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 Mechanika Creation Creation in the



IRON KINGDOMS



' ORIGINALLY PUBLISHED IN HANDCANNON # 5 (v.1) ORIGINALLY POSTED 9-5-2004 9-5-200 4 (v.2) REVISED AND POSTED 12-17-2005 12-17-200 5 (v.3) REVISION DRAFTED 06-04-2007 (v.4) REVISED AND POSTED 3-2-2008



 INTRODUCTION This document is a basic outline to the construction of mechanikal items for the Iron Kingdoms D20 RPG by Privateer Press. It originally appeared on the Privateer Press Forums and was published in the fan-zine Handcannon (issue #5). The rules and stats presented here are all taken from the Iron Kingdoms Character Guide: Vol. 1 and the Liber Mechanika both published by Privateer Press and the copyright on the information is held by them. I have only reorganized the information into a form which is easier to understand and reference with some speed. Over the last year I have been absent fromt the IK community due to personal issues, however I am back. I go by “Rivethead28”  on the forums and invite all of you to PM me at any time. In my absence, a number of individuals have taken Rivethead28” on the responsibility of keeping this document alive. I appreciate all that you have done. I would like to thank Cryanger  Cryanger for for his re-edit of this document to make more logical sense and for his corrections. Also Also I would like to thank St. Jason for offering the use of his Rune Plate Guide in this document. For those of you who downloaded this document in the past, This will be the nal major overhaul of this document until we know where PP is going with the RPG after 4th ed. D&D is published. It looks like there will be some major changes to magic item creation in the new edition, so this guide might become unnecessary or need to be updated if 4th ed. D&D is adobted by PP.. I have moved some things around, but the content is the same. I will of course correct anything that is incorrect ASAP PP ASAP. If you have any questions or see something that isn’t correct, please let me know so I can update and repost this PDF as soon as possible. I also will be making my accumulator charge cards available as a seperate downolad. Thank you for all your patience and I hope you nd this both useful and enjoyable.



S.A.Harris “Rivethead28”



For more unofcial Iron Kingdoms material, please visit my personal gaming site at: http://www.reoakandbone.com



For ofcial information information on Iron Kingdoms D20, Warmachine and Hordes, Hordes, please visit visit the Privateer Press ofcial website at: at : http://www.privateerpress.co m You will nd a wealth of information in their online forums, please participate participate!!



 SECTION I: REFERENCE MATERIALS There are a number of source materials that you will want to have access to when creating mechanikal items. Here is a short list of titles and what they are used for.



DnD Players Handbook (PHB) (3.5e)



This denes the basic skills and feats as well as providing descriptions of arcane spells and their uses.*



Dungeon Masters Guide (DMG) (3.5e)



This outlines all of the rules for magic item creation as well as giving rules for creating scrolls and dening all of the magic item special abilities.



Iron Kingdoms Character Guide (IKCG)



This gives the complete reference to building mechanika as well as information on IK specic skills and classes which are involved. Also features Examples of creation in the appendix section.



Liber Mechanika (LM)



This is a COMPLETE guide to mechanika creation and it discusses discusses the Arcane Arcane Mechanik in great detail. If information here conicts with the information in the IKCG, this takes precedence.



Un-Official Appendix I: Mechanika Components



This is my own personal listing of all the basic components. It includes Cost, Price, any skills and/or checks that are necessary as well as all the other info I could sort out as being important.



Appendix II: Charge Costs



This is not necessary in construction, but is helpful when you are guring out at the end what it will cost (in charges) to make the item function.



Appendix III: Rune Plate Costs



Based on St. Jason’s Rune Plate Guide, Guide , this is a quick reference for costs and prices of weapon, shield, and armor  rune plates.



*Note: The Privateer Press Staff suggests using the weights from the Players Handbook 3E because they feel that these are more accurate to the weights of weapons, armor and equipment in the Iron Kingdoms.



SECTION II: TERMINOLOGY Terms Cost (to create)



In the creation of mechanika, this refers to a number of gp for parts + a number of XP that are necessary to make schematics, specic components, or conduits. This is represented as such: 125 gp + 18 XP XP..



Price (market value)



In the creation of mechanika, it is not necessary to create create each and every individual component yourself  (the advantage that  mechanika technology has over traditional traditional magical items). items). If you are able to nd a seller, this gure refers to the average price that you would pay to buy the piece already made. This is on average 2 x the cost (gp) to make it yourself. This is represented as such: 1,200 gp. Each phase of mechanika construction construction takes a certain length of time to draw plans, collect parts, build parts, fuse, calibrate, calibrate, etc.



Days This is represented as such: 5 Days.



 SECTION III: REQUIREMENTS Creation of mechanika requires a combination of Item Creation feats and successful Skill checks.



Skills This is used in the creation of schematics / diagrams, as well as for the construction of individual components as well as the nal fusion and assembly check. (IKCG pg. 146-148) a. These rolls are always made on the last day of construction (be that for an individual component or the entire device) Craft (mechanika)



b. For a normal failure (EX: 


Craft (alchemy)



This is primarily used in rune plate construction.(PHB construction. (PHB pg. 70-71)



Other Skills



There are other skills which may come in handy [EX- craft (clockwork)], however there use will be discussed in detail, when it is necessary, in the IKCG or the LM.



Feats Craft (wondrous item)



This is the fundamental Item Creation feat necessary for the creating mechanika and is necessary to nish mechanikal components as well as fuse them all into a nished working device. (PHB pg. 92-93)



Etch Rune Plate



This is necessary to Etch Rune Plates, which are at the heart of all mechanikal items. **Note: The Scribe Scroll feat  is a requirement to gain this feat, therefore it is still important, but is no longer the primary feat for rune plate creation. (LM pg. 25)



Craft (accumulator)



This feat is listed under the feats for the revised Arcane Mechanik in the LM pg. 11, however no description is given.



Craf Cr aftt (cer (cereb ebra rall mat matri rix) x)



Used Us ed in in the the con const stru ruct ctio ion n of me mech chan anik ikal al ser servi vito tors rs an and d cons constr truc ucts ts.. (LM pg. 23)



Craft (cortex)



Used in the construction of advanced mechanikal constructs, steamjacks and Warjacks. (LM pg. 23)



Craftt (mechanik Craf (mechanikal al prosthet prosthetic) ic)



Used in the the construc construction tion of replac replacement ement limbs limbs using using mechan mechanika ika technolo technology gy.. (LM pg. pg. 23)



Craft (mechanikal construct)



Used in the construction of Steamjacks and Warjacks. **Note: While this allows you to build the body body,, it will be useless without a cerebral matrix or cortex. (LM pg. 24)



Craft (steam armor)



Used to create steam armor. (LM pg. 25)



Craft (cyriss-tech)



Used to create items using Cyriss-T Cyriss-Tech ech instead of standardized Mechanika/Steam/Accumulator Mechanika/Steam/Accumulator technology. (LM pg. 23)



SECTION IV: IV: BUILDING MECHANIKA iv-i: Planning It Out This is the rst and most basic phase, where you analyze what you want to make and determine what you need to make it. Nothing is expended or spent during this phase – it is solely a fact gathering step to more clearly understand what will be needed and the costs in the other steps. I would encourage you to take detailed notes during this stage. This will allow you to explain how you arrived at the purchase and creation cost of the item, as well as remember what dice rolls, skills, feats or spells are necessary to create the item in-game.



A: Decide what it is that you are going to make: Here is where your imagination can run wild, be as creative as you want (ex: What? Why? What does it do? Is there a background story to it?). Anything Anything can be made; however almost any mechanikal device you can think up ts into one of the following categories below. (table on following page)



 Type of Item



Description



Arcantrik Convergence Engines



Basically a box on a belt with rune plates inside allowing the wearer to cast the spells from the rune plates.



ArcantrikWondrousItems



Essentially arcatrik convergence engines connected to a mechanikal component such as alchemical gauntlet, archronograph, or glyphweave garment, these are things that don’t t any of the following categories.



Rods and Staves



 ARE magical items items which can be converted to run on accumulator accumulator technology. technology.



Wands



totally mechanikal version of the magic wand.



Weapons



like magical weapons only using mechanikal technology.



Armor and Shields



like magical armor and shields only using mechanikal technology. technology.



Steam Armor 



 An exotic kind of special armor powered by steam. steam. Please see the LM pg. 27–34. 27–34.



WarcasterArmor 



Specially crafted suits of mechanikal armor designed to protect and aid warcasters in the eld.



Mechanikal Prosthetics



 Articial arms or legs, Please see the LM pg. 34–42.



Mechanikal Familiars/Servit Familiars/Servitors ors



Please see the LM pg. 42-50.



Steamjacks/Warjacks



These will be covered in a future PDF.



Cyriss Technology



This will be covered in a future PDF.



B: Create a list of Components: Based on the function of the device you must break it down into the parts that will be necessary to produce. This process is quite amorphous and is different every time, so there is no way for me to tell you how to do it, but I can give you some basic principles to follow. follow. This might also be a bit lengthy in the case that one mechanikal item is used as a part in another  larger,, more complicated piece. larger 1. Include all info for each individual component -This includes the following stats which are necessary to completing the construction. • Price - (gp) • Cost - (gp + XP) XP ) **Note: For rune plates this includes Caster Level and Spell level  level (for (for standard plates) or  e  eff ffec ecti tive veb bon onus us/ /pr pric ice emo modi die er rfo for rWe Weap apon ons/ s/Ar Armo mor   / Shield  /  r  Shield plates. plates. • Skills necessary + DC target number  • Construction DC bonus - For each component, add 1(EX +1) (for rune plates, add the effective bonus/ price modier) to this column. This will aid in making the the schematic check and the nal fuse and assembly checks. • Specic item allowances - Each type of item has a limited amount of space to house these components and can be found on table 5-10 in the IKCG pg. 323. • Weight - This will be totaled at the end to give the items nal weight.



Basic Parts That All Mechanika Have in Common Power Source



 All mechanika need a power power source, usually in the the form of accumulators, accumulators, and you must must purchase or create create these (this does not  count as a component for mechanikal item creation purposes). purposes) . Like batteries, accumulators come in sizes (light, stanard, heavy, or superheavy) and have a set number of charges before they must be recharged/ replaced.



Sockets



Where a power source such as an accumulator is plugged into a piece of mechanika, All mechanika must have 1 or more accumulator sockets to allow the use of accumulators (these come in light, standard and heavy sizes as well as charge, trickle or hybrid types). types) .



Conduits



 All mechanika must have conduits connecting the accumulator socket to the rune plates (to give them power to operate) . The general rule is 1 conduit per 1 rune plate, however there are also a few other types of conduits which can be used for specic purposes.



Rune Plates



 All mechanika have 1 or more rune plates which either cast a spell (arcane spells only) or apply a special ability (as per magic  weapon/armor abilities in DMG). DMG). The size and type of item being made made determines the maximum maximum number of rune plate it can can contain. See LM, pg. 74 for for details. **Note: The information is incorrect incorrect for Medium one-handed one-handed and Medium two-handed  weapons. Simply switch the two columns columns to correct this. this.



Additional Parts Function-Specic Components



These components include triggers and elemental emitters.



 iv-ii: Drafting Schematics This is the rst actual phase towards completion of your mechanika. In order to construct a piece of mechanika, you must have the appropriate list of components and either purchase or draft the necessary sketches/ diagrams, called schematics schematics.. When completed they will have all the information necessary to build each component as well as fusing it into a working device. This grants the character a +5equipment +5equipmentbonustoCraft(mechan bonustoCraft(mechanika)fusionchecksdu ika)fusionchecksduringtheA ringtheAssembly& ssembly& Fusion step. step.



Purchasing Plans You can purchase pre-fabricated plans. Usually associated with extremely common or mass produced mechanikal items. From Independent Mechaniks



This should cost 1/10th of the item’s creation cost in gp + most charge at least a 50% additional mark-up.



From Guild Mechaniks



These specialized sellers typically will only sell plans to members of the same guild for a cost of 1/10th of the items creation cost in gp. **Note: **Note:Mostguildshowever,willchargealargene,orhanddownsomeothertypeofpunishment,iftheydiscoverthata Mostguildshowever,willchargealargene,orhanddownsomeothertypeofpunishment,iftheydiscoverthata mechanik has sold his schematics outside of the guild. Military grade schematics are highly protected and should be considered  VERY rare, and if found carry heavy costs and/ or punishments.



Creating Schematics This is the most common occurrence, especially for more complicated or unique items. Cost



This is roughly 1/20th of the total cost to create the entire item from scratch + 1 XP per component.



Time



1 Day per component.



Craft (mechanika) Skill Check



Creating schematics requires a skill check with a DC of 15 + (1) for each component (for rune plates, add the effective bonus/   pricemodierinsteadofasasinglecomponent)  pricemodierinsteadofasasin glecomponent) on the last day.



iv-iii: Methods of Construction Mechanikal items are made of seperate parts, which can be obtained by purchasing a pre-made part or you can build the part yourself. This is a distinct advantage over traditional magic item creation because you can do this in pieces when you have the time, wealth, etc. This also nullies the large possibility possibility of losing permanent HP when creating creating a magic item. If  building all at once, just go down the list one by one.



Purchasing Components Sometimes individuals will not have the time, time, gp, or correct skill or caster level to create create a mechanikal component themselves. themselves. In this instance, individuals may choose to purchase components from others. Price



The market cost of individual components differs based on the seller, however each component does give a price which is used as an average or base market price.



Creating Components This is the most common occurrence which gives the benet of having the schematics for the component the next time you need it (IE-reducing the schematiccostofeachitemaftertherstthatanarcanemechanikcreates) . All of the criteria for a specic component must be fullled to nish the item. Cost



Each individual component has a cost which represents the cost (gp) of materials as well as the (XP) work that goes into creating it. Unless specied this is equal to ½ the purchase price of the materials and 1/25th of the purchase price in XP XP.. **Note: For rune  platesthisamountisdetermined  platesthisamou ntisdeterminedbyCasterLevel byCasterLevelxSpelllevelxE xSpelllevelxEffectiveBonus/ ffectiveBonus/pricemodierfo pricemodierforWeapons/Arm rWeapons/Armor/Shield. or/Shield.



Time



Each individual component requires a number of days to complete it. Unless specied this is equal to 1 day for each 1,000 gp in purchase price.



Craft Skill Check



Most items require a Craft (mechanika and/or alchemy) skill check. This is DC = 15 unless otherwise stated.



Feats



Nearly all components require the Craft (wondrous item) and/ or the Etch Rune Plate feat; this will be listed with the item.



 iv-iv: Component Construction A. Base Components:  All Mechanikal items items have a base cost for the underlying structure of the item. item. Usually this item is mundane in in nature and its cost to create from scratch before the masterwork quality is one-third the market price (See the Craft skill in PHB3.5). PHB3.5) .



Type of Item



Base Component



Arcantrik Convergence Engines



The base component for this would be a n Arcantrik convergence housing which is by detault of masterwork quality qualit y (see description for cost). cost) .



Arcantrik WondrousItems



In addition to those of an arcantrik convergence engine, requires a mechanikal focus such as Alchemica l Gauntlets, Glyphweave Garment, or Archonograph (see description below, or LM pg. 67-68. ).  ).



Rods and Staves



These use the purely magical version as stated in the DMG as their base item .



Wands



These items are not dependent on a base item (the wand shaft does not count as a mechanikal component for the purposes of determining costs or skill DCs) .



Weapons



Must be a masterwork item made with the intention of becoming a mechanikal weapon; it can not be a pre-existing item. Cost for masterwork weapon is base cost of weapon type + 300 gp



Armor and Shields



Must be a masterwork item made with the intention of becoming a mechanikal armor or shield; it can not be a pre-existing item. Cost for Masterwork weapon is base cost of weapon type + 150 gp.



Steam Armor 



Comes in two forms, light or heavy, and requires the Exotic Armor Prociency: Steam Armor to operate. Please see the LM pg. 27–34.



WarcasterArmor 



 All suits of Warcaster armor require a custom tted piece piec e of masterwork quality breastplate, half-plate, or full plate armo r  (shown in Table 5-18 IKCG pg.341) made into +2 mechanikal armor. For further information, please see LM pg. 68-71 .



B. Sockets: These are the connection between the power source and the conduits. conduits. The type of socket used is based on the type of item you are building.



Socket Charge



Info These sockets pull individual charges as the mechanical item’s effects effects are used, and are used for arcantrik convergence engines as well as mechanikal rods, staves, and wands. Cost - 100 gp + 8 XP



Price - 200 gp



These sockets slowly feed a charge from a power source to the conduits, and are used for mechanikal armor, shields, and weapons. Trickle Cost - 100 gp + 8 XP



Hybrid



Price - 200 gp



These sockets act as both a Charge and a Trickle socket, depending on the mechanikal item’s needs. If a mechanical item is of sufcient size, it may use both a Charge and a Trickle socket instead of a single Hybrid socket. They are usually employed in mechanikal armor, shields, and weapons. Cost - 225 gp + 18 XP



Price - 450 gp



 C. Conduits: These are basically what connects everything together (1 together (1 conduit per component except the accumulator socket and  triggers )  ).. The cost for the conduit is based on the type of the item you are building. Skill Check - It is necessary to make a Craft (mechanika) (requires 4 ranks) check for every individual conduit (not including triggers) at a DC=15.



Conduit



Info Used for arcantrik convergence engines, mechanikal rods and staves.



Basic



Cost - 500 gp +40 XP per spell level each Price - 1,000 gp per spell level These are the same as basic conduits, but because of the more complicated requirements of the mechanikal components they are used in (alchemicalgoggles, (alchemicalgoggles,cabaliccrucibles, cabaliccrucibles,inductionbeltsand inductionbeltsandreectivearcane reectivearcanematrices) matrices),, they have an additional cost.



“Component“



Cost - 500 gp +40 XP each Price - 2 X cost in gp Used in mechanikal wands.



Wand



Cost - 100 gp X spell level + XP = 1/25 the price Price - 200 gp per spell level Used for mechanikal weapons.



Weapon



Cost - This is based on the effective bonus of the weapon and is found on Table 5-15, IKCG pg. 335 or on Table Table 2-10 of the LM pg. 78 Price - 2 X cost in gp Used for mechanikal armor and shields.



Armor / Shield



Cost - This is based on the effective bonus of the armor or shield and can be found on Table 5-13, IKCG pg. 332 or on Table 2-8 of  the LM pg. 77. Price - 2 X cost in gp Sometimes it is cost effective effective to create 2 or more lower cost plates in combination instead instead of one plate for the total bonus. These plates will be tied together with a series conduit so they act as one. **Note: It is unclear if these still exist in the setting.



Series



Cost - 100 gp +8 XP per plate connected. Price - 200 gp per plate connected.



 D. Other Mechanikal Components: Each individual component description in the IKCG or in this list should be built individually based on its own requirements. Primarily this refers to rune plates and the triggers required,but also includes other components such as alchemical goggles or elemental emitter.



D-1. Rune Plates: Due to the confusion that the Privateer Press forums have shown on the subject of rune plates, I have decided to address all of the issues with them here. This should aid you in deciding what type and how to use these in creation creation of mechanika. You will also nd a complete guide to rune plate cost in Appendix III. 1. Charge Cost of Rune Plates: This will be listed under the accumulator socket type that the plate is attached to.



Requirements To Create Rune Plates Requirement Etch Rune Plate Feat Craft (alchemy) Cost



Use This is necessary and covers the knowledge of mechanika mechanik a runes and the characteristics of rune plates in general general..  At least 4 ranks ranks are needed and and this covers etching etching and fusing the the runes to the plate. (No check is necessary though). though) . The cost of the rune plate consists of the necessary materials required to etch with and on, as well as any average material spell components. The creator of the plate must have the spell prepared (or know the spell in the case of a sorcerer) and must provide any exotic material components. a. Exotic Material Components - if exotic/expensive components are needed for every use, then you must remember to use a cabalic crucible in the list of components.



Spells



b. Spell Focus - If a spell focus is needed, then it is not destroyed while creating the plate, but is built into its housing. c. Special Abilities - If you are creating a weapon, armor or shield rune plate, you must be able to cast or prepare all the spells which combine to create that ability. d. Scrolls - Rune plates can also be made from scrolls.



Types of Rune Plates Rune Plate



Info These are used to cast a spell and most often found in arcantrik convergence engines and wands.



Standard



Cost - (275 X Spell Level X Caster Level) gp + (1/25 Price) XP + 1 Day per 1,000 gp of Price. For more information on the cost to create by class class and spell level, please see Table Table 5-12 in the IKCG pg. 330 or Table 2-6 in th e LM pg. 76. 76. Effects - Follow the description of that particular spell (at appropriat e caster level) from the PHB or IKCG . Spells - The available spell list for arcantrik conversion engines can b e found on page 337 of the IKCG. IKCG . These replicate the magical weapon special abilities as described in the DMG. (1 plate per ability) Cost - (Spell level X Caster Level X Effective Bonus or price modier X 40) gp + (1/25 Price) XP + 1Day per 1000 gp of Price. **Note: If  a weapon ability uses more than one spell, choose the highest level spell used in creating the weapon ability.



Weapon



Effects - Follow the description of the specic special ability as described in the DMG under magic weapons. Examples - Found in Table 5-16 of the IKCG pg. 336 or Table 2-9 in the LM pg. 77-78. **Note: Spell level for special abilities would be the level at which the component spell is available (based on your class or wiz/sor as default), if there are 2 or more component spells for the ability then use the highest highest individual spell level. These replicate the magical armor or shield special abilities (special ability plates) as described in the DMG. (1 plate per ability).



Armor and Sheild



Cost - (Spell level X Caster Level X Effective Bonus or price modier X 20) gp + (1/25 Price) XP + 1 day per 1,000 gp of Price Effects - Follow the description of the specic special ability as described in the DMG under magic armor and shields. Examples - Found in Table 5-14 of the IKCG pg. 333 or Table 2-7 in the LM pg. 76-77.



 D-2. Triggers: There has also been much confusion about triggers so I will try to explain these as well. I will include the requirements and the effects under each specic type listed here. Remember the cost of a conduit for a trigger is already paid for in the cost of the trigger.



Types of Triggers Trigger



Info This is simply a device to turn the properties of a rune plate on or off. Socket - Requires a trickle socket and draws 1 charge per (1) effective bonus per day.



Mechanical Trigger 



Skill - Craft (mechanika) 4 ranks



Skill Check - DC=15



Action - The use of this trigger counts as a free action. Cost-- 100 gp + 8 XP per (1) effective bonus of the rune plate Cost This is used to push a charge through a standard rune plat e (NOT a weapon special ability plate). plate). Socket - Requires a hybrid socket and draws 1 charge per use of the rune plate. Offensive Spell Trigger 



Skill - Craft (mechanika) 8 ranks



Skill Check - DC= 15 + spell level



Action - The activation of the plate is a free action and requires a craft (mechanika) check of DC=6, but aiming its effects makes this a standard action. Cost - (100 X spell level X Caster Level) gp + 1 Day per 1,000 gp of the Price. These are used to allow economy of accumulator charges with energy resistance (exclusively) rune plates. Socket - Requires a hybrid socket and draws 1 charge per (1) effective bonus for each use of the plate. ReexiveSpell Trigger 



Skill - Craft (mechanika) 4 ranks



Skill Check - DC= 20 + spell level



Action - These automatically activate when the threat of a specied energy type is detected as a threat. Cost - (100 X spell level X Caster Level) gp + 1 Day per 1,000 gp of the Price. **Note: The duration of the resistance spell it is casting is still followed.



iv-v: Assembly and Fusion This would be the nal step in building any piece of mechanika and includes putting the pieces together, and fusing and calibrating the device into a working piece of mechanika.



Fusion and Calibration Process Time



The time to complete the Fusion and Calibration of the device is equal to 1 Day + 1 extra Day per 1,000 gp of the Price.



XP Cost



1/25th of the Price in XP.



Construction Skill Check Roll



This is a Craft (mechanika) roll with a DC = 15 + 1 for EACH component (for rune plates, add the effective bonus/ price modier) made on the last day. (This should be the same DC that was required to draft the schematics). schematics) .



v: Record Keeping I like to create a record of the mechanikal items that I create. This should have enough information to rebuild this item in the future, detail the market PRICE (in case a player wants to buy one), and it should detail more clearly the statistics for the item as well as a good description of how the item functions functions in the players hands. I actually like to even draw the item out sometimes. I nd that this also helps Arcane Mechanik characters to keep track of what is in in their Liber Mechanika.



 APPENDIX I: MECHANIKAL COMPONENTS



TAKEN FROM FRO M IRON KINGDOMS CHARACTER GUIDE , GUIDE , PG. 324-330 324-330  AND THE THE LIBER MECHANIKA, MECHANIKA , PG. 64-71 64-71 *denotesUnofcialE *denotesU nofcialExtrapolatedS xtrapolatedStats. tats.



 i - Power Sources  Arcanodynamic  Arcanod ynamic Accumula Accumulators tors Name:



 Arcanodynamic Accumulator (Light) (Light)



Size:



Tiny



Hardness:



10



AC:



5



HP:



5



Price:



250 gp



Cost:



135 gp + 10 XP



Weight:



1 lb.



Charge/OL:



5/6



School:



Moderate Transmuta Transmutation tion



CL:



5th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



Name:



1. Used in accumulator sockets as power  source for mechanika. mechanika . 2. Recharge cost is 100 gp + 5 Days. Days .



 Arcanodynamic Accumulator (Standard) (Standard)



Size:



Tiny



Hardness:



10



AC:



5



HP:



10



Price:



500 gp



Cost:



250 gp + 20 XP



Weight:



2 lbs.



Charge/OL:



10 / 12



School:



Moderate Transmuta Transmutation tion



CL:



5th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



Name:



1. Used in accumulator sockets as power  source for mechanika. mechanika . 2. Recharge cost is 200 gp + 10 Days. Days .



 Arcanodynamic Accumulator (Heavy) (Heavy)



Size:



Small



Hardness:



10



AC:



5



HP:



15



Price:



1,000 gp



Cost:



500 gp + 40 XP



Weight:



5 lbs.



Charge/OL:



20 / 24



School:



Moderate Transmuta Transmutation tion



CL:



5th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



Name:



1. Used in accumulator sockets as power  source for mechanika. mechanika . 2. Recharge cost is 400 gp + 20 Days. Days .



 Arcanodynamic Accumulator (Super (Super Heavy)



Size:



Small



Hardness:



10



AC:



5



HP:



20



Price:



4,000 gp



Cost:



2,000 gp + 160 XP



Weight:



10 lbs.



Charge/OL:



40 / 48*



School:



Moderate Transmuta Transmutation tion



CL:



5th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



1. Used in accumulator sockets as power  source for mechanika. mechanika . 2. Recharge cost is 800 gp + 40 Days.* Days .*



 Stormchambers Stormchambers are a type of accumulator that can only be used to power weapon enhancement bonuses and/or electricity spells and effects. They constantly produce the charges each round and do not need recharging. Name:



Stormchamber (Light)



Size:



Tiny



Hardness:



10



AC:



5



HP:



5



Price:



500 gp



Cost:



250 gp + 20 XP



Weight:



1 lb.



Charge/OL:



1/round / see below



School:



Moderate Evocation



CL:



13th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



1. Used as a constant electrical power source for various mechanikal devices. 2. If breeched it releases an electrical pulse which deals 1D6 damage, with no saving throw to the wielder and anyone within a 10ft. radius. 3. Requires the chain lightning spell. lightning spell.



Name:



Stormchamber (Standard)



Size:



Tiny



Hardness:



10



AC:



5



HP:



10



Price:



1,000 gp



Cost:



500 gp + 40 XP



Weight:



2 lbs.



Charge/OL:



2/round / see below



School:



Moderate Evocation



CL:



13th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



1. Used as a constant electrical power source for various mechanikal devices. 2. If breeched it releases an electrical pulse which deals 2D6 damage, with no saving throw to the wielder and anyone within a 10ft. radius. 3. Requires the chain lightning spell. lightning spell.



Name:



Stormchamber (Heavy)



Size:



Small



Hardness:



10



AC:



5



HP:



15



Price:



2,500 gp



Cost:



1,250 gp + 100 XP*



Weight:



5 lbs.



Charge/OL:



4/round / see below



School:



Moderate Evocation



CL:



13th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



1. Used as a constant electrical power source for various mechanikal devices. 2. If breeched it releases an electrical pulse which deals 4D6 damage, with no saving throw to the wielder and anyone within a 10ft. radius. 3. Requires the chain lightning spell. lightning spell.



Name:



Stormchamber (Super Heavy)



Size:



Small



Hardness:



10



AC:



5



HP:



15



Price:



7,500 gp



Cost:



3,750 gp + 300 XP*



Weight:



60 lb.



Charge/OL:



10/round / see below



School:



Moderate Evocation



CL:



13th



Feats:



Craft (wondrous item), Etch Rune Plate Craft (alchemy)



Ranks:



4



Skill Check:



DC 18



Craft (mechanika)



Ranks:



4



Skill Check:



DC 18



Skills:



Usage:



1. Used as a constant electrical power source for various mechanikal devices. 2. If breeched it releases an electrical pulse which deals 10D6 damage, with no saving throw to the wielder and anyone within a 10ft. radius. 3. Requires the chain lightning spell. lightning spell.



  Arcane Tur Turbine bine Name:



 Arcane Turbine Turbine (Standard)



Price:



16,000 gp



School:



Moderate Evocation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Requires 15 lbs. of Coal and 6.5 gallons of water. water.** 2. Will run for 6 hours under normal conditions and 1.2 hours at full steam.* 3. Takes 3 minutes to get the coal burner stoked. 4. Takes 5 minutes to get the boiler to peak efciency. 5. Using the accumulator, the boiler can be up in 1 minute (this drains 5 charges).



Name:



Cost:



8,000 gp + 640 XP



Weight:



Ranks:



15 lb. + water and coal



Charges:



CL:



8th



Skill Check:



DC 24



10



6 (full steam) per round



 Arcane Turbine Turbine (Warcaster (Warcaster Armor) Armor)



Price:



16,000 gp



Cost:



8,000 gp + 640 XP



Weight:



School:



Moderate Evocation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Requires 15 lbs. of Coal and 6.5 gallons of water. water.** 2. Will run for 6 hours under normal conditions and 1.2 hours at full steam.* 3. Takes 3 minutes to get the coal burner stoked. 4. Takes 5 minutes to get the boiler to peak efciency. 5. Using the accumulator, the boiler can be up in 1 minute (this drains 5 charges).



Ranks:



15 lb. + water and coal



Charges:



CL:



8th



Skill Check:



DC 24



10



8 (full steam) per round



 ii - SOCKETS Name:



Charge Socket (Light, Standard, Heavy)



Price:



200 gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. When used in rods, staves or wands, subtract sub tract the abilities cost in charges from the accumulator instead of from the items charge total. 2. When used in Arcantrik Convergence Engines subtract 1 charge per 2 spell levels from the accumulator.



Name:



Trickle Socket (Light, Standard, Heavy)



Price:



200 gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Basic usage is to subtract 1 charge per rune plate per day from the accumulator. 2. For Weapons, Armor, Armor, and Shields subtract 1 charge per (1) effective bonus per day from the accumulator. 3. When combined with a mechanikal trigger subtract as above.



Name:



Hybrid (Light, Standard, Heavy)



Price:



450 gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. For Armor and Weapons subtract 1 charge per rune plate per day + trigger cost (see mechanical triggers). 2. Acts as both a Charge and a Trickle socket.



Cost:



100 gp + 8 XP



Weight:



Ranks:



Cost:



100 gp + 8 XP



Weight:



Ranks:



Cost:



225 gp + 18 XP



Weight:



Ranks:



1 lb.



6



CL:



3rd



Skill Check:



DC 15



1 lb.



6



CL:



3rd



Skill Check:



DC 15



2 lbs.



6



CL:



3rd



Skill Check:



DC 15



iii - CONDUITS Name:



Basic (Arcantrik convergence engines, mechanikal rods and staves) Conduits



Price:



1,000 gp per spell level per plate



School:



Faint Transmuta Transmutation tion



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. One conduit is required for each rune plate.



Name:



Series Conduits



Price:



200 gp per une plate



School:



Faint Transmuta Transmutation tion



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. These are used to connect multiple rune plates together, usually to accumulate bonus es and cut construction costs. 2. It is unclear if series conduits still exist after the revision to mechanika construction rules in the LM.



Cost:



(500/spell level) gp + (40/spell level) XP per rune plate 3rd



CL:



Ranks:



Cost:



4



Weight:



Skill Check:



1 lb.



DC 15



(100/spell level) gp + (8/spell level) XP 3rd



CL:



Ranks:



4



Weight:



Skill Check:



1 lb.



DC 15



 Name:



Mechanikal Armor and Shield Conduits



Price:



Shown on Table 5-13 of the IKCG pg. 332 and Table Table 2-8 in the LM pg. 77.



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. These are used in the nal phase of con struction of mechanikal armor and shields.



Name:



Mechanikal Weapon Conduits



Price:



Shown in Table 5-15 of the IKCG pg. 335 and Table 2-10 in the LM pg. 78-79.



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. These are used in the nal phase of con struction of mechanikal weapons.



Cost:



shown in Table 5-13 of the IKCG pg. 332 and Table Table 2-8 in the LM pg. 77. 3rd



CL:



Ranks:



Cost:



4



Weight:



Skill Check:



DC 15



is shown in Table 5-15 of the IKCG pg. 335 and Table Table 2-10 in the LM pg. 78-79. 3rd



CL:



Ranks:



4



Weight:



--



Skill Check:



Name:



Mechanikal Wand Conduits



Price:



(2 x Cost) gp



School:



Faint Transmuta Transmutation tion



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Since mechanikal wands are only allowed 1 rune plate, only 1 conduit is needed



Name:



 Arcano-Conduction  Arcano-Conductio n Coil



Cost:



+4-6 lbs. to armor or shield weight.



DC 15



(100/spell level) gp + (8/spell level) XP 3rd



CL:



Ranks:



Weight:



4



AC:



Skill Check:



DC 15



Size:



--



Hardness:



5



Price:



1,000 gp



Cost:



500gp + 40 XP



School:



Moderate Evocation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Used to connect mechanikal devices to accumulators, arcantrik convergence engines, or other devices. 2. Attachment Attachment to a device requires a Craft (Mechanika) check DC 5. 3. Requires the endure elements spell.



Ranks:



--



1 lb.



8



HP:



3



Weight:



1 lb.



CL:



5th



Skill Check:



DC 20



 iv - RUNE PLATES See Appendix See  Appendix III for III for individual Weapon, Armor, Armor, and Shield ability rune plate costs. Name:



Spell Rune Plates (Mechanikal Wands and Arcantrik Convergence Engines)



Price:



(2 x Cost) gp



School:



Based on spell/ability



Feats:



Etch Rune Plate



Skills:



Craft (alchemy)



Usage:



1. For more info see IKCG Table 5-12, pg. 33 0 or LM Table 2-6, pg. 75-76 . 2. All other requirements are followed as creating a scroll (DMG). 3. These activate a spell (adjudicated by spel spelll description in PHB or IKCG).



Name:



Cost:



(275/spell level x Caster Level) gp + (1/25 Price) XP + 1Day per 1,000 gp of Price 6th



CL:



Ranks:



6



Weight:



Skill Check:



--



--



 Armor and Shield Ability Rune Plates Plates Cost:



(20/Spell level x Caster Level x Effective Bonus or price modier) gp + (1/25 Price) XP + 1Day per 1,000 gp of Price



Price:



(2 x Cost) gp



School:



Based on spell/ability



Feats:



Etch Rune Plate



Skills:



Craft (alchemy)



Usage:



1. For more info see IKCG Table 5-14, pg. 33 3 or LM Table 2-7, pg. 76-77 . 2. All other requirements are followed as creating a scroll (DMG). 3. These activate a SPECIAL ABILITY ABILITY (as shown in the DMG under magic item creation).



Name:



Weapon Ability Rune Plates



Price:



(2 x Cost) gp



School:



Based on spell/ability



Feats:



Etch Rune Plate



Skills:



Craft (alchemy)



Usage:



1. For more info see IKCG Table 5-16, pg. 33 6 or LM Table 2-9, pg. 77-78 . 2. All other requirements are followed as creating a scroll (DMG). 3. These activate a SPECIAL ABILITY ABILITY (as shown in the DMG under magic item creation).



6th



CL:



Ranks:



Cost:



6



Weight:



Skill Check:



--



--



(40/Spell level x Caster Level x Effective Bonus or price modier) gp + (1/25 Price) XP + 1 Day per 1,000 gp of Price 6th



CL:



Ranks:



6



Weight:



Skill Check:



--



--



 v - TRIGGERS Name:



Mechanikal Trigger (Trickle socket / mechanikal weapons)



Price:



(2 x Cost) gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. This is used to turn the properties of a rune plate on/off. 2. This counts as a free action. 3. The plates still draws 1 charge per (1 ) effective bonus per day. day.



Name:



Offensive Spell Trigger (Hybrid socket/ Arcantrik engines and mechanical armor)



Price:



(2 x Cost) gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Used to push a charge through a standard rune plate (NOT weapon special ability plates). 2. Use is considered a standard action. 3. These subtract 1 charge per use from the accumulator. accumulator.



Name:



Reexive Spell Trigger (Hybrid socket/ mechanikal armor)



Price:



(2 x Cost) gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. This is basically to extend the life of your accumulator accumulator.. 2. These subtract 1 charge per (1) effective bonus for each use of the plate. 3. These are exclusively used on energy resistance rune plates now.



Name:



Chronometric Trigger (Arcantrik convergence engines)



Price:



200 gp



School:



Faint Divination



Feats:



Craft (wondrous item)



Skills:



Craft (clockwork)



Usage:



1. A simple timer-trigger timer-trigger able to be set to any thing from seconds to years ahead of time. 2. Setting the trigger requires a Craft (clockwork) check DC 10. 3. Synchronization of a pocket watch or other timepiece with the trigger requires a Craft (clockwork) check DC 10.



Cost:



(100 x effective bonus) gp + (8 x effective bonus) XP 3rd



CL:



Ranks:



Cost:



6th



Ranks:



DC 15



8



Weight:



Skill Check:



--



DC 15 + spell level



1,000 gp + (100/spell level x Caster Level) gp + (1/25 Price) XP + 1 Day per 1,000 gp of Price 8th



CL:



Ranks:



Cost:



Skill Check:



--



(100/spell level x Caster Level) gp + (1/25 Price) XP + 1 Day per  1,000 gp of Price



CL:



Cost:



4



Weight:



4



Weight:



Skill Check:



--



DC 20 + spell level



100 gp 3rd



CL:



Ranks:



8



Weight:



Skill Check:



1 lb.



DC 10



 vi - ITEM SPECIFIC COMPONENTS  Arcantrik  Arcantri k Convergence Convergence Engines Engines Name: Price:



 Arcantrik Convergence Convergence Enging Housing 300 gp



Cost:



100 gp



Craft (Leatherworking)



-



Skills:



Ranks: Craft (Blacksmithing)



Usage:



Name:



Weight:



5 lbs.



DC 20 Skill Check:



-



DC 20



1. This is a simple iron or steel box attached to a sturdy leather belt (masterwork). 2. Required by all arcantrik convergence engines.



 Alchemical Goggles



Price:



4,800 gp



School:



Minor Illusion



Feats:



Craft (wondrous item)



Cost:



2,400 gp + 192 XP 5th



CL:



Craft (alchemy)



Weight:



8



Skills:



Ranks: Craft (mechanika)



2 lbs.



DC 20 Skill Check:



4



DC 15



Usage:



1. Designed to allow the wearer to be affected by, or protected from, vision based spells. 2. Requires an Arcano-conduction coil and conduiting which costs 500 gp + 40 XP.



Name:



Cabalic Crucible



Price:



450 gp



School:



Minor Transportat Transportation ion



Feats:



Craft (wondrous item)



Skills:



Craft (alchemy)



Usage:



1. This is used to hold enough material components for 5 castings of a spell rune plate. 2. Conduiting a cabalic crucible is required and costs 500 gp + 40 XP.



Name:



Elemental Chamber 



Price:



4,000 gp



School:



Faint Evocation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Serves as point of origin for specic effects relying on an energy type. 2. Variables of the spell to be cast must be set prior to use, this requires a Craft (mechanika) check DC 5 + spell’s level + level at which the spell is cast. in the DMG under magic item creation).



Name:



Elemental Emitter 



Price:



2,000 gp



School:



Faint Evocation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



Cost:



225 gp + 18 XP 3rd



CL:



Ranks:



Cost:



Skill Check:



0.5 lb.



DC 22



1,200 gp + 160 XP 4th



CL:



Ranks:



Cost:



8



Weight:



6



Weight:



Skill Check:



3 lbs.



DC 18



1,000 gp + 80 XP 4th



CL:



Ranks:



4



Weight:



Skill Check:



6 lbs.



DC 15



1. Serves as a point of origin for arcantrikally generated instantaneous offensive spells that have one of the following energy types:  Acid, Cold, Electricity, Electricity, Fire, Force 2. Can only produce ONE of the above energy types.



 Name:



Induction Belt



Price:



300 gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. This is used with an arcantrik convergence engine to direct spell effects onto the wearer. 2. Requires conduiting which costs 500 gp + 40 XP.



Name:



Reective Arcane Matrix



Price:



300 gp



School:



Faint Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. This is used with an arcantrik convergence engine to direct spell effects away from the wearer. 2. Requires conduiting which costs 500 gp + 40 XP.



Cost:



150 gp + 12 XP 3rd



CL:



Ranks:



Cost:



4



Weight:



Skill Check:



0.5 lb.



DC 15



150 gp + 12 XP 3rd



CL:



Ranks:



4



Weight:



Skill Check:



0.5 lb.



DC 15



 Arcane Wondrous Item Name:



 Arconograph



Price:



2,400 gp



School:



Minor Transmutat Transmutation ion



Feats:



Craft (wondrous item)



Cost:



1,200 gp + 96 XP 5th



CL:



Craft (alchemy)



Weight:



4



Skills:



Ranks: Craft (mechanika)



DC 15 Skill Check:



8



DC 20



Usage:



1. When combined with an arcantrik engine can create the wondrous items listed in the LM pg. 68.



Name:



Glyphweave Garment



Price:



6,400 gp



School:



Minor Transmutat Transmutation ion



Feats:



Craft (wondrous item)



Cost:



3,200 gp + 256 XP 5th



CL:



Craft (alchemy) Ranks: Craft (mechanika)



Name:



5 lbs. for cloak/robe



DC 15 Skill Check:



8



DC 20



1. When combined with an arcantrik engine can create the wondrous items listed in the LM pg. 68.



 Alchemical Gauntlets



Price:



4,800 gp



School:



Minor Transmutat Transmutation ion



Feats:



Craft (wondrous item)



Cost:



2,400 gp + 192 XP 5th



CL:



Craft (alchemy) Skills:



Weight:



4 Ranks:



Craft (mechanika) Usage:



Weight:



4



Skills:



Usage:



2 lbs.



2 lbs. each



DC 15 Skill Check:



8



1. Can be used in combat as a Gauntlet from the PHB. 2- When combined with an arcantrik engine can create the wondrous items listed in the LM pg. 68.



DC 20



 Warcaster Armor  Name:



 Arcane Focus Chamber  Chamber 



Price:



4,000 gp



School:



Moderate Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Acts as a cabalic crucible, only for Warcaster 1. Acts Warcaster armor . 2. Draws one charge per round.



Name:



Power Field



Price:



10,000 gp + 1,000 gp per 5 Rating



School:



Moderate Transmut Transmutation ation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Also requires stoneskin spell 1. Also spell.. 2. Rating = number of temporary hit points (25 - 100). 3. Charges at rate of 5 HP per round. 4. Effective against all forms of attack, including spells.



Name:



Mechanikal Assist Abilities



Price:



8,000 gp



School:



FaintTransmutation



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Gives one of the following bonuses: • +1 Armor Check Penalty Bonus • +1 Mobility (max DEX bonus increase) • +5ft. Speed • +1 Strength Bonus (up to a +10 max) 2. Each ability draws one charge per round.



Cost:



2,000 gp + 160 XP 6th



CL:



Ranks:



Cost:



Skill Check:



2 lbs.



DC 16



(5,000 + 500 gp per 5 Rating) + (400 + 40 XP per 5 Rating) 12th



CL:



Ranks:



Cost:



8



Weight:



8



Weight:



Skill Check:



2 lbs.



DC 22



4,000 gp + 320 XP 4th



CL:



Ranks:



8



Weight:



Skill Check:



3 lbs.



DC 18



 APPENDIX II: MECHANIKAL PO P OWER CONSUMPTION Mechanikal Item Arcantrik Convergence Engine



Socket



Trigger



1



Charge



Charges used Equal to total spell levels of all rune plates: 0-2nd level spell rune plate draws 1 charge/round. 3rd-4th level spell rune plates draw 2 charges/round. 5th-6th level spell rune plates draw 3 charges/round. 7th-8th level spell rune plates draw 6 charges/round. 9th level spell run plates draw 12 charges/round.



Offensive



1 charge/day plus 1 charge/activation, then:  Alchemical Gauntles Gauntles draw 1 charge/round charge/round of use once once activated.  Archronographs draw 1 charge/10 minutes of use. Glyphweave garments draw 1 charge/day.



ArcantrikWondrous Item



Hybrid



Mechanikal2



Rods/ Staves



Charge



Offensive



Equal to number of normal charges used.



Wands



Charge



Offensive



Equal to number of normal charges used



Trickle



Mechani ka kal



Equal to to to total ef effective bo bonus in in ch charge/day.



Hybrid



Offensive



Equal to ability’s effective bonus.



Trickle



Mechani ka kal



Equal to to to total ef effective bo bonus in in ch charges/day.



Hybrid



Reexive



Equal to ability’s effective bonus.



Weapon



Armor/Shield



Steam Armor 



WarcasterArmor 



N/A unless based on mechanikal armor, then equal to total effective bonus/day.



Hybrid



Varies



 As per mechanical mechanical armor’s total effective effective bonus/day bonus/day 1 charge/round for power eld, arcane focus chamber, and each mechanikal assist ability.  As per each mechanikal mechanikal item attached. attached.



Trickle



1 charge/day normal use or 2 charges/day for vigorous use.



Prosthetics Hybrid2 Servitor/Familiar 



Varies according to size and power plant.



Steam Jack



Varies according to size and power plant.



Cyriss-Tech 1 2



 As per Arcantrik Convergence Convergence Engine.with Rune Plate Mount. Mount. 2



 Avater Clock Clock



Varies Var ies



As mechanikal equivalent.



-- If entry reads Hybrid, then an item of sufcient size could have both a Charge and a Trickle socket socket instead of a Hybrid socket. -- Denotes unofcial extrapolated information.



Arcane Condenser  Name:



 Arcane Condenser (Recharging accumulators) accumulators)



Price:



3,000 gp



Cost:



1,500 gp + 120 XP



School:



Moderate Transmutat Transmutation ion



Feats:



Craft (wondrous item)



Skills:



Craft (mechanika)



Usage:



1. Arcane spellcasters 1. Arcane spellcasters may use this this to charge accumulators accumulators (See IKCG pg. 324-5 for further details).



10 ranks



Weight:



8 lbs.



CL:



5th



Skill Check:



DC 22



TAKEN FRO FROM M IRON KINGDOMS KINGDOMS CHARA CHARACTER CTER GUIDE , PG. 325-326 AND THE LIBER MECHANIKA MECHANIKA, PG. 64-65.



 APPENDIX III: RUNE PLATE COSTS



TAKEN FROM FROM IRON KINGDOMS CHARACTER GUIDE ,PG.332-333,335-33 GUIDE ,PG.332-333,335-336 6  AND THE THE LIBER MECHANIKA, MECHANIKA , PG. 76-79. Originally Collected by St. Jason (Used with Permission)



 Weapon Ability Rune Plates Rune Plate



Effective Bonus



Spell Level (Caster List) (and spell)



Caster  Mod. Level



Rune Plate Cost



Conduit Cost



+1



+1



3rd (amk, gmg, sor, wiz) (greater magic weapon)



5th



40



600 gp + 48 XP



150 gp + 12 XP



+2



+2



3rd (amk, gmg, sor, wiz) (greater magic weapon)



5th



40



1,200 gp + 96 XP



1,800 gp + 144 XP



+3



+3



3rd (amk, gmg, sor, wiz) (greater magic weapon)



9th



40



3,240 gp +259 XP



3,510 gp + 281 XP



+4



+4



3rd (amk, gmg, sor, wiz) (greater magic weapon)



13th



40



6,240 gp + 499 XP



5,760 gp + 461 XP



+5



+5



3rd (amk, gmg, sor, wiz) (greater magic weapon)



17th



40



10,200 gp + 81 6 XP



8,550 gp + 684 XP



 Anarchic1



+2



4th (chaos) (chaos hammer)



7th



40



2,240 gp + 180 XP



1,800 gp + 144 XP



 Axiomatic1



+2



4th (law) (order’s wrath)



7th



40



2,240 gp + 180 XP



1,800 gp + 144 XP



Bane



+1



1st (brd, sor, wiz) (summon monster I)



8th



40



320 gp + 26 XP



150 gp + 12 XP



Brilliant Energy



+4



2nd (gmg, sor, wiz) (continualame)



16th



40



5,120 gp + 615 XP



5,760 gp + 461 XP



Defending



+1



1st (gmg, sor, wiz) (shield)



8th



40



320 gp + 26 XP



150 gp + 12 XP



Disruption1



+2



6th (clr, good, healing) (heal)



14th



40



6,720 gp + 538 XP



1,800 gp + 144 XP



Distance



+1



3rd (brd, knowledge, sor, wiz) (clairaudience/clairvoyance)



6th



40



720 gp + 58 XP



150 gp + 12 XP



Flaming



+1



3rd (gmg, sor, wiz) (reball)



10th



40



1200 gp + 96 XP



150 gp + 12 XP



Flaming Burst



+2



3rd (gmg, sor, wiz) (reball)



12th



40



2,880 gp + 230 XP



1,800 gp + 144 XP



Frost



+1



4th (gmg, sor, wiz) (ice storm)



8th



40



1,280 gp + 102 XP



150 gp + 12 XP



Holy



+2



3rd (wiz)2 (holy smite)



7th



40



1,680 gp + 135 XP 4



1,800 gp + 144 XP



Icy Burst



+2



4th (gmg, sor, wiz) (ice storm)



10th



40



3,200 gp + 256 XP



1,800 gp + 144 XP



Keen



+1



3rd (sor, wiz) (keen edge)



10th



40



1,200 gp + 96 XP



150 gp + 12 XP



Merciful



+1



1st (brd, clr, healing, pal) (cure light wounds)



5th



40



200 gp + 16 XP



150 gp + 12 XP



Mighty Cleaving1



+1



4th (clr, war) (divine power)



8th



40



1,280 gp + 102 XP



150 gp + 12 XP



Returning



+1



5th (gmg, sor, wiz) (telekinesis)



7th



40



1,400 gp + 112 XP



150 gp + 12 XP



Seeking



+1



5th (clr, Knowledge) 6th (sor, wiz) (true seeing)3



12th



40



2,400 gp + 192 XP 2,880 gp + 230 XP



150 gp + 12 XP



Shock



+1



3rd (gmg, sor, wiz) (lightning bolt)



8th



40



960 gp + 77 XP



150 gp + 12 XP



Shocking Burst



+2



3rd (gmg, sor, wiz) (lightning bolt)



10th



40



2,400 gp + 192 XP



1,800 gp + 144 XP



 Speed



+3



3rd (brd, gmg, sor, wiz) (haste)



Spell Storing



+1



(6th level or) stored spell



Thundering



+1



Throwing1



Unholy1



7th



40



2,520 gp + 202 XP



3,510 gp + 281 XP



12th



40



2,880 gp + 231 XP



150 gp + 12 XP



2nd (brd, gmg, sor, wiz) 3rd (clr) (blindness/deafness)



5th



40



400 gp + 32 XP 600 gp + 48 XP



150 gp + 12 XP



+1



1st (clr, dru, earth) (magic stone)



5th



40



200 gp + 16 XP



150 gp + 12 XP



+2



4th (evil) (unholy blight)



7th



40



2,240 gp + 180 XP



1,800 gp + 144 XP



ViciousS



+1



4th (amk, gmg, sor, wiz) 5th (undeath) (enervation)



9th



40



1,440 gp + 1 16 XP



150 gp + 12 XP



Vorpal



+5



6th (amk, gmg, sor, wiz) (circle of death)



18th



40



21,600 gp + 1728 XP



8,550 gp + 684 XP



Wounding



+2



7th (sor, wiz) (mage’s sword)



10th



40



5,600 gp + 448 XP



1,800 gp + 144 XP



Armor and Shield Rune Plates Rune Plate



Effective Bonus



Spell Level (Caster List) (and spell)



Caster  Mod. Level



Rune Plate Cost



Conduit Cost



+1



+1



3rd (amk, clr, warrior, wiz) (magic vestment)



5th



20



300 gp + 24 XP



125 gp + 10 XP



+2



+2



3rd (amk, clr, warrior, wiz) (magic vestment)



5th



20



600 gp + 48 XP



1,100 gp + 88 XP



+3



+3



3rd (amk, clr, warrior, wiz) (magic vestment)



9th



20



1,620 gp + 130 XP



2,205 gp + 177 XP



+4



+4



3rd (amk, clr, warrior, wiz) (magic vestment)



13th



20



3,120 gp + 250 XP



3,680 gp +295 XP



+5



+5



3rd (amk, clr, warrior, wiz) (magic vestment)



17th



20



5,100 gp + 408 XP



5,525 gp + 442 XP



Energy Resistance



+3



2nd (clr, drd, gmg, pal, sor, wiz) (resist energy)



3rd



20



360 gp + 29 XP



2,205 gp + 177 XP



Energy Resistance, Improved



+4



2nd (clr, drd, gmg, pal, sor, wiz) (resist energy)



7th



20



1,120 gp + 90 XP



3,680 gp + 295 XP



Energy Resistance, Greater 



+5



2nd (clr, drd, gmg, pal, sor, wiz) (resist energy)



11th



20



2,200 gp + 176 XP



5,525 gp + 442 XP



Invulnerability



+3



4th (sor, wiz) 6th (earth, strength) (stoneskin)



18th



20



4,320 gp + 346 XP 6,480 gp + 519 XP +250 gp (diamond dust)



2,205 gp + 177 XP



Shadow



+1



2nd (brd, gmg, sor, trickery, wiz) (invisibility)



5th



20



200 gp + 16 XP



125 gp + 10 XP



Shadow, Improved



+3



2nd (brd, gmg, sor, trickery, wiz) (invisibility)



10th



20



1,200 gp + 96 XP



2,205 gp + 177 XP



Shadow, Greater



+5



2nd (brd, gmg, sor, trickery, wiz) (invisibility)



15th



20



3,000 gp + 240 XP



5,525 gp + 442 XP



Silent Moves



+1



2nd (brd, clr, gmg) (silence)



5th



20



200 gp + 16 XP



125 gp + 10 XP



Silent Moves, Improved



+3



2nd (brd, clr, gmg) (silence)



10th



20



1,200 gp + 96 XP



2,205 gp + 177 XP



Sil ilen entt Mov Moves es,, Gre Great ater er



+5



2nd (brd, clr, gmg) (silence)



15th



20



3,000 gp + 240 XP



5,525 gp + 442 XP



 Slick



+1



1st (brd, gmg, sor, wiz) (grease)



4th



20



80 gp + 7 XP



125 gp + 10 XP



Slick, Improved



+3



1st (brd, gmg, sor, wiz) (grease)



10th



20



600 gp + 48 XP



2,205 gp + 177 XP



Slick, Greater



+5



1st (brd, gmg, sor, wiz) (grease)



15th



20



1,500 gp + 120 XP



5,525 gp + 442 XP



Spell Resistance



+2



5th (clr, magic, protection) (spell resistance)3



15th



20



3,000 gp + 240 XP



1,100 gp + 88 XP



Spell Resistance Improved



+3



5th (clr, magic, protection) (spell resistance)3



15th



20



4,500 gp + 360 XP



2,205 gp + 177 XP



Spell Resistance Greater 



+4



5th (clr, magic, protection) (spell resistance)3



15th



20



6,000 gp + 480 XP



3,680 gp + 295 XP



Spell Resistance Ultimate



+5



5th (clr, magic, protection) (spell resistance)3



15th



20



7,500 gp + 600 XP



5,525 gp + 442 XP



Rune Plate Cost



Conduit Cost



20



160 gp + 13 XP



125 gp + 10 XP



20



200 gp + 16 XP



1,100 gp + 88 XP



Shield Only Rune Plates Rune Plate



Effective Bonus



Spell Level (Caster List) (and spell)



Caster  Mod. Level



 Arrow Catching1



+1



1st (clr, luck) (entropic shield)



 Arrow Deection Deection



+2



1st (gmg, sor, wiz) (shield)



Bashing



+1



2nd (clr, drd, pal, sor, strength, wiz) (bull’s strength)



8th



20



320 gp + 26 XP



125 gp + 10 XP



Blinding1



+1



3rd (clr, sun) (searing light)



7th



20



420 gp + 34 XP



125 gp + 10 XP



Reecting



+5



7th (luck, magic, sor, wiz) (spell turning)



14th



20



9,800 gp + 784 XP



5,525 gp + 442 XP



1



8th



5th



 – Currently there th ere is no information info rmation on arcane a rcane versions versio ns of these spell with which to t o make rune plates. -- Clerical spell granted as arcane via the Illuminated One feat. 3 – Arcane versions achieved through the Preceptor of Cyriss’ divine arcane class feature. 4 – The Liber Mechanika gures the spell level for holy for holy smite at 4th and derives deri ves a cost co st of 2,240 gp + 180 XP. XP. 2 
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