Adventure D20 Inventions & Super Science:  10-22-24

Inventions/Super Science (pg.  176+):

All Inspired Characters may create Super Science Advancements and Innovations. In order to invent Advancements and Innovations, PCs must have one or more of the following Feats: Invent Compound, Invent Device, and/or Invent Organism.   


Advancements: A direct linear development of an existing concept. It doesn’t break the known laws of physics; it leaps a generation or two ahead of the current state of the art. 


Innovations:  An innovation goes beyond mere physical improvement, channeling Z-waves to reproduce effects that only an Inspired mind can normally enact — in other words, it duplicates a knack’s effect. An innovation may include advancement options. Any invention that has a knack effect is always considered an innovation. Daring characters may construct advancements but cannot create innovations.

Any character, Inspired and otherwise, can own and use a number of advancements equal to his Wealth bonus. An Inspired character can have a number of advancements and/ or innovations equal to his Inspiration score. These totals do not include any inventions purchased with the Gadget background feat.


The only way to start the game with Super-Science is to take the Background Feat: Gadget (pg. 143).  

Super-Science Creation:  

Before inventing Super-Science, you must first have at least 5 skill ranks (Meaning you cannot Make stuff until you are 2nd Level) and the Super-Science feat appropriate to the intended creation.

You must also have some level of ability relating to the proposed invention’s use. This is either base attack bonus +1 or 1 rank in a specific skill. So, a pistol that uses electricity to fire projectiles requires a base attack bonus of +1; a miniature submersible requires 1 rank in Pilot; a set of automatic lock picks requires 1 rank in Open Locks; a remote-controlled motorcycle requires 1 rank in Drive; and so on.


3 Steps in Creating Inventions:  1) Research and Development, 2) Construction, and 3) Use

Research and Development (pg. 178):

Design Times:  R&D number is listed in days of research (Tables 8.1, 8.2, & 8.3). 
Variables like multiple options, intensive lab time, using research assistants, spending power points and using knacks can modify the R&D time further.


R&D Check:  


The R&D check is against a base DC 15 regardless of how many separate options you include in the design (unless noted otherwise). Each level beyond the first for the same option adds +2 to the check DC (cumulative).

Skills for Research:  


Skill Required: 

Super-Science Feat:  
Benefit: 

Knowledge-Technology

Invent Device

Construct Weapons, Vehicles, other devices

Knowledge-Physical Sciences
Invent Compound

Develop Chemical Compounds

Knowledge-Earth/Life Sciences
Invent Organism

Modify organic tissue, create live organisms


Success means you accomplish your research after the necessary time. You may reduce this time by 1 day for every 3 points by which your check result exceeds the final DC (to a minimum of 1 day).

Each additional power point you spend reduces the final R&D time by 3 days (to a minimum of one day). These points don’t come back until the next game (Session?).
Construction (pg. 181):


Constructing an Invention requires four things: Time, Funding, Facilities, and a copy of the completed Plans.

Device construction is based on the appropriate practical skill: Craft (mechanical) for devices; Craft (chemical) or Craft (pharmaceutical) for compounds; or Heal for organisms.  This check is made once, against the same DC as the R&D check. 

Construction Time: 

R&D Time:

Construction Time:
1 to 5 days

4 hours
up to 10 days

8 hours

up to 15 days

12 hours
up to 20 days

1 day
up to 30 days

2 days

up to 60 days

2 weeks
up to 120 days

1 month
up to 180 days

2 to 3 months
up to 270 days

3 to 6 months
over 270 days

6 to 18 months

Funding (GMO, pg. 182):  Depends on the Invention…

Facilities (GMO, pg. 182):  


If the PC has a Lab/Workshop, they make Construction rolls at base.  If they have minimal materials, they make Construction rolls at -2.  If they have almost nothing, they make Construction rolls at -4. 

Chemical Lab:
Chemical Compounds, 


Purchase DC:  25
Pharmaceutical Lab:    Medicines & Drugs


Purchase DC:  25

Biolab:    Organic Modification,



Purchase DC:  30
Vehicle Engineering Workshop:   Vehicles, 

Purchase DC:  25
Weapons Engineering Workshop:    Weapons, 

Purchase DC:  21
Mechanical Engineering Workshop:   Mechanical Devices,
Purchase DC:  20
Use/Testing (pg. 182): 


You must have the appropriate Skill/Feat to use and Advancement, and you must appropriate requirements to use an Innovation. 

Repair (pg. 182):  
GM NOTES:

New Options for Compounds:

R&D:  
Option: 

10
Advanced Healing Ointment:  Heals x2 damage over 24 hours, stacks with long term care.  

30
Restful Candle (A&E pg. 33):  Fills the air with a sweet, relaxing scent for 8 hours. Characters that spend a night of rest sleeping within 20 feet of a lit candle heal at twice the rate they normally would. After a day of light activity, characters who rest under the influence of the candle heal double their level in hit points and 2 points of ability damage. After a day of complete rest, characters who sleep under the influence of the candle heal three times their level in hit points and 2 points of ability damage. The benefits of a restful candle stack with those provided by some one providing long-term care with the Heal skill. (Does Not stack with Advanced Healing Ointment)
50
Healing Salve:  Heals 1d8+1 damage (5 Level Limit)
Example R&D:  

NPC Rex Callister (Daredevil-Scholar):  Level 2,
Inspiration:  2, 
Attributes: 

Int: 15 (+2),  Wis: 16 (+3), 
Skills: 


Knowledge- Physical Sciences: 8, Healing: 4, Craft (pharmaceutical): 8,
Feats: 


Invent Compound,

Class Powers:

Knowledge Specialty: Knowledge- Physical Sciences: +2, 

Equipment:   Pharmaceutical Lab, 

Example:  Make Advanced Healing Ointment (Above):
Steps:  


R&D:  10 days and Knowledge- Physical Sciences: DC 15, 


Rolls a 10 + 12 (Base +8, Int +2, Specialty +2) = 22—Success enough to lower the R&D to 8 days. 

Facilities:  He as his Pharmaceutical Lab, so make Construction roll at base DC 15, 
Time to Construct:  8 Hours,

Funding:  The cost of Advanced Healing Oinment is Purchase Price: 12 (),

Plans:  Already gained in R&D. 


Construction:  DC: 15, Success!
