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ChE SECOND AGE 0F (WALKERS

ONE HUNDRED YEARS AGO, THE LUNAR RAINS BEGAN. METEORS
SCORCHED THE EARTH, LUNAR DRAGONS DEVOURED SURFACE DWELLERS,
AND CENTURIES OF CIVILIZATION CRUMBLED. YET ONE VOICE MADE ITSELF
HEARD IN THIS TIME OF CHAOS, AND THAT VOICE BROUGHT FORTH THE IDEA
OF THE MECH. THE VOICE WAS THAT OF PARILUS, ONE OF THREE MASTER
GEARWRIGHTS, AND THE STRENGTH OF HIS VISION CHANGED THE WORLD.
NOW MECHS WALK THE LAND, AND THE AGE OF WALKERS IS AT HAND.

et this is not the first Age of Walkers. The
Yancient library of the Gearwrights, known
as the Master Repository, speaks of an earlier
age. Before the lunar rain, before the dawn of
the elves, before even the age of magic, mechs
walked the land. This first age of walkers
ended abruptly, sending the Gearwrights into
seclusion, but no one knows for sure what
happened.

Now a new age has dawned on Highpoint,
and the Gearwrights are active once more. The
Second Age of Walkers is at hand! Mechs walk
the land, sheltering refugees and battling mon-
sters. The dwarven steam-mechs belch black
smoke from charred smokestacks, thundering
across their rocky domain at a furious pace. The
human nomads of the Legion strive to catch up,
uniting for the first time in centuries to build
their own mechs. The chaotic Irontooth Clans
raid where they can and trade where they can’t,
“acquiring” mechs of all kinds through means
both legitimate and not. And the elves of the
northern forests watch the antics of the short-
lived races and learn from them, developing
magically animated walkers whose arcane capa-
bilities make them seemingly unstoppable.

This book is an indispensable guide to
the new face of the DragonMech world. For
the first time, it takes a detailed look at the
four major mechdoms: the ordered Stenian
Confederacy, the expansionist Legion, the
unpredictable Irontooth Clans, and the arcane
L’arile Nation.

The Stenian Confederacy is marked primar-
ily by law, order, and a strong military. Some
see its imposition of martial law as too much
order; others welcome the security it brings.
Every citizen of the Stenian Confederacy is
effectively an extension of the armed forces,
and no examination of the Confederacy could
be complete without a thorough look at its
military. The five city-mechs of the Confed-
eracy are also described, including a detailed
look at Durgan-lok, the world’s first city-mech.
Also important s the Gearwrights Guild, which

is so strongly affiliated with the Stenian Con-
federacy that many consider it a second branch
of the government.

The Legion is inseparable from its char-
ismatic leader Shar Thizdic, whose exploits
against the lunar dragons are legendary. Shar
has managed to unite the disparate human
tribes of the endless plains for the first time in
memory. Now this growing nation is a virtual
extension of his will, its populace worshipping
him as a god and obeying his every whim. The
old human nomads have seen their cultures
reshaped, their values altered, and their gods
replaced —and they accept it voluntarily thanks
to Shar’s wiles. His ambitions to rule Highpoint
are no secret, and the other powers fear his
growing military might. He has two city-mechs
finished already, and shows no sign of stopping.
But not all is right within the Legion; at least
one of the tribes now united under the Legion
has a sinister agenda of its own.

The Irontooth Clans are a motley collec-
tion of barbarian-monks who have grown out
of the oddest of alliances. Bader Irontooth,
a dwarven monk who thought he could do
a better job than the Stenian Confederacy,
inadvertently founded the Clans a century ago
when his efforts attracted the loyalty of scoff-
laws and criminals. Now the Irontooth Clans
have expanded to become a force in their own
right. Individually, the Clan members are the
most capable mech pilots on the planet. They
are also the most varied, as the Irontooth Clans
range from bloodthirsty raiders to zenlike pro-
tectors. They are wild and free in an era marked
by increasingly oppressive governments, and
many a Stenian or Legion citizen longs for the
freedom of the Irontooth — although if they
knew the agenda of the mysterious Lost Clan of
the Irontooth, they might scuttle back to their
secure autocracies.

Larile Nation, the largest concentration
of elves, is a magical society that has finally
embraced mechs — and with a vengeance.
After the elven archmage Tannan witnessed

the city-mechs of the dwarves and saw their
potential, he led a similar project for the elves.
Now rising from the smoking ruins of their
once-great forest is Tannanliel, the world’s first
magically powered city-mech. More than 2,000
feet tall and quite probably the single most
powerful force on the planet, it has reclaimed
wide swaths of the northern forests from the
lunar menace. But Tannan’s efforts have come
with a price, which will soon become only too
obvious.

Each of these four powerful forces has
already shaped the world of DragonMech and
will continue to do so. They are described in
the pages that follow according to what format
best suits each faction. The Stenian Confed-
eracy is defined by its military, so the military
is the focus of its chapter. The military is also
important in the Legion, but primarily from the
perspective of its relationship to Shar Thizdic
and the wild nomad tribes he’s managed to
unite, so they receive the bulk of attention in
the Legion chapter. The Irontooth Clans, on
the other hand, are wild and varied. There are
more than 50 clans, all of them different, each
of them unique. Ten of the most intriguing
clans are presented, along with stats for a wide
variety of the unusual NPCs who lead them.
Finally, the L’arile Nation is presented through
the lenses of its wizards, who are its defining
characteristic.

The Stenian Confederacy, the Legion, and
the L'arile Nation each have one or more
completed city-mechs, which make excellent
opportunities for adventure. Each of their
chapters includes details on, respectively, Dur-
gan-lok, the very first city-mech; Haven, Shar
Thizdic’s second city-mech and a clear signal of
his expansionist intentions; and Tannanliel, the
first magically animated city-mech and indis-
putably the most powerful in the world. The
Irontooth Clans lack a city-mech (though one
of their clans is pursuing such a project), so
their chapter instead focuses on details of the
clans themselves, which present a nearly limit-
less potential for adventure.

You’ll find mechs in these pages, of course,
along with characters and spells and feats of
every kind. This book will also show you how
people live in each mechdom. Highpoint is not
your typical fantasy world. If you want to live
among the natives, it helps to know their ways.

The Second Age of Walkers is a time of
unparalleled adventure. Players will find all the
material they need to experience it here. GMs
will learn the secrets of each mechdom and sta-
tistics for important NPCs like Shar Thizdic and
Tannan. So stoke the boiler, weave the runes,

) and start your mech. It’s time to explore!






ChE STENTAN CONFTEDERACY

EUERYBODY RNOWS...

IN A WORLD OF CHAOS, SURVIVAL IS ONLY ENSURED BY ORDER. ORDER
PROVIDES SOLIDITY, PREDICTABILITY, AND, MOST IMPORTANTLY, STRENGTH:
THE RAW, UNADULTERATED STRENGTH THAT COMES FROM FOCUSING MASSIVE
AMOUNTS OF OTHERWISE DISCORDANT FORCE. FIVE MIGHTY CITY-MECHS
HAVE CONCENTRATED THE STRENGTH OF THOUSANDS UPON THOUSANDS OF
DWARVEN WARRIORS INTO A SINGLE, UNIFIED FORCE THAT IS WITHOUT A
DOUBT THE MOST POWERFUL POLITICAL ENTITY ON HIGHPOINT TODAY. THAT

FORCE IS THE STENIAN CONFEDERACY.

The Stenian Confederacy is one of the most
ordered institutions still functioning in
an era marked primarily by chaos and disaster.
Born from the lawful dwarven stronghold of
Duerok but united by the structure of the
Gearwrights Guild, the Stenian Confederacy is
aloose alliance of city-mechs that patrol nearly
200,000 square miles of surface territory. It is
the only dwarven institution on Highpoint to
break with the traditional clan model of ruler-
ship, and this fact combined with longstanding
behaviors ingrained in the minds of its many
dwarven members have created tensions since
its earliest days. Nonetheless, these tensions
are usually resolved in an orderly fashion, and
the result has been a reshaping of Highpoint’s
surface world.

Before the lunar rains began, the ancient
dwarven stronghold of Duerok had a popula-
tion of more than 600,000 dwarves, housed
not only in the halls of Duerok itself but in
a sprawling arrangement of protectorates,
alliances, and clan territories that extended
all across the subsurface of the flatlands and
roughlands. The whole arrangement was run
fairly efficiently by a hierarchical network of
clan relationships, with the most ancient clan
elders governing vast swaths of territory while
their progeny controlled day-to-day details in
progressively smaller zones of the pyramidal
government structure.

This system had worked fine for untold gen-
erations, but it was not suited to the once-in-a-
lifetime stresses exposed by the lunar rain. The
best solution to the endless waves of refugees
engendered by the lunar rain would have been

for all the dwarves of Duerok to mobilize to its
borders, defending the state along its many
entry points. But mustering that sort of defense
required organizing a huge number of warriors
over a vast area. Instead of warriors flowing in
an orderly fashion to where they were needed
most, the clan system resulted in warriors
flowing in a rather disorderly fashion to where
their relatives were concentrated most. Some
of Duerok’s entry points were well defended,
while others were left wide open. Moreover,
the dwarven love of hearth and home promoted
a tendency to defend one’s own stronghold
first, then that of allies. Far too many dwarf
warriors were left defending the centermost
territories while the outer borders were woe-
fully undermanned.

All this could have been avoided had a cen-
tral administrator orchestrated the defense of
Duerok, but there was no such person. Instead,
there were more than four dozen senior clan
elders, whose own descendants had intermar-
ried in a web of allegiances. Some clans were
led by multiple elders; other elders singly led
multiple clans. When it came down to a crisis
situation, they decided to protect their rela-
tives rather than strategize for the good of the
whole.

The Stenian Confederacy was founded
with fresh memories of the resulting disaster.
Duerok was ransacked by successive waves of
refugees seeking shelter from the lunar rain. Its
population was nearly halved over the course of
several decades, and the territory it controlled
shrunk by a similar margin. To the Confederacy,

strong, ordered government ruled by objective
decision-making, defined authority, and clear
lines of communication could have prevented
the fate that befell Duerok. And that’s what the
Stenian Confederacy aims to do.

The Stenian Confederacy is an alliance of
five city-mechs, each of which has absolute
dominion over its own territory. The city-mechs
coordinate their activities in a continuing bid
to bring ordered rulership to the surface world.
Each city-mech has a clearly defined govern-
ment, a strict chain of command, and a set
territory. They patrol their domains with iron
fists, strictly enforcing a body of law necessary
to preserve the whole.

At least, they do so in theory. Despite its
noble ideas, the Stenian Confederacy has some
weaknesses. Most of its dwarven members have
lived for a hundred or more years, and still
remember the authority of the old clans. The
new rule of the abstract governing councils of
the Stenians does not yet have a firm legitimacy
in the mind of these older dwarves. Further-
more, the politics of the Stenian Confederacy
are complicated by the Gearwrights Guild,
which owns one of the city-mechs, controls
many mechs on its own, and exists as a wild
card faction within the Stenians’ own govern-
ment but outside its formal chain of command.
Finally, the Stenian Confederacy remains a
confederacy, not an autocracy, so for all its talk
of firm order and clear lines of command, it
still has to contend with the fact that it has no
ultimate authority, only five allied city-mechs
which make up its highest echelon of power.

These five city-mechs are the core of
the Stenian Confederacy. They are Durgan-
lok, Nedderpik, Lokag, Thuron, and Goria.
Although Durgan-lok was the first city-mech
to be constructed, the Confederacy was really
born with the construction of Nedderpik.
Durgan-lok retains strong ties to the clan
leadership model of Duerok, which oversaw
its construction. Nedderpik was built by the
Gearwrights Guild with the express intent
from the beginning that it be outside the con-
trol of Duerok. Echoes of the old clan model
are strongest on Durgan-lok, but on Nedderpik
and subsequent city-mechs, the main loyalty is
to the Stenian Confederacy.

The Stenian Confederacy is firmly dedicated
to establishing stability in an otherwise cha-
otic world. It stands as the symbol of order and
might to a world that for decades has seen noth-
ing but chaos and destruction. The Stenians
believe firmly that order extends outward from
within, and the only way to reestablish peace
and tranquility is to be stalwart defenders of

this all could have been prevented with order. A 4& law. Nebulous concerns of good and evil are



g =
V j— l’,-

N

"Wl A

secondary to the virtues of order and stability;
to the Stenians, good is a natural consequence
of order, and all of Highpoint shall one day reap
the benefits.

The Confederacy establishes this order by
strict military discipline. Each member has a
rank and a place, and clearly knows who is in
charge. Orders are not questioned; they are
simply obeyed. Rules are the backbone of
Stenian command, and without them the whole
of the system falls into chaos. Members of the
Confederacy have dedicated themselves to not
only the philosophy of law, but to its applica-
tion in everyday life.

Strict militarism bordering on martial
law is everyday practice among the Stenian
Confederacy. Members must simply adhere
to their laws. Almost no other requirements
exist. While this sometimes leads to extremes
of all sorts, it has also led to a remarkably open
society. The old clan model of Duerok was
extremely insular, focused almost solely on
dwarves as the center of all civilization. The
Stenian Confederacy, on the other hand, has
quickly recognized the technical talents of
gnomes, the magical prowess of elves, and the
ambition and wide-ranging minds of humans.
The Stenians accept all comers, regardless of

race or background, provided they can prove
their worth. In practice, of course, some of
the more traditional dwarves grumble about
the newcomers, and the physical constraints
of older city-mechs like Durgan-lok limit the
ability of humans to traverse their pitch-black
five-foot-tall corridors, but compared to most
other societies on Highpoint, the Stenian Con-
federacy is open-minded.

Life is hard aboard Stenian mechs — and
in their surface-patrolled “safe zones.” There
are very few slackers among the Stenians; the
hard-working survivors of the halls of Duerok
have very little patience for those not willing
to fight for their own survival. They maintain
the calendar of Duerok, in which there are only
six holidays in a 252-day year, and these days
there’s so much work that those six holidays are
never celebrated. Every citizen must prove his
worth and be willing to work constantly. Some
city-mechs, such as Nedderpik, were actually
built by their crew; others accept petitioners
for available crew space, but only if they have
useful skills or needed abilities. Still, in recent
years the standards have declined as the crisis
mentality of the early years has receded. Now it
is possible to get a short stay on a Stenian mech
if your coin purse is heavy enough to meet the

heavy tax burden (or heavy enough to sway the
immigration official, but woe betide that offi-
cial if he’s caught — or the immigrant, for that
matter). Despite the occasional exception, the
majority of the Stenian hierarchy is lawful to
the core, and theirs is the kind of law enforced
with swift, unquestioning justice.

Most of the Stenian government is in fact
military in origin. Mech crews are almost
always formally commissioned in the military,
and they are judge, jury, and executioner when
in the field. But the military discipline of the
Confederacy extends even beyond those on
active duty. In a sense, there is no division
between the military and the citizens of the
Stenian Confederacy. Pilots’ wives help to
maintain their mechs, just as dwarven matrons
of old sharpened their husbands’ axes between
battles. Children learn to recognize rank insig-
nias at a young age. Every able-bodied youth is
trained for war, even if he never actively enlists
in the military.

Members of the Confederacy have no toler-
ance for individuals that live their lives without
order. The chaos of the rust riders, the free
riding of the Irontooth Clans, the unstruc-
tured nature of life in the city of Edge: These
are dangerous, even terrifying concepts to the
Confederacy. The philosophy of discipline is
so firmly entrenched in the minds of Stenian
citizens that it ranks alongside such truisms as
“a dwarf needs ale to survive.” To the Stenians,
order is a prerequisite for survival. Those who
do not live with structure, order, and discipline
are destined only for death, the same kind of
death many Stenians remember witnessing in
the bloody halls of Duerok.

HISCORY

efore the lunar rain, the Stenian Confed-
Beracy did not exist. Its antecedent, the
dwarven stronghold called Duerok, was a pow-
erful force in the subsurface world below the
roughlands. Only after the lunar rain created
a chain of events that would shatter Duerok,
and only after that in turn led to the creation
of Durgan-lok, the first city-mech, would the
Stenian Confederacy come into existence.

But Duerok did exist before the lunar rain,
and had existed for many, many centuries.
Duerok is an ancient stronghold with strong
ties to dozens of dwarven clans. Strongest of
them all is Clan Duerok, of course, but the
namesake clan is only one of many. The word

//F Duerok is identified first and foremost with



the physical stronghold that bears its name, not

the clan from which it originated hundreds of
years ago.

Duerok was (and still is) a major factor in
trade through the underdeep. The Endless
River, which carries trade goods from one end
of Highpoint to the other, flows under the
great cliffs and mountains at the center of the
continent. As the Endless River flows eastward
under the Boundary Peaks, the roughlands, and
the flatlands, its major currents drive straight
through the heart of Duerok. For centuries,
this proximity to such a major trade route has
made Duerok a vital stopping point for under-
dark trading. Merchants would pick up goods
all along the western reaches of the Endless
River, then bring them to Duerok for exchange.
Duerok in turn maintained a strong presence
in Edge, where it would bring its goods out to
trade with the surface world. For years, Duerok
strove to control Edge and thus dominate
trade along the Endless River, but each of its
attempts to do so inevitably failed.

The best-known of the Duerok clans was
not Duerok itself, but Clan Fralief. Fralief was
responsible for ferrying goods from Duerok to
Edge, and handled many trading transactions
in Edge itself. As a result, Fralief was known
to outsiders as “the face of Duerok.” Many sur-
face-dwellers still to this day don’t realize that
Duerok is also the name of a clan; they think of
Fralief as the dominant clan of the stronghold.

The clan system of Duerok was ruled by the
elder members of each clan. Each clan had
its own system for rulership, but usually the
eldest male warrior acted as chancellor of a
council of elders. In some cases, matriarchal
councils dominated. Regardless of the details,
the elder system formed a natural pyramidal
structure over what was a vast domain. More
than 600,000 dwarves were ruled by a system
of progressively younger and more localized
representatives of the elders of a few dominant
families. Marriages intertwined the families
and complicated the relationships at many
places, but in a lawful society with strictly
obeyed values of family, clan, and tradition,
these complications never reached a crisis
point.

Until the coming of the lunar rain. The
effects were devastating, and led directly to the
formation of the Stenian Confederacy. Buried
forever in the early period of strife and disaster,
now forgotten to many, are the names of the
clans that fell, and the names of their leaders
who have no one left alive to remember them.
But these names are not forgotten by all. Many
dwarves in the Stenian Confederacy maintain
to this day a personal shrine dedicated to

the warriors who fell defending Duerok. The
Stenian rulership is split on the value of these
shrines: Obviously, no one objects to venerat-
ing fallen warriors, but some worry that the
chosen method only perpetuates the legacy of
the old clan system. When the administration
of city-mech Lokag built a centralized shrine
on its main level dedicated to all the fallen
warriors of Duerok, the city-mech populace
supported its decision. But when Lokag’s rul-
ers subsequently tried to quietly “integrate”
personal shrines into the central location — in
other words, remove individual loyalties to old,
dead clans and replace them with a Stenian-
controlled edifice — the backlash was extreme
by dwarven standards.

Despite the best efforts of the Stenian
Confederacy, historical clan loyalties remain.
Dwarves born on the modern city-mechs
consider such loyalties anachronistic. Unfor-
tunately for the Stenians, the dwarven lifespan
of up to 450 years means there are far more
living dwarves to appreciate the clan system
than there are to disdain it. Loyalty to the
Confederacy is slowly taking hold, particularly
among coglayers, mech jockeys, technicians,
engineers, and the rest of the technical popula-
tion, but it is a very slow transition.

The history of the Stenian Confederacy was
most shaped by the following clans, who retain
the greatest loyalties among its citizens.

<
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CLAN FRALIEF

Fralief still survives as an active clan, though
its numbers are greatly reduced from what
they once were. Due to its regular contact with
the surface world through trading in Edge, its
members were most comfortable with leaving
their dwarven halls to live on the surface world
in a city-mech — so when Durgan-lok first trod
on the flatlands, it was with a crew comprised
largely of Fralief dwarves. More than a third
of Durgan-lok’s population has strong ties to
Fralief. Should there ever be a conflict between
Stenian and Fralief rulership, it is unclear how
this portion of the crew would react.

—d
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CLAN KUDEAH

ne of the smallest of all the clans, Kudeah
Ohad fewer than 3,000 members, almost
all of whom were concentrated in a single
stronghold on the fringes of the main Duerok-
controlled areas. The Kudeah stronghold was

wiped out in a single day during the earliest
influxes of refugees, and the few Kudeah
dwarves to survive were splintered as they
retreated. Nonetheless, the Kudeah were able
to find shelter due to one of the greatest assets
of their tribe: They were jewelers and gemcraft-
ers, considered some of the most gifted of all
dwarven artists, and without a doubt one of the
wealthiest of all dwarven tribes. For the same
reason, they were also considered effete and
weak, and many dwarven warriors thought it no
surprise that a clan of artists would fall to invad-
ing refugees in a single day.

For several decades, what remained of the
Kudeah dwarves was scattered throughout
the besieged, decaying halls of Duerok, until
the role of mechs began to grow. The Kudeah
dwarves, it was discovered, had a fine dexterity
unmatched among most dwarven clans. They
made great mech pilots. Generations of work-
ing in minute detail with tiny gems paid off
when the world needed fine motor skills. Now
many of the top mech jockeys among the Con-
federacy are from Clan Kudeah. They are still
regarded as weak by the old axe-warriors, but
the number of times a Kudeah dwarf has saved
the life of an axe-warrior has ameliorated this
judgment somewhat. Being a Kudeah dwarf is
not a prerequisite to becoming a mech jockey
in the Stenian Confederacy, but it is certainly
a winning point of entry, and many an aspir-
ing pilot has been known to lie about his clan
heritage. Because the Kudeah clan has lost
its stronghold and most of its numbers, it is
effectively destroyed, so clan loyalty is not a
big problem for Stenian administrators, except
in the abstract sense that many older Kudeah
dwarves hope to someday clear an area for a
new stronghold.

P
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CLAN MIGLUD

P 1ig1ud was a manufacturing clan, dedi-

cated to refining the earth’s bounty into
the finest goods available. Its members were
craftsmen trained from their father’s knee in
the respected medieval crafts: blacksmithing,
weapon forging, leatherworking, fletching,
and others. As a result, Miglud dwarves were
recruited early on by Parilus for their techni-
cal aptitude. Of all the dwarves, they learned
mechcraft the fastest, and it is they who played
the greatest role in building Durgan-lok. It was
a Miglud dwarf named Stenius who hammered
into place the final bolts on Sereg’s first mech.
Clan Miglud mechs have since migrated to all
five city-mechs in positions as coglayers and



engineers, and generally show a strong loyalty
to the Stenian Confederacy. Nonetheless, they
have strong memories of the family forges
where many were raised, and maintain personal
shrines despite their professed alliance to the
Stenians and the god Dotrak.

<o
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DUEROK

The stronghold of Duerok still exists. More
than 300,000 dwarves make their home
over the hundreds of miles of tunnels that com-
prise Duerok. This population is comparable
to the roughly 300,000 surface-dwellers who
are protected by the city-mechs of the Stenian
Confederacy, though it’s vastly larger than the
relatively tiny population of just under 30,000
actually living on mechs.

Duerok’s relationship with the Stenian Con-
federacy is both very strong and very weak. It
could be best compared to a terribly strained
family relationship. The Stenian Confederacy
was born from the halls of Duerok, draws most
of its population from Duerok, counts among
its citizens primarily former citizens of Duerok,
and, in a very literal sense, was actually built by
Duerok, for it was Duerok that contributed the
labor and supplies to build Durgan-lok. None-
theless, the Stenian Confederacy officially
doesn’t recognize the clan structure of Duerok,
eschews belief in the traditional Duerok gods,
and has physically abandoned the territory of
Duerok. The medieval feudal structure of the
remaining clans of Duerok hasn’t helped mat-
ters; the lack of a central authority in Duerok is
what many Stenians believed caused the lunar
disaster in the first place, and to this day the
Stenian Confederacy still must deal with each
clan of Duerok individually.

Of all the other societies on Highpoint,
the Stenian Confederacy is most like that of
Duerok. When aid is needed, the Stenians and
Duerok are quick to provide assistance to each
other. Yet they are forever separated by the
issues that divide them, and resentment sim-
mers on both sides.

O ——

RELIGION

he Stenian Confederacyis officially without
areligion. The coming of the lunar rain left
many dwarves without faith in their gods, even
deep in the traditional bastions of Duerok. The
coming of Parilus, with his technical diagrams

and life-saving mechs, raised further questions

about how a mortal with a wrench could save
Duerok while the gods could not. The final
straw was the sporadic appearance of trak-traks
and whispered rumors of Vessels of Dotrak
walking the earth. Something other than the
traditional pantheon was reshaping Highpoint,
but whether it was mechs, Dotrak, or the lunar
gods was not clear.

Due to the dominant position of the techni-
cal arts in the Stentan government, a great many
senior Stenian officials believe in the quasi-god
Dotrak. Given Dotrak’s hands-off philosophy
(“he just set the universe in motion, then
stepped back and let it run”) and the succinct
union between Dotrak’s ostensible teachings
and the facts of mechanical physics, a “belief”
in Dotrak often means little more than strong
faith in the power of the steam engine and no
faith in the old dwarven gods. The preponder-
ance of technical classes on the city-mechs
means belief in Dotrak is strongest on board
the mechs. However, even among the surface
societies that the city-mechs protect, the obvi-
ous physical protection of mechs — compared
to clerics who are still having trouble receiving
their spells — makes it a lot easier to believe in
Dotrak than the old gods.

Nonetheless, there are always a few holdouts
in any mass movement. Particularly on Durgan-
lok, the most traditional of the dwarven mechs,
worshippers of the old gods remain. They are
ridiculed by some of their more progressive
brethren, yet still cling to their ways. Korduk,
the Soul Father and god of the dwarves, is par-
ticularly popular among these traditionalists,
as is Morst, god of strength, and Glorius, god
of valor. Details on these gods can be found on
page 10 of the Mech Manual.

Although the Stenian Confederacy is offi-
cially without a religion, there is one pervasive
belief that could be called a Stenian religion
— and often is by outsiders. This is belief in the
Law. The Law, with a capital L, is the original
term by which the founders of the Confederacy
referred to their system of rules and regula-
tions. These laws became known as “the Law,”
and now the Law is recognized as the highest
ideal of Stenian life.

The Law is not written down anywhere, nor
is it recorded by an official keeper. It is under-
stood by those within the Confederacy as the
rule of authority for the good of the whole. The
Law is when a military superior commands his
subordinates. The Law is when a blacksmith
must work late into the night, whether he
wants to or not, to ensure the city-mech is
repaired before it sets off in the morning. The

minor crime in order to maintain order among
restless surface-dwellers, and the Law is when
a high-ranking Stenian military commander
must be permitted leniency on a major crime
because his military talents bring more good
to the whole than the bad brought by his crime.
The Law governs waking times, meal times,
even proper intervals of rest; it governs the
military hierarchy, punishments for violations
of its decrees, and the chain of command. The
Law governs everything.

The Law pervades all aspects of Stenian life,
but is often missed by visitors, who don’t catch
the difference between references to “the
law” and “the Law.” There are written laws on
board all city-mechs, which constitute the laws
of that city-mech, but they are brief and fre-
quently reference “the Law.” More than once,
awritten law has been overruled by a subjective
interpretation of the Law when the situation
warrants it.

If anything could be called the religion
of the Stenian Confederacy, it is the guiding
force of the Law. The Law is never promul-
gated or stated outright. It is simply the will
of the authority acting in the interest of all.
The unflinching loyalty to order and discipline
evinced by the Stenian crew, combined with
the overwhelming lawful alignment and obedi-
ence to authority that permeates every Stenian
vessel, makes every Stenian citizen acutely
aware of all aspects of the Law.

O ——

MAGIC

agic plays a small and regularly diminish-
M ing role within the Stenian Confederacy.
Arcane magic has never had a strong hold on
dwarven culture, but divine magic has been
important for generations. Now the gods speak
less vocally to their followers, and the steam
engine appears to be the solution to the world’s
problems. Growing faith in Dotrak further
erodes the status of clerics and other divine
spellcasters. Taken together, these factors have
resulted in a steady movement away from magic
and toward mechanical solutions.

One exception is the combination of magic
and mech. This is an area of intense interest
within the Confederacy. Part of the interest lies
with coglayers intensely scrutinizing options
for using magical or extraplanar elements in
steam-powered construction. Another part
lies in those who try to cross the boundaries
of steam and spell, particularly steam mages

Law is when a scofflaw must be executed for a //F and those with similar abilities. Essentially, the



only major research in arcane magic occurring
within the boundaries of the Stenian Confed-
eracy concerns its application to mechs.
Members of the spellcasting classes are rare,
but they do exist. Even though the cultural zeit-
geist is moving toward steam power, there are
still holdouts and anachronists. Wizards are less
rare than sorcerers, who are now being born
with much greater frequency. Many sorcerers
subjugate their innate talents to pursue more
respected careers as mech jockeys or coglay-
ers, but just as many indulge their abilities. And
the churches of the old world, though they have
lost many followers, struggle on. New clerics
are recruited, although at a drastically reduced
rate. Magic-wielding Stenians can still be
found, but they’re the minority these days.

e O ——

DIPLOMACY

he Stenian Confederacy seeks to estab-
lish order on the surface world so that it
can once again be safely inhabited. Since the
inception of the Confederacy, both loyalists
and opponents have wondered where this
will end. It is quite possible that the martial

\rl,‘ = & law imposed by the Confed-

eracy will not end even if the
problems of the lunar rain
are overcome. Other threats
may take their place. And so,
once-temporary  settlements
are becoming permanent military
outposts, long-term infrastructure is
being developed, and the Confederacy
is increasingly suspicious of groups
within its boundaries that don’t agree
to its rule. Military law is the undeni-
able absolute.

With this in mind, Stenian diplo-
macy is a rather simple situation: obey or be
punished. Overwhelming military might is
the solution to most problems. Actions taken
in the name of rebuilding the surface world,
protecting the citizens of the Confederacy, or
defending the city-mechs generally can have
no negative repercussions, as far as the Con-
federacy is concerned. This attitude obviously
doesn’t endear the Confederacy to its neigh-
bors. There are as many resentful subjugates of
the Confederacy as there are willing citizens.

The Irontooth Clans have long been
viewed as criminals and outcasts by the
Confederacy. Although certain aspects of

their society are lawful and even respectable,
given their monastic heritage, they remain
difficult to rule — thus the Confederacy views
them as a potential threat. The clans’ outlaw
ways and unprecedented piloting skills make
them far more dangerous than helpful n
Stenian eyes. Dominating them or assimilating
them seems to be impossible, so the Confed-
eracy resorts to what it sees as its only option:
eliminating them.

In reality, however, this conclusion may not
be so stark. Most of the Irontooth Clans don’t
have nearly as much enmity for the Stenian
Confederacy as one would expect. They regard
the Stenians fust as they regard everyone else
they meet: as individual people, not a single
united force. There are friendships between
some Stenian surface-dwellers and nearby
Irontooth clansmen, just as there are open con-
flicts. Moreover, the Irontooth Clans are many
and varied, and even while some dislike the
Stenians, others have no quarrel. Many Iron-
tooth respect talent in all things, especially
mech piloting, and this has led them to accept
Stenian mech jockeys for training and jousting
within a clan. Many such mech jockeys eventu-
ally return to the Confederacy illegally, never
discussing their time spent with the Irontooth
Clans. This informal cross-pollination of ideas
slowly binds the two factions, and there is a

4& small minority of well-respected mech jockeys

within the Confederacy that proposes some
sort of peaceful solution to “the Irontooth
problem.”

The Stentan Confederacy considers Shar
Thizdic’s Legion to be an outright threat. Offi-
cially, no diplomatic relations exist between
the Stenian Confederacy and the Legion. There
have been unofficial visitors between both
governments, however, as well as some degree
of back-channel communication. On the more
confrontational side, shots have been fired
between the two factions, particularly along
the eastern cliffs near the endless plains. Both
governments strive to keep these incidents to a
minimum, as no one wants a war — yet.

It’s clear that the Legion has an expansion-
ist agenda, which worries the leaders of the
Confederacy. However, they too eventually
wish to extend their ordered view of society
to more citizens, and are concerned about Shar
Thizdic as much for the fact that he stands in
their way as for the fact that his growing base
of city-mechs is a threat. From what is publicly
known, it seems the Stenian Confederacy is
mostly concerned with patrolling its borders
against the Legion, while the Legion may be
actively sending spies and saboteurs into the
Stenian city-mechs.

Some elements within the Stenian Con-
federacy believe that Shar Thizdic should be
attacked now. They view the construction of
his City Killer steam cannon (see page 128 of
DragonMech) as an act of war. Given that the
Stenian Confederacy currently has five city-
mechs compared to the Legion’s two, would
it not be better to attack now while the Legion
is weak, rather than wait until their forces are
matched? These hawks are a vocal minority in
Stenian government, and their arguments are
seriously considered; no one dismisses them
outright. If formalized diplomatic relations
between the Confederacy and the Legion ever
do occur, they will probably begin with a gun
barrel.

The Stenian Confederacy has little contact
with the L’arile Nation. Traditionally, both the
elves and the dwarves were fairly insular, each
content to remain in their locales studying the
magic or mining that most interested them.
There were some early conflicts as each side
was unsure about the interests of the other. But
now the Stenian Confederacy recognizes the
generally good-aligned interests of the elves,
and does not consider them to be an enemy.
If anything, they are a loose ally against the
Legion. There is occasional contact between
the two governments, though not much active
cooperation. Some elements within the Con-

4N federacy wish to establish a formal alliance with



{
|

\

i

LO«"(E"@

lantop
SLHRONENY )
{ {} Great
il ! Standing
K pof ® Dwarf

TKS) |

ANED D]

I \\ R .-‘f' p:c,, S f'é-ir‘:*\
' = w5 &\
ELUTRONED ONMAN o N le?
[ \ Shelter . \ A
| N - of Taas . W\
GlHECHl "-—"'- ""‘ > ?‘Il 5
i RAVEYARD - - .
A f El._mosh’old O ““Y“_ﬁt_‘:} J.\
| L
o ca Cradlesrest }
o\ y
- ~ Ps 2 Eum.uj le_if._z
! o Edge -
I’ LY (
54 \
7 —\"\_\ \‘
1
~ I e
7 {4 |
1 0
[ \ I(
1’ = A
’ \;Jj
l' l £
et i}‘ &
(&
3 \\“ (a
I
8




Tannanliel, if only to oppose Shar Thizdic. The
slowly growing non-dwarven minority within
the Confederacy has helped advance this inter-
est among the traditionally insular dwarven
majority. What will happen remains to be seen.

A few special relationships are worth men-
tioning. The Confederacy’s relationship with
Duerok is a longstanding and unusual one, as
has already been discussed. The Confederacy’s
relationship with the Gearwrights Guild is also
distinctive. The Gearwrights Guild has existed
for millennia, but owes its current incarna-
tion to the direct assistance of both Duerok
and the Stenian Confederacy. Moreover, the
Gearwrights Guild technically owns city-mech
Nedderpik, and takes an active role in the gov-
ernment of most city-mechs. The Gearwrights
Guild can almost be thought of as an extra
branch of Stenian government, concerned
exclusively with the gear-driven arts. There are
no known public disputes between the Stenians
and Gearwrights, and they have extremely close
relations in every regard.

e O ——

GEOGRAPHY

he Stenian Confederacy is a mechdom, or

a kingdom ruled by city-mechs. In the case
of the Stenian Confederacy, there are five rul-
ing city-mechs. Unlike a traditional medieval
kingdom, a mechdom is mobile. Its territory
is not defined by physical borders unless the
mechs cannot traverse those borders, and its
territory is not defined by political borders
unless the mechs cannot move around these
political borders. In short, the territory of a
mechdom is not always clean, as the city-mechs
can always move.

That said, given the nearly impassable
natural boundaries of the Stenian Confed-
eracy (mountains to the west, and cliffs in both
sides), its territory is actually well defined for
a mechdom. The Stenian Confederacy is the
major political power of the flatland — a swath
of rocky, barren terrain that is essentially an
enormous clifftop. It is separated from the
endless plains of the east by towering cliff
faces, some as high as 3,000 feet. To the west
is another impressive range of cliffs bordered
by a mountainous area (underneath which is
Duerok). Most of the Stenian territory is rocky
plains, interspersed by some areas of desert and
prairie to the south, and the battered remains
of an ancient forest to the north.

Each of the Confederacy’s five city-mechs
patrol and maintain a fixed territory — the “safe
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zones” — further reinforcing the mechdom’s

boundaries. These five areas are each approxi-
mately 40,000 square miles in size, sprawled
out irregularly across the flatlands. Since city-
mechs can travel great distances in a day, these
areas are patrolled regularly by the city-mech
itself or by patrols of smaller mechs.

It takes a city-mech about one month to cov-
er its patrol area, while smaller patrols frequent
settlements and population zones every few
days. Note, however, that although a city-mech
moves regularly throughout its safe zone, it’s
quite possible that its regular movements will
never bring it within sight of much of its terri-
tory. [ust as likely is the fact that the city-mech
will be within sight of certain areas on a fairly
regular basis, but never visit them directly.

Within the Stenian-patrolled safe zones,
hundreds of settlements and way stations have
sprung up. Population sizes tend to vary greatly
among these settlements, since the lunar rain
has destroyed many traditional societies. Some
settlements spring up, attract a population,
and then are devastated by a bad meteor crash
or dragon attack; others form from insular com-
munities that don’t welcome outsiders, despite
their good locations for settlement. Still others
follow the nomadic ways popular before the
lunar rain, although this is most common near
the endless plains, where most of the nomadic
tribes originated.

Natural shelters such as caves, canyons, and
rock ledges are obvious places for settlements
to evolve. These locations are protected from
the lunar rain, and have become crowded
havens for refugees seeking to avoid the
nightly assault. It is nearly impossible for the
Confederacy to keep up with every settlement
that springs up under their zones. However, any
group of individuals living in the safe zone and
obeying the Law is considered part of the Con-
federacy, and governed accordingly.

Some settlements resist the protection of
the Confederacy. Usually these are mech tribes
or Irontooth clans that practice a lifestyle of
raiding and scavenging. But not always. The
yoke of martial law imposed by the Stenian
Confederacy rubs many a freedom-lover the
wrong way. Whether they’re traditional tribes,
breakaway splinter groups, family bands, or
naturally occurring settlements, these inde-
pendent communities are a thorn in the side
of the Confederacy. Many are well-behaved
and lawful, but simply refuse to acknowledge
the Confederacy as their ruling government.
Dealing with rebellious raiders s easy — shoot-
and-destroy is a perfectly serviceable approach
— but dealing with law-abiding citizens who
simply don’t adhere to the Law is a much more
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delicate problem. In these cases the Confed-
eracy often continues to protect the com-
munity, hoping its leaders will come around
once they recognize the value of being part
of the Confederacy. But not all situations are
resolved so peacefully; more than one over-
zealous mech patrol has done far more damage
than it should have to a community that simply
wished to be left alone. There are now dozens
of underground settlements actively seeking to
undermine what they see as the tyrannical rule
of the Stenian Confederacy.

Many settlements have seasonal popula-
tions that tend to swell with refugees when
a city-mech is due to stop by. There is never
a shortage of individuals seeking passage or
employment on a city-mech. The mechs make
regular stops along their route, and refugees
tend to follow them from stop to stop in hopes
they’ll be first in line to replace a disembarking
citizen at each stop. The Stenian Confederacy
actively discourages these ragtag bands of
followers, but only on rare occasions do they
have the manpower to focus on the refugees as
their first priority. Adventurers often find over-
whelming work in these areas, on both sides of
the law: policing the refugees, chasing them
off, or even smuggling them onto a city-mech.

The mech patrols that keep the safe zones
safe are far from stopping trouble entirely.
Even though the Stenian-controlled areas are
much safer than they would be otherwise, thou-
sands of square miles are still underpatrolled.
These are the least-habitable areas where the
fewest of the Stenian citizens dwell. In their
place are creatures. Monsters living just out-
side of human boundaries, or smart enough
to stay out of sight when a mech patrol sweeps
through, have become more of a threat than
ever since their natural hunting grounds have
been destroyed by years of lunar rain. Ancient
crypts and sewers reopened by the lunar rain
have become crowded lairs where monsters
are forced to share space just as the surface
races do above. Tribes of humanoids that have
managed to stay together still raid and terror-
ize when the opportunity arises. Mech patrols
often have their hands full, making them more
likely to depend on freelance adventurers when
unforeseen problems arise.

The five safe zones of the Stenian Confed-
eracy are named after the five city-mechs that
patrol them. These are Lok-stead, named for
Durgan-lok; Nedderpik’s Roam, named for
Nedderpik; Thuran-Dom, named for Thuron;
Goria Reign, named for Goria; and Lokag’s
Throne, named for Lokag. The southernmost
of the zones is Lok-stead, for Durgan-lok

4& was the first city-mech to be built. Lok-stead



encompasses much of the surface world above
the underground stronghold of Duerok. South
of it is Goria Reign; north is Nedderpik’s Roam,
established after the second city-mech was
complete. Further north is Lokag’s Throne, and
west is Thuran-Dom.

<o
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LOK-STEAD

ok-stead is aptly named for the city-mech
Lthat secures it. Durgan-lok has the small-
est of the safe zones, with the underground
stronghold of Duerok nestled near the center.
Durgan-lok is the only city-mech to retain a
government closely modeled on the old clan
structure, and is never further than a day’s
travel from the edges of Duerok, where most
of the clans are housed. Its patrol zone is small
by other city-mech standards, leaving much of
its territory enforced only by patrols of smaller
mechs, but the area near Duerok is by far the
safest region of the flatlands. Rumors of this
well-secured area have spread very far, which
has perversely led to even more refugees flock-
ing toward Duerok. Luckily, many now choose
to journey to the surface of Lok-stead rather
than the subsurface zones of Duerok. Long-
standing settlements and permanent homes
are found in this zone, some even founded by
Duerok expatriates, since the area’s proximity
to Duerok ensures that the Confederacy will
protect it.

The Stenians would prefer that most of the
population migrate to other safe zones. The
Confederacy built the city-mechs to ease the
overcrowding of their dwarven cities, after all.
But since Lok-stead is so close to Duerok, it
seems to many outsiders that the zone is merely
an extension of the city. The resulting popula-
tion swell in and above Duerok has created a
self-feeding cycle of more refugees requiring
a greater military presence to patrol them, but
the improved military presence creates a stron-
ger sense of security, which only attracts more
refugees and further strains the military.

There is now a massive concentration of
Stenian military forces at the heart of Lok-
stead. These forces would be far more useful
in threatened areas, rather than quelling
peasant disputes and enforcing the Law of the
Stenians. But from a long-term perspective,
these military forces are grooming the citizens
of the future.

The urgent danger of the early days has
dissipated, and the Stenian Confederacy will
soon have to think about political relationships
between other nations, not just the best way to

deal with crisis after crisis. To a select group of
ambitious, traditionalist dwarves on Durgan-
lok, the military concentrations on the surface
world are merely the beginning of what will
eventually be a Stenian-led army like nothing
the world has seen before. Calling themselves
by no name but known to a few other power-
ful administrators as the Expansionists, these
would-be dwarven warlords have their sights
set on the city of Edge, only a hundred miles
eastward. Edge’s many fractured domains have
remained outside unified dwarven control
for as long as anyone can remember, despite
a strong Duerok presence there and repeated
attempts by the dwarves to control the city.
With an army of potential foot soldiers amass-
ing (and being groomed) in Lok-stead, the
Expansionists hope to eventually rout the drow
once and for all from their bases on the north-
ern side of High Docks, and eventually control
all trade through Edge. This would be an
enormous economic victory with huge rewards
for the winner — but such an unprovoked inva-
sion would run contrary to the mission of the
Stenian Confederacy. As such, the Expansion-
ists have kept their views largely hidden, and
use their positions high in the Durgan-lok
command chain to slowly twist the political
situation toward their goals.

The citizens of Lok-stead readily accept
the presence of the Stenians and tend to be
very compliant with their laws. However, the
steady influx of refugees brings with it criminal
elements such as thievery and smuggling. The
smuggling isn’t limited to goods; getting peo-
ple inside Lok-stead — or even Duerok — is a
profitable vocation, as is the forgery of Durgan-
lok citizenship medallions. Although Lok-stead
may be less dangerous than other safe zones, it
is not without its own problems, which tend to
be centered around several criminal organiza-
tions. Overt threats are dealt with more quickly
than in other zones, but it’s the subtle threats
that are hard to get rid of.

The best known of the criminal organiza-
tions is called the Blank Face. It is primarily
organized around smuggling well-paying cli-
ents into safe zones. Members of the Blank
Face are generally rogues, though a few stalk-
ers also participate, using their abilities to
distract mechs with technical problems while
the rogues smuggle their clients aboard. All
members of the Blank Face wear tightly woven
mesh facemasks that obscure their features.
They require their human cargo to wear such
masks as well. Once the clients are on board a
safe mech (or snuck into the halls of Duerok,
as the case may be), the Blank Face presents
them with a false identity, even going so far as
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to use polymorph spells to permanently alter the
client’s appearance. Criminals spending stolen
gold to escape capture are just as likely to be
clients of the Blank Face as are powerful social-
ites looking for safety.

The most notable settlements within Lok-
stead are four incipient cities formed from the
storm of immigrants: Cradlesrest, Elmshold,
Duerie, and Torft. Durgan-lok makes regular
stops here, and residents of these areas save
their best wares for the city-mech’s arrival,
which often brings hundreds of paying pas-
sengers.

Elmshold lies in the ruins of what was once
one of the larger forests in the areas around
Duerok, and has evolved into a gathering place
for those who wish to rebuild a surface city in a
traditional fashion. The residents of Elmshold
use scavenged wood to create shelters and
buildings.

Duerie rests directly above Duerok in the
shadows of a mountain range that provides nat-
ural security against the lunar rain. It’s become
an important point of contact between Duerok
and the Stenian Confederacy.

Torft is nothing more than a sea of hovels
and squabbling refugees, but due to a conflu-
ence of natural terrain, it’s a relatively safe
place to gather. It’s been nothing but trouble
for the Stenian Confederacy, which views it as a
troublesome shantytown.

Mostnotable of the four cities is Cradlesrest,
a city of sharp-edged rusting steel. Cradlesrest
was built from the shattered remains of nearly
a dozen enormous Irontooth mechs destroyed
here in a huge mech battle only seven years
ago. In any other locale, scavengers would have
scrapped the mechs and sold them for materi-
als, but in Lok-stead, the Stenian patrols (and
widespread stories of the Irontooth loss in the
battle) have deterred raiders. The refugees who
flocked to shelter amidst the rubble have now
reshaped the raw materials into a loose-knit
collection of buildings. Cradlesrest is ruled by
a permanent encampment of Stenian soldiers
assigned to the area, who make sure the rest-
less population doesn’t get out of hand. Many
Stenians see Cradlesrest as a test site of sorts:
The refugees have amply demonstrated how a
collection of wrecked mechs can be used as
the building blocks of a city. If it can be done
here, why not elsewhere? Housing refugees in
the burned-out hulks of enemy mechs could be
a good strategy for expanding Stenian civilian
and military influence simultaneously.
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NEDDERPIK’S ROAM

N edderpik’s Roam covers a vast area of hos-
tile terrain fraught with monsters, rebel
tribes, and treacherous ground not suitable for
a lesser mech. Although Nedderpik’s Roam is
located directly north of the relatively safe area
of Lok-stead, it is close to the cliffs bordering
the orc- and human-infested endless plains; it
lacks natural impediments like the mountains
above Duerok; and it’s close to the remains
of the western forests where many Irontooth
Clans operate.

In fact, Nedderpik’s Roam is one of the
points where travel from the endless plains to
the flatlands is easiest. The cliffs north of Edge
are laced with hidden trails used by generations
of merchants and freighters, many of which
have since been expanded to the point where
amech can now scale them (see DragonMech,
page 162). Now these trails are used by raiders,
refugees, nomads, and scavengers, most of
them hoping to find wealth and fortune at the
expense of the Stenian Confederacy. An ongo-
ing mission of Nedderpik’s military campaign is
to stop the influx from the endless plains. Ned-
derpik’s mech fleets include a growing number
of crag striders (see Mech Manual, page 7),
which are used to patrol the cliffside areas.

Nedderpik’s Roam is home to roughly the
same population as Lok-stead, but settle-
ments are further apart and the residents are
entrenched less densely. Mech patrols are far
more frequent, covering a much wider terri-
tory, and every one of them has seen its share
of action.

Rolling hills, ruined forests, and cliffside
terrain provide natural shelters for surface
dwellers in Nedderpik’s Roam. However,
monsters and raiders are fust as likely to seek
shelter among them as anyone else. Semi-per-
manent settlements of all races dot the hills
of Nedderpik’s patrol, but few survive more
than a season or two before they are destroyed.
Sometimes the destruction is due to alien
incursion or the lunar rain, but more often
than not it’s infighting or invasion that does the
trick: Either the denizens bicker over limited
space, or passing itinerants try to stake a claim
to already-occupied territory. Sometimes one
party or the other moves on rather than fight,
but other times there are casualties. Hostile
encampments of all sorts — mech tribes, rust
riders, Irontooth clans, even orcs or rebellious
humans on occasion — are constantly being
repelled by the military. However, it is nearly
impossible to discourage their resurgence

once the mech patrols move on.

The largest settlement within the zone is
the Shelter of Taas, constructed in a shallow
cave network found under what appears to be a
mundane hill. Taas is named after the explorer
who found that the “hill” was actually sedi-
ment piled on a natural rock shelf, buried deep
enough to be impervious to the lunar rain. He
dug a small camp under the rock shelf, and over
the years it grew into a bustling settlement.
Permanent homes and buildings have since
been erected under the shelf of rock that gives
the Shelter its name. These structures are built
from scraps of wood, metal, stone, and other
raw materials that the residents have managed
to salvage from the surface. Nedder-
pik stops at the Shelter of Taas
on a semi-monthly basis, and
stations a reserve regiment
there. The soldiers have
been steadily expanding
the cave network with
the goal of eventually
digging out a hangar big
enough for several patrol
mechs. The Shelter of Taas
is a common destination for
merchants, travelers, and adven-
turers alike.

Within the hundred-odd miles of cliffside
patrolled by Nedderpik, there is rumored to be
a tribe of giants that worships the lunar gods. It
has long been surmised that a lunar god once
descended from the heavens and converted the
giants into believers. No one has actual proof
that the giants even exist, but rumors abound
of deadly confrontations with giant clerics
bearing the holy symbols of the lunar gods.
Adventurers who have set out to find them have
not returned. Most adventurers conclude that
the giants are most likely stone giants, but lunar
scholars believe they may actually be the elusive
lunar giants (see Mech Manual, page 7). Some
storytellers even claim that a lunar temple has
been constructed somewhere within the cliffs
where the giants reside.
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THURON-DOM

Thuron-Dom is the patrolled safe zone of
the city-mech Thuron. Thuron commands
a large area to the north of Duerok and west
of Nedderpik’s Roam that is home to a great
number of surface dwellers. Settlements exist
throughout the zone, though nearly every one
of them is nomadic. The residents of Thuron-
Dom tend to move with the seasons and the
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severity of the lunar rain, so their outposts
change locations several times each year. More
than with any other safe zone, these settlements
follow mech patrols, where they are able to rely
on the presence of the military for safety.

Humans are relatively rare on the flatlands,
but the area now patrolled by Thuron was once
their greatest point of concentration there.
Some of the nomadic tribes of the endless
plains had migrated to this area over years of
natural transition, possibly attracted by the
strange sight of the Great Standing Dwarf,
which lies on the fringes of Thuron-Dom. With
the coming of the lunar rain, these nomadic
tribes largely retreated to the endless plains

or were destroyed, but there remain a large
number of them relative to the tradi-
tional populations of dwarves and
gnomes.

Thuron-Dom is now marked
by the fact that there are more
Irontooth Clans active in its
area than anywhere else in the
Stenian Confederacy. Many of

the Clans have assimilated the
remains of the human tribes that
once walked this area. The Clans
range from passive and isolationist to
actively opposing the Confederacy. While
the military of Lok-stead deals mostly with ref-
ugees and disobedient settlements, and patrols
from Nedderpik’s Roam spend more time chas-
ing down small bands of invaders or solitary
monsters than anything else, mech pilots of
Thuron-Dom start battling other mechs from
the very beginnings of their careers. Being
stationed on Thuron is considered a good start
to a mech jockey’s career, but also a perilous
one; mech jockeys of Thuron origin have a
lower survival rate than many others, but they
advance more quickly and are inevitably better
pilots than their counterparts with similar ten-
ure on other city-mechs. Month after month of
steady clashes with the Irontooth Clans will do
that to you.

The western reaches of Thuron-Dom, where
mech skirmishes are most common, and are
referred to as “the mech graveyard.” Burnt-out
mech hulks dot the landscape here, testament
to years of constant battles. There’s a fortune
waiting to be made in salvaged metal parts, but
given the regular incursions of the Irontooth
Clans, most salvagers would prefer to ply their
trade in safer areas. An even more direct threat
is the groups of “mech-rats,” bands of human-
oid barbarians who live in the most broken
remnants of the mech graveyard.

It is no secret that the mech-rats despise
the Stenian Confederacy, though they lack



the numbers or organization to be a threat.
The mech-rats are the worst sort of rabble.
The Irontooth Clans generally ignore them.
Stenian mech patrols are occasionally attacked
by roving bands of mech-rats, but rarely with
any success. On the other hand, salvage crews
brave enough to risk the Irontooth Clans and
attempt to collect parts within the graveyard
are sometimes killed by the mech-rats, who
fight hard to protect their homes.

The military is rarely concerned with these
minor attacks. Disbanding the mech-rats seems
nearly impossible. No sooner is a mech-rat
tribe destroyed than other squatters move in.
Luckily, the mech-rats seem content to live
among the mechs rather than repair them and
use them for battle. Mech-rat societies are
usually made up of outcasts and fugitives from
all over the Confederacy, who travel to the
western reaches of Thuron-Dom specifically
because it’s rumored to be one of the weakest
areas of Stenian control.

Thuron itself is a fairly modern city-mech.
Though not up to the secretive Gearwright

standards of Nedderpik or Durgan-lok, it is

solidly designed and well constructed. Since
it was built after the Stenian Confederacy
had formally come into existence and severed
ties to Duerok, it is comfortably loyal to the
Stenians.

Adventurers find constant work in Thuron-
Dom. The city-mech is the only one to have a
formally established adventurers guild, char-
tered by the Stenian Confederacy, which assists
adventurers in finding sponsors and lucrative
opportunities, as long as their efforts further
the greater goals of the Stenian Confederacy.
In general, any task that opposes lunar crea-
tures or the Irontooth Clans falls squarely
within the charter of the adventurers guild. The
guild charges a nominal membership fee of 10
gp per annum, for which it provides placement
with sponsors or leads on prospective adven-
tures. Most of its sponsors are in fact Stenian
military commanders who need additional
assistance outside the available manpower of
their military forces; much of the gold chan-
neled through the adventurers guild is actually

Stenian gold under another name.

The adventurers guild also sells salvage
permits, which can only be acquired in other
zones through dealing with layers of bureau-
cracy or having good connections. A salvage
permit costs 200 gp per year, plus a tax of 10%
of all proceeds from salvaged materials, and
entitles the bearer to salvage any non-Stenian
mechs destroyed by a Stenian patrol. Salvaging
occurs on a first-come, first-serve basis, with
available materials split between all those on
site possessing salvage permits. It is legal for
someone with a salvage permit to use force
to limit the access of those without salvage
permits. Technically, salvage permits also
entitle the bearer to salvage aything destroyed
by a Stenian patrol, including the body parts
of lunar creatures, but this latter category is
rarely exercised.

The once-high concentration of nomadic
human tribes, and the now-high concentration
of marauding Irontooth bands, has led most
of the settlements in Thuran-Dom to adopt a
migratory lifestyle. Some move with the sea-
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sons, others move daily, but almost all move at
least several times a year.

The largest such “mobile city” is Taulger,
a motley collection of half-wrecked mechs,
wagons, and “worm buggies” towed by giant
worms trained to stay near the surface. Most
of the time, Taulger looks like a disheveled tent
city, but every so often the entire city picks up
and moves. The “leaders” of Taulger are the five
barely functional juggernaut mechs that pro-
vide most of its day-to-day security. These are
older models rendered obsolete and scrapped
by the Stenians, but retrofitted and rebuilt by
some enterprising coglayers with more techni-
cal skill than supplies.

Now the juggernauts keep the rest of the
settlement safe, in more ways than one. When
the lunar rain gets bad, they erect a makeshift
“roof” of iron planks and stout timbers hung
from the arms of the five mechs, which can
shelter nearly 500 humans and dwarves in the
very, very cramped space below it. Taulger,
named for the most popular of the five coglay-
ers who pilot these five juggernauts, moves
whenever the city-mech Thuron grows small on
the horizon. The city of Taulger always tries to
keep the city-mech in sight, providing a mea-
sure of security most other cities can’t claim.

Other settlements in Thuron-Dom are simi-
lar to Taulger, usually no more than nomadic
bands that set up shop wherever the safest
place for the night can be found. These roam-
ing bands rarely stay in place more than a few
days. Structures are usually armored wagons
or an occasional mech surrounded by tents.
Some bands actually avoid the military patrols
so their black market wares can be sold more
openly. Contraband is easy to procure in these
places.
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GORIA REIGN

Goria Reign is the southernmost patrol
zone of the Confederacy. The Reign is

home to very few settlements and is largely an
unpopulated wasteland. Lacking mountains to
provide any protection against the lunar rain,
Goria Reign was hit hard. It also had the mis-
fortune of being chosen as home by numerous
lunar dragons, which ravaged everything living
in the area. It is the only “safe zone” where
lunar dragons are still seen with any regular-
ity, for they were concentrated here in such
numbers that they have yet to be completely
eliminated.

The remaining Stenian civiltans still walk-
ing Goria Reign are sparse bands of nomadic

surface dwellers. There are almost no surface

settlements of any size. Refugees in Goria
Reign live from hand to mouth and are rarely
more than roaming bands of beggars.

That said, there are several large settlements
in Goria Reign, but they’re all underground
and outside the domain of the Stenian Con-
federacy. Most notably, Goria Reign is home
to Vermil, the worm city, and the Confederacy
has had trouble dealing with this strange place
since the very beginning.

Vermil is an underground city carved from
the bedrock by giant worms and occupied by
the farmers who tend these worms. Worm farm-
ers have become progressively more common
over the decades as surface life has been forced
to adapt to the lunar rain. Vermil came about
as something of a strange coincidence, with no
real planning or forethought; whether it was
due to the worms or the farmers is unknown,
but somehow it became a point of concentra-
tion for worm-based life in the flatlands.

Vermil is a strange place filled with strange
people adapted to life with their annelid charg-
es. In regards to the Stenian Confederacy and
city-mech Goria, it is notable primarily for its
developing military strength. No Stenian
commander ever foresaw a day when
his mech would be threatened
by something so lowly as a
worm farmer, but that day
has come. A mech that
steps into a subsurface
worm tunnel usually falls I's
through up to its knee
or even hip; getting out
of such a predicament
can take hours or days,
or even longer if the
mech is damaged in the
process. The myriad
inhabitants of Vermil
have found they can strand
a mech by digging tunnels
around or under it, and the
mech has almost no recourse
other than to send foot sol-
diers into the tunnels — but
the worms are often long
gone by the time a mech steps
into their burrow.

The goals of Vermil and its
worm farmers are open to dis-
pute, as the city appears to have
no central organization and no
real government to speak of. But
the worm farmers have been claim-
ing territory with growing audacity.
They dig visible worm tunnels at the

“borders” of the areas they claim, as a warning
to any mech that stepping past the visible tun-
nels brings the risk of plunging through hidden
subsurface burrows.

The Stenian Confederacy initially viewed
Vermil as another eccentric settlement that
for some strange reason rejected its offers
of safety and security, but now considers the
worm city an outright enemy. The worm farm-
ers are actively seeking to reduce the territory
available to Goria patrols while doing nothing
whatsoever to protect the area themselves.
This further amplifies the problems caused by
the lunar dragons, who are able to live rela-
tively unmolested above the areas demarcated
by worm tunnels.

Goria has recently instituted a program of
active engagement of the worm farmers. Every
attempted expansion of worm farmer territory
over the past year has been met with a coun-
ter-attack. Goria sends tunnel wardens under-
ground to block the escape of the farmers, then
follows up with earth breaker mechs supported
by infantry and crag striders, plus lancers and
juggernauts when they can fit through the tun-
nels. Any worm farmer foolish enough to make



a stand is slaughtered by the invading forces,
though on a few occasions the rare shaker
worms have done significant damage to invad-
ing forces with repeated sonic blasts.

The lunar dragons flocking to Goria Reign
are another problem entirely. No one is sure
why they’re attracted to the area, but they
are. Most have been eliminated or run off,
but not all, and the expansion of Vermil is only
making the problem more difficult. The most
notable remaining inhabitant is a lunar dragon
nicknamed “Moon Claw” by those who have
faced it. It is the single largest lunar dragon
ever encountered on Highpoint. (In fact, it is
a great wyrm lunar dragon, the only one known
to exist on the continent.) It has won every
encounter with the Confederacy to date, hav-
ing single-handedly wrecked eleven mechs and
killed dozens upon dozens of soldiers.

The biggest question raised by Goria Reign
is, why? Why are the lunar dragons attracted
there, despite the fact that there are almost
no surface settlements and thus little prey?
Why are the worm farmers expanding, despite
the fact that they have no apparent agenda and
no known quarrel with the Stenians? And why
has Moon Claw remained in the area when
it could attempt to expand its territory with
relative ease?

Patrols in the Goria Reign encounter
denizens unlike those found anywhere else:
demons, elementals, and other extraplanar
creatures are found far more frequently than
they should be. The first sighting of a hellborg
occurred in Goria Reign. Generals surmise
this is due to the presence of an as-yet undis-
covered extraplanar portal somewhere in the
zone, which may explain the other oddities in
the area. Could it be that the lunar dragons are
somehow trafficking with extraplanar forces?
Or does the portal provide easier access to
their gods? Are the worm farmers under the
influence of a lunar cult?

No one knows for sure.
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LOKAG’S THRONE

he city-mech Lokag patrols the northern-

most safe zone of the Confederacy. Lokag’s
Throne is largely a borderland where dangers
from outside the safe zones occasionally wan-
der. The endless plains and remains of the elven
forests are only a few miles to the east, and the
seaside coastal zones are due west. Settlements
within the zone are rare and are usually made
up of hardy individuals that can hold their
own against invading monsters. The zone is so

named because the mech literally rules over

the inhabitants in true military fashion. Nearly
every resident of the zone is considered part of
the militia. It is very common for the patrols to
commandeer local equipment and conscript
citizens on the spot to fight against invaders.

Lokag’s Throne is the only Stenian zone
to have regular contact with the slathem
(DragonMech, page 198). Its eastern border
is only twenty miles from Glatek, where many
slathem shelter. And the northern and western
borders of Lokag’s Throne are directly adja-
cent to the seaside areas where slathem live.
The slathem are organized into local bands so
relations range the gamut; some have allied
with the Confederacy and accept its rule,
while others chafe at the yoke of martial law.
Most slathem are neutral, however, so outright
conflict is rare. Slathem find it easy enough
to swim away and wait out the departure of a
troublesome mech patrol.

Lokag’s Throne is seen as the most probable
entry point for an invasion from the Legion. It’s
also a hotbed of activity for Irontooth Clans
selling bootleg mech parts to coastal traders,
who ferry them around the North Coast to
the Legion. Encounters with Legion mechs
are fairly common along the eastern cliffs, but
thankfully few result in combat.

More than in any other zone, Lokag mili-
tary mechs are likely to run down and search
any vessel that passes within sight. They don’t
hesitate to bombard mechs that attempt to
run away from them. Even adventurers within
the Throne are considered suspect until the
military has worked with them long enough to
establish a trusted relationship.

There are three permanent settlements
in Lokag’s Throne: Norcunia, Demelek, and
lantop. Each is within a few miles of the east-
ern border and patrolled regularly by mechs
from Lokag. These settlements are essentially
military bases established and maintained by
Lokag, which considers the eastern front of
Lokag’s Throne to be a potentially dangerous
entry point for subversive elements. Farmers,
peasants, adventurers, caravans, and travelers
are welcome to take refuge within these settle-
ments, but troublemakers are warned to be on
their best behavior by the extensive military
presence within each town.

Each of the three permanent settlements is
loosely constructed from salvaged mech parts
harvested throughout the zone. Casualties of
Stenian patrol mechs are fairly common, and
their remnants can be claimed and sold for
profit by those possessing salvage permits.
Early on, Lokag offered top-dollar rates for sal-
vagers who brought materials to the sites where

Norcunia, Demelek, and Iantop were eventu-
ally constructed. Now these state-sponsored
cities are constructed of solid steel — in some
cases, buildings are basically dismembered
mech hulls simply transplanted and hollowed
out — where the residents are well protected
from the lunar rain.

Salvaging without a permit s a capital
offense in Lokag’s Throne, and usually results
in the immediate execution of the salvager and
all crew members. Enforcement of this statute
is much more strict than in the other zones, as
the administrators of Lokag consider salvaged
materials to be necessary for the continued
growth of their three military cities. Salvaged
mechs are often used for the construction of
settlements in the zone, and some are even
refurbished for personal use. It’s generally
illegal to salvage Stenian mechs, and anyone
with a salvage load that looks like it came from
a juggernaut or lancer is going to have some
explaining to do.
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FACTIONS

he Stenian Confederacy is a new organiza-
tion forged from the remains of a badly
wounded culture. Although lawful to the core,
it is a conglomerate whose constituents retain
individual loyalties to a dizzying array of other
institutions: clans formed from blood rela-
tionships; ancient loyalties to the stronghold
of Duerok; religious ties to gods now largely
abandoned, or new gods rising to the fore;
professional relationships to the Gearwrights
Guild; and citizenship to individual city-mechs
as well as the larger Stenian Confederacy.
Although each individual member of the
Stentan Confederacy is influenced by his
relationships to all of these elements, a single
powerful force helps keep them in check: the
military. Military doctrine and structure form
the core of the Law which all Stenians obey.
A review of factions within the Stenian Con-
federacy must focus first and foremost on the
military, for although it is not a “faction” in
the sense that it divides the Confederacy (every
member of the Confederacy is involved in the
military), it is a faction in that it is an individu-
al’s relationship to the military that fundamen-
tally determines how closely connected he is to
the Confederacy as a whole.
After examining the military and its role
within Stenian life, this section will move on to

discuss some prominent organizations within

//F the military, the Stenian Council, and the



Gearwrights Guild. Outside organizations with

no formal role in the government — such as the
ancient clans of Duerok, or its old religions
— are not discussed here. While these groups
have influence over individual Stenians, they
are not factions within the Confederacy per se.

<o
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THE MILITARY

he military dominates life within the

Stenian Confederacy. The Gearwrights
Guild is powerful politically, but most Stenians
have minimal direct interaction with it at best.
The influence of Duerok is widely felt, but it’s
slowly fading. It is the military that orders the
life of almost every Stenian citizen.

The military’s most dramatic point of
contact with the average Stenian is through
enforcement of the Law. The Stenian Confed-
eracy operates under a system of martial law,
which has diminished in recent years, but there
is nonetheless little to no separation between
the political and military sides of the govern-
ment. There are no police; there are only sol-
diers, and it is up to them to enforce the Law.
And they do, in all aspects of life, whether in a
city-mech or on the surface.

Surface-dwelling Stenians have the military
to serve as fudge, jury, and executioner. Roving
mech patrols mete out justice as they see fit,
ostensibly according to the dictates of higher
Stenian interests, policies, and principles
— but, out in the field far from a higher author-
ity, justice isn’t always blind. Most surface-
dwellers live in fear of the mech patrols, even
as they’re simultaneously thankful for their
presence; the Stenian military presence keeps
away dangers, but brings along more subtle
dangers of its own.

Military Ranks

On the city-mechs, the military dictates
even the most minute aspects of life.
To understand the situation on a city-mech,
one must recognize that the city-mechs were
founded in a state of siege, and have remained
in such a state more or less ever since. In the
early days, all personnel had to serve an essen-
tial purpose even to get on a city-mech. Their
lives were regulated with security as the first
priority. Surviving in this state of military siege
required martial law, so the military governed
all aspects of life. A rigorous schedule for when
to wake, eat, and sleep was established early
on, to ensure that everyone was working hard
enough to survive. Punishments for crimes

were strict and harsh, and generally enforced
on the spot by military law. Civilian jobs even
acquired a military hierarchy of sorts, which is
still widely used today; titles like apprentice
craftsmen, journeymen, and master artist were
replaced by military ranks.

This military hierarchy still governs not only
the military, but civilian life within the city-
mechs as well. Members of the Confederacy
are titled by their rank. The terms for the ranks
themselves originated in the traditions of the
various clans of Duerok, where the names
varied from clan to clan. The terms are gener-
ally named after a prominent dwarven hero
that once brought glory to their station. The
Stenians built their rank system to include a
variety of the old clan terms, establishing a
connection between the traditions of the old
world and the order of the new world.

A rank is a symbol of pride among the
Confederacy and earning a new rank is a right
of passage. All Stenians are proud to display
badges of authority, and symbols of rank are
part of that practice.

Note that even though non-combat profes-
sions have military ranks, they are not consid-
ered part of the military. City-mech Lokag, for
example, has an established tradition of calling
blacksmiths by military terms. Apprentices are
parbles (privates), journeymen are regins (cor-
porals), and the smiths themselves are ohdums
(sergeants). Some of the most accomplished
smiths are called mareks (lieutenants) as rec-
ognition of their ability. But a lieutenant-rank
blacksmith could not expect to have his orders
obeyed by a corporal in the military. The rank
indicates status, but the authority that comes
with it is limited to one realm.

The reverse, however, is not true. The
military can (and does) enforce its orders over
civilians on a regular basis. In the early days,
soldiers would frequently commandeer sup-
plies — and sometimes even conscript civilians
on the spot when labor was needed quickly.
Today, the crisis mentality is not as strong, yet
such events still occur on occasion.

Within the military, attaining a rank s a mat-
ter of deed. Soldiers do not become officers
simply by “putting in their time.” Performing
a heroic task, or establishing a successful track
record, is essential. It’s no longer required to
have a blood relationship with the clan elder,
but some claim to a respected relative, prefer-
ably a great warrior, never hurts. In game terms,
a character who advances in level acquires the
skills necessary to advance within the military,
but there’s no hard and fast rule that a certain
rank equates to a certain level. A soldier who
advances through steady, solid performance

may have a lower rank than another soldier of
the same level whose flashy, daring escapades
attracted the attention of higher-ups.

Here is a list of the Stenian military ranks
and their traditional equivalents. The vast
majority of the Stenian military is dwarves, but
some other races are present.

Parble (private): These are the foot sol-
diers of the Stenian Confederacy and make
up the majority of the military. They are the
“grunts” of the army and the labor force. The
term comes from Parble Crackstone, a legend-
ary soldier who unerringly obeyed the orders of
his commanding officer and sacrificed himself
by entering single combat against a dragon,
despite the fact that the order was utter sui-
cide. He recognized his duty and obeyed,
regardless of the consequences, and his name
is forever remembered for his dedication, dis-
cipline, loyalty, and obedience.

Parbles carry this same pride with them
on the battlefield. They obey orders without
hesitation and do not question the motives or
judgment of their superiors. In both labor and
warfare, the parble does what he is told and
takes pride in doing so.

Typically, parbles are low-level warriors,
fighters, and commoners. The rank of parble
is earned when a youth completes training as
a soldier (or in a trade) and is able to demon-
strate his abilities before officers of higher
rank.

Regin (corporal): Originally, regins were
officers on the battlefield who handled com-
munications with the body of the army, primar-
ily through sounding horns or manipulating
banners or flags. Now the regin has taken a
similar role in mech warfare. Regins are com-
munications officers who coordinate actions
within a mech and even between mechs of the
same fleet. This ranges from shouting com-
mands in simple mechs, to operating magic
mouth devices, message relays, sound cables, and
signal flags on more advanced mechs.

The rank of regin is attained by showing
exceptional initiative in combat or stressful
situations. Being able to anticipate the enemy’s
actions and react accordingly is the hallmark
of a good regin. Such displays of ingenuity
(whether on the battlefield or in a trade) are
awarded this rank.

Regins get their name from Regin Axesmith.
During a fierce battle with invading goblins,
Regin’s unit was horribly outnumbered and
facing certain defeat. The commander of the
unit signaled Regin to sound the retreat. Being
relatively new to his position, Regin blew the
sound to charge instead. The dwarven unit ral-
lied at the order to charge and broke through



the goblin lines. Never before had such a small 3y

number of dwarves defeated so many goblins.
Regin was initially reprimanded for disobey-
ing orders, but when the size of the victory was
realized, he was instead honored for his deed.
Of course, Regin’s descendants claim he blew
the charge intentionally, because he could see
the latent heroism in his dwarven unit, but the
most common version of the story holds that it
was a fortunate mistake on his part.

Ohdum (sergeant): It has been said that
the very voice of Ohdum Fosgrim was enough
to command a landshark out of its shell. He was
known for his unique method of motivating his
troops into deeds that were previously consid-
ered impossible. His technique of insult, fol-
lowed by order, followed by threat, has survived
to this day to be the model of troop training and
command. “All that is required to perform any
task is the proper motivation,” he would often
say. Such motivation would often involve a firm
kick to the rear or a tirade of insults barked in a
gravelly voice. Whatever “motivation” he used,
troops responded to him. Most of all, they
feared him enough to do whatever he said.

Ohdum’s legacy has become the standard
method of troop command. Officers that com-
mand units of troops are given his name as a
rank. Ohdums command military operations
on the battlefield and bark orders to regins and
parbles alike. They are allowed to discipline
subordinates however they see fit, be it physi-
cal labor, corporal punishment, restriction of
rations, or something else.

The rank of ohdum is attained by showing
a distinct presence on the battlefield and by
being able to motivate the actions of others.
Although it s not an offictal requirement,
the ability to insult someone to tears is often
enough to commend a soldier to this rank.

Marek (Lieutenant): Mareks are the elite
soldiers of the dwarven army. They are often
capable of defeating many foes singlehand-
edly and are viewed as heroes among the lesser
ranks. Seeing a marek wade into battle ahead of
a unit s an awe-inspiring sight that has led many
a dwarven army to victory.

Although they outrank ohdums, mareks usu-
ally do not command troops on the battlefield.
Instead they are often part of an elite unit that
acts on their own. Marek units are 10-12 sol-
diers in number and are often sent to perform
tasks that a larger unit could not. This might
include a stealth mission to overtake an enemy
mech, defense of a particular area, or delivery
of important messages across hostile borders.
They are usually called in when a job needs to
be done and done well.
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On the labor force, mareks are often trou- 4&

bleshooters or technicians that specialize in
certain areas such as engine repair or weapons
maintenance. They are called to duty when spe-
cial attention is required and required fast.

Attaining the rank of marek is very difficult.
Doing so requires an act far beyond the call
of duty. This very act often follows the soldier
wherever he goes. “That there is Sturmblow,
the marek who defeated that lunar dragon
singlehandedly before it could kill the mech
commander.” Mareks are highly respected offi-
cers, and soldiers often breathe a sigh of relief
when one arrives on the field.

Their name is derived from a dwarven war-
rior named Marek Forger. When his unit fell
in battle against an invading giant force, he was
the lone survivor. Instead of returning home to
nurse his wounds, he followed the victorious
giants to their lair and slew them in their sleep.
He returned home dragging the heads of the
giants from a chain. He then demanded that he
be allowed to die with the rest of his unit. Such
valor was unprecedented. His request to die
with his unit was not honored and instead he
was elevated to the status of a hero and assured
that it would honor his brethren more if he
lived on to carry their memory. The proud rank
of marek is prized by all members of the Stenian
Confederacy, and it is likewise recognized by
dwarves everywhere.

Vardoc (captain): Vardoc command and
coordinate several units on the battlefield.
Ohdums take orders directly from a vardoc,
who take orders from a plygen, who in turn
takes orders from the andvar. When a battle
ensues, the vardoc is in command of two or
more units and directs them accordingly. On
mechs, vardoc are the “middle management”
for military and non-military operations alike.
Vardoc are often put in charge of smaller mechs
or command certain labor operations within,
such as weapons or engine repair.

To become a vardoc, an individual must
prove his ability to command on the battlefield
(or on the labor force) and be recommended to
the rank by a higher-level officer. This is often
a very subjective process and some vardoc have
been elected to their rank over other officers
who may be more qualified.

The rank of vardoc gains its name from a
dwarven hero named Vardoc Silverfist. Vardoc
was known for very inspirational speeches
that could rally his troops into combative fer-
vors that could only be sated by the blood of
their enemies. Vardoc are trained to inspire
and motivate their soldiers since they firmly
believe that a battle is won in a warrior’s heart
long before his axe falls on an opponent.

Tenned (medical officer): Tenned are
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medical officers who oversee military and labor
operations equally. They even outrank officers
of higher level when it comes to matters of
health. This is in part due to the origin of their
rank, which was historically held by battle-
priests in the old clans. The battle-priests
fought with their units but were accorded a
special respect, particularly when it came to
healing, and this tradition has carried on.

On crowded, filthy mechs, the medical offi-
cer has final say on any matter that involves the
health of the crew. This may include quarantine
areas, boarding restrictions, and certification
for soldiers returning from sick leave. Tenned
may also assume command over other matters
that threaten the health or safety of the mech.
City-mechs will typically have several Tenned
officers to oversee health matters.

Tenned were once exclusively clerics, but
the ebb of religious faith has opened the doors
for this title to be held by non-clerics as well.
These officers are usually experts who special-
ize in mundane cures such as herbal ointments,
tonics, and potions. Generally a Tenned is a
cleric of mid to high level, but can also be any
mid- to high-level character with a specialty in
healing.

Tenned gain their name from a famous
dwarven cleric named Tenned Honeblade. He
was known for curing thousands of dwarven
brothers during a great plague that threat-
ened to wipe out his entire stronghold. It was
Tenned’s great faith and perseverance through
prayer that led to the cure of the disease.
Unfortunately, Tenned worked himself to
exhaustion tending to the sick, and eventually
fell to the disease himself. He is remembered
forever by the rank that bears his name.

Plygen (major): Plygen generally act as
strategists and planners. They are superior to
the vardoc, but in general do not see much
battlefield action; they assume roles in areas
such as tactics, planning, and logistics. When
they do see battlefield action, plygen com-
mand groups of mechs headed by vardocs. The
senior-most plygen is the first officer to the
andvar and assumes command if the andvar is
incapacitated.

On board a city-mech, the plygen are
responsible for interpreting and applying the
Law. They are as close as the Stenian Confed-
eracy comes to both a legislative and judicial
branch. In the rare cases where a Stenian
soldier’s actions are questioned, the plygen act
as a court of appeals. A special class of plygen
called the Justicar is in charge of the interpreta-
tion of the Law, as described below.

The rank of plygen is attained through
numerous deeds that demonstrate the officer’s



ability to command. More importantly, the

individual is judged on his interpretation of the
Law and its application for duties and opera-
tions throughout the mech. Plygen are appoint-
ed to the rank by other plygen. Although not as
formal as the nomination for andvar, a plygen
must undergo a similar trial to determine if he
is worthy of the rank. Acting plygen are high-
level warriors and are sometimes of higher level
than the andvar under whom they serve.

Plygen Dross was a great advisor to three
generations of dwarven kings. He lived well
into his venerable years, and was reputed to
be over 550 years old when he died. He was a
great philosopher and political advisor, and was
known for mediating longstanding conflicts.
His wisdom was often sought not only for mili-
tary practices, but for laws in general. His name
embodies the ability to guide operations that
have much longer durations than a mere battle.

Andvar (admiral or general): The andvar
is the highest-ranking officer in the military.
Usually there is a single andvar for each city-
mech, and he acts as the mech commander
— though Durgan-lok retains an older system
where there are three andvars, one for each
division of the military. As the highest military
rank, andvar take orders only from members
of the Stenian council, or from their civilian
peers (for example, the Council of Navigators
on Nedderpik). When in battle, the andvar acts
as commander-in-chief. In rare (or desperate)
cases, they may fight alongside their soldiers
on the battlefield. Andvar are often old, expe-
rienced soldiers who have proven themselves
with a long list of enemy defeats. Some andvar
are too old to continue physical combat and
would have resigned long ago in the older
days of axe warfare, but in the new era of mech
combat, they can still use their tactical skills to
command fleets of mechs.

Attaining the rank of andvar is the culmina-
tion of a life’s work. It is doubtful that a human
will ever hold this rank given their shorter
life expectancy; the rank requires at least a
century’s worth of consistent victories. When
an andvar retires, the Stenian council chooses
a prominent officer to replace him. Andvar are
usually very high-level characters from combat-
oriented classes. These days, mech combat
experience is a must to achieve this rank.

The andvar rank is named for a great dwarven
war commander named Andvari Stoneheel. He
was one of the greatest of all dwarven heroes
and his deeds were far too many to count. He
was known for killing dragons in single combat,
slaying giants by the hundreds, and reputedly
defeating a demi-god with only an axe and a
shield.

TABLE I-1: STENIAN CONFEDERACY MILITARY RANK INSIGNIAS

RANK MiLITARY SYMBOL
Parble spear

Regin horn & flag
Odhum axe

Marek crossed axes
Vardoc hammer & axe
Tenned hammer

Plygen war helmet
Andvar hammer, axe, & helmet

CIVILIAN SymBOL CoLor
wrench brown
horn copper
gear bronze
gear & wrench silver
gear & hammer gold
hammer red
labor helmet blue

gear, hammer, & wrench platinum

Rank Insignias

ach rank has a special insignia. In olden

days, dwarven warriors wore a mark of
rank or status clearly etched into the shoulder
or helmet of their armor. Since life aboard a
mech usually precludes regular use of heavy
armor, this custom has since been changed to
embossed patches that are worn on the shoul-
der or right chest area of the uniform, or on the
helmet. No Stenian would ever be caught in a
uniform that does not clearly display his rank,
so nearly every article of clothing that an indi-
vidual owns bears his insignia.

Table 1-1 shows the standard military symbol
for each rank. Civilians often adopt a version of
the military insignia for their own uniforms, so
the table also shows common civilian variants
on the military rank symbols. Each rank also has
a color associated with it, as shown on Table 1-1.
In the military, this color appears as highlights
or accents on the soldier’s uniforms. Some
mech pilots adorn their mech with accents in
the color of their rank.

Branches of the Military

The Stenian military has three distinct divi-
sions: the Footman Guard, the Mechanized
Assault, and the Mechanized Defense. The
Footguard, as they are called, are essentially
infantry. In the olden days, these would have
been axe-warriors and the most respected of
all dwarven heroes, but these days their role is
diminished. The Mechanized Assault primar-
ily command assault mechs, and spend most
of their time in the field. The Mechanized
Defense is responsible for defending the
city-mechs, and controls both the city-mechs’
defenses and some of the military policies on
board the city-mechs.

Even though the city-mechs are essentially
separate governments operating with a collec-
tive purposes, all of the military s generally
assumed to be one large organization. Officers
from other city-mechs and from other divisions

4& are treated with equal respect, and there is gen-

erally no friction between the different militar-
ies. Each city-mech has its own direct line of
command, so officers from other divisions
rarely issue orders to those outside their area
of command. But officers are shown the same
respect and obedience no matter what division
they are from, and battlefield commands rou-
tinely cross city-mech political lines.

The three divisions are as follows.

Footman Guard (Footguard): The Foot-
guard are the ground troops of the Confed-
eracy. They are responsible for ground warfare,
securing areas for mechs, support of mech divi-
sions, and maintaining borders. They clear out
monster burrows, hunt down enemies in areas
mechs can’t venture, and take combat to the
man-to-man level when necessary. They’re also
well trained in infantry tactics versus mechs,
including tripping them, entangling their legs,
boarding them, setting ambushes, and taking
fights to areas where mechs can’t follow.

The Footguard is also responsible for civilian
relations on board the mech. They act as a local
police, solve disputes, and apprehend crimi-
nals. Footguard are distinguished by an invert-
ed triangle that surrounds the rank insignia.
Most Footguard are fighters or warriors. Many
specialist Footguard units feature anklebiters,
while clerics are on hand to provide support.

Mechanized Assault: Most commonly
referred to as M-A’s, the Mechanized Assault
division is the bread and butter of the Stenian
military. Since the larger city-mechs lack
maneuverability, mech fleets are necessary
to maintain defense and a secure perimeter
around the mech itself. They are also responsi-
ble for patrolling the safe zones and keeping an
area free of danger. The M-A division is in con-
stant patrol around the mech and eliminates
any potential threats. They are often deployed
to deliver and recover troops, establish mobile
rally points for soldiers, escort cargo ship-
ments, and support field troops in battle.

Mechanized Assault officers wear a circle
around their rank insignia. Most are mech
jockeys or experts with a heavy concentration

%) in mech-based skills. Support squads include



coglayers and a few gearwrights, who help
maintain the mechs and provide special equip-
ment.

Mechanized Defense: M-D’s are the divi-
sion of the military responsible for the defense
of the city-mechs. They are the gunners, the
pilots, technicians, and reserves, and take
their orders often directly from the andvar in
command. M-D’s tend to consider themselves
separate or above other divisions of the mili-
tary, and rarely associate with soldiers outside
their division.

Mechanized Defense officers wear a pen-
tacle around their rank insignia. Their soldier
base features the widest variety. Many fighters
and warriors help enforce order on board the
city-mechs, but almost all have at least one
level of mech jockey. There is also a large group
of M-D’s who are single-classed mech jockeys,
as well as coglayers and gearwrights who pro-
vide support.

DragonMechs

he

forces section of the Stenian military

DragonMech units are a special

designed and trained solely to combat lunar
dragons. Each city-mech usually has one or
two DragonMech units ready to deploy if
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an encounter with a dragon seems likely.
DragonMech units, also referred to as “dragon

hunters,”

are almost exclusively comprised of
marek officers who have distinguished them-
selves on the battlefield. In the usual style of
marek officers, they generally operate outside
the normal chain of command, which is fully
acceptable since their duty is integral to the
mech’s survival. DragonMech pilots report
directly to the andvar of each city-mech, and
are given wide leeway to pursue anti-dragon
operations.

Membership in the DragonMech elite is
highly sought after but rarely granted. Mech
pilots that combat dragons on a regular basis
must be the best of the best, not only as a reas-
surance of their survival, but for the simple
fact that the role of the DragonMechs has a
higher calling. The DragonMechs don’t just
battle raiders or scavengers; they fight the very
creatures that created the chaos of the current
age, and are the most visible of the Stenian
Confederacy’s soldiers.

Most dragon hunters are at least 14th-level
mech jockeys. They have combat maneuvers in
their repertoire not found in any Stenian com-
bat manual. They’ve developed a wide variety of
cooperative battle techniques that are brutally
effective against both lunar dragons and other
mechs, but only if the participating pilots are
all experts.

Training with the Irontooth Clans is an
informal prerequisite of the DragonMechs, in
complete opposition to stated Stenian policy.
This fact is overlooked by Stenian authorities
because the DragonMechs are absolutely loyal,
and the benefits of Irontooth training are sub-
stantial. Highly skilled Irontooth mech jockeys
who are captured by the Stenian Confederacy
are sometimes “lost” for a period of time, dur-
ing which they’re forced to train DragonMech
units, if not serve time assisting on one of their
mechs. This is completely illegal, and these
under-the-table procedures are always formally
punished whenever a troublemaker exposes
them, but once the fuss is over, they continue
behind the scenes. Even the most conservative
Stenian administrator can’t doubt the benefits
of having mech pilots as skilled as the Dragon-
Mechs.

In combat, DragonMech units work with
uncanny synchronization. Their mechs are
separated into pairs or trios that specialize
in team combat tactics. The mech pilots are
close-knit teams who work together con-
stantly, developing specialized tactics unique
to certain weapons, terrain, or mech designs.
Their mechs are often specially modified with
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the singular purpose of defeating dragons. @»

To this end, they often have unconventional
weapons and tactics.

DragonMech officers are respected and
feared. Acceptance into their ranks is very
difficult and requires an excellent track record
prior to years of training. DragonMech units
are considered part of the Mechanized Assault
division, though they bypass almost all of the
hierarchy of that division. To designate their
specialization, a dragon surrounds the border
of their rank insignia.

The Justicars

he [Justicars are a special branch of the

plygen rank. They interpret the Law and
apply it to criminal matters. A Stenian who
achieves the rank of plygen and who has shown
exceptional aptitude, insight, and wisdom in
interpreting and applying the Law will be con-
sidered for the role of Justicar. Each city-mech
has three to five Justicars, who are appointed
by the Stenian Council to serve as arbiters of
justice aboard the city-mechs and within the
Stenian Confederacy itself.

Even though most members of the military
have wide latitude to enforce Stenian laws as
they see fit, this state of martial law still has
some constraints. Any member of the military
is always subject to having his decision over-
ruled by a higher-ranking individual. To prevent
this system from getting out of hand, and to
minimize the potential for corruption, the
[usticars are charged with formally interpreting
and applying the Law.

The [usticar are the closest thing the Stenian
Confederacy has to a conscience, though it’s a
twisted conscience at that. They are responsi-
ble not for maintaining order, but for ensuring
that an ordered infrastructure remains in place
so that the Stenian ideals, as expressed in the
Law, can be fulfilled. A soldier who oversteps
his bounds may be called to explain his actions
before the [usticar.

Actions that provoke inquiry by the Justicar
are not such trivial things as shooting before
asking questions, beating a suspect beyond rec-
ognition, or destroying an entire surface village
in order to bring its leaders under Stenian con-
trol. These are all perfectly acceptable actions
that further the reach of the Law. What pro-
vokes the attention of the [usticar are actions
that may weaken the Law. A soldier who accepts
abribe in order to let an Irontooth clansman go
unmolested would attract the attention of the
Justicar. Equally suspect would be a soldier
who has mercy on a lawless raider by looking
the other way while a pitiful rust-rider family
escapes to scavenge another day.



The goal of the Justicar, stated simply, is to

preserve the Law, the Stenian Confederacy,
and the system of order that allows both to
flourish. They usually focus their time only on
the most blatant or difficult violations of the
Law, and most Stenian citizens can go their
whole life without ever encountering a [usticar.
But woe be to those who do. The Justicar are
the only members of the Stenian Confederacy
whose actions under martial law can never be
questioned, by anyone, for they are the heart
of the law itself.

Justicars are given the authority to decide
punishments for the crimes brought before
them. In areas patrolled by mechs, it is very
rare that a criminal matter is ever brought to
trial. Footguard in the field dispense fustice
quickly and mercilessly, and dead bodies are
not considered fit to stand trial. However,
some cases require the decisions of a Justicar.
These include prominent figures who can’t be
dispatched without creating political prob-
lems, unusual cases in the gray areas of the Law,
or cases that involve members of the military.
In practice, the hand of the [usticar is felt only
in the most sensitive, extreme, or bizarre cases,
where common sense or generally accepted
interpretation of the Law isn’t enough to
decide the issue.

A trial before a Justicar s a frightening
experience. In most cases, these trials are not
held to determine guilt or innocence; it is
assumed that the individual is guilty. The trial
is merely held to determine the punishment he
will receive for his crimes. The evidence for and
against the accused is presented, and the Justi-
car rules on what punishment is appropriate. In
rare cases the [usticars may decide that there
is not enough evidence to warrant any punish-
ment, or the Law is vague on a specific area, but
these cases are truly noteworthy. The majority
of the time, if an individual is sent before the
Justicars, he will be punished.

Justicars are appointed for initial terms of
ten years. If they serve that term faithfully and
well, they are given permanent tenure, after
which point Stenian law has no allowance for
ever revoking their powers. Were it necessary,
other Justicars could theoretically police their
own, and eliminate a rogue. But so far this has
never been necessary.

Each city-mech has three to five [usticars
serving on it at any given time. Their tours
rotate between city-mechs regularly so that
no [usticar gains a particular attachment to a
given city-mech. This policy also ensures that
the decisions made by [usticars stay balanced
throughout the safe zones. When a [usticar is
between city-mechs, he often patrols the sur-

face world for a while, investigating the actions
of Stenian military on the surface, and making
sure civilians away from the city-mechs can see
a living, breathing representative of the Law.
A Justicar can commandeer military support
at will, so while on the surface they are often
accompanied by a unit of support mechs.

Each city-mech includes a special room for
fudgments by the [usticar. This room is sound-
proofed from the outside. Only the Justicars,
the accused, and a few hand-picked guards of
the highest caliber are allowed inside. A zone of
truth spell permanently prevents those within
the chamber from telling lies. Witnesses and
presenters of evidence are allowed to enter
the chamber and present their evidence to the
[usticars, but must leave after they’ve had their
say; they do not see the full process. All presen-
tations are subject to the will of the presiding
Justicar, who may dismiss some witnesses
as irrelevant as he sees fit. After all relevant
facts have been presented, the Justicar makes
his decision. If necessary, the guards immedi-
ately enforce it. One guard always carries an
extremely sharp greataxe and a basket in antici-
pation of the most extreme punishment.

The Justicars strive to make interpretations
of the Law fair and consistent. Despite their
cruelty and severity, they recognize that a cen-
tral tenet of order is consistent enforcement.
Nonetheless, they are feared universally, even
by those who have not committed a crime. They
are perceived by the masses as above the law
and complete arbitrary. Anyone called to trial
by a Justicar says his final goodbyes beforehand,
assuming his last day is at hand.
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THE STENIAN COUNCIL

he Stenian Council is the head of all

military and labor operations within the
Stenian Confederacy. The Council is made up
of 45 prominent gearwrights, andvars, [usti-
cars, clan leaders, and assorted officials. There
are nine members of the Council on each of the
five city-mechs. On each city-mech, they oper-
ate under a separate title as the overall com-
manders of the mech, while also serving a role
on the Stenian Council. There may be other
members of the Council who aren’t involved
in the city-mech’s management but are still
involved in the Stenian Council. On Nedder-
pik, for example, the three-man Council of
Navigators is also the mech’s representation
on the Stenian Council, along with the Admi-
ral Navigator, two [usticars, two high-ranking
members of the Gearwrights Guild, and an
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elder clan leader.

As members resign or die, replacements
are selected by nomination and vote of the
representative factions. Seats on the council
are highly sought after. The Council decides
nearly all matters that concern the Confed-
eracy and its decisions have a great impact on
life in general for all members of the Stenian
Confederacy. At the local level, the members
of the Council are the most powerful repre-
sentatives on each city-mech, and ultimately
determine all local policy. In a broader sense,
the Council’s most powerful authority is its
role in appointing leaders to all aspects of
Confederate life, from normal military rank
advancement all the way to the Justicars.

Military officers take their orders from the
Council. Although military officers are given
a great deal of freedom when in command of
their mech and over the territory they patrol,
orders from the Stenian Council take prece-
dence. Major military operations are ruled on
by the council and delegated to the appropriate
mech or commander. Most andvar have unques-
tionable loyalty to the council. They would
have never risen to such a prestigious rank if
they questioned or circumvented the desires of
the council. Occasionally, an andvar will act on
his own, but this is rarely a blatant defiance of
Council orders, and usually is a preemptive act
before the andvar is actually given his orders.

Each city-mech has some representation
of the Stenian Council on board at all times.
The council rarely meets with all 45 members
at once. This prevents a catastrophe of treason
or sabotage that would destroy the Council and
allow chaos to prevail. A yearly summit of the
entire Council meets only once a year aboard
a randomly chosen mech in a randomly chosen
location. Otherwise, small portions of the
Council serve on board a given city-mech and
decide all local matters that require the atten-
tion of the Council.

In the heat of battle, the andvar in charge
of a city-mech is almost always given complete
control over the battle. But once the battle’s
over, the Council is the ultimate authority.
If an andvar is ever derelict in his duties, the
Council assumes command until a replacement
can be found.

In day-to-day situations, the Council serves
as a reference point for Stenian law that the
andvar or the plygen may rely on to decide
matters of a non-military nature. This may
include setting policies on board the mech,
establishing new regulations for trade, extend-
ing borders for patrol, dealing with citizens of
the safe zones, or establishing peace talks with
enemies. Members of the Council serve a wide



variety of official roles as mediators, diplomats,
councilors, advisors, and administrators.

Council members are sometimes looked
upon unfavorably by members of the military.
The Council makes a great many military
decisions, yet the soldiers are the ones who
pay for those decisions with their lives. Even
though most Council members once served in
the military and have a deep understanding of
combat and its consequences, they still are not
the ones forced to clean the blood from their
blades at the end of a battle.
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THE GEARWRIGHTS GUILD

To outsiders, especially Duerok traditional-
ists, the Gearwrights Guild and the Stenian
Confederacy are the same organization. Even
laborers on the Stenian city-mechs can have
trouble telling the difference between Gear-
wrights monitoring the welfare of the mech
and generals checking on military readiness.
The Gearwrights are insulted by this, because
their traditions are much older than the city-
mechs and their skills go beyond clearing lunar
vermin off the surface.

Looking closer, it is clear that there are
great differences between the government of
the Stenian Confederacy and the Guild. The
root of the Gearwright Guild is the Master
Repository far from the surface world. The
Gearwrights’ greatest creations are purely
conceptual, not strutting across the landscape
for all to see.

Still, the Stenians have been marked by the
Guild and they by it. While the Gearwrights
designed the mobile metal cities with humani-
tarian intentions, they feel pride in the respect
and significance their craft has received in this
new order. The relentless pursuit of order and
hierarchy in city-mech culture is taken from the
Guild’s ancient traditions, though they claim to
distance themselves from surface politics.

In truth, the Gearwrights Guild guides the
fate of the Stenians from one of the highest
political positions. Through direct control
of Nedderpik and representatives on other
city-mechs, the Gearwrights Guild can direct
the activities of the entire Confederacy. The
Stenians dominate the flatlands thanks to the
Guild’s ongoing technological innovation,
and no faction within the Confederacy would
oppose them and risk losing that support. If the
Stenian Confederacy is the strongest and best
hope for the return of civilization to the surface
world, the Gearwrights Guild is the engine of
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MECHANICAL SCULPTURES
Note that nowhere does the aesthetic require a mechanism to accomplish a useful purpose. One mecha-
nism highly valued among collectors places colored mosaic tiles into random patterns.

These mechanical sculptures have no value among cultures that do not share the Guild aesthetic,
but in the Stenian Confederacy the right buyer would pay a great sum for such a treasure. Some small
mechanisms could be collected by characters and sold, but they tend to be very delicate and can be hard
to transport. Characters who are interested in building these for profit will find them difficult and time
consuming to produce, but a well-crafted mechanism meeting the aesthetic requirements of the Guild
can help the character advance in rank within the Gearwright prestige class.

Only characters with the Craft Steam Gear feat can build a mechanical sculpture. They must buy
a minimum of 100 gp worth of materials and attempt a DC 20 Craft (mechcraft) check to produce a
Tiny mechanical sculpture. Failure on the Craft check may mean that an item was produced that func-
tions as designed but does not meet the proper aesthetic standards. The DC rises by +4, and the cost
doubles, for every size above Tiny. Therefore, a Large mechanical sculpture would be DC 32 and cost
800 gp in materials to build. Because of the great care that must be taken to keep the appearance of the
mechanism perfect, it takes | day per 100 gp to build a mechanical sculpture — ten times the duration of
a normal project. Many Gearwrights use far more than the minimum amount of materials, building their
sculptures of copper, brass, or silver, and enameling it, encrusting it with gems, adding colorful tiles, or
otherwise ornamenting it.

Mechanical sculptures can be sold for their cost of materials to anyone interested in the metal.
However, to get the real value, characters should use a Gather Information check to see if there are any
mechanical sculpture connoisseurs in the area: DC 15 on a Stenian city-mech, 20 elsewhere in the Con-
federacy, and 30 in all other areas. If they find an interested party, they can get anywhere from nothing
to ten times the base cost, depending on the buyer’s aesthetic interest. If the PC meets all the require-
ments for starting or advancing in the Gearwright prestige class, giving a mechanical sculpture as a present
to an important officer of the Guild is a good way to be noticed. This can backfire, too, as a poorly made
example will earn dishonor within the Guild.

The value of a character’s sculptures will rise as he advances in rank and reputation, so many com-
mercial sculpture buyers pay careful attention to a character’s career plans when making a purchase. Of
course, art always goes up in value when the artist dies, so life as a daring adventurer has its commercial
appeal, as well.

Because mechanical sculptures are so delicate, any time a character carrying one fails a Reflex save
she must make a second Reflex save to see if the mechanism is damaged. A damaged mechanical sculp-
ture is only repairable with a Craft (mechcraft) check at the original building DC +2 — the fix must be
perfectly hidden to maintain the value of the mechanism as a work of art.
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ing power and oppression it presages.
The Gear-Driven Arts

f the Gearwright records and traditions can
be trusted, the organization was founded

that hope and the symbol of all the awe-inspir- 4& during the First Age of Walkers. The original

purpose of the Guild was to record and advance
the gear-driven arts, technologies that deal
with generating and transferring kinetic ener-
gy. They call the objects they create to manipu-
late this energy “mechanisms.” Most coglayers
outside of the Guild see this activity as a matter
of science or engineering, but Gearwrights



approach it as an art form.

The tenets of the Gearwright aesthetic were
defined in the book Appreciating Gearwork:
A Critical Guide, written in the First Age by
a Gearwright remembered only as Taminik.
It s rumored that three original copies still
exist, each stored in a section of the Master
Repository under the personal control of
each of the Master Gearwrights. When a new
person assumes this title, the original copy
of his predecessor is passed on to him. Lesser
Gearwrights know the book only by the many
copies that have been distributed by the Guild.
This is the synopsis:

1. Amechanism should have at least one moving
part discrete and removable from the rest of
the mechanism.

2. As the mechanism moves, the composition
of the entire piece should be balanced
and graceful at any position during normal
operation.

3. A mechanism should accomplish its purpose
as simply and efficiently as possible.

4. Mechanisms should be firmly connected to
all parts required for its operation.

5. Magic threatens the Age of Walkers. It
should not taint our work. (The modern
reproductions of Taminik’s book contain
footnotes indicating the historical context
of this premise: The reference is to the
first Age of Walkers during which Taminik
wrote, which was later ended by the advent
of magic.)

6. A mechanism should not be blemished with
obvious grease, oil, or scratches. No matter
how long it runs, it should remain clean and
smooth. A mechanism should not smoke or
have a bad smell after extended operation.

7. A mechanism should make no noise that is
not pleasant and musical.

As with all such artistic manifestos, the rules
are proved by the exceptions. Most controver-
sial are the Gearwrights who combine magical
constructs with clockwork or steam technol-
ogy. Subtler examples of rebellion include
mechanisms physically disconnected but which
interact through a pair of wavemakers. These
break the strict rules, but are they art? These
debates rage through the Guild.

Guild Structure

very Gearwright has proved his or her

worth. Even the newest apprentice is a
master of the gear-driven arts, and the elite
of any profession want to exchange ideas with
their peers. Although the focus of the Guild
is the advancement and preservation of tech-
nique and knowledge, the social aspects of the

organization are undeniable.

Coglayers are hailed as the saviors of the sur-
face world, but they are still strange to the refu-
gees they saved. They spend hours obsessed
with complex projects and speak a jargon few
of their countrymen understand. The Gear-
wrights Guild is a place where those coglayers
can find like-minded companionship.

Fierce loyalty, cliques, and personal politics
shape relationships within the Guild. Even as
factions within the Gearwrights struggle for
dominance, they acknowledge the importance
of their traditions and will band together in
the face of external threats. Rank within the
Guild is highly structured; the officers might
take small disagreements personally, but once
the Master Gearwright has made his decision,
it stands unquestioned.

The Masters do not involve themselves in
every decision for the Guild. They wield their
influence on a larger scale, stopping their
research only to give high-level direction.
They spend most of their time deep in the
Master Repository’s stacks. Although they have
personal interests, they are usually working on
many projects simultaneously.

Master Pilaston: Pilaston is the Master
Repositor. He is the newest and most passion-
ate Master, and was the personal assistant to
Parilus, the previous Master Repositor, before
he retired. He is continuing the work of his
mentor, attempting to collect records of the
largest mechs of all time to extrapolate a pos-
sible maximum mech size based on the proper-
ties of steam and metal. The work is controver-
sial because many Gearwrights maintain there
is no maximum mech size — in theory, they say,
you could build a mech to touch the moon.
Pilaston and his predecessor found this idea
so ridiculous that they began a huge project to
prove the theory wrong.

Master Theckne: The Master Regulor,
Theckne, pushes the art of clockwork mechs
to anew level. She continues to work on mechs
that can go without winding for longer and
longer times. One of her current theories is
that it might be possible to create a mech that
winds itself when struck by enemies in battle.
Theckne is a skilled orator and often speaks on
behalf of the Masters.

Master Rhorka: As the Master Cogulator,
Rhorka looks into opportunities offered by
the lunar rain. Earlier in his life, he focused on
alloying lunar minerals into terrestrial metals
with some interesting results. He is attempt-
ing to document a reproducible process for
using lunar minerals to create flammable,
translucent, and regenerative metals without
using magic. Rhorka prefers dealing with his
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subordinates individually in confidential con-
versations.

There is a myth that the Masters have a
secret book with a plan for conquering the
world. The same legends say that within this
book is a design for a machine to pull pieces of
the moon down to the earth, implying that the
Guild created the lunar rain to increase their
influence.

If such a machine exists, not even the senior
officials know of it. It is true, however, that the
Masters have a text called the Great Design.
Master Gearwrights through the eons have
recorded their plans, thoughts, and decisions
on its pages. By documenting their goals, the
Guild has managed to maintain consistency
across many generations of Masters. The Great
Design is not a guidebook to world conquest or
a constitution, buta collection of the individual
wisdom and leadership of the Masters since the
First Age. Many of the earliest entries have lost
all context, and even the Master Gearwrights
are unsure what to make of cryptic entries such
as, “The solar batteries from clockwork trees
should be available to all Guild members, not
just those who tend the orchard” and “Our
mountain brothers offered a treaty in exchange
for their freedom, but we can never allow their
monstrosities to walk the world again.”

Despite the size of the books containing
the Great Design, it is be clear from the writ-
ings that most Masters make only three or
four major decisions during their term. Only
the Masters are allowed to read these books,
although they have been known cite passages in
speeches and letters, so some information has
become common wisdom over time.

The senior officers work hard to coordinate
operations so the Master Gearwrights can con-
tinue drafting their advanced designs. They are
among the least productive of the gearwrights
because they must deal with administrative
issues. Still, even they spend at least half their
time hammering in a workshop, sifting through
the knowledge of the Master Repository, or
drafting a design theory. They seldom come
to the surface, preferring to administrate from
the underground stronghold itself. There are
thirty senior officers managing the affairs of
the Guild.

It is primarily the junior officers who run
things on the surface. They are given domain
over specific areas — for example, Gearwright
Trigtus is the funior officer who represents the
Guild on the Nedderpik Council of Navigators.
It is the responsibility of these officers to han-
dle the day-to-day decisions necessary to keep
mechs and workshops in working order. They
also meet with the Stenfan military to ensure
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their holdings are protected from outsiders.
There are sixty junior officers on the surface
and in guildhalls.

The gearwrights, journeymen, and appren-
tices do not have specific assignments unless
they have volunteered for duty in Nedderpik
or a guildhouse. These assignments can give
the Gearwright respect and material rewards,
but more importantly they are generally the
best way to ensure promotion within the Guild.
Usually lower-level members simply pay their
dues and come to events sponsored by the
Guild —after all, the average Gearwright would
rather be working on his personal project than
playing head mechanic on a Stenian mech.

This may sound straightforward, but in fact
the situation is made more complicated by the
factions that comprise the Guild. These groups
create a complex web of internal politics that
overlays this hierarchy.

Specializations

The three branches of the Gearwrights Guild
are roughly equal in number. Apprentices
and journeymen have no formal membership
in any of the three, but once they rise to Gear-
wright status they must pick their focus.

Repositors: This is the academic branch of
the Gearwrights. They are responsible for the
libraries of the organization. Repositors often
teach apprentices and journeymen the tradi-
tions of the Guild. [unior Repositors are usually
found maintaining guildhalls in strongholds
and city-mechs, while senior Repositors spend
most of their time protecting and updating the
books in the Master Repository.

The Repositors are focused on the past and
they strengthen the Guild’s ties to history,
especially the First Age of Walkers. They often
fall into conflict with the Cogulors’ attempts
to bring new concepts into the Guild. They
oppose the worship of Dotrak and any attempt
to combine magic and the gear-driven arts.

Regulors: As the applied branch of the
Guild structure, Regulors are usually found in
the field testing or repairing their creations.
They prefer to get their work tested and ready
for use as soon as possible. Junior Regulors
are the most common Guild officials in the
Stenian Confederacy, as they take responsibil-
ity for maintaining the mech fleet. The Senior
Regulors try to continue their work in the Mas-
ter Repository, building clockwork puppets
through the underdeep tunnels to protect the
area from intruders.

In general, the Regulors are in favor of the
status quo or, more often, whatever works.
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When they have the patience to sit through a
long debate, the Regulors are good at arbitrat-
ing conflicts between the other two branches
of the Guild. Just as often, however, they frus-
trate their colleagues by demanding that they
stop talking about issues and take action to fix
the problem.

Cogulors: This branch is focused on pushing
the envelope of the gear-driven arts. They like
to try new materials, attempt new techniques,
and incorporate elements from different disci-
plines in their work. Their goal is not to create
something that is useful or appropriate, but to
pursue what is interesting. Cogulors tend to
run their own workshops, where they can take
extreme risks without naysayers getting in the
way. The Senior Cogulors tend to be somewhat
calmer, but their time is usually occupied dem-
onstrating and documenting the bizarre new
technique or material they developed in their
younger days.

Most Cogulors are extremely impulsive
and don’t mind a discussion that generates
new ideas. They were the first to try combin-
ing the elven animated mechs with steam
and clockwork technology — this work was
eventually forbidden by the Senior Repositors
because they feared the elves would take this
technology for themselves. This reprimand
didn’t help the ongoing struggle between the
Cogulors and the Repositors over implement-
ing new technology.

Followers of Dotrak and the
Guild

Worship of the pseudo-god Dotrak is

growing among all segments of Stenian
society, especially among coglayers. But for-
mally joining the Gearwrights Guild presents
a coglayer with a quandry: The Guild requires
an oath of loyalty, and many senior Guild offi-
cials consider a strong religious affiliation to
indicate a divided loyalty. Even though many
gearwrights find Dotrak’s teachings appealing,
he has few acknowledged adherents among
their formal ranks.

The Guild is particularly suspicious of the
divine nature of the pseudo-clerics called Ves-
sels of Dotrak. Their abilities seem more like
magic than craftsmanship, even though they
have a natural skill with engines. Nonetheless,
Dotrak’s influence grows, especially since a
high-ranking Cogulor was transformed into a
Vessel.

Bracta (Cog7/Grtl0/VoD2) was a [unior
Cogulor before becoming a Vessel. Now she
attracts others to the worship of Dotrak. Since

4& They dislike long debates over abstract ideals. //F Gearwrights are atheists for the most part, her



cult has not attracted many Guild members,
but she has gathered a number of non-members
to her fold. The Guild is careful to distance
itself from the religious phenomenon without
ostracizing Bracta or her developing flock.
Technically, Bracta’s calling violates her oath
of loyalty to the Guild, but she has argued
that since Dotrak is the embodiment of the
Gearwrights’ values, she is more loyal to Guild
principles than she was before her conversion.
The Master Gearwrights are in the process of
considering whether she should be expelled or
promoted — this decision will probably guide
the Guild’s official position toward Dotrak for
centuries to come.

Guildhalls and Workshops

On most of the city-mechs and in many
cities, the Gearwrights Guild maintains
guildhalls. These are areas where members
can get access to special supplies and tools to
help them craft their mechanisms. Depending
on the area and the importance of the shop,
it may be defended by clockwork puppets, or
living guards may have been hired to keep out
intruders.

The reason for the guards is that the tools,
supplies, and designs kept within the guild-
hall can be quite valuable. Guildhalls can be
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interesting locations, and adventurers might
go there for designs, records, or construction
materials. (Perhaps a PC is a member or, more
likely, he has come to buy the services of the
Guild for some project. If he is quite bold,
perhaps he has been hired to break into a Guild
workshop and steal something.)

The ground floor and any floors above it are
usually the more public areas. There may be a
few offices, but nothing of value is kept on the
ground floor. There is usually a hall for meet-
ings, a banquet room for celebrations such as
the promoting of journeymen to Gearwrights,
and a formal hall for meetings with government
officials. Traveling Guild members may find
quarters here where they can sleep. The most
likely treasure in these rooms is art — espe-
cially mechanical sculptures, although a char-
acter unfamiliar with them must make a DC 20
Appraise check to know that they are valuable
at all. (Characters native to the Stenian Con-
federacy gain a +4 bonus to this check.)

A secret door somewhere on the ground
floor leads to the lower levels, where most
of the important work is done. There will
be a library with records of what was built,
purchased, and sold from the guildhall. It
will also have designs of mechs, both new
and old. Studying a good design for a lengthy
period (generally at least a month) gives a +2

circumstance bonus to a Craft (mechcraft)
check when building that model or something
similar.

The storage room will have tools and sup-
plies. There will be 5d10 pounds of mithral,
steel, or adamantine stored here, as well as
mech parts that can be used for repairs. For
purposes of salvaging parts with the Craft
(mechcraft) skill, treat the supply room as a
downed mech of a size class comparable to the
room’s size. It is easier to gather usable pieces
from a closet than a shattered mech, but many
of these parts are so advanced that it’s hard to
see what they might be used for. The Guild may
also sell these parts for a nominal price, if the
characters approach them directly.

The workshop itself is a cavernous room, at
least thirty feet high and fifty feet across. Some-
times double- or triple-sized workshops can be
found with forges scattered throughout.

The secret door is too small for a full-sized
mech to fit through. The intention is for por-
tions of the mech to be assembled here, and
then be taken outside and assembled. There are
a variety of block and tackle, forges, and large
tools around the room. Many larger workshops
will also have clockwork puppets to assist,
which reduces the number of non-Guild work-
men they need to allow into the workshop.

Other rooms in the guildhall are prob-
ably empty at night, but there is almost always
someone in the workroom toiling regardless of
the hour. However, the furnaces and the noise
of the work itself can conceal an attempted
entrance into this area. During the day, these
rooms are full of Gearwrights and hard-working
laborers hard.

Mech-Building Philosophy

he Gearwrights personally train all the

coglayers and blacksmiths who work for
the Stenians, often to the annoyance of an
already skilled workforce. This has imprinted
their philosophy and aesthetic on the Con-
federacy. Even so, the ideals of the Guild are
more focused on the work of a single crafts-
man following his inspiration than a society
attempting to defend itself. Nedderpik, the
ultimate expression of the Guild’s values, had
to make concessions to the limited resources
and urgency for its deployment. To have built
Nedderpik by the strictest standards of grace
and beauty would have taken generations —the
final result would have been every inch a work
of art, but finished too late to help the dwarves.
Further concessions have been required of
late, as the Stenian military has begun pushing

%) an agenda of assembly lines and mass manufac-



ture, contrary to the desires of the Guild.

In addition to concessions to their situation,
the Gearwrights Guild can’t inspect every new
mech and every repair job. Still, the Stenians
are opposed to relying on a random worker’s
judgment to maintain their most expensive
and important creations. Consequently, they
have created standards enforced by periodic
inspections of all mechs within their fleet.
Sometimes the Gearwrights run these inspec-
tions, but more often military mechanics and
coglayers perform them.

One of the most important standards the
Stenians maintain is the interchangeability
of mech components. Although early mechs
were customized by the coglayer who build
them, officers became frustrated when a
mech’s steam tank ruptured and none of the
intact steam tanks from disabled mechs would
fit into models of similar size. Over time, with
the number of mechs that needed field repairs,
it became obvious that parts and designs had
to be standardized. Today, any recently built
Stenian mech can get the basic parts it needs
from any other recently-built Stenian mech
within one size of itself, although this will dis-
able the “donor” mech. In salvaging a downed
Stenian mech, a coglayer receives a +4 circum-
stance bonus to find parts useful in repairing
another Stenian mech or steam power.

The other advantage that emerged from this
standard was that mechs became more reliable,
because spontaneous innovation is restricted.
Where such innovation continues, it conforms
to existing standards, making new features
safer. Overall, however, although they may
trade a steam gun for a changler or add armor
plating, most Stenian mechs of the same mili-
tary models have equal attributes and the same
squat, solid look.

Aside from aesthetics and practical con-
cerns, the main force that defines how the
Stenians build mechs is the presence of the
great city-mechs. There are three principal
tasks engaged in by coglayers and the mechs
they build: repairing or enhancing the city-
mechs themselves, defending the city-mech
from attackers too small to engage effectively,
and running scouting patrols some distance
from the city-mech.

This is not to say that other activities are not
important — the mech-building Fell Hammer
and the digger Earth Breaker are considered
useful and ingenious mechs. But until the
surface is safe from mech tribes, hostile mech-
doms, and lunar dangers, the three principal
tasks are dominant.

The Gearwrights Guild guides all repairs
to the city-mechs. New improvements to the

design of these walking fortresses are rarely

approved, because the city-mechs are already
such impressive structures. There is always a
risk that a new feature will affect or even dis-
able other parts of the mech, so an improve-
ment must be obviously useful and low-risk to
be approved by the Guild. That said, when it
comes to the innovations of their own mem-
bers, Gearwrights are often more willing to
try new things, so if a coglayer can get his idea
supported by an member of the Guild, he will
be more likely to see it happen.

Defending the city-mech is done by mechs
designed to deal with infantry, cavalry, and
smaller mechs. Designs in this area focus on
improving trampling for mechs of Colossal
size or greater, as well as work on area weapons
such as steam guns and flame nozzles. Poison-
ous clouds have been experimented with, but
generally the Confederacy wishes to make the
land safe for their people after a battle, and
airborne poisons have a way of drifting toward
towns or lingering in valleys. Swift troop
transports and infantry support mechs are also
useful for defending the area around the city-
mech, as are siege shields and other forms of
passive defense.

Scouts tend toward speed, such as the Crag
Strider, or distance attacks, such as [anzeter’s
Mobile Cannon, Mark I. The point of these
mechs is to find a threat and either dispatch
it or alert the city-mech. Because the Stenians
tend to produce well-built mechs in large num-
bers, many of these small scouting groups are as
powerful as the war parties of other mechdoms.
However, due to the expense of these mechs,
the Confederacy never considers a scout party
expendable, and will always investigate if a
group does not meet the city-mech at its sched-
uled rendezvous.

One result of these philosophies is that the
Stenian military has become a sort of faceless
leadership. If a commoner doesn’t live on a
city-mech, they’ve probably never seen a mili-
tary mech jockey or coglayer in the flesh. If the
government were aware of this problem, they
would say that they don’t have time to both
reassure civilians and keep the region safe.
Without personal contact, the people that pilot
and work in the mechs can be as feared and
misunderstood as the machines in which they
work. Still, the Stenian Confederacy controls
their population through a combination of
gratitude and intimidation. This attitude may
be a by-product of their mech-building phi-
losophy, or perhaps their political approach
instructs their logistic decisions. Either way,
their efficiency and organization comes at the
cost of populist heroics.

MEChs 0
Che STENTAN
CONFEDERACY

he Stenian Confederacy has the most tradi-

tional mechs in existence — and also some
of the most advanced. No other mechdom has
both the historical constraints imposed by the
design standards of the Gearwrights Guild,
or the vast pool of knowledge and constantly
advancing techniques of that same faction. The
result is a wide variety of mechs, serving all pur-
poses. Many have been presented before. Here

are a few more.
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ARBITRATOR

Size: Gargantuan

Power Source: Steam

Payload Units: 11

Height: 25 ft.

Space/Reach: 10 ft. by 10 ft./10 ft.

Crew: 3 (weapons: 3)

Firing Ports: 5

Hit Dice: 22

Hit Points: 121

Critical Thresholds: Green, Yellow 61,
Orange 30, Red 12

Base Initiative: -1

Speed: 40 ft.

Maneuverability: Average

AC: 6

Hardness: 12 (steel)

Base melee attack: +2

Base ranged attack: —1

Unarmed damage: 1d10+6

Trample: largest Medium; safe Small; dam-
age 3d6

Saves: Fort +2, Ref -2, Will -

Abilities: Str 22, Dex 8, Con -, Int —, Wis —,
Cha-

Mechcraft DC: 36

Base Planning Time: 72 days

Base Cost: 1,431 gp

Total Cost: 6,551 gp

Labor Time: 1,920 man-hours

Construction Time: 24 days (10 avg. laborers
plus 1 overseer)

Special: Extra weapon mounts (1)
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PU Use

3 Crew

8 Weapons
1] Total

Arbitrators are a common mech among
the Mechanized Assault division of the
military. Since they are versatile and can host a
variety of weapons, they serve many functions.
The basic chassis resembles a 25-foot tall dwarf
with no head and massive shoulders. The lack of
ahead is intentional: since the torso is specially
designed to be able to spin 360°, the mech has
no front or back. Often one arm will point
in one direction while another points in the
opposite direction, then both will spin 360° to
reverse facings. The left arm is equipped with a
steam cannon or ballista, while the right often
carries a powerful melee weapon. The basic
design is easily modified by the mech jockeys
that own them and Arbitrators tend to be quite
personalized. The weapons listed are standard
weapons for the base model.

The relatively small size of the arbitrator
allows it to attack both enemy foot soldiers
and mechs alike. Arbitrators are commonly
deployed in units of 3-5. They make excellent
support for ground troops since they tend to be
equipped with long-range cannons or ballistas
that soften enemy forces before the troops
close in. They also serve as a mobile rally point
for ground operations and often establish a safe
retreat zone for friendly infantry. They are large
enough that common monsters stand little

TABLE I-2: MECHS OF THE STENIAN CONFEDERACY

Mech Name Faction Size Power Price (GP)
Arbitrator Dwarves (Stenian) Gargantuan Steam 6,55l
Landshark Dwarves (Stenian) Colossal Steam 13,152
Pouncer Dwarves (Stenian) Huge Steam 1,226
TABLE I-3: ONBOARD WEAPONRY - STENIAN CONFEDERACY
LocATioN ARrc oF FIRE WEeAPON (DAMAGE, RANGE IN FT., OTHER) PU CREW
Arbitrator Onboard Weaponry
Left arm 180° forward* Huge steam cannon (2d10/x3, 1000) 4 2
Right arm Melee* Huge axe blade (2d8+6/x3) 4 |
Total 8 3

*SINCE THE TORSO CAN SPIN !600, THE ARC OF FIRE PERTAINS ONLY TO THE DIRECTION THE MECH IS CURRENTLY FACING.

Landshark Onboard Weaponry

Head Melee Gargantuan mech bite (2d8) 8 |

Back 45° forward Huge steam cannon (2d10/x3, 1000) 4 2

Total 12 3
Pouncer Onboard Weaponry

Right shoulder Melee Large lance (2d6+6/x3) 2 |

Underbelly 90° forward Huge ballista (3d6/x3, 120) 4 |

Total 6 2

chance against one, yet small enough that they
can even follow creatures into their lairs.
Arbitrators are made almost entirely of steel
and are plated with sheets of lightweight armor.
They look like a headless suit of dwarven plate
with large weapons instead of hands. Small
shuttered viewports look out from each of the
cockpits. Several steam pipes stick out from a
large chamber on the back of the mech. The
legs are single-jointed and very sturdy, with
large stone block feet to counteract the weight

of the massive shoulders.

The arbitrator is operated by a three-dwarf
crew. Two dwarves run the weapon systems
from small cockpits in each of the shoulders,
with the pilot assisting as needed for the steam
cannon. Each of the gunners’ cockpits is built
into the mech shoulders in a ball-joint system,
so the individual cockpit can spin 360° just as
the main mech does, too. The cockpits have
view ports from both front, rear, and side fac-
ings. The pilot of the mech sits in the central
cockpit located in the hips of the chassis. The
main pilot controls the legs and the spin of the
torso. From here he is also able to command
and coordinate the movements of the gunners.

The crew of an arbitrator is often com-
manded by a regin or higher-ranking officer.
One of the gunners is usually the second in
command and is typically one rank lower than
the commanding officer. In the event of the
commander’s death, the gunner can slide down
a chute to take his position in the center cock-
pit. Communication on board the arbitrator is
aided by a series of wavemakers.

Space within an arbitrator is limited. The
cockpits were designed with dwarves in mind
and members of larger races will find these
spaces quite confining. It is possible to modify
the pilot’s cockpit to accommodate larger rac-
es; however, the gunner cockpits are small even
for dwarves. Many a commanding officer of an
arbitrator has been forced to assign extra physi-
cal training for pilots under his command who
have a hard time fitting into their seats. There
are no sleeping quarters on board the arbitra-



tor, and mech teams on board have learned to
take their meals and leisure while remaining at
their posts.

The arbitrator typically charges by enemy
positions in a passing attack. If the attack suc-
ceeds, the arbitrator is now positioned behind
the enemy mech. A quick spin of the torso
allows the arbitrator to attack the rear or flank
of the enemy while the enemy mech is forced
to turn around. If the initial attack misses, the
arbitrator is still in position to spin and attack
the vulnerable backside.

Special Rules

otating Torso: The arbitrator’s torso is
Rable to spin independently from the lower
legs and can face any direction. This allows for
a great deal of freedom on the battlefield. The
torso is treated as having perfect maneuver-
ability for purposes of turning in place and
maximum turn per round. It can be swiveled as
a free action up to once per round by each crew
member, on their turns.

>
>

LANDSHARK

Size: Colossal

Power Source: Steam

Payload Units: 24

Height: 15 ft.

Space/Reach: 15 ft . by 35 ft./15 ft.

Crew: 4 (weapons: 3)

Firing Ports: 13

Hit Dice: 48

Hit Points: 264

Critical Thresholds: Green, Yellow 132,
Orange 66, Red 26

Base Initiative: -1

Speed: 40 ft./20 ft. burrow

Maneuverability: Average

AC:2

Hardness: 13 (steel, Colossal)

Base melee attack: +2

Base ranged attack: —1

Unarmed damage: 1d12+10

Trample: largest Large; safe Medium; dam-
age 4d6

Saves: Fort 0, Ref -4, Will -

Abilities: Str 30, Dex 8, Con —, Int -, Wis -,
Cha -

Mechcraft DC: 39

Base Planning Time: 78 days

Base Cost: 2,862 gp

Total Cost: 13,152 gp

Labor Time: 3,840 man-hours

Construction Time: 48 days (10 avg. laborers
plus 1 overseer)

Special: Extra payload mounts (8)

PavLOAD UsAGE

PU Use

4 Crew

8 Passengers (usually an assault squad)
12 Onboard weaponry

24 Total

ooking like its frightening namesake, the

landshark s a unique type of mech. Its
subterranean mobility lets the landshark serve
as a spy, artillery support, and troop transport.
Unlike the lumbering earth breaker (see page
7 of the Mech Manual), the landshark is espe-
cially intended for combat, not construction.

Landsharks are approximately 35 feet long
and 15 feet wide. The front of the mech houses a
large pair of serrated steel drills, which not only
add to the fearsome appearance of the mech
but serve as a weapon. The drills can snap tight
as if they were mandibles, dealing a great deal
of damage, or they can perform their original
function, enabling the landshark to burrow
through solid rock. A retractable steam cannon
complements the unit’s arsenal.

Landsharks have four powerful steam-driven
legs (also retractable) and are jointed twice
in the middle. The {aws of the landshark can
pivot 35° in either direction to allow the mech
to move rocks or even bite the legs of enemy
mechs. The large fin at the rear of the shark
conceals the steam cannon when not in use. A
small viewing window is located at the top of
the head. The tail of the mech covers the rear
exit bay, which can be used to enter the mech
or deploy a small unit of soldiers. Landshark
crews sometimes paint menacing faces on the
sides of the mech and some witnesses of the
mech in action have mistaken it for the actual
beast.

Landsharks travel by burrowing beneath the
earth. Powerful steel legs push it along while
the steel jaws soften the earth before it.
They are very slow, but since they can move

underneath the earth virtually undetected, they
are formidable additions to the military.

When resting within 10 feet of the surface,
the landshark is able to deploy a periscope from
the top of the head. Noticing a landshark peri-
scope requires a DC 15 Spot check, since most
casual observers would not recognize it for
what it is. Since the steam cannon employed by
the mech has excellent range, landshark com-
manders prefer to park a great distance from
enemy positions, fire their shells, and retreat
into the earth before they are spotted.

The main cockpit is located just behind the
head with area for the pilot and the commander
(who often controls the bite). A team of two
rear-mounted gunners operates the steam can-
non. The excess crew space is generally used
for shock troops, but the remaining crew fills in
positions where they are needed and it is com-
mon for landshark crews to trade off on their
assignments.

Landshark crews are typically commanded by
a vardoc or marek officer. The second in com-
mand is usually an odhum or regin. The rest of
the crew will be parbles, with the possibility of a
marek or regin as the commander of the assault
squad on board.

Piloting a landshark mech s no small feat.
Since there is virtually no visibility when
underground, the pilot is forced to steer on
instinct alone. Coglayers have experimented
with sonar devices that assist somewhat, but it
is the dwarven native sense of life underground
that makes such tunneling possible. Other races
have a much harder time fudging distances and
depths under the ground, but the dwarves seem
to do it by instinct.

It also helps that the Stenian Confederacy
has developed detailed navigation charts for
underground raids. By carefully tracking the
rate of travel and the mech’s bearing, the mech




commander is able to roughly position his mech
relative to surface features. Detailed maps of
terrain are essential to landshark travel, since an
inadvertent course under a lake or river could
spell doom for the crew. In unknown areas, the
mech travels within 20 feet of the surface and
rises to periscope depth to take a visual picture
of the immediate bearing before continuing
forward.

Although landsharks rarely get involved in
mech-to-mech combat, they are not defense-
less. If an enemy is too close, the landshark
typically uses its large steel jaws. The goal is to
grasp an opponent and retreat into the earth,
hopefully toppling the enemy mech. Alterna-
tively, the landshark attempts to get beneath an
enemy mech and rise upward, spilling the mech
onto its side where the steel jaws finish the job.

For most military operations, the landshark
spies on enemy positions and relays these
coordinates to a support fleet of arbitrators or
similar mechs. They usually lend fire support
but rarely get involved in the actual combat.
Their intention is to spy and retreat without
their enemy even knowing they are there. Modi-
fied landsharks have been used to deploy troops
into enemy terrain, and it is not unknown for a
small unit of special forces (usually mareks) to
be delivered to their combat zone by a land-
shark mech.

Special Rules

Attack From Below: A landshark may
attempt to trip an opposing mech

by rising to the surface beneath
the target’s feet and making a
bite attack. This special attack
from below can only be made
on the first round of combat
when the landshark charges.
Treat this as a normal trip attack
for two antagonists of the appro-
priate size and Strength, with the
landshark gaining a +8 bonus
due to its low center of grav-
ity and upward thrust. When
making an attack from below, a
landshark cannot be tripped in
return on a failed trip attempt.
However, it is not capable of
gracefully switching into
reverse, and landsharks

that fail with this tactic are

often exposed to enemy
attacks while scrambling

to get back underground.

POUNCER

Size: Huge

Power Source: Steam

Payload Units: 7

Height: 15 ft.

Space/Reach: 10 ft. by 10 ft./10 ft.

Crew: 1 (weapons: 2)

Firing Ports: 1

Hit Dice: 12

Hit Points: 66

Critical Thresholds: Green, Yellow 33,
Orange 16, Red 6

Base Initiative: +1

Speed: 60 ft. (but see below)

Maneuverability: Good

AC: 8

Hardness: 10 (iron)

Base melee attack: +4

Base ranged attack: +0

Unarmed damage: 1d8+6

Trample: largest Small; safe Small; damage
2d6

Saves: Fort +2, Ref -2, Will -

Abilities: Str 22, Dex 12, Con -, Int -, Wis -,
Cha -

Mechcraft DC: 43

Base Planning Time: 66 days

Base Cost: 696 gp

Total Cost: 1,226 gp

Labor Time: 960 man-hours

Y Construction Time: 12 days (10 avg. laborers
plus 1 overseer)

PavLoaD UsaGE

PU Use

| Crew

6 Onboard weaponry
7 Total

he pouncer is a specialized mech designed

for the DragonMech special forces unit.
Although it lacks the dragon’s power of flight,
the pouncer is able to leap great distances into
the air and attack dragons on their own terms.
The life of a DragonMech pouncer pilot is
often very prestigious — and very short.

A pouncer has of a central globular body
with two retractable arms that end in talon-like
hooks. A large lance is firmly fixed to the right
shoulder. A pair of powerful backward-jointed
legs suspend the unit off the ground. A small
steam engine rests on the back of the unit
underneath a layered metal canopy that closely
resembles the chitinous covering of an insect,
and the two large cockpit windows look like a
bug’s eyes. Beneath the central globe rests a
large ballista. Ambitious coglayers have tried
attaching the ballista’s bolts to chains and
winches to create a smaller chain tentacle, but
with little success.

The pouncer is quite swift on the ground
and can often easily outdistance creatures that
could cause it damage. They are usually used
to get a dragon’s attention and lure it closer
to the ground where the other mechs in the
DragonMech unit can easily attack it. Charges
from a fleet of Pouncers have deadly results
when the forward lance is employed. However,
the specialty of the pouncer is not in its speed
or agility, but its ability to jump.

The cockpit of the pouncer is fust large
enough for one Medium humanoid. The mech
is entered from the belly, which is also the
most vulnerable part of the mech. Pilots are
often welded in to prevent an angry dragon
from ripping open the hatch and devouring the
pilot. Pouncer missions are usually very short,
as pouncers are not intended for patrol. Their
use is restricted to dealing with dragons when
the need arises.

Special Rules
umping: The pouncer is able to leap
because of a specially designed steam
engine that uses explosives to give it short

bursts of massive power. The explosive
agents are chemicals housed in the rear of

the engine. When these volatile agents are
4“‘ mixed, they ignite and propel the pouncer



high into the air. The pilot manages the amount
of chemical released and can therefore control
roughly how high he jumps. The legs are built
to withstand the impact when the pouncer
lands.

No pilot has managed to survive a jump of
more than 300 feet. The mech’s legs are not
strong enough to save the unit from such a high
jump. Even much shorter jumps often leaves
the cockpit buried several feet in the ground.
And mixing that much of the explosive chemi-
cals effectively transforms the pouncer into
a very large bomb. Shorter jumps are advised
— unless your goal is a heroic death by detonat-
ing atop a lunar dragon.

To perform a jump, the pilot must succeed
at a Mech Pilot skill check against DC 30. This
check allows him a vertical leap of up to 50
feet. To add horizontal distance to the jump,
the pilot must make a Mech Pilot skill check
per the normal jumping rules (see page 88 of
DragonMech).

Jumping higher than 50 feet requires a Mech
Pilot check of DC 30 plus 2 for every additional
10 feet. Thus, a 90-foot-high jump has a DC of
38. If the skill check is successful, the pilot has
jumped to the desired height.

Failure on a jump check can mean several
things. A roll of 1 indicates a misfire and explo-
sion, which damages the mech; see below.
Any other failure by 5 or more indicates the
explosive agents weren’t timed properly and
the mech doesn’t leave the ground. A failure by
4 or less means the mech jumps, but lands off
target. Use the rules for missing with a thrown
weapon given in Chapter 8: Combat of the
PHB, treating the pouncer’s range increment as
5d10 feet (rolled with each missed jump).

A roll of a natural 1 on any Mech Pilot skill
check intended to make a pouncer jump or
land indicates a malfunction. The mech auto-
matically suffers a main boiler explosion, as
if an attacker had rolled 00 on the critical
hits table (refer to Table 2-4 on page 74 of
DragonMech).

Any jump that covers a total vertical and hor-
izontal distance of 201 feet or more is in danger
of damaging the mech when it lands. In these
situations, the pilot must make a Mech Pilot
check against DC 30 when landing the mech.
Failure indicates the mech takes damage equal
to a fall of the distance traveled less 200 feet.
For example, a pouncer leaps 120 feet high and
120 feet across to attack a nearby dragon. This
is a total distance of 240 feet. When it lands,
the pilot must make a DC 30 Mech Pilot check.
If he fails, the pouncer will take 4d6 damage,
as if it had fallen 40 feet. This falling damage
automatically bypasses hardness.

TABLE I-4: DURGAN-LOK PAYLOAD USAGE

PU Use

1,448 Cramped workspace, living quarters, and common spaces for 965 civilians and crew

200 Less cramped quarters for 70 senior military personnel, aristocrats, council members, and |usticars
64 Foundry and repair bay for mechs of Colossal Il or smaller

160 Hangar space for mech fleet

184 Onboard weaponry

2,056 Total

TABLE I-5: DURGAN-LOK ONBOARD WEAPONS

LocaTion Arc oF FIRE WEAPON (DAMAGE, RANGE IN FT., OTHER) PU CREW
Right arm 180° forward Colossal Ill steam cannon (8d12/x3, 800) 64 3
Left arm Melee Colossal Il axe blade (7d12/x3) 64 |
Shoulders 360° 2x Colossal Il steam cannons (6d12/x3, 850) 32 3
360° 2x Colossal steam cannons (4d10/x3, 900) 16 3
360° 2x Gargantuan steam cannons (3d10/x3, 950) 8 2

A successful jump attempt means not only
that the pilot got his mech into the air, but
that he can guide it effectively. A mech that
has fumped can make melee attacks against
creatures in its path, provided the pilot has the
Spring Attack feat.

Any melee attack made during a fump is
treated as a charge. A pouncer that uses its
lance while jumping is treated as if it charged
with the lance.

CITY-MECH DURGAN-LOK

mposing, legendary, and presigious: Dur-

gan-lok is the best known city-mech in all
of Highpoint, for it was the first. Constructed
under the supervision of Parilus himself, it is
a model of advanced engineering, despite its
antiquated appearance. Gearwrights like to say
it is both ancient and modern, for it combines
the oldest secrets of the Master Repository
with the needs of the new age. Its residents
don’t care; what they value most is the security
it brings.

Stats
Size: City-mech C
Power Source: Steam
Payload Units: 2,056
Height: 500 ft.
Space/Reach: 270 ft. by 270 ft./270 ft.
Crew: 514 (weapons: 12)
Firing Ports: 329
Hit Dice: 528
Hit Points: 2,904
Critical Thresholds: Green, Yellow 1,452,
Orange 726, Red 290

4& Base Initiative: -5

Speed: 140 ft.

Maneuverability: Clumsy

AC:2

Hardness: 22 (stone, City-mech C)

Base melee attack: +16

Base ranged attack: —5

Unarmed damage: 9d6+24

Trample: largest Colossal V; safe Colossal I11;
damage 11d6

Saves: Fort -2, Ref -8, Will -

Abilities: Str 58, Dex 0, Con -, Int —, Wis —,
Cha-

Mechcraft DC: 70

Base Planning Time: 140 days

Base Cost: 335,667 gp

Total Cost: 337,667 gp (not including weap-
ons)

Labor Time: 491,520 man-hours

Construction Time: 123 days (500 avg. labor-
ers plus 50 overseers)

TABLE I-6: DURGAN-LOK MECH FLEET

MecH Size PU  QuanTiTy ToTALPU
Juggernaut ~ Gargantuan 16 4 64
Arbitrator ~ Gargantuan 16 4 64
Lancer Gargantuan 16 2 32
Total 160
Combat Tactics

urgan-lok lacks versatility on the battle-

field. Because Durgan-lok was originally
designed with a dwarven stronghold in mind,
it fights like a mobile fortress. It is primarily
defensive, with a huge battery of steam cannon
artillery that can be aimed at whatever comes
near. Its only concession to modern mech war-

//F fare is a gigantic axe, which is one of the least



effective melee weapons in this age of buzz-
saws and bomb launchers. Even so, those
who wish to modernize Durgan-lok have
gotten nowhere; the first city-mech should
rightfully serve as a symbol of the dwarves,
say the senior officials of the Stenian Con-
federacy, and what better way to do that
than with an enormous battleaxe?

The legs do not contain weaponry,
which was later corrected on the construc-
tion of city-mechs that followed. Instead,
soldiers on the lower leg levels fire out
from weapon ports throughout the legs to
repel ground attackers that attempt to board.
If the docking bays are opened, there’s enough
space for nearly 100 soldiers to bring their
weapons to bear, not to mention another
200-odd firing ports within easy range of
ground level, so the city-mech can present an
impressive array of infantry fire if need be.

The right arm cannon could be considered
the mech’s primary weapon. It is employed
exclusively at the enemy that is deemed the
greatest threat. Unfortunately, this also
makes it the primary target for enemies.
Gun crews that operate the arm cannon
understand this and consider it a honor to draw
the fire of the enemy because it means they
are doing their job. The axe on the left arm is
used only in close desperate situations and is
directed at the enemy mech’s legs or joints.

The main defense of Durgan-lok is its mech
fleet. It was never intended to engage in out-
right battles on its own for very long. Instead, a
fleet of mechs from its hangar are in charge of
protecting the mech and destroying enemies.
The smaller mechs are faster and more ver-
satile, and present a much more immediate
threat than the city-mech itself. When battle
ensues, the mech fleet immediately deploys
and attempts to draw enemy fire.

The one exception is attacks by tightly
clumped enemy forces. Intelligent races have
learned not to make such attacks, but monsters
and less canny raiders (such as orcs unfamiliar
with a city-mech) sometimes make this same
mistake that’s been made many times before.
In these cases, the mech fleet remains on board
— and Durgan-lok simply takes a step in the
enemy’s direction. All that remains after that
is finishing off whoever escaped the trample,
then scraping the crud off the city-mech’s feet.

Surprise attacks to the city-mech are very
rare. Smaller mechs constantly patrol the area
for miles around Durgan-lok and can easily
engage or destroy the enemy long before they
reach the structure. In addition, landsharks and
crag striders deployed ahead of the city-mech
will detect an enemy presence long before it

is a threat. These patrolled “safe areas” around

the mech provide a constant forewarning of
enemy approach.

Appearance

utside: Durgan-lok was the first city-

mech ever built, under the instruction of
Parilus himself. It is boxy, squat, and awkward,
looking more like a mobile fortress on legs
than a humanoid. Nonetheless it is built with
extremely advanced techniques, for it is the
only city-mech to be constructed under the
direct supervision of a Master Gearwright. It is
rumored that spies and agents of Shar Thizdic
have tried for decades to infiltrate Durgan-lok
in order to learn its secrets, whether through
bribe, blackmail, or subterfuge, but to this day
the military’s secret police have stopped every
attempt.

Durgan-lok stands 500 feet tall. The whole
of the mech is surrounded by sturdy stone
armor over an iron skeleton. In most respects,
Durgan-lok resembles a walking stronghold. It
has square shoulders that house a huge array
of steam cannons. The right arm of Durgan-
lok ends in an enormous steam cannon, while
the left arm wields the traditional weapon of
the dwarves, an axe (of massive proportions).
Smokestacks and chimneys line the mech, fill-
ingthe air with black smoke that can be seen for

Y milesasthe mechlumbers along. Unbeknownst
to those who have not been in Durgan-lok, its
joints and vulnerable points are reinforced with
mithral plates, an innovation not yet adopted
by Shar Thizdic’s mechs.
Interior: The shins of Durgan-lok
open into the mech bays, where
fleets of smaller mechs are quick-

b ly deployed to the ground.
Large platform doors lower
/ to deposit the mechs onto
the ground where they can
easily defend the structure from
all sides. Patrols of smaller mechs
(such as arbitrators or juggernauts)
maintain a constant perimeter around the
mech and are relieved at regular intervals.

The legs above the hangars are dedicated
to the operation and movement of the mech.
These cavernous expanses of massive machin-
ery are attended by coglayers who often sleep
on tiny cots housed on the fringes of their
assigned area. A great many coglayers end up
hard of hearing from such long-term sleeping
arrangements. Little do they know that the
minor problems they find should be the least
of their concerns; thanks to the coglings dwell-
ing deep in the gear forests, few coglayers ever
need venture deep into the machinery.

Personnel and visitors travel from the han-
gars to the upper levels of the legs via either
a series of stairs and chutes, or four gigantic
steam-powered freight elevators. The eleva-
tors are generally reserved for dignitaries and
military personnel, though in slow periods
their use may be offered to visitors with cargo.
Otherwise, visiting merchants must truck their
goods up more than 30 stories of staircases by
foot. Travel up the stairs is a grueling trip and
can take a great deal of time, but for dwarves
accustomed to mountain strongholds, it’s not
that different than life back in the underdark.

The upper thighs of the mech serve as
housing and living quarters for less important
personnel. These quarters are cramped and
uncomfortable, with several individuals often
sharing very small bunkrooms. For dwarves this
israrely a concern since they spend a great deal
of their lives in such crowded conditions. How-
ever, humans and larger races that serve on Dur-
gan-lok find that life here requires some adjust-
ment. Entire extended families sometimes live
in a 10 foot by 10 foot room. When Durgan-lok
was constructed under the height of military
preparedness, the creators built two communal
mess halls into each thigh, where the workers
were given their daily meals. Originally, com-
manding officers would brief the workers here.
4‘@ Now those days are gone, and many residents




eat in their own space. The communal areas
are still used for meals, and also as impromptu
common spaces and marketplaces.

The torso consists of several levels of com-
mon space used for businesses, shops, inns,
mess halls, and even farmsteads. Areas of the
torso have retractable walls where earth-filled
areas have been adapted to grow crops and
maintain livestock. Visitors to Durgan-lok will
most likely be housed on one of these levels.
The few inns on Durgan-lok are always crowd-
ed, offering no more than a communal sleeping
room with mats on the floor. For an additional
fee, a visitor may sleep on a cot or hammock.
These levels are laid out almost exactly like a
typical dwarven underdeep city, with narrow
streets, blocky architecture, and very low ceil-
ings. Over the years, taverns and game houses
have cropped up naturally to keep passengers
and off-duty laborers entertained.

The upper levels of the chest are reserved
for military personnel and important indi-
viduals such as gearwrights and councilmen.
Access to these levels is restricted; the freight
elevator doesn’t go this high, and the few stair-
cases leading in area always guarded. Thick iron
grates are placed in all ventilation tubes lead-
ing to this level, to prevent access by stalkers,
and a small group of coglayers maintains an
array of tiny clockwork puppets that serve as
scouts throughout the hollow spaces leading
here. The housing in the upper levels is a tad
more luxurious, with terraces and balconies
that overlook the sides. Although these rooms
aren’t larger than those on the lower levels,
fewer residents live in each one. There is also
less machinery to get in the way.

One unusual aspect of the uppermost levels
is the farming zones. The wide, boxy construc-
tion of Durgan-lok means there are several
acres of nearly flat areas on its topside. Roughly
five acres of the uppermost level is dedicated
to farming. Steel panels in the ceiling slide or
fold aside to reveal the sun during the day, then
close tight again at night.

The main cockpit and bridge of the mech is
located directly in the head, which sits between
the shoulders of the mech. The top of the head
is almost flush with the top of the mech’s shoul-
ders. The bridge is constantly manned by a crew
of at least a dozen pilots, navigation officers,
gunners, and of course the mech commander
himself. The mech commander’s personal quar-
ters are located directly behind the bridge so
he can easily be awakened or summoned to the
bridge as necessary.

The arms are reserved exclusively for mili-
tary personnel. Soldiers rarely sleep or eat very
far from their assigned stations. The shoulders

and arms are constantly manned by gunners
so the mech is ready for battle at a moment’s
notice.

The dwarven engineers that designed
Durgan-lok fashioned the interior to look as
much like a dwarven stronghold as possible.
The basic structure includes a variety of secret
doors and sliding walls that are known to the
residents but never mentioned to outsiders,
not to mention crawlspaces, secret rooms, and
dangerous unmarked chutes in the floor. And
of course most areas are pitch black, designed
for creatures with darkvision. Non-

dwarves find the layout very con-

fusing, and it is incredibly easy
to get lost on board.
Mannerisms: Durgan-lok is
no less ordered than Nedderpik.
Yet it retains far more of the old
ways, being the first city-mech
built and the only one still gov-
erned by a clan structure. Dwarves
on Durgan-lok are far more likely
to display clan affiliations,
which are still tolerated (and
in some cases encouraged)
there. Their lawful nature is
directed more toward a clan and
less toward the Stenian Confederacy.
The camaraderie they feel toward
other city-mechs is less like a
political ally than a strange
cousin; they don’t understand
the non-clan governing system
of the other city-mechs, but
still accept the strange ways of
their distant kin.

Life on Board

Life on board Durgan-lok is much like tradi-
tional life in a dwarven stronghold, except
it’s a lot noisier and the stronghold bounces
around a bit. There’s a regimented schedule
and an awful lot of work to do, but when was
that ever not the case? Many dwarves are quite
content living on Durgan-lok, strange as that
may seem.

Visiting adventurers find a degree of accep-
tance among citizens who admire them for
their bravery. The dwarven tradition of tale-
telling is strong here, and residents are always
glad to hear a tale of conquest or heroism. Shop
owners and innkeepers often make special
allowances and perform favors for adventurers
to ensure their future business. Traveling par-
ties with well-known reputations are viewed as
local celebrities, and it is not uncommon to see

4& prominent merchants openly competing for

@\ includes everything from taverns and

their patronage. “Look, there’s Varitus the war-

rior! I hear tell that he and his coglayer fellow
infiltrated and destroyed an orc slaver-mech
from the inside!”

Nonetheless, visitors are never be allowed
to purchase living space on the city-mech. Dur-
gan-lok’s primary function is that of a military
vehicle, and it cannot afford to grant space to
those who don’t directly contribute to its oper-
ation. Even the most famed adventurers remain
on board only at the whim of the authorities,
who expect them to be willing to work for the
administration whenever needed.

Businesses on board must apply and pay for

a license. If the license is cleared, the indi-
vidual is allowed to rent space on the mech
from which to to run their business. This

inns to craftsmen and merchants.
All space is carefully regulated,
and all institutions — such as busi-
nesses —need the approval of the
authorities. As usual, all goods are

considered military property

when on board, and on rare
occasions goods are requisi-
tioned for military purposes.
There is very little distinc-
tion between civilian and military
on Durgan-lok. All permanent
residents of Durgan-lok are part of
its militia. This isn’t a decision; it’s
mandatory. They receive basic martial
training, and are required to spend a
few days training every month or so. This
subjects the individual to the command of an
officer, which he must obey. Rarely do military
officers begin barking orders to residents, but
it has been known to happen.

Asmembers of a militia, all residents of Dur-
gan-lok must swear allegiance to the Confeder-
acy, and are considered Confederate soldiers as
long as they stay on board. Interestingly, most
of the training on Durgan-lok still happens in
clan units. Despite the fact that Durgan-lok’s
military is expressedly loyal to the Stenian
Confederacy, it is the only city-mech military
to still function in clan formation.

Getting on Board

Getting on board Durgan-lok is a great
deal more difficult than boarding any

other city-mech in the Confederacy. The
city-mech’s clan structure makes its residents
much more receptive to kin than strangers, and
further biased toward dwarven residents. It’s a

well known fact that many of the mechanisms

//F powering Durgan-lok are more advanced than



any others in the Stenian fleet, despite the
city-mech’s age and appearance, and security
is tight as a result.

Those that wish to board are subjected to
a thorough search and interview, far more
detailed than on Nedderpik. Establishing sta-
tus as essential personnel or a legitimate visitor
is only the first step. Even merchants with an
established relationship to the city-mech are
re-interviewed each time they wish to board.
Those who don’t do well in the interview may
be subjected to spells like detect evil and discern
lies. All applicants are examined for weapons,
contraband, and magic items. All weapons and
offensive magic items must be surrendered
before boarding. Some wizards have even been
asked to surrender spell books, if they contain
spells like fireball or magic missile. Of course,
the city-mech’s residents still retain their own
personal armament, so this puts visitors at a
distinct disadvantage — which is okay by the
administrators.

Avisitor who is permitted to come aboard is
granted a visitor’s medallion, much like those
used on Nedderpik. They are required to wear
this at all time. Securty on Durgan-lok is more
strict than on other city-mechs, and visitors
who put their medallions out of sight find
themselves apprehended by military guards
very quickly. After all, Durgan-lok only has
1,000 residents, so most residents know what
the other residents in their area look like. If a
given resident and his friends don’t recognize
someone without a medallion, they’re quick to
report him.

Permanent or longtime residents of the Lok
are issued a similar medallion that they wear
underneath their clothing. Since all perma-
nent residents are well known to each other,
either through blood relationships, clan ties,
or professional affiliation, their identity is
rarely questioned. Occasionally an officer will
ask to see someone’s medallion, but having the
locals vouch for you is just as good as having a
medallion on this clan-based city-mech. Losing
a medallion is a punishable offense, however,
so most residents still carry them at all times to
be on the safe side.

The Blank Face, a criminal organization dedi-
cated to smuggling well-paying clients into safe
living arrangements (such as on Durgan-lok),
has a controversial presence on the city-mech.
It’s a well-known fact that certain locals are
on its payroll. When the Blank Face smuggles
someone on board with a forged citizenship
medallion, these paid-off locals vouch for their
false identity if need be. What’s not well known
is exactly who the paid agents are. Clan loyal-
ties prevent their neighbors from giving them
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up to Stenian justice. But there are
rumors that a secret faction of the
military is investigating, and
some clan elders are said to
be dispensing fustice of
their own in an attempt
to keep the govern-
ment out of their
affairs.

Whether or not
a potential visitor
is allowed to board
the mech depends
on several factors. The
role of the individual is
weighed by how much he
can contribute to the mech,
versus how much space he will
take up. Tall races, especially humans,
start out at a disadvantage in this calculation.
Warriors willing to serve are always welcome,
as are mechanics, coglayers, mech jockeys,
and skilled tradesmen. Entertainers are use-
ful, but hardly considered necessary, so they
receive only temporary passes. Adventurers are
admitted if they’re of the right sort (read: law-
abiding and respectful) and willing to work for
the city-mech.

Government and Major Factions

Ithough Durgan-lok is a member of the
Stenian Confederacy and one of its found-

ing fathers, the government on board the Lok
is far more similar to the traditional dwarven
clan structure. When it was constructed, the
Stenian Confederacy was still in its infant
stage. Clan Miglud played a key role in con-
structing Durgan-lok, and Clan Fralief made
up the vast majority of its early settlers, with
more than a third of the city-mech’s residents
still claiming affiliation with Fralief. Command
on board Durgan-lok developed somewhat but
never strayed far from the dwarven clan model,
despite pressure later applied by the rest of the
Stenian Confederacy. Durgan-lok is still sub-
ject to the Law, but its interpretations are much
more traditional and clan-based. Durgan-lok’s
close proximity to Duerok only reinforces this.
There are three real powers on the mech.
The first s mech commander Andvar Ugreth
Silvervein (dwarf male Ftr6/Mcjl2; LG), of the
now-defunct Silvervein clan. The Silverveins
were largely destroyed and Ugreth is one of
the few senior officials on Durgan-lok whose
primary loyalty is to the Confederacy. His
plygen and policy commander is his brother-in-
law Trigoth Silvervein (dwarf male Ftr4/Exp4/

Mcj8; AL LG). Together, these two officials 4‘#

and their staff make up
the most forward-think-
ing element of Durgan-lok

authority. In fact, they make up the
only official Stenian authority on the mech.

Nonetheless, there are other authorities
that command a great deal of dwarven loyalty.
Clan Fralief has essentially migrated to Durgan-
lok. Approximately 400 Fralief dwarves live
there, including the son and extended family of
the eldest clan leader (who himself still lives in
Duerok). Forneth Glomgek (dwarf male Ftrl2;
LN; Str 20) is a force to be reckoned with, both
personally and politically. A lumbering hulk
of a dwarf with an immense chest and arms,
he also commands the loyalty of a third of the
mech’s crew. Ugreth gets little done without
Glomgek’s assent. The two are on good terms,
but it’s clear to all that Stenian loyalty only goes
so far without Glomgek’s approval.

Finally, there is Clan Miglud. There are only
150 or so Miglud dwarves on board, and none
of the clan’s elders or their direct kin reside
there, but the Miglud dwarves on Durgan-lok
are in charge of virtually all the important
technical functions. Miglud dwarves helped
build most of the early city-mechs, and when it
came to Durgan-lok, they got most of the jobs
as coglayers, engineers, technicians, and black-
smiths. Now many have advanced far within the
Gearwrights Guild, so even the senior gear-
wrights on Durgan-lok are Miglud. The Miglud
dwarves retain a tight kinship and spend most
of their personal time together at communal
forge-hearths, away from the rest of the crew.
They’re a clear faction of their own.

The Gearwrights Guild has less influence
over the operation of Durgan-lok than any
other city-mech. The Guild wasn’t really estab-
lished on the surface world when Durgan-lok
was built, and didn’t pay for its construction
(as it did for Nedderpik). And the dwarves of
Durgan-lok are far more traditional to begin
with. Unlike on other city-mechs where the



Guild acts as a de facto branch of government,
on Durgan-lok it really is limited primarily to a
technical role.

Those members of the Stenian Council on
board Durgan-lok are more like figureheads
than anything else. They serve more as liasons
between Durgan-lok and the Confederacy than
as commanders or leaders. Most prominent
among them is Stenius, a famous coglayer
who helped build one of the very first mechs.
In recent years, Stenius has become an adher-
ent of Dotrak, and openly preaches about his
“mechanical messiah” despite the strong tradi-
tional tendencies of Durgan-lok.

Durgan-lok’s role as protector of Duerok
and surrounding territories is perfectly satis-
factory to the Fralief and Miglud dwarves, and
as long as the Stenian Confederacy asks for
nothing more of them, there’s will likely be
no disagreement. But unlike other city-mechs
which see themselves as part of an extended
brotherhood, the Durgan-lok dwarves see the
other city-mechs as separate allied clans with
their own interests. If ever the mistakes of the
lunar invasion are to be repeated, it will be by
the clan leaders of Durgan-lok, who to this day
do notrecognize that are perpetrating the same
decentralized, fiefdom-based governmental
model that caused Duerok to fall.

Adventurers are viewed as useful tools by
many factions. They’re welcomed by Durgan-
lok authorities, provided they’re of the right
sort and willing to work for the authorities (as
described above). The only way to get personal
weapons on board is often to get hired for an
adventuring job, in which case the military lets
the adventurers reclaim their weapons for the
duration of their visitor’s permit.

The major powers of Durgan-lok are more
aware of both the harshness and bureaucracy
of the Stenian Confederacy than any other
city-mech. Both Ugreth and Glomgek welcome
adventurers willing to work around the system
and get things done quickly. Ugreth tends
to use adventurers for dealing with surface
diplomacy, special investigations, or situations
concerning clan politics, all of which can be
muddled badly by Stenian soldiers with their
pointed questions and lack of respect for the
old ways. Glomgek has a similar use for adven-
turers, and he requests that his employees ask
no questions, especially about whether the
Confederacy approves of their actions. It’s a
well-known but unspoken fact that Glomgek
often bypasses official channels entirely (with
Ugreth’s approval) when he gets frustrated
with Stenian politics. However, it is rare that
the names Glomgek or Ugreth ever come up
in association with these assignments. They

JerBY KINDROOT, ADVENTURE
BROKER

“If there’s a job to be done, an adventure to be
found, then I’m the man to talk to.”

Finding a halfling living a luxurious life on board
a city-mech would be considered strange to some.
That is, until they meet |erby Kindroot. In his lavish
clothes and feathered hat, he is somewhat a spec-
tacle as he strolls along the halls of Durgan-lok with
his large and silent bodyguards. His mustache and
beard are greased to a point and his hair is combed
rather neatly under his hat for a root-dweller. Despite
his small size and insignificant stature, he is nonethe-
less a figure to behold. When speaking to |erby, one
would immediately find that he is articulate to a fault
and quick with an insult or quip. He carries himself
like a rich merchant twice his size and has all the
arrogance and posture of the same. His imposing
muscular companions make no sound, aside from an
occasional snicker at a well-placed insult from |erby.

|erby Kindroot has a rather unique profession. He
refers to himself as an “adventure broker.” In simple
terms, he hires adventuring parties for jobs and col-
lects a percentage of the treasure they find. At first,
most adventuring groups scoff at the very idea of such
an individual. Adventuring jobs are hardly difficult to
find. Why would any group want an associate that
takes a share of the booty without contributing to its
collection? That is, until they discover just how much
of a job |erby can do for them.

|erby is extremely well connected. Not only does
his influence extend throughout Durgan-lok, but well
into the thieves guilds and refugee camps throughout
the safe zones. If a desolate locale has been found,
|erby heard of it first. If an ancient artifact is believed
to be located there, |erby can tell you what it is and
if it is worth risking your life for. If a hydra with twelve
heads guards it, he can probably tell you what each
one looks like — and to avoid the one on the left.

|erby deals in the coveted business of information.
All he asks is a small percentage of what is found. Not
only is he a wealth of information regarding all locales
and rumors, he is also able to find a buyer for nearly
any manner of unusual artifact, from mechanical
sculpture to magical scripture. If adventurers have
difficulty collecting gold from a relic from before the
lunar rain, |erby can put them in contact with an inter-
ested buyer who will pay top price. He can get most
magic items past the checkpoints and have them
easily identified before nightfall. He can find other
adventurers if a party lacks a few members and can
ensure that any wounds are immediately treated by
one of the many healers he keeps on the payroll.

Once examined, his services are greatly appreci-
ated. Adventurers are free from a lot of legwork for a

nominal fee. |erby’s contacts are well informed and

\\ easily approached. At the end, they often find

themselves much further ahead than they would
have been if they had set out on their own. |erby may
be annoying at first, but once his information proves
to be true, his fee is hardly missed.

|erby has any number of available jobs both on
board Durgan-lok and in notable locations near
the areas the mech patrols. Parties may be needed
to investigate monster lairs near the patrol zones
that are too small for mechs to fit in. They may be
required to quell some dispute between two rival
merchants or infiltrate the labor camps on board
Durgan-lok and find out who is really working for
whom. Adventurers working for |erby are given spe-
cial consideration on Durgan-lok, even from the
Footman Guard. |erby provides a much-needed
service for adventuring parties and his organization
is greatly appreciated by the Ugreth and Glomgek.

Jerby Kindroot, male halfling adventure
broker Exp 9: CR 4; Small humanoid (halfling);
HD 9d6; hp 28; Init +2, Spd 20 ft.; AC I5 (+2
Dex, +| size, +2 deflection), touch 15, flat-
footed I3; Base Atk +6; Grp +5; Atk +5 melee
(1d4-1/19-20, dagger); Full Atk +5/+0 melee
dagger (Id4-1/19-20); SA Sneak attack +2d6; SQ
Halfling traits; AL CG; SV Fort +3, Ref +5, Will
+8; Str 8, Dex |5, Con 10, Int |5, Wis |4, Cha |7.

Skills and Feats: Appraise +II, Bluff +I4,
Diplomacy +14, Gather Information +17, Intimi-
date +10, Knowledge (local) +ll, Knowledge
(history) +Il, Knowledge (geography) +II, Listen
+I1I, Search +I3, Sense Motive +I3; Investiga-
tor, Negotiator, Persuasive, Skill Focus (Gather
Information).

Possessions: Ring of protection +2, wand of
magic missiles (CL 7, 42 charges), dagger.

Languages: Common, Dwarf, Elven, Halfling,
Orc.
Bodyguards (3): 5th-level fighters.




almost always use brokers, such as [erby Kind-
root (see sidebar).

Society

Social structures on Durgan-lok are much
like those on other mechs, with vertical
height dictating importance. Yet the clan
involvement on Durgan-lok complicates
things somewhat. [ust as the least important
city-mech dweller may be a more skilled crafts-
man than 90% of surface dwellers, someone on
Durgan-lok with few skills to contribute may
be extremely important to one of the clan fac-
tions. Fralief and Miglud are the largest clans
present aboard Durgan-lok, but there are many
more. In many cases, individuals have swapped
quarters with clan elders, so the traditional ver-
tical hierarchy of the mech has broken down.
You may find a plygen living low in the legs,
since he gave up his space high in the mech to
his great-great-great-great-grandfather, whose
age-weakened skills makes him rather unim-
portant to the city-mech’s survival.

One issue with Durgan-lok’s social structure
has been the prominence of the city-mech
itself. It is the most famous of all city-mechs,
and many a wealthy aristocrat would prefer
a Durgan-lok address to anywhere else. The
city-mech’s rather small size and close-knit
clan structure makes it difficult to board ille-
gally (as the Blank Face has discovered), but
the legal purchase of dwellings and citizenship
medallions is another matter. More than on
any other city-mech, Durgan-lok officials have
been tempted by ridiculous bribes — in some
cases, thousands of gold pieces are offered for
a small apartment and single medallion. There
have thus far been no documented convictions
on a case of bribery, but on more than one
occasion, the decision on who should occupy
an empty living space has gone in favor of a
wealthy outsider with nominal skills over a
long-term resident with a clearly greater value
to the city-mech.

Economy
In a good year, Durgan-lok is almost com-

Built to
areas for agriculture, livestock, living quarters,

pletely self-sufficient. include
tradesmen, specialists, administrators, a mili-
tary garrison, a small marketplace, and even
a few passengers, it can produce everything it
needs. The only commodities sometimes lack-
ing on Durgan-lok are quality fuel and metals
for repair, but both of these are raw materials
easily located through prospecting or mining.
Durgan-lok’s economy is like that of a small
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/ town located on a busy thoroughfare: It’s self-

contained, but has a regular influx of visiting
traders.

Organizations

he most prominent organizations on Dur-

gan-lok are the clans. The Gearwrights
Guild has a small presence, as do some of the
military clubs seen on other city-mechs such as
Nedderpik. But most social life revolves around
clan affiliations. Clans Fralief and Miglud are
the most prominent, with nearly a dozen others
represented in one way or another. Most clans
have a central gathering area somewhere on
the mech. In some cases, this is almost like a
fiefdom, or “turf” among city-dwellers; certain
common spaces are known to “belong” to a
certain clan, even though they have no legal
claim to it. One of the surprising consequences
to this is a great deal of camaraderie among the
few humans, halflings, and gnomes to dwell on
Durgan-lok. Left out of the traditional clan
structure, and often with few common spaces
to call their own, they gather together and form
stronger bonds than normally appear among
people of different origins.
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MECH ORGANIZATION
IN THE STENIAN
CONFEDERACY

he Stenian Confederacy has five city-

mechs, which originally formed the alli-
ance under which it was built. Each of these
five mechs has a patrol area it is assigned, and
each keeps several thousand square miles more
or less safe for surface dwellers.

The city-mechs are accompanied by fleets
of smaller mechs that dock in the amply sized
hangars on the lower levels of the mech. When
a city-mech patrols, several smaller fleets of
3-6 mechs each always travel before it to scout
the terrain and deal with any potential dangers.
The area before a city-mech is often carved out
and secure long before the city-mech sets foot
there. Since the Confederacy has established
a safe zone extending for miles for each city-
mech, the patrol areas are well known and
could almost be piloted blindly by the seasoned
mech jockey.

The fleets of smaller mechs are led by a
single commander who takes his orders from
the mech commander himself. Communica-
tion from the mech commander to the patrols
is made through a series of wavemakers that

4& allow for verbal communication only. Com-
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mands are usually received by the central unit
of the patrol who later dictates these orders to
the other mechs under his command. Although
it is possible for the subordinate mechs to com-
municate with the city-mech directly, confu-
sion is avoided by commands being dictated
and amended by the fleet commander. This
prevents an excess of cross talk among the com-
municators and provides a much more orderly
procession of attack.

Patrol fleets vary from city-mech to city-
mech. This usually depends on the number
of available mechs. Stenian city-mechs have
enough hangar space to accommodate 7-10
Gargantuan-sized patrol and combat mechs.
Since combat mechs dock in stages — and many
dock only once every few months when major
repairs are needed — it’s possible for a city-
mech to support a fleet many times the size of
its hangar space. Usually, a patrol will be made
up of juggernauts supported by lancers, arbitra-
tors, or scorpions. Since the awe-inspiring jug-
gernaut is usually the focal point of the attack,
the arbitrators often distance themselves and
use their cannon fire or accompany the jug-
gernaut into melee.

One thing worth noting is that the military
mech fleet that swarms around a city-mech
is often the smallest contingent of nearby
mechs. A much larger complement of traders,
travelers, craftsmen, and simple civilan mechs
always travels in the city-mech’s wake. Most
of these hangers-on are in mechs, but not all.
The Stenian Confederacy isn’t particularly
tolerant of these safety-seekers, and forces the
ragtag bunch to stay a certain distance from
the city-mechs for safety concerns. (No one
wants to explain why Neddedpik just stepped
on a family of four.) Even so, close proximity
to a city-mech is a safe place to be, and many
people seek that safety.
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TACTICS OF THE STENIAN
CONFEDERACY

Ithough attacks on a city-mech proper are

indeed rare, the safe zones still contain a
great deal of enemies that require the atten-
tion of the mechs of the Stenian Confederacy.
Monsters are far more prominent since the
lunar rain has forced many of them to seek
new hunting grounds for food. Humanoid
bands have banded together and are in greater
concentration than they ever were before.
Attacks on patrols with guerilla tactics are
much more common than a direct assault on

% a city-mech, but the occasional attack is not



entirely unlikely.

For smaller threats (such as humanoid
attacks or monsters), the city-mech itself
continues moving while the patrol mechs at the
feet engage the enemy. If the enemy is small
enough for ground troops, the soldiers will
deploy and use the mech as a rallying point.
A second and third mech surrounds and con-
tains the enemy while the city-mech moves to
safer ground. If the threat is somewhat larger
(such as a few Gargantuan-sized mechs or a
particularly large lunar dragon), the city-mech
maintains a safe firing distance while the patrol
mechs close in for the kill.

When engaging other large mechs, it is very
common for smaller mechs to spread out and
attempt to draw enemy fire. The more targets
they present, the more the enemy has to com-
mit to attacking one of them. When the enemy
decides which direction to turn, the remaining
mechs close in. [uggernaut units are notori-
ous for charging directly at the enemy while
the arbitrators fan out and pepper the enemy
with cannon fire. Scorpion units usually follow
behind the juggernauts and attempt to disable
enemy mechs while the juggernauts deliver the
final blow.

The city-mech itself reserves fire until a
clear target is available. Few opponents require
the full offensive attention of the city-mech,
and are easier left to the smaller mech patrols.
Occasionally, when a suitable enemy is encoun-
tered, the Stenian city-mech opens with a bar-
rage of fire while it releases smaller mechs
from its hangar bays. These mechs assume
their formations and move to box the enemy
in. Once the enemy is softened by the cannon
shots of the command mech, the patrol mechs
will close in and engage.

A typical patrol and attack formation
includes one to three juggernaut mechs with
a compliment of scorpions or lancers in the
second rank. A pair of arbitrators travels before
and to either side of the juggernaut-led forma-
tion. When the attack ensues, the arbitrators
spread out while the juggernauts head directly
for the enemy. When the juggernauts are within
melee range the arbitrators cease cannon fire
and close. The scorpions or lancers pick up
smaller opponents so that the juggernauts and
arbitrators can concentrate on the greatest
threat.

DragonMech units reserve their com-
bat techniques for dragons when they are
encountered. Being the intelligent creatures
that they are, dragons have responded to the
DragonMech techniques with their own tac-
tics. The DragonMech units have learned to
vary their attacks greatly in their encounters so

that a dragon corpse provides few educational

tips to its allies.

Despite their training and professional-
ism, DragonMech units are only successful at
killing a dragon about twenty percent of the
time. The dragon often decides the Dragon-
Mechs aren’t worth the trouble, and simply
flies away. This is acceptable to DragonMech
pilots, since driving it away still protects their
charges — although there is a certain satisfac-
tion to having a dragon-skull trophy hung from
your mech.

Some DragonMech pilots have become
obsessed with “the one dragon that got away.”
They will go to great lengths to track their
quarry and finish the job, even defying direct
orders. This s not something the Confederacy
commanders approve of. However, given the
brilliance of most DragonMech jockeys, it is
tolerated as long as it doesn’t cause the Stenian

people to be harmed.
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LIF€ AMONG
Che STENTAN
CONFEDERACY

ife on board one of the city-mechs is like

life on a military base. Soldiers’ families
live with them on the mech, and are an integral
part of its operation. Everyone on board serves
a function. Each person’s job and responsibili-
ties integrate into their daily lives.
the

understands that military might s cur-

Everyone that serves Confederacy
rently the most effective solu-
tion to the problems caused

%
primary function of the ;&
city-mech. All other ¢

by the lunar rain. The abil-
ity to find and eliminate
military threats is the

concerns are second-
ary. Were it left to the
the
mech would perform no

Stenian  purists,
other function than patrol
and battle. However, wiser
heads have prevailed, and the five
city-mechs are functioning communi-
ties as well as massive weapons platforms.

Early on, the city-mechs enforced strict mili-
tary discipline to everyone in their patrol areas,
including surface residents. Citizens under the

4 watch of the Confederacy were questioned on

matters great and small. At times, it felt almost
like a police state; the citizens were deemed
just as much a threat as outsiders. This strict
discipline was effective in some regards, but
engendered far too much negativity toward the
Confederacy. As the lunar rain has diminished
somewhat, the need for such martial measures
has declined. Now the Confederacy focuses
more attention on true threats rather than
simple transgressions like the wrong stamp on
a salvage permit.

Nonetheless, the years of harsh military rule
left the Stenian Confederacy with a tainted
reputation. Although the patrols are welcomed
when danger threatens, during peaceful times
they’re called tyrants. They’re arbitrary tyrants,
too; the full authority vested in field command-
ers puts them on a long leash. Leniency varies
from mech to mech, and even from one officer
to another. [usticars supposedly ensure even
treatment, but they are few and far between,
and are so stern and judgmental that few sur-
face denizens will approach them for protec-
tion. Most mech commanders are far more
tolerant now than they used to be, but not all.
Dealing with Confederate authorities can still
be unnerving, to say the least.

The problem is interpretation of the Law. For
such an ordered domain, the Stenian Confed-
eracy relies on a remarkably vague document
for its laws. The Law is not written anywhere,
yet it is the cornerstone of the Stenian legal sys-
tem. Three mech commanders may issue three
separate verdicts as punishment for a crime,
each arguably within the confines of the Law,
but with widely varying degrees of latitude. A
black-market junkyard may go unpunished for
years because one mech commander realizes
Yy ’Q that having Stenians illegally salvag-

= ing wrecks is better than having
the Irontooth do it— but
? when that officer gets

l‘:’* reassigned, his replace-
ment might promptly
execute the junkyard
operator for violating
Stenian law.

Most Stenian citi-
zens see this system as
a necessary compro-
mise. Under the current
circumstances, security is
more important than some set
of impractical ideas about liberty.

The Law can be strict, and the military rarely
explains itself to civilians, but the alternative is
chaos. As the saying goes, “Better a night in the
brig than eternity in the dragon’s gullet.”

The vast majority of those living on the city-



mechs are laborers and soldiers who belong to
the Stenian Confederacy. Temporary workers,
traders, adventurers, and dignitaries may work
or even live on a mech, but they generally have
short-term passes.

Day-to-day life in the Confederacy tends to
be long stretches of tedious monotony, inter-
rupted by brief spurts of deadly activity. Every
Stenian knows his place and his job, and the
job usually involves a great deal of repetitive
labor: shoveling coal, mining for ore, hauling
supplies, tending a field, or forging parts. Day
after day is the same... until a bad lunar rain
or a dragon attack. Then it’s high excitement
for an hour or two. With their staid dwarven
heritage, most Stenians would prefer twice as
much drudgery if they could dispense with the
potentially deadly excitement.

Life on the surface is a little less repetitive.
There is less physical structure to provide the
protection necessary to ensure order: With-
out a city-mech’s hull to protect you, you're
never quite sure what may try to raid you — or
eat you. Day-to-day life on the surface often
involves a never-ending pursuit of food, water,
and the basic materials necessary for housing
and protection. There’s a lot more excitement,
in the form of attacks and dangers. The most
productive times are those when a mech patrol
is near, for then the citizens can be sure that

»

there will be little excitement.

It’s important to remember that the vast
majority of Stenian citizens are commoners.
In an age of city-mechs, it’s easy to think that
everyone is an engineer or mech jockey. On
the city-mechs themselves, there is a startling
degree of talent, since only the most essential
personnel were allowed to join. Very few com-
moners reside on a city-mech; even the least
prominent citizens are often experts of some
kind. But this is a highly atypical arrangement
for any medieval society.

Stepping off the city-mech and traveling
around the surface reveals the truth of the mat-
ter. The vast majority of the surface-dwellers

are commoners, pure and simple. Further-

more, surface societies have a very hard
time retaining skilled workers. The appeal
of the city-mechs means that anyone who
can gets on, does — leaving the stupid, lazy,
and unskilled to survive on the surface. This is
one of the more subtle problems faced by the
Stenian Confederacy, which has so far gone
unaddressed: How will the Confederacy even-
tually rebuild the surface when everyone wants

to live on the city-mechs?
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LANGUAGES

warven is the official language of the

Confederacy, but with the number of non-
dwarf citizens on the rise, Common is becom-
ing the language of everyday business. Officers
in the Confederacy now learn an ancient
dwarven dialect called Thuzin to issue com-
mands during battle or other sensitive opera-
tions. This prevents intelligent enemies from
understanding intercepted communications.
Those who already speak Dwarven can learn
Thuzin without too much difficulty. Those who
haven’t learned it, but who know Dwarven and
have an Int of 11 or more, can make an Int check
to understand spoken Thuzin: DC 10 for simple
words, DC 15 for ordinary sentences, and DC
20 or higher for complicated commands and
explanations.

Only members of the Stentan military
are taught Thuzin. This language is strictly
guarded, and simply teaching an outsider one
or two phrases is technically treason. Officers
of the Confederacy can learn the language, as
can exceptional enlisted soldiers or laborers.
Player characters that belong to the Confed-
eracy are assumed to be among this special
group. This language can be purchased for the
usual cost, but only if the GM gives permission,
as it’s supposed to be reasonably secret.

<
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CALENDAR

he Stenian Confederacy uses the Stenian
calendar, as described on page 146 of

DragonMech.
RELIGIOUS PRACTICES

Religion is no longer an integral part of life

in the Stenian Confederacy. Those who
live safely underground may well pray with the
same fervor they always have, but those in the
city-mechs know who their real saviors are. Law
and steam have essentially become the new
gods of the Stenians. Distrust of the traditional
deities s commonplace among the once-faith-
ful dwarves; no one trusts a god who allows
something like the lunar rain to happen.
Nonetheless, some religions are still prac-
ticed by citizens of the Confederacy. Because
the Stenian Confederacy has no official reli-
gion, there are no punishments for practicing
in this manner, although your neighbors may
think you strange.
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COMMERCE

he Stenian Confederacy uses the usual cop-

per-silver-gold coinage system. Duerok has
minted coinage for generations, and this prac-
tice continues to this day. The old dwarven
coins featured the faces of respected elders
long since passed. The Stenians have aban-
doned this practice in favor of martial icons.
Copper pieces are imprinted with a shield,
silvers with a dagger, golds with an axe, and
platinums with a helm. The old coins of Duerok
are still in circulation, but most gold pieces
these days feature the Stenian icons, which
are minted on well-guarded presses within the
city-mechs.

A limited number of strange golden coins
were issued by the Gearwrights Guild during
the production of Nedderpik. These coins
feature exotic symbols which translate into
no known language. The symbols vary widely
between coins of the same value. Some scru-
pulous money-hoarders have even claimed the
symbols on their coins change over time, and
the strange reputation of these coins makes
them hard to spend in some places. They gen-
erally aren’t accepted in the Duerok, and even
7) some Stenians shy away from them. The Iron-




tooth Clans are happy to take them, however;
“gold’s gold,” as they say.

Trade and profit are closely regulated by the
Confederacy, both on the city-mechs and in the
patrol zones. Strict rules govern the amount
of any goods that an individual can purchase,
the amount of profit she is allowed to make,
the prices she is allowed to charge, the tax
she pays, and most importantly, whom she is
allowed to do business with. Since no surplus
of any one good exists, it is important to the
Confederacy to control these goods and ensure
that everyone receives a fair and lawful share.
The military s considered the first priority, and
food and supplies are often requisitioned for
military purposes, much to the dismay of the
merchant class.

For practical purposes, this domineering
approach rarely interferes with everyday life.
Adventurers, farmers, and tradesmen can still
get the goods they need, at a price that isn’t too
inflated. But a character buying large supplies
of weaponry may find himself taken aside and
questioned. And a sudden swelling of enemy
forces in an area may see the Stenian military
commandeering the local blacksmithing facili-
ties for use in repairing mechs, leading to a
sudden shortage of finished metal goods. And,
of course, more than one merchant has tried to
hire adventurers to carry his goods piecemeal
off a mech, the better to avoid paying taxes.

Thanks to this system, there’s a thriving
black market. The Stenian government main-
tains a constant effort to shut down this mar-
ket, but the lure of profit can always motivate
people to find new ways to skirt authority.
Stenian officials often take it personally when
they catch a merchant trying to avoid paying
his taxes, because it’s those taxes that fund
the protection that allows the merchant to ply
his trade in the first place. If it weren’t for the
Stenian Confederacy, there would probably be

no trade.
SOCIAL STRUCTURES

ife on a mech is governed almost exclusive-

ly by the military. Soldiers and laborers are
assigned times to work, times to rest, and short
periods of free time. Each member of the Con-
federacy reports to a superior of some kind,
whether it’s a master blacksmith or a command-
ing officer, and these superiors assign daily
duties to everyone. These superiors in turn are
given their assignments by their superiors, and
so on, until the chain reaches the andvar or the
plygen. At some point, all civiltan hierarchies
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intersect with the military, though it’s often
through a guild or trade group. Although things
are relaxing as the lunar rain finally abates,
work shifts are long and leisure time is short.

City-mechs have a strict social structure
defined by their vertical construction, as
described elsewhere (see DragonMech, page
227). Yet even the lowest city-mech laborer is
a skilled craftsmen of some kind. Otherwise
he wouldn’t be living on a city-mech. Regard-
less of their station on the mech, city-mech
residents see themselves as more important
than common land-dwellers. A distinguished
dwarven clan leader dwelling in a surface
stronghold may find himself looked down on by
a coal-shoveler from Nedderpik.

N
>

VALUES

he two most dominant values in the Stenian

Confederacy are order and security. The
Confederacy has brought security to a vast ter-
ritory that formerly had none, and for this it has
earned the loyalty of thousands. It ensures that
security through order, order, and more order,
and this value has been hammered into its citi-
zens’ minds as the only way to survive.

Property

Property on board a Stenian city-mech is
owned by the military. All personal property
is subject to being commandeered by the mili-
tary as needed. No one owns land permanently
on the mech, and even high-level officers can
be ousted from their quarters if the mech com-
mander deems it necessary. This is fortunately
not common. The city-mechs have a system
allowing residents to rent or lease space, and in
some cases even “own” land, which grants citi-
zens a feeling of stability and helps
cover the mech’s operating costs.
Laborers and soldiers alike feel
a certain kinship to property
that they own. This kinship
leads to a greater pride in
their work and a desire to
keep this property safe from
invaders.

The Policy Commander on
board the mech governs rules
regarding property. The plygen
determines which spaces are the most
desired and ranks their worth accordingly.
Purchasing property — which really entails a

long-term lease with a long list of caveats (such
A as “this property can be reclaimed by the Con-

federacy with no compensation at any time”)
— involves long waiting lists. Sometimes a
well-placed bribe or favor can circumvent these
lists. Property on board mechs is often willed
to descendants and could possibly remain in a
family for generations, as heredity is another
factor in lease assignment.

It is possible for a soldier to purchase a
smaller mech, using a similar system. The cost
for the unit is deducted from his pay, much in
the same manner as his living space. It is still
considered military property, and therefore
subject to the usual orders and regulations, but
the commander is the primary owner. Mechs
are often personalized by the team on board.
The Confederacy realizes the value of allow-
ing soldiers ownership over their commands.
Much in the same way that dwarven weapons
are honored items that accompany a soldier
(and perhaps the soldier’s kin) in battle, a
mech is seen as an extension of the warrior that
wields it. Ownership of mechs is often willed
to descendants or close friends. The Confeder-
acy has been known to bypass this process and
reclaim ownership of a particularly powerful
mech, although some compensation is usually
offered in exchange.

The mech is viewed as a part of the military
just as the soldier that operates it. The soldier
operates the mech no differently than he would
an axe or polearm that he has been issued.
Since the officers who command mechs are
military personnel, their mechs are also con-
sidered under the command of the military. It is
the duty of the soldier to ensure that his mech
is properly repaired and maintained so that it
is constantly ready for battle. This is rarely an
issue, since most Stenian mech pilots are more
concerned with their mech’s appearance and
performance than they are their own.

On rare occasions, mechs are confiscated
from living owners, usually because the pilot
was derelict in his duties. The matter
of confiscating personal mechs is
treated with extreme caution.

Support mechs are the back-
bone of the city-mechs, and
anything that could dampen
the fighting spirit of mech
jockeys in battle is avoided.

often have
that are

without private ownership and

City-mechs
scores of mechs
are thus considered military prop-
erty. These mechs are usually the basic
design of the model and have few modifica-
tions. The commanding officer is usually given
first bid if he wishes to purchase the mech,
but if he decides not to, a lower-level member



of the crew (with the commander’s permis-
sion) may acquire ownership. Sometimes the
crewmember in question must wait until he is
promoted to a higher rank before he can legally
own the mech. For the most part, though, mili-
tary mechs remain government property.

If a mech is stolen or destroyed, the owner’s
honor is greatly tarnished. An officer’s mech is
his life and losing one in battle is very embar-
rassing. It can also lead to punishment under
the Law for dereliction of duty. Ownership
reduces recklessness since most individuals do
not get careless with their own property. Most
commanders would prefer dying in their mech
than surviving its destruction unscathed.

Marriage and Family

tenian Law has done little to change the way
S dwarves view marriage and family. Dwarven
clans have long been a source of pride among
the dwarven culture. These clan ties have not
been forgotten over the years, even as adher-
ence to them wanes.

Dwarves (and the Stenians in turn) view mar-
riage as a bonding of two families. This is far
more important than a simple dwarf marrying
another for love. Love is often the last reason
that dwarves marry. The family (and one’s clan)
is seen as far more important than an individ-
ual’s feelings toward someone else. Marriages
are often arranged, sometimes decades before
the actual union can take place.

Since the dwarven family line is traditionally
traced on the male side, the parents of a girl
usually take the first step toward arranging a
marriage. Marrying a daughter into a promi-
nent family increases the reputation of one’s
own clan. For this reason, male dwarves are
rarely allowed to choose their own life mates.
Daughters may be chosen for them on the day
of their birth in order to meet some political
need or settle an ancient feud.

Dwarven matrons are trained from the days
of their youth to be a support system for their
husbands. The family unit is meant to be very
strong and more than one dwarven grandmoth-
er will assure you that this strength rests solely
on the shoulders of the woman.

That said, this structure has cracked some-
what in the last century. Every dwarf, male
or female, has an important role to play in
rebuilding the surface. The last two dwarven
generations have had a more tolerant view of
their daughters’ ambitions, and the practice of
marrying for love doesn’t seem quite as ridicu-
lous as it did.

Non-dwarven Stenians have their own cus-
toms, of course. The Law is very even-handed

A military could ever hope to be. »

A certain acceptable minimum of crime is

about marriage. Property is owned jointly and Y

responsibility is split equally. Women have the ignored. Wealthy passengers are occasionally

same rights as men in a marriage. Children relieved of excess possessions, businesses are
are legally considered to be members of their “protected from accidents” by paying a month-
fathers’ extended families for purposes of ly fee, and random crimes such as muggings
inheritance, in keeping with dwarven tradi- or vandalism are kept to the poorer districts.
tion. Criminals who operate outside the guild are
punished with worse fates than any sentence
Organized Crime the Justicars could impose. For the mech
commander, these tolerable criminal acts are
ven under the stern Law, thieves can be far more acceptable than anarchy aboard the
found. It has long been said, “You cannot mech.
create laws without creating criminals.” Since This relationship between the officials on
the Stenian Confederacy has laws for nearly
everything, a number of lawbreakers are hiding

in the shadows. Even on the closely guarded

board and organized crime is always clandes-
tine. Even members of the thieves guild itself
are often unaware of such arrangements. Usu-
halls of the city-mechs, thieves guilds can ally, a go-between is utilized from the guild
flourish. Smuggling, forgery of identification, to the authorities. At lower levels, guardsmen
reassignment of living quarters, and general and supervisors are often “on the take” to relax
acts of lawlessness are just as prevalent as they security on a particular night or to take a knock
would be in any other city. to the head. These minor occurrences are
To some degree, the presence of these
organizations is tolerated. Although

officers of the Confederacy

widely overlooked by the mech commander.
The guild understands its side of

the bargain. In exchange for

rarely admit it, organized certain liberties, they are

crime is considered

acceptable to the

expected to keep crime
at a tolerable level
alternative.  Since and prevent any-
thing that could

damage the

the Stenian phi- v
losophy regards N
mech. No mech

law as an abso- 5

lute, orderly :: commander
criminal activ- E} would stand for
ity is seen as a b crime  sprees,
better option ‘% murders, or
than chaos. The ) blatant  disre-

o

criminal element gard for Stenian

can never be fully Law.  However,
removed. Far better a few items of
for the criminals to contraband  slipping
police themselves than through a check point,
allow crimes to go on with an occastonal dignitary
being robbed, or the fmposi-

tion of a few unofficial taxes could

no consequence.

The commander of any city-mech
probably has a symbiotic relationship with the easily be overlooked. Thieves guilds are often
major criminal groups that operate on board. very cooperative for this very reason.
Even though such activity s closely watched

by the military and condemned by the Council,

In return, they keep an eye out for intrud-
ers and saboteurs. More than one stalker has
it is necessary to maintain order on the mech. fooled the authorities and prepared for an
Thieves guilds ensure that serious crimes are assault on the city-mech’s inner workings,
kept to a reasonable minimum. Thefts are com- only to find that the local criminals have been
mon, but they almost never hurt the mech’s watching him since he set foot on board.
operation. Smuggling is actually regulated and Nobody wants to see their home invaded and
controlled. By ensuring that security is lax at
a tempting target, the mech commander can

be confident that muggings or murder will be

their family made vulnerable. Once the guild
has dealt with the outsider, they make a quiet
report to the local authorities, and another
kept to a minimum. Thieves guilds are better nameless stranger’s body is pulled out of the

at policing their own criminal activity than the gear forest one piece at a time.




RULES
INFORMATION

haracters from the Confederacy are
Calmost exclusively of lawful alignments.
Most are lawful neutral or lawful good. A few
are neutral or neutral good, but these are in
the minority. The Stenians do not tolerate evil
and chaos.

The Confederacy accepts all races, yet
its foundation is in dwarven tradition. New
recruits should feel comfortable around
dwarves if they expect to get along in the
Confederacy. Furthermore, most of the city-
mechs were constructed with dwarves in mind,
so taller races have a difficult time navigating
much of their area.

Playing a character from the Confederacy is
easiest if every character from the party is also
Stenian in origin. Because Stenian characters
are usually lawful, they prefer to advance the
interests of their government. However, it’s
still easy to play campaigns where the rest of the
party is not also from the Stenian Confederacy.
The Stenian PCs may spend a lot of time trying
to persuade their compatriots as to the virtues
of the Confederacy. They might see themselves
as proselytizers converting the unfaithful, or
even secret agents infiltrating their enemies. If
the other characters are neutral, they may have
no objections to adventuring in the name of the
Confederacy. Even if the other characters are
chaotic, there’s still some common ground to
be found: the Stentan characters can agree with
most others that lunar threats are to be elimi-

nated, as are most orcs and other monsters, as
well as many scavengers.
A group composed entirely of Confeder-
ate characters is easy to play. It is fairly
common for small military units to be
made up of several individuals that
have varying jobs within the Confed-
eracy. Alternately, some PCs could
be in the military, while others are
civilian support staff. Making the

PCs a single Stenian mech crew

provides an excellent justification

for giving low-level PCs a mech.

A party could also be freelancers
working for the military. The adven-
turers guild of Thuran-Dom is a perfect

hook for this sort of adventure. Any
military command will occasionally find the
need for “black ops” or undercover operations
where regular military forces aren’t appropri-
ate. Adventurer characters are perfect for such
missions.

The process of an outsider becoming a mem-
ber of the Stentan Confederacy is actually very
simple. Acceptance requires little more than
accepting the demands of the Stenian soldier
who happens to be insisting that you join. The
Stentan military is not shy about forcing those
who dwell within their safe zones to join their
cause. They usually require that the applicant
swear allegiance to the Confederacy, but
other than that, the process is fairly informal.
Subsequent visits by mech patrols may validate
whether or not a member is maintaining his
allegiance in good faith. Of course, if he’s
not, appropriate enforcement action may be
necessary.

Becoming part of a more formal faction
of the Confederacy is a little more difficult.
Joining the military generally requires certifi-
cation of the individual’s alignment via spells
such as detect evil/law/chaos and discern lies. A
solid record of good behavior or well-known
acts is also a prerequisite, although relatively
unknown parties may still join by committing
acts of great herotsm. A new recruit must com-
plete his training satisfactorily before being
officially commissioned with a rank. Once
in the military, the soldier may be stationed
wherever his superiors deem necessary. Most
soldiers are attached to one of the city-mechs,
but that doesn’t necessarily mean they dwell
on the city-mech; many low-ranking soldiers
spend their entire careers on smaller mechs in
surface patrols.

Each division of the military has its own
training facilities and standards for success.
The Footman Guard trains its soldiers at an

» underground facility near Duerok. The Mecha-

nized Assault division trains from smaller
mechs deployed from one of the city-mechs.
During standard patrols, trainees participate
in mech drills and combat formations. The
Mechanized Defense division trains almost
exclusively on the city-mechs. Mech patrols
will often set up targets and provide mock
attacks for trainees to participate in.

A new recruit is considered a parble once
he completes his training. If the individual is
already an accomplished warrior or pilot, he
must still undergo training to familiarize him-
self with policies and procedures, but his per-
formance in the combat aspects of training may
warrant his initial commissioning at a higher
rank than parble. This is rare, but it does hap-
pen. These individuals have proven themselves
well enough that no one would question their
promotion to a higher rank.

Getting on board a city-mech for a short
period is fairly easy, but for long-term habita-
tion may prove quite difficult. See page 224
of DragonMech for details. Someone who
joins the military may get stationed aboard a
city-mech.

CLAN HERITAGE

lan heritage has a large role in the self-
Cimage of any dwarven character. Stenian
characters of dwarven origin (which is most
of them) will undoubtedly feel a connection
to their hereditary clan. This connection is
extremely strong for some dwarves, rivaling
(or exceeding) their loyalty to the Confed-
eracy, while for others it is simply a fact of
their personal history. Regardless, it’s worth
considering during character creation, as both
a source of adventure hooks and a factor in the
character’s psychological makeup.

The clans described on page 9 are some of
the best known, but there are many others.
Most clans are well known for a particular eco-
nomic or professional specialty, or a defining
personal characteristic (such as great endur-
ance, bloodlust, or honesty). Individual mem-
bers of the clan represent such traits to varying
degrees. This grants dwarven characters some
special abilities.

Each Ist-level Stenian character of dwarven
origin chooses a clan heritage. This clan heri-
tage grants certain special abilities, but also
some limitations. The following four clans are
the most common among Stenian citizens.

Clan Fralief: Clan Fralief is known for
its traders and freighters. In days gone by, it

4 was the clan most commonly encountered by



outsiders. Clan Fralief dwarves are open and
welcoming — at least to other dwarves. They
are more friendly toward strangers than any
other clan, and the most socially progressive
when it comes to issues like accepting half-
orcs into polite company. This has aided them
over the years in their roles as the “face men” of
the dwarven trading economy in Duerok. Clan
Fralief dwarves receive an additional +1 bonus
to all Appraise checks, as well as a +1 bonus
to Diplomacy checks. The bonus to Appraise
checks stacks with the normal dwarven bonus.

b

Clan Fralief has spent more time negotiat-
ing than warring. Unlike other dwarves, they
are not supremely familiar with the tactics of
their enemies. A Fralief dwarf does not gain
the dwarven racial bonus to attack rolls against
goblinoids, or the dwarven dodge bonus to AC
against giants.

Clan Kudeah: Kudeah dwarves have a his-
tory of gemcutting among their clan. They
were traditionally one of the wealthiest clans,
and the best artisans when it came to working
tiny gems. They wore elaborate, colorful gar-
ments with hundreds of gems stitched into the
seams. Most such gems were low-valued cos-
tume jewelry, but as a Kudeah dwarf aged and
accumulated greater wealth, he slowly added
more valuable gems to his garments until he
was eventually wearing his entire fortune.

After the Kudeah stronghold was destroyed,
it was discovered that the fine manual dexterity
of the remaining Kudeah dwarves translated
into the fine motor skills necessary to pilot
a mech. Many Clan Kudeah dwarves are now
mech jockeys, and they are distinguished from
their brethen by maintaining the practice
of embedding gems in their armor. Kudeah
dwarves receive a +1 competence bonus to
Mech Pilot skill checks.

However, Kudeah dwarves are not as deeply
trained in the martial arts as other dwarves. A
Ist-level Kudeah dwarf must choose one light
weapon and one martial weapon which he has
never trained with. Regardless of class-granted
proficiencies, the Kudeah dwarf cannot gain
proficiency with this weapon unless he uses an
Exotic Weapon Proficiency feat.

Clan Miglud: The Miglud clan has always
been one with the forge. From a young age,
every Miglud dwarf grows up learning the
trades of the hammer and anvil. Other useful
crafts, such as leatherworking, fletching, and

carpentry, are also strong traditions among the

\" Miglud. Miglud characters receive a +1 bonus

to one Craft skill check of the player’s choice,
which stacks with the normal dwarven bonus if
applicable.

Clan Duerok: Clan Duerok is the largest
and most varied clan of the Duerok stronghold.
It represents the traditional values of dwarven
society, and its members are closest to what
might be considered typical dwarves. They
receive no special bonuses or limitations.
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FEATS OF THE STENIAN
CONFEDERACY

he Stenian Confederacy has developed

a culture of its own. With that culture
has come a variety of specialized abilities,
represented as unique feats. The following
feats are available primarily to characters of
Stenian origin. They must be selected using
normal feat slots. These feats can be selected
by PCs of non-Stenian origins, but only if they
can explain how their characters would acquire
knowledge generally limited to the Stenian
Confederacy.

Attack Coordinator (General)
When you lead a coordinated attack in a mech,
your assistants are much more productive.

Prerequisite: Wis 12+

Benefit: When you lead any cooperative
skill check or attack attempt in or relating to a
mech, those who assist you have their bonuses
increased. Whenever allies use the aid another
action to assist you, a number of allies equal
to your Wisdom modifier have their bonus
increased by +2 (usually to a total of +4) if
they succeed in their checks to assist you. This
applies to cooperative trip attempts, whether
you are piloting a mech or on the ground, as

FEATS PREREQUISITE
Attack Coordinator"? Wis 12+
Discipline of Law Lawful
Disciplined Charge’ Lawful

Favored Enemy? -

Interrogator -

Mech Flanker' Attack Coordinator, mech attack bonus +4
Mech Slap' Mechwalker

Mech Solidity’ Mechwalker

Motivational Lawful

Synergy Strike'

TABLE |-7: STENIAN CONFEDERACY FEATS

Mech Flanker, Attack Coordinator, mech attack bonus +8

BENEFIT

+2 to bonus from those assisting in aid another action

+2 to saves vs. chaotic effects
Additional +2 charge bonus

+2 to damage, skill checks vs. favored enemy
+2 to Intimidate and Sense Motive checks

Extra +2 flanking bonus in mech

Can take AoQ’s against boarders

+4 to resist being tripped in mech

+| attack bonus for followers

Double threat range against specific target

'THESE FEATS MAY BE SELECTED BY A STENIAN MECH JOCKEY AS BONUS FEATS, PROVIDED ALL PREREQUISITES ARE MET.

*THESE FEATS MAY BE SELECTED BY A STENIAN FIGHTER AS BONUS FEATS, PROVIDED ALL PREREQUISITES ARE MET.



well as attempts to pry open mech hatches and
other relevant skill checks, but only insofar as
mechs are concerned.

Note that this feat does not grant a bonus to
assistants’ attempts to make their aid another
roll. It only grants a bonus to the benefit you
receive if they do make their roll.

Discipline of Law (General)
Your respect for order is so great that your very
nature seems infused with lawfulness. You are
especially resistant to spells and effects that
are from the realm of chaos.

Prerequisite: Lawful alignment

Benefit: You receive a +2 bonus to saving
throws against spells and effects with the cha-
otic descriptor, and innate spell-like abilities
cast by creatures with the chaotic subtype.

Disciplined Charge (General)
Your unit is able to charge in formation, maxi-
mizing the effects of a charge.

Prerequisite: Lawful alignment

Benefit: When you charge in the same
round as one or more allies with the Disci-
plined Charge feat, you each receive an addi-
tional +2 bonus to your attack and damage
rolls, provided you each begin your turn within
30 feet of a charging ally with this feat, and
end your turn within 30 feet of a charging ally
with this feat. The attack bonus stacks with the
normal charging bonus and does not provide an
additional penalty to armor class.

The first character to charge can receive the
benefits of this feat if other qualified charac-
ters commit to end their charges near him. All
characters who begin and end their turns under
the right conditions receive the benefits of the
feat. If one character ends up out of formation,
he may not receive the benefits of the feat, but
other characters still do.

Favored Enemy (General)
You have studied a hated enemy to the point
that you are unusually effective in attacking
them.

Benefit: Choose one favored enemy, per
Table 3-14 in the PHB. You gain a +2 bonus on
Bluff, Listen, Sense Motive, Spot, and Survival
checks against that creature. Likewise, you
receive a +2 bonus to weapon damage rolls
against them. This applies to rolls made when
piloting a mech.

Special: You may take this feat multiple
times. Its effects can be stacked against the
same enemy, or you may choose a new enemy
each time.
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Interrogator (General)
You are exceptionally good at getting informa-
tion out of enemies.
Benefit: You gain a +2 bonus on all Intimi-
date and Sense Motive checks. This stacks

with the Persuasive and Negotiator feats.

Mech Flanker (Mech)

When you work with another mech pilot,
you are able to exploit your enemies’
weaknesses even better than usual.

Prerequisite: Attack Coordinator,
mech attack bonus +4

Benefit: When you are piloting a mech
and you flank an enemy with an allied mech
whose pilot also has the Mech Flanker feat, you
each receive an additional +2 flanking bonus
(for a total of +4) to melee attacks against
the flanked enemy. This bonus applies only to
attacks you make, not those made by any crew
on your mechs.

Mech Slap (Mech)

You can quickly slap at attackers who try to
board your mech.

Prerequisite: Mechwalker

Benefit: When piloting a mech of good or
perfect maneuverability, you may take an attack
of opportunity with the mech against creatures
that try to board. This counts toward your per-
sonal attacks of opportunity.

Any non-mech creature that attempts to
board the mech within your mech’s reach,
whether through grappling hooks, jumping,
climbing, or another method, is eligible for this
attack of opportunity. Your mech must have a
manner for damaging the creature (unarmed
attacks are acceptable).

When making attacks of opportunity in this
fashion, you run no chance of damaging your
mech (see DragonMech, page 90).

Special: If you have the Combat Reflexes
feat, you can make multiple attacks of opportu-
nity against boarders each round.

Mech Solidity (Mech)

You have a knack for keeping your mech firmly
planted, making it hard to trip.

Prerequisite: Mechwalker

Benefit: Any mech you pilot receives a +4
bonus to checks to resist being tripped. This
stacks with other feats and abilities that pro-
vide such a bonus.

Motivational (General)
You are especially motivational when com-
manding subordinates. Soldiers and subordi-
nates under your command perform exception-
ally well.

Prerequisite: Lawful alignment

Benefit: When leading a group of followers
of up to your Charisma modifier in number
(minimum of one), the followers receive a +1
bonus to all attack rolls or skill checks, accord-
ing to how you choose to motivate them.

The followers must meet the following cri-
teria: They must be at least two character levels
lower than you; they must be of lawful align-
ment; they must recognize you as their leader;
and they must be within visual or auditory range
of you. Familiars and animal companions are
automatically considered followers for these
purposes, regardless of alignment.

For example, if your Charisma score were
14, you could motivate up to two followers. As
long as the followers met the above criteria,
they would receive a +1 bonus to attack rolls
or skill checks.

If you take the Leadership feat, all cohorts
are considered followers, regardless of align-
ment or level.

Synergy Strike (General)
When your mech attacks an enemy in concert
with a close ally, you can do tremendous dam-
age.

Prerequisite: Mech Flanker, Attack Coor-
dinator, mech attack bonus +8

Benefit: If an allied mech whose pilot has
the Synergy Strike feat has made any attack ear-
lier this round against a target you attack, your
critical threat range is doubled for all attacks
against that target. This only applies to attacks
you make, not those made by your crew. Use
the standard d20 doubling system (e.g., x2 +
x2 = x3). This feat effectively acts as Improved
Critical, except it stacks with other threat-

# range-enhancing abilities currently affecting



TABLE |-8: DRAGONMECH PILOT

LeveL BAse ATTACK  MEcH ATTACK BoNus FORT SAvE
| +0 +l +0
2 +l +2 +0
3 +2 +3 +l
4 +3 +4 +l
5 +3 +5 +l
6 +4 +6 +2
7 +5 +7 +2
8 +6 +8 +2
9 +6 +9 +3
10 47 +l0 43}

REFSAVE  WiLL SAVE

SPECIAL

+2 +0 Mech evasion

3 +0 Nimble pilot

+3 +l Push the envelope

+4 +I Bonus feat

+4 +l Favored enemy techniques
+5 +2 Bonus feat

+5 +2 Improved mech evasion
+6 +2 Bonus feat

+6 +3 -

7 ) Supreme coordination

you, but only for the purposes of attacks this
round against a single target already attacked
by a specific ally.

For example, you and an ally both attack
with a Huge steam cannon. You both have the
Improved Critical feat, so your threat range is
19-20. If your ally attacks a lunar dragon this
round, his threat range is 19-20. If you sub-
sequently attack as well, your threat range s
doubled to 17-20, but only against that lunar
dragon.

No threat range can be increased by more
than double with this feat. If four allies with
Synergy Strike follow up on your initial attack,
the second through fourth attacks are still only
at a doubled threat range, not tripled or further
increased.

P
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DRAGONMECH PILOT (NEW
PRESTIGE CLASS)

he DragonMech unit is the special branch

of the Stenian military dedicated to bat-
tling lunar dragons. The DragonMech pilots
are the best in the Stenian Confederacy, skilled
in special cooperative tactics that allow them
to work together against foes much larger than
themselves.

DragonMech pilots are the most revered
heroes of the Stenian Confederacy. Nearly
every mech jockey aspires to be one someday,
but inclusion in their ranks is reserved for only
the best. DragonMech pilots must be fearless,
quick, nimble, intelligent, cooperative, and
willing to break the rules while still maintain-
ing absolute loyalty to the Confederacy.

This is not a profession for the weak of heart.
Facing lunar dragons on a fairly regular basis is
frightening, to say the least. The DragonMechs
frequently suffer severe damage to their mech
fleet, as well as losses in their piloting pool.
Although there are few DragonMech slots
available, openings appears more often than

you might expect. Casualties are high.

Even so, the DragonMech ranks are extreme-
ly selective. Even the best of pilots is forced to
wait months or years just to try out for a slot.
When one DragonMech pilot retires (or dies),
anew one is selected only after being approved
by all of the former pilot’s crewmates. Coop-
erative tactics are essential to the DragonMech
combat style, so it is absolutely imperative
that a new recruit get along with his new crew.
Sometimes slots remain unfilled for long peri-
ods until the right candidate s found. Some
pilots may find themselves skilled enough to
join the ranks, but not have the right personal-
ity; it’s not unheard of for a strong pilot to be
refected for one opening but accepted for a
subsequent one with a different crew.

Currently there are ten active DragonMech
mechs throughout the Confederacy, with a
total crew of approximately 80.

Hit Die: d6

REQUIREMENTS

To qualify to become a DragonMech pilot,
a character must fulfill all of the following
criteria:

Abilities: Dexterity 18+, Wisdom 18+

Skills: Mech Pilot 17 ranks

Feats: Attack Coordinator, Mech Fu

Mech Attack Bonus: +10

Favored Enemy: The DragonMech pilot
must choose lunar creatures as a favored enemy
(especially lunar dragons!). This can be either
through the class abilities granted by the ranger
and clockwork ranger classes, or through the
new feat Favored Enemy.

Stenian Confederacy: The character must
be amember of the Stenian Confederacy with a
sworn and undoubted loyalty.

Irontooth Training: An unofficial require-
ment among the DragonMech pilots is that at
some point in the character’s career, he must
have trained under the Irontooth Clans and
learned mech fu. The Stenian Confederacy
officially discourages such practices, but rec-

ognizes the substantial benefits reaped from
learning Irontooth techniques. Typically a
promising Stenian pilot will take a personal
leave of absence as an excuse to pursue such
training. Some DragonMech pilots are accept-
ed on the condition that they find an Irontooth
Clan willing to train them. Pilots without this
training are essentially defenseless against
lunar dragon attacks and considered a liability
to the rest of the DragonMech squad. Finding
and training with an Irontooth Clan should be
role played.

Special: When an opening in a DragonMech
unit is available, the character must first make
three DC 15 Diplomacy checks. This represents
the ability to get along with the character’s pro-
spective teammates. If all checks are passed,
the character must then pass a number of skill
tests designed by the DragonMech unit. These
tests vary by location and available targets,
but are always extremely difficult. The exact
details are up to the DM. Sometimes failure
is still considered a passing grade, particularly
if the PC agrees to attempt a task that appears
impossible (and may in fact be impossible).

CLASS SKILLS
DragonMech pilot class skills and the key abili-
ties for each are Balance (Dex), Bluff (Cha),
Climb (Str), Craft (mechcraft) (Int), Escape
Artist (Dex), Jump (Str), Knowledge (mechs)
(Int), Mech Pilot (Dex), Sense Motive (Wis),
and Spot (Wis).

Skill Points at Each Additional Level: 6
+ Int modifier.

CLASS FEATURES

Weapon and Armor Proficiencies: A
DragonMech pilot gains no additional weapon
or armor proficiencies.

Mech Evasion (Ex): The DragonMech
pilot is skilled at ducking for cover when an
area effect threatens to damage his mech. If he
makes his Reflex saving throw against an attack
that normally deals half damage on a success-
ful save (such as dragon breath or fireball), the
mech instead takes no damage. This applies
only when he pilots a mech.

Nimble Pilot (Ex): The DragonMech pilot
learns the benefits of never being pinned down.
Starting at 2nd level, the DragonMech pilot is
able to add his ranks in Escape Artist to grapple
checks when piloting a mech. He does not
other normal modifiers to the Escape Artist
skill (such as Dex modifier or feats like Agile).
Unlike a normal use of the Escape Artist skill,
this does not replace the grapple check, but
augments it. This applies to grappling weapons
such as changlers and lobster claws as well as



grapple attempts by monster such as lunar
dragons.

Push the Envelope (Ex): At 3rd level, the
DragonMech pilot receives the benefits of the
mech jockey’s push the envelope ability, with the
benefits of extreme redlining and no overheat-
ing. He may use this ability twice per day. If
he already has this ability, its uses per day are
increased by two.

Bonus Mech Feat: At each indicated level,
the DragonMech pilot may choose a free bonus
feat, selected from the usual list of mech
jockey bonus feats. This includes new feats
available as bonus feats, as indicated on Table
1-7. If the DragonMech pilot does not have the
feats Attack Coordinator, Mech Flanker, and
Synergy Strike, he must choose these before
any other feats.

Favored Enemy Techniques (Ex): At 5th
level, the DragonMech pilot develops new
techniques for fighting favored enemies. First,
he receives the Favored Enemy feat for free, but
it must be applied toward lunar creatures. Sec-
ond, he now gains the following benefits when
attacking any favored enemy in his mech:

Mech Fu: The DragonMech pilot may use
mech fu against his favored enemy. Normally,
the Mech Fu feat can only be used to counter
mech strikes, but the DragonMech pilot can
use it to counter any melee attack from any of
his favored enemies. Any additional feats along
the Mech Fu feat tree (see page 125) can also be
used against favored enemies.

Relentless Attack: When making a full attack
action against a favored enemy while piloting
a mech, the DragonMech pilot gains one extra
attack at his lowest mech attack bonus.

Defining Favored Enemies: Most DragonMech
pilots have only a single favored enemy: lunar
creatures, especially lunar dragons. But some
have more than one, and sometimes these
enemies can pilot mechs. An enemy mech
counts as being one of the DragonMech pilot’s
favored enemies only if it is piloted by his
favored enemy, the majority of its crew is also
the favored enemy, and it uses tactics common
to the favored enemy. The spirit of the favored
enemy ability is that the character can study his
enemy and use that knowledge against them,
so the enemy mech must behave in a manner
typical for its race for such knowledge to be
useful.

Improved Mech Evasion (Ex): At 7th level,
the DragonMech pilot improves her mech’s
ability to avoid area of effect attacks. This abil-
ity works like mech evasion, with the exception
that the mech takes half damage on a failed
save, and no damage on a successful save.

Supreme Coordination (Ex): At 10th level,

the DragonMech pilot’s constant work with
his team has reached its highest potential.
The DragonMech pilot must select up to seven
allies with whom he has worked closely over the
past few years to be his teammates. These can
include PCs and NPCs, but dead teammates
can only be replaced if the character works
closely with the replacement for a period of
two years. When working with these specific
teammates, the character gains the following
benefits during mech combat:

+ Teammates using the aid another action do
not count toward the character’s total for
purposes of the Attack Coordinator feat.

+ The character receives a +2 attack bonus
against all targets previously attacked by a
teammate during this round. Even if mul-
tiple teammates attack an enemy previously
in the round, this bonus cannot be greater
than +2.

+ If the character shares a favored enemy
with any of his teammates, he receives an
additional +2 bonus to damage against that
favored enemy.

The teammates may also receive such ben-
efits, but only if they also have the supreme
coordination ability.
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STENIAN EQUIPMENT

ar more so than any other society, the

Stenian Confederacy has pursued meth-
ods of mass production. The Legion is not far
behind, but it’s still stymied by the traditional
nomadic legacy of its people. The dwarves, on
the other hand, come from a long tradition of
stolid, relentless labor, and their lawful nature
allows an easy tradition toward mass produc-
tion.

Stenian engineers have already discovered
several methods of speeding up industrial
production, including early versions of the
assembly line, and their troops are starting
to wield mass-produced weaponry and armor.

TABLE I-9: WEAPONS OF THE STENIAN CONFEDERACY - EXOTIC

WEAPON Cost Dmc (M)
One-Handed Melee Weapons

Officer’s sword 450gp 1d8
Two-Handed Melee Weapons

Foot hook 25gp 1d8
Ranged Weapons

Thumper 200 gp 1d8*

Triple-fire crossbow 500 gp 1dI0*

CRITICAL RANGE WEIGHT TyPe
18-20/x2 - 3 lbs. Slashing

x2 = 8 lbs. Piercing

x3 40 ft.* 8 bs. Bludgeoning
19-20/x2 50 ft.* 15 lbs. Piercing

*SEE DESCRIPTION.



TABLE I-10: ARMOR OF THE STENIAN CONFEDERACY

ARMOR CosT ARrRMOR Bonus Max Dex BoNus ARMOR CHECK PENALTY ARCANE SPELL FAILURE SPEED (30 FT.) (20 F1.) WEIGHT
Light Armor

Officer’s Armor 250 gp +4 +5 -2 20% 30 ft. 20 ft. 18 lbs.
Medium Armor

Footman’s Armor 70 gp +4 +3 -3 20% 20 ft. 15 ft. 25 lbs.
Heavy Armor

Dragon Cage 1,000 gp +7 +0 N/A* N/A* N/A* N/A* 300 lbs.*
*SEE DESCRIPTION.
The Gearwrights Guild isn’t excited about this target does not enter the attacker’s space and Justicars.

abandonment of their ideals of craftsmanship,
but Stenian authorities aren’t backing away
from the chance to arm their soldiers cheaply
and quickly. Furthermore, the Stenian empha-
sis on order is enhanced by similar appearances
for all soldiers, and assembly lines help ensure
this. Nearly identical weapons are churned out
by the thousands to equip the growing number
of soldiers.

Stenian equipment is easily identified by its
sharp designs and powerful insignias. Use of
Stenian military equipment by those outside
of the Confederacy is considered an execut-
able offense. Soldiers of the Confederacy are
horribly offended to see the remnants of their
comrades’ armor or weapons in the hands of
someone else.

Weapon Descriptions

roficiencies Note: Dwarven characters

from the Stenian Confederacy automati-
cally consider all of the following weapons to
be martial weapons rather than exotic weapons
as part of the dwarves’ weapon familiarity abil-
ity. Coglayers are automatically familiar with
the thumper and triple-fire crossbow.

Foot Hook: The foot hook is a polearm
favored by the Stenian Footman Guard. Nearly
every soldier carries one. Stenian soldiers are
taught coordinated techniques with the weap-
ons and favor them for use in melee.

The weapon consists of a short spear shaft
(about 4 feet long) with a blunt hook and a
sharpened point. One soldier uses the hook
to trip an opponent, while a second soldier
delivers a blow when the target hits the
ground. The soldier can also use the hook to
disarm an opponent, or work the hook into
the opponent’s armor and effectively grapple
him with it.

When using a foot hook, you receive a +2
bonus on attack rolls made to disarm or trip
an opponent (including the roll to avoid being
disarmed or tripped). A foot hook can be used
to grapple a target wearing medium or heavy
armor, but when it’s used in this manner, the
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can still take normal actions. He is restricted
only in his movement; he cannot move beyond
the reach of the attacker unless he succeeds in
a grapple check.

Officer’s Sword: Officers of the Footman
Guard favor a practical light sword. Officer’s
swords are usually highly decorated weapons
that appear to have more of a cosmetic appeal
than a functional one. In fact, they are some
of the most advanced swords known to the
Stenian blacksmiths, and are extremely diffi-
cult to manufacture. The smithing technique
for these weapons utilizes techniques normally
found only in the eastern realms. The blade is
very light, yet exceptionally strong.

Officer

masterwork, and are usually customized (and

swords are always considered
sometimes magical). They are often awarded to
the officer when he attains a prestigious rank
(such as odhum or marek).

Officer’s swords are not commonly avail-
able for sale on the open market, as they are
individually crafted to reward specific officers.
Purchasing one on the black market is possible
but can have negative repercussions; because
each sword is unique, those who witness the
character using his weapon my recognize its
original owner and alert his relatives or fellow
officers to the location of the weapon.

Thumper: Designed to subdue opponents
for questioning, the thumper is a low-powered
steam gun that packs a thunderous charge.
Named for its resounding “thump” when fired,
the thumper launches a wooden or leather ball
to a maximum range of 40 feet. The weapon
inflicts nonlethal damage and can even take an
opponent off his feet.

A successful strike from a thumper requires
the opponent to make a Fortitude save (DC
10 + damage taken). If the save is failed, the
opponent falls to the ground and is considered
prone. Furthermore, he must make a second
Fortitude save at the same DC, or be stunned
for 1d4 rounds.

The thumper’s rate of fire is extremely slow;
like a steam gun, it can only be fired once every
other round. Thumpers are usually carried by
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Triple-Fire Crosshbow: This deadly design
was conceived to aid the Footman Guard with
crowd control. The weapon fires three cross-
bow bolts at a time into a cone-shaped arc
50 feet long and 25 feet wide at the end. The
first three targets in this area are automatically
targeted. The bolts are severely underspined to
ensure they retain most of their force for the
short-range attack, but this makes them lose all
combat effectiveness after a range of 50 feet.

A separate attack roll is made for each bolt
for each of the first three eligible targets in
range. No creature is targeted by more than
one bolt. The weapon always attacks with a base
attack bonus of +4 and an effective Dexterity
of 10. The attacker’s BAB and Dexterity do not
modify the attack, nor do feats such as Point
Blank Shot or Precise Shot.

Because the weapon is so inaccurate and
clumsy, it is never fired into a group that
contains Stenian soldiers. Reloading a triple-
fire crossbow is a full-round action. Footmen
equipped with the weapons coordinate their
fire into the group to maximize the number of
casualties and disperse the crowd.

There are rumors that Stenian coglayers
are working on developing quadruple-fire
crossbows, as well as more advanced models
with repeating clips or fully automatic firing
mechanisms.

Armor Descriptions

fficer’s Armor: The Stenians pride
themselves on well-kept professional
appearances. Officers of the rank of ohdum
will often wear officer’s armor in preference
to all other types. Officer’s armor is designed
to be worn for long periods of time in cramped
and uncomfortable surroundings. Its design is
similar to that of pilot’s armor, but is clearly
designed for a sharper appearance. Rank insig-
nias and medals are crafted directly into the
breastplate and shoulders. It does not offer a
great deal of protection, but is very comfort-
able and suitable for wear inside a mech.
Officer’s armor consists of a light metal



plates molded over a padded jacket. Similar
metal plates are worn over leather leggings.
Both the jacket and the pants can be eas-
ily removed and quickly donned (requires a
full round action). Officer’s armor must be
designed specifically for the officer that wears
it.

Footman’s Armor: Ground soldiers need
that
doesn’t hinder their ability to get in and out of

lightweight, dependable protection
mechs. Footman’s armor fits the bill. It’s fairly
uncomfortable when worn on a mech, but isn’t
as bad as other similarly protective armors due
to its special construction.

Footman’s armor consists of a central
breastplate with interlocking shoulder guards
and half-sleeves. A final plate hangs down
between the soldier’s legs in both the front and
rear. The legs are completed with a matching
pair of leather leggings. Footman’s armor was
designed with mass production in mind so it
is very common for armor to be passed down
to subordinates when the guard who wears it
is promoted. This is considered a great honor
among the Footman Guard.

Dragon Cage: Mech pilots have very
little protection in the cockpit once the
enemy has breached the hull. Nowhere is this
more evident than among the elite pilots of
the DragonMech units. Lunar dragons have
claimed many of their number by easily tearing
the pilot to shreds once they managed to locate
the cockpit.

The dragon cage was designed to protect
these pilots. The dragon cage, or DragonMech
armor as it’s sometimes called, is actually mold-
ed over the pilot as he sits in his pilot’s seat. A
cage with metal plates at vulnerable locations
lowers over the pilot and protects his vital
areas. DragonMech pilots customize the armor
to fit over their cockpit while allowing them to
pilot the mech freely. As aresult, a dragon cage
is not really armor so much as protective cover-
ings that are in place while piloting the mech.
They are fused to the chassis of the cockpit so
DragonMech armor cannot be worn outside of
the mech, nor can the pilot leave his chair while
the dragon cage is in place. The dragon cage
can be released at any time as a free action, but
while still in place DragonMech armor has pro-
vided precious seconds to downed pilots. The
armor may not hold up for long, but usually for
enough time for the pilot’s crewmates to dis-
tract or kill the dragon before the pilot is lost.
Some DragonMech pilots disdain its use and
prefer to rely more on their skill than a piece
of metal, which they claim is no real protection
once the dragon has breached the hull.

A dragon cage fits snugly over the mech
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pilot. As such, it is treated as part of his person-
al equipment and does not count toward the
mech’s PU. A dragon cage can be fitted to any
pilot station, but generally cannot be added to
positions that require mobility, which includes
gunner’s stations for any weapon that must be
reloaded, as well as most passenger stations.

O ———

SECRETS
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FORMATION OF THE
STENIAN CONFEDERACY

he Stenian Confederacy came into exis-

tence with the construction of Durgan-lok,
the first city-mech. A dwarven visionary named
Parilus had emerged from the underdeep with
plans to a city-mech and ancient tales of a van-
ished Gearwrights Guild. Parilus’ knowledge
and motivation led to the construction of
the first mech, and subsequently the creation
of the first city-mech, as is well known (see
page 170 of DragonMech). What is not well
known is the political maneuvering that went
on behind the scenes, by which Durgan-lok was
“freed” from Duerok and Nedderpik was built
from scratch as the first Stenian mech.

When Parilus departed, Durgan-lok was
complete, but the only living dwarves with
the knowledge to keep it running were Parilus’
three junior gearwrights. Thousands of dwarves
had participated in the construction of the city-
mech, and many knew enough to repair their
particular boiler, or maintain the pulley system
they helped devise. But none fully understood
the intricate workings of the gear forests, or
comprehended the vast tunnels of steam
vents that kept the massive machine
operational.
their rarified
knowledge, the three junior

Because of

gearwrights were vaulted into
positions of power. Each of the
three was at heart an engineer
who wanted nothing more than

to practice his craft, and none
was particularly interested in
acting as an administrator. But
suddenly each of the three was
forced into exactly that role, as
they tended to all aspects of the huge
city-mech which only they understood.
When Parilus had acted as a buffer, they’d
had time to practice their craft; but with him

4& gone, they were now the buffers between day-

to-day city-mech life and the practicalities of
steam engineering.

It was obvious to every clan in Duerok that
Durgan-lok was a power greater than anything
they possessed. When Parilus departed, it
became clear that the three remaining junior
gearwrights were the key to that power. Only
they had the knowledge to run Durgan-lok.
More importantly, only they had the knowledge
to build another such city-mech — which many
clan leaders perceived as a weapon. And with-
out even trying, the gearwrights were attracting
followers from far and wide, who viewed their
enigmatic knowledge of steam technology as
a great secret waiting to be learned. The three
junior gearwrights were effectively building a
new branch of the Gearwrights Guild on the
surface world.

Soon the three junior gearwrights found
themselves not only acting as administrators
(a role they never wanted), but being courted
by all the major powers of Duerok (a role
they were never trained for). With each pass-
ing week, clan elders offered ever-greater
prizes for the loyalties and knowledge of the
gearwrights. Each wanted the power for their
own clan. Even more disturbingly, emissaries
from still other powers began to make proffers.
Drow matriarchs, ambitious wizards, renegade
elven mages, and even a well-disguised orc
managed to gain an audience, whether legiti-
mately or through subterfuge. In one case, a
human wizard literally stepped out of midair
to confront the three gearwrights with a pro-
posal. It’s rumored that Shar Thizdic himself
journeyed to speak with the gearwrights; there
is an unexplained gap in his time spent with




the nomads of the endless plains, and although
there is no direct evidence of his visit, there is
no evidence against it, either.

At the same time all this was happening,
voices of dissent were rising among the tra-
ditional leadership of Clan Duerok and the
other major clans. It was clear that something
had gone terribly wrong in Duerok’s attempts
to defend itself. At the time of Durgan-lok’s
construction, more than 250,000 dwarves had
already died in battle or attrition, and hundreds
more were still dying by the day. The wave of
refugees had slowed but not stopped, and
Durgan-lok was at that point still spending
part of its time defending surface entry points
to Duerok.

While the elders couldn’t see the forest for
the trees, the younger generation of dwarven
leaders could easily point to the weaknesses
in Duerok’s defenses. Any simple tactical map
revealed the problem: Obvious holes were left
in the outer perimeter around clans that had
few allies, while clans with strong ties to other
clans ended up with a surplus of defenders.
Clan Kudeah was a perfect example of the situ-
ation. It was a small clan with great commercial
wealth but few warrior allies. Kudeah’s strong-
hold was rapidly overwhelmed and most of the
clan slaughtered by invaders and refugees, who
then used that opening to advance further into
Duerok territory. If another clan — like Duerok
itself — had rerouted its warriors to defend
Kudeah, the refugees would never have found
entry through the borders of Duerok. But rein-
forcements had gone where they were dictated
by clan loyalties, not tactical decisions. As a
result, dwarves died — by the thousands.

A central command was needed. The young-
er warrfors agreed on this. Even within the tra-
ditionally stoic, orderly society of the dwarves,
the younger warriors were speaking out — after
all, this was a war zone where soldiers were
dying every day. For the first time in recent
memory, there was open dissent between gen-
erations, open disagreement between

the elders and their progeny. But no
one had a workable solution.
Now return to the three junior
gearwrights. Courted by every s
dwarven clan — and in some ;
cases courted by separate gen-
erations of rulership within the
same clan, as the elder and younger
warrfors splintered into separate groups
— they were bewildered. These were engi-
neers, not politicians; they were tinkerers, not
governors. No clan or other faction seemed to
making any progress in gaining their loyalty.
The funior gearwrights were in agreement
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on a few things. First, it was obvious (even
to them) that the Duerok leadership model
had failed to protect its citizens. Second,
it was obvious that the world needed
more city-mechs. What wasn’t obvi-
ous to these meek, mild-mannered
technicians was how they would
accomplish a solution to either
problem.

...Until, they
announced out of the blue
that they would build a second
city-mech, to be called Ned-
derpik, which would accept its

one day,

builders as its citizens, and
would be controlled by the
Gearwrights Guild. Ned-
derpik would accept as
equals the rich and poor,
the elders and the youth,
and the strong and weak,
provided they contributed as
equals to its construction. Ned-
derpik would be the first of a new gen- whatever resources they might have, and the
eration of city-mechs they dubbed the Stenian modern gearwrights here in Duerok.
Confederacy, and would accept as allies only And, strangest of all, why did Durgan-lok,
those who proclaimed loyalty to order and law with its firm ties to the traditional clans of
above all else. Its mission was to bring a new Duerok, immediately announce that it would
dawn to the world, where order would preserve become part of this Stenian Confederacy?
strength, and so on, and so forth, and many ide- Soon a Stenian Council was formed. The
alistic proclamations followed. junior gearwrights ceded authority to the coun-
The gathering at which this was announced cil, which began organizing the construction of
was attended by representatives of every major Nedderpik. The gearwrights could now focus
clan in Duerok, as well as many minor ones and
some polymorphed interlopers as well, all of

whom had tried to sway the gearwrights. Three

on building a mech rather than dealing with
administrators. One of them became the chief
engineer responsible for building Nedderpik,
questions entered their heads: First, what had while the other two began drawing up plans for
brought the gearwrights to a decision? Second, future city-mechs.
why did the gearwrights turn down my offer? The Gearwrights Guild grew in influence
And third, where do they propose to get the as the mech was constructed, and the pleas
millions of gold pieces necessary to build this and proffers of the old clans fell on deaf ears.
city-mech? Rejected, the clan elders began disowning
That last question, where the money came dwarves who chose to join this heretical cru-
from, is one of the most enduring mysteries sade, but many of their younger warriors, who
of the Stenian Confederacy. The first ques- already held the elders in contempt for their
failed defense of Duerok, declared they’'d

prefer to be disowned. The first public rifts

tion, what had brought the gearwrights
to a decision, eventually became

clear — at least, it seemed so — as between the Stenian Confederacy and Duerok
the gearwrights explained how the appeared, which have continued to this day.
Gearwrights Guild would own and Some of those who worked with the inaugu-
run the mech, which would exist ral members of the Stenian Council were sur-
in an alliance with other Stenian prised to hear a name known to students of the
mechs. It seemed obvious that they'd arcane: Fasil. The inclusion of a human on the
sidestepped the question of loyalty by Stenian Council was also rather odd, especially
reverting to the one institution they trusted given that the rest of the council was dwarven.
most, their own guild. But where did the But this human called Fasil disavowed knowl-
money come from? As far as anyone knew, edge of all things arcane, and the gearwrights

contact was minimal at best between between answered that he was included because of his

the gearwrights of the Master Repository, with 4 great abilities as an administrator.



Soon questions about Fasil were deflected

to one of his peers on the Council, a Clan
Miglud engineer named Stenius, who had been
instrumental in building Durgan-lok and had
since been appointed one of its governors.
Those who met with Stenius in quiet areas
could swear that he was accompanied by a
soft tick-tock noise at all times, and his skin
had begun to take on a silver sheen. Stenius’
influence over the affairs of Durgan-lok was
well known, but it was considered strange how
much time he spent with the chief engineer of
Nedderpik, working on the construction of a
new city-mech. He seemed almost obsessed
with the project.

When Nedderpik was complete, many labor-
ers wondered at the gold coins they were given
in payment, which bore inscriptions so strange
they seemed extraplanar in origin. The clan
leaders weren’t satisfied; they still viewed the
whole affair as a repudiation of traditional
dwarven values. To this day, the distinctive
gold coins offered by the Gearwrights Guild
in payment for building Nedderpik are still not
accepted as legitimate currency in the halls of
Duerok.

As the reality of Nedderpik became more
established, the questions about Fasil and
Stenius faded into the background. Eventu-
ally, they were seen as nothing more than frail
inquiries by jealous traditionalists. As Ned-
derpik began functioning, so did the Stenian

Confederacy.
THE STEINGARD

f the implements at the Confederacy’s
Ocommand, none is more feared than the
Steingard: the secret police of the Confedera-
cy. Despite all the good that the Stenian Con-
federacy has done for the surface dwellers, it is
not without bitter enemies. Resistance groups
are many, lunar cults are constantly forming,
and within the normal spectrum of criminal
activity there are some forces that demand spe-
cial attention. To protect the sovereignty of the
Confederacy, the Steingard was established. It
is their job to eradicate internal threats to the
Confederacy, including societies that dwell
within the safe zones but refuse to accept the
Confederacy’s generous offer of safety.

The Steingard consists of elite soldiers from
all three divisions of the military. Its main
criteria for admission are exceptional ability
and fanatical devotion to the Confederacy. A
character of any class, whether fighter, war-
rior, cleric, mech jockey, or coglayer, can

find a place in the Steingard provided he is of
sufficiently high level, he’s fanatically loyal,
and his record is unblemished. The Steingard
is organized into independent, self-sufficient
units, almost like small adventuring parties,
and each unit is largely independent of the
others. Higher-level “coordinating factors”
are groups of officers responsible for directing
units below them, but their direction is usually
vague and open-ended.

It’s this vague and open-ended direction
that makes the Steingard so widely feared. Any
perceived threat to the Confederacy is subject
to their investigation. They have been known to
execute raids on settlements simply to deter-
mine if a threat exists. If there is no threat, the
raid was still justified (in their minds) in order
to confirm that there was no threat.

The Steingard conducts interrogations of
suspicious individuals with very little evidence,
and has been known to arrest or even execute
those who openly speak out against the Con-
federacy. Their existence and reputation are
widely known. Their reach extends throughout
the safe zones, and they are rumored to have
hundreds of operatives working deeply under
cover wherever the Stenian Confederacy
roams. In truth, the entire Steingard is fewer
than 300 individuals, but they are of such high
level that they are able to accomplish a lot. And
word of their “accomplishments” spreads far
and wide.

Although the Steingard commands no
mechs itself, its presence is felt in nearly every
operation of the Stenian Confederacy. Officers
of the Steingard have authority even over offi-
cers that outrank them. If they have sufficient
cause, they can even commandeer an officer’s
command, if they believe doing so will prevent
harm to the Confederacy. They operate above
the rule of the military, and, in theory, are
subservient only to the Justicars — but there
are a lot more Steingard than there are [usti-
cars. Their sole duty is to identify and remove
threats to the Confederacy regardless of the
cost or consequences.

Members of the Steingard are chosen from
the military by the Stenian Council. They
usually approach soldiers or officers who dis-
play an undying support for the Confederacy
— individuals whose loyalty rises above all else,
including family, friends, and clan. Soldiers
who make extreme sacrifices for the Confed-
eracy are recognized and may be considered for
the Steingard when they become sufficiently
powerful.

Despite its small numbers, the Steingard has
avast array of informants and secret agents who
reports to its members on a regular basis. The

Steingard pays well for good information, and
punishes severely those who attempt to thwart
its efforts. The Steingard is not above torture
to extract information, nor is it hesitant to
simply destroy areas it believes to be hideouts
for Stenian enemies. The Steingard is the dark
shadow of the Confederacy’s military protec-
tion, and its members consider themselves
above the very society they are guarding.

Unfortunately for that society, the Stein-
gard’s application of security is extreme. Stein-
gard officers are paranoid about enemies of the
Confederacy and tend to find them wherever
they look. This is not to say that enemies of the
Confederacy are so prevalent, but instead that
the Steingard often make enemies out of those
that merely grumble about strict laws. Many an
outspoken laborer has been dragged from his
home at night and beaten until he confesses
simply because he was overheard complaining
vehemently about being overworked.

The Steingard are greatly feared and mis-
trusted. Individuals that normally have no prob-
lem with the martial law imposed by Stenian
law still shudder when a Steingard patrol enters
town. Too many companions have disappeared
in the night never to be heard from again simply
for making their opinions about the city-mechs
known. However, the Steingard are seen as a
necessary evil by most members of the Con-
federacy, and although their techniques may be
extreme, many a Stenian’s life has been saved by
their efforts.

The biggest difference between the Stein-
gard and the Justicars is the source of their loy-
alty. The [usticar are fundamentally loyal to the
Law, which is an abstract ideal representing the
best possible situation for dwarven civilization
(at least in their view). They’re a little harsh
and overly severe about their application of the
Law, to be sure, but essentially their primary
loyalty is to an ideal.

The Steingard, on the other hand, are more
about fear than ideals. Their primary loyalty is
to a political institution, the Stenian Confed-
eracy, and they have been known to overstep
the boundaries of the Law in order to preserve
their charge. They are fundamentally afraid of
the endless enemies of the Confederacy, and
thus are more concerned about rooting out
enemies than perpetuating an ideal.
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Gryzin Argyle, Steingard Vardoc

(¢4 here are many enemies of the Steingard

Confederacy. Wherever they may lie,
will find them. If I end my days tracking them
to the bowels of the ninety-nine hells, I will
never stop.”

Gryzin Argyle is a model officer of the Ste-
ingard. His uniform is polished to a shine. His
hair is perfectly cut and angled in traditional
dwarven military cut. His beard is braided and
short. His eyes gleam with the intensity of
battle. If there are enemies to find, you can bet
that Gryzin is on their tail.

Gryzin was born to one of the most impor-
tant families that emigrated to Durgan-lok. His
father and mother were prominent members of
the Stenian Confederacy and instilled within
him a great sense of lawfulness since the day
of his birth. His father Rysto was a civilian
marek who served as a repair tech on the great
steam engines of Durgan-lok. There was no
mechanical problem that he could not solve.
As a boy, Gryzin was apprenticed to his father
as a steam-tech.

When he was not quite full-grown, a great
tragedy struck. A steam valve burst and sent
roiling geysers of scalding steam into the crew
areas. Dozens were burned, and several work-
ers were even killed. Rysto Argyle was one of
the dead. When it was learned that the valve
burst was the work of a saboteur, Gryzin took
it upon himself to find the perpetrator. Gryzin
applied to the Stenian military and demanded
that he be allowed to find his fathers’ murderer.
Unfortunately, Gryzin lacked the military expe-
rience and was considered far more useful as
the steam-tech he already was.

Furious at their refusal, Gryzin rallied sev-
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eral other steam-engine workers and began his
own investigation of the Durgan-lok slums. His
group unearthed several “criminal elements”
hidden among the residents of Durgan-lok
itself. Gryzin couldn’t prove they were respon-
sible for his father’s death, but he eradicated
them nonetheless. He was caught red-handed
(literally) by Stenian soldiers as his axe fell
through the chest of the last of the “criminal
elements.”

Gryzin’s case was considered a special one,
for he had committed his crime in the name of
the Confederacy and the Law, and it was clear
from a search of the area that those he had slain
were indeed working against the Confederacy.
Gryzin accepted the fact that he had broken the
law, but demanded that he receive a trial from
a Justicar. His request was honored. Gryzin
entered the trial chamber — and was never
heard from or seen again.

Behind closed doors, Gryzin was given a life
sentence of hard labor, but in recognition of
his actions, skills, and obvious devotion to the
Confederacy, he could serve this sentence in
the military rather than the mines. His appear-
ance was magically altered so that he would no
longer have any claim to clan, family, or any
other social standing except as a soldier. Then
he was sent into service.

His performance was exemplary, and his
ferocity in the service of the Confederacy was
well noted. Gryzin advanced up the ranks hand-
ily, eventually becoming a well-known marek. It
was duly noted that the sacrifices he made were
reminiscent of the hero of whom the rank was
named. When he was deemed to be sufficiently
powerful, he was recruited into the Steingard.
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As a Steingard officer, Gryzin has since risen
to the rank of vardoc and continues his quest to
destroy enemies of the Confederacy wherever
they may lie. Since he assumed command, his
Steingard unit has removed many a threat and is
responsible for the security standards in place
on Durgan-lok today. Gryzin is a model of fear
and intimidation. His interrogations are often
very short and to the point. He gets the answers
he needs and removes these terrorist threats as
he finds them. He is greatly respected by other
members of the Steingard, in part because his
methods are often questionable.

Gryzin Argyle, male dwarf Ftr 11: CR 11;
Medium humanoid (dwarf); HD 11d10+22; hp
92; Init +6; Spd 20 ft.; AC 20 (+2 Dex, + 8
armor), touch 12, flat-footed 18; Base Atk +11;
Mech Atk +5; Grp +15; Atk +18 melee (1d8+6,
+2 heavy mace); Full Atk +18/+13/48 melee
(1d8+6, +2 heavy mace); SQ dwarven traits; AL
LN; SV Fort +8, Ref +5, Will +5; Str 19, Dex 14,
Con 15, Int 13, Wis 10, Cha 16.

Skills and Feats: Bluff +8, Gather Information
+6, Intimidate +16, Sense Motive +5, Spot +3;
Blind-Fight, Cleave, Combat Expertise, Com-
bat Reflexes, Improved Disarm, Improved Ini-
tiative, Interrogator, Iron Will, Power Attack,
Weapon Focus (heavy mace).

Possessions: +2 heavy mace, +2 Steingard plate,
ring of discern lies, masterwork manacles (4).

Languages: Common, Dwarf, Thuzin.
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EUERYBODY RNOWS...

THIS UNION OF NOMAD TRIBES IS A POWERFUL FORCE, RECLAIMING THE
ENDLESS PLAINS FROM LUNAR HORRORS. BUT IT HAS A DARKER SIDE. THE
LEGION IS FOR HUMANS ONLY — OTHER INTELLIGENT RACES HAVE NO PLACE
ABOARD ITS MECHS. ITS LEADER SPEAKS OF A TIME WHEN HUMANS RULED ALL THE
LANDS, AND MANY WONDER IF HE INTENDS TO CREATE SUCH AN EMPIRE AGAIN.

The people of the Legion come from dozens
of tribes, each with its own traditional way of
life, each composed of many small clans. But
they all share a belief in what they are now
doing. The people of the Legion believe in the
Legion. They believe in working together, they
believe in building a homeland for humanity,
and they believe in their leader, Shar Thizdic.

However, they aren’t drones or zombies.
Even though their daily routines have changed
in the last few years, they still value their fami-
lies and keep some of their traditional ways.
One common belief is a reverence for ances-
tors. Members of the Legion take pride in their
heritage, naming children after heroic relatives
and judging themselves by the actions of their
forbears. Some of them even cling to the tradi-
tional practice of ancestor worship.

One of their strongest new beliefs is that
humanity is on the verge of greatness. The
endless plains have always been a place where
innovation and excitment are found, but the
scattered nature of the tribes meant that great
deeds were done by individuals rather than by
the whole. Now the tribes are organized into
the Legion, and their ranks are growing every
day. Other races did little to help humans when
the lunar rain began, but humanity managed to
survive. Now they have mechs of their own,
they are defeating lunar dragons and other
monsters, and the Legion is well on its way to
creating a secure human homeland.

If you've heard of the Legion, you've heard
of Shar Thizdic. He’s the best-known (and
perhaps the most feared) man on Highpoint,
and the Legion is his monument. Shar Thizdic
escaped the mountain city of Rook when it was
razed by lunar dragons and he spent several
years roaming the endless plains. He started
as a friendless wanderer, but his silver tongue

wove its spell among the nomadic human
tribes, and in time he rallied them together
against the dragons.

Even more impressively, he turned this
alliance into a mechdom that he called the
Legion. Under his leadership, wild-hearted
riders became willing laborers, and before long
humans had created their first mech. Others
were built, each one further cementing Shar
Thizdic’s place in the hearts of his followers.
They turned their metal might against the
monsters prowling their land. After decades of
retreating, Shar Thizdic and his followers have
advanced, sweeping their area like wildfire
across a prairie.

Now the humans of the endless plains treat
him like a king, if not a god. His charisma is
tremendous and his cunning legendary. Shar
Thizdic has led his people into one daring ven-
ture after another, always coming out on top,
always extending the Legion’s reach. His stated
goal sounds impossible — destroying all the
lunar monsters infesting his adopted homeland
— but Shar Thizdic seems to overcome every
obstacle he faces. Those who support him say
that even something this far-fetched is not
beyond his ability.

However, the new land he envisions seems
to be one populated entirely by humans. Other
races are not allowed aboard the Legion’s
mechs, and they are second-class citizens with-
in its territory. Shar Thizdic has made it clear
that his domain is to be a human homeland.
Dwarves have their caverns and elves have their
forests, he has said, so why should humans not
claim territory for their own? Many fear that
this is fust the first step, and the Legion mechs
hunting dragons today will be turned against
other races tomorrow.

4& Whatever the truth, it will likely reveal itself

soon. Shar Thizdic has shown himself to be
clever and ambitious on a scale far grander than
the endless plains have ever seen. If anyone
dwelling there has the ability to bring a dream
to life, he does.

When the Legion first came into being, many
thought it would fall before the lunar dragons,
unless internal bickering destroyed it first.
Even when they produced their first mechs,
elf and dwarf alike scoffed. But once the city-
mech Rebirth took its first step, doubters
were silenced. A new mechdom had arisen and
Rebirth was its symbol.

The first human city-mech was a slap in
the face to everyone who doubted the flighty,
short-lived nomads could endure the lunar
rain. Word of its existence ran through one
tribe after another like fire through dry kin-
dling. The stream of humanity coming to the
Legion turned into a flood, and everyone
wanted to see Rebirth.

Few of them could actually dwell aboard the
city-mech, of course. It serves as Shar Thizdic’s
headquarters, and its space is needed for the
Legion’s leaders and their underlings. But
Rebirth has become the focal point for the
Legion. A fleet of smaller mechs accompanies
it at all times, and literally thousands of tribes-
men travel in its path.

Not only does this make governance simpler,
it serves as an excellent rallying point for mili-
tary action. Rebirth always has an army to lead,
and it in turn supports the troops in all manner
of conflicts. Shar Thizdic once defeated a lunar
dragon with little more than grappling hooks,
scared peasants, and raw nerve. With Rebirth
and its new “sibling” Haven serving as the
flagships of a growing mech fleet, the Legion
is sweeping an ever-larger area free of lunar
infestation.

Many threats prowl the endless plains, none
greater than the lunar dragons. Their enormous
size and destructive power make them a match
for even large mechs. And two years ago, one
lunar dragon on the edge of Legion territory
emerged with a mech fleet of its own.

The beast was an ancient dragon named
Mkadolkalakn, new-fallen to Highpoint. In the
dead of night, it crossed paths with a mighty
Legion mech, a hundred-footer of the paladin
class (see page 24 of the Mech Manual). The
mech commander was hastening to the site of
areported revolt, outpacing its smaller escorts
— except for the two mechs in its onboard
hangar. Attempting to make time by traveling
around the clock, the mech instead stumbled
past the dragon’s lair. Mkadolkalakn had the
gift of dominating mortal minds, unfortunately

4N for the paladin’s crew, and before they realized
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they were in a dragon’s territory, they were
under its spell.

For a newcomer, Mkadolkalakn moved
quickly. It realized the advantages presented
by its new plaything, and it stayed out of sight
at first while it solidified its control over the
paladin mech. By the time it showed itself,
the entire command crew was enthralled, and
they ordered their troops to follow the lunar
monster’s wishes. The Legionnaires obeyed
these strange orders, discipline trumping con-
fusion. When the rest of the paladin’s escort
showed up, they were all but destroyed by their
own comrades.

One small mech escaped, bringing word of
the disaster to Legion command. The dragon
obviously needed to be destroyed, but the
mechs it now controlled were valuable. As
Legion forces strove to evacuate the area
surrounding Mkadolkalakn’s rampage, Shar
Thizdic himself came up with a plan to separate
the beast from its new slaves.

As a half moon hung heavy in the sky, a great

many cattle and other herd beasts were driven
close to the dragon’s lair and then goaded until
they began a stampede. The sound attracted
the dragon’s attention, as it was new to High-
point and not yet familiar with the ways of the
plains. It dove at the noise and, upon discover-
ing the dozens of startled animals, delightedly
began to feast on them.

However, these animals had been gorged all
day on fermented grapes and barley-brew. As
Mkadolkalakn ate, the potent alcohol began
coursing through its veins. None knew what
effect this would have on the beast, but they
hoped that Shar Thizdic had guessed correctly.

He had. The dragon grew increasingly con-
fused as it ate, and more importantly its hold
on the minds of its mech crew was loosened. A
contingent of mechs from the nearby Ferocity
chapter opened fire on the dragon as it ate,
drawing its attention, while others moved
between the dragon and its own mech force.

As the dragon raged, two fast Legion mechs
snared it with chain tentacles. Confused, Mkad-

olkalakn kept trying to bring its own mechs into
action rather than escaping, but its inebriated
mind was unable to command them clearly.
Before long Mkadolkalakn was defeated, and
only minimal damage was inflicted on the
mechs it controlled and the new ones attacking
it. A number of cattle were eaten or just disap-
peared, but that was accounted a small price to
pay for killing a lunar dragon.

e O ———

HISCORY

ppropriately, the Legion’s story begins

with the slaying of a lunar dragon, one day
before the city of Rook was wiped from the face
of Highpoint. That dragon had been terrorizing
the city, yet although Shar Thizdic was merely a
humble shepherd from the city’s edge, he was
able to do what Rook’s leaders and warriors

4 could not. With his forceful personality and



golden speech, he persuaded dozens of peas-
ants to join him in one last stand even as the
aristocracy was fleeing. His mind being as agile
as his words, he conceived a plan so simple
yet effective that everyone who heard him
was convinced that they had a chance. They in
turn convinced others, and soon the word had
spread through Rook’s lower classes.

The next time a dragon raided Rook, it met a
terrible surprise. Waves of carpenters and farm-
ers and stableboys surged from all sides, guided
by Shar Thizdic. They snared it with razor-sharp
grappling hooks, pulling the startled monster
back to the ground when it tried to fly away.
Even its mighty armor couldn’t withstand
the terrible pounding inflicted by hundreds
of furious peasants holding simple weapons.
Although it broke free and took wing, it only
flew a few hundred yards before succumbing
to its injuries.

When it fell, Shar Thizdic paid a terrible
price. The dragon fell directly onto his fam-
ily cottage. All his family was crushed to death
— his parents, his brothers, his sister, everyone
he loved. He had to be pulled away from the
site by the town’s brawniest blacksmith, and
even then he returned after night fell. Kneeling
by the wreckage, he cried out to the mocking
moon above, asking if he had to pay such a ter-
rible price for his victory.

Just before sunrise, Shar Thizdic learned that
he had only begun to pay. A quintet of dragons,
searching for their missing pack member, found
its corpse with the weaponry of Rook’s peas-
ants still embedded in its hide. Furious, they
flew through the city and razed every structure
they found. As Rook’s citizens fled the destruc-
tion of their homes, the dragons swooped on
them with fire and claw. No mercy was shown
by the lunar fiends. Before the sun rose high,
Rook was a gutted smoking shell. Where once
a proud city had teemed with people, nothing
moved except flies and carrion birds.

A sparse handful of people found safety,
among them Shar Thizdic. He had been present
in the shadows, still grieving, when the dragons
arrived for revenge. Now stumbling wordlessly
down the mountain trails he knew so well, he
vowed to himself that someday it would be the
dragons fleeing.

This story is told all across the endless
plains, and versions of it are found nearly every-
where in Highpoint. Shar Thizdic’s legend is
met with grudging respect even among those
who distrust him. Some naysayers doubted the
story at first, but as the survivors of Rook made
their way across the continent, they told much
the same tale.

To be candid, nobody told the story as much 4&

as Shar Thizdic himself. He moved down into
the plains, and everywhere he went, the story
caught ears and opened doors. As he moved
from one tribe to another, Shar Thizdic’s tale
set hearts aflame, none more than his own. His
pride in bringing down a dragon, his agony at
the fall of his city, his thirst for vengeance — all
these things combined during his wandering
years. After a few years, he knew he possessed
countless hands that could strike back. But
without a weapon for those hands to wield,
the lunar dragons were bound to exact a ter-
rible toll.

Then Shar Thizdic heard another story. Inthe
flatlands to the west, it was said, dwarves were
creating giant mechanical men capable of bat-
tling the fiercest lunar monsters. Although he
was keenly aware that the dwarves had offered
little help to humans when the meteoric rain
began, Shar Thizdic sought them out. In the
city of Edge, he found a few dwarven engineers
who were willing to assist humanity in creating
mechs of their own, if the price was right.

By calling in every favor he was owed and
incurring new honor debts of his own, Shar
Thizdic convinced his tribal allies to put aside
their differences and help him with this grand

project. Plans were drawn up, resources were
gathered, and tasks were assigned. From the
beginning it was an uphill battle. The free-spir-
ited nomads chafed at daily manual labor, and
the dwarven hirelings turned out to have never
designed a mech before. Setback after setback
hit the project, and it took all of Shar Thizdic’s
diplomacy fust to keep the tribes from turning
on him.

But the dwarves were still competent
engineers, and the tribes were driven by their
hatred of the lunar rain. Right up to the last
hour’s work, Shar Thizdic spent eighteen hours
a day overseeing the project and soothing furi-
ous tempers. At last the first human-built mech
was completed. Hundreds of nomads waited,
expecting failure. The air was heavy as Shar
Thizdic stepped onto a makeshift stand in front
of the wood-armored construct.

“All of you have given much,” he said to the
crowd. “Your time, your treasure, the sweat of
your brows. But more valuable than these is a
gift all of you have shared, a gift that humanity
desperately needs if it is to survive. I need you
to keep giving that gift, but as a token of repay-
ment, | offer that gift back to you. People of
the plains, I give you Hope.” And with that he
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waved his arm at the mech behind him.

Nothing happened. For a long moment the
crowd was silent, staring at the oily smoke puff-
ing from Hope’s stack. Angry murmurs began to
well up in the heart of the crowd. Shar Thizdic
stood impassively. Then, just as a few nomads
were thinking that perhaps what they needed
was Shar Thizdic’s head on a spear, Hope gave
out a terrible grinding noise and lifted its leg.

One step, then another, then a third, and
the crowd’s fear and disappointment melted
like spring snow. As Hope took its first falter-
ing steps across the plains, the tribes surged
around Shar Thizdic. He was hauled to their
shoulders, held aloft like a prize, celebrated
like a god. Hope began to walk. Shar Thizdic
was carried in its wake. The Legoin was born
that day.

Since then Shar Thizdic has hardly had to
persuade anyone of anything. Stories of the
man and his dream leaped from one tongue
to another. Even now, years after the Legion’s
founding, new arrivals show up almost daily, all
wanting to take part in the rebirth of humanity,
willing to do almost anything asked of them.

Fortunately, Shar Thizdic moved quickly to
organize his followers, allowing them to work
and live more efficiently. By the time Hope’s
first walk ground to a halt, Shar Thizdic was
quietly explaining the idea of the nine
chapters to several key tribal
leaders. Awed by what they
had just achieved, they
agreed. Before the glow
of building a working
mech had faded,
the humans who
had created it were
separated from their
old tribes and clans,
and their old ways
were quickly replaced
by a new regimen.

Now the Legion is the
dominant force on the cen-
tral endless plains, its influence
stretching to the southern swamps
and brushing the edge of the northern forests.
Not all is well within its loose borders — drag-
ons still rampage, renegade tribes still raid and
plunder — but none can deny that Shar Thizdic
and his followers have quickly achieved some-
thing once thought impossible by the other
races of Highpoint. Humanity has mechs, and
more importantly, it finally has the discipline
and organization to fight back against the lunar

mendce.

RELIGION

efore the lunar rain, countless religions

were found among the human tribes of
the endless plains. Most tribes practiced some
form of ancestor worship. The details of their
rituals varied, as did the identities of each
tribe’s sacred ancestor spirits, but some core
beliefs were common.

A person’s cunning and courage in life, it was
said, affected their spirit after death. Fools and
cowards simply blew away with the wind, moan-
ing across the plains forever. Ordinary folk
were given another chance after death, being
reborn in time as one of their descendants
(which made geneaology a very important field
of study to some). Those few souls whose iron
nerve and sharp wits made them great in life
ascended to an exalted status after death. They
became guardians of their descendants, ances-
tor spirits tasked with guiding their tribes to
future glories.

This belief has worked well for Shar Thizdic,
as nerve and wits are two of his strongest suits.
Traditional belief in these spirits was battered
by the relentless lunar rain. However, it was

never quite eliminated. Shar Thizdic
embodies the traditional virtues
of the nomads’ heroes. Not
only has he rekindled a
sense of faith among
the tribes, that faith
is now placed in
him rather than in
the ancestor spirits
who have apparently
been powerless for
the last hundred
years. Of the major
tribes, only the [ajanya
have a significant num-
ber of individuals who still
practice their traditional faith,
and those who follow this so-called

Old Way are not well liked.

It should be noted that many smaller spirits
of weather and geography were also revered
among the tribes. These forces too lost their
luster when they failed to stop the lunar rain.
Now that the Legion offers food, protection,
and a sense of purpose, worship of these semi-
elemental entities s almost forgotten.

MAGIC

ormal magic is difficult to study from

horseback, and so the endless plains
produced relatively few wizards or scholarly
clerics. Some were found in the cities, but only
the elves to the north had a robust tradition of
wizardry. Individual tribes and small hamlets
were more likely to have an adept or two, per-
haps augmented by a cleric who worshipped the
local ancestor spirits. These individuals were
respected advisers and healers who occasion-
ally became tribal leaders.

Informal magic, however, suits the nomadic
life perfectly. Sorcerers have always been com-
mon across the plains. Certain Legion authori-
ties claim that humanity has a larger share of
such gifted folk than other races, showing the
innate potential of humanity; Shar Thizdic him-
self has not said such things.

Just as common, and far more important,
were bards. The cultures of the endless plains
have a strong oral tradition. Singers, drum-
mers, and storytellers played an important role
in spreading news and sharing information.
Nomads have difficulty maintaining libraries,
but who needs libraries when Kothmar the bard
is due to arrive any day with his tales of lands
far away?

As tribes scattered to escape the lunar rain,
bards became more important; they also trav-
eled less regularly. Now news was hard to come
by, and the influence of the old deities was fad-
ing. The news bards brought was vital and the
spells they wielded were more useful than ever.
But travel was risky. Fewer bards wanted to take
the chance, preferring to take up residence
with a particular tribe, perhaps settling down
and training an apprentice or two instead of
spreading knowledge far and wide.

The formation of the Legion didn’t stop
this trend. Even as the lunar rain is fading
somewhat, the humans of the endless plains are
gathering in one area. Admittedly it’s a large
area, but bards no longer have a monopoly on
encountering other people. The Legion’s mili-
taristic mindset also has little use for free spir-
its and chaotic souls. Bards who can handle the
discipline are as welcome as anyone else, but
many have trouble living such regulated lives.




DIPLOMACY

ntil recently, the nomads of the plains

were good neighbors to almost everyone.
It helped that they weren’t an organized group,
of course, but primarily it’s because they were
fundamentally decent people. They still are,
although it can be difficult convincing others
of it nowadays.

Before the Legion was formed, the tribes
had no central organization. How others felt
about them depended entirely on which tribe
was under discussion. For example, the Tlan
were usually liked wherever they traveled,
thanks to their cheerful and expressive ways.
They weren’t always trusted, as the Tlan have
a reputation for lightening the purses of those
they meet, but most cultures in and around the
plains were pleased to see them and hear their
wild stories.

And so it was for years. Different tribes had
their own reputations, depending on whether
they were trading or raiding, but none of the
other cultures of Highpoint thought of them as
enemies. With one exception: The orc hordes
who also live on the plains were constantly in a
state of low-level war with the nomads. To the
orcs, these tribes were a handy source of slaves
and plunder, and in lean times they made an
adequate food source.

The tribes were no more fond of the orcs and
regularly skirmished with them, burning their
encampments to the ground when possible. In
fact, prior to Shar Thizdic’s amazing deeds, the
largest tribal gatherings happened in response
to orcish attacks. In one notable case, after an
orc warband slaughtered a group of Gur trad-
ers, nearly three thousand riders from seven
different tribes united to take vengeance.

After the orcs, the biggest threat most tribes
faced was other tribes. Although they usually
got along with outsiders, the tribes were natu-
ral rivals with one another. They competed for
grazing space, they argued over worship sites,
and they drew blades over the smallest insults.

However, these conflicts rarely escalated
into outright warfare. Most tribes were too
small to start a full-scale war, and given the
size of the plains, a threatened group could
just fold its tents and move. Rather than overt
warfare, tribal conflicts usually consisted of
one side raiding another’s camps for treasure
and then being raided in return. Eventually one
side would tire of the game or just move away.
Particularly nasty squabbles would often be
settled when a third tribe came into the area, as
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this new group would traditionally act as peace-
makers in return for a few herd animals or some
other consideration.

The various city-states of the endless plains
usually saw the nomads as good neighbors.
Food from the Gur, crafted goods from the
Usni, tales and beadwork from the Tlan, and
many other things were all welcome. Some
tribes raided and plundered, but no city-state
was actually endangered by it, and most of the
tribes preferred to trade and buy, so everyone
gotalong.

Chemak is an exception. More than once,
that city-state has attempted to conquer the
area surrounding it. This always led to conflict
with the nomads in the area, who usually lost a
few warriors to Chemak’s incursions. However,
the tribes could and would steal away in the
night to less hostile territory, and Chemak
always gave up after a few months or years of
bluster. Since the lunar rain began, Chemak’s
territorial ambitions have been quiet.

YO ——

GEOGRAPHY

he endless plains are a vast rolling prairie.

Hills rise and fall like waves frozen atop
the sea. Although the land isn’t flat, its heights
rarely rise more than 200 feet above its depths.
Rivers and streams cut across it, giving suste-
nance to small clumps of trees, but most of the
plains s grassland.
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AFTER THE LUNAR RAIN

he people of the endless plains were bat-

tered when the lunar rain began, and so
was their land. In the first few years, some high
places were pulverized and low places filled by
the moon’s debris. This left the plains flatter
than they had been. But as the rain continued,
meteor craters and the like created a new
topography. Major hills and valleys are largely
unchanged, but smaller features are entirely
different than they were a century ago.

One of the most striking effects of the lunar
rain has been the change in vegetation. Meteor
strikes don’t mean much to a blade of grass,
but endless days of scorching lunar dustfall
can have an effect. For the first forty years of
the lunar rain, the plains had fewer and fewer
of their native plants. Smaller ones — grasses,
shrubs, and so on — were hit hardest. Every

4& succeeding year saw more bare patches where

A

/ once a lush prairie had bloomed.

In some cases, lunar vegetation fell to High-
point and tried to establish itself. This usually
failed. The fall was enough to kill most lunar
plants, and the ones that survived didn’t often
find the nutrients they needed. A few patches
of them, however, did manage to hang on. They
seem to grow best in cool and damp locations
with plenty of shade, such as a deep riverbank
or the mouth of a cave.

Where the lunar plants have survived, they
thrived, quickly choking out native species.
They might well have taken over the plains if
not for the fact that warmth and direct sunlight
seem harmful to them. As it is, many sheltered
spots near water have large clumps of pale,
twisted lunar vegetation. None of it is edible
to the creatures of Highpoint, and some of it
seems almost hostile.

Of particular note is the plant called spider-
spore, which releases seed pods from which
gossamer streamers dangle. These streamers
are acidic, burning the flesh of anyone who
touches them. The spiderspore’s seed pods
drift with the wind, remaining caustic long
after the sunlight has destroyed their potential
to reproduce.

Some rivers and streams of the endless
plains have also been affected by lunar rain.
Smaller waterways can be temporarily dammed
if a large meteor lands in the right place; for-
tunately, the residents of Highpoint are used
to floods. A meteor strike can also shatter the
bank of a stream, causing it to branch off and
flow in a new direction.

The biggest problem is silt. Lunar rock
doesn’t dissolve when it reaches the surface
of Highpoint. Often it covers the ground as a
bitter chalky dust, and the regular rains sweep
it into waterways. Over time this process has
filled many of the smaller streams. Now they
are large brackish ponds, and in shady locations
they might have lunar plants growing beneath
the water. A wise herder is careful about where
he or she waters animals, as some of these
ponds have become mildly poisonous due to
the high quantity of lunar dust suspended in
their water.

<o
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NATURAL RESOURCES

he endless plains are a vast hilly prairie.
Most things that a growing mechdom
needs are available somewhere within Legion
territory. Wood is found to the north, farms are
found in the south, and small mines across the

4& Legion’s expanse work to provide coal for the
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steam engines.

One thing that Shar Thizdic always pushes
for is new sources of metal. The Legion does as
much as it can with wood, sometimes clashing
with L’arile Nation mechs on the edge of the
northern forests, but building good mechs
takes a lot of iron and steel. Few mines have
been found to extract this “grey gold” from,
and even then the nomads are still learning
the art of refining metal. Copper they have in
abundance, but attempts at making useful cop-
per-armed mechs have so far been failures.

Fortunately, other regions have more metal
than food. Human traders in service to the
Legion are found all across the plains (and
lately in the flatlands), bartering produce from
Gur farms for all the steel they can get.
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SITES OF NOTE

Ithough the people of the endless plains
are nomads, they still have some important
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fixed locations in their lives. Some are sites of
spiritual significance, others are natural fea-
tures of great majesty, and still others are fust
handy places to hide.

The Blood Flats

he largest battle ever fought on the plains

happened here, giving rise to its grim
name. Many tribes now hold that it is haunted
by all manner of spirits. It lies just north of
the Endless River, midway between Edge and
the sea, a flat prairie that stretches for miles
in every direction on the southern border of
Legion territory.

Many forces have clashed here over the
years, as the flats are perfect for massing troops
and deploying cavalry. Two hundred and twenty
years ago, an enormous force of human nomads
charged across it to break their lances against
an equally imposing orcish army. These orcs
were united under a leader of rare charisma.

They were rampaging across the plains, nearly

4& 8,000 strong, killing and burning everything in

»

100 miles
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their path.

When they got to the river, they were met
with force. The combative Zhekmir tribe had
united another dozen tribes under their ban-
ner and come forth to challenge the orcs. The
humans numbered 5,000 warriors and they had
more cavalry. The battle was sharp, bloody, and
indecisive, as the orcs quickly moved to set
the river at their backs to stop cavalry from
encircling them. The armies fought from sun-
rise to sunset without a victor emerging, then
retreated to their camps as a heavy fog came
off the river.

As the fog thickened and the troops slept,
a third force crept onto the field. The savage
|ajanya and their allies had been trailing the
armies with 2,000 warriors of their own. In the
dead of night they struck the orc camp, over-
whelming sentries and slaughtering troops.
This noise drew the Zhekmir force, sleepy and
ill-prepared but convinced that the orcs were
finished. This human army was then ambushed
by a second wing of [ajanya troops.

Ultimately more than 6,000 warriors were



killed from one sunrise to the next. The orcish
army was destroyed, the Zhekmir were routed,
and many [ajanya died when a shift in the wind
blew away the fog that concealed their pres-
ence from their enemies. The bodies rotted
for days before the Zhekmir army returned and
burned them all.

Most plainsfolk believe that the warriors
killed on this day will not rest. Folk wisdom
holds that these spirits prowl the flats, hunting
for lone travelers to ambush. By night the dan-
ger is worse, as the ghosts of the burned dead
rise from their pyres and attempt to char the
living into ash. Those who hold these beliefs
travel in large groups across the flats, the bet-
ter to deter the ghosts, and use bells and other
noisemakers to frighten away the dead.

The Jajanya and the Zhekmir both see the
flats as something else. To the [ajanya it is a site
commemorating one of their great victories
— they did destroy two large armies, even if
most of their own number were slain. Many
Jajanya travel here for important rituals such as
marriage and important religious observances.
The Old Way gives great weight to a site where
the [ajanya spilled so much enemy blood.

The Zhekmir draw a lesson from the blood
flats. They believe that if they had boldly
pressed their advantage against the orcs, they
could have slaughtered the hated foe and
thereby been more prepared for the Jaja-
nya ambush. True or not, the Zhekmir see the
blood flats as proof that boldness is the correct
course. They also have no fear of the ghosts
that allegedly dwell here. It was the Zhekmir
who dared to return and burn the bodies, and a
rite of passage for young Zhekmir warriors is to
spend a night alone and unarmed on the blood
flats. The warrior doing so does not sleep, but
instead calls out challenges to angry ghosts
from dusk until dawn.

Whatever the truth, the blood flats are omi-
nous at sunrise and sunset. The grass turns red
in the muted sunlight, and wind coming off the
nearby Endless River often carries the sound of
voices calling and howling unintelligibly. Hos-
tile plant life is common here, from ordinary
nettles to carnivorous vegetation, particularly
on sites where the Zhekmir burned corpses.

Ancient Kamla

he mountains that once sheltered Rook
hide other secrets. Dwarves once lived
here, seemingly in some numbers long ago.
Only a few of them dwelt there in the decades
before the lunar rain, and they were unfriendly
to outsiders. They have since retreated entire-

ly, sealing off the entrances to their former

homes and collapsing the tunnels connecting

them to the surface. But other suberterranean
construction survives.

On the northeast side of this small mountain
range stands a cliff face that has been blasted by
lunar meteors. Nothing about that is unusual,
and the small gaps opened in the cliff by these
meteors are also unremarkable. If not for an
adventurous Loamasa tribeswoman, nobody
would have found the city of Kamla slumbering
behind the cliff.

If one is patient enough to spend an hour or
two crawling through the tunnels behind those
cliffside gaps, and if one manages to avoid
any of the myriad hazards below the ground
(including getting lost in the darkness), one
narrow passage eventually ends at the top of
a great bowl-shaped cavern. At the bottom of
this cavern is a small abandoned city. Overhead
is the open sky — meteor strikes long ago
smashed away the peak of this hollow hill.

Many centuries old by the look of it, this city
was apparently built by slathem, based on its
architecture. Slathem travelers have claimed
no knowledge of it and have dubbed it “Kamla,”
a word meaning “lost” in their tongue. At one
point this cavern was apparently full of water,
and tunnels at the base of it still lead to under-
ground streams.

Kamla provides little shelter and has been
known to attract monsters; for a time, a fierce
old red dragon named Zumaldin dwelt here,
before being slain by Legion troops. Daring
nomads occasionally brave the tunnels, return-
ing with a small piece of worked stone to prove
that they climbed down into the city and back.

The Crater of Visages

The worst lunar meteor strikes came decades
ago, when the hills and mountains of the
moon were torn free and smashed into the
surface of Highpoint. These massive strikes left
large craters. One particular spot was repeat-
edly blasted by strange rocks that presumably
came from the same lunar structure, leaving a
huge crater full of carved lunar rock.

Perhaps four days’ ride south of Stilt City,
the mammoth crater is more than a quarter
mile across. The shattered remains of enor-
mous lunar hills still dot this plain, and the
crater is full of rubble. This isn’t the usual
queasy-grey rock that falls from above, though.
It was worked by hands unlike anything known
to Highpoint. Some segments look like walls,
others resemble roads, still others aqueducts.
All of them are covered in bizarre carvings.

The dominant images are those of faces —
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grotesque asymmetrical faces with three eyes

and mismatched tusks. No known lunar crea-
ture matches the appearence of these ogre-
sized faces. Grasping hands are also common,
often carved as if reaching out from within
solid rock. These hands have three fingers and
a thumb, each long and possessing three joints.
The hands end in wicked talons.

Not surprisingly, this crater draws lunar
creatures and is home to many lunar plants.
It lies within territory claimed by the Legion,
and their troops routinely sweep through and
kill any lunar beasts they can find. The crater
is of interest to Highpoint’s sages, and they
occasionally visit to study the carved rock
(or retain adventurers for that purpose). The
Legion discourages this, as Shar Thizdic does
not wish outsiders to needlessly risk their own
safety while seeking to pry open the moon’s
secrets. His own scholars are often found here
with heavy guard forces.

Mist Valleys

P 1 any locations across the endless plains
share this name. The rolling terrain

and abundant water mean that mist and fog
are common throughout the year, especially
around sunrise and sunset. These fogs hang in
the lowlands, and they often stretch far across
the countryside, especially when the tempera-
ture cools at dusk.

The valleys themselves are not usually
remarkable. Some are ordinary depressions in
the landscape, while others are formed by
Highpoint’s seasonal rivers and creeks. What
makes them interesting is the legends sur-
rounding them. Most common are the tales
of mist goblins, strange squat creatures who
are said to live entirely within the bounds of
the fog.

All major tribes share stories of these horrid
beasts, and while they are regarded as child-
rens’ fare, many otherwise sensible nomads will
shun the mist valleys. This is a practical choice,
as traveling across rough ground in the fog is a
good way to break a horse’s leg. Anyone asking
a nomad where the nearest mist valleys are
will undoubtedly receive a response, though,
as many of them have a quiet dread of these
shadowy locations.

O ——

FACTIONS

har Thizdic is the unquestioned leader of
the Legion, but he can’t be everywhere.

) Other people wield power among the tribes



— some appointed, some out of tradition, and
a few who have the charm and wit to persuade
others to follow them. Shar Thizdic is aware
of all such individuals, and he watches them
closely, always looking for someone who can
help advance the Legion into its next stage.

Although the nine chapters are not exactly
factions, thanks to Shar Thizdic’s habit of trans-
ferring officers between them, it is important
to keep them in mind when considering the
Legion’s structure and character. Remember-
ing their names is also important, as they do
not have their own cultures and habits. In
alphabetical order, they are: Discipline, Feroc-
ity, Friendship, Honor, Insight, Loyalty, Speed,
Strength, and Valor.

<o
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GOALS

he Legion’s goal is simple: Reclaim the

endless plains from lunar creatures and
create a safe haven for humanity. No sane citi-
zen of Highpoint objects to the first part of this
creed. Indeed, the efforts spearheaded by Shar
Thizdic have begun pushing monsters from
the moon out of Legion territory, creating a
Stenian-like safe zone.

The pushing extends to non-humans, how-
ever, and that’s where the trouble lies. Shar
Thizdic has never said he hates other races,
and the average Legion citizen isn't foam-
ing at the mouth with violent prejudice. It’s
just that, as Shar Thizdic says, no other race
made a place for humans when the lunar rain
began. It’s time to repay the courtesy. Now
that they’re organized, members of the Legion
don’t see why they shouldn’t claim an area as a
racial homeland.

<o
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STRUCTURE AND
SUBGROUPS

he Legion is structured like a wheel, with

Shar Thizdic firmly in the center. The rest
of the hub is made up of people with close per-
sonal ties to him — old friends, canny advisors,
and a few individuals he doesn’t trust to let out
of his sight. Stretching out from the center are
nine spokes, the chapters named for the fight-
ing virtues that Shar Thizdic praises. Around
the rim are fragments of the endless plains’
tribes. Despite their leader’s wishes, not all
of the Legion’s members have given up their
old customs and been absorbed into this new
way of life.

The Hub

very major decision in the Legion comes

from Shar Thizdic and his inner circle.
Many minor ones do too, as Shar Thizdic
has boundless energy mixed with a '
healthy dose of obsession. He isn't
happy unless he knows everything that -
happens in his domain, down to the
number of rivets needed to fix the small-
est patrol mech. This allows him to make the
most informed decisions possible for the thou-
sands of people under his care. It also helps him
keep track of threats to his power.

Nothing fmportant happens in the Legion
without Shar Thizdic’s personal approval, but
even he can’t be everywhere. A handful of
people are allowed to wield authority in his
name. Shar Thizdic picks these people himself
and they serve entirely at his whim. Generally
they act as troubleshooters, finding and fix-
ing problems under their leader’s loose (but
watchful) guidance. Everyone knows that when
these people speak, Shar Thizdic is speaking
through them.

Others are given specific responsibilities,
but as is common in the Legion, they do not
often remain at the same post for a long time.
Unlike everything else in the Legion, this
level of command is not heavily structured or
defined. Everyone here serves at Shar Thizdic’s
whim and does whatever he directs until he
tires of them.

One exception to this rule is the hulking
figure named Benj Dyvent. He has served as
Shar Thizdic’s bodyguard for three years, only
leaving his master’s side when ordered away.
His brain is as weak as his muscles are strong,
but his loyalty to Shar Thizdic is unquestioned,
for the two of them are both survivors of ruined
Rook.

s membership in this inner circle is not
Aa formal position, it is not always certain
who Shar Thizdic’s current trusted advisers are.
At the moment, the following individuals are
known to dwell with him aboard Rebirth and to
undertake projects at his direction:

Benj Dyvent (Bbn6/Cmn2): Shar Thizdic’s
bodyguard is not a great thinker, or even a good
one, but he is present for most of Shar’s delib-
erations.

Olinta Willma, also called Greeneye
(Brd3/Exp5/Rog6): She seems boastful and a
little flighty, but this Tlan matriarch is perhaps
the shrewdest nomad ever seen on the endless
plains. In her youth she traveled far across
Highpoint before returning to take her place
4 at the head of an impoverished tribe. Olinta

promptly reversed their fortunes, and today
at the age of 52 she is the wealthy leader of a
family with a half-dozen heroic children. Five

of them are daughters of marriageable age,
*  as she is fond of reminding Shar Thizdic.
< ‘é;v She has one brown eye and one green,
giving rise to her nickname.

Malam T’chnal (Rgr10): A leader
of the |ajanya tribe, feared for his track-
ing skill and his enormous wolf compan-

ion. He has a reputation for savagery and is
known to adhere to the Old Way. Malam is also
a peerless ranger, succeeding at scouting mis-
sions that nobody else dares attempt. His wolf,
however, has been barred from coming aboard
Legion mechs, so Malam only stays on Rebirth
when necessary.

Balturb (Cogl2): Thin, nervous Balturb
would much rather be tinkering with Haven
than sitting at a table with Malam T’chnal or
Shar Thizdic. But his fretting seems to amuse
Shar Thizdic, and so he has taken his place
among the advisers. He is one of the Legion’s
senior mech designers. This usually means that
his role is to tell Shar Thizdic that a particular
idea is not possible, and then to nod and worry
when Shar tells him to do it anyway. His posi-
tion at Shar’s table is a source of pride to his
Usni tribemates.

Mylesi (Brd9/Virtue5): The
first graduate of the Virtue training program

Morani

(described on page 87), Morani is surpris-
ingly humble. He is also quite soft-spoken for
a bard. This mild exterior covers a mind sharp
and steely as a masterwork dagger. His advice
is well worth heeding, as it places the needs of
the Legion above those of individual members.
Morani was born to the Gur, but left their farms
as soon as he could, moving from one tribe to
the next much like Shar Thizdic did.

Filatii Thunderfoot (Mcjl1): Filatii is a
seasoned mech jockey, but she shows the brash
impulsiveness of a rookie. Her father was a
horse-riding Stavian and her mother a Zhek-
mir, so not surprisingly she loves piloting and
she lives to take risks. Her instincts have kept
her alive so far. Shar Thizdic seems to trust her
intuition, especially in matters of mech deploy-
ment and tactics. Filatii has served as Battle
Commander in the Honor and Discipline chap-
ters, and is currently the Mech Commander of
Haven, a task requiring more patience than she
sometimes has.

Captain Gurk Vandred (Ftrl2): This
grizzled sword-for-hire has been one of Shar
Thizdic’s advisers for some time, and it is wide-
ly suspected that he will not be one for much
longer. A native of the walled city of Chemak,

//F Gurk led a company of mercenary infantry for



BiG BENJ, SHAR THIZDIC’S
BoDYGUARD

Big Benj is a man full of fury. Everything he loved
was destroyed when lunar dragons razed the city
of Rook. He would have let his life spiral into
violence and undoubtedly come to a bloody end
if not for Shar Thizdic. Now he serves the char-
ismatic leader, shielding him from harm so that
Shar Thizdic’s dreams can be realized. Benj would
gladly lay down his life in this cause.

Ever since he was old enough to hold a maul,
Benj Dyvent knew he was going to work in the
iron mines surrounding Rook. He was strong and
none too bright, so at a young age he joined his
father and brothers and uncles under the ground,
earning a sparse wage in a dangerous environment.
The lunar rain had left its mark on the world, but
life in Rook continued as it had for generations.
Benj married a local girl, set about raising a family,
and was content.

Then came the lunar dragons, one after anoth-
er. Rook was in danger. Its leaders were preparing
to flee, but common folk like Benj had nowhere to
go. They continued their lives as best they could,
never knowing when the next attack would come
or who it would claim.

But then Shar Thizdic emerged as a leader.
He rallied the common folk, including Benj,
and together they brought down one of the
hideous lunar beasts. Benj himself, having served
in the militia of Rook, buried two spears in the
monster’s hide.

It wasn’t enough to save Rook. Benj survived
the city’s destruction only because he was in a
nearby mine tunnel, sleeping off the effects of
the dragonslayers’ celebration. His family was
destroyed, from grandparents to children. He
fled to the endless plains, his simple heart filling

This anger, combined with his great strength,
made it easy for him to find a place among the
tribes of the plains. A warlike clan of the traveling
Loamasa took him in and trained him to fight in
their traditional style. Although Benj would never
be a great rider, he learned to channel his rage in
to a burst of furious strength. For a time he trav-
eled with the clan, loss gnawing at him, until he
started hearing stories of the Legion and its leader,
Shar Thizdic.

The next morning he took off across the plains
on foot. Anything that got in his way was knocked
down. Shar Thizdic had led him on the one great
adventure of his life, and if anyone could tell Benj
what to do now, it had to be a man who shared
his loss. He presented himself to the Legion, and
once Shar Thizdic met him again, was treated like
a long-lost brother. Shar Thizdic needed someone
he could trust to protect him, and big Benj was
exactly the man for the task.

These days Benj is never far from his master.
He only leaves Shar Thizdic’s presence if Shar
specifically orders him to, and then he remains
as close as possible. Anger still boils beneath his
surface. Anyone who appears to pose even a slight
threat to Shar Thizdic will become an outlet for
this fury, and more than once Shar himself has had
to restrain his bodyguard from maiming someone
who just happened to be in the wrong place.

On the other hand, more than once Benj has
stopped someone who meant to harm his master,
and he has the scars to prove it. If danger appears,
Benj plants himself squarely between it and Shar
Thizdic, wielding his spear with surprising speed.
He also carries a pair of masterwork handaxes, a
gift from his former tribe leader. Benj’s buckler of
arrow catching doesn’t provide him with a great
deal of protection, but it pulls hostile missiles
away from Shar Thizdic, and Benj is honored to

carry it.

Big Benj Dyvent, male human Bbn6/
Cmn2: CR 7; Meduim humanoid (human); HD
2d4+6d12+16; hp 69; Init +0; Spd 30 ft. (base
40 ft.); AC 18 (+6 armor, +2 shield), touch 10,
flat-footed 18; Base Atk +7; Mech Atk +3; Grp
+II; Atk +13 melee (Id8+7/x3, +1 spear) or +I2
melee (Id6+4/x3, masterwork handaxe) or +9
ranged (Id8+7/x3, +1 spear); Full Atk +13/+8
melee (Id8+7/x3,+1 spear) or +12/+7 melee
(Id6+4/x3, masterwork handaxe) or +9 ranged
(Id8+7/x3, +1 spear); SQ Fast movement,
improved uncanny dodge, rage 2/day (7 rounds),
trap sense +2, uncanny dodge; AL CN; SV Fort
+7, Ref +2, Will +2; Str 18, Dex Il, Con 4, Int
8, Wis 10, Cha 7.

Skills and Feats: Climb +12 (+8 in armor),
Intimidate +5, |ump +l0 (+6 in armor), Listen
+6, Profession (miner) +4, Use Rope +3;
Cleave, Power Attack, True Believer, Weapon
Focus (spear).

Possessions: +1 breastplate, +1 buckler of arrow
catching, +1 spear, 2 masterwork handaxes.

&

\.\ with rage.

nearly twenty years. Their thirst for action led
them farther and farther south. They fought the
orcs, the [ajanya, the Zhekmir, and for a time
even served in the flatlands. Gurk and his troops
offered to hire themselves out to the Legion in
its early days, but Shar Thizdic persuaded them
to join freely instead. As the Legion’s mech
fleet has grown in power, the tactical advice of
Captain Gurk is becoming less relevant, and his
temper is shorter every day.

The Chapters

The inner circle overlaps with the official
chapter hierarchy. Each chapter is led by
a trio of commanders; a few of them are also
in Shar Thizdic’s personal hub. Commanders

serve terms of roughly 6-12 months in one
assignment before moving to another post in a
different chapter. Shar Thizdic has several more
years to wait before one of his commanders has
served in all 27 available positions and needs
another promotion.

Although equal in rank, each chapter’s three
commanders have authority over different
things. The Mech Commander is in charge of
the chapter’s mechs outside of combat, con-
trolling everything from maintenance and staff-
ing to choosing where the chapter will travel.
The Guard Commander has authority over the
Legion’s human members, except for those
assigned to a mech. This includes soldiers,
non-military civilians accompanying chapter
mechs, and also those who live within the

chapter’s zone of influence. Finally, the Battle
Commander assumes command in combat, and
primarily focuses on deployment, logistics,
tactics, and strategy. Normally this person is in
charge of training soldiers and mech jockeys,
but when a fight breaks out, he or she assumes
control of all chapter operations until the
threat is over.

These spheres of influence are deliberately
vague. Shar Thizdic wants his subordinates
to compete a little. Not only does this force
them to be sharp and aggressive, good traits in
military officers, but it discourages them from
forming close alliances. The last thing Shar
Thizdic wants is to see his commanders join-
ing forces to undermine his position atop the
Legion hierarchy.



For the same reason, all officers are trans-
ferred between chapters on a regular basis.
Most of them serve one chapter for a year
before moving on, although someone who
displays competence and lacks ambition will
be left in place for longer. Military units per-
form better when they’ve served together for
a while, but Shar Thizdic also wants to make
sure that his officers are loyal to the Legion as a
whole rather than to an individual chapter.

The Citizens

he Legion is composed of men and women

drawn from the many nomadic tribes of the
endless plains. All of them are now assigned to
one of the nine chapters, and each tribe is split
between three or more chapters when possible.
Shar Thizdic’s public reasoning is that this pro-
motes cooperation among humanity. By putting
aside traditional rivalries, Legion members can
learn to work together for a greater goal.

This system also transfers their loyalties to
the Legion and its leader. Lacking their cus-
tomary structure, most of the Legion’s people
have in fact adopted the mindset Shar Thizdic
hoped they would. They see themselves as part
of one enormous tribe, the tribe of Humanity,
and Shar Thizdic is the daring crusader leading
them into a glorious future. However, scattered
pockets still cling to some of their old ways.

A great many tribes make up the Legion.
Some are little more than an extended family.
Others have dozens or hundreds of members.
Most major human tribes of the endless plains
are represented, and many of them have joined
the Legion en masse. Even scattered among
several different chapters, a few tribal identi-
ties have managed to endure. Familiar groups
like the Stavians and the Gur are both found in
some numbers; so too are the colorful Tlan, the
clever Usni, and the grim [ajanya. Despite the
advice of some of his intimates, Shar Thizdic
has so far allowed pockets of tribal loyalty to
exist. In time these small groups will undoubt-
edly realize that he’s leading them to a greater
destiny than they would ever have found on
their own.

Important and interesting tribes are
described below. These eight groups are also
discussed in the Rules Information section, as
membership in a particular one of these tribes
can have benefits and drawbacks.

Gur: Many of these noted farmers have
joined the Legion. Some of them live aboard
large mechs, turning their expertise toward
the challenge of growing edible plants inside
a giant metal construct. Others continue to
live in small farming communities, trading

their foodstuffs (and occasionally their arcane
expertise) for Legion protection. Shar Thizdic
has begun resettling members of these thorps
and villages, moving some of the residents into
far-flung chapters and replacing them with
members of other Legion tribes. His explana-
tion is that the Gur need to learn about life
aboard mechs, and others would benefit from
learning the Gur’s techniques.

Hidalgezh: A relatively small tribe, but one
that has stubbornly survived as larger groups
have faltered. The Hidalgezh claim that they
are the first tribe to dwell on the plains, born of
the great hero of the same name, and they value
heroics (and theatrics) above all else. None
can deny their bravery. However, they are not
always a welcome sight, for what they call tale-
telling is what others often call bragging.

Jajanya: A large tribe known for its hunt-
ing prowess, the [ajanya are also the subject of
whispers. It is known that they speak their own
language among themselves, and the [ajanya
also cling to their unique religion, a bloody
practice they call the Old Way. This, combined
with their warlike ways, has made them the
object of hatred and fear among the other
tribes. The [ajanya do not seem to care. They
see themselves as a group apart from the rest of
the plainsfolk, and even as they join the Legion
they resist being integrated into it. They follow
their traditions. They practice their religion.
And they will kill anyone who denies them what
they want. Or so it is said.

Loamasa: Others call this tribe “the run-
ners,” for the Loamasa keep few riding animals.
Indeed, they keep few possessions of any kind.
They prefer to live simply on the plains. The
Loamasa say that this keeps them aware of the
greatness of nature and humble about their
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own existence. Others say that the Loamasa
are simply afraid to fight and are too foolish to
raise herd animals. Those who have been on the
other end of Loamasa spears, however, say no
such thing.

Shar’Stavians: This splinter group of the
well-known Stavians has sworn its allegiance to
Shar Thizdic, going so far as to place his name
in front of their own. It is said that the great
leader lived among the Stavians while he was
making his way across the plains, and that he
so impressed these tribes that they resolved
to follow wherever he led. Now they and their
dust devils are found serving as Legion scouts
and skirmishers. Many of the most daring mech
jockeys are also drawn from Shar’Stavian ranks.
This tribe is holding together somewhat more
than most others, as their skill at mounted
combat means that they are often assigned to
the same units.

Tlan: When outsiders think of the nomads,
they are usually thinking of the Tlan. No other
tribe has traveled so far, learned so many sto-
ries, or befriended so many outsiders. Some
would say that no other tribe has told so many
lies and stolen so many things, but the Tlan dis-
miss this as jealousy. All agree that the Tlan are
the greatest storytellers of the plains. They also
produce the most and finest bards. In this age
of declining religion, the Tlan are an especially
welcome sight, as they often have the healing
magic that is otherwise becoming harder to
find. The Tlan are also known for the colorful
patterns they wear in their clothing and for their
intricate beadwork.

Usni: The rise of mechs has brought the
once-small Usni tribe to greatness. Tinkering
and alchemy have long been this tribe’s secrets,
and they possess a level of skill unmatched on
the endless plains. Where once these things sim-
ply made them strange, now they are in demand.
For every Shar’Stavian piloting a mech, there are
two Usni coglayers keeping it in one piece. And
while they are not known as fearsome warriors,
the Usni specialize in using unusual weapons,
the better to initimidate would-be attackers.

Zhekmir: What some would call reckless-
ness, the Zhekmir call bravery. They hold that
a person’s worth is proven in conflict and risk.
Warfare, it logically follows, s what tests a per-
son’s mettle and proves whether they are bound
for greatness. The Zhekmir are not a danger-
ous or evil people; in fact, they are often very
entertaining to be around. This lust for brave
deeds causes them to cherish every moment.
A Zhekmir wakes up in the morning wanting
to prove himself brave, and he knows that he
could die in the attempt, so he makes sure that
every minute he lives s one worth living.



CITIZENS OF THE LEGION

Lodjon Vartuminsh, Farmer-
Mage

Lodjon Vartuminsh, male human Wizl1:
CR 11; Medium humanoid (human); HD
11d4+28; hp 51; Init +1; Spd 30 ft.; AC 15 (+1
Dex, +2 armor, +1 natural armor, +1 deflec-
tion), touch 12, flat-footed 14; Base Atk +5;
Mech Atk +2; Grp+4; Atk/Full Atk +4 melee
(1d4-1, dagger) or +7 ranged (1d8, masterwork
light crossbow); SA Spells; SQ Gur armor pen-
alty; AL LN; SV Fort +5, Ref +4, Will +8; Str §,
Dex 12, Con 14, Int 17, Wis 12, Cha 10.

Skills and Feats: Knowledge (arcana) +18,
Knowledge (architecture and engineering) +17,
Knowledge (nature) +20, Profession (farmer)
+9, Search +3 (+5 to find secret doors or com-
partments), Spellcraft +20, Survival +15 (+17
when above ground); Brew Potion, Empower
Spell, Extend Spell, Heighten Spell, Maximize
Spell, Scribe Scroll, Skill Focus (Knowledge
[nature]), Widen Spell.

Possessions: Masterwork light crossbow, dag-
ger, amulet of natural armor +1, bracers of armor
+2, ring of protection +1, wand of magic missile (13
charges, CL 5th).

Spells (4/5/4/3/1; save DC 13 + spell level):
As 11th-level wizard.

odjon is an important figure among the

Gur. He is a master of agricultural magic,
and he knows many useful secrets and obscure
techniques that have helped the endless plains
bloom. A kind but stern figure, Lodjon is will-
ing to share his knowledge with anyone who
shows the proper respect. Anyone, that is,
except for worm farmers, whom he believes
are the cause of many crop blights and pest
infestations.

Lodjon is a plump middle-aged man with a
long brown beard that’s starting to go gray. His
receding hairline and watery blue eyes give him
aresemblance to a tortoise. He often smells of
earth and grains.

Talahi Muzid, Legion Scout

Talahi Muzid, female human Rng8: CR 8;
Medium humanoid (human); HD 8d8; hp 37;
Init +3; Spd 30 ft.; AC 17 (+3 Dex, +4 armor),
touch 13, flat-footed 14; Base Atk +8; Mech Atk
Bonus +4; Grp+9; Atk +10 melee (1d8+2/19-
20, +1 longsword) or +13 ranged (1d8+1/x3, +1
longbow); Full Atk +10/+5 melee (1d8+2/19-20,
+1 longsword) or +13/+48 ranged (1d8+1/x3,
+1 longbow); SA Spells; SQ Favored enemies
(vermin +4, animals +2), swift tracker, wild
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empathy, woodland stride; AL LG; SV Fort +6,
Ref +8, Will +4; Str 12, Dex 16, Con 10, Int 9,
Wis 14, Cha 11.

Skills and Feats: Hide +14, Listen +15, Move
Silently +19, Spot +4, Survival +16; Alertness,
Endurance, Far Shot, Manyshot, Rapid Shot,
Skill Focus (Survival), Weapon Focus (long-
bow).

Possessions: +1 longbow, +1 longsword, dagger,
+1 studded leather armor, boots of elvenkind.

Spells (2/1; save DC 12 + spell level): As 8th-
level ranger.

Trained as a vermin-hunter, Talahi has
recently left her fields and entered the
service of the Legion’s army as a scout. Never
a quick wit, she generally lets her bow do the
talking. Her best friend is her animal compan-
ion, a brown dire bat she calls Pojon. Talahi is
often found prowling the fringes of Legion
territory. Pojon is usually overhead, looking
for the giant vermin he likes to eat, although he
will immediately return to Talahi’s side if she
whistles for him.

Talahi is a tall and graceful woman with black
hair cropped close to her head. Her armor and
accessories are all dark brown or faded green.
She carries a longbow made of ash, and she
fidgets with its string when she’s thinking.

Shen, Hidalgezh Whirlwind

Shen, female human Sor6: CR 6; Medium
humanoid (human); HD 6d4; hp 18; Init +1; Spd
30 ft.; AC 12 (+1 Dex, +1 armor), touch 11, flat-
footed 11; Base Atk +3; Mech Atk +1; Grp+4;
Atk/Full Atk +4 melee (1d8, masterwork morn-
ingstar) or +4 ranged (1d6, {avelin); SA Spells;
SQ Treat orcs as favored enemies (+2); AL CN;
SV Fort +2, Ref +3, Will +4; Str 10, Dex 12, Con
10, Int 13, Wis 8, Cha 16.

Skills and Feats: Bluff +12, Concentrate +9,
Craft (pottery) +9, Diplomacy +5, Disguise
+5 (to act in character), Intimidate +5, Listen
+1, Profession (brewer) +9, Spot +1; Alertness
(with familiar), Craft Wondrous Item, Greater
Spell Spell
(enchantment), Toughness.

Focus (enchantment), Focus
Possessions: Masterwork morningstar, javelins
(x3), bracers of armor +1, scroll of charm person,
scroll of rage (CL 6th).
Spells (6/7/6/4 per day; 7/4/2/1 known; save

DC 13 + spell level): As 6th-level sorcerer.

hen has the enthusiasm of a bear that’s just
found an unattended honey pot. Everything
she does is a grand adventure. Every challenge
is another chance to show her mastery of
magic. Everyone around her had better look

4 out; Shen’s exploits have a way of sweeping up
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/ everyone around her, willing or not. She was an

enthusiastic Legion recruit for a few weeks,
until the strict bureaucracy started to stifle her.
Now she’s looking for a new source of excite-
ment. A cynical old snake named Sharptongue
is her familiar.

Shen is a short woman whose face is dusted
with freckles. She dresses in loose clothing
with lots of pockets, and she always carries
a finely crafted morningstar that she calls
Wicked Sunrise. Shen claims it’s the weapon of
along-dead tribal hero.

Taro the Blessed

Taro the Blessed, male human Pal8/
Reborn5: CR 13; Medium humanoid (human);
HD 8d10+5d8+13; hp 83; Init -1; Spd 20 ft.; AC
23 (-1 Dex, +9 armor, +4 shield, +1 deflec-
tion), touch 10, flat-footed 24; Base Atk +11;
Mech Atk +5; Grp+14; Atk +16 melee (1d6+5/
18-20, +2 scimitar) or +11 ranged (1d6+4, +1
composite shortbow [+3 Str]); Full Atk +16/+11/
+6 melee (1d6+5/18-20, +2 scimitar) or +11/
+6/+1 ranged (1d6+4, +1 composite shortbow
[+3 Str]); SA Turn undead, smite evil 2/day (+8
dmg), spells; SQ Treat orcs as favored enemies
(+2), detect evil, lay on hands (32 hp), remove
disease 1/week, special mount, epic Charisma,
old soul, divinely anchored, epic resistance,
personal legend, epic vitality, insight 3/day,
ancient memory; AL LG; SV Fort +8, Ref +2,
Will +9; Str 16, Dex 8, Con 12, Int 10, Wis 13,
Cha22.

Skills and Feats: Diplomacy +24, Knowledge
(nobility) +8, Ride +15, Use Magic Device
+14; Extra Turning, Iron Will, Mounted Com-
bat, Power Attack, Reborn Atonement, Ride-By
Attack.

Possessions: +2 scimitar, +1 composite shortbow
(+2 Str), +2 half-plate, +2 heavy wooden shield,
ring of protection +1, cloak of charisma +4, phylac-
tery of undead turning.

Spells (3/3/1; save DC 16 + spell level): As
11th-level paladin.

For years, Taro was a holy man devoted to
guarding his tribe. His greatest feat was
slaying a vampire who falsely claimed to be
Hidalgezh himself. After that encounter, Taro
felt a new calling growing within him, and he
followed the path of the Reborn, sharing the
gift of his revered ancestor Dijinal the Wise
Speaker. He also found himself continually fac-
ing evil undead in various forms. Now that his
Reborn gift has come to full flower, Taro must
decide how to continue.

Taro the Blessed is an imposing figure with
tremendous personal force. His hair was once

4& a dull brown, but since he manifested Dijinal’s



gift it has turned a fiery red fust like his ances-
tor’s. He moves deliberately and with great
dignity. Not only does this add weight to his
words, it hides the fact that he’s actually rather
clumsy. His special mount is a silver warhorse
called Evenstar.

Rakul Clach, Jajanya Rebel

Rakul Clach, male human Bbn16: CR 16;
Medium humanoid (human); HD 16d12+32;
hp 144; Init +2; Spd 30 ft.; AC 24 (+2 Dex, +8
armor, +1 natural armor, +3 deflection), touch
15, flat-footed 22; Base Atk +16; Mech Atk +8;
Grp+21; Atk +26 melee (2d4+11/18-20 plus
1 Con, +4 falchion of wounding) or +19 ranged
(1d6+2, +1 composite shortbow [+2 Str]); Full Atk
+26/+21/+16/+11 melee (2d4+11/19-20 plus 1
Con, +4 falchion of wounding) or +19/+14/+9/
+4 ranged (1d6+2, +1 composite shortbow [+2
Str]); SA Rage 5/day (+6 Str, +6 Con, +3 Will
save, =2 AC, 8 rounds); SQ Trap sense +5, DR
4/-, uncanny dodge, improved uncanny dodge;
AL CE; SV Fort +12, Ref +7, Will +6; Str 20,
Dex 14, Con 14, Int 10, Wis 12, Cha 8.

Skills and Feats: Climb +26, Intimidate +18,
Jump +26, Ride +17; Athletic, Exotic Weapon
Proficiency (whip), Improved Sunder, Mount-
ed Combat, Plains Stare, Power Attack, War
Rider, Weapon Focus (falchion).

Possessions: +4 falchion of wounding, +1 compos-
ite shortbow (+2 Str), +1 handaxe, whip, dagger,
+3 breastplate, ring of protection +3, amulet of natu-
ral armor +1, gauntlets of ogre power.

akul Clach is feared across the endless
Rplains. He’s the patriarch of a wild [ajanya
clan that defies even the Legion’s authority.
Rakul is also a deadly foe in melee combat,
wielding the terrifying blade Heart-Eater (a +4
falchion of wounding) with inhuman strength.
He lives to fight and expects everyone around
him to obey his every word. Although he ts usu-
ally found at the head of a Clach clan raiding
party, he delights in single combat and will go
out of his way to challenge other swordsmen.
He rarely loses.

Rakul is a frantic mass of muscle, tall and
strong and always moving. His eyes, however,
pick a target and settle on it without blink-
ing. His long black hair is tied back in a greasy
braid, and he wears the fingerbones of his
fallen enemies as ornaments. The falchion
Heart-Eater is a huge curved blade with a dull
red finish. Its hilt is decorated with glittering
black onyx gems.

Y Kethis Irek, Follower of the Old
Way

Kethis Irek, male human Clr4: CR 4;
Medium humanoid (human); HD 4d8+4; hp
29; Init-1; Spd 20 ft.; AC 15 (-1 Dex, +5 armor,
, touch 9, flat-footed 16; Base Atk +3; Mech
Atk +1; Grp+2; Atk/Full Atk +3 melee (1d4-1/
18-20, masterwork kukri) or +2 ranged (1d8/19-
20, light crossbow); SA Spells, turn
undead; AL N; SV Fort +5, Ref
+0, Will +7; Str 9, Dex 9,
Con 13, Int 14, Wis 16,
Cha 14.

Skills Feats:
Diplomacy+9, Gather
Information +4, Heal
+10, Knowledge (his-
tory) +6, Knowledge
(local) +9; Combat
Expertise, Empower
Spell, Iron Will, Mar-
tial Weapon Proficiency
(kukri), Scribe Scroll.

Possessions: Masterwork kukri,
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light crossbow, chainmail, light wood-
en shield, scroll of cure light wounds (x2), scroll
of eagle’s splendor.

Spells (5/4+1/3+1; save DC 13 + spell level):
As 4th-level cleric. Domains: Ancestors, Pro-
tection.

ethis Irek is a loyal member of the Legion,
Kbut he still keeps to the Old Way. These
two passions guide his life. He is often found
deep in debate, either urging other tribes to
join Shar Thizdic’s crusade or browbeating his
fellow Jajanya to keep their traditions alive. He
is as stubborn as he is persuasive. Although he is
as combative as any [ajanya, Kethis has learned
that he can achieve more lasting victories with
words than with weapons.

Kethis is a plain young man until he opens
his mouth. Not only is his oratory impressive,
he has two memorably large front teeth. Those
who have been cornered into an argument with
him get the feeling of a hungry rodent search-
ing for crumbs in the corners of their minds.

Virdal Kecha, Loamasa
Wanderer

Virdal Kecha, female human Rogl3/
HorizonWalker2: CR 15; Medium humanoid
(human); HD 13d6+2d8+30; hp 89; Init +4;
Spd 30 ft.; AC 23 (+5 Dex, +5 armor, +1 natu-
ral armor, +2 deflection), touch 17, flat-footed
18; Base Atk +11; Mech Atk +5; Grp+13; Atk
+14 melee (1d6+3/18-20, +1 rapier) or +19
ranged (1d4+4, +2 sling); Full Atk +14/+9/+4
4& melee (1d6+3/18-20, +1 rapier) or +19/+14/

o st

Y +9 ranged (1d4+4, +2 sling); SA Sneak attack

+7d6, +1 ranged attack with Loamasa weapons;
SQ Evasion, improved evasion, slippery mind,
uncanny dodge, trap sense +4, trapfinding, ter-
rain mastery (plains, hills); AL N; SV Fort +9,
Ref +12, Will +4; Str 14, Dex 20, Con 15, Int 14,
Wis 11, Cha 12.

Skills and Feats: Appraise +18, Bluff +1 (+2 to
send secret messages), Climb +20,

Decipher Script +20, Diploma-
cy +17, Disguise +17 (+18 to
impersonate someone),
Gather Information
+19, Hide +23, Listen
+20,
(geography)
Knowledge
+18, Move Silently
+9, Sense Motive
+0 (+1 to understand
a secret message),
Sleight of Hand +23, Sur-
vival +8 (+10 to avoid haz-
ards or getting lost); Diligent,

Knowledge
+15,
(local)

Endurance, Far Shot, Plains Runner,
Point Blank Shot, Run, Skill Focus (Knowl-
edge [geography]), Understand Dialects.
Possessions: +1 rapier, +2 sling, gloves of dexterity
+2, amulet of natural armor +1, ring of protection
+2, +2 studded leather, necklace of adaptation.
Languages: Common, Drumtalk, Dwarven,
Goblin, Slathem.

Virdal is a free spirit who’s decided to
return home. Before the Loamasa joined
the Legion, Virdal left their territory and began
running west. For twelve years, she crossed
Highpoint, seeing everything that its settled
areas had to offer. When she returned, her head
was full of the wonders she’d seen, not least
of them the mighty dwarven cities and elven
mechs. Virdal thinks the Legion is a wonder-
ful development for humanity, a way for them
to finally equal the other races’ security and
pride. She has put her formidable knowledge at
Shar Thizdic’s disposal.

Virdal is short and slender. Her long black
hair is braided and ornamented with colorful
baubles, but otherwise she dresses plainly.
When speaking, she often uses words from
other languages to emphasize her point.

Dayn Tarlong, Loamasa Animal
Friend

Dayn Tarlong, male human Drd2: CR 2;

Medium humanoid (human); HD 2d8-4; hp 6;

Init +1; Spd 20 ft.; AC 15 (+1 Dex, +3 armor, +1

shield), touch 11, flat-footed 14; Base Atk +1;

A Mech Atk +0; Grp+2; Atk/Full Atk +4 melee




(1d6+2, masterwork shortspear) or +4 ranged
(1d4+2, masterwork sling); SA +1 ranged attack
with Loamasa weapons, spells; SQ Nature
sense, wild empathy (+2), woodland stride; AL
NG; SV Fort +1, Ref +1, Will +6; Str 14, Dex 13,
Con 7, Int 11, Wis 16, Cha 10.

Skills and Feats: Concentration +3, Handle
Animal +7, Heal +8, Knowledge (nature) +5,
Survival +3 (+5 when above ground); Animal
Affinity, Animal Bond (all horses), Endurance.

Possessions: Masterwork shortspear, master-
work sling, hide armor, light wooden shield,
potion of bear’s endurance, potion of cure light
wounds.

Spells (4/3; save DC 13 + spell level): As 2nd-
level druid.

With his companion, the heavy horse
called Rockhoof, Dayn just recently

arrived in Legion territory. He’s overwhelmed.
Always sickly, Dayn is more comfortable with
animals than people, and he had never imag-
ined that so many folk could live together.
Or that mechs were so very, very big. He’s a
wide-eyed young man, trying to understand
this strange world that his brief druidic training
totally fails to explain.

Dayn is quick and strong, but childhood
illness has left him with a gaunt frame and
persistent cough. His armor’s inner layer is
the hide of a mighty bison he helped slay, and
he occasionally mutters prayers to the spirit of
Grandfather Buffalo. Rockhoof is his constant
companion, and the big brown horse is quick
to nuzzle Dayn’s ear when the coughing spells
become uncontrollable.

Jilak, Shar’Stavian Warrior

Jilak, male human Ftr12: CR 12; Medium
humanoid (human); HD 12d10+12; hp 78; Init
+7; Spd 20 ft.; AC 24 (+3 Dex, +7 armor, +3
shield, +1 deflection), touch 14, flat-footed 21;
Base Atk +12; Mech Atk +6; Grp+15; Atk +18
melee (1d8+7/19-20/x3, +2 keen lance) or +16
ranged (1d6+4/x3, +1 composite shortbow [+2
Str]); Full Atk +18/+13/+8 melee (1d8+7/19-
20/x3, +2 keen lance) or +16/+11/+6 ranged
(1d6+4/x3, +1 composite shortbow [+2 Str]); SQ
Shar’Stavian weapon restrictions; AL NE; SV
Fort +9, Ref +7, Will +4; Str 16, Dex 16, Con 12,
Int 11, Wis 11, Cha 12.

Skills and Feats: Handle Animal +15, Ride +18,
Spot +6; Animal Affinity, Improved Initiative,
Improved Shield Bash, Mounted Combat,
Powerful Charge, Quick Draw, Ride-By Attack,
Saddle Shield, Spirit Charge, Trample, War
Rider, Weapon Focus (lance).

Possessions: +2 keen lance, +1 longsword, +1
composite shortbow [+2 Str], +2 breastplate, +1

A\

’ spiked heavy wooden shield, ring of protection +1.

he warrior [ilak is a demon when mounted.
If encountered apart from his dusk devil,
he’s quiet and rather shy. He is most alive in
combat; his skill with lance, bow, and shield has
made him an officer in the Legion’s mounted
corps. |ilak has a wicked streak that manifests
as cruelty to his foes. He can hold his temper a
long time, but he carries a grudge longer.
Everything about |ilak is sharp. His nose
looks like a beak, his mustache ends in waxed
points, and his armaments gleam with killing
edges. Years of fighting under the sun have left
his skin tanned a deep bronze and covered with

white scars.

Iriteki, Legion Recruit

Iriteki, male human Mcj7: CR 7; Medium
humanoid (human); HD 7d6; hp 27; Init +7;
Spd 30 ft.; AC 19 (+4 Dex, +5 armor), touch
14, flat-footed 15; Base Atk +5; Mech Atk +7;
Grp+6; Atk +11 mech (any mech weapon) or +7
melee (1d6+1/19-20, masterwork short sword)
or +10 ranged (1d10, masterwork steam gun);
Full Atk +11/4+6 mech (any mech weapon) or
+7 melee (1d64+1/19-20, masterwork short
sword) or +10 ranged (1d10, masterwork steam
gun); SQ Patchwork repairs, push the enve-
lope 2/day, roll with the punches 1 increment,
Shar’Stavian weapon restrictions; AL CG; SV
Fort +2, Ref +10, Will +2; Str 13, Dex 18, Con
11, Int 15, Wis 10, Cha 14.

Skills and Feats: Appraise +2 (+4 with mechs),
Balance +11, Climb +11, Craft (mechcraft) +14,
Intimidate +3, Jump +11, Knowledge (mechs)
+12, Knowledge (steam engines) +12, Mech
Pilot +16, Ride +4; Improved Initiative, Light-
ning Reflexes, Martial Weapon Proficiency
(lance), Mech Menace, Mechidextrous, Mech-
walker, Quick Draw, Skill Focus (Mech Pilot),
Speed Freak, Weapon Finesse.

Possessions: Masterwork short sword, mas-
terwork steam gun, +2 pilot’s armor, gloves of
dexterity +2.

I

way up through the Legion’s forces, but his goal

riteki has turned his back on the traditional

tribal ways. He s a mech jockey working his

is to become an independent dragon-hunter.
To do that, he needs a powerful mech, and he’ll
happily sign on to any quest or mission that gets
him closer to this goal. He has also become an
avowed atheist. He scorns the old gods and
politely mocks those who belong to holy orders
(although he happily welcomes their magic).

A layer of soot and grime usually covers

Iriteki. When cleaned up, he’s a presentable

A

/ He spends a great deal of time inside steam-
powered mechs, where conversation can be
difficult, so he often raises his voice when it
isn’t necessary.

Niarli Morningstar, A Lonely
Tlan

Niarli Morningstar, female human
Brd14: CR 14; Medium humanoid (human);
HD 14d6+14; hp 63; Init +2; Spd 30 ft.; AC
22 (+2 Dex, +7 armor, +3 deflection), touch
15, flat-footed 20; Base Atk +10; Mech Atk +5;
Grp+10; Atk +11 melee (1d6+1 plus 1d6 fire, +1
flaming light mace) or +13 ranged (1d8/19-20, +1
light crossbow); Full Atk +11/+6 melee (1d6+1
plus 1d6 fire, +1 flaming light mace) or +13/+8
ranged (1d8/19-20, +1 light crossbow); SA Spells;
SQ Bardic knowledge +17, countersong, fas-
cinate, inspire courage +3, suggestion, inspire
greatness, song of freedom; AL CN; SV Fort +5,
Ref +11, Will +8; Str 10, Dex 14, Con 12, Int 13,
Wis 8, Cha 18.

Skills and Feats: Bluff +23, Concentration
+18, Diplomacy +8 (+9 among friendly or
helpful NPCs), Disguise +21 (+23 to act in
character), Gather Information +6 (+7 among
friendly or helpful NPCs), Intimidate +6,
Knowledge (history) +8, Knowledge (local)
+8, Perform (acting) +21 (+23 to entertain),
Perform (oratory) +21 (+23 to entertain), Per-
form (sing) +21 (+23 to entertain), Use Magic
Device +21; Combat Expertise, Improved
Feint, Persuasive, Rapid Reload (light Cross-
bow), Silver Tongue, Storyteller.

Possessions: +1 flaming light mace, +1 light cross-
bow, +3 chain shirt, ring of protection +3, tlaka of
disguise (as hat of disguise).

Languages: Common, Gnome, Janyuula, Orc.

Spells (4/4/4/4/4/1; save DC 14 + spell
level): As 14th-level bard.

iarli Morningstar is one of the best-loved

Tlan, and one of the loneliest. She per-
forms traditional plays and songs of the plains-
folk, especially those of her own people, but
her ability to shift between characters makes it
hard for her to place trust in others. Her many
admirers see to it that she never lacks for the
things she desires. Her friends, however, are
few and scattered. Niarli sometimes disguises
herself and goes adventuring, finding that the
moments of pain and terror are more real than
the comfortable illusions she spins.

Niarli s pretty and charming, and above all
she tries to be whatever her associates wish
for. Unfortunately, she’s never learned how to
simply be herself. Niarli often uses magic to

alter her appearance, but naturally she’s a tall

4& young man with mischief in his brown eyes. 4 woman with light brown hair that reaches her



shoulders. Her natural grace turns into cat-like
ferocity in combat.

Thelm Gearson, Hidden Stalker

Thelm Gearson, male half-orc Ftr2/
Stk2: CR 4; Medium humanoid (half-orc);
HD 2d10+2d6; hp 18; Init +2; Spd 20 ft.; AC
16 (+2 Dex, +4 armor), touch 12, flat-footed
14; Base Atk +3; Mech Atk +1; Grp+5; Atk +6
melee (1d8+2/x3, masterwork warhammer) or
+5 ranged (1d6+2, throwing axe); Full Atk +4
melee (1d8+2/x3, masterwork warhammer)
and +3 melee (1d6+2, throwing axe) or +5
ranged (1d6+2, throwing axe); SA Sneak attack
+1d6; SQ Evasion, trapfinding; AL N; SV Fort
+3, Ref +5, Will +0; Str 14, Dex 15, Con 11, Int
12, Wis 10, Cha 14.

Skills and Feats: Balance +4, Bluff +3, Climb
+4, Diplomacy +3, Disable Device +10, Dis-
guise +9, Knowledge (mechs) +6, Hide +6,
Jump +4, Open Lock +9, Move Silently +4;
Blended Features, Combat Reflexes, Gear-
stride, Two-Weapon Fighting.

Possessions: Masterwork warhammer, throw-
ing axes (x3), tanglefoot bags (x2), masterwork
scale mail, masterwork thieves’ tools.

The unwanted child of a Legion soldier and
an orcish raider, Thelm was hidden away in
Rebirth’s gear forest for fear that his paternal
side would be obvious. Fortunately for him,
he looks quite human. His youth was spent
learning about the inner workings of mechs,
and also about the prejudice that undergirds
Legion society. Now he moves from one mech
to another, never staying long, always looking
for a way to secure his place in the world.
Thelm looks like a broad-shouldered human
with a prominent jaw. It takes an expert to
detect his orcish blood. His armor resembles
gearmail, as it has many gears worked into
its structure, but it is actually scale mail. His
warhammer also resembles a tool as much as

aweapon.

Aodo, Usni Snoop

Aodo, male human Cog5: CR 5; Medium
humanoid (human); HD 5d4+10; hp 24; Init
+2; Spd 30 ft.; AC 13 (+2 Dex, +1 armor),
touch 12, flat-footed 11; Base Atk +2; Mech
Atk +1; Grp+1; Atk/Full Atk +2 melee (1d6-1,
masterwork club) or +5 ranged (1d8/19-20,
masterwork repeating light crossbow); SQ
Integrated parts, machine empathy; AL LE; SV
Fort +3, Ref +3, Will +4; Str 9, Dex 14, Con 14,
Int 14, Wis 11, Cha 11.

Skills and Feats: Appraise +2 (+4 for either
blacksmithing or mechs), Craft (blacksmith-
ing) +10, Craft (mechcraft) +25, Disable

A\

’ Device +13, Gather Information +6, Knowl- 3\

edge (local) +10, Knowledge (mechs) +17,
Knowledge (steam engines) +15, Listen +10,
Mech Pilot +10, Sense Motive +4, Spot +2;
Alertness, Craft Steam Gear, Exotic Weapon
Proficiency (flame nozzle, repeating light
crossbow, steam gun), Gearhead, Mech Weap-
on Proficiency (Forester, Stormblade), Skill
Focus (Craft [mech]).

Possessions: Heavy prybar (treat as master-
work club), masterwork repeating light cross-
bow, padded armor, stethoscope, masterwork
coglayer’s tools (+2 to Disable Device and
Craft [mechcraft] checks).

Steam Powers: Iron Arm with Voice Com-
mand, Imagemaker with Wavemaker, Optical
Orb with Wavemaker (3x).

E odo knows everything happening aboard

is mech. Snooping and spying are his
greatest joy. He has a regular technical job,
which he uses as an excuse to place his com-
bined optical orb/wavemaker devices in inter-
esting locations. His intent isn’t exactly mali-
cious, but he feels no shame about ferreting out
the secrets of others - or using that knowledge
for his own benefit.

Aodo is a portly man who shaves his head
to hide his gradual baldness. He is usually
swaddled in thick clothes with many pockets.
An iron arm rests on his shoulder, responding
to Aodo’s voice and handling tasks that require
more strength than finesse.

Aksasan, Modern Monk

Aksasan, female human Mnk10/Smb4: CR
14; Medium humanoid (human); HD 14d8+42;
hp 105; Init +4; Spd 60 ft.; AC 22 (+4 Dex,
+1 armor, +3 deflection, +2 Wis, +2 bonus),
touch 21, flat-footed 18; Base Atk +10; Mech
Atk +5; Grp+13; Atk +15 melee (2d6+4, steel
hand) or +14 ranged (1d10, steam gun); Full
Atk +15/4+15/+9 melee (2d6+4, steel hand) or
+14 ranged (1d10, steam gun); SA Stunning fist
(11/day, DC 19); SQ Evasion, improved evasion,
still mind, ki strike (magic and lawful), slow fall
50 ft., purity of body, wholeness of body (20
hp), steam engine, lose self; AL N; SV Fort +11,
Ref +8, Will +11; Str 16, Dex 18, Con 16, Int 10,
Wis 14, Cha 12.

Skills and Feats: Balance +8, Climb +16,
Concentration +10, Craft (blacksmithing) +2,
Escape Artist +19, Heal +10, Knowledge (steam
engines) +8, [ump +20, Profession (engineer)
+10, Tumble +21, Use Rope +4 (+6 with bind-
ings); Acrobatic, Agile, Combat Reflexes,
Craft Steam Gear, Dodge, Exotic Weapon
Proficiency (spiked chain), Improved Disarm,

4& Improved Grapple, Improved Unarmed Strike,

/d

Mobility, Stunning Fist.

Possessions: Masterwork spiked chain, steam
gun, +1 shuriken (4), ring of protection +3, amulet
of mighty fists +2.

Artificial Parts: Steel hand (2d6 unarmed dam-
age), subdermal armor (+1 AC).

ksasan s unusual even among the eccen-

tric Usni. After years of quiet contempla-
tion, she turned her back on the monk’s life
and became a steamborg. The truth is that
she believes Dotrak is talking to her, and she
seeks communion with this strange force. She’s
entirely sane, but to say that her worldview is
unusual is an understatement.

Aksasan is angular, and her movements are
always deliberate. Her right hand has been
replaced with a piston-powered steel equiva-
lent. The plates under her skin give her an odd,
almost lumpy appearance. She wears monk’s
robes festooned with small tools and engine
parts.

Crogaan the Red, Zhekmir
Virtue

Crogaan the Red, male human Brb5/
Virtue5: CR 10; Medium Humanoid (human);
HD 5d12+5d8+30; hp 87; Init +6; Spd 50 ft.;
AC16 (+1 Dex, +5 armor), touch 11, flat-footed
15; Base Atk +10; Grp+13; Atk +14 melee
(2d6+3+1d3, adamantine chattersword) or
+12 ranged (1d8+3/x3, masterwork composite
longbow [+3 Str]); Full Atk +14/+9 melee
(2d6+3+1d3, adamantine chattersword) or
+12/47 ranged (1d8+3/x3, masterwork com-
posite longbow [+3 Str]); SQ DR 2/-, rage
3/day, uncanny dodge, improved uncanny
dodge, trap sense +1, Ferocity, Honor, Speed,
Strength, resist fear and intimidation; AL N; SV
Fort +11, Ref +6, Will +4; Str 17, Dex 12, Con
16, Int 9, Wis 10, Cha 10.

Skills and Feats: Bluff +2, Craft (sewing) +3,
Intimidate +16, Listen +12, Ride +11, Sense
Motive +1, Survival +8, Spot +5; Exotic Weap-
on Proficiency (chattersword), Improved Ini-
tiative, Inquisitor, Iron Will, Persuasive, Track,
True Believer (arcane magic is innately evil).

Possessions: Adamantine chattersword, ada-
mantine breastplate, masterwork longsword,
masterwork handaxe, masterwork dagger,
masterwork composite longbow [+3 Str], 10
silvered arrows, 10 cold iron arrows.

Crogaan is one of the senior Virtues, and
while he has little interest in command,
he is often found at the forefront of a con-
flict. Often he helped create the conflict. His
savagery is tempered by his Virtue training,

4 and Shar Thizdic uses him as a living weapon.



Always suspicious of magic, Crogaan has
recently decided that arcane spells are evil,
and he now refuses to use anything touched by
arcane magic. He mistrusts wizards and their
ilk. Shar Thizdic might turn him loose against
the L'arile Nation soon; otherwise, this feisty
barbarian might create more problems than
he solves.

Crogaan is called “the Red” because his wild
hair and bushy beard are the color of sunset. He
once carried magic items, but he now shuns
them in favor of steam-driven ones. His chat-
tersword is a particular favorite. Crogaan takes
one scrap of cloth from every enemy who falls
to him in melee, and he always wears a patch-
work cloak made from these pieces.

Donlea Sunprayer, Lunar
Hunter

Donlea Sunprayer, female human Clr8:
CR 8; Medium humanoid (human); HD 8d8+38;
hp 45; Init -3; Spd 20 ft.; AC 17 (-2 Dex, +9
armor), touch 8, flat-footed 17; Base Atk +6;
Mech Atk +3; Grp+8; Atk +9 melee (1d10+4/
x3, +1 halberd of bane [lunar]) or +5 ranged
(1d4+2, masterwork sling); Full Atk +9/+4
melee (1d10+4/x3, +1 halberd of bane [lunar]) or
+5/+0 ranged (1d4+2, masterwork sling); SA
Spells; SQ Turn undead, spontaneous casting;
AL LG; SV Fort 47, Ref +0, Will +10; Str 15, Dex
6, Con 13, Int 12, Wis 19, Cha 16.

Skills and Feats: Concentration +13, Heal
+16, Knowledge (religion) +13, Spellcraft +13;
Craft Magic Arms and Armor, Craft Wondrous
Item, Moonwatcher, Still Spell.

Possessions: +1 halberd of bane (lunar), master-
work dagger, masterwork sling, +1 full plate, ring
of protection +1, periapt of wisdom +2.

Spells  (6/4+1/3+1/3+1/2+1; save DC 14
+ spell level): As 8th-level cleric. Domains:
Earth, Protection.

s a child, Donlea was briefly taken over

by a lunar skinstealer. She has feared and
hunted lunar creatures ever since. All the peo-
ple of the endless plains are her congregation,
and she preaches the gospel of humanity’s inev-
itable victory over the moon’s monsters. She is
also a wise and patient soul who sees herself as
a servant of anyone in need. Unfortunately, her
insight is matched by her clumsiness.

Donlea moves slowly, because if she goes
faster she may well stumble over something.
Her expression is usually kind, but it twists into
fury if she finds evidence of lunar monsters.
The halberd she carries is carved with runes and
charms that spell death to such creatures. As
her symbol, she wears an amulet with the image
of a gate at the base of a mountain.

MeChs 05 The
LEaIon

umans have no gearwright heritage, so
che Legion’s mechs are a strange mix-
ture. Their engineering and construction are
not as advanced as those of the dwarves. But
human designers are also free of restrictive
traditions, and with Shar Thizdic’s enthusiastic
backing, the Legion has planned mechs unlike
those known anywhere else on Highpoint. If
the success of Haven is any indication, soon
Legion designs could be as feared as those of
the Stenians — perhaps more so.
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FORESTER

Size: Gargantuan

Power Source: Clockwork

Payload Units: 14 (extra weapon mounts)

Height: 27 ft.

Space/Reach: 10 ft. by 10 ft./10 ft.

Crew: 2 (weapons: 3)

Firing Ports: 14

Hit Dice: 24

Hit Points: 132

Critical Thresholds: Green, Yellow 66,
Orange 33, Red 13

Base Initiative: +3

Speed: 50 ft.

Maneuverability: Good

AC: 6

Hardness: 8 (stone)

Base melee attack: +4

Base ranged attack: +3

Unarmed damage: 1d10+8

Trample: largest Medium; safe Small; dam-
age 3d6

Saves: Fort -2, Ref +2, Will -

Abilities: Str 26, Dex 16, Con —, Int —, Wis -,
Cha -

Mechcraft DC: 48

Base Planning Time: 96 days

Base Cost: 3,303 gp

Total Cost: 9,385 gp

Labor Time: 3,840 man-hours

Construction Time: 48 days (10 average

/4

laborers plus 1 overseer)
Options: Extra weapon mounts (+4 PU)

PavLoaD UsaGE

PU Use

2 Crew

12 Onboard weaponry
14 Total

he forester is a second-generation Legion

mech, updating the common steam-driven
woodsman model. Although more expensive
than its predecessor, the forester is also far
more effective, demonstrating the Legion’s
increasingly sophisticated understanding of
mechs.

It resembles a dead tree, with its wood-
like armor and knobbly limbs, and this is no
accident. The forester was designed after the
Legion learned several lessons from the elven
mechs of the L'arile Nation. Chief among them
was the value of stealth. With its bark-like exte-
rior and its lack of smoke, a motionless forester
is easy to mistake for an oak or maple, especial-
ly when it’s among a clump of real trees.

This suits its origins as a timber harvester.
The old woodsman was a steam-powered mech
of similar size wielding an axe in either hand.
It was an adequate combat model, and its
armament was handy when Legion forces were
gathering lumber for the frames and furnaces of
its larger mechs.

A simple design, the woodsman was also
used to train new mech jockeys in the field.
One such novice was Shar Thizdic himself.
The Legion’s leader put himself through the
same instruction that his mech pilots did —and
proved quite skilled, by all accounts — during
which time he operated a woodsman. Ever one
to think of new solutions, Shar Thizdic saw
untapped potential in this basic mech, and
within three weeks his coglayers were drawing
up plans for what would become the forester.

One axe was replaced with a buzzsaw,
enhancing the mech’s ability to fight larger
opponents. Torso space that had been used
for cargo was given over to a modified version
of the common flame nozzle. At first glance it
might seem unwise for a wooden mech to carry
a flame nozzle, but the forester’s armor is actu-
ally cunningly crafted stone. Colored to match
bark, these seamed plates allow the mech to
pass for a tree under the right conditions.

TABLE 2-1: MECHS OF THE LEGION

MecH NAME FAcTION SizE PowEr Price (GP)
Forester Legion Gargantuan Clockwork 9,385
Rook Legion Colossal Steam 11,089
Stormblade Legion Colossal Il Steam 23,975




The forester is starting to see widespread
use throughout the Legion’s mech fleet, but
is most commonly deployed to areas where
its camouflage is of use. This has included a
handful of timber raids in the northern forests
belonging to the L'arile Nation. The forester is
as fast and maneuverable as an animated mech
of similar size, thanks to its clockwork con-
struction, and if the two nations should clash,
the Forester is capable of felling L’arile mechs
like so much dead wood.

Special Rules

ocused Flame Nozzle: This enhanced

design doubles the range of a standard
flame nozzle and increases its canister size to
hold 20 shots. It also triples the price of the
unit, although refueling still only costs one-
quarter the price of a standard flame nozzle.
Because of its unusual construction, a focused

/ flame nozzle consumes four times the usual

amount of fuel when running at full blaze.

Camouflage Armor: When motionless,
the Forester can be mistaken for a tree. At a
distance of 50 feet, observers must succeed
at a Spot check against DC 10 to recognize
the mech for what it is. The DC for this check
increases by 2 for every extra 50 feet between
observer and mech, and rises by an additional
+4 if the forester is standing among other
trees. Closer than 50 feet, the mech’s true
nature becomes apparent — its weapons are
visible, and its clockwork engine produces an
audible ticking.
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ROOK

Size: Colossal

Power Source: Steam

Payload Units: 16

Height: 30 ft.

Space/Reach: 15 ft. by 15 ft./15 ft.

Crew: 2 (weapons: 4)

Firing Ports: 12

Hit Dice: 48

Hit Points: 264

Critical Thresholds: Green, Yellow 132,
Orange 66, Red 26

Base Initiative: -1

Speed: 40 ft.

Maneuverability: Average

AC:2

Hardness: 15 (steel, Colossal, armor plating)

Base melee attack: +4

Base ranged attack: —1

Unarmed damage: 1d12+12

Trample: largest Large; safe Large; damage
4d6

Saves: Fort +0, Ref -4, Will -

Abilities: Str 34, Dex 8, Con —, Int -, Wis -,
Cha -

Mechcraft DC: 39

Base Planning Time: 78 days

Base Cost: 3,278 gp

Total Cost: 11,089 gp

Labor Time: 4,480 man-hours

Construction Time: 28 days (20 average
laborers and 2 overseers)

Options: Armor plating, leg anchors, steady
feet

PayLoaD UsaGE

PU Use

2 Crew

2 Gunners/passengers
12 Onboard weaponry
16 Total

he Legion is supposedly building mechs to

fight lunar dragons. Some doubt that this ts
the truth, but nobody can deny that the rook
mech was created for that purpose. Named
for Shar Thizdic’s fallen home city, the rook is
a mech that must be operated by the bravest of
pilots, for it battles these monsters without a
single offensive weapon.

Each rook carries two binder barbs, a new
kind of device developed for dragon-fight-
ing. These wide-muzzled tubes hurl massive
bundles of barbed chain at their targets. Each
bundle resembles an enormous net made of the
same kind of chain found in a chain tentacle.
Used properly, these bundles are capable of
hopelessly entangling their target.

However, the binder barb can’t reel its target
in like a chain tentacle can. The steam-driven
winch that retracts the bundle is too weak to
pull greater weights along with it. A rook’s
target is often too tangled to move, but if
not, the rook has to hold it in place. For this

TABLE 2-2: ONBOARD WEAPONRY - LEGION

LocaTion Arc oF FIRE

Forester Onboard Weaponry
Right arm Melee
Left arm Melee
Torso 180° forward
Total

Rook Onboard Weaponry
Torso 180° forward
Right arm 180° right
Total

Stormblade Onboard Weaponry
Right arm 180° forward
Left arm Melee
Torso 180° forward

Total

WeAPON (DAMAGE, RANGE IN FT., OTHER) PU CREW
Huge buzzsaw (2d8/19-20/x3, ignores hardness) 4 |
Huge axe blade (2d8+8/x3) 4 |
Huge focused flame nozzle (2d8/x2, 60 ft.) 4 |
12 3
Gargantuan binder barbs (2d6, 100 ft., entangles) 8 2
Huge binder barbs (Id8, 100 ft., entangles) 4 2
12 4
Gargantuan steam cannon w/ explosive shells (4d10/x3, 950 ft., explosive) 8 2
Gargantuan sword blade (2d12+12/19-20/x3) 8 |
Gargantuan steam cannon (3d10/x3, 950 ft.) 8 2
24 5




WeaPON Cost DAMAGE
Flame Nozzle, Focused x3 Same
Binder Barb
Huge 1,500 gp 1d8
Gargantuan 3,000 gp 2d6
Colossal 4,500 gp 2d8

TABLE 2-3: NEW MECH WEAPONS - LEGION

CriTICAL RANGE WEIGHT
Same x2 x4
x2 100 ft. 200 lbs.
x2 100 ft. 300 lbs.
x2 100 ft. 400 lbs.

Tyee Crew PU
Same Same Same
Piercing/Special 2
Piercing/Special 2 8
Piercing/Special 3 16

reason, rooks are stronger than most mechs
of their size, and they have specially anchored
legs as well. In fact, a rook looks comical at
first glance, with its immensely wide legs and
splayed feet supporting a cylindrical body.

The rook also can’t do much to a target
caught by its binder barbs. Its unarmed strikes
aren’t particularly impressive, and as the rook is
almost always fighting one or more lunar drag-
ons, it is better off staying at some distance. For
this reason, rooks are always deployed as part
of a mech squadron, preferably one with two or
more powerful melee fighters. Such mechs can
charge a snared dragon and hack it to pieces
while ranged combatants fire from a safe dis-
tance. All the rook has to do is hold on.

Special Rules

Leg Anchors: These stout metal poles
unfold from a mech’s legs and bury their
barbed heads deep in the ground. This makes
the mech harder to knock down, giving it a +8

bonus on all attempts to avoid being tripped.
It also gives a +4 bonus on any Strength check
related to holding a target or pulling something
closer, as the mech is securely anchored. How-
ever, a mech who has deployed its leg anchors
cannot move from the spot it’s anchored to.
Leg anchors increase a mech’s cost by 5% of
the base cost.

Binder Barbs: This unorthodox weapon
looks like a bizarre mating between a chain
tentacle, a favelin rack, and a steam gun with
a freakishly wide muzzle. Its back half is the
powerful steam engine that propels its chain
bundle forward and the winch that draws it up
again. The front half s a huge open pipe lead-
ing to an intricate system of tubes that keep the
weapon’s many barbed chains separate from
each other.

A binder barb’s bundle is centered around
a heavy iron sphere that resembles a steam
cannon’s ball. Many barbed chains are attached
to this sphere; when fired, they trail behind the
sphere like streamers. This slows its flight, lim-
iting the weapon’s range and damage. When the
sphere strikes a target, the chains whip around
it and dig in. Two other chains connect the
whole bundle to the weapon so it can be drawn
back inside after firing.

Due to its unusual nature, firing a binder
barb is considered a touch attack — the weap-
on’s purpose is not to do damage, and as long
as the sphere strikes the target somewhere,

its chains should have enough velocity to

entangle. If the attack roll exceeds the tar-

get’s normal AC, the target also takes dam-
age from the barbs, but even an attack that
fails to bests the target’s AC can still entangle if
it beats the target’s touch AC.

A target hit by a binder barb is considered
entangled. Normally this means they suffer a
-2 penalty to attack rolls and a -4 penalty to
Dexterity, can move at only half speed, and
cannot charge or run. Targets
three or more size increments
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smaller than the weapon are

too small to be affected by its
chains, and targets three or
more increments larger aren’t
unaffected, as the chains are too

The chains can be broken by a DC 34 Strength
check, and can be escaped by a DC 26 Escape
Artist check.

Rewinding a binder barb’s bundle takes
some time. Withdrawing the sphere and its
chains takes 3 rounds for every range incre-
ment the weapon was fired across (so one that
traveled 250 feet requires 9 rounds to return to
the mech). Separating the chains so they will fly
normally also takes time, even though an auto-
matic steam-powered mechanism handles the
chore. Once the bundle is returned, this sepa-
ration process takes 10 rounds (2 minutes).

The firing mechanism for a binder barb is
modeled after that of a javelin rack, and so it
is only available in the three sizes that javelin
racks are. Statistics are given below. The cost
for a binder barb is 150% that of a similarly sized
javelin rack. Its other statistics are identical
except where given.
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STORMBLADE

Size: Colossal 1T

Power Source: Steam

Payload Units: 32

Height: 50 ft.

Space/Reach: 25 ft. by 25 ft./25 ft.

Crew: 8 (weapons: 5)

Firing Ports: 20

Hit Dice: 96

Hit Points: 528

Critical Thresholds: Green, Yellow 264,
Orange 132, Red 52

Base Initiative: -2

Speed: 50 ft.

Maneuverability: Average

AC:2

Hardness: 14 (steel, Colossal I1)

Base melee attack: +4

Base ranged attack: —2

Unarmed damage: 3d6+12

Trample: largest Huge; safe Medium; damage
5d6

Saves: Fort +0, Ref -4, Will -

Abilities: Str 34, Dex 6, Con -, Int —, Wis —,
Cha -

Mechcraft DC: 42

short to totally tie them down. 4 Base Planning Time: 84 days



Base Cost: 5,725 gp

Total Cost: 23,975 gp

Labor Time: 7,680 man-hours

Construction Time: 48 days (20 average
laborers plus 2 overseers)

Payload Usage

PU Use

8 Crew

24 Onboard weapons
32 Total

he stormblade was designed to be an entire

mech detachment by itself. It costs roughly
twice what other steam-powered mechs of its
size do, but when properly deployed it more
than justifies its cost. It can battle other mechs
on an equal footing, and it mows down foot
soldiers like wheat before the reaper.

Each stormblade s an fmposing steel-clad
figure with bright banners flying from its shoul-
ders and elbows. The left hand grips an enor-
mous sword, the mech’s only melee weapon.
Ideally, the stormblade will never need this
blade. Its entire lower right arm has been
replaced with a hulking steam cannon, one spe-
cially designed to fire explosive ammunition,
and this is the mech’s true main weapon.

The thundering sound of this ammunition
gives the mech its name. Shar Thizdic originally
wanted to call it the valorous defender, but
after seeing it in action he agreed that a more
exciting name was called for. This arm cannon
exacts a terrible toll on infantry. Only one or

two shots are needed to break a line of enemy
footmen. Given the cannon’s range, many more
shots are possible before infantry can approach
closely enough to be dangerous. Against such
targets, even an inexperienced mech gunner
can inflict severe damage.

A second steam cannon is mounted in the
torso. This provides extra power when facing
enemy mechs or creatures like lunar dragons.
It also means the stormblade is more effective
in ranged combat than in melee. Stormblade
pilots prefer to strike from a distance, hitting
other mechs from two or three range incre-
ments away. Weaker targets are even easier to
strike at a distance, thanks to the explosive
shells, meaning that few cannon blasts truly
miss when attacking a massed foe.

Not wanting to waste a possible advantage,
the Legion’s mech corps has quietly spread
disinformation about the stormblade. They
would have other mech pilots believe that the
stormblade’s sword is something special as
well, and that enemy mechs only increase the
danger to themselves as they approach. It is
uncertain how well this tactic is working, as any
competent mech pilot should be able to figure
out the stormblade’s tactics by observing it, but
as Shar Thizdic can attest, people believe what
they wish to believe. Some stormblade crews
have commissioned exotic-looking swords to
enhance this deception, ranging from barbed
blades to ones fashioned in the shape of light-
ning bolts.

It’s worth noting that the Legion’s mech
pilots also refer to the stormblade as “two balls
and a big blade.”
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CITY-MECH HAVEN

ebirth is the Legion city-mech that every-
Rone knows, but Haven is the one that
deserves attention. It is a superior design, fix-
ing many of Rebirth’s mistakes, and after Tan-
nanliel it is undoubtedly the mightiest mech
currently walking the endless plains. Even so,
Shar Thizdic sees it as little more than a step-
ping stone toward the Legion’s next goals.
Haven is home to the Loyalty chapter, currently
providing housing for more than 3,500 of its
members.

Stats

Size: City-mech E
Power Source: Steam
Payload Units: 8,224
Height: 1,300 ft.

» Space/Reach: 650 ft. by 650 ft./650 ft.

&\

/ Crew:2,056 (weapons: 57)

Firing Ports: 986

Hit Dice: 718

Hit Points: 3,949

Critical Thresholds: Green, Yellow 1,974,
Orange 987, Red 394

Base Initiative: -5

Speed: 180 ft.

Maneuverability: Clumsy

AC:2

Hardness: 26 (stone, City-mech E)

Base melee attack: +20

Base ranged attack: —5

Unarmed damage: 11d6+28

Trample: largest City-mech B; safe Colossal
V; damage 13d6

Saves: Fort -2, Ref -8, Will -

Abilities: Str 66, Dex 0, Con —, Int -, Wis —,
Cha-

Mechcraft DC: 80

Base Planning Time: 160 days

Base Cost: 1,342,669 gp

Total Cost: 1,416,003 gp (does not include
weapons)

Labor Time: 1,966,080 man-hours

Construction Time: 125 days (1,970 average
laborers and 197 overseers)

Options: Hangar (128 PU), secure crew quar-
ters (32 PU plus 2 doors)

Combat Tactics

Anyone attacking a city-mech is either
immensely powerful or hopelessly crazy.
Haven has a variety of weapons in its upper
body for the former, and several nasty surprises
in its legs for the latter. It also has a comple-
ment of smaller mechs, either in its hangar
or traveling underfoot, to say nothing of the
thousands of nomads trailing in a loose circle
around its path.

Boarders and other human-sized invaders are
the main problem faced by a city-mech. Each
of Haven’s legs has a large ballista and larger
steam cannon for punching holes in anything
that looks tough, and a pair of independently
moving flame nozzles to discourage everyone
else. Each leg also has a pair of bomb launch-
ers. These are reasonably useful against large
numbers of infantry, but their true value is
deterrence. Few attackers are willing to spend
time prying open an access hatch while in range
of a weapon that hurls pressure bombs in ran-
dom arcs.

The smaller mechs and various tribesfolk
circling Haven also have a part to play in its
defense. Aside from their obvious help in

repelling invaders, they patrol the area around

4 Haven for several miles. Anyone unusual they



find is pulled aside for questioning, and those
who can’t give a good reason for their presence
are moved along (or worse). Haven is not as
friendly to visitors as some of the dwarven
city-mechs.

Menaces larger than a foot soldier have
much to fear from Haven itself. Like many
Legion mechs, it carries a lance, reflecting
the mechdom’s origin among horse-riding
cultures. This weapon is itself larger than most
mechs, and if Haven charges, this weapon does
an unbelievable amount of damage (14d12+56).
More than one lunar dragon, battered by vol-
leys from Haven’s steam cannons, has ended its
life at the point of this weapon.

The lance isn’'t useful at close range, so
Haven has several other weapons that are. Its
left arm terminates in a large buzzsaw suitable
for close range fighting. That limb also has a
pair of chain tentacles with linked firing mech-
anisms, to help ensure that the target won’t be
able to get away before Haven and its followers
deal with it. This combination is frequently
used against large monsters, but it is also useful
against other mechs, few of which are strong
enough to escape two chain tentacles in time.
In addition to the lance, Haven’s right fist has
a bore puncher that is used for boarding situ-
ations.

Further, the mech is ringed with a roughly
symmetrical distribution of ranged weapons.
Several large steam cannons let it carry out
combat at range, augmented by a few bal-
listas for closer targets. Each shoulder has a
side-mounted {avelin rack to deter airborne

TABLE 2-4: HAVEN PAYLOAD USAGE

PU Use

7,000 Moderate living and working space for 3,000 people

800 Extensive space for 200 people, including 32 PU of secure crew quarters
32 Foundry for building mechs of Colossal size or smaller

128 Hangar space for mech fleet

264 Onboard weaponry

8,224 Total

attackers.

Haven’s armor is stone, which is
unusual in a mech of its size. This was
a concession to reality — the Legion
doesn’t have access to huge amounts
of metal, while the mountains that once
sheltered Rook are still a viable source
of quality stone. In practical terms it
makes little difference, as city-mechs
are mostly protected by their size, but
it alters the dynamic of combat slightly.
Rust bombs aren’t as effective against
Haven’s exterior, and ferrovores will
find little to snack on outside. Stone is
harder to repair than metal, and Haven’s
exterior is covered in cracks and seams,
especially around the feet.

Appearance

Outside: Haven is enormous,
taller even than Nedderpik. Shar

Thizdic deliberately wants the Legion’s

city-mechs to be built on human frames.
He hasn’t entirely gotten his wish, as

LocaTion ARrc oF FIRE
Right arm Melee
Right shoulder 180° right
Leftarm Melee
180° forward
Left shoulder 180° left
Torso 180° forward
45° backward
Right leg* 360°
Left leg* 360°

TABLE 2-5: HAVEN ONBOARD WEAPONS

WEAPON (DAMAGE, RANGE IN FT., OTHER) PU
Colossal Ill lance (7dI12+28/x3) 64
Colossal bore puncher (4d6, ignore hardness) 16
Gargantuan javelin rack (x5) (2d8, 200 ft.) 8

Colossal buzzsaw (3d12/19-20/x3, ignore hardness) 16
2x linked chain tentacles (2d8, 100 ft.) 16
Gargantuan javelin rack (x5) (2d8, 200 ft.) 8

4x Gargantuan steam cannons (3d10/x3, 950 ft.) 32
2x Huge ballistas (3d6/x3, 120 ft.) 8

4x Gargantuan steam cannons (3d10/x3, 950 ft.) 32

2x Huge ballistas (3d6/x3, 120 ft.)

2x Huge flame nozzles (2d8, 30 ft., fire)
Huge ballista (3d6/x3, 120 ft.)

Gargantuan steam cannon (3d10/x3, 950 ft.)
2x bomb launcher (varies, 40 ft.)

2x Huge flame nozzles (2d8, 30 ft., fire)
Huge ballista (3d6/x3, 120 ft.)

Gargantuan steam cannon (3d10/x3, 950 ft.)
2x bomb launcher (varies, 40 ft.)
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* THESE WEAPONS ARE MOUNTED ON ROTATING TRACKS. THEY CAN SHIFT FACING BY 45 DEGREES PER TURN. UNLESS NOTED, THESE WEAPONS ARE NOT LINKED.



mech physics dictate a bulky shape for such
huge constructs, but Haven is obviously not a
dwarven creation.

As noted, the city-mech’s stone armor is dif-
ficult to repair neatly. When possible, broken
sections are replaced entirely, but Haven is
rarely near a convenient quarry. The mech’s
armor was originally crafted in huge slabs that
were secured to its frame. Damaged slabs tend
to crack further over time, and have even been
known to shatter entirely from the force of
Haven'’s footfalls.

To fix this problem, Haven’s repair crew (a
group known as the Rock Eaters) have taken to
chipping out the entire broken area of a given
slab and patching the hole with the sturdi-
est bricks available. These patches are not as
sturdy as the original stone, but will usually
hold invaders off long enough for Haven’s other
defenses to take care of the problem.

At higher levels, Haven is dotted with clus-
ter of glass windows. None of them are large
enough for a human to pass through, and all
of them are secured by iron bars on the inside.
They permit some light to enter the mech’s
outer levels while being reasonably secure
against boarders.

On one occasion a team of gnome saboteurs
managed to climb the mech’s exterior to the
third tier of windows. They were caught while
sawing through the interior grating, hauled
before the Iron Words, and sentenced to leave
they way the arrived. That bank of windows is
now known as Gnome’s Lookout. One of the
saboteurs, apparently a bard, managed to use
feather fall to slow her descent. She escaped
bowshot from the enraged Iron Words, but
ironically she landed just underneath Haven’s
feet as it took a new step, ending her career as
amech boarder.

Interior: Haven is not as dark and cramped
as one would expect a city-mech to be, espe-
cially on the upper levels just beneath the
mech’s armor. The halls and rooms are sized for
humans, with ceilings ranging from 6 to 8 feet
in most places, which is a relief for larger visi-
tors. Internal surfaces are built from a variety of
materials, mostly wood and iron.

One important lesson learned from Rebirth
was that a human city-mech can’t have too
much light inside. Early experiments with regu-
lar gas-powered lanterns proved disastrous,
leaving several Usni crafters with severe burns,
but Legion designers resolved to keep trying. A
few sections of Rebirth still use the experimen-
tal gas flame system, mostly in the older levels
of the lower torso and upper legs.

Most other areas are forced to rely on mun-
dane torches and low-level magic. Open flame

inside a mech is always risky, as flammables are

many and exits are few, so the crew of Haven
strive to keep buckets of sand available near
major residential intersections. This has also
proven handy with those nomads who, having
trouble adapting to life aboard a city-mech,
insist on having campfires in their quarters.

Important areas and busy thoroughfares
are lit by steel continual flame rods that have
been fused to the steel bulkheads. At first
continual flame torches were used out of a sense
of tradition, but they were routinely stolen by
residents to brighten their dark homes. Harsh
fines were imposed on these thieves when they
were discovered, but this proved so unpopular
that it almost led to riots. Now Legion agents
routinely visit such distant places as Edge and
Glatek looking for rubies that can be used to
cast this necessary spell.

Natural light s more common on the upper
levels, thanks to the regular clusters of win-
dows found there. Most of these windows open
up on long hallways, allowing any light they
catch to shine down the length of the space.
The quarters for Haven’s elite residents also
have small porthole-sized windows.

Residential areas of Haven are drab and
functional. No decoration is permitted in
halls or the smaller common areas. Most living
quarters share a communal kitchen and sitting
area, which sits like a courtyard at the center of
six or more sleeping modules. These areas have
grown increasingly cramped over time. Haven
originally housed roughly 2,000 plainsfolk in
relative comfort. That number has increased
by 50% as more nomads have been drawn to
the Legion. Although his coglayers say another
500 people could be placed on Haven before it
fills up, Shar Thizdic has ordered that no new
citizens be added for now, as he tries to balance
the safety of his people with their need for
individual space.

Larger common areas, like markets and
meeting halls, are well-lit and colorfully deco-
rated. Banners celebrating the Legion, por-
traits of Shar Thizdic, and decorative weapons
are hung on the walls. Many of these areas are
circular, allowing vital mechanisms and sup-
port pillars to be secured behind the “corners”
where they will be harder to sabotage. It also
reduces the number of byways where clandes-
tine meetings can take place.

Life on Board

aven is a military mech first and foremost.
Most people on board are part of the
Legion’s troops or their immediate family. Even
the coglayers and laborers who keep the mech

running are considered to be soldiers. Order
and discipline are the rule of the day.

Of course, this order is imposed across a
broad swath of humanity, many of whom are
recent converts to the Legion’s way of think-
ing. Although they have given up their tribal
traditions in favor of the new path to human
glory, many of their old habits remain. Former
alliances and rivalries are largely set aside, but
the smaller ways of belief and action have been
carried on board.

This gives Haven an interesting culture. Its
common areas and military spaces are efficient
and quiet, but behind the closed doors of a
family sleeping area, a lively blend of songs and
foods and stories can be found. These two cul-
tures overlap in the shared courtyards. A grim
|ajanya patriarch will sit and listen impassively
to the stories of a well-traveled Tlan soldier,
while a coglayer from some minor tribe cooks
a pungent stew for her family and fidgets with
the courtyard’s water supply.

Everyone’s main duty is to keep Haven run-
ning. All adult residents are expected to con-
tribute to the mech’s operation and defense,
and the word “adult” is interpreted loosely.
Anyone over the age of 14 will probably have
a job to do. Most of these tasks are given by
the Mech Commander, as a majority of Haven’s
residents are needed just to keep the mech
running. The Guard Commander technically
has authority over the other people on board,
but is often occupied with the affairs of the
many Loyalty chapter members who dwell
outside the city-mech, so the Mech Com-
mander frequently takes charge of these Haven
residents, too.

Life on Haven is more regimented than in
the rest of the Legion. Given the mech’s large
population and impressive combat power, the
leadership of the Loyalty chapter wants to
make sure nothing goes wrong. Shar Thizdic
is very attentive to happenings aboard his sec-
ond city-mech, which increases the scrutiny at
every level.

The mech’s residential areas are divided
into 20 wards, each one housing approximately
150 people. Wards are subdivided into courts
— units composed of the shared courtyards and
their attached quarters. A ward can have any-
thing from 4 to 15 courts, but 7 is the most com-
mon number. Each ward is overseen by a Ward
Officer, a member of the mech’s military crew
who reports to the three commanders. The
Ward Officer is more of a liaison than a leader,
finding solutions to problems and directing
people to the things they need. Ward Officers
also have regular military duties, and many

//F wards have little contact with their officer.



Every resident of Haven has a numbered
identity disk, an idea that Legion agents
brought back after a visit to Nedderpik. This
thick bronze disk is the size of a coin, with
Shar Thizdic’s face on one side; it is presumably
struck on the coinage anvils located on Rebirth.
The other side bears the word “Haven” and a
number. Key mech crew and military officers
get numbers 1 through 499, and the remainder
of the numbers go to everyone else. Its sides
have been trimmed to make it a square so that it
won’t easily be mistaken for a regular coin.

This disk must be shown whenever an indi-
vidual boards Haven, and again when entering
important areas such as the main market or key
upper-level corridors. If a Haven resident loses
their disk, they are to report it immediately to
the Iron Words, bringing with them another
Haven resident who will vouch for their iden-
tity. The old number is struck from circulation,
and until a new one is forged, the poor soul will
have to find shelter outside Haven.

Visitors to Haven are issued disks of their
own. These are large medallion-sized pieces
of bronze, squared like their smaller counter-
parts, and must be worn around the neck on
a chain or cord at all times. The word “VISI-
TOR” is emblazoned on each one, along with
a number between 1 and 200. Failure to have a
visitor disk visible is a crime. The most merci-
ful Iron Words immediately confiscate all the
offender’s possessions and escort him off the
mech, and more creative penalties are certainly
possible; it pays to keep track of one’s disk.
These disks must be returned when the visitor
exits Haven, and a stay in the brig is common
for those who fail to have their disk handy when
trying to depart.

One rule that visitors and natives both run
afoul of is the ban on weapons. Haven is a
military mech, and Legion soldiers are permit-
ted to carry their normal armament while on
duty. Under all other circumstances, all ranged
weapons and any melee weapons more than a
foot long are forbidden outside one’s sleeping
area and courtyard. Smaller melee weapons
are permitted, although anything other than a
dagger is likely to draw unwelcome attention.
In practical terms, this means that only light
melee weapons can be carried aboard Haven.
Anything else leads to permanent confiscation
of the weapon and a week or two in the brig.

This rule is lifted if the mech is in combat. At
any time when the Battle Commander assumes
command, Haven’s residents are permitted
to arm themselves as a precaution. All adult
residents are assigned battle stations, and if the
mech enters combat, residents who aren’t part
of the mech’s active crew are expected to man
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their posts. Some stations are firing ports in the
feet and legs, others are near exterior hatches
and spots likely to draw boarders. Haven has
never yet been breached by outside attackers,
which is a point of pride among its citizens.

Getting on Board

veryone living on Haven is assigned to

be there by the Legion’s leadership. Shar
Thizdic personally approves all members of
the command crew, and their spouses and
children become residents as well. Shar, his
advisers, and the command crew shared the
task of choosing the rest of Haven’s citizens
when the mech was built. The commanders are
transferred on a regular basis, as are military
officers and people in certain sensitive posi-
tions, but the majority of Haven’s residents are
members of the Loyalty chapter who have been
there for some time.

Anyone who wants on board must apply
to the mech’s commanders and their aides.
The Legion has an application process, com-
plete with forms that must be filled out and
witnessed. Each applicant must also have a
personal interview with one of the mech’s
command staff (often a junior-level assistant to
the Guard Commander), wherein the hopeful
person explains exactly how they will make life
aboard Haven better for everyone.

For a long time, this process was merely a
formality. All applicants were rejected on the
grounds that Haven didn’t have enough space.
The tide of would-be residents turned into a
flood, however, and eventually Shar Thizdic
relented. The mech’s population cap has been
increased twice from its original 2,000 resi-
dents, adding 500 people each time. Its com-
mand staff has remained constant at roughly
200 individuals.

Now it is possible for someone to become

/ a new Haven resident by following the pro-

cess above. Most of the 1,000 new positions
have been taken, but a few are still open. Only
members of the Loyalty chapter can become
residents, and the requirements are both very
strict and very poorly defined. Some command
staff are inclined to approve residency for a
wide range of individuals, provided they seem
competent and compliant, while others will
only consider it if the mech’s commanders (or
Shar Thizdic) apply personal pressure.

If a Haven citizen wants to leave, the pro-
cess is simpler. She notifies her Ward Officer,
fills out some paperwork, and waits. It takes
between three and seven days to process the
papers, and the Iron Words will usually look at
their files to make certain that those who leave
aren’t doing so for suspicious reasons. Assum-
ing no complications, the person leaving turns
in her identity disk and departs the next time
Haven stops.

Visitors don’t face as much hassle to get tem-
porary admittance, but their movements are
monitored very closely. The Legion is striving
to be self-sufficient, so traders and mercenar-
ies are not as welcome on Haven as they are on
other city-mechs. Paperwork is again involved
— for an oral culture, the people of the Legion
have learned a lot about bureaucracy — and a
fee must be paid. The fee is generally 20 gp,
plus 2 gp for every night spent aboard Haven,
but it can vary depending on the mood of the
officers handling the papers.

If a visitor provides a good justification for
their presence and has the necessary gold in
advance, they will be issued a visitor disk and
told which areas of Haven they are allowed
to be in. This is usually restricted to the main
market, the two smaller markets on the levels
below, and all passageways needed for travel.
Those who will be staying overnight are given
quarters in one of the cramped, dingy guest
courts near the smaller markets. All of these
areas are guarded, and the soldiers keep a close
eye on visitors at all times. The guest courts are
watched 24 hours a day, and visitors who try to
leave after the markets close will wish they had
stayed put.

Government and Major Factions

aven is run by a triumvirate of com-

manders. On most mechs these posi-
tions would be filled by powerful men and
women who attempt to turn them into lifetime
appointments. However, Shar Thizdic believes
that the Legion benefits when its officers are
transferred regularly. None of Haven’s leaders

4& have been in command for a full twelve months,



and the same is true of their immediate sub-
commanders.

This leaves a surprising amount of power
in the hands of junior officers. Few members
of the upper command staff originated in the
Loyalty chapter, while most of the junior offi-
cers did. They are a cohesive bunch, working
together for what they see as the chapter’s best
interest, which occasionally puts them at odds
with the senior staff. No open conflict has bro-
ken out yet, but situations often resolve them-
selves to match the junior staff’s wishes.

The triumvirate consists of Mech Command-
er Filatit Thunderfoot (one of Shar Thizdic’s
advisers), Guard Commander Balan [uvta, and
Battle Commander Togloo Kel. The three have
a cordial relationship, but none of them are
friends. Part of it is that senior officers are
ultimately rivals for promotion, and each of
the three hopes for a permanent post on either
Haven or Rebirth. The overlapping nature of
their duties is also a source of regular tension.
Filatii and Togloo spar over who should assume
command and when. These debates often draw
in Balan, who is quite busy just administering
the needs of the Loyalty members not living
on Haven.

Haven’s senior Iron Word is Chora Mula-
banth, a member of the Loyalty chapter for
seven years now. She is the informal leader of
the junior staff, and she is careful to rein them
in when necessary. Haven’s law-abiding citizens
respect her a great deal, as she measures out fair
but harsh punishment to anyone caught break-
ing the Legion’s laws. She is the most important
mech official that characters aboard Haven are
likely to meet. It is whispered that she aspires
to hold a command position, but in public she
seems content with her current lot.

Beyond this, Haven has little room for the
politics of control. As a military mech, it is
subject to commands from Shar Thizdic and his
inner circle, but beyond that the word of the
three commanders s final. Legion laws apply, of
course, but their interpretation and execution
is at the discretion of the mech’s crew under
most circumstances. The only way for Haven’s
government to change is for Shar Thizdic to
change it. It does seem likely that at least one of
the commanders will be transferred soon, per-
haps making room for Chora to finally ascend.

Below the society’s surface one can find the
usual mess of petty intrigue and rivalry, but the
non-governmental factions aren’t as powerful
on Haven as on many city-mechs, thanks to Shar
Thizdic’s policy of blending the various tribes
together. Old structures have been broken apart
and new ones have not yet arisen to take their
place. The mech has no formal thieves guild, for
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CHORA MULABANTH, SENIOR IRON WORD
Law enforcement in the Legion is handled within each chapter by a group called the Iron Words, each of
whom is a combination of town guard and judge. Chora Mulabanth is the senior Iron Word of Haven, and
she is completely devoted to the goals of the Legion. Humanity will rise and become strong, and she will
do her part to make that happen. Since becoming an Iron Word, her old loyalties to family and tribe have
fallen away, replaced by an almost luminous faith in Shar Thizdic’s vision.

She also has her practical side. Chora has a good grasp of human nature, and she’s been on both ends
of a sword before, so she handles herself well in and out of combat. It’s rare that she even has to don
armor and weapons these days, as her duties consist of passing judgment on the cases before her subordi-
nate Iron Words. That suits her just fine. As she says, “The law is a more efficient weapon than a thousand
spears, and a more just one than some warlord’s will.”

If danger should threaten, she carries a heavy crossbow for intimidation and a short sword for practical-
ity. Small melee weapons are easier to use in the tight quarters of a mech. Her blade was a gift from Shar
Thizdic (technically, it was presented to her by one of his advisers) given when she assumed her current
post. She treasures it more than anything, and has named it Truth because it cuts to the heart of matters.

Chora Mulabanth, senior Iron Word of Haven, human Ftr5/Exp4: CR 8; Medium humanoid
(human); HD 5d10+4d6+16; hp 70; Init +5; Spd 30 ft.; AC 16 (+]

Dex, +5 armor), touch I, flat-footed 15; Base Atk +8;

Mech Atk +4; Grp +10; Atk +12 melee (Id6+5/17- e
20, +1 keen short sword) or +II ranged (1d10/19-20,

masterwork heavy crossbow); Full Atk +12/+7 melee
(1d6+5/17-20, +1 keen short sword) or +II ranged

(1d10/19-20, masterwork heavy crossbow); AL LN; -
SV Fort +6, Ref +3, Will +8; Str I5, Dex 12, Con 13, . y
Int 12, Wis 16, Cha 10.

Skills and Feats: Climb +7 (+6 in armor), Diplo- AR
macy +8, Gather Information +lII, Intimidate +5, :
|ump +7 (+6 in armor), Knowledge (local) +5, Lis-
ten +10, Profession (judge) +9, Search +10, Sense
Motive +10, Spot +12, Survival (when following
tracks) +5; Alertness, Blind-Fight, Improved Ini-
tiative, Investigator, Rapid Reload, Weapon Focus

(short sword), Weapon Focus (heavy crossbow),
Weapon Specialization (short sword).

Possessions: +1 chain shirt, +1 keen short sword,
masterwork heavy crossbow, 20 bolts.

[

example, just a handful of robbery and extor-
tion rackets preying on the common laborers.
On a regimented mech like Haven, criminals
have trouble hiding.

Finally, everything that happens on Haven is
reviewed by Shar Thizdic and his deputies. They
rarely counter any of the commanders’ orders,
but they often have firm suggestions for future
action. Commanders ignore this advice at their
peril. The mech’s first Battle Commander,
Minna Faireye of the obscure Hemlacma tribe,
frequently took control of Haven on the slight-
est pretext and led the city-mech and its troops
on wild raids against anything that moved. After
six weeks of this, she simply vanished one night.
A new Battle Commander arrived in the middle
of the next day and nobody ever asked what hap-
pened.

Society

The military is Haven’s dominant force,
and its members receive better treatment
than anyone else aboard. While most of the
city-mech’s residents are technically part of
the Legion’s armed forces, pride of place goes
to those who actually have combat duty. This
includes mech pilots and gunners.

As is common, the most prestigious place-
ment is in Haven’s head. Its neck and shoulders
are also used to house individuals of some
status. Common folk are in the lower torso and
upper legs. A handful of soldiers sleep in small
bunkrooms near the entrances to the limbs and
head, but these are short-term assignments.

The citizens of Haven don’t compete for

@» space the way residents of less regimented city-



mechs do. The biggest and best quarters go to

ranking officers and daring warriors, and this
seems fair. Instead, the Havenites tend to draw
lines along old tribal affiliations. Shar Thizdic
has worked to quash this with some success, as
the last thing Haven needs is for its residents
to turn on each other over some centuries-old

grudge.
Economy

aven’s economy is linked to the rest of the

Loyalty chapter, much of which is travel-
ing in its wake. The nomads are resourceful
and can live off the land more easily than one
might suppose. Much of their effort goes to
feeding the thousands who live aboard Haven
and the larger members of its escort, and the
Gur tribes have been invaluable with this. The
Loyalty chapter is spread across a swath of land
along the Legion’s northwest border, and where
possible this land is being farmed.

As mentioned earlier, travelers through
Legion territory aren’t always made to feel wel-
come. This means that Haven doesn’t receive
as many traders and other interesting visitors
as some city-mechs. The ones who do arrive are
watched by the Legion’s soldiers and welcomed
enthusiastically by Haven’s residents.

Docking aboard the city-mech is costly. A
Huge mech results in a fee of 20 gp, with the
cost doubling for every size increment up to
the maxiumum of Colossal 1I. Between this fee
and the tight scrutiny, many merchants increase
their prices while trading on Haven. In turn, the
Legion has instituted a tax on sales, taking 5% of
each merchant’s revenues before they leave the
city-mech. This has not been a popular move
with merchants traveling in Legion territory,
but the clever ones have realized they can sim-
ply increase their own prices and pass the cost
along to Haven’s residents.

Space is limited on a city-mech, and Legion
coinage is commonly used here. Barter has
proven impractical because few families have
the space for large possessions, and the herds
of domesticated animals that were once the
plains’ economic backbone are thinned by
lunar bombardment.

Organizations

ost of the groups aboard Haven are

known to its commanders. It has proven
difficult to build an organization in secret, and
harder still to make it last. Such groups have a
way of falling apart, often because their leaders
disappear. None of Highpoint’s major power
groups have an organized presence on Haven,

although the Gearwrights Guild would like to
get a closer look at the first effective human
city-mech.

The groups that operate here include:

The Lancers: One of the most renowned
positions on Haven is that of Lance Captain.
This honorific is applied to everyone who is
assigned to operate the massive lance that
forms the backbone of Haven’s offensive pow-
er. The boarding parties who wait by the bore
puncher in Haven’s right arm bask in a little of
this reflected glory. Those who have actually
participated in boarding an enemy mech call
themselves the Lancers. They have a strong
bond, and a Lancer will almost always help
another Lancer without asking questions. The
Lancers wear small brass lance brooch pinned
to their clothing somewhere. However, when
boarding a mech they use more practical weap-
ons — axes, daggers, and crossbows.

Rock Eaters: In response to the swagger-
ing bravado of the Lancers, a group of Haven’s
coglayers and technicians created a society
of their own. They called it the Rock Eaters.
Haven’s stone armor inspired this name, as any-
one spending a shift patching its exterior will
swallow enough grit to gag a dust devil. This is a
far less exclusive group than the Lancers. Any-
one who has worked on the city-mech’s exteri-
or is entitled to call himself a Rock Eater. After
a fierce skirmish with a pack of rust riders using
heavy catapults, anyone who has fixed catapult
damage is welcome to adopt the name as well.
The only real benefit of Rock Eater member-
ship is the shared feeling that non-combat
personnel are important to Haven, too.

The Way of Nine: The existence of the
Virtue training program, as well as the pres-
ence of a few Living Virtue clerics, has inspired
great hope in the masses. A handful of people
aboard Haven have taken it farther. Adopting
an air of mystery, the followers of the Way of
Nine are engaged in an unauthorized attempt
to train themselves to become Virtues. Those
with the ability are following the monk’s path.
Other members content themselves with exer-
cising, meditating, and praying to Shar Thizdic
for guidance. More information on the Virtue
prestige class is provided below.

The Way of Nine is a secret organization, in
no small part because secrecy makes them feel
special. If the commanders of Haven discov-
ered its existence, they would likely order it
to disband, on the general principle that unau-
thorized groups are a threat to Legion stability.
The Way of Nine is a loose consensus-driven
democracy, and members are free to invite
others who show sufficient reverence for Shar
Thizdic and his Fighting Virtues to join.

Hidalgezh’s Children: This secret orga-
nization is not nearly so fond of Shar Thizdic.
Composed of tribe members who dislike their
heavily regimented lives, the Children plot to
wrest control of the Legion away from Shar
Thizdic and return to some semblance of their
traditional ways. The group is a mixture of bit-
ter clan elders and surly young warriors. They
understand the value of secrecy, and right or
not, they suspect everyone around them of
being informers. So far they have been quietly
stockpiling weapons and scouting out the back
corners of Haven.

Aside from the threat of a violent dissolu-
tion if they are discovered, the Children are
working against two obstacles. First, few of
them are skilled with mechs. Second, their
membership so far is limited to residents of
Haven. They seek to overcome these latter two
problems, and will be very interested in recruit-
ing anyone who can help them — provided the
person in question is obviously not a Legion
supporter.
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MECH ORGANIZATION IN
THE LEGION

he Legion’s mechs are divided into ten

groups. Nine are the much-referenced
chapters, and the tenth is Rebirth and its
escort. Shar Thizdic adds whatever mechs he
needs to his personal complement, changing
the makeup of his guard as he sees fit. Unusual
or experimental mechs are usually part of this
group, including such designs as the self-pro-
pelled flying mech called the Falcon (see page
19 of the Mech Manual).

Each chapter is the equal of the others, so
their mech fleets are similar. The people of
Loyalty live aboard Haven, the Legion’s second
city-mech, while other chapters spread their
population among several smaller mechs and
vast crowds of trailing followers. Otherwise, all
the chapters handle their mech fleets similarly.
Their exact composition isn’t identical across
the Legion, but it is structured similarly. This
also helps officers and others who are regularly
transferred from one chapter to another. When
a Battle Commander moves from Honor to
Speed, for example, she will already be mostly
familiar with the forces available.

All the mechs assigned to a chapter are
known as a fleet, which is divided into com-
panies and then squadrons. Each fleet is a self-
sufficient unit with enough mechs for ranged
combat, melee combat, civilian housing, and

4 miscellaneous duties. That’s how it works in



theory; in practice, mechs for civilian housing
are often lacking compared to those assigned
to combat duties. Companies are specialized
at one task or another — the Third Company of
the Strength chapter, for example, is a ranged
combat unit that supplements its regular crew
with manpowered mechs rowed by Legion
prisoners. Squadrons are smaller, and they train
together so that the various mech pilots know
how to work with each other.

A typical chapter fleet is made up of six
companties. The number of mechs in a fleet var-
ies, depending on both the products of Legion
foundries and the number of mechs destroyed
in battle, but the ideal fleet has sixty mechs
overall. Each squadron should have at least
three functioning mechs at all times. The six
types of company are as follows:

Patrol: A light, swift company of mechs
whose task is to scout the area around the
chapter. Patrol companies are usually a mixture
of light ranged combatants and fast-moving
melee mechs. They are also equipped with a
variety of signal flares and specialized flags. If
it is not deployed on reconnaisance missions,
the patrol company can be used to supplement
the assault mechs or to provide extra security
for the housing mechs. The forester is a good
patrol mech, although an expensive one.

Main Assault: These mechs are the main
troops used in combat. Most chapters have
two different main assault companies, each
with a mixture of melee and ranged mechs.
Individual squadrons are either all melee or all
ranged. Main assault companies are usually the
largest in a chapter fleet, as they are useful in
many ways, from combat to keeping the peace
to intimidating enemies with their mere pres-
ence. The stormblade is well equipped to serve
in a main assault company.

Heavy Assault: When a threat looms, the
heavy assault company looms right back. A
chapter’s largest mechs are usually found in
this company. Although a typical heavy assault
group has half the mechs of a main assault com-
pany, those mechs can give and take much more
damage. Unusual mechs are also found in heavy
assault companies, as these are the groups
that must deal with unusual threats like lunar
dragons. The rook is almost always attached to
such a company, as its specialty is restraining
unusual threats.

Command: Ideally this chapter is composed
of the most impressive mechs available, mak-
ing it comparable in combat to a heavy assault
group. In reality, it has been difficult for the
Legion to field a second unit of such hard-
hitting mechs, so the command company is
a blend of powerful fighters and expendable

skirmishers. A few housing mechs are found

here as well, providing quarters for the families
of the command staff.

Housing: Until every chapter has its own
city-mech, Legion members are spread out
among the mechdom’s larger constructions.
The housing chapter consists of all the mechs
intended to carry people rather than weaponry.
If faced with danger, most housing mechs will
retreat, as they are rarely armed to deal with
threats their own size. Housing companies
always travel with either a main assault com-
pany or the command company.

It should be remembered that most of a
chapter’s members are still living outside of
its mechs. There simply aren’t enough mechs
to house everyone. Many of them are incorpo-
rated into the mechdom’s military as well. They
report to the chapter’s Guard Commander
under most circumstances. These soldiers
serve as scouts, guards, and infantry support for
mech operations. Most infantry companies are
assigned to support a particular mech company,
and their leaders try to coordinate with the
mech captains.

TACTICS OF THE LEGION

he Legion’s tactical philosophy is simple:

Use overwhelming force to attack your
opponents at their weakest points. The chapter
structure means that mechs are always concen-
trated together, so it isn’t difficult to muster
a great deal of power against threats inside
Legion territory.

Regardless of their goal, Legion forces
show their nomadic heritage in their fighting
style. Most of their mechs will move across the
battlefield as the fight progresses; many of the
Legion’s biggest mechs are designed to charge
enemies with a lance. Pincer formations and
other sweeping maneuvers are common. The
Legion’s mech jockeys enjoy their newfound
mobility. It also makes good tactical sense, as
a cluster of small mechs can often surround a
large target and bring it down before the foe
can destroy any of them.

If the Legion forces have a chance to pre-
pare for battle, they will attempt to array their
troops so that their melee units can close
with the enemy well before any hostile enti-
ties approach the Legion’s ranged attackers.
The usual Legion pattern is for melee mechs
to race toward their target while ranged-fire
mechs hang back at some distance. Once the
battle is joined, ranged mechs will move closer

4& to reduce range penalties while melee mechs

double- or triple-team their targets.

Foot troops play an important role in Legion
mech combat. First and foremost, they are to
screen hostile forces away from the Legion’s
non-melee mechs. If enough infantry and cav-
alry can be spared from this task, they will be
sent to sweep across the flanks of the enemy
forces, harassing them and breaking their ranks
while Legion mechs complete their work.

Above all, the Legion’s military is disci-
plined, whether mechs or humans. Every squad
has its role to play. The mech jockey who dis-
obeys orders and puts her fellow troops at risk
will be punished, even if her actions destroy an
imposing enemy (which can lead to a reward,
assuming she survives her punishment). Solid-
ers are to obey their commanders and trust that
the Legion has a plan.

Good communications are critical to mili-
tary operations, and the Legion makes heavy
use of two different methods to send informa-
tion. The first s a language called Drumtalk
(see Languages below). It has the advantage of
being audible over long distances, and it has
a surprisingly extensive vocabulary. The noise
generated by large steam-powered mechs (or
almost any man-powered versions) drowns out
any attempt at sending or hearing Drumtalk
messages, so this is mostly used by forces that
have no mech larger than Gargantuan.

The Legion also has an extensive array of
flags. No special proficiency is required to
understand them, but it does require instruc-
tion. Nearly thirty flags are in common use, and
more are reserved for special units. Large mechs
will have a signal crew whose job is to make sure
the right flag is flying, based on the command-
er’s orders and the mech’s battle status.

Whichever mech has the ranking Legion offi-
cer in the area will have a spectal banner flying
to indicate that its commands are paramount.
All other mechs are to follow the instruc-
tions indicated by these flags, using their
own to indicate damage level, the presence
of enemies, and so on. Some Legion enemies
have figured out the meaning of this special
pennant and apply extra force to mechs carry-
ing it. In response, some Legion commanders
now order a lower-ranking officer to fly the
banner instead.




LIF€ AMONG The
Leaion

itizens of the Legion lead disciplined
Clives. Once nomads wandering over vast
territories, they now go where they are told
and do what they are commanded to. The tradi-
tional ways and freedoms have been sacrificed
in return for security, technology, and perhaps
most importantly, a new sense of purpose. The
Legion is run like an army, even among its civil-
tan members, and like all armies it rewards duty
and loyalty.

P
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LANGUAGES

P 1 ost tribes of the endless plains speak

a recognizable dialect of Common as
their first language. Some of the slang-like idi-
oms are different, but they have little difficulty
communicating with each other or with outsid-
ers. Of the major Legion tribes, only the [ajanya
use another language. These dour plainsmen
speak Common for daily life, but many of them
are also familiar with their ancestral tongue, a
fluid-sounding language they call Janyuula.

Opver time, a nonverbal form of communica-
tion emerged on the plains, and Shar Thizdic
has adapted it to the Legion’s use. It is known
as Drumtalk, because it involves using portable
tom-toms to communicate over long distances.
Drumtalk has a smaller vocabulary than spoken
languages, so it cannot be taken as a character’s
primary language. It has no way of conveying
abstract ideas like mood or philosophy, but
it has a robust selection of nouns and verbs,
making it ideal for military and trading uses.
With clear weather and well-maintained instru-
ments, Drumtalk can be heard as far as five
miles away.

Anyone who understands Drumtalk is
capable of “speaking” it, given appropriate
drums; no performance skills are needed. How-
ever, anyone with 5 or more ranks in Perform
(percussion instruments) gets a +2 synergy
bonus on any skill roll related to conveying or
understanding information with Drumtalk.
This language has no written form.

The languages of other races are known
among Legion members, although they have
little daily value. Orc is not uncommon, espe-
cially among well-traveled individuals, as the
orc hordes roaming the endless plains have

lived next to humanity for uncounted years.

A fair number of people also know Elven.
Several tribes once had elves and half-elves
among their number, especially those from the
northern Gur.

The nomadic tribes were an oral culture,
relying on speaking and remembering rather
than the written word. So many people have
died in the last century, taking with them
priceless memories, that those who remain
have begun to practice literacy. However, even
today some plainsdwellers only have the writ-
ing skills of urban children. Player characters
are assumed to be literate, unless they begin
the game as barbarians.

CALENDAR

he tribes that now compose the Legion
have always used a wide variety of calen-

dar systems, ranging from none at all (for the
most freewheeling nomads) to detailed agri-
cultural calendars (for the Gur). Shar Thizdic
now imposes his own invented calendar upon
the Legion, which is based on his nine Fight-
ing Virtues. There are nine months, each 28
days long, named after the virtues: Discipline,
Ferocity, Friendship, Honor, Insight, Loyalty,
Speed, Strength, and Valor. Each month has
one holiday, on which workers are supposed to
ponder the meaning of that month’s virtue. In
reality, these holidays don’t mean any cessation
in work; instead, they usually mean extra time
spent listening to Shar’s lieutenants preaching
about the virtues, on top of a normal workload.
The Legion’s calendar lines up perfectly with
the 252-day year of the Stenian Confederacy,
though the details are drastically different —
for starters, its weeks have seven days versus
six for the Confederacy. Each 28-day month is
divided into four seven-day weeks. Shar worked
with advisors and tribal leaders for some time
in an attempt to come up with week or day
names that tied back to the names of the tribes
or great human accomplishments on the end-
less plains, but every attempt failed. One tribe
would complain that another tribe came first;
certain tribes attached significance to sacred
numbers and insisted their day fall on the day
of that number (or avoid it); and so on. In the
end, the only solution was to name the days of
each week in the most simple manner: firstday,
secondday, thirdday, fourthday, fifthday, sixth-
day, and seventhday. Now, with the creation of
his city-mechs, Shar has changed the names of
the first two days of the week to Rebirthday and

enough city-mechs to fill not just a week but
awhole month.
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RELIGIOUS PRACTICES

‘ x Thile ancestor worship once held sway
across the endless plains, it has receded
into the past. Scattered individuals still pray to
their forebears for aid, but few wish to follow
the path of a shaman any more. The same goes
for spirits of nature and weather. Once belief
in them was widespread, but now they are little
more than memories, left over from the days
before the lunar rain changed everything.

Deliberately or otherwise, Shar Thizdic has
stepped into this gap. The common folk of
the Legion already see him as an equal of their
legendary heroes. He has saved them, he has
inspired them, he has lifted them up from the
ruins of their old life and shown them the path
to something greater. Some of them have taken
a leap of faith, saying that perhaps Shar Thizdic
is himself a god.

He has done nothing to discourage such
talk. All nine chapters now have groups of wor-
shippers who meet openly and preach a gospel
of self-improvement and the joys of loyalty. The
only restrictions Shar has placed on them are
that they should teach reverence for the nine
Fighting Virtues and that they speak the truth
about his origins. Therefore, they call them-
selves the Living Virtues. Some of them believe
that Shar is a mortal who is on the path toward
godhood, while others think he is a great ances-
tor spirit who returned to the mortal world in
this time of peril. Still others say that the gods
have chosen him as a savior, and they have
infused him with their power. All these factions
agree that he must somehow be divine. Other-
wise, how could he have rallied the plainsfolk
to accomplish the things they have done?

Interestingly, a handful of Virtues have
manifested clerical power. These individuals
are quickly promoted into the Legion’s officer
corps, even if they have a civilian background,
and serve aboard important mechs. They can
choose two of the domains of Luck, Protec-
tion, Strength, and Travel. The existence of
these Virtue clerics is a cause of wonder and
awe among the common people.

Other kinds of holy folk are found among
the Legion, although not in great numbers.
Between the mobile life of a mechdom and
the value of support magic to the troops, cler-
ics and their ilk are often moved from chapter
to chapter. Few of them manage to establish a

Havenday, with the goal of eventually having 4& following. Those who still follow the ancestor



spirits receive two domains to draw upon, but 3z
a given ancestor always offers the same two
choices to its clerics. Common choices are
any two of Animal, Luck, Plant, Protection,
Strength, and Travel. Two new domains, Ances-
tors and The Hunt, are also seen among some of
these clerics. These are described in the Rules
Information section.

Finally, a handful of ancient plains dei-
ties are still remembered. Few worship them
these days, but loremasters recall their

/d

names, and occasionally an elder
will offer up a few words of
prayer to them. At one time,
they were revered across the
plains, until their cults were
replaced by ancestor wor-
ship. Most nomads believe
these gods have now been
destroyed by the lunar rain, or
that they were murdered by the
vile deities of the moon. Either way
their followers are rare.

The ancient deities are Sathada the Lord of
Grassland (Earth, Plant, Travel), Mishkar the
Angry Cloud (Air, Destruction, Fire), Hrwoul
the Beast (Animal, Strength), Peshana the Lady
of Rivers (Water, Protection), and Filatii the
Maker (Knowledge, Luck, Trickery).

P
.

COMMERCE

Ithough those who dwell on the end-

less plains are familiar with money, until
recently they had little use for it among them-
selves. Barter and trade formed the bulk of the
nomads’ economy. Minting their own coinage
was not practical, as a mobile people with few
precious metals have no way to easily create
money. The coins of Highpoint’s city-states
were only of interest to traders and peddlers.

As with so many other things, Shar Thizdic
has changed this. A unified people need a reli-
able means of exchange. Not content to use
coins made by other cultures, the Legion has
begun minting its own.

Their current monetary system is familiar
— copper, silver, gold, and platinum coins, each
type worth ten of the one below it. But it has
taken some time to get enough precious metals
to make this work. Originally, the Legion used
two different sizes of copper coin. The small
copper occupied its current place at the bottom
of the list, while the large copper was worth five
smalls. Steel pieces replaced silver, silver had
the same value as gold commonly does, and nei-

ther gold nor platinum coins were minted.

Although this system has changed to the
familiar model used by most other countries,
some of the old Legion coins are still around.
A large copper is now worth two smalls, and a
steel piece is worth five smalls. Outside the
Legion these coins have little value. The only
people who will take them are those who do
business with the Legion on a regular basis.

The Legion’s coins are minted in the usual

way — molten metal is poured onto an anvil
with a spectal pattern, and an engraved
metal plate is pressed on top of it.

The result is a coin with Shar
Thizdic’s face on one side (the

anvil’s pattern is his profile)
and the crude outline of a
Legion mech on the other.
More valuable coins get bet-
ter mechs, and these engraved
plates are changed regularly
to thwart counterfitting. It is
believed that the Legion currently
has three coin-making anvils, and that

they are all kept on the city-mech Rebirth.

However, barter still plays an important role
in the Legion’s daily life. It’s the system people
have always known. As more people are drawn
into the mechdom’s military and therefore are
being paid with its money, coinage has become
common. But many people still prefer trading.
A coin is just a shiny piece of metal, whereas
a chicken will keep giving you eggs for years.
Money is primarily used by the military and by
the younger generation, as they have an easier
time understanding it.

SOCIAL STRUCTURE

hese days, the core family (parents and

their young children) forms the building
block of Legion society. Before Shar Thizdic
came, this role was taken by the tribe, a loose
grouping of families united by common ances-
try. Several tribes drew together to form a tribe
which shared a unique dialect, a way of living
and traveling, and often several ancestors who
were believed to belong to everyone.

In the Legion, tribal identity is not as impor-
tant. Young people are still raised in certain
ways and they learn particular skills, but now
they are taught to give their allegiance to Shar
Thizdic rather than to tribal elders. Most of
the Legion’s citizens like it this way. Before he
came, they were a ragtag bunch of wanderers
at the mercy of everything Highpoint and its
moon could throw at them. Shar Thizdic has

/ He is guiding them as they carve out a secure

homeland.

Indeed, many families look on him as a sur-
rogate father. Sculptures or drawings of him
occupy honored places in the family dwelling.
Male children are often named Shar, while
females are called Shara or Sharri.

Some parts of the old tribal structure can still
be found, especially among the Legion citizens
who don’t dwell on a mech. Tribal elders might
judge disputes for members of their extended
families. Healing and counseling are provided
by the dwindling number of clerics (or adepts).
Wandering bards serve to stitch the fragmented
tribes together, exchanging news and mes-
sages, occasionally supplementing the healing
prowess of other classes.

P
.

VALUES

'wenty years ago, before the Legion was

even a dream in Shar Thizdic’s head, the
tribes of the plains had two main values: tradi-
tion and freedom. The exact nature of these
traditions varied from tribe to tribe, and some-
times among the various clans that made up a
larger tribe. But everyone had a set of traditions
that had been handed down since the dawn of
memory.

Outside the restrictions imposed by these
customs, the nomads wanted freedom. The
endless plains didn’t get their name by acci-
dent; they offer the space to pursue your own
goals and desires. Again, while different tribes
and clans wanted different things, all of them
prized their freedom to pursue those things.
Indeed, one reason why so few human cities
existed here is because the people of the plains
had no desire to tie themselves to a given plot
of land.

Today the situation is different. The Legion
demands obedience and gets it. It calls for
loyalty, and the outpouring from the nomads
is like a flood washing over a dam. Shar Thizdic
has cast aside the remains of tribal tradition,
even scattering clan members across sev-
eral chapters, and he is praised for it. What
happened?

In short, the lunar rain washed away the
old customs. Twenty or even fifty years ago,
the nomadic tribes were already an exhausted
people. The traditions that had sustained them
for so long no longer helped, as every night’s
bombardment crushed a little more of the
world they had been designed for. People clung
to the old ways because they had no more ener-

4& made them strong. He has given them mechs. @» gy to find new ones. And while they enjoyed as



much freedom as ever, it was now a freedom to
scratch for a living in the cratered earth, and a
freedom to be eaten by horrible creatures that
fell from the sky.

Into this bleak picture stepped Shar Thizdic,
with his tragic story and bold plans. He was
saying things the tribes needed to hear. They
could fight back, he told them. They could
build a new life. The old ways might have failed,
but humanity had not. New ways were coming,
and if everyone worked together, this new life
would have greatness unlike anything they had
imagined.

The tribes were willing to trust him for a
time, long enough for the first human-built
mechs to stride the plains. With this solid proof
of his words, Shar Thizdic was able to convince
ever more people that his vision showed the
right path to follow. Faced with the success of
this new way, people set aside their old habits.

Today the people of the Legion value
cooperation and order. They aren’t mindless
drones, and they haven’t forgotten what life
in the saddle is like. But they have seen how
working together allows them to do things
that individual tribes never could. Times have
changed, and the humans of the endless plains
have changed with them.

The best way to motivate a member of the
Legion is by appealing to their sense of shared
purpose. If what they’re doing is for the good
of humanity, or will strike a blow in the battle
to free the endless plains, their support is
assured.

Newcomers to Legion territory often think
all they have to do is drop Shar Thizdic’s name
and the natives will bow and scrape. Not
true. While they respect and revere the man,
Legion members aren’t mindless slaves. They
also aren’t usually dumb enough to think that
some nameless foreigner is actually one of Shar
Thizdic’s close associates, as more than one
interloper has discovered too late.

Law and Justice

he Legion has an efficient justice system.
Outsiders might call it rapid and even bru-

tal. Rules are simple, but enforcement is strict
and punishments are designed to deter future
offenders. The same rules apply to Legion citi-
zens and human non-citizens; nonhumans will
find themselves subjected to sterner inquiries.
Law enforcement is handled within each
chapter by a group called the Iron Words, called
thus because their decisions are strong and
unbending. Each corps of Iron Words is a com-
bination of town guard and {udge. They patrol
the chapter, inside and outside its mechs, keep-

ing the peace and putting lawbreakers on trial.

Under normal circumstances the Iron Words
report to their own officers, who in turn report
to a senior officer. This person is an assistant
to the chapter’s Guard Commander. During
combat, they are instead under the command
of that chapter’s Battle Commander for the
length of the hostilities.

Each Iron Word has broad powers, including
the ability to immediately stage a trial and, if
needed, an execution. But they rarely perform
this on-the-spot judging. Iron Words are also
required to report and justify every action
they take to their officers, and those who show
more zeal than wisdom are stripped of their
office. At times, problematic Iron Words have
been turned over to the mercy of their victims’
families; this thought is enough to deter most
rogue justice.

On a normal day, an Iron Word will spend
several hours patrolling some portion of their
chapter. Often this means getting out among
the crowds following the big mechs, although a
complete internal patrol of such a mech can be
a day’s work in itself. Regular Iron Words wear
a special tabard with the corps’ insignia on it so
that Legion citizens can find them if needed. A
regular Iron Word breaks up fights and judges
small disputes, keeping careful records of all
their actions for review by their officers.

These Iron Words are usually posted to
a chapter’s main mechs. They handle more
complicated legal issues — disputes over large
amounts of property, trials for crimes like trea-
son and murder, and the like. Their rulings are
final, and the guidelines for punishment are
stern. Under the Legion’s system, an accused
person is presumed guilty if an Iron Word
brings them to trial.

The rulings of an Iron Word take effect
immediately. An appeal can be filed with the
chapter’s senior Iron Word by the accused or
their immediate family. If the accused was on
active military duty, their commanding officer
can also appeal. Neither category of appeal is
common, given the presumption of guilt, and
most senior Iron Words turn down the bulk of
the appeals they receive.

All major decisions made by any member of
the Iron Word corps are reviewed on a regular
basis by those above them in the hierarchy. If
a mistake is discovered, any citizens affected
are immediately compensated appropriately
and freed if necessary; if the citizen is no lon-
ger alive, this compensation is instead made
to their immediate family. At times, a Guard
Commander will overturn a senior Iron Word'’s
decision, and stories are told that Shar Thizdic
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himself occasionally involves himself in legal

affairs. When he does, it is said, he always rules
mercifully.

In the Legion, punishments fit crimes. A
thief will be deprived of their own property,
which sometimes goes to the victim and some-
times fills the Legion’s coffers, depending on
need. Someone who injures or murders others
will likely be flogged near (or past) the point
of death. Punishments are usually more severe
than the original crimes, on the grounds that a
criminal should be made to suffer past what he
or she made others suffer. More complicated
frauds and injuries are not yet common in the
Legion, given its cash-free past and its strong
sense of citizenship.

One interesting alternate punishment is
becoming popular for all sorts of crimes. The
Legion has developed a series of prison mechs,
most notably the Just Retribution series (see
page 23 of the Mech Manual), which use pris-
oners’ labor as a power source. These mechs
are rarely more comfortable than the orcish
designs which inspired them. However, they
allow convicts a chance to redeem themselves
in the service of law-abiding Legion members.

Such mechs always serve supporting roles
within larger mech fleets — the [ust Retribu-
tion provides fire support, while the cinder-
heart model is a basic coal hauler. This reduces
the risk of a prisoner revolt turning into a
successful escape. Former convicts who served
on prison mechs are now sought after by some
chapter commanders, as they are used to hard
work and often have experience at maintaining
battered mechs.

Nonhumans

Obviously, the Legion is not a welcoming

place for nonhumans. As Shar Thizdic has
pointed out time and again, other races were
not there to help humanity when the lunar rain
began. Now that humans have begun winning
back their territory, they have no desire to aid
the races that have ignored them for the last
hundred years.

That said, being nonhuman isn’t a death sen-
tence in Legion territory. Other races still have
the protection of Legion law. But the law, and
the larger society around it, definitely see non-
humans as a lower class of being. Few of them
linger inside the borders of this mechdom.

Shar Thizdic’s fiery speeches about the injus-
tices that humans have suffered under the lunar
rain have filled most Legion members with
righteous anger toward other races. Humans
have been kicked around and ignored for long
enough. And now that they’ve built something

4& of their own, they certainly don’t want any for-



eign spies trying to steal or sabotage it.

So nonhuman travelers probably won't be
invited in for dinner and a night’s shelter. In
fact, they won’t be allowed on Legion mechs
at all. Only citizens are permitted aboard, and
only humans can be Legion citizens. This rule
is sometimes waived for important humans
from other places, but never for nonhumans.
The reason is that nonhumans are more likely
to be acting on behalf of other powers — elven
magic, dwarven gold, and orcish threats have all
been used to undermine the Legion’s progress
before.

Nonhumans will also find that the punish-
ments for breaking Legion rules are especially
harsh. Legion authorities want to make sure
that criminals from other races understand
that the day of pushing humanity around is
over. Also, such individuals may well be spies.
Additional treason charges are often leveled
against these criminals, and in the absence of
exonerating evidence, they usually stick.

So most nonhumans who encounter Legion
forces are polite, honest, and brief in their
speech. Someone who’s obviously traveling is
likely to be left alone after a thorough ques-
tioning, although their movements will be
tracked for some time. But anyone who gets
belligerent or seems secretive can expect to be
confined under heavy guard until the nearest
Iron Word is summoned.

Relations with Others

one of the other major mechdoms trust
Nthe Legion, and the feeling is mutual.
Given the Legion’s strong pro-human stance,
the other mechdoms are concerned about Shar
Thizdic’s long-term plans. And given the other
races’ failure to shelter humans when the lunar
rain began, Shar Thizdic has no love for them
either.

The Larile Nation is geographically clos-
est to Legion territory, but it is also the major
mechdom that interacts least with Legion
forces. The elves seem content to remain in
their forests. Not many humans dwell there,
so the Legion has no pressing interests that far
north. Occasionally mechs will trade ballista
bolts while Legion troops are gathering lumber
along the forest edge, but the elves usually
retreat instead of risking conflict.

One recent incident has soured relations
between the two powers. A mutinous Legion
officer named Aeron Duamphyar was executed
for treason, and a handful of his followers fled
the Legion with their mechs. These deserters
reached the northern forest and asked for asy-
lum, which the L’arile granted. Although the

mechs are stolen Legion property, they now
patrol the forest borders in service of the elves
(see the description of the Aeron’s Ally mech
on page 39 of the Mech Manual). To date, the
Legion has not elected to take direct action
over the situation. However, Shar Thizdic him-
self announced a bounty on the heads of the
deserters, as well as an officer’s commission for
anyone who brings them back alive.

The Stenian Confederacy is separated from
the Legion by the cliffs and badlands that divide
the flatlands from the endless plains. But the
two powers are constantly aware of each other.
As they expand, their territories are bound
to overlap. Already several border skirmishes
have taken place, mostly when one mechdom’s
forces are in pursuit of a third party (often an
Irontooth on the run) and stray too far afield.

Stenian mechs are valuable to the Legion.
Not only are more mechs always welcome,
the dwarves’ constructs are often built with
technologies that human engineers have not
yet discovered. While the Legion never goes
deliberately hunting for dwarven
mechs, of course, they are willing
to commandeer one that ven-
tures outside Stenian range.
After all, the dwarves are
so far as unwilling to
share gearwright skills
as they were reluctant to
open their underground %,‘E
homes. This time, Shar ;A
Thizdic doesn’t intend
to wait for them to change
their minds.

In return, the Stenians have
been known to evict human trad-
ers and other wanderers from their
territory, claiming that the individuals were
actually Legion spies. The Legion hotly denies
that any such spying takes place. Indeed, they
point to it as proof that other races have a bla-
tant anti-human stance, justifying the Legion’s
wary attitude toward them. (Naturally, if a
“well-meaning citizen” came to the Legion with
information stolen from a Stenian city-mech, it
would be rude to turn that person away.)

The mechdom that causes the most trouble
for the Legion is the Irontooth Clans. Their
forces are found on the endless plains as well as
the flatlands, and they’re always ready to raid.
Legion troops are disciplined and their morale
is high, but the Irontooth have a savage edge
that makes them formidable foes.

The Irontooth are also more than willing to
prey on poorly defended targets such as mech-
less nomads. Legion patrols of the western
border have had to increase both their size and

their scope, as Irontooth mechs have stepped

up their raids on Legion territory in the last
year. So far Shar Thizdic has shown patience,
but he is said to have ordered a massive coun-
terstroke. If rumors are true, two entire chap-
ters will be sent into the flatlands to root out
any Irontooth they can find. This would take
them into Stenian territory, causing obvious
complications.

As ever, the orc hordes of the endless
plains are a regular problem for Legion forces.
Although the orcs aren’t as organized or as
well-armed as any of the major mechdoms,
their raids are still very dangerous. Shar Thizdic
has ordered an increase in patrols through
known orcish territory. His plan is to disable or
capture one of their largest mechs, which will
hopefully daunt the strength-respecting orcs.
While this has not yet happened, orc raids have
been less frequent of late.

It is known that the city-state of Chemak has
made diplomatic overtures to the Legion. The
people of Chemak have a strong military tradi-
tion, and they too battle the orcs. Shar
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Thizdic listened to the proposals
from Chemak’s generals but
sent the messengers away
without an answer. Che-
mak has tried to expand
its influence across the
plains before, and if
they want an alliance,
that would undoubt-
edly be their goal.

Shar Thizdic seems
unlikely to change his
course and put the Legion’s
army in the service of Chemak.

But his conversation with their
messengers have apparently sparked some
line of thought in him. Legion scouts are
traveling farther east these days. And anyone
who happens to have visited Chemak, or who
is skilled at stonework and siegecraft, is being
invited to sit with Legion officers and discuss
their experiences.

Another city-state that interests Shar
Thizdic is Glatek. Although it is farther west
than the Legion’s current boundaries, the city
is @ major hub of trade and therefore would
make a rich prize. Diplomatic overtures to the
city, asking for special trading considerations
in return for Legion military protection, have
been rejected. This has not deterred Shar
Thizdic. The L'arile Nation has a close relation-
ship with Glatek, and the Stenian Confederacy
is obviously interested in a stronger presence
there, so he continues to look for a way to
assert Legion influence.



Family Life

he tribe and the clan have dwindled, and

the basic family unit has taken their place.
This is a radical shift in the culture of the end-
less plains, and it would cause more disruption
if not for the many other sweeping alterations
Shar Thizdic has wrought.

Parents and grandparents have begun to
assume the role once held by clan elders and
tribal leaders. Decisions that were once made
by these elders, or on the basis of long-stand-
ing tradition, are now coming from the oldest
member of the immediate family. It is rare for
more than three generations to live together in
the Legion, even outside its mechs.

Nowhere is this change more obvious than
in marriage. A few years ago, marriages were
arranged by tribal leaders, often to unite (or
divide) certain clans. Marriage across tribal
boundaries was rare. And most nomads were
wedded while in their late teens or early twen-
ties.

The splintering of the tribal structure,
combined with the Legion’s strict hierarchy,
has altered the old system. Tribal elders do
not have the authority to force marriages upon
others. Only a Legion Iron Word or one of its
commanders can officiate at a wedding. The
number of unsanctioned traditional marriages
dropped dramatically when Tlan patriarch Ves
Kaolh was found guilty of arranging marriages.
His punishment was to have his knees shattered
and then to be left in the midst of a herd of
bison during their mating season.

Moreover, the plainsfolk are now exposed to
each other more readily than in days gone by.
A Zhekmir lad and a Gur lass who would never
have encountered each other before might well
be deployed to the same mech crew, working
side by side for months on end. Cross-tribal
marriage is increasing dramatically. Tradition-
alists shake their heads and mourn the loss of
tribal identity, but many young people have a
more pragmatic view. Shar Thizdic sees a future
where humanity is united, so why not unite with
the person you desire?

Family size is also increasing. The life of a
nomad can be harsh, and aside from the Gur,
no tribe could rely on a stable food source.
This reduced the number of children living to
adulthood. But the Legion offers a steady food
supply, along with protection from the lunar
rain and defense from enemies. More children
are being born, and Shar Thizdic is thought to
be creating an educational system of some kind
for them.
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Tales

he tribes of the endless plains have always

maintained a strong oral tradition, and
storytelling is a part of that. Once upon a time,
the stories found upon the endless plains were
as varied as the tribes themselves. Even today
many of these traditional tales are remem-
bered. But since the founding of the Legion,
stories of the old ways are becoming children’s
fare. The tales that adults share are of their own
deeds. Humanity’s glorious rebirth is already
the stuff of legend.

One set of stories that still lives are those of
the mist goblins. Most of the major tribes have
tales about these short, nasty creatures who live
in the darkness and hunt strays. Their usual prey
is animals that wander away from their herders,
but (grandmothers lean in and whisper) they
will happily steal children who sneak away from
the campfire after dark. Nobody knows what
the mist goblins do with those they catch, but
not even the bones are ever found.

These legendary monsters get their name
from their greatest weakness. The endless
plains are often shrouded in mist at dawn and
sunset, thanks to Highpoint’s plentiful water.

Mist goblins cannot leave this fog, if the stories
4& are to be believed, and so they must either hope

that travelers enter it or they lure them in by
imitating human voices. Some even say a great
mist goblin king lives in a cave above a subter-
ranean river. His greatest servants, it is said, are
creatures composed of living mist who drain
the blood of mortals.

At times, adventurers will claim to have seen
mist goblins. However, none have returned
with a body or even a mist goblin weapon, and
those who spread such tales are roundly disbe-
lieved. The world is dangerous enough without
pretending that children’s stories are true.

Another common set of tales are those of
the great hero Hidalgezh. All tribes agree that
he was the greatest rider, archer, and spearman
of the ancient days. Many claim some form
of descent from him, including the small but
notable tribe that has taken his name.

Hidalgezh, the stories say, was the first
member of the mortal races to ever tame a
horse. According to legend, horses had been
flesh-eating monsters that raced across the
land and terrorized all they encountered. But
Hidalgezh tricked the grandfather of horses
into letting the hero sit astride him, and then
further persuaded the horse to accept a bit in
his mouth. Once this was done, the race of

horses was bound to serve others and forsake
7N their flesh-eating ways.



Another story of Hidalgezh tells of how the
race of orcs came to exist on the plains. Once

upon a time a huge and terrible demon strode
across the land. Its name was Mish-Gar-Mok,
and it was determined to kill all the people of
the plains. Mish-Gar-Mok was the son of the
hateful moon, and his parent had given him the
blessing that no weapon forged of metal could
hurt him.

And so Mish-Gar-Mok rampaged across
the land, taking what he wished and killing
whomever he found. He was a terrible sight,
with a fierce boar-like head and a shaggy pelt,
his hands holding a wicked axe. But Hidalgezh
rode against him, and the hero bore no weapon.
The two clashed along a riverbank near a stand
of trees, and the hero slew the monster with an
improvised spear — the entire trunk of a mighty
tree that Mish-Gar-Mok had uprooted.

The spear’s wooden tip was thrust right into
Mish-Gar-Mok’s heart, and even as the mon-
ster keeled over into the river, his foul blood
poured forth. Hidalgezh tried to catch it before
it could poison the land or work other mischief,
but a few drops escaped him and raced down-
stream, and these became the ancestors of the

orcish race.
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RULES
INFORMATION

haracters from the Legion are often con-
Cnected with its military forces — officers
on patrol, special units on secret assignments,
deserters looking for a way to stay alive. Many
characters are also from a strong tribal back-
ground. Indeed, given the many tribes that
compose the Legion, almost any kind of char-
acter can be found in this region.

Of course, almost all Legion characters are
human. Other races have been removed from
Legion territory, and they are not permitted
to join with humanity. This has posed some
small problems, as a few tribes had some
measure of non-human population, but those
individuals have withdrawn to the west and
north, where their races are found in greater
numbers. A handful of half-elves and half-orcs
have attempted to pass as full humans within
the Legion, but they have been exiled once
discovered.

Certain character classes tend to come from
particular areas. Wizards and constructors are
almost always members of the vast Gur tribe,
whose extensive farming allows them the

stable life necessary for arcane study. While
most tribes have some barbarians in their ranks,
the most savage and furious ones are said to be
from the dark-hearted [ajanya tribe. Interest-
ingly, the [ajanya also produce a relatively large
number of druids. From the Shar’Stavians are
drawn some of the Legion’s best mech jockeys.
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TRIBAL HERITAGE

Where other groups have particular kinds
of magic or technology, the Legion
excels in diversity. Several dozen tribes of all
sizes are united under its banner. Each has its
own way of living, riding, and fighting. Shar
Thizdic has divided these tribes up among
the chapters, so that all humanity can share
its knowledge, but many individuals are still
trained in their traditional ways.

At 1st level, a Legion character can choose
to be a member of one tribe described below.
This choice cannot be changed, and a character
can only take the special abilities of one par-
ticular tribe. Each tribal package offers certain
benefits such as skill bonuses or extra feats. In
exchange, tribal characters have certain social
obligations and limitations. Any limitations are
described in each tribe’s entry, while the social
obligations are discussed afterward.

These are a few of the Legion’s largest, most
important, or most distinctive tribes. They
include:

Gur: The most settled nomads have seen
the benefits of Legion membership. Many of
their clans have either moved north to Legion
territory or offered to trade their food for
Legion protection. Members of the Gur tribe
have helped increase food production aboard
mechs, and even those with other interests
often keep small gardens when possible.

Farming is deeply rooted in Gur society, and
all members of it treat Knowledge (nature)
as a class skill regardless of profession. Most
Gur go on to become agricultural experts,
while a handful instead devote themselves to
arcane study. Accordingly, Gur characters can
choose one of two benefits. Most have a +2
bonus to all Profession skill checks connected
to agriculture and to their Knowledge (nature)
skill checks. The rest receive a +1 bonus to
all Knowledge (arcana) and Spellcraft skill
checks.

This focus on non-martial arts has a small
price. Gur are slightly uncomfortable in armor,
as their training with it is poorer than average.
When a Gur takes a class level that grants a new
armor proficiency, she takes an extra -1 to her

armor check penalty with all new armor types.
This penalty goes away when she reaches her
next level. For example, a Ist-level Gur rogue
will suffer the extra -1 while wearing any light
armor. If she becomes a fighter when she
advances a level, she loses the penalty to light
armor but gains it while wearing medium and
heavy armor. When she reaches her 3rd charac-
ter level, all such penalties go away.

Hidalgezh: Known for their claims of
greatness, this small tribe has only reluctantly
joined the Legion. The Hidalgezh claim to be
descended from the great hero of the same
name. The legendary warrior, they say, once
united all the tribes of the plains and drove the
orcs so far back that they almost drowned in
the eastern sea. Afterward, however, the other
tribes grew jealous and deserted him, and he
was hewn down in an orcish ambush.

Thanks to the legends, the Hidalgezh believe
they are the rightful rulers of all the plains.
They have never managed to convince anyone
else, however, and their regular battles against
other tribes and the hated orcs have whittled
their numbers down. When a large meteor
storm killed their war chief and their eldest
shaman in the same night, the tribe almost fell
apart. Instead, an emissary from Shar Thizdic
convinced them to meet with him, and he per-
suaded them that such a noble and vital tribe
should help lead humanity to greatness.

One thing that helps the Hidalgezh claim
to superiority is that they have a great many
members who enter the Reborn prestige
class (described on page 86). A Hidalgezh
character may ignore any one prerequisite for
joining that class. Their tireless hatred of orcs
also allows them to treat orcs and half-orcs as
favored enemies, as if the Hidalgezh were a Ist
level ranger; this grants a +2 bonus to all Bluff,
Listen, Sense Motive, Spot, and Survival rolls
used against them. It also applies to weapon
damage rolls. It does not stack with the ranger’s
class feature, and in fact all Hidalgezh rangers
must take humanoid (orc) as their first favored
enemy. In this case the bonus applies against
half-orcs as well.

Jajanya: The bogeymen of the endless
plains, the Jajanya have a well-deserved reputa-
tion for stealth and savagery. Before the lunar
rain, they were the greatest menace found
here, frightening orc and human alike with
their violent cunning. They swept across the
land, raiding and killing as they wished.

Times have changed. The [ajanya are still
a dangerous and warlike people, but in the
last hundred years, they have apparently real-
ized the value of cooperation. Their raids on
other human tribes declined (orcs were not



so lucky) and they began trading rather than

raiding. Some of their traditions have remained
alive — they still speak the language known as
Janyuula among themselves, and many of them
still follow the bloody religion they call the Old
Way — but since they joined the Legion they
have been loyal members.

The [ajanya are often soldiers and mech
gunners. They are a violent people, resolving
disputes with ritual combat or even midnight
ambushes, and these roles suit them well. The
Old Way itself is a macabre form of ancestor
worship, involving the sacrifice of enemies
(whole or in part) to the greatest warriors of
antiquity. Rumor even has it that the Old Way
involves cannibalism. Under no circumstances
will the [ajanya share the details of their faith
with outsiders, as it is a sacred matter between
them and their ancestors, and members of oth-
er tribes are as mystified by it as anyone else.

Given their warlike heritage, each [ajanya
receives one free weapon, armor, or shield pro-
ficiency. They also treat Intimidate as a class
skill regardless of profession, and they gain
Janyuula as a bonus language. However, this
focus on tradition has its price. [ajanya do not
receive the 4 extra skill points usually awarded
to human characters at st level, and their racial
bonus feat at this level must be drawn from the
list of fighter bonus feats. [ajanya still receive
the human’s additional skill point for each level
after Ist.

Loamasa: Traveling fast and light, the
Loamasa are a tribe who share their few posses-
sions among themselves. They have explored
the entire length of the endless plains and even
portions of the flatlands. And because the tribe
keeps few horses, they have done it all on foot.

The Loamasa are a spiritual tribe, and they
believe that material goods are a burden that
you will drag behind you once this life is done.
This belief is no longer held so literally, as the
lunar gods push the Loamasa’s ancestor deities
into retreat, but it remains a powerful cultural
force. The Loamasa live simply, speak carefully,
and fight ferociously. They are especially fond
of spears and slings, weapons which are light to
carry and easy to use.

All Loamasa gain the Endurance feat for
free. A Loamasa who is proficient with any of
their traditional weapons (shortspear, spear,
javelin, sling) at 1st level gets a +1 competence
bonus on ranged attack rolls made with that
weapon. A character only gets this bonus for the
weapon(s) she is proficient in at this level, even
if she learns to use the others later. However,
the simple and communal nature of Loamasa
life means that adventurers have less money to
start with. All Loamasa receive 5d4 gold to buy

starting equipment regardless of class.

Shar’Stavians: An offshoot of the famed
Stavians, this group decided that the best
hope for keeping their traditional life alive
was to join Shar Thizdic. Many of them now
serve in the Legion’s military. Some of the
most daring mech pilots on the endless plains
are Shar’Stavians using their riding instincts
to direct a fifty-ton steed. Rumor has it that
small groups of Shar’Stavian youth go to spend
a season or two with the Irontooth clans. Oth-
ers ride their dusk devils and serve as scouts for
their chapters.

All Shar’Stavians treat Ride as a class skill
regardless of their profession and receive
a +1 bonus to all Ride checks. The
military life of the Legion has
given them a slightly differ-
ent set of weapon skills
than ordinary Stavians.
They do not
proficiency

gain
with
most Large weap-
ons regardless of
their class features,
as even the most
militarized of them
spend a great deal
of time in the saddle.
But  all
automatically gain martial

Shar’Stavians

weapon proficiency with the
lance. Those who begin in a class
offering proficiency with all martial weapons
automatically receive the feat Weapon Focus
(lance).

Tlan: This large tribe is also one of the most
colorful. They are noted travelers, storytellers,
singers and, some would say, enchanters and
thieves. In truth, the Tlan are nothing more
than a tribe with a flair for the spoken word.
Many of the greatest bards of the plains have
come from the Tlan, and no tribe has a keener
sense of history than they do.

They are also noted for their bright and
complicated style of dress. Many Tlan are
experts with leather and beadwork, and even
their mundane garments are created in a variety
of colors and materials. Most Tlan wear the
tlaka, a leather vest covered in rows and rows
of colored beads. The patterns used in a tlaka
often indicate a wearer’s status among the Tlan,
although the younger clan members are moving
away from this tradition as they adapt to life in
the Legion.

Given their love of the spoken word, all Tlan
receive a +1 bonus to their Bluff and Diplomacy
checks. They often serve as spokespeople and
mediators among the tribes of the endless

Y plains. Tlan also suffer no multiclassing penalty
for their bard levels regardless of how uneven
their levels are. As a result, many experienced
Tlan have picked up a level or two of bard on
top of whatever else they know.

Usni: Quiet but proud, the clever Usni have
finally come into their own with the advent of
the mech. They have always been experts in
strange arts including alchemy and the magic of
the adept class. Usni crafters have also created
a number of pre-steam mechanical devices.
This formerly small tribe has exploded in num-
bers recently as other clans marry into their
ranks in hopes of learning the Usni’s secrets.

This is not always easy. Most of the Usni lead

typical lives for plainsfolk and Legion

members, riding their steeds or
traveling with mechs. Only

a handful of the Usni are
initiated into the tradi-

tional mysteries of the
tribe. In days gone
by, this was given

to those with great
wisdom or some
aptitude for spell-
casting. The advents
of mechs has led the
Usni to appreciate
cleverness and intelli-
gence as well. Many of the

Legion’s coglayers are Usni.
An Usni character receives a +2

bonus with one Craft skill of their choice,
thanks to the tribe’s tradition of creation and
invention. An Usni with a score of 13 in either
Intelligence or Wisdom also receives a free
exotic weapon proficiency of their choice as
part of this training. Most Usni choose ranged
weapons, particularly the bola or repeating
crossbow, though in modern times the steam
gun has also become popular.

Zhekmir: A loud and reckless tribe, the
Zhekmir disdain personal safety. Individual
courage is what they prize. A person’s battle
prowess is not as important as his bravery,
which to the Zhekmir means attacking the
enemy regardless of the risk. They fight intel-
ligently and use clever tactics, but a Zhekmir
would sooner shout a challenge to a dozen
ogres than sneak among them and stab their
leader while he slept.

Zhekmir play as hard as they fight. Their
sport of kugha is played with a large wooden
ball and several solid quarterstaffs wrapped in
blankets. The object of kugha is for a team to
advance the ball across the field to a goal, all
the while dodging the swinging staves of the
70 other team. The weapons are swaddled to make




the damage non-lethal, but even so bloody
noses and broken bones are routine.

All Zhekmir receive a +4 to resist Intimida-
tion attempts, and a +1 bonus to saving throws
against fear. They enjoy fighting with two-hand-
ed weapons and they see shields as cowardly, so
a Zhekmir who receives one or more new shield
proficiencies as a result of taking a class level
will instead get that many proficiencies with
two-handed melee weapons of his choice.

Limitations: Being steeped in tribal tradi-
tion has its drawbacks. Even in the Legion’s
militarized society, loyalty to one’s tribe is
important. The special training described
above also makes it easier for others to find
weaknesses in tribal fighting styles, or even in
their crafting styles.

Some of these limits are a matter of role-
playing. A barbarian steeped in the Jajanya’s
traditions will likely be “asked” (read: ordered)
to undertake various tasks by that tribe’s proud
leaders. An Usni alchemist will be pressured to
give her finished goods away to other Usni for
free, or at best for their cost of manufacture.
Such limits are a matter for the DM’s discre-
tion.

Other limits are mechanical in nature. Cer-

A

/ tain tribal packages that give combat abilities

(Jajanya, Loamasa, Shar’Stavian, Zhekmir) also
impart a distinctive fighting style to their pos-
sessors. Anyone witnessing such an individual
in combat can make a Knowledge (local) skill
check to recognize that style; if successful,
the person making the check gains a +2 dodge
bonus to AC for the duration of the encounter.
The DC of the check is 10 plus twice the tar-
get’s class level (for example, recognizing the
style of a 6th-level Loamasa would be a DC 22).
This check is a standard action and it can only
be attempted once per foe per encounter.

The limit above becomes less of a problem
as a character advances, as it is assumed that
characters develop more personal fighting
styles over time.

P
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FEATS OF THE LEGION

he Legion is a melting pot, combining the

traditions of dozens of unique cultures.
Many have brought with them unusual abilities.
In game terms, these are expressed as the fol-
lowing near feats.

/d

Animal Bond (General)

You have an unusual ability to understand and
control an individual animal (or potentially an
animal species) of your choice.

Benefit: Select an individual animal, such as
Bilfro the pony or Shadow the wolf. You receive
a +4 bonus to all uses of the Handle Animal,
Heal, and Ride skills with this particular ani-
mal; you also receive a +2 bonus to any use of
wild empathy with this animal. These bonuses
only apply to this specific creature and cannot
be transferred to another. You must have had
daily contact with the chosen animal for at
least one month prior to selecting this feat, and
you must see the animal for at least one hour a
week to maintain the feat’s benefits. If you do
not keep such contact, you do not receive the
bonuses until you resume regular contact, at
which point they return.

You can instead select a category of animals
as the target of this feat, with your DM’s per-
mission. Possible categories include: felines,
canines, birds of prey, burrowing mammals,
horses and ponies, dinosaurs, or ursoids. This
feat cannot apply to magical beasts, vermin, or
any other type of creature. You receive a +1 to
all uses of the Handle Animal, Heal, and Ride

\




FEATS PREREQUISITE

Animal Bond -
Blended Features
Mech Menace'
Plains Runner
Plains Stare -

Saddle Shield? Dex 13, Mounted Combat
Silent Rider? Move Silently | rank, Ride | rank
Silver Tongue Negotiator or Persuasive
Sprint Conll, Run
Storyteller -

True Believer -
Understand Dialects -
War Rider?

Half-orc, half-elf, etc.
Intimidate | rank, Mech Pilot 5 ranks

Con I3, Endurance

Mounted Combat

TABLE 2-6: LEGION FEATS

BENEFIT

Bonus to Handle Animal, Heal, and Ride for specific animal or general category

Can run for extended periods

Can pass as another race

Can intimidate opponents with mech

Reduce concealment miss chances by 5%

+4 to Ride check to use mount as cover
Use your Move Silently ranks for your mount

+2 bonus to Bluff and Diplomacy checks

Sprint at 6x speed for I+ rounds per day

+2 to certain checks for Perform, Diplomacy, and Gather Information

+4 to one check or attack roll per day

+| to certain checks for Disguise, Bluff, Sense Motive, and Perform (oratory)

+4 to Ride in combat situations

"THESE FEATS MAY BE SELECTED BY A LEGION MECH JOCKEY AS BONUS FEATS, PROVIDED ALL PREREQUISITES ARE MET.

*THESE FEATS MAY BE SELECTED BY A LEGION FIGHTER AS BONUS FEATS, PROVIDED ALL PREREQUISITES ARE MET.

skills with animals in this category.

Special: This feat can be taken multiple
times. Each time you take the feat, it applies to
a new individual or category. Its effects do not
stack, unless you have the feat for both an indi-
vidual (such as Bilfro) and its category (horses
and ponies).

Blended Features (General)
You resemble one of your ancestral races more
than another, allowing you to pass as a member
of it. This race does not necessarily have to be
human.

Prerequisite: Evenly mixed racial ancestry,
such as half-elf or half-orc

Benefit: Select one of your ancestral races.
To a casual observer, you look like a member of
that race. You also suffer no penalty when the
Disguise skill is used to make you look like a
member of that race.

Mech Menace (Mech)

You can use your mech to frighten your foes.

Prerequisites: Intimidate 1 rank, Mech
Pilot 5 ranks

Benefit: While piloting a mech, you can use
your Intimidate skill to demoralize opponents
as explained in that skill’s description. When
using this skill, your size is considered to be the
size of your mech. If you attempt to demoral-
ize a target on another mech, that person is
considered to be the size of their mech for the
purpose of resisting the effect.

Plains Runner (General)
You have learned to run at a steady pace that
lets you go for long periods without tiring.
Prerequisites: Con 13, Endurance
Benefit: You can run at a slow lope (only
while wearing light or no armor and carrying

no more than a light load), moving three times
your normal speed. The normal rules for run-
ning found in Chapter 8 of the PHB apply, with
the following exceptions. You can run at this
speed for a number of rounds equal to 10 times
your Constitution score, and once this period
passes, you must make a Constitution check
every 10 rounds or stop running. A character
who has run to his limit must rest for 10 minutes
(100 rounds) before running again. This feat is
common among the Loamasa tribe.

Plains Stare (General)
Living among the tall grass has taught you to see
through a foe’s concealment.

Benefit: The chance to miss an opponent
because of concealment is reduced by 5%. For
example, when you target a foe who has ordi-
nary concealment, your strike only has a 15%
chance of missing due to concealment.

Saddle Shield (General)

You can ride so that your mount provides you
with cover.

Prerequisite: Dex 13, Mounted Combat

Benefit: You get a +4 bonus to your Ride
skill check when attempting to use your mount
as cover, per the Mounted Combat feat. This
is a Stavian feat that the Shar’Stavians have
perfected.

Silent Rider (General)

You can direct your mount to move quietly.

Prerequisites: Move Silently 1 rank, Ride
1rank

Benefit: As a standard action, you can guide
your mount to walk softly, allowing you to use
your ranks in Move Silently for your mount’s
movement. This skill check uses your mount’s
Dexterity modifier, and is unaffected by most

magic items and spells that enhance your per-
sonal Move Silently checks. This feat does not
apply to flying mounts unless they are moving
entirely on the ground.

Silver Tongue (General)

You have the gift of saying exactly what others
want to hear. You are also easier to fool, thanks
to your strained relationship with the truth.

Prerequisite: Either Negotiator or Per-
suasive

Benefit: You get a +2 bonus to Bluff and
Diplomacy checks. Some fanciful members of
the Tlan have this advantage.

Sprint (General)
You can put on an extra burst of speed to cover
short distances.
Prerequisite: Con 11, Run

Benefit: You can run at six times your normal
speed (if wearing light or no armor and carry-
ing no more than a light load) or five times your
normal speed (under all other circumstances)
for a short time. This can be done for 1 round
every day, plus 1 round for every point of your
Constitution bonus. These sprints can be used
all at once, or divided however you wish. You
lose your Dexterity bonus to AC while sprint-

ing.

Storyteller (General)
You know how to tell an entertaining story, and
you also understand the rhythm and structure
of drama.

Benefit: You get a +2 bonus to any Perform
check made for the purpose of entertaining
(i.e., not for bardic music or other special
abilities). You also get a +1 to any Diplomacy or
Gather Information check made among NPCs
whose attitude is friendly or helpful.



True Believer (General) 3
You fervently believe in a group or a cause,

and this belief allows you to do extraordinary
things. It also distances you from others who
don’t share your zeal.

Benefit: Once per day, you get a +4 bonus
to one skill check, ability check, or attack roll
of your choice. This bonus must be applied to
a check that somehow furthers the cause of
your character’s beliefs and goals. The DM has
final say over which checks you can apply this
bonus to.

Special: Check with your DM before select-
ing this feat.

Understand Dialects (General)
You speak many variants of the languages you
know.

Benefits: You know several cultural and
regional differences in the way languages are
spoken, and can speak like a native of many
different areas. This also allows you to shade
meanings and makes it easier to pass secret
messages. While using one of the accepted
languages below, you gain a +1 bonus to any
Disguise check that involves impersonating
a specific person, a +1 bonus to any Bluff
check made for sending a secret message, a
+1 bonus to any Sense Motive check made
for understanding a secret message, and a +1
bonus to Perform (oratory) for the purpose of
storytelling. This feat applies to the following
languages: Common, Dwarven, Elven, Gnome,
Goblin, Gnoll, Halfling, Orc. Other languages
can be added to this list only with the GM’s
permission.

War Rider (General)

You are a seasoned mounted warrior, able to
control your steed even in the thickest fight-
ing.

Prerequisites: Mounted Combat

Benefit: You get a +4 bonus to the Ride skill
when attempting to guide your steed with your
knees, fight with a warhorse (or other battle-
trained riding animal), or control your mount
in battle.

REBORN (NEW PRESTIGE
CLASS)

he tribes of the endless plains revere

their ancestors. Once upon a time, many
of them even held that their ancestor spirits
became divine beings who guided and guarded
their descendents. This belief has been shaken
by the events of the last century, but it has also
been strengthened by the presence of the
Reborn.

These remarkable individuals seem to be
their great ancestors reincarnated. They pos-
sess the abilities that made their forebears
legendary, and they have knowledge that only
those who have passed beyond could share. The
Reborn often become great leaders or coun-
selors among their tribes. With the rise of the
Legion, some say that the old ways should be
discarded, but even so the Reborn continue to
appear among the tribes of the endless plains,
ready to advise and protect their people.

One unusual situation that the Reborn must
occasionally face is when the ancestor that they
embody is actually returned from the dead.
Although a rare occurrence, it has happened.
In every known case, the Reborn retained her
powers while her resurrected ancestor was
apparently unaware of his descendent’s activi-
ties. Such theologtans as are found on the end-
less plains find this a fascinating situation, but
the encroachment of the lunar gods has made it
even rarer than it once was.

This class is only available to those who
practice divine magic. Most of those who fol-
low it are clerics, and they are often awed at
the thought of embodying one of the ancestors
they worship. Paladins and rangers both take
this path as a way of broadening their skills
and magical prowess. Some druids end up as
Reborn, but it is rare. A handful of other char-
acter types come into this class, all from the
Hidalgezh tribe as described above. Hidalgezh
characters who cannot cast divine spells and
bypass that requirement may not reap the full
benefits of this class.

Hit Die: d8

REQUIREMENTS
To qualify to become Reborn, a character must
fulfill all of the following criteria:

Region: Endless plains of Highpoint. Any
race dwelling here can be Reborn, although it
almost always manifests among humans.

BAB: +5

Spellcasting: Ability to cast 2nd-level
divine spells

Skills: Knowledge (history) 4 ranks

Other: The character must be descended
from a long-dead hero or sage of the endless
plains. This great ancestor’s identity can be
created by the player, but must be approved
by the GM.

CLASS SKILLS
The Reborn’s class skills (and the key ability for
each skill) are Craft (Int), Knowledge (Int),
Profession (Wis), and several others deter-
mined by the character’s choice of epic ability
(see below).

Skill Points at Each Additional Level: 4
+ Int modifier.

CLAss FEATURES

Weapon and Armor Proficiency: AReborn
gains proficiency with light and medium armor,
shields, all simple weapons, lance, and short-
bow. These are the traditional armaments of
the endless plains.

Epic Ability: Choose one of your six
abilities (Str, Dex, Con, Int, Wis, or Cha). Your
ancestor was known for feats connected to this
ability, and you will be, too. You recover all
damage to your epic ability at twice the normal
rate. Once this ability is chosen, it cannot be
changed.

Inner Knowledge: All skills that use your
epic ability as their key ability are considered
Reborn class skills for you. If this gives you less
than four new class skills, select enough skills
to make it four. For example, if your epic abil-
ity is Strength, then you get Climb, [ump, and
Swim as Reborn class skills, and you can pick
any one other skill to round it out.

Spells Per Day: You gain new spells per day
as if you had gained a level in one divine spell-

LEVEL BAse ATTACK BonNus FoRT SAvE REF SAVE
| +0 +0 +0
2 +I +0 +0
3 +2 +l +l
4 +3 +I +I
5 +3 +l +l

TABLE 2-7: REBORN

WiLL SAvE SPECIAL SPELLS
+2 Epic ability, inner knowledge, old soul + level
+3 Legendary ability +I, insight I/day, divinely anchored + level
+3 Epic resistance, personal legend +I level
+4 Legendary ability +2, insight 2/day

+3 Epic vitality, insight 3/day, ancient memory




casting class you belonged to before becoming

Reborn (if any). You do not gain any other ben-
efits of advancing in that class.

Old Soul: Your connection to the worlds
beyond death makes it difficult for others to
restore you to life. If anyone attempts to return
you from death using raise dead, reincarnation,
resurrection, or similar abilities, you suffer a
penalty to the Will save described on page 64
of the DragonMech core book. This penalty is
equal to double your Reborn class levels.

Legendary Ability: The greatness of your
ancestor manifests in you. You get a +1 inher-
ent bonus to your epic ability. Note that a char-
acter may only have a total +5 inherent bonus
to an ability, regardless of source. At 4th level,
this bonus increases to +2.

Insight (Su): You can hear the whispers of
your fabled ancestor guiding and encourag-
ing you. Once per day, you may add a special
bonus to one skill check, ability check, or
attack roll that uses your epic ability. The total
of this bonus is equal to your Reborn class level.
Using this ability is a free action, but it must
be declared before the dice are rolled. At 4th
level, you can begin using this ablity twice per
day, and you can use it three times per day at
Sth level.

Divinely Anchored: Your connection
to the world beyond death has grown strong
indeed. As a result, you are no longer able to
select spells that return creatures from the dead
(raise dead, reincarnation, resurrection, etc.) as part
of your daily allotment. You can still use magic
items or supernatural abilities that return crea-
tures to life, but your link to your late ancestor
prevents you from gaining these spells directly.

Epic Resistance: You are able to shrug off
damage to your epic ability. You gain DR 2/
- against any ability damage or ability drain that
affects your epic ability.

Personal Legend: The Reborn are always
held in high esteem, and tales of their lives
travel across the endless plains. You are seen
as a powerful hero by the common folk of the
plains whether or not your deeds have earned
that level of regard. When they deal with you,
their default attitude is friendly rather than
indifferent, modified by circumstances as usual.
This benefit applies to your direct interactions,
although those traveling with you will likely be
given the benefit of the doubt. You also get a +2
bonus to any Diplomacy check made with the
people of the endless plains.

Epic Vitality: Your epic ability is so power-
ful that even the most powerful forces cannot
permanently harm it. Any ability drain you
suffer to this ability is treated as ability dam-
age instead.

TABLE 2-8: VIRTUE

Lever BASE ATTACK BONUS FoRrT Save
| +l +2
2 +2 +3
3 +3 +3
4 +4 +4
5 +5 +4
6 +6 +5
7 +7 +5
8 +8 +6
9 +9 +6
10 +10 47

REF SAVE WiLL SAvE SPECIAL

+2 +0 Bonus feat

+3 +0 Virtue training
+3 +l Virtue training
+4 +l Virtue training
+4 +1 Virtue training
+5 +2 Virtue training
+5 +2 Virtue training
+6 +2 Virtue training
+6 +3 Virtue training
+7 +3 Virtue training

Ancient Memory (Su): You gain a limited
ability to consult your ancestor directly, allow-
ing you to answer questions and receive insight
on matters beyond mortal ken. Having been
kept alive in the memories of the plainsfolk,
your ancestor is even able to provide wisdom
on matters that he or she never knew about in
life. This ability is identical to the spell legend
lore, except that it can be used a maximum of
one time per week. All other limitations on
its use apply, including the need for expensive

components.
VIRTUE (NEW PRESTIGE
CLASS)

s part of his attempt to place the Legion

first in the hearts of his followers, Shar
Thizdic has drawn together a small fighting
force designed to represent his nine Fight-
ing Virtues: Discipline, Ferocity, Friendship,
Honor, Insight, Loyalty, Speed, Strength, and
Valor. At first this was a squad of nine fighters,
one from each of the nine largest tribes, but
then Shar Thizdic noticed something. These
warriors were learning from each other. In a
short time, each one had picked up techniques
from several of his fellows, turning himself into
an increasingly versatile and deadly opponent.

Not one to miss an opportunity, Shar Thizdic
quickly expanded the size of the squad. He
drew on the battle skills of many tribes to cre-
ate a system that would produce more of these
skilled warriors. These warriors have been
dubbed the Virtues, for their training makes
them living embodiments of Shar Thizdic’s
nine pillars.

Virtues can be found anywhere the Legion
has influence (or where it wishes it did). Every
Virtue is a member of the Legion’s military, but
a Virtue’s existence is usually less structured
than that of a conventional officer. Shar Thizdic

4& wants these living ideals to be visible, so they

travel the breadth of Legion territory and
beyond, performing special assignments and
acting as troubleshooters. They travel alone,
or as part of a small team incorporating people
with a variety of skills and abilities. The Virtues
are expected to report to the commanders of
whichever chapter is closest to them, but their
ultimate leader is Shar Thizdic.

Fighters, barbarians, and monks find that the
Virtue is a good way to augment their combat
skill. Rogues and bards benefit from the skill
bonuses offered. Classes that rely on spells can
become stronger casters while following the
Virtue’s training at first, although the class is
geared toward more physical pursuits.

This class is only available to citizens of the
Legion, as so far this training system has not
been taught elsewhere. Participants must be
invited (or ordered) to join. The instructors
look for skilled combatants with great deter-
mination and a slightly menacing manner. All
training takes place on Rebirth under Shar
Thizdic’s direct supervision.

Hit Die: d8.

REQUIREMENTS
To qualify to become a Virtue, a character must
meet all of the following criterta.

Race: Human.

Base Attack Bonus: +5

Skills: Intimidate 4 ranks

Feats: Iron Will

Other: Every person who becomes a Virtue
must swear a personal oath of loyalty to Shar
Thizdic. Virtues are also expected to follow
orders and engage in regular training.

CLASS SKILLS
The Virtue’s class skills (and the key ability for
each skill) are Bluff (Cha), Climb (Str), Intimi-
date (Cha), Jump (Str), Listen (Wis), Ride
(Dex), Spot (Wis), and Swim (Str).

Skill Points at Each Additional Level: 2
+ Int modifier.



CLAsS FEATURES

Weapon and Armor Proficiency: A Virtue
gains proficiency with all simple and martial
weapons, all types of armor, and shields.

Bonus Feat: At Ist level, the Virtue chooses
a free feat from the following list, provided
they meet all prerequisites: Alertness, Dodge,
Endurance, Great Fortitude, Improved Initia-
tive, Lightning Reflexes, Run, Toughness.

Virtue Training: At each subsequent level,
the Virtue gains abilities connected to one of
the nine Fighting Virtues. The player selects
which virtue is gained at each level. No virtue
can be selected more than once. The nine kinds
of training are:

Discipline: You can keep your wits about
you while others cannot, and that is a potent
weapon. Select 3 skills. When making a skill
check with one of the chosen skills, you may
take 10 even under circumstances that normally
prohibit it. You also gain new spells per day as if
you had gained a level in one spellcasting class
you belonged to before becoming a Virtue (if
any). You do not gain any other benefits of
advancing in that class.

Ferocity: All people have fury inside, and you
have learned to wield yours as a weapon. You
gain the ability to rage 1/day, as the barbarian
class feature. If you already have this ability,
you can rage one extra time per day.

Friendship: The best way to disarm someone
is with a friendly smile. You gain a +2 compe-
tence bonus on all Charisma skill checks. Fur-
thermore, all Charisma skills are considered
class skills for you when gaining a new level
as a Virtue.

Honor: A promise should be harder to break
than the finest steel. Your word is worth more
than gold, and so you have an easier time get-
ting the things you need. You gain a +2 bonus
on any attempt to influence reactions with a
common citizen or low-ranking soldier of the
Legion. Once per week, you can also make a
special Charisma check and, if successful, tem-
porarily gain the use of equipment or services
belonging to the Legion’s military.

You must visit a large Legion mech to do so
(Colossal II or bigger, at the GM’s discretion).
You can request up to 250 gp worth of equip-
ment per your levels in the Virtue class. The
DC of the check is 15, and you add your levels
of Virtue as a bonus. However, for every 1,000
gp of the item’s value, you take a -1 penalty.
Your GM has final say over what items can be
requested in this fashion. Note that mechs are
considered items for the purpose of this check.
The services of Legion personnel cannot be
requested in this fashion, but a high-level Vir-
tue can potentially borrow a mech.
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Insight: A great warrior sees everything
before doing anything. You gain a +2 com-
petence bonus on all Wisdom skill checks.
Furthermore, all Wisdom skills are considered
class skills for you when gaining a new level as a
Virtue. You also gain new spells per day as if you
had gained a level in one spellcasting class you
belonged to before becoming a Virtue (if any).
You do not gain any other benefits of advancing
in that class.

Loyalty: The greatest service of all is to lead
others in the directions they need to go. You
gain a single cohort as if you possessed the
Leadership feat (described in Chapter 4 of the
DMG). The normal modifiers apply, but you
are considered to have great renown, special
power, and fairness and generosity, granting
you a +4 bonus. The cohort must be a citizen
of the Legion. This character is in addition to
any cohorts you might have from the Leader-
ship feat itself.

Speed: The first blow can be the last blow if it
is aimed quickly enough. You gain a +1 compe-
tence bonus to all initiative checks. Your land
speed also increases by +10 feet. Both benefits
are lost while you are wearing heavy armor, car-
rying a heavy load, or doing both.

Strength: The foundation of a warrior is
strength, for without it all else is smoke in the
wind. You gain a +2 competence bonus on all
Strength skill checks. You can also perform a
mighty feat of strength 2/week. This extraordi-
nary ability gives you a bonus to Strength equal
to your Virtue level for 1 round; activating it is a
free action. Afterward, you take a -2 penalty to
your Dex for an hour due to being tired.

Valor: The best armor of all is courage.
You gain a +4 bonus to resist all fear-causing
effects, and a +2 bonus to resist all other mind-
affecting powers, spells, and spell-like abili-
ties. You also gain new spells per day as if you
had gained a level in one spellcasting class you
belonged to before becoming a Virtue (if any).
You do not gain any other benefits of advancing
in that class.
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NEW CLERIC DOMAIN:
ANCESTORS

This domain calls upon the power of all your
ancestors, seeking the wisdom and courage
of their spirits to help you with your tasks. It
offers several forms of divination, as the ances-
tors possess knowledge beyond that of the mor-
tal realm. You can also draw upon their strength
in battle, sustain yourself with an echo of their
own vitality, and even briefly enter dreams, for

&\

the world of dreams and the world of spirits are
near one another.

Granted Power: You can call upon ancient
wisdom to guide you. Once per day, you may
add one-half your cleric level (rounding up) to
a skill or ability check of your choice. This is a
free action.

Ancestors Domain Spells
Comprehend languages
False life
Heroism
Tongues
Dream
Heroism, greater
Vision
Moment of prescience
Foresight
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NEW CLERIC DOMAIN:
THE HUNT

he people of the endless plains have always

been hunters. Not only in the sense of
finding prey for the cooking pot, but also in
the way they fight wars, tracking their enemies
and attacking without warning. This domain
enhances all aspects of the hunt. It allows you
to move quickly, strike accurately, and above all
to detect your target. It also helps you prevent
the target from escaping.

Granted Power: You can become a peerless
hunter, as if you were a ranger of equivalent
level. As a free action, you can designate a
specific individual once per day and gain all the
bonuses of the ranger’s favored enemy ability
against that target. For the purpose of this pow-
er, assume you have maximized your Favored
Enemy against this individual (so a 10th-level
cleric would geta +6 bonus). This divine bonus
lasts for one hour. It applies to the Bluff, Listen,
Sense Motive, Spot, and Survival skills, as well
as to weapon damage against your chosen tar-
get. If you have ranger levels and your chosen
target is already in one of your favored enemy
categories, these bonuses stack.

The Hunt Domain Spells
True strike
Darkvision
Haste
Locate creature
Hold monster
Wind walk
Find the path

Discern location
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NEW SPELLS OF THE LEGION

he people of the endless plains have devel-

oped magic suited to their lives. Their
spells help travel and communication, and
their bards know new ways of communicating
over great distances, including crossing the
gulf of death to gain insight. To the north and
south, the farmers of the Gur tribe use a hand-
ful of agricultural spells that can be helpful to
the outside world.

Ally’s Whisper

Transmutation (Air)
Level: Brd 1
Components: V, S
Casting Time: 1 action
Range: Personal
Area: 20 ft. radius spread
Target: You
Duration: 1 round/level
Saving Throw: None
Spell Resistance: No

You whisper, and spirits of the air carry your
words to friendly ears nearby. What you say
will be heard by all allies you designate within
range, fust as if you were whispering to them.
This allows your words to be heard over all but
the loudest of noises. However, anyone else
within the spell’s area can overhear your whis-
pers by making a Listen check against DC 20.

Ancestor’s Voice
Enchantment [Mind-Affecting]
Level: Brd 2
Components: V, S, M
Casting Time: 1 action
Range: Touch
Target: Creature touched
Duration: 1 minute or until discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

You draw on the wisdom of your ancestors to
guide the spell’s recipient, granting that person
a +5 insight bonus to the next skill check they
make. The bonus increases to +10 if the skill
used is a Charisma-based skill.

Material Component: A tiny drum whose head
is the skin of an animal found on the endless
plains. It is rumored that the [ajanya use drums
with human skin.

Augur Weather
Divination
Level: Drd 3, Sor/Wiz 4
Components: V, S, M/DF
Casting Time: 1 minute

4 Range: Personal

Target: You
Duration: Instantaneous
Saving Throw: None
Spell Resistance: No

This alternate form of the augury spell is
widely used by Gur wizards and sorcerers, but
it originated among druids of that region. It
grants the possessor knowledge of the weather
that will befall the area where the spell is cast
(a 1-mile radius around the caster’s location).
The chance for success is rolled by the GM,
and s modified depending on how far ahead
the forecast goes; the roll also receives a +1%
bonus for every level of druid, sorcerer, or
wizard you possess. Knowing the weather for
the next day starts at 80%; the next week is 60%;
the next fortnight (two weeks) is 40%; the next
month is 20%. This spell imparts knowledge of
all weather that will befall over the chosen time
period.

Arcane Material Component: A handful of
wheat and chafT.

Bugblight
Necromancy
Level: Clr 2, Drd 1, Sor/Wiz 2
Components: V, S
Casting Time: 1 round
Range: See text
Target or Area: See text
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

Bugblight has different effects depending on
which version is chosen:

Ripple: Waves of purple energy explode
from you, blanketing a 50-foot radius. All
vermin in this area take 1d4 damage plus 1 per
caster level (maximum +10). The Gur often use
this spell to rid a field of troublesome insects.

Ray: This is a ranged touch attack with a
range of 25 feet plus 5 feet per caster level. Any
vermin struck by this ray suffers 1d4 damage
for every caster level (maximum 10d4). The
Gur use this spell for vermin that shrug off the
ripple effect.

Cold Smoke
Evocation
Level: Brd 2, Sor/Wiz 1
Components: V, M
Casting Time: 1 round
Range: Close (25 ft. + 5/2 caster levels)
Effect: Creates column of smoke
Duration: 5 minutes/level
Saving Throw: No

Spell Resistance: None
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/ if generated by a campfire. It is in all respects
identical to ordinary smoke. If desired, the
caster can alter the color of the smoke at the
time the spell is cast with a Spellcraft check
(DC15). Possible colors are: white, black, grey,
blue, red, green, yellow, orange, and purple.

Material Component: A charred twig from any
softwood tree.

Detect Friends
Divination
Level: Brd 1, Clr 1, Rng 1, Sor/Wiz 1
Components: V, S, F/DF
Casting Time: 1 minute
Range: 1 mile/level
Area: Cone-shaped emanation
Duration: Concentration, up to 1 minute/

level

Saving Throw: None
Spell Resistance: No

This spell is useful in the age of mechs,
when one’s home can be walking across the
land at a speed of 25 miles per hour. It allows
the caster to detect the presence of other
living things at a great distance. Although it
does not reveal detailed information, many of
Highpoint’s spellcasters have begun using it to
track the movement of their mechdom’s forces.
It also has some use for tracking enemy forces,
although it only gives precise information
about groups the caster is personally familiar
with. This spell takes longer to use than many
other detections, requiring minutes of concen-
tration instead of rounds.

1st minute: The presence or absence of other
thinking beings within the area of effect.

2nd minute: The number of thinking beings
within the area that the caster has met at least
once before.

3rd minute: The approximate location of each
such being and their current distance from the
caster (within a quarter-mile).

Note that this spell does not give the iden-
tity of any being known to the caster.

Arcane Focus: A small roll of parchment
painted with exotic inks. This tiny simulation
of a map costs 50 gp, or can be created with a
Craft (mapmaking) skill check against DC 15.

Faint Passage
Transmutation
Level: Drd 3, Rng 3
Components: V, S, DF
Casting Time: 1 standard action
Range: Personal
Targets: You
Duration: 1 hour/level

Saving Throw: None

Smoke rises from the point you specify, as 4‘@ Spell Resistance: No



This variation on the pass without trace spell 3z

allows allies of your choosing to follow your
trail. When casting the spell, you can designate
up to one individual per caster level; the cho-
sen individuals can follow you normally with
the Survival skill, the scent ability, and other
such methods. You must designate specific
individuals you have personally encountered,
such as “the ranger Gryfynwood,” instead of
general categories like “any ranger from the
|ajanya tribe.”

Entangle, Greater

Transmutation
Level: Drd 3
Components: V, S, M, DF
Casting Time: 1 standard action
Range: Long (400 ft. + 40 ft./level)
Area: Plants in an 80-ft.-radius spread
Duration: 2 rounds/level
Saving Throw: Reflex partial
Spell Resistance: No

This improved version of the spell entangle
affects a larger area, has a shorter duration, and
is harder to escape. The Strength and Escape
Artist checks to counter its effects have a DC
of 30.

Material Component: A small rope made of
knotted vines.

Grass Blade
Transmutation (Evil)
Level: Drd 5
Components: V, S
Casting Time: 1 standard action
Range: Medium (100 ft. + 10 ft./level)
Area: 40 ft. radius
Duration: 1 round/level
Saving Throw: Reflex half
Spell Resistance: Yes

This  spell the

vegetation in its area of *:(- ’_ -

effect into a tangled, 1
blood- : /«5 i
X

thirsty mass. The plants grow
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turns

sharp-edged,

and twist, striking out in
all directions with ser-
rated edges and horrible
barbed thorns. Anything

/ their Reflex save.

Hunter’s Nose

Transmutation
Level: Rng 2, Sor/Wiz 3
Components: S, M
Casting Time: 1 standard action
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: Fortitude negates
Spell Resistance: Yes

The recipient of this spell is gifted with the
scent ability. This supernatural ability makes
the target’s sense of smell as keen as a human’s
sight, allowing her to identify individuals
by their scent and to track targets (the full
description of scent is given in the glossary
found in Chapter 7 of the MM). However, this is
disorienting to anyone who otherwise has a nor-
mal sense of smell. The target takes a -4 penalty
to all Spot and Listen checks for the duration of
the spell. This penalty does not affect creatures
who innately possess the scent ability.

Material Component: Several hairs from a
skunk’s tail, or a small patch of troglodyte
hide.

Memory
Divination
Level: Brd 4, Clr 5
Components: V, M
Casting Time: 1 minute
Range: Personal
Target: You
Duration: 10 minutes/level or until dis-
charged
Saving Throw: None
Spell Resistance: No
Mysterious wisdom fills your mind, making
it easier for you to recall obscure facts. When
this spell is cast, you choose either one Knowl-
edge skill or the bardic knowledge ability.
| The first check you make using that skill or
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ability gains a +1 bonus for every caster
level you possess. If you do not make
such a check before the spell’s duration
expires, the bonus is lost. You can-
not use this spell multiple times to

caught in its area takes

1d4 damage per caster level
unless they make a Reflex saving
throw for half damage. However, this
spell has drawbacks. It only works in areas
with sufficient vegetation, as determined
by the GM, and it has trouble penetrating
armor. Targets with a natural armor bonus of +3
or more, or a total armor bonus of +6 or more,
take no damage from this spell even if they fail

| augment the same skill or ability
check, although you can cast it
several times in succession to aid
multiple different skills. As with
all powerful divinations, the GM
has final say over the accuracy of any
information you gain.
Material Component: A fine dust made from
silver and platinum, each dose costing 10 gp.

Memory, Lesser

Divination
Level: Brd 2, Clr 2, Pal 2
Casting Time: 1 standard action
Duration: 1 round/level or until discharged

This spell functions as memory, except as
noted. It provides a maximum bonus of +5 to
a given Knowledge skill check or bardic knowl-
edge check.

Material Component: A fine dust made from
copper and gold, each dose costing 5 gp.

Reap

Evocation
Level: Sor/Wiz 3
Components: V, S
Casting Time: 1 standard action
Range: 60 ft.
Area: Cone-shaped burst
Duration: Instantaneous
Saving Throw: No
Spell Resistance: Yes

Another Gur spell that eases the farmer’s
lot, reap makes it possible to harvest a field
in a hurry. Plants within the spell’s area are
affected differently depending on their type.
Small plants and those with softer stalks (flow-
ers, grains, most agricultural products) are
instantly chopped off roughly 6 inches above
ground. Large non-mobile plants, such as
shrubs and trees, take 1d8 points of damage.
Mobile plants, including all monsters with the
plant type, take 3d6 damage.

Smoke Eater

Conjuration (Summoning) (Fire)
Level: Clr 1, Sor/Wiz 1
Components: V, S, F
Casting Time: 1 round
Range: Close (25 ft. plus 5 ft./2 levels)
Effect: | summoned creature
Duration: See text
Saving Throw: None
Spell Resistance: No

This specialized summoning spell brings a
smoke eater, a curious denizen of the realms
of elemental fire. The creature seems to sub-
sist entirely by eating smoke. It is invaluable
for hiding one’s presence on the open plains,
when a thin column of smoke can give away a
camp’s location for miles in every direction.
The smoke eater is a mottled red and grey
creature with warty skin and two bulging red
eyes. It has no mouth, sucking up smoke with
its stubby trunk as it hovers in the air, its small
wings beating furiously. The creature has an AC
of 10 and disappears as soon as it takes any sort
of damage; otherwise, it will remain for as long
as the fire exists. One smoke eater can suck up



all the smoke from a campfire 5
feet across.

Focus: This spell can
only be cast in the pres-
ence of a fire that produc-
es appreciable amounts of
smoke, such as a campfire or
several smoky torches.

Warning Shout

Abjuration
Level: Brd 3
Components: V
Casting Time: 1 standard action
Range: Personal
Area: 100 ft. radius
Targets: See text
Duration: 1 round/level
Saving Throw: Will negates

(harmless)
Spell Resistance: Yes (harmless)

Your warning shout can have one of two
effects, neither of which apply to allies who
are deaf:

Many Foes: You shout the name of a particular
type of foe, and all allies within range gain a +2
dodge bonus to AC against that foe’s attacks.
A broad category of foes can be designated
with this spell, all of whom must have an easily
identifiable common feature. Typical options
include orcs, spearmen, Lancer-class mechs,
warriors with red shields.

One Foe: You shout a warning about one
particular foe, and all allies within range gain
a dodge bonus against that foe’s attacks. The
bonus is equal to +1 for every two caster levels
you possess. This foe must be a specific indi-
vidual, such as “the orc captain” or “the Lancer
mech with the red pennant.”

O ———

SECRETS

<o
>

SHAR THIZDIC
The problem with Shar Thizdic is that he
actually believes what he says. He has his own

agenda, and he is more than willing to lie and
cheat and manipulate, but he really is dedi-
cated to the twin goals of eliminating lunar
monsters and elevating humanity to a strength
it has never known.

Many of his actions seem evil, but he is
no worse than many a monarch or merchant
prince. He simply believes that his ends
absolutely justify his means, and given his
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[ or 17 (when wearing +1 studded leather),

ambitious goals, those means Y

/JIL(/‘—r can be ruthless indeed. But
s / he is also a loyal defender of
" { humanity, a man willing to
run great risks on behalf of
others. His reputation may
be sinister in other parts of
Highpoint, but the people of
the endless plains know him to
be as valiant as he is clever.
Shar Thizdic, male human Exp4/
Ftr4/Mcj2/Rog6: CR 16; Medium
humanoid (human); HD 12d6+4d10+32;
hp 109; Init +7; Spd 30 ft. (20 ft. in +3 full
plate); AC 22 (when wearing +3 full plate)

touch 11 or 13, flat-footed 21 or 14; Base Atk

+12; Mech Atk +7; Grp +13; Atk +14 melee
(1d8+1d6+2/19-20, +1 flaming longsword (rod
of lordly might)) or +15 ranged (1d4+1, sling);
Full Atk +14/+9/+4 melee (1d8+1d6+2/19-20,
+1 flaming longsword (rod of lordly might)) or +15
ranged (1d4+1, sling); SA Sneak attack +3d6;
SQ Evasion, extraordinary pilot, mech fingers
(warrior instinct), patchwork repairs, trap
sense +2, trapfinding, uncanny dodge; AL N;
SV Fort +9, Ref +13, Will +12; Str 12, Dex 16,
Con 14, Int 13, Wis 17, Cha 21.

Skills and Feats: Bluff +24, Climb +6,
Diplomacy +29, Disguise +12 (+14 to act in
character), Forgery +7, Gather Information
+17, Handle Animal +10, Intimidate +19,
Knowledge (local) +10, Knowledge (mechs)
+7, Listen +14, Mech Pilot +8, Perform (ora-
tory) +18, Profession (merchant) +8, Profes-
sion (shepherd) +8, Ride +5, Sense Motive
+18, Speak Language (Common, Drumtalk,
Dwarven, Elven, Orc), Spot +13, Survival +9;
Deceitful, Iron Will,
Mechwalker, Moonwatcher, Negotiator, Per-
suasive, Quick Draw, Skill Focus (Bluff), Skill
Focus (Diplomacy), Skill Focus (Perform [ora-

Improved Initiative,

tory]), Weapon Finesse.
Possessions: Rod of lordly might, +3 full plate, +1
studded leather, +1 silvered dagger, sling.

har Thizdic is a shepherd. He is many

other things — warlord, orator, philosopher
— but his leadership of the Legion is not so dif-
ferent from his early days tending a flock in the
mountains around Rook. Humans have always
acted like sheep, banding together without
any purpose and then scattering as soon as
danger appears, using neither their wits nor
their weapons to improve their lot. They need
to be led.

Fortunately, Shar Thizdic is a man possessed

of the cunning, the valor, and the ruthlessness
needed to guide humanity into a golden age. 4

He s modest about his many gifts when talk-
ing with others, but in his heart he knows that
he will be the defining figure of the current
age. Indeed, he may already have become that
figure. History will not recall the names of the
people who had to rot in his jails and die by his
command. It will instead remember how he
fought tirelessly for his people, bringing them a
safety and strength they had never known.

From his birth, Shar Thizdic was clearly
destined for great things. He was as much a
diplomat as a shepherd, making friends among
many layers of Rook’s society. As he grew to
manhood, he became a leader. His opinions
were sound, his arguments persuasive, and he
was always the first to go to work when one of
his ideas required effort.

This is why, when the leaders of Rook were
going to flee, Shar Thizdic rallied the common
folk to stay and fight. They knew he wouldn’t
ask them to risk more than he would risk him-
self. For a short time, Shar was the true lord of
his city. He spoke, others obeyed, and together
they achieved marvelous things.

Memories of that golden moment sustained
him as he fled the embers of his home and made
his way across the plains. He had tasted the nec-
tar of power, and he knew he was meant to drink
deep of it. But how? The friendship of dozens
of nomad leaders (and their thousands of fol-
lowers) was not enough. To gain control, to
become the man who would guide them toward
greatness, Shar Thizdic needed a cause.

Along came mechs, and the rest is history.
They allowed him to draw the threads of loyalty
together and begin weaving something new.
As he is not a native of the plains, Shar Thizdic
feels no particular loyalty to the nomads’ tradi-
tions. What he is building is better. As he puts it




when speaking to his closest confidants, ”Old
ways die hard. Sometimes you have to stab
them more than once.”

Few people know the true Shar Thizdic. Even
among his advisers, he prefers to ask questions
rather than state opinions. This doesn’t mean
that he lacks ideas — quite the contrary. He
usually listens to advice, asks for other opin-
ions, and then uses some of the things said to
justify the decision he intended to make any-
way. If he were cruel or heedless, this would be
the end of him, but Shar Thizdic is a clever man
and his actions have so far lifted humanity far
beyond its wildest dreams.

Of course, as much as he heartens humans,
Shar Thizdic frightens other races. His dis-
like of them is well known. It stems from his
life in Rook, when the only other humanoids
around were a handful of reclusive dwarves in
the nearby mountains and occasional groups
of gnomish traders. The dwarves were never
pleasant to their neighbors, threatening vio-
lence toward Rook’s miners more than once,
while the mischevious gnomes always seemed
sinister to the eyes of a young man unfamiliar
with the world.

When Shar Thizdic looks at other races,
he sees tight-knit groups with their own
homelands and military traditions, groups
that defend each other but have never helped
humanity. He doesn’t necessarily want them
destroyed, but they are certainly no more than
tools to be used. They stood by and let human-
ity bear the brunt of the lunar catastrophe, so
now they deserve no more than the Legion
offers them.

Shar Thizdic likes to travel among his people.
Many of them have a fair idea of what he looks
like, as his face is on the Legion’s coinage, but
he is still fond of donning a disguise and walk-
ing among the commoners for a time. While on
one of his visits, his only company is the solid
Benj Dyvent. Benj disapproves of these excur-
sions, but would never dream of complaining.

These travels are an outgrowth of Shar’s nat-
ural curiosity. This side of his character doesn’t
come to the fore very often, but he has a great
interest in the people around him, from the
mightiest clan elder to the weary man stoking
a mech’s boiler. This curiosity kept him mov-
ing around the plains, and it has also propelled
him into a variety of occupations. He recently
followed it into the command chair of a mech,
studying mech piloting with a group of Legion
officers. Shar Thizdic has some natural aptitude
for the mech jockey’s life, and is considering
taking a more active role in small-scale mech
combat. Benj disapproves of that as well.

Physically, Shar Thizdic is handsome but

not imposing. He stands 6 feet tall and weighs
a trim 170 pounds. His eyes are a warm brown
and his black hair is curly (although his hairline
is beginning to recede). He dresses simply,
partly for convenience and partly because he
does not wish to appear in the garb of any par-
ticular tribe.

As the leader of the Legion, Shar Thizdic has
access to almost any magical or steam-powered
item he wishes. His favorite weapon is a rod of
lordly might that was recovered from a roving
band of dwarven mercenaries. This rod accom-
panies him everywhere, as it is a weapon few
can match. For a long time, he complemented
it with an ornate masterwork dagger that
was recovered from Rook, but W oA
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that was recently replaced T

with a +1 silvered dagger
that Olinta Willma
gave him. She was
insistent that he
take her gift and
carry it at all times,
to symbolize (she
said) the bond
between Shar and
the Tlan. He also car-
ries a shepherd’s sling as
areminder of his past.
Armor is not much of a con-
cern for Shar Thizdic. Personal combat
is not what he has trained for, and dueling with
Shar Thizdic is not the best use of him in an
adventure. When it is called for, he wears either
practical +1 studded leather or an imposing suit
of +3 full plate. His loyal followers work hard to
make sure this armor is never needed.

THE JAJANYA

nlike the other tribes of the endless
uPlains, the [ajanya cling to their own
identity. They have willingly joined the Legion,
but although they are now scattered among its
nine chapters, the Jajanya hold on to their old
ways. Their language, Janyuula, is still spoken
wherever they gather together. And the unusual
religion they call the Old Way is still practiced,
away from campfires or behind forgotten bulk-
heads.

At the heart of the [ajanya’s dark strangeness
is a grim fact. For the last 300 years, their lead-
ers have been werewolves. The T’chnal clan was
absorbed by the warlike [ajanya three centuries
ago, but the T’chnal were actually a clan of
lycanthropes. With their monstrous abilities,
they quickly killed or terrorized those who
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q opposed them, and after a few bloody years
they emerged at the head of the tribe that had
attempted to absorb them.

The T’chnal ruthlessly purged those with
the wit or power to realize their secret. They
then set about intermarrying with the other
major [ajanya clans, hoping to expand their
lycanthropic ranks. This attempt failed to pro-
duce any new werewolf-dominated clans, but
it did cement the T’chnal at the center of the
|ajanya’s loose power structure. Different fac-
tions have held power over the last 300 years,
and great leaders have come and gone, but the
T’chnal are always an important voice.

Most of the [ajanya are unaware of the
T’chnal’s secret. They know that the clan
is powerful and ruthless. They don’t
realize why. This is partly because
the leader of the T’chnal three
centuries ago, the revered
matriarch Shanya, was clever
enough to use the Old Way
as a shroud to wrap around
her family’s history.
The T’chnal have always
believed themselves to be
touched by the gods. They
worshiped beings of blood and
slaughter, and once they were
among the [ajanya, they spread that
belief. A few changes were made so that no
sign of lycanthropy was obvious, but otherwise
the Old Way is really just a set of T’chnal family
beliefs that were forced down the throats of
those long-dead [ajanya.

The core belief of the Old Way is that ances-
tors must be “fed” on blood lest they return as
hungry ghosts. Animal sacrifices are commonly
made to placate the dead. Enemies slain in
battle are also considered sacrifices, especially
if some part of them or of their equipment is
destroyed in a ritual fire. Captured enemies
were offered as live sacrifices at one time,
although this became less common as the lunar
rain forced the tribes of the plains to cooper-
ate more.

Cannibalism is, as rumor suggests, a part
of the Old Way as well. In the past, captives
were slain and small portions of their flesh
were eaten by all the members of the tribe, in
hopes that this would steal their foes’ strength.
The truth is that this provided the T’chnal
werewolves with a regular diet of the flesh they
craved while giving the practice a cover that the
superstitious [ajanya would believe. This is no
longer done regularly, but particularly devout
|ajanya will still engage in cannibalism if they
can do so without being discovered.

Since the advent of Highpoint’s lunar



troubles, the fortunes of the T’chnal have
waned. They have always had some difficulty
breeding a true lycanthropic line, and now
only a few wolf-babes are born to each gen-
eration. Other voices have become stronger
in the clan’s politics, and the T’chnal have
found themselves compromising or even losing
important battles. For instance, they opposed
the idea of joining the Legion, but gave in when
it became obvious that most [ajanya wanted the
safety of mechs.

Fortunately for them, Shar Thizdic seems
to have a great liking for one of the remaining
T’chnal werewolves. Malam T’chnal is one of
his chosen advisers and also acts as one of his
chief scouts and trackers. The clan hopes to
parlay this into greater control over the Legion,
both by placing Jajanya in important positions
and by persuading Shar Thizdic to rely on them.
Ultimately, the clan is considering turning Shar
into a werewolf himself, then using that fact to
blackmail him into obeying their wishes.

What they don’t realize is that Shar Thizdic
is already aware of their plans. He hasn’t yet
discovered their lycanthropic nature, but he
knows that the [ajanya generally are trying to
gain influence in his power structure, and that
the T’chnal specifically are orchestrating it.
None of the |ajanya have his skill with people,
and even the T’chnal are not as ruthless when
they feel threatened.

Even as they hope to position themselves
to use him, he is busy using them. Important
and powerful [ajanya are sent on dangerous
missions, and many of them don’t return. Oth-
ers are offered great rewards to share even the
smallest details of inner [ajanya politics. Shar
Thizdic’s aim is to discover what the T’chnal
are scheming towards. If he finds out in time,
the Jajanya will have a new hole in the center of
their power structure.

Malam T’chnal, male human werewolf
Rgr10, human form: CR 13; Medium human-
oid (human, shapechanger), HD 10d8+2d8+12;
hp 78; Init +6; Spd 30 ft.; AC 20 (+2 Dex, +5
armor, +2 natural armor), touch 12, flat-
footed 18; Base Atk +10; Grp +12; Atk +14
melee (1d8+4, +2/+2 dire flail) or +13 ranged
(1d8+2/x3, +1 composite longbow (+2 Str)); Full
Atk +12/+12/47 (1d8+4, +2/+2 dire flail) or
+13/+8 ranged (1d8+2/x3, +1 composite longbow
(+2 Str)); SA Curse of lycanthropy, spells; SQ
Alternate form, animal companion, combat
style (two-weapon fighting), favored enemies
(orcs +4, humans +4, dwarves +2), low-light
vision, scent, swift tracker, trip, wolf empathy,
woodland stride; SV Fort +11, Ref +12, Will +9;
AL CE; Str 14, Dex 14, Con 13, Int 10, Wis 18,
Cha 10.
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Skills and Feats: Handle Animal +13, Hide
+19, Knowledge (nature) +15, Listen +17,
Move Silently +19, Ride +6, Spot +17, Survival
+17 (+19 above ground; additional +4 when
tracking by scent); Combat Reflexes, 1
Dodge, Endurance, Improved Initiative,
Iron Will, Mobility, Stealthy, Track.

SA - Combat Style (Ex): Malam T’chnal
is treated as though he has the Two-
Weapon Fighting feat, as long as he is
wearing light or no armor. This is figured
into his statistics above.

SA - Animal Companion: Malam’s name-
less wolf s from normal stock, although it is
whispered that the creature must have dire wolf
in its background somewhere. Remember that
Malam is effectively 5th level for determining
the wolf’s abilities, as he is a ranger.

SA - Spells (2/2; save DC 14 + spell level): st
— hide from animals, magic fang; 2nd - hold animal,
snare.

Possessions: +3 studded leather armor, +2 dire
flail, +1 composite longbow, masterwork dagger,
20 arrows.

Malam T’chnal is one of Shar Thizdic’s
closest advisers. A skilled tracker and
fearsome hunter, he also performs many special
missions for the Legion. He is feared across
the endless plains for his stealth, cunning, and
ruthlessness. Malam is the strongest leader his
clan has produced in many years, and therefore
holds a great deal of influence among the
Jajanya.

However, his wiles as a hunter and his lycan-
thropic power have made him overly confident.
Malam has known few defeats, and he believes
that he is the master of his current situation.
He is even toying with the idea of displacing
Shar Thizdic and placing a [ajanya dynasty atop
the Legion. Intoxicated by his own cleverness,
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Malam is blind to the larger forces at play
around the Jajanya, including Shar Thizdic’s
awareness of his ambition.

It is worth noting that Malam has a sister
named Shali (Exp3/Rog3), his equal in clever-
ness if not in combat. She is also a true-bred
werewolf and she has a warmer manner than
her brother, so she commands the tribe’s loy-
alty in a way he does not. Shali often tries to
redirect her brother toward more subtle strat-
egies. These schemes also serve the purpose
of strengthening her own power at Malam’s
expense.

In combat, Malam fights from ambush or at
range. Stronger enemies are destroyed before
they become aware of his presence. He enjoys
using his enchanted dire flail (which he calls
Fleshreaver) to disarm, trip, and otherwise
humiliate weak prey. A huge black wolf accom-
panies Malam. This is his animal companion,
a nameless beast that has slain more than its
share of humanoids. Shar Thizdic banned the
wolf from coming aboard any Legion mechs
after an unfortunate incident that cost the lives

of two careless engine workers.







ChE TRONTOOTH CLANS

e O ———

EUERYBODY RNOWS...

THE [RONTOOTH CLANS, A LOOSE CONFEDERATION OF 50 CLAN-BASED
FAMILIES, SCOUR THE FLATLANDS AND ENDLESS PLAINS IN SEARCH OF
BOOTY WITH WHICH TO BUILD THEIR MIGHTY MECHS. DWARVES WHOSE
CLANS WERE DEVASTATED DURING THE EARLY LUNAR RAINS FOUNDED THE
[RONTOOTH CLANS. MOST TRIBESMEN WERE ONCE RELATED BY BLOOD TIES,
BUT THEIR RANKS NOW ARE FILLED WITH HUMANS, GNOMES, ORCS, AND
OTHER RACES: THE IRONTOOTH CLANS ACCEPT ANYONE WHO CAN PROVE
HIMSELF COURAGEOUS AND CAPABLE IN A FIGHT. OUTSIDERS ARE GIVEN
THE OPPORTUNITY TO PROVE THEIR ACCEPTABILITY BY JOUSTING WITH AN
[RONTOOTH MECH. TO THE [RONTOOTH, THE JOUSTING TOURNAMENTS ARE
THE ULTIMATE PROVING GROUNDS; THEIR YOUNG GROW UP PARTICIPATING IN
THESE TOURNAMENTS, AND AT AN EARLY AGE, THEIR PILOTING ABILITY RIVALS
THAT OF ADULT PILOTS IN OTHER COMMUNITIES.

The Irontooth believe in the power of the
mech (“Power through metal”), and their pilots
are skilled in the ways of mech fu, a mech fight-
ing style derived from the Irontooth Clans’
monastic beginnings. Their greatest pilots, the
mech devils, are feared throughout Highpoint,
and they are some of the most disciplined
pilots in all the lands.

As a loose confederation, the Irontooth
Clans have no centralized government. The
various clans, in fact, often fight among them-
selves, each vying to show who is the mightiest
clan, but they always unite against outsiders.
Each clan owns numerous mechs, with three to
six Colossal or larger mechs, depending on the
clan’s size. These mechs fly two flags: the Iron-
tooth Clans’ flag and one specific to their clan
within the Clans. They decorate their mechs
with spikes, studs, barbs, and razor-sharp ser-
rated edges, making them some of the most
fearsome mechs to behold and battle.

Within each clan, the power generally rests
with the dwarves, with the eldest male tradi-
tionally ruling the clan, though a few excep-
tions exist (notably the Jaguar Clan, Clan Bat-
tleaxe, and Clan Bugbear, all described later).
Even so, the clans treat their non-dwarven
members with respect and equality. While the
eldest male rules, he generally rules in name
only, with real power resting in his strongest

son’s hands. As the Irontooth Clans value
power above all else, this tradition s beginning
to change, and some clans are now led by Mech
Lords. Clan Bugbear was the first to topple
the standard leadership tradition; instead of
an old, weak leader who was little more than
a figurehead, they wanted his strongest son to
lead them — someone who would lead from the
battlefield. The leadership roles thus changed.
In such clans, the eldest male often serves as
an advisor to the Mech Lord. Now, jousting
matches determine the leadership succession
of many of the clans. Such jousts also deter-
mine when a clansmen s worthy to begin a new
clan of his own.

The nomadic Irontooth Clans make their
living by raiding the weak or forcing protec-
tion payments on them. Of course, many of the
clans involved in such protection rackets aban-
don their charges when real danger presents
itself. A few clans remain loyal to those they
protect, giving their word as their bond. Some
of the clans even follow a higher purpose, see-
ing themselves as saviors of the surface world
rather than thieves and scoundrels.

The Irontooth are a diverse group of clans
who maintain loyalty to each other in the
face of outside adversity. Because they are
diverse, they are, as a whole, more difficult
to pigeonhole than the Stenian Confederacy,

the Legion, and the L’arile Nation. Some clans
are little better than the scavenging rust riders
and mech tribes, but others serve more noble
goals. Most outsiders are unaware of the indi-
vidual clans within the Clans, however, so they
greet the mere sight of the Irontooth with fear,
as the reputation of the deadlier clans has far
outstripped that of the more trustworthy or
nobler clans.

e O ——

HISCORY

ike most dwarves who survived the devas-
Ltating lunar rains, the people who would
become the Irontooth Clans slowly climbed
their way out of their underground homes after
Parilus, the eldest of the master Gearwrights,
taught them to build mechs that could with-
stand travel in the world above. The dwarves
had suffered tremendously when the surface
dwellers rushed below to save themselves from
the meteor storms and the lunar dragons. As
the dwarves’ underground cities could not
hold such a massive influx of people, they were
forced to fight the invading refugees to keep
their homes. So much dwarven blood spilled
during those years that the dwarves refer to
them as the Years of the Blood Rain.

When the dwarves learned the mech-build-
ing technology, they saw not only a weapon
with which to fight the dragons, but a way to
relieve the dwarven kingdoms’ population
problems: the larger the mech, the more peo-
ple it could serve as home to. The Gearwrights
Guild led the early efforts to build city-mechs
for exactly this purpose.

But not all dwarves were comfortable with
their leadership. Many of the old warriors
grumbled about following a bunch of “gear-
heads.” They doubted the wisdom of the old
dwarven ways, but also saw the newly forming
Stenian Confederacy as inadequate. The world
had changed, they said; whether the clan was
led by an elder or a “gearhead,” it was obvious
that the clan system didn’t work. There was lit-
tle distinction between the Stenin Confedera-
cy and Duerok in the eyes of these rebels. Both
were archaic solutions to a changed world.

The range of dissatisfied dwarves was wide,
encompassing many different backgrounds,
but a certain group found they were united in
two firm opinions. First, survival in a changed
world required personal power. Only the most
powerful individuals had survived the lunar rain
and the chaos it brought, and only the most

4 powerful would survive in the years to come.



Second, mechs were the new source of power.
That much was obvious.

these dissatisfied
dwarves watched as the Gearwrights Guild
led efforts to construct Nedderpik, and the
Stenian Confederacy slowly split off

From the sidelines,

from Duerok during this process. -
The traditionally lawful dwarves
were forced to choose sides,
but generally remained ordered

in the process. But to those on
the sidelines, a dire mistake
was being made. The Stenian
Confederacy would soon succumb
to the same problems as the old clans,
they said; all this bureacracy and idealism
would soon fall in the face of the lunar disaster,
just as the old ways had!

And thus were born the Irontooth Clans. The
founding members were lawful monks whose
aescetic position outside mainstream dwarf
society made it easy to abandon their ances-
tral clans. Several of the monks had long been
habitual tinkerers, and were familiar with the
growing body of engineering knowledge. Their
monastic talents gave them a firm grounding
in the personal power that could be acquired
from inner strength. When they decided to
build a mech of their own, they sought to make
it one that could achieve the same power that
they had found with their own inner chi.

The informal leader of these monks was an
old dwarf named Bader Irontooth. Bader’s con-
struction efforts began with only himself and
two dozen other monks. But word of this “other
mech” spread throughout the dwarven tunnels,
and with news of the mech came talk of Bader’s
dissident opinions on the city-mechs. Other
dissidents began to trickle in, asking to become
part of Bader’s group. Soon the trickle grew,
and Bader had nearly 100 assistants to help him
finish his mech.

Bader took in these followers, and they
changed the composition of his group. United
in a time that would not ordinarily bring such
disparate groups together, Bader discovered he
was suddenly allied with criminals and malcon-
tents —these new followers shared his views on
personal power and the nascent Stenian Con-
federacy, but from a completely different per-
spective. In earlier times, the monks would not
have associated with such dubious characters,
but the changing times forged new alliances.

The first Irontooth clan marched out of the
dwarven tunnels in Bader Irontooth’s clumsy,
steam-belching mech, which was soon aban-
doned in favor of a juggernaut mech stolen
from the Stenians. The legacy of Bader and his
monks was a strong shadow over the group, and

the weird hybrid of lawlessness and monasti-

cism that resulted s what gradually gave rise to
the strange techniques now known as mech fu.
Other dwarves — and eventually creatures
of all races — saw how the “Irontooth clan”
was carving out a living on the surface,
and they sought out Bader and tried
4 to join his clan. Bader’s response
was simple: “The old clan ways
are over. [ am no clan elder. Start
your own clan!”
From that came the Irontooth
power structure, a loose alliance
of disparate clans with disparate
peoples and disparate leaders. The
“Irontooth clan” was the solution for
those dissatisfied with the Stenian Confeder-
acy. Over coming generations, the clan would
continue to grow in leaps and bound, until it
became known as the Irontooth Clans, eventu-
ally rivaling the other mechdoms in reputation
— if not in power. For although the individual
Irontooth clansmen are indeed some of the
best mech pilots on the planet, they are rela-
tively few in number, and disorganized. There
are 10,000 Irontooth clansmen spread over a
vast area, compared to 100,000 citizens in the
Legion and more than 300,000 in the Stenian
Confederacy. Without the organization of their
competitors, the Irontooth cannot hope to
carve out wide swaths of territory. But they can
successfully strike fear into the heart of all who
would face them, and create a relatively com-
fortable existence in what would otherwise be
a very bleak world.

O ——

RELIGION

here are few rules that apply to all the Iron-

tooth Clans, and religion is one such area.
Some clans are religious, while others aren’t;
some clans follow the old ways, while others
embrace the new religion of Dotrak. As always,
the answer to the question depends on the clan
in question. But of all the Irontooth Clans,
three are particularly notable from a religion
perspective. The first is the [aguar Clan, which
is home to a Vessel of Dotrak. As the clans rely
heavily on the might of their machines, many
clansmen have become followers of the cult of
Dotrak, the Great Engine. One such adherent
spontaneously manifested the mark of Dotrak.
Now this Vessel, Gavinrul, has made his home
with the Jaguar Clan. The 110 members of this
clan constitute Dotrak’s largest concentrated
following, and are a powerful force for the will

of this new quasi-god.

The Righteous Lancers Clan are strong sup-
porters of the Regenerator cult (described on
page 122) and a mysterious deity they call the
Righteous. They feel that traditional religion
has failed Highpoint’s denizens. Instead of
placating the impotent deities of old, they have
decided that only Highpoint’s races can save
themselves from the horror that plagues their
world. They are currently concentrating their
efforts on fighting the lunar dragons and find-
ing a means to rebuild a surface society. To sup-
port this ideal, they funnel some of their booty
to the city-mech project currently underway by
the Clan of the Middle Pass.

The Shintaji Clan practices a spirit-worship-
ing religion that is closely tied to their monas-
tic ways. Because the Shintaji are inseparable
from their religious beliefs, outsiders refer to
their religion as shintaji, as well.

O ———

MAGIC

Overall, magic plays a very minor role in the
life of the Irontooth clansmen. Certainly,

they value the benefits of magic, including
magical weapons, armor, mechs and the fire-
power that certain spells provide, but on the
whole, the Irontooth do not think much of it.
Their attention spans lie firmly on the power of
metal and machine. Magic does not allow them
to move about the surface world that was once
denied them. The advent of steam engines and
mechs allowed them to reclaim the flatlands.
Machines are what give them a fighting chance
against the lunar creatures that plague them. In
short, machines are their saviors. Magic is for
enhancing the machines.

Because mechs have brought some sem-
blance of life back to them, most tribesmen
rarely take the time to study anything other
than mechs and steam engines. That being
said, a few wizards do make their homes within
the Irontooth Clans, though increasingly
those wizards are constructors. Generally, the
arcane-wielding members of the clans have
been gifted with the ability, being sorcerers
instead of trained spellcasters. These sorcer-
ers use their abilities to create magical mechs
and items useful to the clans, but the priests of
the Soul Father create most magical arms and
armor used within the clans. Other items the
clans possess have likely been “acquired” on
their treks.

Should a tribesman desire to pursue wiz-
ardry, he would have to locate a wizard among



the clans, or he would likely have to apprentice
with the L'arile elves. The North Star Clan
is one of the few to focus heavily on magic,
and counts many wizards among its numbers.
However, true wizardry is becoming scarce, as
many wizards abandoned the studious life after
the catastrophes. Currently, more and more of
them are turning to druidic magic. And, indeed,
there may come a day when wizardry becomes a
lost study to all but the constructors.

As always, certain clans are exceptions.
Magic is strong in the Shintaji Clan, which
practices an ancient art of spirit magic. The
shintaji spirit sealers are able to imbue mechs
with the living soul of a long-dead creature,
and they use this ability to build spirit mechs
powered by ancient heroes. The shintaji have
developed a wide range of spirit magic, which
they combine with the gear-driven arts in ways
that other mechdoms can only dream of.

O ——

DIPLOMACY

he Irontooth Clans rarely involve them-

selves in politics — political machination is
not a skill they cultivate. For the Clans, power
comes from might, not pretty talk; he who has
the most metal has the most power. And when
it comes to problems among the clans, well,
those can be solved in the jousts. Their lives are
really simple in this regard.

The Irontooth both admire and respect the
power that the Stenian Confederacy has accu-
mulated, but they believe the Stenian society
to be too stringent and confining for them.
The Irontooth enjoy their freedom too much,
and they find the rumbling paranoia within
the Confederacy disturbing. The Irontooth
admit that the Stenians have done some good
for Highpoint’s inhabitants by providing city-
mechs that can hold large populations, thereby
protecting them for the lunar rain and the
lunar creatures that frequently attack, but they
should not attempt to expand their borders.

The Irontooth want to continue their care-
free nomadic existence. And they will do every-
thing within their power to make sure they have
the right to live how they want.

When it comes to L'arile Nation, the dwarves
of the Irontooth Clans envy the elves in that
they were able to save some semblance of their
former lives above ground by transmuting the
trees of their forests into traveling mechs. Yet,
they also find it sad because it means the elves
have not been able to let go of the past as easily
as the dwarves and other races.

For the most part, the Irontooth Clans don’t

give much thought to the elves. Time has erased
much of the racial strife between the elves and
the dwarves — at least in the Irontooth Clans’
eyes (maybe not so to the Stenian Confed-
eracy). The Irontooth know the catastrophes
hurt all the races equally. Now, each struggles
toremake a new life in the face of the aftermath
as best they can.

To the Irontooth, the past is the past. They
have forgiven the humans and other races who
invaded their homes during the Years of Blood
and Rain (for what real choice did the surface
worlders have?), and they have tossed aside
their differences with the elves of L'arile.
Today, the Irontooth hold no racial prejudices;
they accept any and all races into their clans,
but acceptance is based on the individual’s
proven usefulness to the clan — utility is more
important than race in these chaotic times on
Highpoint.

The Irontooth Clans try to maintain neutral
relations with the L'arile, as they believe they
may one day need their assistance in standing
against the growing threat that is the Legion.
Therefore, they do not go out of their way to
attack them.

The Legion and its human leader Shar
Thizdic have earned the grudging respect of
the Irontooth, for Shar has managed to carve a
growing mechdom out of the chaos, much like
Bader Irontooth did for the Irontooth dwarves
so long ago. They admire his growing military
might, but they fear it at the same time, for
Shar’s Legion wants to unite the continent
under one rule.

Many Irontooth clans share the endless
plains with the Legion, and they’ve come in
contact quite often. The Legion members
enjoy telling tales of a golden age in which
humans ruled, and it appears that they would
like it to be so again. As the Irontooth believe
that all races are needed to survive the lunar
crisis and the harassing lunar creatures, they do
not like hearing such pro-human propaganda.
Shar Thizdic’s utopian vision no doubt will
exclude all non-humans, and as the Legion is a
growing military threat, the Irontooth believe
they will someday be forced to confront them
or be annihilated. The Irontooth have heard

rumors that the elves feel the same way.

O ——

GEOGRAPHY

he Irontooth Clans are not limited by

geography. Unlike any other mechdom, 4%

they roam freely wherever they choose. Most
of them find their homes in the flatland and
endless plains, but a very few have ventured
as far west as the roughlands. All the tribes are
nomadic, so it’s hard to say where they might be
at any given time. When a great joust is sched-
uled, word travels fast about where and when,
so the clans know where to converge. But
once it’s over, they scatter again. Some return
to fruitful raiding grounds of the past; others
travel to old areas to see friends; others take
up in a new direction to see what there is to
see. Clans with similar migration patterns can
be seen in the same locations year after year,
but others might make an appearance in a given
area only very rarely. In general, the greatest
concentration of Irontooth Clans is on the flat-
lands, for it was there that they first broke from
Duerok. But there are many clans still scattered
around the endless plains as well, and the great
cliffs that separate the two regions are hardly a
challenge for the mech devils of the Irontooth
Clans.

O ———

FACTIONS

he Irontooth Clans are a loose confed-

eration of families. Some families are truly
blood kin; others use the term more loosely.
Currently there are around 50 clans, though
new ones occasionally rise up under new pow-
erful Mech Lords, who win the right of clan
formation in the annual Great Joust. Ten of the
mightiest clan families are detailed below. An
eleventh clan, the Lost Clan, or Moonwatch-
ers Clan, is discussed in the Secrets section
on page 135.

Many Irontooth clansmen are independent,
not really living with any one clan for any length
of time. These clansmen move from clan to
clan over the months or years, pairing up with
whomever they’re currently having the most
fun with. As long as they contribute to the clan,
they’re welcomed, but inevitably they move
on at some point, whether due to wanderlust,
bickerings, or simply a change in mood. One
of the most famous such group of wanderers
is a band of mech jockeys known as The Clash,
though there are many others. With all of the
clan descriptions that follow, it’s quite possible
that independent groups may have taken up
residence with them at any given time.

If there is such a thing as the “typical” Iron-
tooth clan, it would resemble a smaller version
of the Hawk clans. But there are many rowdy
clans that emulate the Battleaxe and Bugbear



clans, and it is these groups and their nefarious
activities that give the Irontooth Clans their
reputation. Overall, the Irontooth Clans tend
toward neutral alignments, but of course there
are many exceptions.

CLAN BATTLEAXE

nder the leadership of Mech Lord Drok-
u Naju, a half-orc barbarian, Clan Battleaxe
spends most if its time pursuing the riches
gained through the protection-racket business,
using the proceeds to fund their mech build-
ing. Like Clan Bugbear, Clan Battleaxe is one
of the rowdiest of the Irontooth Clans. Their
favorite pastimes include drinking, fighting,
and intimidating others.

This clan owns two kabutos (see page 30 of
the Mech Manual), roaming villages filled
to capacity, and one smaller kabutoshi. Their
unusual kabutos looks like fierce landsharks
made of obsidian with metal reinforcements.
They stand just over 240 feet tall.

The Battleaxe Clan contains an unusually
large number of gnomes. Forty years ago, the
clan forcibly integrated a gnomish mech tribe
into their fold after hearing the tribe had some
of the best coglayers in the area among its
number. The rest of the tribe is dwarves and
half-orcs. There are presently have no humans
among them, but they are not averse to allow-
ing them into the clan.

The clan owns four mothers and six daughter
mechs, along with two iron maidens. They paint
their mechs black with silver battleaxes on
their chest region. When not running protec-
tion rackets, the clan likes to stalk prey, attack-
ing them at night, where their dark mechs give
them some advantage.

Elder Eljo Waziji advises Mech Lord Drok-
Naju, and even though he’s an old dwarf, he’s
usually found in the midst of any fighting, as he
loves a good brawl.

Leader: Mech Lord Drok-Naju

Clan Flag: Silver battleaxe on a black back-
ground.

Mech Resources: Ashigaru (6), barbagula
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(14), ck’i’rin (2), daughter (6), fangbiter (3),
incinerator (4), iron maiden (2), juggernaut
(3), kabuto (2), kabutoshi (1), kusari (3),
mother (4), sensei (1), viper (2), wakizashi (2).
Package value: 996,413 gp.

Clan Size: 360

Composition: 65% dwarf, 25% gnome, 10%
half-orc

Alignment: Chaotic neutral

Religion: While not a particularly religious
clan, many members do worship the Soul
Father.
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Drok-Naju, Clan Battleaxe
Mech Lord

Drok-Naju, Irontooth Clan Battleaxe
Mech Lord, male half-orc Bbnl4: CR 14;
Medium humanoid (half-orc); HD 14d12+28;
hp 124; Init +1; Spd 30 ft.; AC 20 (+1 Dex, +9
armor), touch 11, flat-footed 20; Base Atk +14;
Mech Atk +14 (certain mechs); Grp +20; Atk
+23 melee (1d10+12/x3, +3 greataxe) or +17
ranged (1d8/x2, +2 steam gun) or +15 mech
(on proficient mechs); Full Atk +23/+18/+13
melee (1d10+12/x3, +3 greataxe) or +17/+12/
+7 ranged (1d8/x2, +2 steam gun) or +15/+10/
+5 mech (on proficient mechs); SA Greater
rage, rage 4/day; SQ Darkvision 60 ft., damage
reduction 3/-, fast movement, half-orc traits,
improved uncanny dodge, indomitable will,
trap sense +4, uncanny dodge; AL CN; SV Fort
+13, Ref +5, Will +4; Str 22, Dex 12, Con 14, Int
10, Wis 11, Cha 10.

Skills and Feats: Climb +11, Craft (blacksmith-
ing) +8, Intimidate +10, Jump +11, Ride +11,
Survival +10, Swim +11; Exotic Weapon Profi-
ciency (chattersword, steam gun), Great For-
titude, Mech Hardened (ashigaru, barbagula,
iron maiden, raptor), Power Attack.

Possessions: +3 banded mail, +3 greataxe, chat-

tersword, +2 steam gun, potion of cure serious
wounds (x4), pouch.
Languages: Common, Orc.

Drok—Naju is a tall, stout half-orc of middle
years. Born to a human mother, Drok-
Naju grew up in the endless plains, roaming
the territory with the nomadic humans of the
lands and avoiding the lunar dragons. He spent
much time hiding in areas with boulders, hills,
forests, and caves, places that offered protec-
tion from the rain and the creatures dropping
from the sky. When his particular tribe decided
to find an underground home for itself, Drak-
Naju, tired of hiding, went in search of the
famed mech warriors who had the power to
withstand the rains, bring battle to the invad-
ing monsters, and survive the land’s numerous
raiders.

His travels brought him into contact with
Clan Battleaxe, and Drok-Naju proved his
worth to the clan, earning fame as a fierce
mech boarder. During his years with the tribe,
the clan’s leadership changed hands numerous
times, for clansman after clansman challenged
the Mech Lord for his position via the normal
Clan Battleaxe way: hand-to-hand combat.
In time, Drok-Naju grew to covet the Mech
Lord position for himself, and he went out and
earned it. He has defended his right to lead for
the last five years.

Drok-Naju is a strong leader and a formi-
dable warrior. He is not known for grand plans,
but he keeps his clansmen well stocked in gold
and food — and that’s what matters most to
them.

Eljo Waziji, Clan Battleaxe
Advisor

Eljo Waziji, Irontooth Clan Battleaxe,
male dwarf Brd12: CR 12; Medium humanoid
(dwarf); HD 12d6; hp 44; Init +1; Spd 20 ft.; AC
14 (+1 Dex, +3 armor), touch 11, flat-footed 13;
Base Atk +9; Mech Atk +4; Grp +8; Atk +8
melee (1d8-1/19-20, longsword) or +10 ranged
(1d6/19-20, shortbow) or +1 mech (any mech
weapon); Full Atk +8/+3 melee (1d8-1/19-20,
longsword) or +10/+9 ranged (1d6/19-20,
shortbow) or +1 mech (any mech weapon); SA
Countersong, fascinate, inspire competence,
inspire courage +2, inspire greatness, song of
freedom, suggestion; SQ Bardic knowledge (+2
bonus), bardic music, darkvision 60 ft., dwarf
traits; AL CN; SV Fort +4, Ref +9, Will +12; Str
9, Dex 13, Con 11, Int 17, Wis 19, Cha 21.

Skills and Feats: Bluff +10, Concentration
+10, Craft (alchemy) +13, Craft (mechcraft)
+22, Diplomacy +11, Escape Artist +5,

4& Gather Information +17, Hide +10, Knowledge



(arcana) +13, Knowledge (history) +13, Knowl-
edge (local) +13, Knowledge (mechcraft) +8,
Knowledge (steam engines) +10, Move Silently
+5, Perform (oratory) +15, Spellcraft +10;
Craft Magical Mech, Craft Powered Mech,
Craft Wand, Craft Wondrous Item, Scribe
Scroll.

Possessions:  Studded leather armor, long-
sword, +2 dagger, short bow, cloak of charisma
+2, eyes of charming, wand of hold person (20
charges).

Languages:  Common, Dwarven, Elven,
Gnome, Orc.

Spells Known (3/4/4/4/2; DC 14 + spell
level); O-daze, detect magic, flare, know direc-
tion, light, mending, message; lst—charm person,
cure light wounds, hypnotism, summon monster I;
2nd-blur, cat’s grace, eagle’s splendor, hold person;
3rd-blink, gaseous form, good hope, haste; 4th-hal-
lucinatory terrain, silence, whispering wind.

ljo Waziji is an 220-year-old dwarf with a

white beard that extends just below his
knees. His body is very thin, not like a dwarf,
and he has a long face (often red from drink-
ing) with a large nose. Although not terribly
strong, the venerable dwarf is surprisingly spry
for his age.

A native of the Stenian Confederacy, Eljo
left the confines of the great city-mechs
to study the fascinating Irontooth Clans,
intrigued by what led his fellow dwarves to seek
such a chaotic existence. That was decades ago,
and though Eljo prefers the finer Stenian cloth-
ing, he finds he does not prefer their outlook
on life. Eljo has taken to the nomadic life like
a bird to the air. He wouldn’t have it any other
way.

While Eljo spends a great deal of time drink-
ing and card playing, his real passion is collect-
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ing stories about the Irontooth Clans. He is
not a member of any particular clan, though
he calls himself an Irontooth now, and he is
welcome among any clan. Indeed, he has spent
time among them all, even with the mysterious
Moonwatcher Clan (now called the Lost Clan),
that disappeared without a trace over a century
ago. Eljo likes talking about the Moonwatchers
to anyone who cares to listen or ask. He also
likes upstart young adventurers. At his age,
he’s seen a lot of heroes come and go, but their
stories never cease to bore him.

Eljo has been with the Battleaxe Clan for a
little over a decade. Although he’s not a clan
member, when Drok-Naju became Mech Lord,
he invited him to be the Battleaxe’s elder, for
he enjoys the man’s stories and finds him quite
wise. The two are close friends and drinking

companions.

Wren Pazpemec, Clan Battleaxe
Constructor

Wren Pazpemec, Irontooth Clan Bat-
tleaxe, female gnome Con8: CR 8; Medium
humanoid (gnome); HD 8d4+16; hp 37; Init
+0; Spd 20 ft.; AC 14 (+1 Dex, +2 armor, +1
size), touch 14, flat-footed 13; Base Atk +4;
Mech Atk +2; Grp +0; Atk/Full Atk +7 melee
(1d4+2, +2 quarterstaff) or +5 ranged (1d6/19-
20, light crossbow) or -2 mech (any mech
weapon); SA Spells; SQ Gnome traits, low-light
vision, summon familiar; AL N; SV Fort +4, Ref
+2, Will +7; Str 10, Dex 11, Con 15, Int 19, Wis
13, Cha 13.

Skills and Feats: Concentration +7, Craft
(alchemy) +17, Disable Device +9, Hide +8,
Knowledge (arcana) +15, Knowledge (mechs)
+9, Knowledge (planes) +9, Knowledge (steam

engines) +14, Listen +5, Profession (engineer)
+9, Spellcraft +15 (+17 Constructor spells),
Spot +3; Alertness, Craft Construct, Craft
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’ Magic Arms and Armor, Craft Steamgear, Craft
Wondrous Item, Scribe Scroll.

Possessions: +2 quarterstaff, light crossbow,
dagger, bracers of armor +2, pouch, spell com-
ponents, spellbook.

Languages: Common, Draconic, Dwarven,
Giant, Gnome, Goblin.

Constructor Spells Prepared: (4/6/5/5/4; DC
14 + spell level); O-acid splash, detect poison,
detect magic, read magic, daze, mending; Ist-ani-
mate rope, construct friendship*, detect clockworks,
enginemaster’s grasp, magic weapon, speak with
contruct; 2nd—cat’s grace, fox’s cunning, clockwork
messenger®, hold construct, make whole; 3rd—con-
trol gears*, diminish gears, gear shape, greater magic
weapon; tick tock knock; 4th-gear stride*, rebuild
soul, rusting grasp, stone shape.

*Indicates specialist spell.

Spellbook: 0O-acid splash, dancing lights, daze,
detect poison, detect magic, read magic, daze, light,
mending, ray of frost, resistance, touch of fatigue;
I-animate rope, charm person, construct friend-
ship*, detect clockworks, enginemaster’s grasp, hold
portal, identify, magic weapon, shocking grasp, speak
with contruct, summon monster I, true strike; 2-blur,
cat’s grace, detect thoughts, fox’s cunning, clockwork
messenger®, hold construct, make whole, protection
from arrows, summon swarm, web; 3-control gears*,
diminish gears, dispel magic, fireball, gear shape,
greater magic weapon, lightning bolt, protection from
energy, tick tock knock, tongues; 4-gear stride*, ice
storm, rebuild soul, rusting grasp, stone shape, stone-
skin, wall of ice.

‘ x Jren, a 60-year-old gnome, was a member
of the mech tribe absorbed into Clan

Battleaxe 40 years ago. She and her tribe didn’t
mind becoming members of the Irontooth
Clans, however, as their assimilation brought
them a large degree of security, something
lacking on the harsh continent of Highpoint,
especially for mech tribes.

Wren has always been fascinated with
constructs and magic, and she has fueled this
fascination by becoming a constructor, some-
thing she seems born to. She studies her trade
fastidiously, and she occasionally trains others
who show promise to follow her path.

Wren is a quiet, bookish person. She spends
most of her time reading, experimenting, and
creating.
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CLAN BUGBEAR

he rowdiest of the Irontooth Clans, Clan

Bugbear enjoys killing as much as raiding
— and they aren’t very choosy about whom they
kill, though they’ve yet to kill other Irontooth
clansmen. This clan, in particular, has given
the Irontooth a bad name among Highpoint’s
inhabitants, who run in fear upon sight of their
clan flag. When members of Clan Bugbear
participate in the famous Irontooth jousts,
they often cajole their opponents into fighting
“to the pain,” meaning they don’t power down
their mechs: The damage is very real. It is dif-
ficult for another clan to refuse this challenge
without being seen as cowardly. For this reason,
most clans dread it when Clan Bugbear shows
up to a jousting match.

Clan Bugbear was one of the first to break
with tradition and eschew leadership by the
eldest dwarf. As Clan Bugbear only appreci-
ates power, their leader is the strongest dwarf
among them, as proven by hand-to-hand arena
fighting. This often leaves leadership out of
the mech jockey’s hands; the leader is always
a true warrior through and through (usually a
barbarian).

Clan Bugbear is known for fleecing High-
point’s inhabitants for exorbitant protection
payments (protection from the clan, that is).
Sometimes they abide by the agreements,
though sometimes they grow bored and raid
their protectees anyway. They rarely let other
groups pillage or hurt their charges, as it that
would give them the reputation of being weak
— something they could not abide. Those who
attempt to steal or disrupt their business soon
find themselves at the wrong end of a mech
cannon.

This clan has no other immediate goals than
to continue its protection-racket business and
its joyful raiding. The Bugbears do not care
about politics, and they do not fear the Stenian
Confederacy. They generally remain on work-
ing terms with the other Irontooth Clans, as
their blood has mixed into the various tribes,
and they won’t attack “family.”

Leader: Mech Lord Rodorr Bearclaw.
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Clan Flag: White flag with an open bugbear
claw.

Mech Resources: Ashigaru (5), barba-
gula (12), chi’i’rin (1), daughter (6), fangbiter
(3), iron maiden (2), juggernaut (2), kabuto
(1), kabutoshi (1), kusari (3), magwagon (1),
mother (2), sensei (2), viper (1). Package value:
624,350 gp.

Clan Size: 300

Composition: 65% dwarf, 10% human, 10%
gnome, 15% half-orc

Alignment: Chaotic neutral

Religion: Though the rowdiest Irontooth
around, Clan Bugbear devotedly pays its
respects to the Soul Father, whom they feel has
not utterly abandoned them — for he’s seen to
it that Clan Bugbear has managed to survive
the catastrophe, after all. Not everyone was
so lucky.

Rodorr Bearclaw, Clan Bugbear
Mech Lord

Rodorr Bearclaw, Irontooth Clan Bug-
bear, male dwarf Bbnl3: CR 13; Medium
humanoid (dwarf); HD 13d12+65; hp 155; Init
+6; Spd 30 ft.; AC 20 (+2 Dex, +8 armor),
touch 12, flat-footed 20; Base Atk +13; Mech
Atk +13 (certain mechs); Grp +16; Atk +22
melee (1d10+5/x3, +2 dwarven waraxe) or
+15 ranged (1d8/19-20, light crossbow) or
+15 mech (on proficient mechs); Full Atk
+22/417/+12 melee (1d10+5/x3, +2 dwarven
waraxe) or +15/+10/+5 ranged (1d8/19-20,
light crossbow) or +15/+10/+5 mech (on pro-
ficient mechs); SA Greater rage, rage 4/day;
SQ Darkvision 60 ft., damage reduction 3/-,
dwarf traits, fast movement, improved uncanny
dodge, trap sense +4, uncanny dodge; AL CN;
SV Fort +13, Ref +8, Will +3; Str 16, Dex 14,
Con 20, Int 10, Wis 9, Cha 11.

Skills and Feats: Climb +7, Craft (blacksmith-
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ing) +8, Handle Animal +8, Intimidate +8,
Jump +7, Listen +3, Ride +6, Survival +7,
Swim +7; Improved Critical (dwarven waraxe),
Improved Initiative, Lightning Reflexes, Mech
Hardened (ashigaru, barbagula, iron maiden,
raptor), Weapon Focus (dwarven waraxe).

Possessions: +3 chain mail, +2 dwarven waraxe,
ring of freedom of movement, light crossbow, club,
dagger.

Languages: Common, Dwarven.

odorr Bearclaw is perhaps the rowdiest
Bugbear clansman, and the others take
their cue from him. Rodorr is a stout, bald
dwarf with ferocious bear tattoos covering 70
percent of his body. He enjoys fighting, gam-
bling, and drinking ... and fighting some more
and drinking some more. His 16 children by
various women are an indication of one of his
other favorite pastimes.
Rodorr the

Confederacy for its overt attempts to control

seriously dislikes Stenian
everyone and everything. He enjoys torment-
ing their soldiers whenever he gets a chance,
but he spends most of his time harassing (and
often killing) the cult-like Legion members,
whom he views as worthless garbage. He fears
Shar Thizdic’s armies could upset the balance
of power on Highpoint, and though he doesn’t
approve of the Stenians, he prefers their domi-
nance to Shar’s.

Rodorr has successfully defended his right
to rule the clan for over a decade now. He has

no plans to release the reins anytime soon.

Stodder Bearclaw, Clan Bugbhear
Warrior

Stodder Bearclaw, Irontooth Clan Bug-
bear, male dwarf Mcjll: CR 11; Medium
humanoid (dwarf); HD 11d6+11; hp 52; Init +2;
Spd 20 ft.; AC 16 (+2 Dex, +4 armor), touch
12, flat-footed 14; Base Atk +8; Mech Atk +11;
Grp +9; Atk +10 melee (1d6+2/19-20/x2, +1
short sword) or +10 ranged (1d8/19-20, light
crossbow) or +13 mech (any mech weapon);
Full Atk +10/+5 melee (1d6+2/19-20/x2, +1
short sword) or +10/+5 ranged (1d8/19-20,
light crossbow) or +13/+8/+3 mech (any mech
weapon); SQ Darkvision 60 ft., dwarf traits,
extraordinary pilot, hand speed, mech fingers
[skill transfer, warrior instinct], patchwork
repairs, push the envelope 3/day, roll with the
punches (-2 increments); AL CN; SV Fort +6,
Ref +11, Will +4; Str 12, Dex 15, Con 12, Int 12,
Wis 9, Cha 9.

Skills and Feats: Balance +12, Climb +5, Craft
(mechcraft) +15, Jump +5, Knowledge (mechs)
+11, Knowledge (steam engines) +13, Listen

//F +3, Mech Pilot +29, Spot +3; Dodge, Great



Fortitude, Iron Will, Lightning Reflexes, Mech

Dancer, Mech Fu, Mechidextrous, Mech-
walker.

Possessions: +1 pilot armor, +1 short sword, dag-
ger, light crossbow, steam gun.

Languages: Common, Dwarven, Gnome.

todder Bearclaw bears a close resemblance
Sto his bald father, minus the tattoos, and is
one of Clan Bugbear’s best and fastest mech
jockeys. He also enjoys fighting just as much
as his father. Few in the clan can best him in
a mech joust, though better mech pilots have
defeated him at the Great [oust. Still, the
excitement of battling some of the greatest
devil-mechs and holding his own is enough to
buoy his spirits.

Stodder’s father has allowed him to handle
many of the clan’s daily affairs, mostly because
his father is usually off drinking and carousing,
but he is not the best person for the task. He
lacks the wisdom to handle things diplomati-
cally — not that diplomacy holds very much
with the Bugbear — and instead pushes others
around. Although his fellow clansmen respect
him as a mech pilot, they do not respect his
attempts at ruling them. Were it not for his
father’s considerable physical prowess, many of
them would choose to beat Stodder to a pulp.
Because they don’t want any problems with
Rodorr, they either listen to or ignore him,
depending on the importance of his request
and their current mood.

Olara Dorr, Clan Bugbear
Shaman

Olara Dorr, Irontooth Clan Bugbear,
female dwarf Clr10: CR 10; Medium human-
oid (dwarf); HD 10d8+20; hp 68; Init +2; Spd
20 ft.; AC18 (+2 Dex, +6 armor), touch 12, flat-
footed 16; Base Atk +7; Mech Atk +7 (certain
mechs); Grp +8; Atk +12 melee (1d10+4/x3,
+3 dwarven waraxe) or +10 ranged (1d8/19-20/
x2, +1 light crossbow) or +9 mech (on proficient

/' mechs); Full Atk +12/+7 melee (1d10+4/x3, +3
dwarven waraxe) or +10/+5 ranged (1d8/19-20/
x2, +1 light crossbow) or +9/+4 mech (on profi-
cient mechs); SA Spells; SQ Darkvision 60 ft.,
dwarf traits, spontaneous casting, turn undead;
AL N; SV Fort +8, Ref +5, Will +11; Str 12, Dex
14, Con 15, Int 16, Wis 20, Cha 15.

Skills and Feats: Concentration +7, Craft
(blacksmithing) +15, Craft (mechcraft) +15,
Diplomacy +7, Heal +10, Knowledge (arcana)
+8, Knowledge (history) +8, Knowledge (reli-
gion) +13, Knowledge (the planes) +8, Spell-
craft +10; Brew Potions, Craft Magic Arms and
Armor, Mech Hardened (ashigaru, barbagula,
iron maiden, raptor), Weapon Focus (dwarven
waraxe).

Possessions: +1 chainmail, +3 dwarven waraxe,
+1light crossbow, dagger, club, holy symbol.

Languages: Giant,
Gnome, Orc.

Prepared  Spells  (6/6+1/5+1/4+1/4+1/3+1;
Earth and Protection Domains; DC 15 + spell
level): O-create water, detect magic, detect poison,
guidance, light, mending; lst-bless (x2), com-

Common, Dwarven,

mand, divine favor, entropic shield, magic stone*,
magic weapon; 2nd-aid, bear’s endurance, dark-
ness, eagle’s splendor, make whole, soften earth and
stone*; 3rd-blindness/deafness, create food and
water, daylight, dispel magic, stone shape*; 4th-air
walk, dismissal, divination, greater magic weapon,
spike stones*; Sth-flame strike (x2), righteous
might, wall of stones*.
*Indicates a domain spell.

hough a priestess, Olara Dorr is just as

rowdy as her fellow clansmen. She spends
a great deal of her time gambling and drinking
with the others (“Praise the Soul Father and
pass the suds,” she’s fond of saying), and she
keeps many of the younger priests as consorts.
She’s also not too keen on curing others for
free (“What am I, your personal doctor?”),
and often extorts coin or favors for her heal-
ing touch.

Olara is a dark-haired dwarf nearing middle
age, but she is still beautiful enough to catch
many a dwarf’s fancy ... though her personality
is not so charming.
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CLAN HAWK

One of the oldest and largest clans, Clan
Hawk produces some of the greatest
mech devils in Highpoint. The clan’s leader-
ship is very traditional, with an elder, Lugos
Highhammer, ruling the clan. His eldest son,
Madon Highhammer, serves as the clan’s strong
arm and assists his father with the clan’s daily
governmental needs.

Clan Hawk runs several protection rackets,
and they support several exploration teams.
As one of the largest clans, perhaps the largest,
they have better access to mech materials and
have some of the best mech builders in their
midst. The tribe relies heavily on steam-pow-
ered and man-powered mechs, though it owns
a few clockwork mechs, too. The clan’s many
raiders provide the clan with a lot of stolen
mechs from the rust riders, Stenian Confed-
eracy, and the Legion. They tend to avoid the
elven magical mechs, as, having few wizards
or sorcerers, they do not have the arcane
firepower to deal with them, and they would
rather remain on good terms. Of course, not
all I[rontooth Clans feel the elves are off limits,
and at least one clan, the North Star Clan, is on
very friendly with the elves and has a growing
elven population.

Though Clan Hawk does not have many
sorcerers, wizards, or constructors, it does
contain numerous mech jockeys, mech devils,
monks, anklebiters, and stalkers. These indi-
viduals help make the clan very formidable on
the battlefield.

Leader: Elder Lugos Highhammer.

Clan Flag: Black flag with a red hawk in
flight.

Mech Resources: Ashigaru (6), barbagula
(17), cR'i’rin (1), daughter (7), fangbiter (4),
incinerator (4), iron maiden (3), juggernaut
(3), kabuto (3), kabutoshi (2), kappa (7), kusari
(3), magwagon (3), mother (5), oni (2), raptor
(4), sensei (2), viper (2), wakizashi (10). Pack-
age value: 2,027,608 gp.

Clan Size: 650

Composition: 70% dwarves, 10% human, 10%

7 gnomes, 10% other



Alignment: Neutral

Religion: Clan Hawk is not particularly
religious, but many priests of the Soul Father
exist within the clan, and they have a decent
following.

Elder Lugos Highhammer, Clan
Hawk Mech Lord

Elder Lugos Highhammer, Irontooth
Clan Hawk, male dwarf Mnk10: CR 10;
Medium humanoid (dwarf); HD 10d8+23;
hp 71; Init +8; Spd 50 ft.; AC 21 (+4 Dex, +3
natural armor, +2 Wis, +2 bonus), touch 18,
flat-footed 17; Base Atk +7; Mech Atk +7 (cer-
tain mechs); Grp +8; Atk +11 melee (1d6+3,
+2 quarterstaff) or +8 (1d10+1, flurry of blows)
or +12 ranged (1d6+2, +1 javelin) or +11 mech
(on proficient mechs); Full Atk +11/4+6 melee
(1d6+3, +2 quarterstaff) or +8/+8/+3 (1d10+1,
flurry of blows) or +12/+7 ranged (1d6+2,
+1 javelin) or +11/+6 mech (on proficient
mechs); SA Flurry of blows, ki strike (lawful,
magic), unarmed strike; SQ Darkvision 60 ft.,
dwarf traits, evasion, fast movement +30 ft.,
improved evasion, purity of body, slow fall 50
ft., still mind, wholeness of body; AL LN; SV
Fort +9, Ref +11, Will +11; Str 12, Dex 18, Con
14, Int 11, Wis 15, Cha 12.

Skills and Feats: Balance +8, Climb +6, Con-
centration +4, Craft (mechcraft) +12, Diplo-
macy +3, Escape Artist +6, Hide +14, Jump
+7, Knowledge (arcana) +4, Listen +3, Move
Silently +7, Sense Motive +3, Spot +3, Tumble
+9; Deflect Arrows,
Improved Trip, Improved Unarmed Strike, Iron
Will, Mech Hardened (barbagula, daughter,
mother, raptor), Stunning Fist, Toughness.

Possessions: +2 quarterstaff, +1 javelin (x4),
amulet of natural armor +3, potion of cure moder-
ate wounds, potion of invisibility, potion of bull’s

Improved Initiative,
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strength, potion of cat’s grace.
Languages: Common, Dwarven.

Ider Lugos Highhammer wishes he could

return his clan to a normal dwarven life
deep below Highpoint, but he knows that the
lunar rains have changed everything, tying his
clan’s future securely to this historical “Sec-
ond Age of Walkers.” Even though he has had
to accept this, he continues to wax nostalgic.
Lugos also takes his monastic studies very
seriously, spending at least two hours a day per-
forming the martial arts rituals that are a part of
his monk background.

Lugos involves his son Madon in the leader-
ship of the clan, as he hopes to one day leave
the clan in his hands. Although his son has the
heart and head of a warrior, Lugos thinks he will
grow into a fine leader one day — he’s shown
some signs of it already.

The grandfatherly Lugos has a very calm
personality, rarely raising his voice or becom-
ing panicked. He is a very good listener, and
he tries to spend time in conversation with his
tribesmen to better understand their needs and
desires. Lugos also has a soft spot in his heart
for the tribe’s children. He can sometimes be
found playing games of hide and seek with
them.

Dorok Gales, Clan Hawk Mech
Devil

Dorok Gales, Irontooth Clan Hawk, male
human Mcj10/Mcd5: CR 15; Medium human-
oid (human); HD 10d6+5d6+15; hp 70; Init +5;
Spd 30 ft.; AC 20 (+5 Dex, +5 armor), touch
15, flat-footed 15; Base Atk +10; Mech Atk +15;
Grp +12; Atk +11 melee (1d64+4/19-20, 42 short
sword) or +12 ranged (1d8, steam gun) or +20
mech (any mech weapon); Full Atk +11/+5
melee (1d6+4/19-20, +2 short sword) or +12/
+7 ranged (1d8, steam gun) or +20/+15/+10
mech (any mech weapon); SA Stunning attack,
unarmed damage (+3d6); SQ Agile mech +1,
extraordinary pilot, fast movement (+10 ft.
mech speed), hand speed, mech fingers [skill
transfer, warrior instinct], patchwork repairs,
push the envelope 3/day, roll with the punches
(-1 increment), special skill uses; AL LN; SV
Fort +5, Ref +18, Will +2; Str 14, Dex 20, Con
12, Int 16, Wis 6, Cha 13.

Skills and Feats: Balance +25, Bluff +9, Climb
+15, Craft (mechcraft) +23, Escape Artist +11,
Jump +17, Knowledge (mechs) +21, Knowledge
(steam engines) +23, Listen +11, Mech Pilot
+40, Sense Motive +6, Spot +11, Tumble +18;
Dodge, Lightning Reflexes, Natural Pilot,

Mech Dancer, Mech Fu, Mechidextrous,

4& Mechwalker, Run, Speed Freak.

Possessions: +2 pilot’s armor, +2 short sword,
dagger, light crossbow, potion of cure moderate
wounds (x2).

Gnome,

Languages: Common,

Orc.

Dwarven,

orok grew up in Clan Hawk, and took
unickly to mech training as a young lad.
As soon as he was old enough, he started travel-
ing with the Hawk raiders, and proved himself
quite useful. It didn’t take long for him to
become one of the better mech pilots in Clan
Hawk’s ranks, and he was invited to learn the
ways of the mech devils, becoming a master
of mech fu.

Dorok takes his piloting very seriously, and
he trains continuously, almost to the exclusion
of everything else. He has won many jousts,
especially at the Great Joust, and other Iron-
tooth pilots vie to try their skills against him.

Dorok is a sandy-haired, clean-shaven
man in his late thirties. He is strong-minded,
humorless, and very intense about his passion
for piloting.

Madon Highhammer, Clan
Hawk Warrior

Madon Highhammer, Irontooth Clan
Hawk, male dwarf Ftr10: CR 10; Medium
humanoid (dwarf); HD 10d10+30; hp 99; Init
+7; Spd 20 ft.; AC 20 (+3 Dex, +7 armor),
touch 13, flat-footed 17; Base Atk +10; Mech
Atk +10 (certain mechs); Grp +12; Atk +18
melee (2d6+1d3+10/19-20/x3, +2 chattersword)
or +15 ranged (1d8, +1 steam gun) or +13 mech
(on proficient mechs); Full Atk +18/+13 melee
(2d6+1d3+10/19-20/x3, +2 chattersword) or
+15/+10 ranged (1d8/x2, +1 steam gun) or +13/
+8 mech (on proficient mechs); SQ Darkvision
60 ft., dwarf traits; AL N ; SV Fort +10, Ref +6,




Will +3; Str 18, Dex 17, Con 16, Int 12, Wis 11, \
Cha 18.

Skills and Feats: Climb +5, Craft (armor-
smithing) +11, Craft (blacksmithing) +7, Craft
(mechcraft) +11, Handle Animal +6, Intimidate
+9, Jump +5, Mech Pilot +5, Ride +5, Swim
+5; Exotic Weapon Proficiency (chattersword,

steam gun), Improved Critical (chattersword),
Improved Initiative, Greater Weapon Focus
(chattersword), Leadership, Mech Hardened
(barbagula, daughter, mother, raptor), Weapon
Focus (chattersword, steam gun), Weapon Spe-
cialization (chattersword).

Possessions: +3 chain shirt, +2 chattersword, +1
steam gun, dagger (x4), potion of cat’s grace, potion
of bull’s strength.

Languages: Common, Dwarf, Gnome.

adon Highhammer is a warrior through
Mand through. He enjoys taking battle to
his enemies, and he’s often victorious. Since
he’s not a very good mech pilot, he prefers to
participate in the hand-to-hand fighting com-
petitions that often spring up around Irontooth
jousting contests. These are easier to find when
Clan Battleaxe or Bugbear is around.

Madon s slowly learning about leadership
from his father, who has done a very good job
in expanding Clan Hawk and making them
prosperous. While he is not as disciplined
as his father, his charismatic personality has
endeared the Hawk clansmen to him. They also
like the fact that he is always out in the front of
any battling, showing the enemy the extent of
his strength and power.

Madon wears a dashing black cloak with ared
hawk in flight upon it. He is four to five inches
taller than most dwarves, and he has jet-black
hair and a beard that reaches his mid-chest. His
chain shirt and weapons are always gleaming,
and he cuts a fine figure on the battlefield.

Halsine Gutterduck, Clan Hawk
Infiltrator

Halsine Gutterduck, Irontooth Clan
Hawk, female halfling Stk13: CR 13; Small
humanoid (halfling); HD 13d6+13; hp 61; Init
+3; Spd 20 ft.; AC 21 (+3 Dex, +4 armor, +3
deflection, +1 size), touch 17, flat-footed 21;
Base Atk +9; Mech Atk +4; Grp +5; Atk +14
melee (1d4+1/18-20, +1 small rapier) or +14
ranged (1d3/19-20, small dagger) or +3 mech;
Full Atk +14/49 melee (1d4+1/18-20, +1 small
rapier) or +14/+9 ranged (1d3/19-20, small
dagger) or +3 mech; SA Sneak attack +7d6;
SQ Evasion, halfling traits, improved evasion,
improved uncanny dodge, slippery mind, trap

/' Wis 11, Cha 18.

Skills and Feats: Balance +15, Bluff +14, Climb
+12, Diplomacy +16, Disable Device +13, Dis-
guise +9, Gather Information +9, Hide +23,
Jump +12, Listen +10, Move Silently +17, Open
Lock +15, Search +11, Spot +12, Tumble +23,
Use Magic Device +14; Acrobatic, Alertness,
Gearstride, Nimble Fingers, Weapon Finesse.

Possessions: Ring of protection +3, +2 leather
armor, cloak of vesistance +2, +1 rapier, light
crossbow, dagger (x4), hat of disguise, ring of
mind shielding, potion of cat’s grace (x2), potion of
invisibility (x3).

Languages: Common, Dwarven, Halfling.

The Gutterduck is infamous for her abil-
ity to sneak in and disable mechs. While
the clan is very proud of its mech jockeys and
mech devils, this particular stalker’s reputa-
tion outshines them all. She has infiltrated and
destroyed so many Legion mechs that she’s cur-
rently on Shar Thizdic’s hit list. Of course, the
Stenians haven’t been immune to her shenani-
gans either, and she’s just below [aguar of the
|aguar Clan on the Stenians’ most-wanted list.

While most know about the Gutterduck,
very few know what she truly looks like: She
uses her hat of disguise to keep everyone guess-
ing, and her ring of mind shielding keeps people
out of her head. She likes being one step ahead
of everyone, and she intends to keep it that
way. She sometimes hooks up with scavengers
and adventuring groups, pretending to be one
of them to learn new bits of information just
for the fun of it.
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CLAN OF THE MIDDLE PASS

((The middle pass” refers to the path

between divine and arcane magic: psion-
ics. This small clan’s elders, in particular, are
great practitioners of this mental magic. This
group has strong monastic roots, as well, and
most members walk their own middle pass by
training both the body and the mind, meaning

sense +4, uncanny dodge ; AL N; SV Fort +8,
Ref +14, Will +7; Str 10, Dex 17, Con 12, Int 13,

they alternate between levels in monk and

4& psion. Just under one-third of the clan follows

/ this path, while the remaining clan members
include a few mech jockeys, constructors,
stalkers, and numerous coglayers.

In terms of religion, some members follow
the traditional dwarven deities, but the Clan
of the Middle Pass also counts a large number
of Regenerators among its lot. Several fervent
Regenerators happen to hold important posts
in the clan, so their agenda to create a surface
society has risen to the top of the clan’s goals.

With the monetary aid of like-minded mem-
bers of the Righteous Lancers Clan, the Clan
of the Middle Pass has begun work, under the
guidance of ex-Gearwright Stokata Loji, on
what will one day become an Irontooth city-
mech. Loji was formally disowned by the Gear-
wrights Guild when she left Nedderpik to join
the Irontooth Clans. Many gearwrights grumble
at this fact and point to political pressure from
the Stenian Confederacy as the cause. Loji’s
goal of building a city-mech certainly finds no
fault with most gearwrights. What gearwright
wouldn’t want that opportunity?

All the clan’s coglayers and engineers are
hard at work on this ongoing project to build a
city-mech. Members of the Righteous Lancers
Clan also lend a hand in building the city-mech
and protecting the more stationary Middle Pass
clansmen. Other clans who wish to see this
project come to fruition also lend their help in
terms of able-bodied engineers, money, equip-
ment, materials, soldiers, and provisions.

Elder Coroshi Passos leads the clan. A five-
member Council of Elders aids and advises
him.

Leader: Elder Coroshi Passos.

Clan Flag: A white flag with a pass through
the mountains.

Mech Resources: barbagula (20), chi’i’rin
(1), iron maiden (1), kabutoshi (2), mag-
wagon (3), oni (1), raptor (2). Package value:
170,0880.

Clan Size: 120, with 40-50 members of vari-
ous other clans on hand.

Composition: 70% dwarves, 15% gnomes,
10% human, 5% other

Alignment: Lawful neutral (clan leaders),
neutral (other members)

Religion: The Soul Father and the Regen-
erator cult.

Elder Coroshi Pasos, Clan of the
Middle Pass Mech Lord
Coroshi Passos, Irontooth Clan Middle
Pass, male dwarf Mnk8/Psi(Seer)8: CR 16;
Medium humanoid (dwarf); HD 8d8+8d4+42;
hp 91; Init +3; Spd 40 ft.; AC 19 (+3 Dex, +2

deflection, +3 Wis, +1 bonus), touch 19, flat-

4& footed 16; Base Atk +10; Mech Atk +10 (cer-
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tain mechs); Grp +10; Atk +10 melee (1d10,
unarmed strike) or +15 ranged (1d8/19-20,
+2 light crossbow) or +13 mech (on proficient
mechs); Full Atk +10/+5 melee (1d10, unarmed
strike) or +5/+5/40 (1d10, flurry of blows) or
+15/410 ranged (1d8/19-20, +2 light crossbow)
or +13/+8 mech (on proficient mechs); SA
Flurry of blows, ki strike (magic), psionic
powers, slow fall 40 ft.; SQ Darkvision 60 ft.,
dwarf traits, evasion, purity of body, still mind,
wholeness of body; AL LN; SV Fort +12, Ref
+11, Will +15; Str 11, Dex 16, Con 15, Int 19, Wis
16, Cha 20.

Skills and Feats: Balance +14, Climb +11,
Concentration +16, Craft (mechcraft) +17,
Gather Information +11, Hide +14, Knowledge
(history) +15, Knowledge (religion) +15, Lis-
ten +13, Move Silently +14, Perform (dance)
+7, Psicraft +15, Sense Motive +12, Spot
+13; Cloak Dance, Combat Reflexes, Greater
Psionic Shot, Improved Psicrystal, Improved

Trip, Improved Unarmed Strike, Mech Hard-
ened (barbagula, daughter, mother, raptor),
Point Blank Shot,
Psicrystal Affinity, Psionic Body, Psionic Shot,

Metaphormic Transfer,

Stunning Fist.

Possessions: +2 light crossbow, cloak of charisma
+4, ring ofprotection +2, psicrystal (single-mind-
ed, hero).

Languages: Common, Dwarven, Elven, Giant,
Gnome, Terran.

Power Points: 74

Psionic Powers: Ist-crystal shard, destiny disso-
nance, energy ray, force screen, hammer; 2nd-bio-
feedback, clairvoyant sense, psionic levitate, swarm of
crystals; 3rd-body adjustment, dispel psionics, energy
bolt, fate link; 4th-empathic feedback, psionic
dimension door, remote viewing, wall of ectoplasm.

oroshi Passos, leader of the Clan of the
Middle Pass, exemplifies the dual path

/ that tribesmen of this clan generally follow:
He has perfected both mind and body by train-
ing both as a monk and a psion. A member of
the Regenerators cult, he believes strongly
in rebuilding a surface society for Highpoint,
and he has made it his clan’s goal to do so. In
that regard, he sees to it that a large part of the
clan’s resources are spent on trying to create
the Irontooth’s first city-mech. This will be
a long, arduous process, but Coroshi and his
clansmen have put their hearts and souls into
the project. They have graciously received help
from such groups as the Righteous Lancers, and
other clans have started to take notice of his
plans and assist where possible.

Coroshi is a thin dwarf of many years. He is
a bundle of constant-flowing energy, and he has
the willpower to bring the Irontooth’s first city-
mech to fruition.

Tenji Poru, Clansman of the
Middle Pass

Tenji Poru, Irontooth Clan Middle Pass,
female dwarf Mnk5/Psychic Warrior 5: CR
10; Medium humanoid (dwarf); HD 10d8+13;
hp 61; Init +5; Spd 30 ft.; AC 16 (+1 Dex, +5
armor), touch 11, flat-footed 15; Base Atk +6;
Mech Atk +3; Grp +8; Atk +9 melee (1d8+2,
unarmed strike) or +8 ranged (1d8/19-20, light
crossbow) or +5 mech (any mech weapon); Full
Atk +9/+4 melee (1d8+2, unarmed strike) or
+5/+5 (1d8++2, flurry of blows) or +8/+3
ranged (1d8/19-20, light crossbow) or +5
mech (any mech weapon); SA Flurry of blows,
ki strike (magic), psionics; SQ Darkvision 60
ft., dwarf traits, evasion, purity of body, still
mind, slow fall 20 ft.; AL LN; SV Fort +9, Ref
+7, Will +8; Str 14, Dex 14, Con 13, Int 14, Wis
17, Cha 15.

Skills and Feats: Autohypnosis +8, Balance
+11, Climb +9, Craft (mechcraft) +17, [ump
+11, Knowledge (psionics) +7, Move
Silently +9, Search +7, Tumble
+11; Cleave,
Improved Initiative, Improved
Strike, Mental
Leap, Power Attack, Power

Deflect Arrows,
Unarmed

his
b
Penetration, Stunning Fist, ;ET*‘
Toughness, Weapon Focus ‘@
(unarmed strike). -
Possessions: +1 chain shirt,
light crossbow, 10 bolts.
Languages: Common, Dwarven,
Gnome, Terran.
Power Points: 14
Psionic Powers: 1st-biofeedback, claws of the
beast, elfsight; 2nd-body adjustment, painful strike.

&\
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he middle-aged Tenji Poru serves as the

assistant to Gearwright Stokata Lojt, who is
working on the city-mech project for the Lotus
Clan. Tenji oversees materials acquisition and
handles all financial matters. When special
materials are needed that involve scavaging
from dangerous sites, she hires the groups
sent out to obtain them. To date, the Clan of
the Middle Pass has hired a great many such
groups, so Tenji is a good person for an enter-
prising group to know.

Stokata Loji, Renegade
Gearwright
Stokata Loji, Irontooth Clan Middle
Pass, female dwarf Cog7/Grt9: CR 16;
Medium humanoid (dwarf); HD 16d4; hp 41;
Init +4; Spd 20 ft.; AC 21 (+4 Dex, +7 armor),
touch 14, flat-footed 17; Base Atk +7; Mech Atk
+3; Grp +8; Atk +10 melee (1d12+3/x3, +2

buzzaxe) or +12 ranged (1d8/19-20, light cross-
bow) or +7 mech (any mech weapon); Full Atk

+10/45 melee (1d12+3/x3, +2 buzzaxe)
or +12/+7 ranged (1d8/19-20/x2,
light crossbow) or +7 mech (any

mech weapon); SQ Darkvision
60 ft., dwarf traits, integrated
parts (10), machine empathy,
research, steam powers; AL
NG; SV Fort +5, Ref +9, Will
+16; Str 12, Dex 19, Con 11,
Int 19, Wis 21, Cha 14.
Skills and Feats: Craft (black-
smithing) +25, Craft (mech-
craft) +43, Disable Device +23,
Knowledge (arcana) +29, Knowledge
(architecture and engineering) +29, Knowl-
edge (geography) +12, Knowledge (history)
+29, Knowledge (mechs) +44, Knowledge

4& (steam engines) +42, Listen +24, Mech Pilot



+23, Spot +18, Use Magic Device +11; Craft
Mech, Craft Steam Gear, Exotic Weapon Pro-
ficiency (buzzaxe, flame nozzle), Gearstride,
Gearstride, Mech Dancer, Mech Weapon Profi-
ciency (bore puncher, buzzsaw, changler, flame
nozzle, lance), Mechidextrous, Mechwalker,
Skill Focus [Craft (mechcraft)].

Possessions: +3 chain shirt, +2 buzzaxe, dagger,
flame nozzle, light crossbow, 20 bolts, potion of
bull’s strength (x2) potion of invisibility (x2), wand of
magic missiles (CL 5, 20 charges).

Steam Powers: Shoulder-mounted extra arms,
used to assist in construction (x2) (Iron Arm +
Voice Command + Animator); Tiny clockwork
assistant (Clockwork Puppet + Drill + Voice
Command + Pilot Light); perimeter defense
system (Targeter + Discriminator + Voice
Command + Animator + Automator, usu-
ally attached to a mech-mounted steam cannon
near her building site); perimeter surveillance
system (x2) (Optical Orb + Imagemaker);
receiver for perimeter surveillance system
(Imagemaker).

W'hile among the Stenians, Stokata
oftened encountered the proud, nomad-
ic dwarves of the Irontooth Clans on her treks
across Highpoint’s flatlands and endless plains.
She wondered how the Irontooth survived the
unending lunar rain’s downpour without their
own city-mechs. It upset her deeply to see

former dwarven brothers and sis-
ters of Duerok left to fend
for themselves against
the harsh rains, when
had

the technological

the Stenians ;
T4
AT

know-how and

resources  to
protect their
dwarven kin
from the ele-
ments.
Stokata,
believing the
Gearwrights
Guild  should
offer their tech-
nological aid to
all dwarves of High-
point, approached
the Guild’s leaders with
a request for a contingent of
engineers and coglayers to build a
city-mech for the non-Stenian dwarves of
the plains. The Gearwrights Guild emphati-
cally denied her request, fearing repercussions
from the Stenians should they be involved in a
scheme to empower the Stenians’ enemy. Of
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course, the Guild’s leaders did not voice their
concern to Gearwright Loji: The Gearwrights
Guild claimed neutrality in all matters, and
proclaiming such a fear would make it appear
as though they answered to the Stenian Con-
federacy. Instead, the Guild claimed manpower
and resource shortages as the reason for their
refusal, and they followed their fabricated
excuses with philosophic diatribes about how
the barbarians could never be civilized; build-
ing the Irontooth Clans a city-mech would be a
wasted, unappreciated effort, they concluded.

The wise Stokata, realizing the truth behind
the Gearwrights Guild’s refusal, reminded
them of their oath to answer to no author-
ity but their own. Then she berated them for
refusing to share the knowledge that Master
Gearwright Parilus had selflessly unearthed to
all dwarves who once called Duerok home, and
she denounced the Gearwrights Guild as pup-
pets of the Confederacy.

Stokata left Nedderpik within days of her
confrontation with the Guild. Hiring a mer-
cenary group to guide and protect her, she
made her way to the flatlands in search of the
Irontooth. The mercenaries brought her to the
most peaceful clan they knew, the Clan of the
Middle Pass, and she offered her mech-build-
ing services to them. Now, with the aid of her
adopted clan and sympathetic clans like the

Righteous Lancers, Stokata is busily work-
ing toward her goal of building an
Irontooth city-mech.

The Gearwrights
Guild, of course,
i formally dis-
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owned Stokata.
Official ostra-
cism has not
stopped
Stokata
from gain-
ing use of
the Master
Reposi-
tory,
however. A
growing fac-
tion within the
Guild
their leaders have

believes

indeed caved to the
Stenian ~ Confederacy’s
political might, making their

oath to the Guild moot. Some of these
individuals even empathize with Stokata’s goal,
and they secretly research information for her,
provide her with copies of books and scrolls,

and occasionally even send gifts of gold.

+
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Stokata Loji is a brown-haired, 105-year-old
dwarf. Because she has made it her goal to
improve life for all dwarves and dwarf friends,
Stokata has recently joined the Regnerators
Cult. Though the Clan of the Middle Pass
considers her an official member of their clan,
Stokata claims only to be an Irontooth, a child
of all the clans.
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IRON MAIDEN CLAN

he Iron Maiden Clan revels in the technol-

ogy that mech engineering has brought to
the world. They are more interested in how
the knowledge can benefit them more directly,
however. Over the past century, the clan has
experimented more and more with limb trans-
plantation, replacing their flesh with metal.
Currently, almost a quarter of the Iron Maiden
Clan’s members are steamborgs, and nearly a
dozen are assimilated into mechs. Some mem-
bers are even Irontooth members who chose
to live out life in a construct or awakened in
one when their souls were brought back from
death; in fact, most Irontooth soul constructs
gravitate toward the Iron Maiden Clan, for
being with like individuals makes it easier for
them to adjust to their new body.

Elder Kilrodd [oy, a steamborg with a pen-
chant for mech piloting, has ruled the clan
for nearly forty years. His eight children (all
steamborgs and accomplished mech builders)
assist him in the day-to-day running of the clan,
and his wife, Loka |oy, is one of the best coglay-
ers around.

Although the Iron Maiden Clan produces
its share of good mech jockeys, they concen-
trate their energies on building mechs for
other Irontooth Clans, and expanding steam
and mech technology. They have converted
a kabuto into a traveling laboratory. In fact,
they have come the closest to mass producing
mechs in an assembly-line fashion. Because of
their streamlined methods, they can produce
most mechs 20% cheaper than the listed base
cost. They are especially effective at producing
iron maidens — thus the clan’s name.

The clan also promotes exploration of High-



point, as the falling lunar rocks often contain
some interesting finds. The Iron Maidens, a
group of four female adventurers, have been
exploring the flatlands for some time for their
clan. They are also very experienced in “acquir-
ing” items found by others who beat them to
lucrative meteor sites. The Iron Maidens no
longer use their given names; instead, they
refer to themselves as Mother Mace, Sister
Spellslinger, Sister Sword, and Sister Stalker.

Leader: Elder Kilrodd [oy.

Clan Flag: A black flag with a silver metal
fist.

Mech Resources: Ashigaru (5), barbagula
(11), daughter (4), fangbiter (2), iron maiden
(12), kabuto (1), kabutoshi (1), kusari (1),
mother (2), oni (1), viper (1). Package value:
574,973 gp.

Clan Size: 250

Composition: 65% dwarf, 15% gnome, 15%
human, 5% other

Alignment: Neutral

Religion: The Soul Father and some wor-
shipers of Dotrak.

Killrod Joy, Iron Maiden Clan
Mech Lord

Killrod Joy, Irontooth Iron Maiden Clan,
male dwarf Smb13: CR 13; Medium humanoid
(dwarf); HD 13d8+26; hp 88; Init +5; Spd 20 ft.;
AC 18 (+1 Dex, +4 natural armor, +3 deflec-
tion), touch 14, flat-footed 17; Base Atk +9;
Mech Atk +12 (certain mechs); Grp +13; Atk
+16 melee (2d8+1d6+10/x3, +2 large buzzaxe of
shock) or +11 ranged (1d10, +1 steam gun) or +10
mech (on proficient mechs); Full Atk +16/+11
melee (2d8+1d6+10/x3, +2 large buzzaxe of
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' shock) or +11/+6 ranged (1d10, +1 steam gun) or
+10/+5 mech (on proficient mechs); SQ Artifi-
cial parts +6, darkvision 60 ft., dwarf traits, lose
self, metal skin, steam engine, steel skeleton;
AL CN; SV Fort +12, Ref +5, Will +10; Str 19,
Dex 12, Con 14, Int 12, Wis 14, Cha 11.

Skills: Balance +6, Climb +17, Craft (mech-
craft) +18, Disable Device +11, Knowledge
(steam engines) +14, Mech Pilot +9; Cleave,
Improved Initiative, Mech Hardened (barba-
gula, daughter, mother, raptor), Power Attack,
Weapon Focus (buzzaze).

Possessions: +2 large buzzaxe of shock, chatter-
sword, +1 steam gun amplified, dagger, ring of
protection +3.

Languages: Common, Dwarven, Gnome.

Steam Powers: Amplifier, darkness generator,
nozzle, pump.

Artificial Parts: Steam arms (+2 Str, +2 dam-
age), metal torso (+2 natural armor).

Kﬂlrod Joy is a burly old dwarf with a metal
torso and steam-powered arms. His hair is
stark white and stands up on end as if he’d been
electrocuted. He wears a black leather cloak
and protective goggles cover his eyes. Killrod
is a hyper fellow, and he’s always seen walk-
ing about the Iron Maiden camp muttering to
himself and occasionally cutting things up with
his buzzaxe.

Holding a conversation with him is often
difficult. His sentences are disjointed, as if his
mind is already racing off to something else.
Because of this, his tribesmen think him a bit
off, but his fierceness in battle has gained him
all the respect from them that he needs. Luckily,
his wife, Loka Joy (Mcj6/Cog4), helps him deal
with the finer points of clan leadership.

Mother Mace, Iron Maiden
Leader

Mother Mace, Irontooth Iron Maiden
Clan, female dwarf Mnk3/Smb9/Ank2:
CR 14; Medium humanoid (dwarf); HD
12d8+2d10+70; hp 138; Init +9; Spd 30 ft.;
AC 20 (+5 Dex, +3 armor, +2 natural armor),
touch 15, flat-footed 20 (uncanny dodge);
Base Atk +10; Mech Atk +5; Grp +13; Atk +14
melee (1d8+4, unarmed damage) or +15 ranged
(1d8/19-20, light crossbow) or +6 mech; Full
Atk +14/49 melee (1d8+4, unarmed damage)
or +12/+12 (1d8+4, flurry of blows) or +15/+5
ranged (1d8/19-20, light crossbow) or +6 mech;
SA Artificial parts +5, flurry of blows, unarmed
strike; SQ Connections I, darkvision 60 ft.,
dwarf traits, evasion, lose self, metal skin (+2
natural armor), rapid boarder +1, steel skel-

eton, steam engine, steam powers, still mind,

4 tools; AL LN; SV Fort +17, Ref +17, Will +11; Str

16, Dex 20, Con 21, Int 11, Wis 10, Cha 9.

Skills and Feats: Balance +18, Climb +15, Con-
centration 46, Craft (mechcraft) +6, Hide +16,
Jump +14, Knowledge (mechs) +3, Knowledge
(steam engines) +2, Listen +2, Move Silently
+9, Spot +7, Tumble +13; Alertness, Deflect
Arrows, Gearstride, Improved Initiative,
Improved Unarmed Strike, Iron Will, Lightning
Reflexes, Mech Rider, Strong Self.

Possessions: Bracers ofarmor +3, light crossbow,
quarterstaft, potion of cure light wounds (x3).

Artificial Parts: Two steam arms (+1 attack,
unarmed damage 1d8, +1 damage), steam legs

(+1 Dex).

Steam Powers: Cauterizer, fog generator.

other Mace is the leader of the Iron

Maidens, an adventuring group so-called
because all its members are female steamborgs.
The Iron Maidens do a great deal of exploration
for the Iron Maiden Clan, seeking out fallen
meteorites, though the also participate in over-
taking strong mechs with the other members
of the clan. Mother Maiden’s team specializes
in boring through their portholes and bringing
them down one crewmember at a time.

A dwarven steamborg, she has replaced her
arms and legs with steam gear, and a metal skull
cap has been permanently attached to her head.
Her steam legs are long, making her height fust
over 6 feet, and her steam arms have been pro-
portioned to match.

Mother Mace’s monk abilities coupled with
her steamborg abilities make her a dangerous
opponent. Like a lot of steamborgs, she some-
times loses herself to her machine side, but

she is learning to control that. She is a strong,

4& organized leader, and her Maidens will follow



her anywhere — no questions asked.

Sister Sword, Iron Maiden
Warrior

Sister Sword, Iron Maiden Clan Mech,
female human Crg6/Smb5: CR 11; Medium
humanoid (human); HD 6d8+5d10+33; hp 91;
Init +5; Spd 30 ft.; AC 19 (+1 Dex, +6 armor,
+2 natural armor), touch 11, flat-footed 18; Base
Atk +9; Mech Atk +9 (certain mechs); Grp
+12; Atk +13 melee (1d8+6+1d6 electricity/
19-20, +2 longsword of shock) or +13 (1d6+6/19-
20, +2 short sword) or +10 ranged (1d8/19-20,
light crossbow) or +10 mech (on proficient
mechs); Full Atk +13/+8 melee (1d8+6+1d6
electricity/19-20, +2 longsword of shock) and
+13/+8 (1d6+6/19-20, +2 short sword) or
+10/45 ranged (1d8/19-20, light crossbow)
or +10/4+5 mech (on proficient mechs); SA
Combat style (two-weapon combat), favored
enemy (dragon), improved combat style, wild
empathy; SQ animal companion, artificial part
+2 (atk +1, dmg +1), lose self, metal skin (+2
natural AC bonus), steam engine; AL N; SV
Fort +14, Ref +9, Will +8; Str 17, Dex 12, Con
17, Int 13, Wis 10, Cha 11.

Skills and Feats: Balance +8, Climb +9,
Concentration +7, Craft (mechcraft) +10, Dis-
able Device +5, Heal +10, Hide +9, [ump +7,
Knowledge (steam engines) +13, Listen +9,
Move Silently +4, Spot +5; Endurance, Gear-
stride, Improved Initiative, Improved Two-
Weapon Fighting, Mech Rider, Mech Hardened
(barbagula, daughter, mother, raptor), Strong
Self, Track, Two-Weapon Fighting.

Possessions: +2 chain shirt, +2 long sword of
shock, +2 short sword, dagger, light crossbow,
ring of resistance +2.

Languages: Common, Dwarven.

Artificial Parts: Mechanical arms (+1 attack,
+1 damage).

ister Sword long ago replaced her arms

with mechanical ones, making her stron-
ger and more deadly with her favored magi-
cal swords. Sister Sword is very effective at
making her way through a mech’s gear forest,
and she’s very effective at taking out a mech’s
crew.

Sister Sword is a dark-haired human woman
of average height and build. A large scar cuts
across the right side of her head, starting at
the temple and ending just under her chin.

Sister Sword enjoys attacking mechs more
than performing the exploration jobs the Iron
Maidens are sometimes assigned. She’s most
at home in a mech’s inner workings, and she
finds bringing down a mech an exhilirating
challenge. Still, she is very loyal to Mother

/ Mace and the other Iron Maidens, and will do

whatever s needed. She spends a great deal of

a

B

time training with her swords, though she can
occasionally be swayed into a game of cards.

Sister Stalker, Iron Maiden
Stalker

Sister Stalker, Irontooth Iron Maiden
Clan, female halfling Stk6/Smb4: CR
10; Medium humanoid (halfling); HD
6d6+4d10+30; hp 75; Init +4; Spd 30 ft.; AC
18 (+4 Dex, +3 armor, +1 size), touch 15, flat-
footed 18; Base Atk +7; Mech Atk +7 (certain
mechs); Grp +3; Atk +9 melee (1d4/19-20,
small masterwork shortsword) or +13 ranged
(1d3+1/19-20, small +1 dagger) or +11 mech
(on proficient mechs); Full Atk +9/+4 melee
(1d4/19-20, small masterwork shortsword) or
+13/+48 ranged (1d3+1/19-20, small +I dag-
ger) or +11/4+6 mech (on proficient mechs);
SA Sneak attack +3d6; SQ Artificial parts +2,
evasion, halfling traits, lose self, steam engine,
trapfinding, trap sense +2, uncanny dodge; AL
N; SV Fort +10, Ref +11, Will +9; Str 11, Dex 18,
Con 17, Int 15, Wis 14, Cha 10.

Skills and Feats: Balance + 19, Climb +14,
Craft (mechcraft) +13, Disable Device +11,
Escape Artist +9, Gather Information +5, Hide
+8, Knowledge (mechs) +9, Knowledge (steam
engines) +11, Jump +2, Listen +4, Mech Pilot

+9, Move Silently +15, Open Lock +13, Search

4& +7, Tumble +13, Use Magic Device +8; Gear-

/ stride, Mech Hardened (barbag'ula, daughter,
mother, raptor) Mech Rider, Run.

Possessions: Bracers of armor +3, small master-
work short sword, small +1 dagger (x4), wand
of magic missile (CL 5, 20 charges), masterwork
thieves’ tools.

Languages: Common, Dwarven, Halfling.

Artificial Parts: Steam legs (+10 ft. move-
ment).

ister Stalker joined the Iron Maidens just
Ssix years ago. She was formerly freelancing
her stalker talents to whomever paid the high-
est, but she joined up with the Iron Maidens
when the Iron Maidens happened to attack
a mech she was in the process of infiltrating
— and they weren’t being quite as stealthy as
she. They initially intimidated her into helping
them, though they paid her for her assistance.
Impressed by her skills, they offered her the
chance to earn more money as a member of
their group. Since they had recently lost a
sister, Sister Axe, to a surprise attack by the
Legion, they had an opening for another steam-
borg within their ranks. Unfortunately, Sister
Stalker was no steamborg at the time.

She agreed to accompany them for a time
to see if their stories of gold were true. When
the stories panned out, and after she realized
how beneficial the steamborg additions had
been for the others, she decided to go under
the knife herself. Sister Stalker then had her
legs replaced with steam legs, making her




much faster for her race. After the operation,
she officially became one of the Iron Maid-
ens and a member of the Iron Maiden Clan.
Though money remains her primary interest,
she has a growing bond to the others, as they
have protected her life on many occasions and
have brought her more wealth than she could
have acquired on her own. She also enjoys the
fame that being a member of the Iron Maidens
has brought her. It seems that bards are very
attracted to the strange group, and the Iron
Maiden clansmen are always willing to buy
them some good brew and a meal just to hear
their tales.

Sister Spellslinger, Iron Maiden
Sorcerer

Sister Spellslinger, Irontooth Iron Maid-
en Clan, female gnome Sor6/Smb5: CR 11;
Small humanoid (gnome); HD 6d4+5d8+36;
hp 73; Init +0; Spd 20 ft.; AC 17 (+4 natural
armor, +2 deflection, +1 size), touch 13, flat-
footed 17; Base Atk +6; Mech Atk +3; Grp +2;
Atk 4+10 melee (1d6+2/x3, small 42 hooked
hammer) or +10 ranged (1d3+3/19-20, +3 small
dagger) or +2 mech (any mech weapon); Full
Atk +10/45 melee (1d6+2/x3, small +2 hooked
hammer) or +10/+5 ranged (1d3+3/19-20, +3
small dagger) or +2 mech (any mech weapon);
SA Spells; SQ Artificial parts +2, familiar ben-
efits, gnome traits, lose self, low-light vision,
metal skin, steam engine, summon familiar; AL
N; SV Fort 49, Ref +3, Will +10; Str 10, Dex 10,
Con 16, Int 14, Wis 13, Cha 17.

Skills and Feats: Balance +5, Bluff +9, Con-

/ centration +12, Craft (alchemy) +10, Craft
(mechcraft) +13, Disable Device +9, Heal +6,
Hide +4, Knowledge (arcana) +8, Knowledge
(steam engines) +7, Listen +5 (+7 within 30 ft.
of familiar), Spot +1 (+3 within 30 ft. of famil-
iar); Alertness (with familiar), Craft Magic
Wand, Scribe Scroll, Strong Self, Toughness,
Weapon Focus (hooked hammer).

Possessions: Ring of protection +2, +2 hooked
hammer, +3 small dagger, wand of magic missiles
(5th, 36 charges), light crossbow, 20 bolts.

Languages:
Goblin.

Spells Known (6/7/6/4; DC 13 + spell level;
DC 14 +spell level illusion spells): O—detect mag-

Common, Dwarven, Gnome,

ic, flare, light, message, open/close, ray of frost, read
magic; 1st-burning hands, magic missile, obscuring
fog, shocking grasp; 2nd-bear’s endurance, cat’s
grace; 3rd-lightning bolt.

Spell-Like Abilities (DC 13 + spell level):
1/day—dancing lights, ghost sound, prestidigitation,
speak with animals.

Artificial Parts: Armor plating (natural armor
+2).

Steam Powers: Drill, fog generator.

Zavvy, lizard familiar; Tiny magical beast;
CR —; HD 1/2d8 (effective 11d8); hp 42; Init +2
(+2 Dex); Spd 20 ft., climb 20 ft.; AC 16 (+2
Dex, +2 size, +2 natural armor), touch 14, flat-
footed 14; Base Atk +6; Grp -6; Atk/Full Atk +8
melee (1d4-4, bite); SA Deliver touch spells;
SQ Improved evasion, low-light vision, speak
with master; AL N; SV Fort +6, Ref +5, Will
+10; Str 3, Dex 15, Con 10, Int 8, Wis 12, Cha 2.

Skills and Feats: Balance +10, Bluff +2, Climb
+12, Concentration +9, Hide +10, Knowledge
(arcana) +5, Knowledge (steam engines) +4,
Listen +3, Spot +3; Weapon Finesse.

ne of the Iron Maidens, Sister Spellsling-
Oer uses her magic to bolster their abili-
ties for up-close fighting and to protect the
group from distant enemies. Sister Spellslinger
enjoys a good fight, too, and has no qualms
about jumping into combat with her hooked
hammer. In fact, she often becomes a bit battle
crazed, and it’s sometimes difficult to drag her
away when a retreat is needed. For this reason,
Sister Sword often keeps close to her to keep
her away from trouble.

When not fighting, Sister Spellslinger is a
more fun-loving individual, enjoying practical
jokes, drinking, and gambling. She likes hear-
ing good music and good songs, and often takes
particular interest in local bards. When times
are good financially, she becomes a patron of
their arts, sharing large amounts of her wealth

with those she finds most entertaining.

<o

JAGUAR CLAN

fierce mech devil named [aguar leads the

Jaguar Clan. A tall human woman with
flaming red hair, [aguar is one of the few non-
dwarves to lead a clan of her own, and she is the
only female currently holding power as a Mech
Lord. She cultivates other women pilots, how-
ever, so she hopes she will not to be the last.
In fact, her own daughter, the 13-year-old Red
Lioness, is already showing signs of greatness
in the jousts.

|aguar was once a member of a small mech
tribe, but a Confederacy patrol killed her
entire tribe when they failed to offer the lead
Stenian officer a satisfactory tribute. The tribe
was quite poor; they had offered him every-
thing of value that they owned. Still, the rogue
Stenian was not impressed, and he ordered his
mechs to kill them all — which they did. Only
|aguar survived the massacre, by taking flight
into the flatlands on her father’s order. She ran
like the wind, escaping the chaos. Luckily, her
flight took her directly into the path of an Iron-
tooth Clan (Clan Hawk) en route to attack the
Stenian patrol for the booty it would provide
them. The scavengers became her saviors, as
they destroyed the Stenian patrol and took her
in as one of their own.

To this day, [aguar hates everything the
Stenian Confederacy represents. She and her
clan make a great deal of their living by attack-
ing small Stenian patrols and caravans. Her
clan favors the faster-moving smaller mechs,
and they attack in packs, with her larger mechs
providing artillery coverage in their battles.
The [aguar Clan has three special units called
Harriers whose composition features harrier
steamjocks who have the Speed Freak feat and
pilot jaguar harrier mechs (see pages 117 and
126). Mech jockeys and anklebiters also form
part of the units.

The |aguar Clan has only been in existence
for ten years. In that time, however, they have
become quite a devastating force. The Stentan

//F Confederacy has publicly offered to award a



mech to any group able to annihilate Jaguar
and her clan. To date, no one has been stupid
enough to try to take out one of the
Irontooth’s greatest mech devils.

The Jaguar Clan is one of the
few divinely devoted clans. They
faithfully follow the teachings
of Dotrak, as delivered by one
of his vessels, Gavinrul. The
very presence of Gavinrul has
helped persuade other clansmen
to change their thinking on Dotrak.
Thanks to its human leader and non-
traditional religious inclinations, the Jaguar
Clan contains a larger percentage of humans
and half-orcs than most Irontooth clans.

Leader: Mech Lord [aguar.

Clan Flag: White flag with a pouncing
jaguar.

Mech Resources: Ashigaru (2), barbagula
(8), daughter (2), fangbiter (2), incinerator
(2), iron maiden (3), jaguar harrier mech (12),
kabutoshi (1), magwagon (1), raptor (2). Pack-
age value: 281,595 gp

Clan Size: 130

Composition: 30% dwarves, 30% human,
10% gnomes, 25% half-orc, 5% other

Alignment: Neutral

Religion: Dotrak, the Great Engine.

Jaguar, Jaguar Clan Mech Lord

Jaguar, Irontooth Jaguar Clan Mech
Lord, female human Mcjl1/Mcd9: CR 20;
Medium humanoid (human); HD 20d6+40;
hp 112; Init +9; Spd 30 ft.; AC 18 (+5 Dex,
+3 armor), touch 15, flat-footed 13; Base Atk
+14; Mech Atk +20; Grp +15; Atk +23 melee
(1d6+5/19-20, +4 short sword) or +19 ranged
(1d8/19-20, light crossbow) or +25 mech (any
mech weapon); Full Atk +23/418/+13 melee
(1d6+5/19-20, +4 short sword) or +19/4+14/+9
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ranged (1d8/19-20, light crossbow) or +25/ Y

+20/+15/+10 mech (any mech weapon); SA
Agile mech +3, deflect projectiles,
extraordinary pilot, fast move-
ment, hand speed, masterful
@ dodge, mech fingers (skill
transfer, warrior instinct),
patchwork repairs, push the
envelope 3/day, roll with the
punches (2 increments), spe-
cial skill uses, stunning attack,
unarmed damage; AL N; SV Fort
+8, Ref +18, Will +7; Str 12, Dex
21, Con 14, Int 17, Wis 13, Cha 15.

Skills and Feats: Balance +15 (+18 to resist trip
attacks), Bluff +14, Climb +8 (+10 climbing in
mech), Craft (mechcraft) +25, Diplomacy +6,
Escape Artist +14, Hide +10, Jump +10, Intimi-
date +4, Knowledge (mechs) +28, Knowledge
(steam engines) +26, Listen +15, Mech Pilot
+50, Move Silently +10, Sense Motive +13,
Spot +13, Tumble +19; Dodge, Greater Weap-
on Focus (sword blade), Improved Critical
(sword blade), Improved Initiative, Improved
Trip, Mech Dancer, Mech Fu, Mechidextrous,
Mechrobatics, Mechwalker, Natural Pilot,
Quick Draw, Spring Attack, Weapon Finesse,
Weapon Focus (sword blade).

Possessions: Masterwork pilot’s armor, +4
short sword, light crossbow, light mace, dagger.

Languages: Common, Dwarven, Gnome,
Orc.

aguar s in her late thirties and stands just
[over six feet tall. She has flaming red hair
that she keeps in braids and a jaguar tattoo on
her left cheek. At the young age of 13, [aguar
proved herself so capable in the youth mech
jousts that Clan Hawk clans put her up against
adult opponents in real mechs. When she beat
several young clansmen in the jousts, they
made her a mech jockey and started using her
on the raids. She learned fast and rose quickly
through the ranks. In the clan-meet jousts, she
beat more and more opponents, and her repu-
tation expanded. Ten years ago, she decided
to challenge three Irontooth Mech Lords to a
Mech Lord Joust with their best pilots. Over
the three-day period, which provoked a great
Clan turnout, she not only proved capable of
beating each opponent in turn — a feat that has
rarely been done — but she attracted so many
followers that she was able to form her own
clan. After the joust, the defeated Mech Lords
from Clan Bugbear, Clan Battleaxe, and the
Righteous Lancers gifted her three old mechs
with which to start her clan.

|aguar is strong-willed and intent on becom-
ing a thorn in the Stenian Confederacy’s side. 4

She especially hates rogue officers who take
advantage of their power to terrorize others.
When she hears rumors of such officers, she
and her clansmen hunt them down and kill
them, taking th