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plate 1  The standard races are well 
represented in the land of Highpoint.
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Colonizing the underdeep was the only 
hope for those who once controlled the 

surface. Elven archmages and orc warlords 
were no match for the lunar rain pounding 
their cities night after night. Wave after wave 
of refugees sought shelter underground. But 
the entire world tried to cram into a limited 
number of havens, and they found only con-
stant warfare. Each battle’s winner had mere 
days until the next wave appeared, desperate 
to force its way into any covered shelter it 
could fi nd.

Deep underground, the ancient dwarven 
stronghold of Duerok was safe from the 
dragons and lunar rain — but not from the 
refugees. Duerok’s dark age was ferocious. 
Pushed back by the relentless waves of inva-
sion, the dwarven city-state lost both land 
and lives. Some invaders swept past Duerok, 
retreating deeper and deeper underground 
in their quest for safety. Most did not. 
Duerok was under siege.

The lunar dragons ran rampant over the 
surface world. Surging hordes of refugees 
pressed at every entrance to the subsurface. 
The lunar rain razed the surface yet again each 
night. Chaos, death, and disaster threatened 
from every quarter. Was any hope left?

Yes.
A stooped, white-haired dwarf named 

Parilus came to Duerok one day, claiming 
to be the eldest of the Master Gearwrights. 
Only the most ancient dwarves remem-
bered the Gearwrights Guild, which was 
but a footnote in stories of a mythical Age 
of Walkers passed on from their grandfa-
thers’ grandfathers.

Parilus taught the dwarves to build great 
mechanized walkers powered by steam. He 
showed them how mighty a ten-ton metal man 
could be, how its heroic metal hide could resist 
the lunar rain and beat back the dragons. He 
guided them through the construction of their 

fi rst thousand-foot-tall city-mech and watched 
proudly as it defeated dragon after dragon.

Then, unseen and unfollowed, he vanished.
Now, one hundred years later, the Sec-

ond Age of Walkers is at hand. Five dwarven 
city-mechs housing populations in the 
thousands patrol the surface areas around 
Duerok. Armored well enough to protect 
against all but the most cataclysmic meteor 
storms, the city-mechs brave the lunar rain, 
though even their tough metal hides must 
be constantly refurbished.

These fi ve city-mechs, known as the 
Stenian Confederacy, are now the center of 
surface life on Highpoint. The safe zone they 
protect is a new haven for trade and settle-
ment, colonized by fl eets of smaller mechs. 
Even as the lunar rain abates — some say 
the moon’s surface must have been stripped 
to bedrock by now — the mechs become 
further embedded in the social structure. 
Trader-mechs form crucial links between the 
budding new surface settlements. Explorer-
mechs comb through the ruins of the surface 
cities, while righteous adventurers fi ght 
mech to claw against the lunar dragons. 
Prospector-mechs scout for scant supplies 
of ore and coal, and tensions run high when 
supplies run low.

Resource disputes have brought the 
Stenian Confederacy into confl ict with its 
neighbors. The disparate human nomad 
tribes, united for the fi rst time in centuries 
by the charismatic demagogue Shar Thizdic, 
have constructed a steam-powered city-
mech of their own. Now Shar sends his so-
called Legion into routine skirmishes with 
the Stenian Confederacy. Mercenaries play 
both sides, profi ting in the new demand for 
metal, fuel, and mechs.

Despite its imposition of law and order, 
not all are satisfi ed with the Stenian Con-
federacy. Its security comes at a cost. Martial 
law is the rule of the day; military-mech 
pilots are mobile judge, jury, and hangman. 
Already, vigilante-mechs backed by the 
people have challenged the Confederacy’s 
authority. Many citizens, especially the 
clergy, feel the Confederacy is too con-
cerned with short-term solutions. The 
surface is now inhabitable, but nothing 

INTRODUCTION
The dark age has begun. With each passing day the 

moon grows larger in the sky, to the point where it 
is now literally falling to earth, particle by particle, in 
an excoriating lunar rain that fl attens castles and kills 
anything foolish enough to walk the land of Highpoint 
by night. The moon is so close that lunar monsters can 
drop to the surface, whether by choice or as involuntary 
byproducts of the lunar rain. Day by day, the lunar dragons 
swarm in ever-greater numbers, while other aberrations 
stalk the surface. If the lunar rain doesn’t skin you at 
night, the lunar dragons will eat you during the day.
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has been done to solve the lunar rain itself. 
While independent clerics and paladins 
organize attacks on the lunar dragons’ 
home turf, the Confederacy focuses 
solely on terrestrial power. As many 
resentful citizens of the “oppres-
sive” Stenian Confederacy exist as 
do outsiders desperate to enter its 
safe zones.

As the lunar rain destroyed long-
established settlements, so too did 
it eradicate long-established social 
customs. With few exceptions, the institu-
tions that once held together the fabric of 
life are now gone. In the place of churches 
and nations, new forces have emerged. Faith 
in the old gods has practically vanished as 
worshippers question those who could not 
save them. The newly emerging mechani-
cal-god Dotrak whispers cryptically in the 
ears of his prophets, while the bizarre lunar 
gods recruit mortals in disguise. Mobile 
“mechdoms” rule where kingdoms formerly 
prevailed. The Gearwrights Guild is more 
powerful than some nations once were, com-

manding entire city-mechs in its name. Its 
coglayers and steamborgs push the limits of 
technology, eagerly seeking new techniques, 
while new recruits explore ancient legends: 
Is it true that the huge metallic dwarfl ike 
sculptures buried in the Wet Desert are 
in fact ruined mechs from the fi rst Age of 
Walkers?

Not all accept the new order. While nearly 
fi ve human generations have passed since 
the lunar rain began, most elves remember 

its beginning. They resent the treasure-hunt-
ers who loot their ruined villages, the gear-

wrights who challenge their magic, and 
the mech jockeys who question 

their history. Riding magical-
ly powered mechs crafted 

from the still-living 
remnants of their village 
ancestor trees, elven 
artifact-hunters hunt 

lost treasures stolen by 
the new mechdoms. Mean-

while, the orcs of the south-
ern plains grow entranced by 

the power of mechs, raiding more 
frequently as they seek to acquire mechs for 
themselves.

As always, the rogues profi t. From an 
early stage, the thieves’ guilds insinuated 
themselves into the management of the city-
mechs. Even the Stenians now make con-
cessions to the guilds. The destitute lower 
levels of their city-mechs are kept in line by 
ruthless guild organizations, which ensure 
available manpower to work the smelting 

tions that once held together the fabric of 
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plants and engine rooms as long as their 
methods go unquestioned. All the while, a 
shadowy group of so-called “stalkers” prac-
tices infi ltrating and disabling mechs from 
within. Rogues and cutthroats have fantastic 
new opportunities for power.

One hero stands above them all. Mech 
jockeys are the ace pilots who make life on 
the surface possible. They ferry precious 
loads of iron from distant mines, risking 
ambush by raiders and dragons. They pilot 
the massive military-mechs bristling with 
steam cannons. Independent operators ride 
scout-mechs into the frontiers, seeking new 
trade routes or ruins to loot. They smuggle 
contraband into the Stenian Confederacy, 

outrunning the military when they can and 
outfi ghting them when they can’t. Treasure-
hunters travel to the endless plains, where 
they raid the Legion and the orc hordes; 
glory-hunters pit their steam-mechs against 
dragons, giants, demons, and necromechs. 
On the outskirts of the Confederacy, a 
loose collection of reclusive families called 
the Irontooth Clans rides under no fl ag but 
its own. The Irontooth practice the art of 
mech fu, steeped in ancient traditions but 
modernized for the world of mechs, and the 
“mech devil” pilots of the Irontooth Clans 
are feared above all others.

In a land where chaos comes hand in hand 
with opportunity, it is no surprise that eff orts 

point is essentially a Wild West environment 
with scattered law and great power waiting 
to be claimed. The old institutions are dead 
and gone. The competition to replace them 
has begun.

Now hope exists again. It is once again a 
time for adventure! On the fertile endless 
plains, elven wizard-pilots carry adventur-
ers in search of lost elven treasures. Shar 
Thizdic’s Legion sends saboteurs into 
Stenian mines, while independent mech 
jockeys profi t from trade with both sides. 
Righteous paladins fi ght nobly against the 
lunar dragons, and treasure-seeking fi ghters 
hunt for their lairs. Gnome coglayers build 
fantastic clockwork weapons for their allies, 
while dwarven steamborgs replace their own 
body parts with steam-powered prosthetics.

All the while, the soft pinging of the lunar 
rain can be heard through the sturdy metal 
shell of your transport mech, as you bed down 
for the night outside the ruins of a once-great 

contraband into the Stenian Confederacy, with opportunity, it is no surprise that eff orts 
to solve the true cause of the problems — the 
lunar rain and the creatures it brings to earth 
— have failed repeatedly. Only the most 
heroic adventurer can resist the daily temp-
tation of personal wealth and power. High-

fantastic clockwork weapons for their allies, 
while dwarven steamborgs replace their own 
body parts with steam-powered prosthetics.

All the while, the soft pinging of the lunar 
rain can be heard through the sturdy metal 
shell of your transport mech, as you bed down 
for the night outside the ruins of a once-great 
surface city. Hope exists once again …

And it’s powered by steam.



Legal Information

This PDF preview of DragonMech is done under version 1.0a of the Open Game
License; version 5.0/4.0 of the d20 System Trademark License and d20 System
Trademark Logo Guide; and the Revised (v.3.5) System Reference Document, by
permission from Wizards of the Coast. Subsequent printings of this book will
incorporate final versions of the license, guide, and document. 

Designation of Product Identity: The following items are hereby designated as
Product Identity in accordance with Section 1(e) of the Open Game License, ver-
sion 1.0a: The terms DragonMech, clockwork ranger, coglayer, mech jockey,
steamborg, the assimilated, gearwright, mech devil, steam mage, Dotrak,
gearstride, Seroficitacit, College of Constructors, steam powerAndakakilogitat,
Erefiviviasta, barbagula, Janzeter, rodwalker, Smiggenbopper, lunar rain, Stenian
Confederacy, Duerok, Diggon, Axon, Digget, Suron, Suret, Surel, Arie,
Cammerce, Highwater, Flero, Jealo, Lowwater, Highpoint, Glatek, Edge, Stilt
City, Tyratian River, Chemak, Bessemer, Rook, Lebra, Stavians, Wisps, Thurd,
Gur, Hypsies, worm farmer, deep trader, tortog, dusk runner, Vermil, Pretominin
Heads, Irontooth, Irontooth Clans, L’arile Nation, Tannanliel, Nedderpik,
Durgan-lok, rust riders, the Legion, Gearwrights Guild, dronog, lunar skinstealer,
forestrati, slathem; any and all Goodman Games products, logos, titles; any and
all stories, storylines, plots, thematic elements, and dialogue; all artwork, sym-
bols, designs, depictions, illustrations, maps and cartography, likenesses, poses,
logos, symbols, or graphic designs, except such elements that already appear in
the d20 System Reference Document and are already OGC by virtue of appear-
ing there. The above Product Identity is not Open Game Content.

Designation of Open Game Content: Subject to the Product Identity designation
above, the following portions of DragonMech are designated as Open Game
Content: all of Chapter Two: Mechs and Chapter Three: Equipment; and any-
thing else contained herein that is already Open Game Content by virtue of
appearing in the System Reference Document or some other OGC source. 

Some portions of this book that are delineated OGC originate from the System
Reference Document and are ©1999, 2000, 2001, 2002, 2003 Wizards of the
Coast, Inc. The remainder of these OGC portions of this book is hereby added to
Open Game Content, and if so used, should bear the COPYRIGHT NOTICE
"DragonMech By Joseph Goodman, Copyright 2004, Goodman Games; for more
information, see www.goodman-games.com." 

All contents of this book, regardless of designation, are copyrighted year 2004
by Goodman Games. All rights reserved. Reproduction or use without the written
permission of the publisher is expressly forbidden, except for the purpose of
review or use of OGC consistent with the OGL.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners
who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which an
existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or other-
wise distribute; (d)"Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the extent such con-
tent does not embody the Product Identity and is an enhancement over the prior
art and any additional content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License, including translations
and derivative works under copyright law, but specifically excludes Product
Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, formats, poses, concepts, themes and graph-
ic, photographic and other visual or audio representations; names and descrip-
tions of characters, spells, enchantments, personalities, teams, personas, likeness-
es and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a
notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you use. No terms may be added to or subtracted from this License except as
described by the License itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.

3. Offer and Acceptance: By using the Open Game Content you indicate your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE
portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including
as an indication as to compatibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of that Product Identity. You
agree not to indicate compatibility or co-adaptability with any Trademark in con-
junction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark.
The use of any Product Identity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content you must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every
copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless you have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation then You may not Use any
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it enforce-
able.

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000–2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Bruce R. Cordell, based
on original material by E. Gary Gygax and Dave Arneson.

DragonMech By Joseph Goodman, Copyright 2004, Goodman Games; for more
information, see www.goodman-games.com.




