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The Mechanic 
 
The Mechanic has an uncanny gift for working with moving parts, schematics, and machines. 
 
Inherent—Engineering 
• You can see how it works. A structure or a machine (anything constructed with moving parts) tells 

you how it is operated and repaired, somehow. A focus action for normal machines or structures, and 
a minute or an hour for more complex structures or puzzles. Either you just know, or if in doubt, test 
Awareness to understand how a machine or structure is built and used. +2 to Awareness rolls to detect 
secret doors, traps, or mechanical features. 

 
Limitation—Mysterious Meat 
• People are machines too, in a way; cooling systems, joints that hinge in clever but understandable 

ways, bone scaffolding and levers. But what’s in the skull—well, that’s a pile of squishy meat no one 
could be expected to figure out. 

 
Levels Starting Equipment Attribute +/- Experience 

1st   Greasemonkey 
2nd  Journeyman 
3rd   Machinist 
4th   Master Inventor 

Toolkit, head lamp, tough but 
supple gloves, firestarter grip, 
scratch paper and charcoal, big 
hammer. 
 
Starting Coin: 2d12 gold, 1d12 
sp 

Up to 5: -2 
6-8: -1 
9-11: 0 

12-13: +1 
14-15: +2 
16-17: +3 
18-19: +4 

20: +5

      
      

Awesome Points 
used. 
 
Party levels up 
when everyone has 
spent 12 AP. 

 
Available Talents 
 
• Demolitions. Rested. You can look at a room (with a mostly unobstructed view) or a machine as a 

focus action—then you know where the load-bearing points are, and where the weak points are. Test 
Awareness to formulate a plan to bolster or collapse the structure—whether it is a tavern roof, the 
lock on a chest, an axle, or a door. You may not be able to bolster or collapse it, but you know how, 
theoretically, it would be done. Your demolishing weapon is usually gunpowder or forceful water, but 
battering rams and siege engines also work. This talent allows you to create and use explosives. 

 
• Inventor. Rested. If you want, you can invent devices to make your life easier. Each week of work 

earns a Cunning test. An invention can either give a +1 to a roll of some kind, or allow Awesome 
Points up to the Cunning bonus to be spent on a special effect (generally once per arena.) You can 
carry 1 invention per Cunning bonus point at a time. If you roll doubles or a 1 while using the device, 
it either doesn’t work this time and the user takes 1 Wound, or it breaks, your choice. Others must 
successfully test Cunning to use your invention, and can only use one at a time. The DM may allow 
other basic systems or effects to be created with this talent. Confronted with an unknown device, test 
Cunning to figure out how it works. (+2 with “Repair” also.) The DM is the last word on this. 

 
• Locksmith. Constant ability. Locks have a difficulty between 1 and 10. Each focus action you spend 

on the lock reduces its difficulty by 1. When you decide to roll to open the lock, add +3 difficulty to 
the Cunning test for each remaining difficulty. With quality tools, the base difficulty is 3; normal 
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tools, 6; improvised tools, 9; no tools at all, 12. Each test after the first increases base difficulty by 3. 
Complex or simple locks may also affect the difficulty as the DM wishes. 

 
• Repair. Rested. You can fix it. Whether it is the great stone wheel that operates the ancient gate, or 

the broken serpentine on a pistol, or a mast snapped off a ship, or a wall fallen to sappers, you have 
the know-how to direct a work crew of up to your Charm rating, delegating as needed and repairing a 
machine or structure. Scale determines time frame; a sailing ship or wall, 1 day per roll. A gate or 
room, 12 hours. A wagon or door, 6 hours. Hinges or wheel hubs, 1 hour. Anything smaller, 30 
minutes. Halve times with ideal conditions. Confronted with an unknown device, test Cunning to 
figure out how it works. (+2 with “Inventor” also.) 

 
• Trapmaster. Constant ability. You are +2 Awareness to see mechanical traps (stacks with 

“Engineering.”) You can disarm them with a successful Cunning test. The difficulty is based on the 
quality of the trap, from 3 to 15, in increments of 3. You can also create, repair, or activate traps. 

 
Alternative Adventuring Goals 
1. The Gate of Lions has a hundred thousand tons of machinery. You’d do anything to see them. 
2. Flying must someday be within the reach of the common person. This is your mission—figure it out. 
3. You’ve studied scraps of lore on the Dwarf Tomb of [Thane] your whole life. You can beat its traps. 
4. Academics withhold respect to protect their status. Go out in the world where value is on usefulness. 
5. You grew up in the shadow of the ruined clock tower. Someday you’ll repair it. 
6. [Ruler] hired your father to build a tomb full of traps, then killed him to keep its secrets. Loot it. 
7. You’ve got ideas. Ideas! You WILL build a device that lets people walk on water. You WILL! 
8. All these crude shapes. You want to work on fine steel, precision craftsmanship; raise your standards. 
9. You have this idea for a gun. A big gun. Or, maybe, a fancy gun. Anyway, invent an awesome gun! 
10. You’ve heard legends of clockwork robots. You want to find them, see what makes them tick. 
 

Explosives 
 
Characters with “Demolitions” know how to make and use bombs. Other mechanics can do this also, spending 3 
Awesome Points to use a talent in their template that they do not have. 
 
• Collapsing Charge. Build time: 8 hours. Cost: 50 gold. Detonation method: fuse or timer (extra 10 or 2 gold.) 

Size: 50 gallon barrel, 3 Encumbrance (a little extra because it’s… delicate.) 
o Everything in the arena takes 20 Wounds. Everything in adjacent arenas takes 4 Wounds. A Daring test 

cuts the damage in half. 
 
• Flashpowder. Build time: 2 hours for 5 doses. Cost: 3 gold per dose. Detonation method: exposure to flame or 

intentional magic. Size: 1 dose fits in a marble. 
o Can grant +2 to Charm test, or be aggressively flung at a target who must test Daring or be -4 to the 

target’s next action (ignored if the target does not act for 1 round.) 
 
• Grenade. Build time: 2 hours. Cost: 15 gold. Detonation method: 10 second (2 round) fuse, detonates on the 

part of the round where it was lit. Size: fits in the hand.  
o Everything next to it takes 6 wounds, everything within half an arena takes 3. A Daring test cuts the 

damage in half. 
 
• Flashbang/Smokebomb. Build time: 1 hour. Cost: 3 gold. Detonation method: impact. Size: 1 dose fits in a 

marble. 
o Can be used with Flashbang Exit (Assassin Talent), enable “Backstab” and “Distraction” (Thief 

Talents), or grant a +2 difficulty in an arena for a few rounds from smoke. 


