
The Gnomish Pyrotechnician Invented by Malakai 

 

Of all of the races of any given fantasy world, it is generally the gnomes that delve most deeply into the areas of 

science.  The Pyrotechnician is one of the more dangerous of these types of gnome, having used their scientific prowess 

and learnings to turn themselves into dealers of fiery death.  Even the most valiant army may flag if a group of 

Pyrotechnicians comes at them with their devices and bombs of alchemical fire. 

 

Adventures: 

Pyrotechnicians are valued by gnomes as both expert chemists and the military as a wonderful tool for clearing out 

those pesky enemy ranks.  As such, most are taken to the army early on.  However, the occasional Pyrotechnician might 

opt to separate from the military and go off on his own, trading his knowledge for the spoils of adventuring.  His 

chemical knowledge, while focused on fire and destruction, can also be valuable in the areas of poison and healing 

potions. 

 

Characteristics: 
The primary attribute of the Pyrotechnician is not, as some might think, a propensity for pyromania.  It is rather, a great 

skill in the areas of alchemy and scientifically blended materials.  This logically springs to alchemist’s fire, and the 

potent creation of every Pyrotechnician, the Dragon’s Mouth. 

 

Religion: 

Science is the sworn credo of every Pyrotechnician, and church only gets in the way, wasting time for valuable 

experimentation.  Generally, Pyrotechnicians don’t join up with a religion, but occasionally one runs into the pious 

gnome who’s deity values knowledge and science over all other things. 

 

Background: 

Pyrotechnicians are often spotted at an early age, the best and brightest of their schooling classes.  Many an exploded 

barn has also led to the birth of a Pyrotechnist as well though… 

 

Races: 

The only race permitted into the ranks of the elite Pyrotechnician are gnomes.  After all, those slow-witted big people 

just can’t handle it, and Halflings are far too flighty for such work… 

 

Classes: 

Classes that would be most attracted to this class are those that value knowledge over all others.  Thus, wizards and 

rogues are the most often to become Pyrotechnicians, although this is by no means a prerequisite, and they become what 

they are for quite different reasons. 

 

Game Rule Information 
 

HD: d4 

 

Requirements 
To qualify to become a Gnomish Pyrotechnician the character must meet the following requirements. 

 

Alignment: Any Lawful; it takes an ordered mind to perform the necessary feats of science for this class. 

Base Attack Bonus: +4; be careful where you point that thing… 

Skills: Craft (Alchemy)(Int), +8 Ranks, Knowledge (Sciences)(Int), +8 Ranks 

 

Class Skills 
The Gnomish Pyrotechnician class skills (and the key ability for each skill) are; Concentration (Con), Craft (Any)(Int), 

Decipher Script (Int), Disable Device (Int), Heal (Wis), Knowledge (Any)(Int), Profession (Wis), Search (Int), Use 

Magic Device (Cha), and Use Rope (Dex) 

See Chapter 4 in the Core Rulebook 1 for skill descriptions. 

 

Skill Points at each additional Level: 8 + Int modifier 

 



Class Features 
All of the following are class features of the Pyrotechnician: 

 

Weapon and Armour Proficiency: A Pyrotechnician is proficient with simple weapons, no armor, and the Dragon’s 

Mouth (see below).  

Note that wearing armour heavier than leather imposes a penalty to the ranger skills Climb, Hide, Jump, and Move 

Silently. Swim checks also suffer a –1 penalty for every 5 lbs. of armour or equipment carried. 

Brewer: At 1
st
 Level the Pyrotechnician gains the ability Brewer.  This allows the Pyrotechnician to use the feat Brew 

Potion even if they don’t meet the prerequisites.  However, Pyrotechnicians with no prior spellcasting ability must use 

scrolls to create the potion.  This increases the DC to brew the potion by +5, and the scroll is consumed in the creation 

process. 

Dragon’s Mouth: The Pyrotechnician creates a special weapon, usable only by the one who created it.  This special 

weapon is basically just a large pack worn on the back with a hose and nozzle.  From the nozzle emits a large spray of 

alchemical flame solution, giving it the appearance of a dragon using the flame breath weapon.  The Pyrotechnician is 

automatically proficient in the use of the Dragon’s Mouth.  The Craft DC for this device is 17, and can only be 

attempted once per level.  The actual ingredients are cheap, costing only 100 gp to purchase.  The Dragon’s Mouth 

deals damage as a Very Young Red Dragon (4d10, DC 18 to take ½ damage) and has a range of 10.  Each Dragon’s 

Mouth holds 20 shots before it has to be refilled at ½ of the original cost.  The gnome using a Dragon’s Mouth is treated 

as though medium encumbered for purposes of movement (-10 movement). 

Evasion: At 2
nd

 level and higher, a Pyrotechnician can avoid even magical and unusual attacks with great agility. If she 

makes a successful Reflex saving throw against an attack that normally deals half damage on a successful save, she 

instead takes no damage. Evasion can be used only if the Pyrotechnician is wearing light armor or no armor. A helpless 

Pyrotechnician does not gain the benefit of evasion. 

Cataclysmic Creation: Every now and then, the Pyrotechnician will create an invention that is just plain dangerous.  

This device is destined to explode at some point in its life, dealing a great deal of damage in the process.  With a 

successful Search (Int) check (DC 17), the Pyrotechnician may discover if any of his inventions bears this dangerous 

significance (roll 1d4, 1-2 The device is save, 3-4 the device is dangerous.)  If it is, the Pyrotechnician may opt to us the 

device as a weapon of mass destruction.  This is accomplished by activating the device in some fashion amongst 

opponents.  The device will then proceed to explode (after some theatrics on its part), dealing 1d6 points of damage per 

size category of the device to everyone within 5 feet per size category of the device.  Thus a device of large size deals 

6d6 points of damage to everyone within 30 feet.  The save DC to take half damage from this attack is equal to 10 + 

The Base Attack of the Pyrotechnician. 

Kamikaze Assault: Sometimes, a situation is simply hopeless, no matter what the party tries.   In these occasions, the 

Pyrotechnician (or a volunteer) has the insane option of using themselves as a living bomb.  Using a full attack action, 

the Pyrotechnician may charge an opponent madly, screaming and gibbering all manner of insanity.  Upon reaching the 

opponent, the Dragon’s Mouth explodes with terrific force.  This attack deals 50 points of damage to all within 20 feet 

of the explosion (Reflex Save DC 20 to halve the damage.)  Note that there  is a good chance that the Pyrotechnician 

might kill themselves with this attack, and if they live, their Dragon’s Mouth is rendered useless. 

Master Pyrotechnician: The Master Pyrotechnician is the epitome of scientific knowledge.  They may take 10 on any 

Craft or Knowledge check, regardless of the situation.  The damage from their Cataclysmic Creation is doubled, but 

their inventions are less likely to be dangerous (1 on 1d4 is dangerous, 2-4 is safe.)  Their Kamikaze Assault is twice as 

damaging (100 points of damage, Save DC 25 for half damage).  Finally, they may use the spell Mending 5/Day as a 

10
th

 level wizard. 

 

Table: The Gnomish Pyrotechnician 

 

Level Base Attack 

Bonus 

Fort 

Save 

Ref 

Save 

Will 

Save 

Special 

1
st
 +0 +0 +2 +0 Brewer, Dragon’s Mouth 

2
nd

 +1 +0 +3 +0 Evasion 

3
rd

 +1 +1 +3 +1  

4
th

 +2 +1 +4 +1 Cataclysmic Creation 

5
th

 +2 +1 +4 +1  

6
th

 +3 +2 +5 +2  

7
th

 +3 +2 +5 +2 Kamikaze Assault 

8
th

 +4 +2 +6 +2  

9
th

 +4 +3 +6 +3  

10
th

 +5 +3 +7 +3 Master Pyrotechnician 

 

Moderator’s Notes:  Initially, this class seemed implausible.  Nobody wanted to try a character who had as one of their 

abilities the choice to blow themselves up.  However, after much cajoling, I convinced a player to try it, and we found 

that the Gnomish Pyrotechnician meshes well with other classes, and is balanced in comparison to equivalent wizards 

and sorcerers.  It is best, however, to use this class as a campaign-specific one. 

 


