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Work in Progress Page (to be removed >= v. 1.0)

Changes in version 0.40

· Made a few corrections.

· Included the "weaponsmiths, blacksmiths, and bowyers!  Oh my!" section.

Changes in version 0.35

· Added the "when tinkering goes bad" section.
· Added the "how it all works" section.
· Completed information on Reorx, the Dragonlance god.
· Updated prologue section.
· Added section "fantasy vs. reality"
· Added information on the NPC "tinker" class.
· Added headings for additional skills in a "new tinkering-related skills" section.
· Added wing-handled corkscrew, ratcheted locks, eggbeater, and beholder mouthpicks.
· Added the rules for multiple tinkers section.
· Alphabetized the gadgets and weapons sections.
TO DOs for version 0.50

· Add bicycles

· Include DCs for tinkering components.  I.E., a Blacksmith has a DC of xx to make such and such component.

· Include suggested timeline timeframe for each tinkerable item.

· Include section on "Smiths"

Long Term/On-Going TO DOs

· Continue to research and add references under "Suggested Reading"

· Come up with new Orc Exotic Weapons.

· Come up with devious Kobold Traps.

· Define a possible "artificer" or "mechanician" class who can create magical constructs.

· Include ideas for integrating magic and tinkering.

· Define "epiphany" rules for jumping technological hurdles and reaching scientific milestones (may be more appropriate for netbook of skills)

· Refine Legalese section further – become fully D20 compliant.

· Detail and describe Rupert Goldenberg's Dungeons.

Legalese

This printing of the "Great Tinkering NetBook" complies with the Open Gaming License (OGL) version 1.0a and includes Open Gaming Content (OGC) as identified under the terms of the Open Gaming License.  Subsequent printings of this product will incorporate, and comply with, the most current version of the Open Gaming License, as made available by Wizards of the Coast(.  All "tinkerable items" and NPCs contained in this netbook have been licensed and entered under the Open Gaming License as Open Gaming Content by the copyright holder.  In accordance with the terms of the Open Gaming License all entries used from this netbook should bear the COPYRIGHT NOTICE associated with each individual submission.  This COPYRIGHT NOTICE must remain affixed as a permanent part of the content.  All other portions of this netbook are Copyright 2001 DnD Community Council and remain Product Identity (PI) as protected under the terms of the Open Gaming License.  The materials presented herein are the original works of the author or are published with a "Permission Agreement" placed on file for each contributor.  These agreements can and will be provided upon request.

This product also complies with the D20STL and STLG, using the D20 System logo in compliance with all applicable rules set forth therein.  The 'd20 System' and the 'd20 System' logo are Trademarks owned by Wizards of the Coast and are used according to the terms of the d20 System License version 1.0.  A copy of this License can be found at www.wizards.com.  The 'd20 System' and the d20 System logo are Trademarks owned by Wizards of the Coast and are used with permission. "Dungeons & Dragons( and Wizards of the Coast( are Registered Trademarks of Wizards of the Coast, and are used with Permission."
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Prologue

  There are numerous references to tinkered materials in the fantasy genre, unfortunately there is little, if any information on the specifics of such tinkered items.  In the D&D world, Baldur's Gate II, a game by Black Isle Studios, features a gnomish thief/illusionist named Jan Jansen who has several tinkered items.  These include goggles that dispel invisibility, and a crossbow that shoots exploding skulls, among other things.  Further back, anyone who has ever played the Ultima series of games is familiar with Iolo's famous triple crossbows.  In other D&D sources, the Aurora's Whole Realms Catalog features a designer named DaRoni, a gnomish inventor who makes, among other things, chariots of mass destruction, and pontoon shoes for walking on water.  Even the official D&D gnomish miniature Nebin sports tinkered goggles on his head.

  When most people mention the word "tinkering" many people conjure up images of the Tinker Gnomes of Krynn.   While the Tinker Gnomes, in a sense, paved the way for Tinkering, the images of tinkering that it created ended up hindering tinkering in the end.  Tinkering has been plagued, and even gnomes to a lesser degree, by the Tinker Gnomes of Krynn.  Some people believe that all gnomes talk really fast and tinker insane gadgets, not knowing that it's just the Dragonlance variety that act that way.  Another misconception about tinkering is the fact that the tinkered items need to be completely useless, dangerous, redundant and overly large.  This, too, is simply not true and is a throwback to the original Dragonlance rules for Tinker Gnomes.  Dragonlance should be credited, however, for introducing the idea of tinkering.  Before Dragonlance, Gnomes were much like Dwarves, except they lived in the forest, and talked to animals.

  What has been lacking from these sources, however, have been the rules for creating these items.  Aurora's Whole Realms Catalog was a giant leap forward in that it at least published prices for the devices, but the list of items was sparse, the costs were high, and the items were hard to obtain.  This netbook is an attempt at bringing the art of tinkering to the gaming table.  These rules and items can be used with standard D&D rules

  Scads of references exist in the D&D literature concerning tinkers, but sadly, no concrete rules have existed – until now.  With these rules, tinkering takes a giant leap forward, and it is my hope that you find the rules enjoyable, usable and just plain fun.












-Curtis Bennett
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The Art of Tinkering

  Tinkering is the age-old art of creating useful devices that can act as aids and tools in countless fields.  The art of tinkering is the art of being able to see a need, and then fulfilling that need through the creation of a tool or device.  A tinker or, one who tinkers, is an artisan that is skilled in many areas of craft such as blacksmithing, tailoring, glassblowing, etc.  A tinker is a jack-of-all-trades, but master of none.  He has enough skill in multiple areas of craft to accomplish his goals, but is too impatient or aloof to pursue one area of craft to perfection.  Tinkers occupy a special niche in craft society and work to blend the ideas and creations of each separate craft into a harmony that will, he hopes, lead to a wonderful new device.  
Tinkering in your Campaign World

  Unlike the Tinker Gnomes of Krynn, these rules are designed to create working items that can add value to any D&D game.  Included in this document are rules for failure situations.  These rules are intended to determine what happens when a tinker fails to create an item.  What you won't find here are rules for failure situations after an item has been successfully created.  This does not imply that tinkered items are invulnerable – they are certainly subject to any physical limitations and can be broken and destroyed just as any normal item can.  However, once an item is created successfully it works as defined without possibility of random breakage or failure through no means but its own.  

  Allowing tinkering into your game can add great value and perhaps even some comedy.  A successful, talented tinker could reap rewards and fame for his creations.  Some notable tinkers even gain some notoriety for their devices.  While there are no rules here for failure rates, either cataclysmic or otherwise, DMs are left to their own devices to determine when and if such devices might fail.
  Most tinkered items will be small and relatively harmless.  The effect goggles of magnification have on a game is infinitesimally small compared to if a player creates some sort of floating city, complete with working ballista and cannons.  Care and caution should be used when considering the effect an item will have on a campaign.  The DM has the final say in determining which items can be created.  If the DM simply doesn't think that a 10-foot retractable hand could be created, then so be it.  There can certainly be limits to how fantastical any DM might want to allow his world to be.

  The following paragraphs discuss each D&D world and the role and effect tinkering has on that world:

· Abeir-Toril (Forgotten Realms) – Tinkering is prevalent in this world.  Whole communities of Gnomes and Dwarves are known to be heavily involved in the tinkering arts.  Several items from these communities make it into the mainstream human and demi-human populations.  Repeating crossbows, as well as double and triple crossbows are somewhat common.  The realms are diverse and tinkering's popularity varies from region to region.  Faerun contains the most tinkers by far.  Other regions, including Kara-Tur, Zakhara, Maztica and others tinkering is less common.  In the deserts of Zakhara, another form of tinkering called clockwork tinkering is actually studied as a school of magic.  Where tinkering is prevalent, famous tinkers can gain some notoriety, and can even make a modest living setting up tinkering shops in larger cities.  Tinkers in the realms tend to worship the honorary patron deity of tinkering – Gond the Wonderbringer.  Gond encourages his followers to pursue tinkering as an art.  While mostly prevalent on this world, Gond has been known to extend his reach into other worlds as well.

· Oerth (Greyhawk) – Tinkering is very common in this world.  It seems to be more common among gnomes than any other races.  In fact, some Gnomish communities, nestled away in the hills and mountains, have been known to regularly construct air ships, and tinkered armies.  Rumors exist of a floating city, complete with ballista and cannons, but visual verification is still nonexistent.

· Krynn (Dragonlance) – Tinkering on this planet has gotten a very bad reputation, due in part to the Tinker Gnomes, or Minoi.  These gnomes were cursed by the gods, not only to talk excessively fast, but also to tinker with furious passion, which usually leads to dangerous or cataclysmic results.  For this reason, the general populace has a very negative view of not only tinkering, but also of the tinker gnomes themselves.  Gnomes who are not Minoi practice tinkering with the utmost secrecy.

· Athas (Dark Sun) – Tinkering here is almost unheard of, not because it's shunned, but because of a lack of raw materials.  At the very least, most tinkerable items require metal, and many require springs.  Since it's impossible to make springs out of bone, the choices for tinkers are very limited.  Tinkers are a crafty sort by nature, however, and where applicable, they have learned to build with what they have.  As such, items that can be built with bone instead of metal can be available here.  This assumes that the tinker isn't spending huge amounts of money on metal for his contraptions.  Since most metal is used to make swords, there's not much left over for making retractable hands.  Prices should all be adjusted accordingly if metal is used.

· Ravenloft (The Demi-Plane of Dread) – Tinkering in Ravenloft is somewhat rare.  Aside from there being a shortage of teachers of the craft, most people just don't have the time.  What tinkering is done in the demi-plane is usually spent trying to find ways to get back home.  The tinkering here arrived with the people that brought it.  For the most part, tinkering is viewed with disinterest.  Most people are just trying to stay alive, and have little time to be interested in things like flying ships and stilts of growing.  Some items are popular here, however, such as the sand gun, and the liquid sprayer.

· Masque of the Red Death – While the tinkering rules could be used, the costs should all be adjusted to reflect the period.  The legality of certain items should be considered as well.  Boots of surprise would certainly be illegal.  DMs should use discretion when considering the use of any item in this setting.  Materials and resources can be made with better quality equipment.  Not to mention that most of these devices could be purchased more easily than made.

· Cerilia (Birthright) – Tinkering here is common among Gnomes and Dwarves.  Since there is such racial tension, most tinkering doesn't usually find a home outside the confines of gnomish and dwarvish cities.  That's not the say that there aren't any human or elven tinkers, they just tend to be uncommon.  

· Sigil and the Planes (Planescape) – When you live in a city where demons walk the street, seeing someone in a pair of goggles, and stilts of growing isn't going to phase anyone the least little bit.  Tinkering is so embedded in Sigil that most people don't even recognize it as anything special.  The existence of tinkering on other planes varies by plane.  It's wildly popular on Mechanus, but virtually unheard of in Limbo.  Tinkering is largely dependent on how readily available the resources are, and how reliable the laws of physics in the plane are.
Chapter I - The Mechanics of Tinkering

  These rules presented here represent one way in which a tinkering skill can be implemented into the D20 system that is D&D 3rd edition.  These rules represent much thought, work and brainstorming after reviewing many possible alternatives on how best to implement tinkering in the D20 system.  A case could be made for a tinkering feat, or even a tinkering prestige class.  In order to allow tinkering to be accessible, available, and doable, a tinkering skill was decided to be the best solution.  Tinkering, as a skill, can be improved upon, allowing the tinker to create more and more complex creations.  The tinkering skill is similar, in some ways, to the "Craft" skill.  The "Craft" skill is really a body of skills that comprise any skill that represents the creation of products.  Craft encompasses such skills as blacksmithing, tailoring, woodworking, and pottery.  Tinkering should be considered a subset of "Craft" although it is also a subset of every craft skill and, at the same time, subset to none of them.  Taking the tinkering skill, in no way, inhibits your character from pursuing other craft skills.

  The tinkering skill should not be used as a substitute for "blacksmithing" or "tailoring" or any other craft skill.  While tinkers are considered adequately skilled with each craft skill with which they are working, they are not skilled enough to independently use an untrained craft skill to produce an item with it.  You may know "garage" tinkers that build things covering a variety of trades, but weren't skilled enough in any one trade to produce a quality product from that trade.  

The Craft Skill Paradox

  When using the craft skill to create items, the cost of the item is a direct factor in determining how long it will take to create the item.  This formula assumes that cost = difficulty.  The Craft Skill works ok for most items such as swords and bows and households goods, but tends to break down at complex things.  Using the craft formula to create a horse-drawn carriage breaks down, because the creator would need to roll a blacksmithing, a woodworking, and a tailoring check to make the seats and canopy.  The cost of the materials is another major factor.  Let's say that you wanted to make a standard long sword, but you want to adorn the hilt with a large priceless ruby into the hilt of the sword.  The cost of the sword skyrockets, taking time with it, although the difficulty of placing the ruby on the hilt isn't accurately reflected by the formula.  Likewise, if a blacksmith has made long swords all his life, but the cost of iron has suddenly gone up because something has altered the supply, then long swords suddenly take longer to make.  Not because he got worse at making them, or because it took longer for him to get his resources in, but because the cost of iron went up - that doesn't make sense.  The craft skill formula doesn't consider supply and demand, and certainly doesn't elaborate as to what is required during item creation.  Lastly, the craft skill time is expressed in weeks.  This is probably accurate considering the tools and methods used in this time-period, but for tinkering, we want the skill to be viable and useable.  The items can be created in a reasonable amount of time - days, not weeks.  The ability to tinker difficult, complex items would only be delegated to NPC status if it took years to create anything.  Where's the fun in that?  While some items listed in this book are incredibly complex, many of them are viable and doable.  Those that are complex (and thus would take huge amounts of time) can either be used by DMs for story, or the tinker can find other tinkers to help him.  See the section on multiple tinkers.

A Craft Skill replacement formula

  I think the craft skill in the 3rd edition Player's Handbook was really something that was just kind of thrown together.  Their heart was in the right place, but in terms of importance, I suspect many other things in the rules took a higher priority than coming up with a realistic craft skill formula.  I don't blame the author's for this, but what I will do is provide a better alternative to the craft skill formula presented in the book.  For simplicity's sake, this formula assumes that all complexity modifiers are 1.  More on what a complexity modifier is later.  For now, just know that 1 multiplied by anything is redundant, so it simplifies the formula a bit.  (Item's DC – (Skill check Roll – item's DC)) = number of days to craft item.  If the number of days is less than 1, then the item is crafted in under a day; the DM decides.  If the skill check roll is less than the item's DC, the item can't be created.  A variation on this is to allow the skill check roll fail by up to 5 points.  This allows the crafter to create the item, but it takes them longer.  This formula should be considered a simpler, more basic formula to the one presented below for the tinkering skill.  The tinkering skill formula works perfectly for "mundane" items as well, it's just slightly more complicated.  All DCs should be assigned by the DM. 

Taking 10, taking 20

  Tinkering is a trained skill.  This means that it can not be performed by anyone unless the character has received training in it.  Ideally, one should receive training from another tinker, but if that's not possible, training under people who excel at specific craft skills will work.  For instance, tinkering is largely based on blacksmithing, woodworking, and maybe a few other craft skills.  A tinker has a basic understanding of each.  For this reason, a character that does not know tinkering can not perform any tinkering related activities.  Likewise, a character can not use "take 10" or "take 20" rules since the difficulty and the time involved are already part of the formula.  Taking 10 or 20 implies that the character has time to spend working on the device and is not pressured.  Since tinkering already can't be performed in the heat of battle, this would be a redundant statement.

The Tinkering Skill
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class skill.  See the section on tinkering and religion.

  Tinkering is a skill that is available to every race and class, unless prohibited by religious views (see "Tinkering and Religion").  Tinkering is not forbidden to any class since it is not a class-specific skill.  Tinkering is also allowed to any race and certain races are more inclined to be tinkers than others.  Table 1.1 shows the skill modifiers based on race.  This modifier is a racial modifier and does not effect the maximum number of ranks allowable to a skill by level.  This racial rule is optional.  This modifier is expressed in whole points.  A halfling fighter, for example, takes a +1 to his tinkering skill, although he learns tinkering as a cross-class skill.  This bonus is a +1, not a +0.5.  The tinkering skill is an intelligence-based skill.  Apply intelligence modifiers to the total skill level as you would any other skill.  

Table 1.1
Optional Racial Tinkering Skill Modifiers
Race
Modifier

Gnome*
+3

Dwarf
+2

Halfling
+1

Half-Orc
-2

*Tinker gnomes, while certainly skilled at tinkering, where, in fact, cursed.  Everything they tinkered ended up causing someone or something harm.  If playing with Tinker Gnomes, they should be allowed to tinker with great skill (give them a +5), but their items eventually fail them.

Any tinkerable item has a Difficulty Cost (DC); a monetary cost, expressed in gold pieces, and a complexity modifier that is used to distinguish between time-consuming and not-so time-consuming items.  The actual formula for creating an item is expressed as follows:

(Item's DC – (Skill check Roll – item's DC)) x complexity modifier = number of days to make the item with the following exceptions:

If the result is less than one, the item is made in less than a day.  The DM will decide the actual amount of time.  For example, I want to create an eggbeater that has a DC of 10.  I roll a check result of 23.  23 - 10 = 13.  10 - 13 = -3.  –3 is definitely less than 1, so it takes me less than a day to make the eggbeater.  The DM will decide exactly how many hours.  The lower the number, the less time it takes.  If the check result – item's DC is less than -5 the item can not be created.  For example, you want to create an item that has a DC of 30.  The check result is 23.  23 - 30 = –7.  You cannot create the item.  However, If you had rolled a 25, you could still make the item, but it would take 35 x complexity modifier days to make.  Failures below –5 (or some number at the DM's discretion) should consult the "When Tinkering Goes Bad" section to determine the consequences of that failure.

  If an item has a complexity modifier of 1, then there is no effect on the time it takes to create an item.  It is considered that the item is neither difficult nor easy to create.  Any variations in the complexity modifier skew the results in favor one way or the other.  The last step is to take the number of days and multiply them by the complexity modifier.  Using the complexity modifier, expensive items like a ruby-encrusted long sword don't take any longer to create than a regular long sword.  The cost of the item has been removed from the time equation.  Some items are difficult to make, and require detailed maneuverings of springs and levers, but don't take terribly long to make.  Likewise, some items are easy to make (low DC), but take a long time (high complexity modifier).

  Each item has a cost associated to it expressed in gold pieces.  This cost is incurred before the tinker can start any item.  This cost represents the cost of materials before construction can begin.  The tinker is not a craftsperson, in the sense that a glassblower creates glass.  The tinker needs the raw materials before he can begin.  While the tinker has some basic understanding of all the craft skills, the tinker should not be considered a blacksmith, a cobbler, or a potter (unless he is one!).  The tinker is just skilled in taking the raw materials and creating something new from them.  The tinker can create the plans and the designs for the components that he needs.  The tinker can then take these plans to the craftspeople to create the resources that he needs.  Once the resources are gathered, the tinker can combine them into his finished product.  For this reason, the tinker needs to have access to resources in order to create.  He cannot pay the cost for creating goggles of magnification, for example, while camped in the desert.  He has to have access to the resources that are tied to whatever item it is that he wants to create - in this case, a tailor and a glassblower.  If the tinker IS a tailor or a glassblower, then certainly he can be considered a resource.  A fellow party member can also be used as resources.  When creating materials for tinkering, the craft skill replacement formula can be used.

  Optionally, the DM can dictate that if the tinker wants to create anything he needs to find a craftsperson skilled enough to do the job.  It may be one thing to find a blacksmith, but it's quite another to find a blacksmith skilled enough to create quality, precise components for a wondrous calculation device, for example.  For this reason, every component listed in each tinkerable item's information includes a DC cost.  This DC cost is the cost to create the component.  This cost may be different than the cost to create the item as a whole, however.  Once the raw materials are created (by skilled craftsmen) the tinker has a whole other set of problems involved in putting it all together.

  The tinkering skill is not a replacement for all the other craft skills.  If one wanted to make a long sword, then they would use blacksmithing, and if one wanted to create a wooden spoon, they would need woodworking.  For an item to fall under the guise of the tinkering skill the following truths must apply to the item being created: The item must consist of some moving parts.  The item must consist of more than one type of component.  Using these guidelines, you can see that creating things like wagons and carriages fall under the tinkering umbrella.  This doesn't mean that anyone that creates these items are tinkers.  In fact, most of these items were created as a collaboration between various guilds that excelled at specific aspects of such creations.  A lone tinker could create such things, but never with the amount of quality or craftsmanship that could be accomplished by several craftspersons working together.

When Tinkering Goes Bad

  When a tinker attempts to build anything, there is a chance that he may not succeed, regardless of how skilled he is.  Unless, of course, the tinker has more ranks in the skill than the item's DC, in which case he will never fail.  For beginning tinkers, and for tinkers creating incredibly complex things, however, there is a chance for failure.  If the tinker makes a skill check roll and that roll is lower than the item's DC –5 (or whatever cutoff the DM has assigned) then the tinker has failed to create the item.  Consult table 1.2 "Tinkering Failures" to determine what has happened.

Table 1.2
Tinkering Failures – roll 1d20
Roll
Effect on components
Amount of time wasted

1
The item is a dismal failure.  All components are destroyed in the process.
100% of time is lost. 

2-3
The item is a dismal failure.  All components are destroyed in the process.
50% of time is lost.

4-5
The item is a dismal failure.  All components are destroyed in the process.
Error is discovered right away.  No time is lost.

6
Horrible miscalculations occurred.  50% of components are destroyed in the process.  DM chooses which components.
100% of time is lost. 

7-8
Horrible miscalculations occurred.  50% of components are destroyed in the process.  DM chooses which components.
50% of time is lost.

9-10
Horrible miscalculations occurred.  50% of components are destroyed in the process.  DM chooses which components.
Error is discovered right away.  No time is lost.

11
Several miscalculations were made.  25% of components are destroyed in the process.  DM chooses which components.
100% of time is lost. 

12-13
Several miscalculations were made.  25% of components are destroyed in the process.  DM chooses which components.
50% of time is lost.

14-15
Several miscalculations were made.  25% of components are destroyed in the process.  DM chooses which components.
Error is discovered right away.  No time is lost.

16-17
The item was not built successfully, however the components are all still intact.  Tinker can go back to the drawing board and start again.
100% of time is lost. 

18-19
The item was not built successfully, however the components are all still intact.  Tinker can go back to the drawing board and start again.
50% of time is lost.

20
The tinker is able to create the item in the 2x rolled time, although the item will fail 33% of the time.  Tinker is unaware that the creation is doomed in this manner.
200% of rolled time is utilized in the creation.  Take the time as rolled and multiply by 2.

  There are several things that can happen when a tinkering skill roll fails – the tinker can waste many components, a lot of time, or both.  In the worst case, the tinker ends up destroying all the components, but only after he's spent the full amount of time on the project.  A better situation occurs when the tinker realizes that some of the components will not work right away and can replace those components and start anew.  It is assumed that the specs he gave to the craftsmen were incorrect and need to be replaced.  If the roll is a 20, the tinker works on the item not knowing that there is a slight miscalculation in the components.  The tinker will work on it for an amount of time equal to 2x the rolled time.  At the end of that time, the tinker will complete the item, not knowing that it will fail a third of the time.  The item cannot be repaired in this state.  For this reason, the DM should roll all tinkering check rolls and relay the pertinent information to the tinker, i.e. "You failed, and this is the result", or "you succeed after spending x amount of time on the project."

  Some items can't fail 33% of the time.  Such is the case of the goggles of magnification – either they work or they don't.  In the event that the tinker fails in the creation of such an item and the DM rolls a 20, disregard the roll and roll on the table, disregarding subsequent 20s.  

How it all works

  The entire tinkering roll should work like this: The player tells the DM what he is creating.  When the tinker is in town, he should be purchasing the necessary components to build whatever it is he is creating.  For each component, the DM should roll a craft skill check against each components target DC.  The DM should assign skill points to each craftsman based on how good the DM thinks that craftsman is in his or her craft.  Typical blacksmiths, tailors, woodworkers, etc will be well skilled in large cities.  Specialists such as glassblowers or other artisans may not be as skilled, even in large cities.  Particularly evil DMs may secretly roll the craftsperson's craft check, and note any failures without telling the tinker.  In these cases, it is assumed that the craftsman believes that they have succeeded in making the requested item.  These results will cause the tinker to automatically fail, regardless of what they roll on their tinkering skill check.  If all components are crafted successfully, the DM will make the tinkering roll.  Success indicates an amount of time to create the item, and the DM should relay that information to the tinker.  If the DM rolls a failure, the DM should roll again to determine what the outcome is.  If the DM rolls the outcome of 20, the calculation should be made and the player should be told that their device will take the number of days calculated.  If the failure result indicates that the result will fail after n days, then the DM will wait n days before telling the tinker that their item has failed.  Again, particularly cruel DMs may want to always roll more than once, to keep the tinker guessing as to whether he has succeeded or failed.

Weaponsmiths, Blacksmiths, and Bowyers!  Oh My!

  This topic was bound to be raised at some point in this book, and here it is.  There are a lot of words floating about in regards to the name of professions.  Even the player's handbook lists some that don't make sense.  Technically, a Blacksmith makes everything from horseshoes to armor.  That's not to say that blacksmiths didn't specialize in making one thing over another, but they were all blacksmiths.  A city can always use lots of blacksmiths, and some might spend all their time doing nothing but making nails, horseshoes and tools.  Others might devote all of their time to making weapons, and another group might make only armor.  Guilds formed around such groupings of trade in order to share information, work more productively, and to protect trade secrets.  A bowyer is one who makes or sells bows.  Again, bowyers might specialize and just make bows or they might make crossbows.  Interestingly enough, an entirely different group of people – fletchers make arrows.  So who makes spears and halberds?  Likely these were made by blacksmiths while working with woodworkers.  A spear or a halberd is merely a metal tip of some sort fashioned onto a wooden pole.  In a large city, or a castle there may be woodworkers who do nothing but make wooden poles, especially during war time.  A blacksmith might work with a metalworker to produce something useful from the molten metal.  Metalworkers might work with other metals besides just iron, but probably not gold or silver.  For those, we have goldsmiths and silversmiths (how convenient).  A swordsmith does not exist, unless you define it as the class of blacksmiths that do nothing but make swords.  In this document, references to "weaponsmith" or "swordsmith" will not be made, except in this section.

Bowyer - One who makes or sells bows for archery

Blacksmith – One that forges and shapes iron with an anvil and hammer

Weaponsmith – There is no such thing as a weaponsmith

Fletcher – One who makes arrows

Cobbler – One that mends or makes boots and shoes

Swordsmith – There is no such thing as a swordsmith

Cooper - One that makes or repairs wooden barrels and tubs.

Glassblower - Someone skilled in blowing bottles from molten glass

Woodworker – One who makes things from wood

Metalworker - Someone who works metal (especially by hammering it when it is hot and malleable)

Goldsmith - An artisan who fashions objects of gold

Silversmith - One that makes, repairs, or replates articles of silver.

Carpenter - A skilled worker who makes, finishes, and repairs wooden objects and structures

Tinkering and Religion

  As a rule, most deities don't pay tinkering much attention.  This is not always true however, for a few deities take an active interest in the tinkering community.  Other deities seem to go out of their way to inhibit tinkering.  Clerics and Paladins that want to learn tinkering do so at the cross-class skill cost, unless they follow a tinkering-friendly god.  Certain gods don't like tinkering and try to prevent it.  Followers of these gods can not learn tinkering at all, regardless of their class.  Benefits and hindrances for followers of each god are listed in that god's description.

Akadi - Greater power of the Elemental Plane of Air, N 

Akadi is often venerated by those tinkers seeking the art of flight, be that flight lighter of heavier than air.  Worshippers of Akadi receive a +1 bonus to all skill checks when attempting to create or fly any air ship.  Tinkers who are not followers of Akadi like to have Akadian priests nearby when test-flying newly created flying devices.  Priests of Akadi learn tinkering as a cross-class skill. 

Corellon Larethian, Creator of the Elves, CG 

As if giving birth to the entire elven race weren't enough, Corellon, among other things, is the elven diety of crafts.  Followers of Corellon take tinkering as a class skill.  Corellon is the only tinkering-friendly elven god. 

Cyrrollalee, the Hearthkeeper, LG 

Halflings who are tinkers pay homage to Cyrrollalee.  She is the Halfling god of many things, including crafts.  Because she is also the god of hearth and home, most tinkers who pay her their respects also tend to be homebodies and rarely leave home.  They tinker quietly while being close to family.  Likewise, their tinkering tends to benefit halfling society and their homes. Cyrrollalee is technically the tinker of weaving and needlework, but also praises and supports those that explore their tinkering sides.  Followers of Cyrrollalee receive tinkering as a class skill.  Most Halfling tinkers rarely leave home. 

Dugmaren Brightmantle, the Wandering Tinker, CG 

Dugmaren Brightmantle is the dwarven god of invention, scholarship and discovery.  Dugmaren is a tinker himself, but a somewhat undisciplined one.  Much to Moradin's annoyance, Dugmaren often leaves his inventions unfinished.  Because of this, followers of Dugmaren receive a -1 to all tinkering rolls, but take tinkering as a class skill regardless of their class. 

Garl Glittergold, The Joker, NG (some sources indicate LG) 

Followers of the Gnomish god Garl Glittergold are many things: gemcutters, pranksters, protectors, and of course, tinkers.  Glittergold's faithful take tinkering as a class skill regardless of class.  Unlike followers of Gond or Oghma, followers of Glittergold do not receive a +1 to tinkering rolls - they are too aloof and undisciplined in their studies. 

Gond, The Wonderbringer, N 

Gond is the epitome of the Tinkering god.  He himself is the greatest tinker ever, and followers of Gond are indeed encouraged and supported in tinkering endeavors.  All followers of Gond gain a +1 to tinkering.  All followers of Gond take tinkering as a class skill, regardless of their class.  In addition to these benefits, Gond's pious all receive tinkering free at first level. 

Flandal Steelskin, Master of Metal, NG 

Flandal Steelskin is the Gnomish god of mining and crasftsmanship, including smithing, metalworking, and armoring.  Technically, these fields do not include tinkering, but Flandal is tinkering-friendly nonetheless and certainly supports and admires such endeavors.  Followers of Flandal receive tinkering as a class skill. 

Istishia, Greater power of the Elemental Plane of Water, N 

Tinkers that follow Istishia gain a +1 tinker roll when creating any tinkering device that will either float on, or be submerged in water.  Likewise, Istishia's priests gain a +1 to all steam-powered devices.  Technically steam deals with fire, but the steam itself is water.  Tinkers who are not followers of Istishia often like to get their blessing on any steam or water crafts that they create.  Priests of Istisha learn tinkering as a cross-class skill. 

Kossuth, Greater power of the Elemental Plane of Fire, N 

Followers of Kossuth gain a +1 to their tinkering roll when creating any steam-powered device.  They do not get this roll when applied to any form of water transportation, however.  Priests of Kossuth learn tinkering as a cross-class skill. 

Laduguer, the Exile, LE 

Laduguer is a grim, gloomy god of the Duergar dwarves.  He is the Duergar god of magical weapon creation and skilled artisanship, among other things.  Followers of Laduguer receive tinkering as a class skill. 

Moradin, the Soul Forger, LG 

Moradin is the main dwarven god, and the creator of the dwarven race.  All followers of Moradin receive tinkering as a class skill.  Because of Moradin's stringent demands and high sense of perfection, followers of Moradin receive a +2 to tinkering rolls, but incur a 0.2 increase in complexity modifiers on all tinkering checks. 

Nebelun, the Meddler, N 

Nebelun is an obscure god that is worshipped by a few people in Faerun.  Actually, Nebelun isn't active in the Realms, and Gond has assumed his role in that world.  Nadul DaRoni (detailed here and in the Aurora's Whole Realms Catalog) is a follower of Nebelun. DaRoni also has his own following, and thus a following to Nebelun. Nebelun's followers, like Gond, receive tinkering as a class skill as well as enjoying a +1 bonus to tinkering.  Nebelun is actually the patron to tinker gnomes. 

Oghma, The Lord of Knowledge, N 

Oghma, Gond's superior, is the God of invention, and inspiration. Tinkers often turn to Oghma first for ideas, and then to Gond for help in creating their work.  Like Gond, followers of Oghma receive a +1 to any tinkering.  Likewise, all followers of Oghma take tinkering as a Class skill, regardless of class. 

Reorx, The Forge, N 

Reorx is a Dragonlance god, and is the creator of the mortal races, the world itself, and the father to Tinker Gnomes and dwarves.  Reorx is considered the patron of tinkers in this world, among other things.  Tinker Gnomes used to be humans until Reorx cursed them to be diminutive tinkers whose creations fail them, and who talk really fast.  Followers of Reorx take tinkering as a class skill.  In addition, non-gnomish tinkers that follow Reorx receive a +1 to their tinkering skill rolls.

In addition to these gods, the following gods inspire their followers in the ways of tinkering.  Followers of these gods all receive tinkering as a class skill, regardless of class. 

Athena, LG (Greek) 

Hephaestus, NH (Greek) 

Lugh, CN (Celtic) 

Meriadar, LN (Goblinoid) 

Ptah, LN (Egyptian) 

Thoth, N (Egyptian)

Chapter II - Historical Timeline of Significant Achievements and events

  What follows is a brief timeline of technological achievements and significant events in our world.  You or your DM must decide where in this timeline you want your campaign world to exist.  There is a big difference in technology available to a campaign set in the 1700s versus one set in the 1300s.  DMs are certainly allowed to alter the timeline to suit their world's needs as much as they like.  They may also prefer a more accelerated timeline or a slower timeline.  During the Dark Ages, the very concept of "tinkering" would be a foreign concept, and probably wouldn't have existed in the form presented here until the 1500s or so.  Some technologies, like the telescope, had the potential to be created earlier than they were.  That is, the ingredients were available, but in this case, it remained undiscovered for over 100 years before being developed.  Certainly, some technologies rely on other technologies.  You can't build a telescope without the convex lens, and you can't build an airplane without the knowledge of the air foil design.  

  It's also a fact that some cultures discovered things earlier than others did.  It was believed that the people of Atlantis had technological advancements that outdid anything else in the world at the time.  The Chinese were the first to invent a great many things, but Westerners tended to get the credit for many things that the Chinese had had for hundreds of years in some cases.  This may be a factor in your campaign if you are running an Asian campaign versus a European based campaign.  It's entirely up to you.  In a realistic sense, any technology developed anywhere is readily available so long as there is free trade and free communication of ideas.  China, for hundreds of years, was completely isolated to the rest of the world, which also meant that their technology was unheard of outside its borders.

River boats are invented
The Hittites develop crude iron metallurgy
Kites were being flown in China
Tsai Lun invents paper in China
Iron horseshoes come into common use
Paper is introduced into Europe
Convex lens spectacles are used to treat farsighted people
The Chinese develop wooden block movable type printing
Johannes Gutenberg finishes a printing press with metal movable type
Leonardo da Vinci describes a flying machine

3500 BC
1500 BC
200 BC
105 AD
770
1100s
1285
1450
1454
1492


3000 BC
1200 BC
100 BC
753 AD
1050
1249
1346
1451
1480

Bronze is used for weapons and armor
Invention of steel under right conditions
Glass-blowing is discovered in Syria
Paper available in the Arab countries
Crossbows are invented in Europe
Roger Bacon states formulas for gunpowder
Cannons come into wide use
Nicholas 

of Cusa invents concave lens to treat nearsighted people
Leonardo da Vinci describes a workable parachute

Peter Henlein builds the first pocket-watch
Zacharias Janssen invents the micro-scope
Shakespeare's Romeo and Juliet is first performed
William Oughtred invents the slide rule
Anton van Leeuwenhoek invents the compound microscope
Gabriel Fahrenheit invents the mercury thermo-meter
Jacques de Vaucanson demonstrates his clockwork powered carriage
David Bushnell's "Turtle" submerges to attack Lord Howe's Flagship "Eagle"
Wolfgang Amadeus Mozart composes his requiem; dies that same year

1502
1590
1594
1622
1674
1714
1740
1776
1791


1569
1592
1608
1656
1698
1737
1747
1783

Gerardus Mercator issues the first Mercator projection map
Galileo Galilei builds a crude thermo-meter
Hans Lipperhey patents the first telescope
Christian Huygens builds the first accurate pendulum clock
Thomas Savery builds a steam-powered water pump to pump water out of mines
John Harrison presents the nautical chronometer, allowing for precise longitude determination while at sea
James Lind discovers that citrus fruits prevent scurvy
Joseph Montgolfier and Étienne Montgolfier launch the first hot air balloons

Claude Chappe establishes the first long-distance semaphore telegraph line
Alessandro Volta announces his invention of the electric battery
Isaac de Rivas makes a hydrogen gas powered vehicle
George Stephenson builds the first practical steam powered railroad locomotive
Augustus Siebe invents a diving suit which receives air pumped from the surface
Joseph Henry proposes and builds an electric telegraph
The pedal bicycle, or velocipede was invented
George Westinghouse invents the compressed air locomotive brake
Nikolaus Otto designs a four-stroke internal-combustion engine
Brakes for bicycles were invented and used at around this time

1793
1800
1807
1814
1819
1831
1865
1868
1876
1895


1794
1801
1808
1817
1826
1839
1867
1876
1889

Eli Whitney patents the cotton gin
Richard Trevithick builds a prototype steam powered railroad locomotive
Beethoven writes his 5th Symphony
Baron von Drais invents the first all-wood bicycle (sans pedals)
Joseph Niépce takes the first permanent photograph
Charles Goodyear invents vulcanized rubber
Alfred Nobel patents dynamite
Alexander Graham Bell and Thomas Watson exhibit an electric telephone
Almon Strowger patents the direct dial telephone

Ferdinand von Zeppelin builds the first successful dirigible
Alexander Fleming discovers penicillin

1900
1928


1903

Orville and Wilbur Wright fly the first motor-driven airplane

   This timeline, of course, is for our own world, and reflects the unique conditions present here.  There are a few things to consider when coming up with a timeline suitable for any existing D&D world, or for your own world.  For instance, what role does the church play in fostering new technology?  A world that has a strong church devoted to new technology can really excel the development of technology.  Likewise, one that oppresses its people will cause technology to all but cease.  Other things to consider in our world are the Bubonic Plaque, or the "Black Death" which killed countless Europeans, and the obvious lack of magic in our world.  In a magic-rich world, penicillin might never get discovered simply because there's not much need.  In a world where priests and paladins can cast "cure disease" there's not much need for people like Alexander Fleming.  

  Magic can speed up technology, however.  With the use of magic, transportation is not an issue.  It's possible that wizards could have been teleporting all over the world for countless centuries.  This removes both physical and political boundaries to countries.  A place like Communist Russia would have a hard time keeping the population inside its borders if the mages could just teleport out at will.  This also means that any technology that is developed in Asia would also be readily available everywhere, at least in a timeframe 1/5 that of our own world.  This means, that paper would have been available in Europe as early as the 4th century.  The spread of paper means the spread of knowledge and that compacts the whole timeline down 20-30%.

  Magic can also be a detriment to technology.  Just as priestly magic will nullify the need for medical technology, magic will negate the need for things like flying ships and dynamite.  If you've got a 5th level wizard down the street that can cast fireball, needing to develop something like dynamite never crosses your mind.  Developments are created out of a need that can't be fulfilled any other way.  Wizards can fulfill many needs that, in our world, could be fulfilled no other way.  

Technological Flavor

  Technology can add a certain "flavor" to a D&D game.  A game set in the Dark Ages is very different than one set in an era of Galileo and Shakespeare.  As the DM, you need to decide with what level of technology you're comfortable.  The highest any D&D world has probably ever been would be somewhere around the early 1600s.  At that point, guns were commonplace, swords were rarely used, cannons were on ships, and pirates sailed the high seas.  

  A more appropriate D&D world is probably one that has a timeline that varies from our own.  Most D&D worlds assume that guns are very rare.  Most DMs don't want the headache of dealing with them, don't understand them, and most of all, think that they are unbalancing.  For this reason, guns have tended to be very rare in D&D, cannons as well for the same reason.  As you can see from the timeline, however, guns and cannons were developed hundreds of years before the telescope, or "spyglass", which is a staple of any D&D equipment listing.  It's certainly reasonable to assume that guns and cannons aren't as necessary in a magic rich world.  Why have guns when wizards have been shooting off magic missiles for thousands of years?  

  Another big difference between our world and a D&D world is the amount of time that the populations of the world have been communicating and travelling and learning.  Our world is relatively short.  A mere 2000 years ago we had no paper, most of the world was unexplored, we lived in stone, or grass huts and worshipped primitive sun gods.  In a D&D world, 2000 years is 2 elven generations!  Technology can certain last a lot longer in a world such as this when you've got people living a lot longer, and historical records being passed down through word of mouth that last so long.  Gnomes and Dwarves live hundreds of years as well.  Imagine what our world might be like if Galileo or Da Vinci were Gnomes and continued to develop ideas and research 300 years longer than they did in our world!

  What you get, of course, is a fantastical world that blends the best of technology and magic together in a wondrous harmony.  Technology, in some fields, would be stagnant or non-existent, but in other areas, it would far surpass our own.  A typical D&D world might have held a technological position such as our own 15th century Europe for 10,000 years!  This leads to the disparity that results in guns and cannons being rare and "spyglasses" being common.

A Sample D&D Technology Timeline

  What is needed is a revised technology timeline; one that is appropriate to a D&D-style world.  There are, of course, several differences between our world and a D&D world – our calendar, for one.  Our calendar is based on Christian dates, specifically year 0 being the approximate birth of Christ.  We assume that D&D has no such date, however it's reasonable to assume that a significant date, such as 0, would be based upon some momentous event shared by the vast majority of the population – or at least those that use that calendar.  Most Chinese don't care too much about Christ, and for this reason they continue to use a different calendar.  For the sake of argument, let's start our D&D timeline at 0, and we'll make it equivalent to our own 0.  Let's also assume that our BC advancements also occurred in our D&D timeline in those years prior to its 0-year.  

Paper invented in Oriental lands
Paper introduced into the Western world
Crossbows are invented
Wooden block movable type printing developed in Oriental lands
Printing press with movable metal type invented in Western lands
The Microscope is invented
A crude thermo-meter is built
Compound Microscope is invented
First Mercator map projection is drawn
Mercury thermo-meter is built

105
450
955
1275
1350
1450
1505
1595
1675
1750


250
650
1215
1235
1400
1475
1545
1635
1725

Paper available in the Arab countries
Iron horseshoes come into common use
Convex lens is invented
Concave lens is invented
The first pocket-watch is built
The first telescope is invented
The first accurate pendulum clock is built
Formula for gunpowder discovered
First cannons are designed

Slide Rule is invented
First hot-air balloon is launched
The first steam-powered locomotive is designed and built
Bicycle with pedals and brakes is invented
Firearms just become reliable and mainstream
the first long-distance semaphore telegraph line is built
The first working electric telegraph is built



1775
1825
1845
1875
1905
1975
2035


1800
1835
1860
1890
1925
2020
2075

Steam power is discovered
The first bicycle is invented
A diving suit that receives air pumped from the surface is invented
Cannons come into wide use
The first steam-powered submarine is invented
Invention of the electric battery
The first permanent photograph is taken

  This timeline could only be described as one of many possible timelines that could be created.  Every world would technically be slightly or drastically different depending on the dynamic of the world.  A world like Dark Sun, for example, would suffer severe limitations to the timeline due to a lack of iron.  However, it might excel in other areas such as alchemy or mathematics.  In this timeline, certain assumptions were made, and a typical D&D world was used as a basis for comparison:

· Gnomes and Dwarves - historically tinkering-friendly races, outlive humans and thus can make much larger strides in development and research.

· Effective Priestly magic all but negates any need for medicinal technology, and some alchemical research.

· Magic makes many things unnecessary.  The effectiveness of guns had a significant impact in our world, but not in one where fireballs can be cast.

  It's perfectly conceivable that, in a fantasy world, some things like the discovery of penicillin and dynamite might never be invented.  There's simply no need for them in a fantasy world.  The political and religious structure of a world also heavily dictates the amount of technology that might be present.  In our world, government funded research has fueled many discoveries.  Research takes money, and without support from governments, many things might never have been invented.

  A "low-tech" D&D world would be one that occurs somewhere at around 1215 or so, somewhere around the invention of the convex lens.  In this world, books would be rare, and most, if not all, would be religious texts, having been scribed by monks in temples.  Tinkering would be severely limited, and only the most basic of items could be created.

  An "average" D&D world would probably occur somewhere around 1400 or 1500.  This would enable tinkers to create many different kinds of things.  Books and papers would be readily available (though not necessarily cheap).  It is during this time that science is just beginning to understand man's place in the cosmos.

  A "high-tech" D&D world would exist around 1800.  This world would be a very exciting world for tinkers with the invention of steam power.  Guns would be common, and most of the world would have been explored and map by this point.

  An "ultra-high-tech" D&D world could exist at somewhere around 2000 on our calendar.  This world would be a remarkable sight, and would be unlike any other fantasy world.  This world would almost be akin to the 1890's "Masque of the Red Death" setting.  A world in this setting would have moved mostly into firearms instead of swords.  Steam-powered locomotives would provide staple transportation between the largest of cities as well as steam-powered boats.  Hot-air balloons might be a novelty, or might even be used as surveillance tools, or even as a means of travel.

  To find the world that best suits you, think about what kinds of things you would like to see or not see in your world.  Feel free to adjust the timeline to suit your own need, keeping in mind the dynamics of your world.  You may even have world-specific reasons why certain technologies are unavailable.  "Saltpetr doesn't exist in my world, therefore gunpowder is not possible."  As the DM, you have full control over what technology you want to use.

Fantasy vs. Reality

  Tinkering, as it appears in D&D (what there is of it) comes in two forms – fantastical and realistic.  What this netbook hopes to achieve is to provide realistic tinkering, at least for the most part.  What is presented here are things that could, technically be built, and that could work.  Sure, flying windmills are nice, but they would never work without the aid of powerful magic.  

  Tinkering can be broken down into two distinct groups, the fantastical (i.e., flying windmills), and realistic (i.e., kites).  Fantastical tinkering is certainly a more broad area of tinkering than what realistic tinkering can cover.  Certainly realistic devices can be created that would be fantastical in a D&D setting.  Of course, any such device is limited to the technology available unless it is imported through fantastical means, i.e. portals from advanced worlds, or time travel.  Fantastical devices could be magical devices that were the creations of tinkers.  This implies that it at least falls within the realm of tinkering.  If a tinker creates a magic long sword, that's not a fantastical tinkered item, but if a tinker creates a 200-foot tall robot that shoots fireballs that would be a fantastical (albeit extreme) item.  The creations of Tinker Gnomes could best be described as being fantastical creations.  Fantastical creations tend to ignore what technology is available and tends to become, to the extreme, somewhat absurd.  A fantastical creation might be a Model-T car without regard to the fact that processed fuel and the combustion engine hadn't yet been invented.  Perhaps it runs on steam-power, instead.  Fantastical items tend to disregard certain physical laws.  A steam-powered submarine is a fantastical creation, since any steam-powered device has to release steam, this begs the question of where the steam goes underwater?  If it has a chimney for the steam, what keeps the water from coming in it and flooding the contraption?  In the interest of fun, however, a DM may allow such "trivial" problems to be overlooked on such devices.

  Realistic devices are quite different, however.  A DM allowing only "realistic" might exclude fantastical or fanciful devices in favor of realism.  In fact, cruel DMs may allow fantastical items, and then use the design flaws against the tinker after the item has been built.  For instance, the DM may allow a player to build a steam-powered submarine, but then determine that the steam is released into the cockpit, scalding and suffocating the driver.  Such problems can be overcome through clever thinking and ingenuity – powerful magic certainly never hurts either.  It is also true that many tinkers are spell casters.  Indeed, the classes that take tinkering as a class skill are all spellcasters to varying degrees, with the exception of the rogue.  Magic can be used to make any seemingly impossible creation into a realistic reality by circumventing whatever insurmountable problem the device creates.

  Alchemy is another area that can turn a "realistic" device into a "fantastical" one.  Consider the "liquid sprayer".  Certainly, the liquid sprayer is a useful device, but becomes more scary if the device could be used to squirt "sovereign glue" or if a sand gun were used to shoot out puffs of dusts of invisibility.  Such uses might be deemed by the DM to be fantastical in nature.  Certainly, for a liquid sprayer to shoot sovereign glue, or any type of magical glue, the container would need to be lined with universal solvent.  There are many such "fantastical" uses for any normal device.  These may require DM approval or discussion on within the group.  

Chapter III - The Items

Table 2.1 Tinkerable Gadgets



Complexity 

Item
DC
Modifier
Cost
Resources Required

Beholder Mouthpick
16
1.0
20g
Blacksmith

Belt pouch of caltrops
9
1.0
12g
Blacksmith

Belt pouch of marbles/aniseed
8
0.8
10g
-

Collapsible Ladder
8
1.0 per 10'
5g per 10'
Blacksmith or Woodworker

Collapsible Lantern
14
1.0
5g
Tailor, Blacksmith

Compass
18
1.2
20g*
Glassblower

Egg-Beater
10
1.0
5g
Blacksmith

Fabulous Jumping Stick
16
1.2
75g
Blacksmith

Goggles without any lenses
11
1.0
25g
Tailor

w/ Lens of Magnification
14
1.2
+50g
Glassblower

w/ Telescoping device
17
1.4
+30g
Blacksmith or Woodworker

w/ Lenses for Telescoping
14
1.2
+75g
Glassblower

w/ Lens of the Fish-Eye 
14
1.2
+50g
Glassblower

w/"rear-view" mirrors – normal
12
1.0
+20g
Glassblower, Blacksmith

w/"rear-view" mirrors – convex
12
1.0
+20g
Glassblower, Blacksmith

Hand-Powered Drill
12
1.0
8g
Blacksmith

Kite
8
1.0
5g
woodworker, leatherworker or papermaker

Mechanical Sewing Device
22
2.0
200g
Blacksmith

Rain Shield – automatic
15
1.2
14g
Tailor, Blacksmith, optional Woodworker

Rain Shield – manual
12
1.0
10g
Tailor, Blacksmith, optional Woodworker

Ratcheted Locks
19
1.2
15g
Blacksmith

Retractable 10' Hand
17
2.0 per 10'
50g
Blacksmith

Retractable 10' Pole
12
1.0 per 10'
20g
Blacksmith

Retractable 10' Spear/Dagger
13
1.2 per 10'
30g
Blacksmith, Woodworker

Spring-loaded Scabbard
18
1.2 – Tiny

1.4 – Small

1.8 – Large
15g

20g

30g
Blacksmith, Woodworker

Stilts of Growing
16
1.6
50g
Blacksmith, tailor

w/scabbard or weapon holder
8
0.6
+10g
Blacksmith or Tailor

Wing-handle Corkscrew
18
1.0
20g
Blacksmith

Wondrous Calculation Device
30
4.0
1000g
Blacksmith

Table 2.2 Tinkerable Weapons



Complexity 

Item
DC
Modifier
Cost
Resources Required

Boots of Surprise!
14
1.2
30g
Blacksmith, Cobbler

w/2 projectiles
16
1.5
+10g
Blacksmith, Cobbler

w/3 projectiles
18
2.0
+25g
Blacksmith, Cobbler

Platform shoes of Surprise!
18
1.8
40g
Blacksmith, Cobbler

w/2 projectiles
20
2.0
+20g
Blacksmith, Cobbler

w/3 projectiles
22
2.2
+40g
Blacksmith, Cobbler

Boots/shoes of surprise w/poison
14
0.8
+10g
-

Boots/shoes w/dead man cover
10
0.8
+8g
Blacksmith

Projectiles for the boots/shoes
8
0.8
5s per
Fletcher

Box-Head Arrow
16
1.0
2g
Woodworker, Fletcher

Double Crossbow
20
1.4
*
Woodworker, Bowyer

Liquid Sprayer
16
1.5
40g
Glassblower, Woodworker

Sand Gun
18
2.0
100g
Blacksmith, Woodworker

Triple Crossbow
26
1.8
200g
Woodworker, Bowyer

Weapon of Impaling
24
2.4
75g
Blacksmith, Woodworker

Item Descriptions

Gadgets

Beholder Mouthpicks

  Chances are you've heard of beholder mouthpicks.  Beholder mouthpicks, for those that don't know, are devices that beholders can hold in their mouths and manipulate with their tongues to perform simple functions.  The mouthpicks themselves vary in function from picking up simple items to backscratchers for those hard to reach places.  Their existence, of course, begs the question as to who created the mouthpick.  Well, there's quite an interesting story behind that, you see.

  A long time ago, a Half-Orc paladin by the name of Mronk the divine set out to eliminate a group of particularly pesky beholders from a cavern complex that was known to house the beasts.  Mronk was an exceptional paladin, stout of heart and blade, and wanted nothing more than to rid the world of vile creatures big and small.  Despite every obstacle before him, Mronk was also an accomplished tinker.  In fact, Mronk rarely left home without his retractable 10' hand, and his double crossbow.  Mronk formed a small army of soldiers and off they went into the caverns of the beholders.  When they got there, it was a slaughter.  Mronk's group was ambushed early and many fighters died that day fighting the creatures.  Mronk, however, survived, and if it wasn't for the elder orb seeing Mronk's retractable hand, he too would have died that day.  You see, the elder orb had a nasty skin disease and was always asking the other beholders to scratch his back – of course, they couldn't, so it was becoming a real problem for him.  The elder orb spared Mronk's life in exchange for devices that would allow the orb to scratch his back, to be able to tidy up his room, and for something to sweep up Catoblepas feces from their cavern entrance.  Mronk, not wanting to die, agreed to the elder orbs request.  The beholders were able to acquire some materials from a nearby dwarven stronghold that had been abandoned centuries ago, and Mronk started to work.  He worked night and day for the beholders and they stood closely by in glorious anticipation at his creations.  Mronk, being a paladin, was true to his word, and in a short time, Mronk had not only created the devices, but he had created the blueprints for all of them so that he could create more if necessary.  The elder orb was ecstatic and loved his creations, but he was still a beholder and promptly killed and ate Mronk.  Ironically, Mronk had the last laugh, however.  The elder orb was so enamoured by his backscratcher that he scratched himself all the time, which caused his nasty skin disease to spread.  The backscratcher became infected with the disease and other beholders used it as well seeing how much pleasure the elder orb received from it.  Eventually, all the beholders in the complex died of that nasty skin disease.  In time, other adventurers came to that complex, despite the proliferation of Catoblepas feces around the cavern entrance, and found the plans for the mouthpicks.

  There are several variations on beholder mouthpicks, but each operates around a single idea of being manipulated by the beholder's tongue.  What that manipulation does is up to the tinker.

Components:

Tongue lever, assorted gears, levers and rods

Collapsible Ladder

  Collapsible ladders come in at least 10 and 20-foot varieties, and any length in between.  Most tinkers tend to think in terms of even numbers, so 10 and 20 seem to be the norm.  Any larger than that and the collapsible ladder just becomes too bulky to carry.  While the ladder is, indeed, collapsible, it's not extra-dimensional.  A collapsible ladder comes in at least a couple of flavors.  The basic idea is to take one rung of a ladder and break it into its component pieces - an "H" pattern.  This pattern can be built with wooden dowels, small metal rods, chain, or even rope.  Each works more or less as well as any other.  Each ladder comes complete with a set of hooks on the top rung so the ladder can be hung from the side of a building.  Likewise, collapsible ladders can be hung from other collapsible ladders via these hooks.  For this reason, 10' varieties are the most popular.  Instead of carrying around a bulky 30' collapsible ladder, a party could carry 3 sets of 10' ladders and achieve the same result.

Components:

Chain, or metal rods with eyebolts, or thick wooden dowels with eyebolts, 2 hooks

Collapsible Lantern

  Featured in the movie Dungeons and Dragons, this device is a lantern that can collapse down into a thin book-like shape of about 1` x 6" x 1".  The lantern opens into an "L" pattern, and has a thin wire-form membrane that houses the lantern device.  This gives off a soft glow, instead of a bright light, which many demi-humans favor as it tends to not hurt their low-light vision as much.  The lantern itself works like any other lantern in that it has a reservoir of oil in the base of the device, and a wick on the inside that has to be manually lit.  The lantern produces light in a 15' radius.  The duration of this light is 6 hours per pint.

Components:

Any other lantern for spare parts, collapsible lantern housing, wire-frame membrane

Compass

  A compass is a small device that contains a magnetized arrow, made of a sliver of metal, which floats in water.  This arrow, when used outdoors, away from metallic objects, will always point towards the magnetic north pole.  In our world, magnets have existed since the ancient Greeks and Chinese first discovered them in the form of lodestones.  The first known compass was probably first developed by the Chinese some 4500 years ago.  This earliest compass used a splinter of a lodestone that floated on the surface tension of water.  Other early compasses used small lodestones that could be suspended from a string to determine direction.

  For a tinker to create a compass, he need only build a container for it, and find a lodestone.  That last part is the tricky bit.  Lodestones aren't terribly common.  A lodestone is actually just a rock that contains high amounts of a material called magnetite.  Magnetite can be found in large quantities in volcanic regions or near large iron deposits.  Lucky tinkers might be able to purchase lodestones at curio shops where such oddities appeal to rich nobles.

  Once constructed, a compass will point to true magnetic north.  These compasses are not terribly powerful, however, and any large amount of metal (suits of armor) nearby may skew the results of the compass.  These compasses function particularly well in a forest, or outdoor setting.

* The cost of a compass does not include any costs associated to the lodestone.  If it is found, it is free, otherwise it is subject to availability.

Components:

Lodestone, glass lid, small round tray, some water

EggBeater

  Now you can laugh in the face of dangerous, vicious eggs with this powerful eggbeater.  The eggbeater features two multi-faceted metal prongs connected to a rotary gear that spin rapidly when a handle is turned.  The effect is an intertwined clockwise and counter-clockwise rotation of the two "beaters" which whips and blends mixtures together.  The eggbeater doesn't work on just eggs, they can be used for mixing potions, or for baking cakes.  The possibilities are limitless.  Chefs and alchemists alike love their eggbeaters.  Don't take our word for it, listen to Roland the Innskeep of the Smelly Skunk Inn: "Before I got my eggbeater I could barely keep up with the orders at my tavern.  Then I got my eggbeater, and I was making omelets as fast as the orders came in.  Thanks, eggbeater!"  With the eggbeater, cooking and alchemy become fun and enjoyable.  Just listen to Cordan, the despicable, "Before I found the eggbeater, I had to stir my pois, er, potions by hand.  It was tedious and boring.  Then I got the eggbeater and I'm churning out vials for my clientele as fast as they can order them!  Business has never been better!"

Components:

Rotary gear, handle, two multi-faceted "beaters", housing assembly

Goggles of magnification

  These are simple enough devices.  This device is worn on the head and features a lens that fits over one eye that can be used to examine objects at very detailed levels.  These goggles are prized by many people of different professions.  Rangers can use them to closely examine tracks.  Thieves can use them in disarming traps.  Scholars can use them in the study of all kinds of fields.  The elderly can use them in reading text that's too small for their old eyes.  There are many other uses as well.

  Use of these goggles will add a +1 increase to a roll in which being able to see something up close is an advantage.  Examples include searching for traps, reading ancient texts, forging documents, tracking, and gemcutting.  Optionally, DMs may allow a tinker to receive +1 on his tinkering skill checks while using these goggles while working on items whose DCs are 16 or greater.

  Goggles of magnification use a magnifying lens.  This is a bi-convex lens that increases the size of objects as seen up close.  Magnifying lenses are relatively common, and more or less readily available.  Telescoping is a completely different matter, however.  In our world, the technology for making telescopes didn't exist until 1450.  It wasn't until 1608 that a German, living in the Netherlands named Hans Lipperhey actually patented the first telescope.  A telescope is a combination of convex and concave lenses that amplify far away things.  Of course, this is the simplest of telescopes.  From there, in our world, they have gotten much larger and much more sophisticated.  To be truly effective as a telescope, the bigger it is, the better it is.  

  Since it's not practical to wear a 20 foot telescope on one's head, our version is much smaller, and thus, not nearly as powerful.  We don't need to see the planets with it, anyway.  Wearing goggles of telescoping, the wearer will be able to see things up to 100' away what others can see at 20' away.  However, things up close become somewhat distorted.  These goggles of telescoping feature a small aperture that can adjust for focusing, and for zooming in and out.  There are two versions of these goggles – 50' and 100' foot goggles.  They are the same in design, but the 100' version is 6 inches long, and the 50' version is 3 inches long.  At their max range, they can see at 50 or 100 feet clearly what others would see at 20 feet.

  It's advised that wearing these goggles during melee combat is not a good idea.  Individuals wearing the goggles (any variety) suffer a –4 to all to-hit rolls and lose any dexterity modifiers to armor class while engaged in melee combat.  Wearing goggles of telescoping will grant a +1 to ranged attacks, but only on the third round of combat.  Archers love these goggles, however.  Archers wearing the goggles on the first round incur a –1 penalty.  This round the archer is adjusting to the goggles.  The second round the archer receives no penalty, and operates normally, but on the third round and subsequent rounds, the archer will enjoy a +1 ranged attack bonus.

  A rare version of these goggles incorporates a fish-eye lens.  A fish eye lens increases the peripheral vision.  Wearing goggles of the fish-eye, as they are known, one increases their general awareness, at a cost of great confusion.  For while the lens increases the peripheral vision, it tends to skew everything, and will generally give the wearer a headache if worn for too long.  Wearing these goggles will grant a +1 to spot checks.  The wearer also enjoys added protection against being surprised.

  Some enterprising tinkers, regardless of the lens, have attached mirrors on the goggles to allow the wearer to see behind them.  These "rear-view" mirrors are typically normal mirrors, but some variations include convex lenses which make objects appear farther away, but grant a wider field of vision.  Goggles with "rear-view" mirrors grant a +1 to spot checks (cumulative with other goggles) and will grant additional anti-surprise benefits from attacks from the rear, again, cumulative with other lenses.  Convex lenses will grant even further surprise benefits.

  Typically, these goggles feature a telescoping system of lenses over one eye, and a magnifying goggle over the other eye.  These are strapped to a leather strap and can be worn on the head.  To use one method of viewing or the other, the wearer simply closes the other eye and looks through the appropriate lens.  It's entirely possible to create half of these goggles.  That is, goggles of magnification can be created without the telescoping portion, and vice-versa.  Typically, the strap is designed to allow the magnifying lens to be interchangeable.  This allows the wearer to remove the magnifying lens and replace it with a fish eye lens, for example.  This allows the wearer to add fish-eye lens capability without building a completely new set of goggles.

Components:

Goggle strap, magnifying lens, telescoping device and lenses, optional – rear-view mirrors, optional – fish eye lens

Kites

  One of the earliest tales of kites comes to us from a story about a Chinese general named Han Hsin in 200 B.C.  Han Hsin led a small force of rebel troops that sought to overthrow an oppressive emperor.  Han's troops built a kite and they flew it directly over the emperor's palace.  They then marked the string and then knew how far it was to the palace.  They used this information to dig a tunnel that would put them into the palace.  They dug during the night until the length of the tunnel equaled that of the kite string.  Then, they snuck into the undefended courtyard of the palace.  Their plan was a success and the emperor was overthrown.  This change marked the beginning of the Han Dynasty that would dominate the Chinese Empire for the next two hundred years.

  In Europe, several forms of kites and windsocks appear in writings and drawings as far back as A.D. 105, when the Romans used a windsock as a military banner.  The first use of kites for scientific purposes was in 1749, by Alexander Wilson.  In Scotland, Wilson conducted experiments to measure temperatures at different altitudes.  In the fifteenth century, Leonardo DaVinci developed a method for spanning a river or gorge with a kite.  In the 1850s, his method was used at Niagara Falls to make construction possible of one of the first suspension bridges.

  Kites come in all sorts of varieties and colors.  Uses for kites are also only limited by the imagination.  Benjamin Franklin once wrote about how he would go swimming in his favorite swimming hole and have a kite pull him around while in the water.  Small seats can be fastened to the kite and land-based familiars could fly high in the kite to scout for a party.  Just be sure to give them parachutes or the ability to cast feather fall before they go up.

  Kite flying availability varies by season.  Certain kites require more wind than some kites.  Box kites, for example, require a lot of wind, but regular kites require much less.  A kite could be designed to carry a few pounds of weight, but the more weight, the more wind is required.  A kite could never be able to carry a person, even a light one.  It'd have to be hang-glider sized and tethered with a rope, and the rope itself would weigh too much.  Not to mention that it would take a Storm Giant just to hold on to it.  Even then it could only be flown on the windiest of days.  A kite can fly as high as you like as long as you have the string to support it.  String will eventually weigh a kite down, depending on the size of the kite.  If the string is not strong enough, a large kite in a strong wind will break it.

Components:

Large sheets of thick paper, or thin skin; bamboo reeds, balsa wood or thin wooden dowels for the frame; lots and lots of string.

Rain Shield

   A rain shield is a device that is used to keep the rain off one's head.  It consists of a circular cut of oiled canvas that is supported by several metal bars with a single wooden or metal bar extending vertically from the center of the canvas.  This bar ends in a handle, or curved extension that is held by the user of the rain shield.  With a press of a button, a spring activates and pushes the support bars outwards causing the rain shield to open, and thus keep one's head dry.  Some cultures call these devices "umbrellas", but we're not sure why.  (Actually, the origin of the word "umbrella" comes to us from the Latin "umbella" which means parasol, and "umbra" which means shade)

  A rain shield can protect from rain and sun.  It's only limitation seems to be that high winds tend to destroy them sometimes.  Average rain shields range from 4 to 6 feet in diameter.  Larger ones certainly exist but the larger they are the more unwieldy and heavy they become.  Rain shields come in two varieties – manual and automatic.  Manual rain shields do not contain the spring-loaded mechanism, and thus are easier to make, but not nearly as flashy or convenient.  

  Note: Rain shields do not protect the user against falling boulders.

Components:

Circle of oiled canvas, 8 metal bars that are equal to the radius of the canvas in length, 1 wooden or metal pole that is slightly longer than the radius of the canvas, optional: spring-loaded mechanism

Ratcheted Locks

  With these handy-dandy ratcheted wrist locks, never again will you need to worry about cumbersome sections of 50 foot rope.  Everyone knows that adventuring supply stores only sell rope in 50-foot sections.  In fact, send a group of naïve adventurers out for the coveted "60-foot" section of rope, and they'll come back empty-handed every time.  Point being, with these nifty devices, you don't need rope to tie up prisoners.  These devices will keep their arms or legs secured to keep them from causing any harm to anyone.

  There are two ratcheted locks, each held together by a strong chain.  Each lock can be made to fit snuggly over a wrist or ankle (depending on the length of chain) and will secure the appendages to each other to prevent the culprit from running or using their arms effectively.  Likewise, you can secure someone (or something) to a heavy object easily by fastening one lock to the wrist or ankle and the other two a heavy object.  Each lock, once ratcheted closed can not be opened without the key.  Treat a ratcheted lock as a masterwork padlock for purposes of lockpicking.

  Some cultures call these devices "handcuffs" which seems to be misnomer, since they don't go on the hands, and they can be used on ankles as well.  Ratcheted ankle locks are the same as the ones for the wrist, except the chains are longer to allow walking, but not running.

Components:

Chain (2 sizes; one for ankle, one for wrists), 2 ratchet assemblies, 2 masterwork locks.

Retractable 10' hand

  Who needs rogues in the party when there is the retractable 10' hand?  This clever device is a trellised and articulated set of metal bars that can stretch out to 10 feet, and folds down to 1 square foot.  At the end of the device, and attached through a series of intricate levers, gears and pulleys, is a three-fingered clasping hand that can grab simple objects.  

  The retractable hand features a wheel near the handles that rotates the gears and levers to open and close the hand at the tip.  The wheel turned one way opens the hand, and turned the other way closes the hand.  Objects grabbed by the hand can be no larger than 2 inches in diameter, and not weighing more than 10 pounds.  Objects of up to 30 pounds can be pulled by the hand, if they are drug along the floor.  The retractable hand becomes too unwieldy and "bottom heavy" beyond 10 pounds.

  Some examples of this device are simpler, having only a blunt tip at the end for poking and prodding.  This version, dubbed "trap-finder" is much easier to make.  Still other (rarer) versions of this device extend to a range of 20 feet (collapsing into 2 square feet).  These devices are incredibly unwieldy and cease to be sturdy beyond 10 feet.  Rarer still, and somewhat frightening, is the version of this device that is tipped with a dagger or spear tip, making it a retractable weapon.  This item should be considered an exotic weapon.

  As a weapon, this device deals 1d4+1 points of damage.  It can also be used in close (melee) or long (polearm) ranges.  It does piercing damage, and is two-handed.  It cannot be set to receive a charge unless the handles are securely fastened so that the charge does not retract the device back into its smaller form.  Some devices include a secure locking mechanism for just such a purpose.  When used to receive a charge, there is a 25% chance that the weapon will be destroyed during the process.

WEAPON
DAMAGE
CRITICAL
RANGE
WEIGHT
SIZE
TYPE

Retractable Spear
1d4+1
x2
-
10lbs per 10'
Large
Piercing

Components:

Trellised mesh metal frame, hand - assorted metal rods, gears, levers, and wires, spear – spear tip
Spring-Loaded Scabbard

  Everyone secretly desires to be a flashy swordsman.  With this in mind, there is the spring-loaded scabbard.  When the sword is placed in the scabbard, it compresses a spring.  When the sword is fully inserted, a locking mechanism will hold the sword and the spring in place.  When the wearer enters combat, he merely presses a release switch, and the sword goes flying out of the scabbard.  Well, swords are heavy things, so flying might not be the best word; lunges, perhaps.  When the release button is pressed, the sword will lunge into the air about 2-3 feet (from the tip) from the scabbard.  Of course, it is understood that the sword will then come down, so unless the wielder wants to look like a fool, he'd better catch it on the way down.  The swordsman need only make a successful dexterity check against a DC of 12 to catch his weapon.  Adventurous swashbucklers who release two swords at a time can catch them with two successive checks at a DC of 12 and 16.  If the swordsman is ambidextrous, both checks are at DC 12.

   If the sword(s) are successfully caught, all opponents in the area of equal or lesser level to the swordsman need to make a morale check at a –1 penalty.  Using the spring-loaded scabbard to draw your weapon is not a simple action, and requires one combat round to successfully do.  Any sword can be removed from the scabbard normally as a simple action, however, even if the scabbard is ready to launch.

  Spring-loaded scabbards can work for any bladed weapon from bastard sword to dagger.  The cost of the spring-loaded scabbard is a ratio based on the cost of the weapon itself.  For masterwork weapons, use the costs associated to the weapons "normal" counterpart.

Components:

The weapon's scabbard, a spring-locking mechanism

Stilts of Growing

  Similar to sheet-rock stilts, this device straps to each foot, and each "shoe" has a lever that extends up to the waist.  Also attached to each shoe is a ratcheted pole that extends up as high as the builder desires that allows the wearer to pull the lever and "ratchet" themselves upward.  The poles extend out from the shoes about 1 foot to allow normal walking and arm movement.  As the lever is pulled, the shoes ratchet up the pole at a rate of 1 foot per round.  This will allow the wielder to see over walls that they might normally not see over.  Dexterity modifiers will allow the wearer to walk, without penalty, each foot over 3 feet per modifier.  For instance, a dexterity modifier of +3 will allow a wearer to walk in the stilts at 6 feet in height without penalty.  Penalties beyond the wearer's dexterity are incurred at a rate of -1 per 1 foot above their allowable range.  For every 3 feet, regardless of dexterity, the wearer's movement rate is cut by a 3rd.  This is not a cumulative reduction, however.  For example, the wearer's base movement is 30, and they ratchet up to 3 feet, now their movement rate is 20.  Now they ratchet up to 6 feet so now their movement rate becomes 13 (20-(20/3), round to the nearest number), 9 at 9 feet, etc.  If a wearer fails a dexterity roll (incurring penalties the higher they go), they will fall.  The wearer will suffer 1d10 points of damage for each 10' of height obtained, 1d10 at 10', 2d10 at 20', etc.  Dexterity checks are not required so long as the wearer has not exceeded the allowable height based on their dexterity modifier.  Regardless of dexterity, just wearing the boots negates any armor class bonuses from dexterity.  Oddly enough, however, wearing the apparatus gives a +1 armor class bonus to melee attacks due to the large levers and ratchet poles.  This bonus is not granted to ranged attacks.

  These devices come in varying heights – the most common being around 4 to 6 feet.  There is the story of the gnomish traveler named Jojo the Tall who constructed a pair 43' in height.  With a ring of feather fall equipped, he traveled the countryside in his stilts until he discovered a rust monster lair.  Why were the stilts 43' in height?  Well, as it turns out, that was the precise depth of the bottom of a nearby lake, and Jojo liked to fool the locals into thinking that he could walk on water, albeit slowly.

  To come back down from the stilts is easy.  The levers turn slightly, which releases a lock mechanism, which causes the ratchet to release.  Turning and holding the levers allows the wearer to "clank" back down the poles to the ground again.  This process of "clanking" back down to the ground is a loud one, so wearer's are advised to use caution when doing this in the dungeons of sleeping dragons, lest you have a silence spell cast on you.  A wearer can come to the ground in one round for every 4 feet of height.

  Not only do excessively tall stilts become increasingly suicidal to use, they become really, really heavy.  For every 10 feet over 50 feet in height, a higher and higher strength is required to lift the stilts up in order to walk.  An additional +1 strength modifier is required for every 10 feet above 40.  +1 for 50 foot stilts, +2 to 60 foot stilts, etc.  Assuming the wearer has godlike dexterity and strength, exceedingly tall stilts could be created, barring strong gusts of wind, and rust monsters, of course.

  Some enterprising tinkers have included extra features such as scabbards and weapon holders to hold onto the wearer's weapons while they ratchet themselves up and down.

Components:

Leather straps for shoes, metal poles, shoe assembly, levers, optional: weapon holder/scabbard

Wing-handle Corkscrew

  Now you can open wine bottles in style with this fabulous wing-handled corkscrew.  Typical corkscrews are cumbersome and unwieldy, not to mention entirely unpopular with the ladies.  Simply screw the corkscrew into the cork topper, pull the handles down and – voila – instant celebration.

Components:

Corkscrew, two wing-handles, gear assembly.

Weapons

Belt Pouch of Caltrops

  This seemingly ordinary belt pouch is worn on the back of the wearer.  When a string is pulled (which is normally kept tied to a belt loop via a special knot) the bottom opens, and caltrops will fall out.  This pouch is used when fleeing an enemy.  As the wearer is running, they need only pull on the string, which opens the belt pouch dropping tiny caltrops behind them.  This pouch has been modified to have a steel lining so that the caltrops do not puncture the wearer should they fall down, or when they sit down..

  There are a couple of variations to this idea.  An uncommon version is the "belt pouch of marbles" and the "belt pouch of aniseed" (a seed to throw off your scent from dogs).  Each are designed to release their load while the wearer is running.  It's a simple action.  A belt pouch can hold 20 caltrops, or 50 marbles.  The belt pouch can be release while running without affecting movement rates.

Components: 

Belt pouch; caltrops, marbles or aniseed, string, metal container for caltrops

Boots of Surprise

  These are normal boots, but the tinker has placed a stiletto, or crossbow bolt into the sole of the boot that will shoot outward if a button on the side of the shoe is pressed.  This button, positioned on the sole on the inside side, will release a tight spring that will fire a bolt or stiletto.  There are two variations to these boots.  The standard will fire a projectile straight ahead, and strike an opponents foot.  The lesser known "platform shoes of surprise" are designed to allow a projectile to be stored at a 30 degree angle in the sole, and when fired will attempt to reach a target's groin or thigh area.

  Projectiles do 1d3 points of damage, except for projectiles shot from "platform shoes of surprise" arched at 30 degrees, which do 1d4 points of damage.  Each boot can have its own projectile (1 per boot) and each can be fired independent of the other.  Each boot has a button on the inside side of the boot.  To hit, the wearer rolls a standard combat melee to hit roll.  Treat this as you would any combat roll.  If the wearer rolls a 2, the boot does not fire, and if the wearer rolls a 1, they have hit each button against the other and both shoes fire simultaneously.  Each boot has a range of 10'.

  Using the boots during melee combat is tricky at best, because of the awkward foot movement that has to take place.  A wearer can shoot the projectile during combat, but doing so causes the wearer to lose any dexterity bonus to his armor class, and any melee attacks he makes during that round incur a -2 penalty to hit.

  Some crafty tinkers have even placed a "dead man's cover" over each button to prevent casual fire while walking around town.  This cover covers the button to prevent accidental firings.  In addition, some less reputable tinkers, or rogues that have purchased these boots have been known to poison the projectile.  Note that these boots will not work effectively underwater.  It takes 1 simple action to release the cover on each shoe (2 actions to release both shoes).

  Unverified rumors exist of boots that can launch as many as 3 projectiles in one strike.

Components:

Shoes, spring mechanism(s), projectiles, optional: dead man's cover, projectiles

Box-head arrows

  A box head arrow is a normal arrow, except that the head of the arrow has a very small "box" just behind the head.  This arrow shoots just like a regular arrow, except that it incurs a –1 to hit due to the slight aerodynamic defect caused by the small box.  This arrow is useful for at least two reasons: globe of darkness, and fire trap.  Because the arrow has a box, spells can be placed inside the box.  When the arrow strikes its target, the box opens (breaks, actually) and releases whatever spell was holding it.  A darkness spell can be cast on a small pebble, and placed in the box and then closed.  As long as the box is closed, the darkness spell is hidden in the box.  Fire trap is also a useful spell as the small box can be trapped in this manner, releasing its effects when opened.  There are as many uses for a box-head arrow as there are tinkers that can come up with them.  For more such effects, see the section entitled "Integrating Magic with Tinkering".

Components:

Any normal arrow, tiny wooden box

Double Crossbow

  A double crossbow is, in most ways, just like a normal crossbow.  As such, it comes in as many varieties as a crossbow does.  A double crossbow could be a hand crossbow, or a heavy crossbow, or even a heavy ballista.  A double crossbow isn't so much a weapon as it is a modification to an existing weapon.  The double crossbow takes an existing crossbow and adds in a small device that allows the weapon to fire two bolts simultaneously.  Of course, this also means stripping out the core shaft since it has to be designed to hold two bolts, and it usually ends up messing up the string since it's not designed to do this so special wheels have to be designed to apply the proper pressure… well, you get the idea.  At any rate, once it's built, it works just like what it started out being, except that it fires two bolts.

  When using the weapon, roll two to-hit rolls.  One bolt may strike, and the other may miss.  Damage rolls are also rolled separately.  All weapon statistics are based on the weapon that it used to be.  To build the double crossbow, the tinker has to start with an existing crossbow.  Of course, this can not be a magic crossbow, because it won't be once a tinker gets finished with it.

* The cost of a double crossbow is equal to the cost of the crossbow that it is built upon, plus 50% of the cost of that crossbow.

Components:

Any crossbow, extra shaft, dual tension pulley mechanism

Liquid Sprayer

  If it weren't for clerics and paladins occasionally using this item, it'd be illegal everywhere, and people caught carrying it around would be stoned to death in public squares.  For while this weapon can be used by the holy and just, it can be used as easily by the wretched and despicable as well.  This weapon is essentially a spray gun that houses a liquid (any liquid) in a glass bottle that can be pressurized.  A pump on the gun is used to build up pressure, and then a release trigger is pressed which causes the pressure to release, which forces the liquid out into a powerful stream which shoots forth.

  This weapon can hold any liquid.  As mentioned earlier, clerics and paladins love filling these with holy water, and clearing out undead-ridden graveyards and mausoleums.  Others of ill repute fill them with acid and go around hideously disfiguring those that would cross their paths.  Some disgusting individuals have even gone so far (and to great lengths) filling them with poisons.

  The liquid sprayer, when properly pumped and pressurized, can spray a stream of liquid up to 30 feet.  Up close (up to 10'), the liquid sprayer hits with deadly accuracy, and all targets are considered AC 10, plus any dexterity modifiers they may have.  At 10' to 20', the sprayer becomes less accurate, and all targets are considered AC 13 plus any dexterity modifiers.  At 20' to 30', all targets are AC 17 plus dexterity modifiers.  

  On a successful hit, the damage dealt depends on the liquid, and the target.  Hitting ogres with holy water is only going to make them wet.  Hitting vampires with it, on the other hand, will have a different effect.

  The effect squirting poison on someone depends entirely on the type of poison used.  See table 3-16 in the Dungeon Master's Guide for the types of poisons and their effects.  Unless the eyes are hit directly (-4 to hit) the poison is ineffective unless it is contact poison.  One successful hit of contact poison should be considered 1 dose of poison and the effects listed in the DMG apply normally.  Since the poison costs are associated to "flasks", assume that a flask is ¼ of a liter.

  It takes two rounds to re-pump an unpressurized liquid sprayer.  A liquid sprayer can maintain its stream of liquid for two combat rounds.  For game purposes, consider that it has two attacks which have to be used on back to back rounds.  After the second attack, the stream ceases to shoot out, and has to be re-pumped.  The liquid sprayer has a number of attacks in it equal to the volume of water the container can hold.  See table 1.3 for the number of shots available.

  Devious adventurers have, on some occasions, used liquid sprayers to spray mummies with oil to get them good and saturated, and then setting them on fire.  Salt water, like a sand gun filled with salt, can ruin a giant leeches day.  Lastly, filling a liquid sprayer with regular water can be a way to fight simple fires.

WEAPON
DMG
CRIT
RANGE
WT
SIZE
TYPE


Liquid Sprayer
varies
-
30'
3-10lbs
medium
NA

Table 1.3
Liquid Sprayer containers

Size of container
Number of shots

½ liter
2

1 liter
4

2 liters
8

Components:

Glass bottle, pump, small hose, weapon shaft, release-trigger/valve assembly

Sand Gun

  In the rough and tumble, every man for himself world of the adventurer, it's nice to know that this item is available to level the playing field.  It's available so that good people can fight dirty, too.  The sand gun is an odd little device that is based around the concept of the crossbow, in a very loose sense.  It has a shaft, and a handle, but instead of shooting crossbow bolts, it shoots, in a violent huff, a blast of sand.  The idea here being that if you can get enough sand in your opponent's eyes, then you can blind him and gain an advantage.

  The sand gun has a lever much like a crossbow, but instead of releasing a taut string, it releases a spring-loaded mechanism which "squishes" a waterskin full of sand.  The result of this squishing is a stream of sand that has a range of 10 feet.  Firing the sand gun is a simple action, but because the stream tends to come out at an arch, hitting an opponent in the eyes is somewhat difficult, incurring a –4 penalty to hit.  Since the target's armor class has nothing to do with preventing them from getting sand in their eyes, their only defense from this gun is their dexterity modifier (if any) to their armor class.  Of course, opponents such as giants are immune to this weapon.  Not because they can handle sand in their eyes, but because the gun can't reach that high.  Sand tends to weigh quite a bit, too, so the weapon will only work when shot horizontally.  A successful hit indicates that the target has received a healthy dose of sand to the eye, and they suffer a –4 to their to-hit rolls for 1d4 rounds.  Also note that the sand gun does not work underwater (for obvious reasons), and it does not work under strong wind conditions.

  The sand gun doesn't have to be loaded with sand.  Salt works equally well (much to the chagrin of giant slugs), as does just about any powdery substance.  Indeed, some individuals have found that grounding up garlic into a fine powder is a sure-fire way of dealing with annoying vampires.  Such attacks do 1d10 damage to vampires, and incur a -2 to hit, since anywhere on the face is good enough.  Once more, as long as the garlic remains it continues doing damage.  The sand gun does 1d10 for the initial attack, 1d8 on the second round, 1d6, 1d4, and then 1d2 on the following rounds.  A garlic gun is the gift that keeps on giving.  Ground-up holy wafers have the same effect on all undead.

  Because the sand gun is similar to a crossbow, treat it as a simple weapon.  The weapon can be fired 3 times before its supply of sand/salt/garlic/whatever is exhausted.  It takes 3 rounds to refill a sand gun.

Components:

Crossbow (to be modified), waterskin, spring-loaded "squishing" mechanism

Triple crossbow

  No, a triple crossbow is not like a double crossbow.  It is an abomination of a crossbow.  The triple crossbow shoots three bolts, true enough, but it shoots one straight, and the other two are shot at 45 degree angles to the primary bolt.  This means that the triple crossbow, under ideal circumstances could strike three different targets with one pull of a trigger.  The triple crossbow will strike at a target directly ahead, and two targets 45 degrees off from that target – one to the right, and one to the left.  In game terms, take the characters current location and consider any creature in a diagonal line out from that character as potential targets, as well as any target in front of the character.  When the attack is made, a to-hit roll is rolled for the number of targets that are available to hit.  If there are three potential targets, roll to-hit three times, once for each target.  If there are only two targets, roll to-hit twice.  If there is only one target, use a double crossbow, silly, why waste crossbow bolts?  Each roll is a separate roll, and each damage is a separate roll.  Use each target's appropriate AC value to determine if a bolt hits.

  There once was a quadruple crossbow created by the tortured genius of Heinrich Fuddletoes, the great gnomish ballistics expert.  Heinrich, after many months of designing, finally perfected the quadruple crossbow – a crossbow that could fire in each of the four compass directions.  Heinrich's first test firing was a great success, but before he bled to death, Heinrich destroyed the only existing model and the plans, thus recreating this fabulous device has become nigh impossible.

Components:

Three crossbow strings, triggering mechanism, locking mechanism, bolt housing

Weapons of Impaling

   These devilish weapons come in several varieties.  Each is a blunt weapon, however.  Indeed, it can be said that any blunt weapon can be made into an impaling weapon.  Well, most of them at least.  An impaling weapon is one that has been modified so that the spikes in the head of the weapon shoot out of the weapon upon the weapon's impact.  These spikes, however, remain in the weapon.  They shoot out just a little to provide a little more "kick" when the weapon strikes the target.  The effect is likened to "adding insult to injury", although in this case in a little more literal sense.

  The weapons work like this: a typical mace has a metal shaft that ends in a metal head that might be adorned in small spikes.  In a mace of impaling, each spike is a moveable object and exists as a locking, spring-loaded mechanism in the head of the mace.  These spikes work such that, upon striking a creature, the spike receives a force from the blow that unlocks the spring.  This causes the spike to shoot out of the head about an inch or so, which causes additional damage to the target.  Once a spike has been released from its lock, it can not cause further spring-loaded damage until it is locked back in place.  Because only one side of a mace is released upon impact, clever attackers learn to circle the mace on every attack to ensure that each "face" of the mace gets to release its' spikes.  As such, an impaling weapon only deals this extra damage 4 times before needing to completely be reset.  While the spikes are set, however, the attacker enjoys an additional +1 on melee damage from his weapon.  This damage is normal damage, and is not magic damage.  After each spike face is activated, the weapon returns to its normal state, and does not provide additional damage.

  It takes 12 rounds to reset a completely activated weapon.  One face can be reset in three combat rounds.  Aside from the additional damage, an impaling weapon has the same combat characteristics of the weapon it was made from, with the exception that it weighs 1 pound more.

Components:

A mace, spiked club, or other blunt, spiked-tip weapon; dozens of spring-locking mechanisms.

Transportation

Bicycle

pedal-powered wagon

Lighter than Air Craft

hot air balloon

air ship

Steam-Powered Devices

steam-powered wagon

steam-powered submarine

Creating New Tinkerable Items

  Your players will undoubtedly think of new and wonderful items that they want to create with the tinkering rules.  The DM and the player should work together to answer the questions needed in order to create the item.  There are 5 questions to ask.  What resources are required to create the item?  How much do the raw materials cost?  What is the difficulty cost of the item?  What is the complexity modifier?  After these questions are answered, the DM and the player need to agree on what effect the item has.  Thus, the fifth, and most important question is, how does the item affect game play?

1. What are the resources?  What is the item made of?  What are its core components?  Does the item require some hard to find component?  Is the component so difficult to acquire that only a select few people in the world can even supply it?  These kinds of questions will help you in deciding how to build the item, as well as its cost.  Some items may be powerful, and the DM may want to limit their availability by making components hard to obtain.

2. How much do the materials cost?  Depending on the first question, this question can limit the availability of an item.  The item might be relatively easy to make, but requires a complex gear mechanism that has to be made of stainless steel.  In this period, stainless steel would be hard to come by, and made need to be made from platinum or some other rare element unique to your world.  Finding the ingredients and the materials necessary can also help contribute campaign ideas for the DM.  The tinker may want to seek out a famous dwarven smith, or some unique vein of a precious ore to find the commodity that he seeks.  The cost of such resources may not always be expressed in gold pieces!

3. What is the difficulty cost (DC) of the item?  Are there any gears, levers, pulleys, ropes, etc, in this device?  How small is the device?  Small things are intrinsically harder to work with than large items.  Are tools readily available that will aid in the process?  A weapon of impaling is difficult to create because there aren't any tools that can carve out a hole in a mace head in order to place the spring mechanism inside.  This process makes that object, while simple in design, difficult to create.  Difficulty Costs should not exceed 40-50.  An extremely skilled, high level tinker might have 20 ranks in tinkering.  Even with racial modifiers, and ability score modifiers, on a perfect roll of 20, he could only attain a difficulty level of 40-45.  Assigning an item a DC of 50 makes it all but unobtainable by every tinker in the world, unless that's your desire.

4. What is the difficulty modifier?  How long should it take to make this item?  The difficulty cost is one aspect of an item.  As described above, however, there is only so much the DC can do to limit the item's availability in your world.  For exceedingly large objects, or objects that have many pieces, the complexity modifier should be high.  A high modifier is essentially saying that the item is, well, complex.  A hot-air balloon, while difficult to make, is not a very complex item.

5. How does the item affect game play?  Is the item so powerful as to cause game-balancing issues?  While player-created worlds vary as much as the players themselves, keep in mind that this is a fantasy game.  As such, things like laser guns and rocket launchers just aren't possible, in this setting.  Despite some DM objections, things like air-ships aren't over-balancing as much as they might think so.  If anything, such devices are impractical at best and suicidal at worst.  Some devices listed in here are more difficult to create than others, certainly, but none of them are so powerful or have as much effect on the game than even the simplest of magic items (with a few exceptions).  It's a DM's decision as to which of these items are to be allowed in their world.  Any player who wishes to make anything, or create something new should consult with the DM first.

Chapter IV - The insane traps of rupert goldenberg

  Once in a great while, a genius comes along that is so gifted and so remarkable in every respect that they leave a legacy that makes them immortal.  Rupert Goldenberg was not such a genius.  Rupert Goldenberg was a gnomish tinker.  Like most gnomish tinkers, he spent his days studying the art and constructing various devices.  Rupert was a little different than most tinkers, however.  Tinkers tend to be very rigid in their thinking.  They are logical, straightforward folk that adhere to the principles of science and maintain a rigid discipline toward their work.  Rupert was the anti-scientist, the anti-logician.  Rupert's claim to fame was his unique ability to meld the very essence of law and chaos into one harmonic blend.  He was an enigma among tinkers, gifted in some ways yet moronic in others.  Rupert was obsessed with the idea of "cause and effect".  He spent his life devoted to the idea of cause and effect and this notion embodied everything he ever did.  Indeed, many of Rupert's early studies and designs were noted and hailed for their brilliance of design.  Scholars studied his work for its complexity.  At some point in Rupert's life, he went off the deep end, however.  Rupert, obsessed with cause and effect, sought to implement his ideas on a grand scale.  He chose to implement his ideas in the only form large enough to be worthy of his goals – dungeons.

  Rupert, already famous throughout the land for his ability to tinker, moved to solely devote the remainder of his life to the creation of deadly, impenetrable, inescapable dungeons.  Rupert was known to have created at least six such dungeons, but rumors suggest that the actual number may be as high as 10.  A Rupert Goldenberg dungeon is a complex, seemingly alive construct that is closer to being described as one trap, and not one dungeon.  A Rupert dungeon is the embodiment of cause and effect/law and chaos.  The dungeons are filled with gears, and pulleys and springs that work in a clockwork-like harmony.  Nay, it is incorrect to say that a Rupert dungeon is filled with such things, but it is more apt to say that a Rupert dungeon is such things.  For a Rupert Goldenberg dungeon is a tinkered device, of epic scale and proportion.  

  Rupert took several commissions to create his dungeon for several specific purposes.  The purpose of a Rupert dungeon is to serve one of two main functions – to keep something in the dungeon from getting out, or to keep things outside of the dungeon from getting in.  Rupert knew that mere walls and monstrous constructs would never be enough to accomplish either of those goals, the dungeon itself had to prevent intruders from entering, and prisoners from leaving.  To do this, the entire dungeon operates around this notion of cause and effect.  The cause is either one of two things – the prisoner has moved from its prison, or an intruder has entered the dungeon.  In some cases, the cause could be both of these things.  

  The notion of cause and effect was perfected by Rupert, if not invented by him.  He loved to include chaotic ingredients with his tinkering into a lawful situation.  He was a master at integrating the uncontrollable into a controlled situation.  Rupert knew that the existence of these would be a weakness in his dungeon, so he took care to make his dungeons self-sustaining and even self-replicating.  This concept of self-replicating was one that Rupert learned after he'd already developed two dungeons.  As a result, his early dungeons became broken, and ceased to function after a number of years of service.  His later dungeons, however, proved to be full-proof and quite formidable in their own ways.  Another lesson that Rupert learned later was that Modrons, constructs of pure law from the plane of pure law – Mechanus, consistently and routinely broke into his dungeons to examine and study his creations.  Because these Modrons often interfered with his dungeons, either purposefully or not, he devised special ways in which to deal with them.  For this reason, Rupert routinely included wandering Iron Golems, equipped with swords he had specially created to eliminate any Modron intruders.  These swords, crafted specifically for Rupert for use in his dungeon are +3 swords, +5 vs. Modrons.

  Where is Rupert today?  Well, no one knows for sure.  The rumor is that the Modrons finally got him.  In his latter life, Rupert obsessed about these creatures, always pestering him and showing up on his doorstep asking him questions.  He became obsessive compulsive about Modrons to the point to where he was never seen in public unless he was accompanied by two iron golems, each equipped with 2 anti-Modron swords with orders to kill any Modron on sight.  What the Modrons wanted with Rupert is a topic for debate.  Some scholars believe that Rupert knew something about the way the multiverse was ran that the Modrons didn't want him to know.  Others speculate that Rupert discovered a way to make mechanical devices intelligent.  Whatever the reason, he hasn't been seen or heard from in decades.

There is a whole dungeon in the North of the FR called the Dwarven Halls, I think, that is described being long abandoned by its original inhabitants but still having active and changing traps of all manners within.  It's said to be quite formidable, and from my recollection it was supposed to have bizarre tinker traps in it.  I’ll round up more info on it if you’d like but I think its open for development if you’re interested.  RA

Chapter V - Tinkering and the Demi-Human Races

Demi-human Tinkering

  As any seasoned adventurer will tell you, the lower demi-human races (kobold, goblins, orcs, and even to a lesser degree gnolls) have always managed to come by armor and weapons of some amount of quality and usefulness.  This has always been a point of debate and confusion among scholars and rangers alike.  Where do such creatures obtain such weapons and armor?  Most aren't known to be artisans of any skill.  The amount of blacksmiths among their kind are so rare as to be unheard of.  Indeed, even if a goblin, say, were trained by a skilled blacksmith, it would never have access to the tools and resources to make any kind of weapon or armor.  However, after years of intense debate, scholars and rangers alike can rest easy knowing that this age-old mystery has been solved - for there are tinkers among their kind.

  As any good adventurer knows, the weapons and armor employed by the demi-human races are next to useless.  It is typically of low quality and poor durability, and yet the foul creatures put them to extremely good use.  It has been determined, through numerous discussions with their kind, that many demi-humans possess unique tinkering skills.  These skills allow them to create useable items from rubbish, and utilize nearly any item as a weapon, or fashion it into a bit of armor.  These weapons and armor are usually of such low quality that they are considered useless to more civilized races, and are certainly considered to have no re-sale value.

  The tinkering skill also allows demi-humans to properly use their makeshift weapons.  Thus, they are automatically skilled in any weapon that they create.  Folk of other races seeking to employ demi-human weapons will suffer a -2 to hit and damage with them, although they may be proficient with the standard form of the weapon.  This is due to the awkwardness and poor quality of the weapons.  This penalty also includes using missile weapons looted from their wretched archers.  As any elf can tell you, their arrows are not even good for shooting around corners.

  The tinkering skill also allows demi-humans to craft armor from even the most useless bits of trash.  This could be from a rotten sack, a bent tavern tray, or a scrap of leather.  Armor (if you can call it that) taken from these races has been proven to be effectively useless to civilized folk.  Although it often provides a modest AC to their kind, others will find it ill fitting and poorly constructed.  These armors typically provide an armor bonus of 2 points lower than traditional armor of that type, and also gives a maximum Dexterity bonus of 2 points lower.  On top of that, all armor check penalties are at an additional -2 and weight is increased by at least 10 pounds.  Now this should not be taken to mean that demi-humans do not produce some items of superior, or even magical, quality.  It has merely been noted that most of them cannot afford (or stay in possession of) these items.  The more powerful demi-humans will often possess items of note, crafted for them by powerful shaman or witchdoctors, or pillaged from lost ruins.

  Some demi-human races are better than others at tinkering, and gain inherent racial bonuses to this skill.  Consult table 5.1 for the demi-human tinkering racial bonuses.

Table 5.1
Demi-human Racial Tinkering Skill Modifiers
Race
Modifier

Goblin
+3

Kobold
+2

Orc
+1

Gnoll
+0

Kobold trap tinkers

  There exists a breed of monster so vile, so despicable as to strike fear into the hearts of mortal men the world over.  I'm speaking, of course, of the kobold trap tinker.  

Orc exotic weapon tinkers

  Orcs exist to strike fear into the hearts of humans and other "lesser" races.  What better way for them to do it than with exotic, deadly weapons?

Chapter VI - Integrating Magic with Tinkering

  Spellcasters have the ability to create magical items.  Most magic items are straightforward-enough devices.  Magic swords are nothing more than magically enhanced swords.  Magic armor is nothing more than armor that a spellcaster imbues with magical powers or protections.  Some magic items are a bit more complex in their design than swords and armor.  Even powerful items like rods and boots are nothing more than magically enhanced mundane things.  Certain items like the apparatus of Kwallish, or enchanted beholder mouthpicks require tinkers to create before they can be enhanced magically.  

Table 6.1 Magical Tinkered Item Catastrophes – Roll 1d100

Roll
Result

Chapter VII - Rules for Multiple-Tinkers

  When tinkers meet, the conversation quickly turns to topics of gears and levers, and springs and wheels.  When this starts, the inevitable occurs: they want to collaborate on a wonderful invention.  This is certainly to the benefit of both, as whatever is being built can be built in a shorter amount of time, resources can be pulled, and the tinkers can learn from each other.  What they typically overlook, however, is who gets to claim ownership of the device after it is created.  Such feuds may last for many years, unless the tinkers have been specifically contracted to build a device for a third party; then there is no question.  All that aside, let's examine what happens when multiple tinkers work together.  

  Say a local king hires eight of the land's finest tinkers to build for him a glorious contraption (for lack of a better word) to conquer his foes to the north.  Regardless of what they create, one thing remains constant – the cost of the device being built.  Who pays the cost, varies.  In this case, the king will more than likely foot the bill.  In the case where tinkers have gotten together by themselves, they may split the costs evenly.  

  The calculations for creating large devices are relatively simple.  First, assign a difficulty cost and a complexity modifier.  Let's say, for the sake of argument that we want to create a steam locomotive, and several tinkers are going to work on it.  Let's assign a DC of 35, and a complexity modifier of 20.0.  As you guessed, for one tinker to create such a thing would take nearly a lifetime of work, and they would have to be one of the best tinkers in the world to surpass the DC of 35.  Several tinkers can do it, however; let's see how.

  When tinkers work together, their abilities exceed that of any individual tinker.  You already know that a team can always accomplish more than an individual can.  Tinkers gain a synergy bonus to their tinkering skill dependant on how many tinkers are present in the project.  For every tinker in the project add a bonus to each of his or her tinkering skill check based on the number of tinkers.  Let's say that three tinkers are going to build our locomotive.  Tinker #1 has +12 to tinkering, tinker #2 has +5 to tinker, and tinker #3 has +14 to tinker.  There are three tinkers, so each tinker's skill check becomes +15, +8 and +17 respectively.  At least one tinker has to make a successful difficulty check against the DC of the item being created, but each tinker can roll up to a number of times equal to the number of tinkers in the group.  In this group, the first and third tinkers are the only ones that have a chance of making the DC.  Using a "breathing room" number of –5 (or some number assigned by the DM) tinker #1 could roll a 30 (35-5) on a 15 or higher skill check and tinker #3 could hit it on a 13 or higher.  Tinker #2 can not achieve a DC of 30 because even if they roll a 20, the best they can hope for is 28, which is outside our –5 breathing room value.  If none of the tinkers make the roll, they are considered incompetent, and will be beheaded by the king.  Well, in this case, that might be what happens.  Each tinker can roll up to the number of times equal to the number of tinkers, and the best roll can be used.  So, even if tinker #1 rolls a 16 on his first try, the rolls can continue and if tinker #3 rolls a 16, that's a better roll since he has a higher base score.  In the end, the tinkers agree to the best plan (the best roll) and can proceed.

  Once a roll is successful, the tinkers can begin to work.  The roll used (presumably the best roll) to do the work is used to calculate the number of days it will take to create our item.  Let's say that tinker #3 rolled a 16, and 16+17=33.  Using our formula of "(Item's DC – (Skill check Roll – item's DC)) x complexity modifier = number of days" we get (35-(33-35) x 20.0) = 37 x 20.0 = 740 days.  That's how long it will take one tinker to create the locomotive, but we have three of them.  To determine how long it takes with our three tinkers, we need a new formula.  We assume that tinker #3 is considered some kind of leader since his skill is the highest.  Tinker's #1s and 2 will be able to learn from tinker #3's experience and wisdom.  Therefore, each tinker can make a roll against the formula as if they were as skilled as the most skilled tinker in the group.  Each tinker gains the synergy bonus, so that skill total is 17 for each.  This is an unmodified roll.  (35-(17-35) x 20.0) = 53 x 20.0 = 1060.  We then take an average of this number based on the number of tinkers in our group, three.  1060/3 = 353.33.  It actually takes our group 353 (and some hours) days to create the locomotive.  Certainly the king could add more tinkers to the work and expect it to be done sooner.  He can't, however throw 100 morons on the project, since at least one of them has to be able to succeed on the roll in the first place.

  There are a few deficiencies with these rules.  The biggest being that the king could find 1060 tinkers and get the work done in a day.  While this would work out that way mathematically, this probably isn't going to be a big problem since there are probably not 1060 tinkers in the world.  Even if there were there's no way they'd all be willing to work together.  A project of that size would require dozens of levels of management and groups that are well beyond the scope of these formulas.  Another deficiency would be if the king found a tinker like Nadul DaRoni with +31 to his tinkering skill and gave him a team of tinkers who have +5 to tinkering.  In a technical sense, DaRoni would be an inspiration to the others, and each would operate at a +31 to their tinkering, but this is probably not very realistic.  It would be like having high school physics students on the same project with Stephen Hawking.  At some point, Stephen would just give up trying to mentor the others in an effort to just get the project completed.  DM's might rule in these scenarios that a gap of 10 or more in skill ranks proves to be incompatible and those that are too low become ineffective for the project.

Chapter VIII - New Tinkering-Related Skills

Table 8.1 New Skills
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Knowledge – Steam
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Trap-making

Chapter XI - NPCs

Expert (tinker)

NPC tinkers have a special class.  The Expert (tinker) NPC class is a subset of the "Expert" NPC class.  An Expert (tinker) is exactly like the Expert NPC class as detailed in the Dungeons Masters Guide on page 39 with the following additions:

· The Expert (tinker) must choose tinkering as one of his class skills, as well as at least two craft skills.  Recommended craft skills include Blacksmithing, woodworking, tailoring and glassblowing.

· The Expert (tinker) must choose two knowledge skills.  Recommended knowledge skills include ballistics, aviation, steam, and mathematics.

· Other recommended class skills include alchemy, appraise, diplomacy, profession (siege engineer), profession (locksmith), spellcraft, and salesmanship, 

An Expert (tinker) will usually not be found in small cities.  They rely on skilled crafstmen to build components for them, so they will usually always be found near high level craftsmen that can build complex components.  Despite exceedingly rare cases, tinkers won't be found in cities smaller than "large city".  In addition, as an addendum to table 4-45 on page 140 in the Dungeon Master's Guide use 2d6 + community modifier to determine what level Expert (tinkers) might exist in the town.  Any sizable castle will also have 1-2 tinkers working full time as well as the standard compliment of craftstmen and artisans.

Famous NPC Tinkers

NPCs may be world specific, but for the purposes of this document, all NPCs should be considered universal.  Heward, of course, is a famous Greyhawk figure and is featured prevalently in the first edition rules.  DaRoni is a Forgotten Realms NPC, and Turnip was actually a character in a birthright campaign.  Each NPC could be used in any applicable setting, however.

Heward
Human 20th level bard



Skills:
Tinkering +

AC: 23 






Perform +

HP: 96* 

Worships: Unknown 

Alignment: Neutral Good 

Str: 18 Dex: 17 Con: 11 Int: 20 Wis: 8 Chr: 11 

  Heward is, well, famous.  He's best known for his Mystical Organ and his wonderful handy haversack.  Most people don't realize that Heward is also a famous tinker and has a vast workshop where he creates his wonderful gadgets.

* According to first edition rules.

Tolley Bimple "Turnip" Turnipseed Gearheart III 

Gnome 5th level cleric, 3rd level illusionist

Skills:
Tinkering +10

AC: 18 






Knowledge: religion +7

HP: 73 






Knowledge: arcane +7

Worships: Garl Glittergold 






Alignment: Neutral Good 

Str: 10 Dex: 14 Con: 20 Int: 16 Wis: 18 Chr: 13 

  Tolley is primarily a cleric to Garl Glittergold, but even he will admit that he's not a very good one.  Glittergold doesn't mind, because he's faithful and devoted.  Turnip, as his friends call him, spends more time tinkering and building than he does tending to the sick and dying.  Turnip is curious and is very knowledgeable about his surroundings, although he is naïve in some areas.  Turnip has a familiar toad named "Bubble" as a familiar that grants him a boost in his constitution.  Turnip's clerical domains are "good" and "trickery".

Nadul DaRoni 

Gnome 17th level tinker



Skills:
Tinkering +31

Armor Class: 12





Knowledge: mathematics +22

Hit Points: 110





Painting +25

Worships: Nebelun (Treat as Gond) 



Knowledge: ballistics +18

Alignment: True Neutral 




Knowledge: aviation +24

Str: 12 Dex: 14 Con: 16 Int: 22 Wis: 15 Chr: 12

  DaRoni is a famous tinker who specializes in all kinds of wondrous contraptions, from so-called flying machines to armored tanks (fortunately, no military has enlisted his services yet).  He has an elaborate workshop amidst the hustle and bustle of a large city.  DaRoni is a man who wears many hats, however.  He's a scientist, a tinker, and an accomplished artist.  DaRoni is a quiet, shy, gentle man, although some might call him a bit aloof (as most tinkers are).  DaRoni spends a great deal of time painting, thinking, and sketching.  He's a man ahead of his time, and a visionary.  

Rupert Goldenberg

Gnome 10th level illusionist, 13th level tinker

Skills:
Tinkering +41

Armor Class: 16





Knowledge: mathematics +28

Hit Points: 164





Craft: Blacksmithing +18

Worships: Oghma





Knowledge: Arcane +32

Alignment: Chaotic Neutral (with lawful tendencies) 

Trap-Making: +38



Str: 13 Dex: 15 Con: 19 Int: 23 Wis: 16 Chr: 9

  Like all good NPCs, Rupert's location is completely unknown.  Rupert is a crafty fellow and can take care of himself, so he very well may be alive – somewhere.  The consensus among scholars is that he is on the plane of true law – Mechanus.  The chant is that Rupert discovered a way to imbue intelligence to magically created devices – a process thought to be completely and totally random.  For more information on Rupert Goldenberg, consult the section "The Insane traps of Rupert Goldenberg".

The Archmage Kwallish

Human 25th level wizard

Armor Class: 22

Hit Points: 74

Worships: Primarily Gond, also Istishia

Alignment: Lawful Neutral

Str: 9 Dex: 16 Con: 10 Int: 24 Wis: 14 Chr: 15

  Not much is known about the Archmage, Kwallish.  Best known for his famous "apparatus", Kwallish spends most of his time in his ocean-side tower, doing research and building creations.  Kwallish tends to keep to himself and devotes much of his time in the study of the oceans and other oceanographic research.  Kwallish is a master tinker and a creator of magical items.  Kwallish is said to have mechanical automatons as servants that protect his keep as well as tend to his needs.  It's also believed that Kwallish has an underwater laboratory as well as his ocean-side vista.  

Other NPCs Worth Mentioning

Baron Lum; aka - Lum the Mad 

Human 15th level fighter 

Armor Class: 

Hit Points: 

Worships: Unknown 

Alignment: Chaotic Neutral 

Str: Dex: Con: Int: Wis: Chr:

Despite a common misperception, Lum the Mad was not a famous tinker per se.  While it is known that Lum was somewhat of an artificer in his own right, his claim to fame was discovering the Machine, which was later to become known as "The Machine of Lum the Mad".  Lum was a Baron, and the ruler of a great army.

Leuk-O

Human 15th level fighter 

Armor Class: 

Hit Points: 

Worships: Unknown 

Alignment: Chaotic Neutral 

Str: Dex: Con: Int: Wis: Chr:

Suggested Reading

What makes this netbook unique is that it is the absolute definitive source for tinkering in the D&D universe.  No other source in the vast D&D library contains even half as much information on tinkering.  If you don't believe it, then look to this section for proof.  Elder Sages have scoured the dusty tomes and found every reference to tinkering for your research needs.  Unfortunately, what we found was not much.  Indeed, most references to tinkering are in a direct reference to the Tinker Gnomes of Krynn – which is hardly a complete reference to this large concept.  There are also several references to Tinker Gnomes for playing them as PCs.  What follows is references to just pure tinkering.  Rules that applied to Tinker Gnomes as PCs are not included here.

Dragon magazine articles

"Creature Catalog III" - Issue 101, page 42.

This article details a rather unique monster called an Automaton, created by Alex Gray.  The Automaton is a golem-like construct that can be created by wizards or clerics alike, but requires the aid of a tinker to construct.

"All About Krynn's Gnomes (The smallest and rarest demi-humans of all)" - Issue 103, pages 18-24

A Comprehensive article by Roger E. Moore detailing the culture, society, personality and geography of Tinker Gnomes in the land of Krynn (Dragonlance).  While this article includes many topics concerning Tinker Gnomes as PCs the article is broad enough to provide further information on the subject of tinkering.

"The Mechanics of the Iron Cobra" – Issue 164, pages 72-78

Spike Y. Jones details the "ecology" as it where, of the Iron Cobra.  Iron Cobras are mechanical constructs similar to golems, and other manufactured automatons.

"Weapons of Mass Destruction: On Sale Now!" - Issue 192, pages 23-28

An interesting article by Matthew Webber that talks about Spelljammer ship weapons created by Tinker Gnomes.  This is an April issue of Dragon, which means that this article (as well as most April issue articles) should be taken with a grain of salt.

"Sorcerous Six-Shooters" Issue 232, pages 34-40

Another Roger E. Moore article that talks about everything you ever wanted to know about firearms and D&D.  This article also talks about integrating magic with firearms.

"Bazaar of the Bizarre" - Issue 244, pages 76-82

Bazaar of the Bizarre is a recurring Dragon article, but issue 244's Bazaar, written by James Wyatt and Steve Berman contains an interesting reference to a Tinker Gnome created flying windmill.  

"The Age of Steam" – Issue 277, pages 43-47

An article by Stephen Kenson that talks about a new genre of play called "Steampunk".  It's a new time period in which players can play in a world of steam, and technological achievements similar to that of Victorian England.  This article has a lot of good class discussion, as well as discussions on technology and magic.  It also provides a good recommended reading list of mostly fiction works.

"Greyhawk 2000" – Issue 277, pages 48-54

This article, by Philip Athans, talks about the world of Greyhawk as it might be in a time much like our own world's current time.  It's an interesting read for anyone wanting to run a futuristic D&D world.  While quite beyond the scope of this book, it does talk about the effect of technology on society.

"Fantasy Futures" – Issues 277, pages 55-57

By the same author of "The Age of Steam", Stephen looks at taking an existing D&D "medieval" party and moving it into an era with more advanced, or different technology.  Here he covers such eras as the Renaissance, and the Age of Steam.

D&D Books

Dragonlance Adventures – Tracy Hickman & Margeret Weis (1987) [2021]

The original Dragonlance Hardback 1st edition book contained the first set of tinkering rules for D&D.  Unfortunately, they coupled those rules with a rather bizarre race, the tinker gnomes.  The rules tend to assume that anything created with them will result in a house-sized horrible disaster.   This may be fine for tinker gnomes, and may make sense, but these rules don't have much practical application outside of this setting for other races.

AC11 - The Book of Wondrous Inventions - Bruce A. Heard (1987) [9220]

Right now you're thinking – this book sounds awesome!  Well, this book was an original Basic D&D sourcebook that contains submissions from individuals (hey, like a netbook!) and the content is… well, let's just say – stupid.  This book is listed here only for completeness' sake.  The items that you'll find in here include such wonderful things as soda pop machines and flying cities complete with cannons a platoon of orcs and ballista.  You've been warned.

AC4.  The Book of Marvellous Magic—Frank Mentzer & Gary Gygax (1985) [9116]

This book is also of questionable content.  In the same vein as the Book of Wondrous Inventions, this book tends to take on a more magical nature.  The contents herein describe mostly magic items.  Most items tend to be somewhat weird, including magical balloons, among other things.  Again, it's not really tinkering-related, but is included here for the sake of completeness.

Gnomes 100, Dragons 0 – James M. Ward & Jean Blashfield (1987)
This publication is a "Solo Quest" which means that a single person can pick this up and play it by yourself, without anyone else.  In it, you play a human baker, of all things, that gets caught up in a plot to help save a bunch of tinker gnomes from impending invasion.  It's quite odd, and I wouldn't mention it all except that it does talk quite extensively about tinker gnomes and their gnomeflinger.  This publication is a free download from the Wizards of the Coast( website.

Aurora's Whole Realms Catalogue – J. Robert King (et al) (1992) [9358]
This book is a great resource for D&D players and DMs alike, regardless of whether you run 3rd edition D&D or any previous edition.  It's a catalog of gear and supplies that can be useful to just about anyone and can add a lot of flavor to any game.  There is a particular chapter in the back devoted to the creations of master gnomish tinker Nadul DaRoni.  DaRoni creates several items and has them for sale in the catalog.  In fact, what you may not realize is that the sketches in this section are all actually sketches of Leonardo DaVinci.

CGR3.  Al-Qadim: The Sha'ir's Handbook – Sam Witt (1994) [2146]

The Book of Artifacts – David "Zeb" Cook (et al) (1993) [2138]

The Book of Artifacts is a great book, even if a tad shy on the number of artifacts it contains.  Several artifacts in this compendium warrant further review from the avid scholar of tinkering.  Among these are the "Artifurnace", "Heward's Mystical Organ", "the Machine of Lum the Mad", "the Mighty Servant of Leuk-o", and "Queen Ehlissa's Marvelous Nightingale".

Other Resources

Baldur's Gate II – Computer Game, by Black Isle Studios

Baldur's Gate II is an excellent computer RPG.  The reference to tinkering, as mentioned in the prologue, is in the form of a gnome thief/illusionist by the name of Jan Jansen.  Jan is a NPC that can join your party.  Jan comes complete with several tinkered items of his own design, including a crossbow that can shoot special skulls that explode on impact and can stun opponents, gloves that give a bonus to picking locks, and goggles that can detect invisibility.  As of this writing, the Baldur's Gate II expansion "Throne of Bhaal" is unavailable, but all NPCs in BG II are reported to be in that expansion, so expect to see more of Jan Jansen there.
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