that besting those who
have been combat specialists their entire lives would be
facilitated by confusing them. To achieve this, the
innovator starts with one of the most complicated
weapons available and starts making it completely
incomprehensible to anyone but himself.

Role: Having reduced his focus on automatons,
innovators are far less effective as "squad commanders"
than tinkers; however, they still outclass most when it
comes to sheer weight of minions available. The
innovator's niche is to get stuck in with his own
automatons, bringing his custom exotic weapon to bear
wherever it is needed most.

Alignment: Innovators can be of any alignment.

Hit Die: d10

Requirements

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

Skills: Craft (weapons) 8 ranks.
Feats: Exotic Weapon Proficiency (any)
Spellcasting: Ability to learn 3rd level inventions.

Class Skills
The innovator's class skills (and the key ability for each
skill) are Acrobatics (Dex), Craft (any) (Int), and
Intimidate (Cha).

Skill Ranks at Each Level: 4 + Int modifier.

Class Features

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

Weapon and Armor Proficiency: Innovators gain no
proficiency with any weapon or armor.

Inventions: At the indicated levels, an innovator gains
new inventions as if he had also gained a level in an
invention­using class he belonged to before adding the
prestige class. He does not, however, gain other benefits a
character of that class would have gained, except for
additional build points, inventions known, invention
levels known, and an increased effective level of
inventions. If a character had more than one invention­
using class before becoming an innovator, he must decide
to which class he adds the new level.

1

Table: The Innovator



The Innovator ‐ A Martial Tinker Prestige Class
Interjection Games

Breakthrough: At 1st level and every 2 innovator levels
thereafter, the innovator successfully upgrades his
signature weapon with a brand new invention. An
innovator's breakthroughs are broken up into three
categories: alchemical, construct, and magic, each of
which have four tiers. Whenever the innovator gets a new
breakthrough, he can select the lowest remaining tier in
any of these three categories. As such, it is perfectly
possible for one innovator to be alchemical 4 / construct
1, while another innovator is alchemical 1 / construct 2 /
magic 2. The innovator's selection of breakthroughs is
final and cannot be changed even if the innovator replaces
his signature weapon.

Alchemical

Tier 1 ­ Flash Apparatus (Ex): The innovator reforges the
blade of his signature weapon with a particularly reactive
flash powder. If the signature weapon is a ranged weapon,
a flash powder gel dispenser is mounted at the business
end of the device. Regardless of how this flash powder
makes its way into the weapon, creatures struck by the
signature weapon are dazzled for one round with no
saving throw. Additional hits extend the duration of the
dazzled condition, up to a maximum of one minute. On
critical hits, the flash is particularly bright. Those struck
by a critical hit must make a DC 10 + innovator's class
level + innovator's Intelligence modifier Fortitude save or
be blinded for 1 round. Additional critical hits extend the
duration of the blinded condition, up to a maximum of
one minute. Unliving creatures and creatures who are not
dependent upon sight for their perception are immune to
all effects of the flash powder.

Tier 2 ­ Flamers (Ex): A number of hoses, cylinders, and
other accoutrements scream that the innovator's
signature weapon has gone alchemical. A small canister
on the side of the weapon holds three flasks worth of
alchemist's fire. Every time the flamers breakthrough
activates, a flask worth of alchemist's fire is removed from
this canister. If the canister is empty, the flamers
breakthrough cannot be used. Reloading this canister is a
full­round action that benefits from the Rapid Reload
feat.

Melee weapons sport a number of open tubes at the
business end of the weapon, while ranged weapons attach
small explosive charges to some of their ammunition. If
the innovator's first attack of the round hits, a jet of flame
bursts from the weapon, engulfing the creature struck in a
15 foot cone of flame that originates at the creature and
proceeds directly away from the innovator. Creatures
caught in the flame take 2d6 points of fire damage with a
DC 10 + innovator's class level + innovator's Intelligence
modifier Reflex save for half. Creatures who fail their
Reflex save light on fire.

Tier 3 ­ Integrated Lobtube (Ex): A hopper with the
storage capacity to hold five flasks, tanglefoot bags,
smokesticks, or other similarly sized alchemical goods
now hangs from the innovator's back. A thick hose runs
from the hopper to a hollow cylinder attached to the
innovator's signature weapon. Once per round using its
own action, a signature weapon with the integrated
lobtube breakthrough can launch a single object held in
the hopper at a creature within 60 feet. Treat this as a
ranged attack made by the innovator using his signature
weapon. If the signature weapon is a melee weapon, treat
it as a non­improvised ranged weapon for the purpose of
this breakthrough. If the attack hits, it deals 1d4 points of
bludgeoning damage and the alchemical good activates. If
the attack misses, the alchemical good scatters 1d4 x 5 feet
in a random direction and activates where it lands.
Reloading the hopper is a standard action for each item
added to it that benefits from the Rapid Reload feat.
Should the innovator's signature weapon ever leave the
radius of his master's presence class feature, the lobtube
ceases to function.

Tier 4 ­ Alchemical Apotheosis (Ex): Several fiddly
optimizations have been made to allow for the innovator
to engage in prolonged combat with his signature weapon.
The capacities of the canister that fuels the flamers
breakthrough and the hopper that supplies the integrated
lobtube breakthrough are each increased by two units.
Further, flash powder has found its way into absolutely
everything, causing any creature dealt damage or affected
by any of your alchemical breakthroughs to become
dazzled as per the flash apparatus breakthrough
(Integrated lobtube will blind on a critical hit.). Finally,
gouts of flame and the like randomly shoot from the
innovator's signature weapon, dealing an additional 1d6
points of fire damage on a successful hit.

Construct

Tier 1 ­ Mounted Mini­Crossbow (Ex): The innovator
mounts a small crossbow on his signature weapon.
Whenever the innovator deals damage to a creature
within 30 feet of the innovator with his signature weapon,
the crossbow fires, dealing an additional 1d4 points of
piercing damage. The crossbow reloads automatically, but
only does so at the beginning of the innovator's turn.

Tier 2 ­ Kinetic Conversion Kit (Ex): The innovator's
mounted mini­crossbow breakthrough now reloads
immediately after firing, causing it to fire at each and
every target dealt damage by the signature weapon.
Damage dealt by the mounted mini­crossbow does not
trigger itself.
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Tier 3 ­ Armed and Dangerous (Ex): The innovator
installs a robotic arm on the hilt or stock of his weapon,
where it won't get in the way too much. This arm is
proficient with the weapons with which the innovator
himself is proficient, as well as small and large shields. If
the arm holds a shield, the innovator gets the shield's
bonus to AC if he is wielding the signature weapon, but he
also takes armor check penalties associated with wielding
a shield. If the arm holds a weapon, it can make a single
attack per round at the innovator's highest attack bonus
with adjustments for the difference between the
enhancement bonus of the signature weapon and the
enhancement bonus of the weapon held by the robotic
arm. (In other words, if the innovator has a +20 to hit
with a +4 signature weapon, then the robotic arm has a
+18 to hit with a +2 longsword.) The robotic arm does not
receive any bonus to damage that depends on the
innovator's ability scores, class features or feats, though
abilities that affect both the innovator and his
automatons, such as the Prismatic Strike greater
innovation and the cooperative targeting matrix
masterpiece, do benefit the arm. Note the robotic arm can
make this attack even if it has been dropped by the
innovator. Finally, if equipped with nothing, the arm can
generally get in the way of enemies, granting the
innovator a bonus to CMD equal to half the signature
weapon's enhancement bonus, rounded down. Changing
what an arm wields is a standard action, though the arm
can simply decide to drop what it is carrying as a free
action. Should the innovator's signature weapon ever
leave the radius of his master's presence class feature, the
arm ceases to function.

Tier 4 ­ A Hello to Arms (Ex): Given how great the first
arm went, the innovator installs a second robotic arm on
the hilt or stock of his weapon. Each of these arms can
hold something different, following the rules of the armed
and dangerous breakthrough above, with the following
exception. Should both arms be unarmed, the CMD bonus
granted to the innovator is equal to the enhancement
bonus of the signature weapon rather than half. The
robotic arms can work in tandem, allowing them to
cooperatively wield a two­handed weapon. If a weapon
that requires reloading takes a move action to reload, then
the arms can do so every round without losing their
opportunity to fire that round. If a weapon requires a
standard action or a full­round action to reload, then the
arms do not fire for a round as they reload the device. If
ammunition can be found anywhere on the innovator's
person, the arms will find it and use it as part of this
reload process. The Rapid Reload feat applies to the arms,
as the innovator constructed them with his own dexterity
in mind. Finally, both arms together can carry a tower
shield and be treated as proficient with it. While the arms
are holding a tower shield, the innovator finds it
impossible to use his signature weapon properly; it takes
everything he has to hold onto the suddenly­unwieldy
thing, let alone attack with it. The arms can plant the
shield, granting the innovator total cover. Given the
innovator did not use his own actions doing so, the
innovator can run, attack with an offhand weapon, or
otherwise act from behind his shield wall. That being said,
the innovator takes the standard ­2 penalty to hit, as well
as the armor check penalty and other penalties associated
with a tower shield, because he's wielding something that
itself is wielding the tower shield.

Magic

Tier 1 ­ Spellslinging (Ex): A slot that can fit a wand has
been made in the hilt or stock of the innovator's signature
weapon. Whenever the weapon successfully hits a
creature, the innovator may attempt to activate the wand
as a swift action. Activating a wand in this manner
requires a DC 20 + spell level caster level check. At this
point, the maximum spell level and caster level accepted
by the innovator's signature weapon is 1 and 1st,
respectively.

Tier 2 ­ Improved Spellslinging (Ex): With respect to
wands, the maximum spell level and caster level accepted
by the innovator's signature weapon is 2 and 3rd,
respectively. Further, the innovator receives a +1
circumstance bonus to activate wands held within his
signature weapon.

Tier 3 ­ Greater Spellslinging (Ex): With respect to
wands, the maximum spell level and caster level accepted
by the innovator's signature weapon is 3 and 5th,
respectively. Further, the innovator receives an additional
+1 circumstance bonus, for a total of +2, to activate wands
held within his signature weapon.

Tier 4 ­ Superior Spellslinging (Ex): With respect to
wands, the maximum spell level and caster level accepted
by the innovator's signature weapon is 4 and 7th,
respectively. Further, the innovator receives an additional
+1 circumstance bonus, for a total of +3, to activate wands
held within his signature weapon.

Signature Weapon: At 1st level, the innovator selects
an exotic weapon with which he is proficient and goes
about altering it to make it more effective, complex, and
utterly incomprehensible to anyone but himself. Given the
extra gizmos and doodads added to its structure, only the
innovator himself can ever be proficient with it. This
extends to magic that would normally be able to grant
proficiency with exotic weapons; magic finds the
innovator's signature weapon so complex that it gives up.
Proficiency is required to make use of any breakthroughs
on the weapon. Finally, the innovator may enchant his
signature weapon as though he had the Craft Magic Arms
and Armor feat.

Should the innovator's signature weapon ever be lost or
destroyed, it must be rebuilt. The process of rebuilding a
signature weapon requires a masterwork or magical copy
of an exotic weapon with which the innovator is proficient
and takes three days and 2,000 gp per breakthrough to be
placed on the weapon. An innovator's breakthrough
loadout cannot change, though the weapon type of his
signature weapon can.

Structural Studies (Ex): One of the few areas where
the innovator maintains full focus on his automatons is in
their structural integrity. An innovator's class level stacks
with his other invention­using class levels for the purpose
of determining the hit dice and ability scores of his
automatons and alpha.
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Weapon Focus (signature weapon): At 2nd level, the
innovator receives the Weapon Focus feat with his
signature weapon selected as the recipient of the bonus as
a bonus feat.

Weapon Specialization (signature weapon): At 4th
level, the innovator receives the Weapon Specialization
feat with his signature weapon selected as the recipient of
the bonus as a bonus feat.

Greater Weapon Focus (signature weapon): At 6th
level, the innovator receives the Greater Weapon Focus
feat with his signature weapon selected as the recipient of
the bonus as a bonus feat.

Greater Weapon Specialization (signature
weapon): At 8th level, the innovator receives the Greater
Weapon Specialization feat with his signature weapon
selected as the recipient of the bonus as a bonus feat.

Masterpiece: At 10th level, the innovator gains a
masterpiece taken from the following list.

Automaton Launcher (Ex): As a standard action, the
innovator can pick up an automaton in a square he
threatens with unarmed attacks and launch it from his
signature weapon. Treat this as a ranged attack with a
range increment of 80 feet that deals 1d8 points of
bludgeoning damage. The innovator may give the
launched automaton a directive as a free action.

Cooperative Targeting Matrix (Ex): For each of the
innovator's automatons given a directive to attack a
particular enemy, the innovator and his automatons get a
+1 stacking bonus to hit and damage. Only automatons
given a directive to attack a single creature grant this
bonus. Given the innovator and his alpha do not use
directives, they instead grant a +1 stacking bonus to hit
and damage against each creature each one damaged in
the previous round.

Efficient Invention (Ex): Select one limited uses per day
invention the innovator knows how to install into
blueprints. This invention can be used an additional time
per day and its BP cost is reduced by 1, minimum 0. If
multiple copies of this invention can be placed in a
blueprint and the BP cost is reduced to 0, only the first
copy of that invention costs 0 BP. Further copies will cost
1, as normal.

Enhanced Arm­aments (Ex): Weapons and shields held
by robotic arms attached to the signature weapon have
their enhancement bonus increased to match that of the
signature weapon if it would be an improvement.
Weapons and shields whose enhancement bonus is
improved in this fashion have all weapon special abilities
suppressed for the duration of their use by the robotic
arms. The innovator must have the armed and dangerous
breakthrough in order to take this masterpiece.

Infinite Flamers (Ex): The innovator's flamers
breakthrough no longer requires alchemist's fire to
function. The innovator must have the flamers
breakthrough to take this masterpiece.

Infinite Lobbing (Ex): The hopper hooked up to the
innovator's integrated lobtube now sports an incredibly
efficient manufactory. As such, the integrated lobtube is
treated as though it has access to an infinite supply of
flasks of acid in addition to other alchemical goods
manually added to the hopper. The innovator must have
the integrated lobtube breakthrough to take this
masterpiece.

Infinite Spellslinging (Sp): If the innovator does not have
a wand installed in his signature weapon, it is assumed to
have a wand of magic missile whose caster level is equal
to the highest caster level the innovator can use in this
fashion. The innovator must have the spellslinging
breakthrough to take this masterpiece.

FAQ

Q: Exactly how far does the rabbit hole go when dealing
with a mounted mini­crossbow with the kinetic
conversion kit?

A: Let's take this on a case­by­case basis. First up, let's
discuss the other breakthroughs. When a set of flamers
trigger, everyone dealt damage by the flamers get hit by
the crossbow. When an integrated lobtube smacks
somebody on the head with a flask, the crossbow fires.
When the flask breaks open and burns an enemy, the
crossbow does NOT fire. That is the flask doing its work,
not the weapon. Similarly, when spellslinging triggers a
spell, damage dealt by the spell does NOT trigger the
crossbow. Finally, given the weapons held by robotic arms
are an extension of the signature weapon itself, damage
dealt by the robotic arms triggers the crossbow.

Extending this to the notion of weapon special abilities
applied to the signature weapon, even though flaming and
flaming burst are considered separate damage sources for
the purpose of resistance, all of those little bonuses are
considered to be from the same source as the primary
weapon swing for the purpose of the mounted mini­
crossbow.
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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.Offer 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, royalty­free,
non­exclusive 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 co­adaptability
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.
The Innovator: A Martial Tinker Prestige Class, Copyright 2013 Bradley
Arthur Crouch.
[End of License]
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as defined in the Open Game License, above. Open Game Content may
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