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						Introduction
					
				

			

			
				
					
						The
					
				

				
					
						Clockwork
					
				

				
					
						Heart in brief.
					
				

				
					
						The Clockwork Heart 
						is a complete
					
				

				
					
						adventure for high-level (12-16
					
					
						th
					
					
						) characters.
					
				

				
					
						Played to its conclusion, it can form the cap-
					
				

				
					
						stone of a longtime campaign, with the very
					
				

				
					
						fate of your campaign world hanging in the
					
				

				
					
						balance. If the heroes fail, the consequences
					
				

				
					
						aren’t just “grab another character sheet and
					
				

				
					
						roll up a new character.” They are much, much
					
				

				
					
						graver than that.
					
				

				
					
						Long ago, on a world whose original name
					
				

				
					
						is forgotten by all but the most ancient of gods,
					
				

				
					
						there was a war. On one side of this conflict,
					
				

				
					
						the mechanus Disciples of the Divine Forge.
					
				

				
					
						On the other, the Error of Flesh: living things
					
				

				
					
						of biological origin. This war went on for a
					
				

				
					
						thousand years on earth and in the sky.
					
				

				
					
						Mountains were leveled and plains shattered.
					
				

				
					
						Magic now lost to the arts of wizard and sor-
					
				

				
					
						cerer scorched the substance of reality and left
					
				

				
					
						it warped. Blood and oil mingled in muddy
					
				

				
					
						fields.
					
				

				
					
						In the end, according to the oldest
					
				

				
					
						mechanus archives, the Error of Flesh was cor-
					
				

				
					
						rected, replaced by the Proof of Metal. Of the
					
				

				
					
						race of mechanus there were made two kinds
					
				

				
					
						to repopulate the barren war zone according
					
				

			

			
				
					
						the will of the Divine Forge. The mechanus
					
				

				
					
						built a place of worship around the Forge and
					
				

				
					
						offered harmonic prayers day and night for a
					
				

				
					
						decade while new mechanus were formed to
					
				

				
					
						replenish the numbers lost in combat. And then
					
				

				
					
						the Divine Forge commanded the assembled
					
				

				
					
						mechanus to raise a city. The mechanus
					
				

				
					
						obeyed, and continue to obey. The city they
					
				

				
					
						built was called Mechanopolis.
					
				

				
					
						For long years, the mechanus worked in
					
				

				
					
						perfect harmony with one another. The Divine
					
				

				
					
						Forge decreed and its creations obeyed. But
					
				

				
					
						over time, the Divine Forge no longer spoke to
					
				

				
					
						the greater throng of mechanus, and chose
					
				

				
					
						more and more to give its counsel to a clerical
					
				

				
					
						order. This order took the old mechanus name:
					
				

				
					
						the Disciples of the Divine Forge. Many of
					
				

				
					
						these mechanus remained in direct communion
					
				

				
					
						with the will of the Divine Forge, passing their
					
				

				
					
						insight to their brethren via edicts and com-
					
				

				
					
						mandments of holy law. This was the new way,
					
				

				
					
						and as before there were no questions.
					
				

				
					
						Mechanopolis grew. The numbers of
					
				

				
					
						mechanus swelled, and for the first time there
					
				

				
					
						was division among them. Disagreement
					
				

				
					
						turned to conflict, and conflict into violence.
					
				

				
					
						For the first time in their existence, the
					
				

				
					
						mechanus fought against each other. Open
					
				

				
					
						warfare broke out in the streets of
					
				

				
					
						Mechanopolis and beyond. Before long there
					
				

				
					
						was utter chaos.
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						The war raged for more than a century
					
				

				
					
						across old battlefields where once the
					
				

				
					
						mechanus had fought united against the Error
					
				

				
					
						of Flesh. Shattered mechanus lay in the sands
					
				

				
					
						of the open wasteland, surrounded by the bro-
					
				

				
					
						ken cogs and springs of their inner clock-
					
				

				
					
						works. Many mechanus fled into the empty
					
				

				
					
						reaches of the world and vanished rather than
					
				

				
					
						make war upon their brothers. A new city,
					
				

				
					
						Lemegeton, was built by mechanus opposed to
					
				

				
					
						the rigidity espoused by the Disciples of the
					
				

				
					
						Divine Forge.
					
				

				
					
						The ruler of Lemegeton was Barakiel, an
					
				

				
					
						abombinus mystic defender with a philosophy
					
				

				
					
						of independence from the obsolete rule of the
					
				

				
					
						Divine Forge. He claimed to have access to
					
				

				
					
						archives that spoke against the divinity of the
					
				

				
					
						Forge, and therefore questioned the concepts
					
				

				
					
						of both the Error of Flesh 
						and 
						the Proof of
					
				

				
					
						Metal. Armies crashed against the walls of
					
				

				
					
						Lemegeton, and the war continued with
					
				

				
					
						renewed fury. The mechanus polarized around
					
				

				
					
						faith and anti-faith. Day and night were the
					
				

				
					
						same, as thick clouds of choking black smoke
					
				

				
					
						from the burning wreckage of war filled the
					
				

				
					
						sky.
					
				

				
					
						During all of this, the Divine Forge had
					
				

				
					
						been silent. As before, it passed its wishes
					
				

				
					
						through the voxboxes of its disciples. New
					
				

				
					
						mechanus appeared at various intervals to
					
				

				
					
						replenish those lost. Some of these would
					
				

				
					
						leave Mechanopolis to join Barakiel’s opposi-
					
				

				
					
						tion in the city of Lemegeton, or disappeared
					
				

				
					
						into the badlands as so many had before them.
					
				

				
					
						The Divine Forge seemed uninterested in cre-
					
				

			

			
				
					
						ating mechanus that would remain utterly loyal
					
				

				
					
						to it. Even those devoted to the worship of the
					
				

				
					
						Forge began to wonder as the war went on and
					
				

				
					
						on without end in sight. And then Ariel came.
					
				

				
					
						Ariel was an abombinus, a huge figure of
					
				

				
					
						armored black built for warfare as a tanker.
					
				

				
					
						Legend says he emerged from the Forge with a
					
				

				
					
						sword already in his hand, and an unshakable
					
				

				
					
						faith in the Forge bound to his very soul. His
					
				

				
					
						first act was to dismantle the First Speaker of
					
				

				
					
						the Disciples of the Divine Forge, Junier.
					
				

				
					
						When he had done that, he proclaimed a new
					
				

				
					
						war against the legions of Lemegeton in the
					
				

				
					
						true name of the Divine Forge.
					
				

				
					
						The army Ariel assembled was unlike any
					
				

				
					
						that had been seen since the great conflict
					
				

				
					
						against the Error of Flesh. Day after day the
					
				

				
					
						Forge cast new mechanus to fight by Ariel’s
					
				

				
					
						side, figures whose names would rise to leg-
					
				

				
					
						endary status: Ledrion the Holy One, Rimmon
					
				

				
					
						the Cruel, and many others. No more
					
				

				
					
						mechanus fled the war, or defected to the
					
				

				
					
						cause of Barakiel. The ranks of Ariel’s army
					
				

				
					
						swelled, and when they swept down upon
					
				

				
					
						Lemegeton, it is said that the earth trembled
					
				

				
					
						and the very air was torn to shreds by the vio-
					
				

				
					
						lence of their passing.
					
				

				
					
						The siege of Lemegeton was brutal. Ariel’s
					
				

				
					
						forces showed no mercy, and when the final
					
				

				
					
						battle had ended, the city of the anti-faith had
					
				

				
					
						been reduced to little more than a smoking
					
				

				
					
						ruin. Barakiel was taken to pieces by Ariel in a
					
				

				
					
						mêlée that lasted more than a day. The rebel
					
				

				
					
						leader’s legions were pledged to the cause of
					
				

				
					
						the Divine Forge, or put to death.
					
				

			

			
				
					
						Pockets of resistance remained here and
					
				

				
					
						there. Ariel ground over them with implacable
					
				

				
					
						determination. In the forty-seventh year of the
					
				

				
					
						campaign, he inaugurated his 
						pax mechanus
						.
					
				

				
					
						The mechanus were reunited under the faith of
					
				

				
					
						the Divine Forge once more.
					
				

				
					
						Since that time, the power of Mechanopolis
					
				

				
					
						under Ariel has been absolute. The city has
					
				

				
					
						grown to a hundred times its original size, and
					
				

				
					
						teems with countless mechanus in the service
					
				

				
					
						of the Divine Forge. The planet has begun to
					
				

				
					
						revive under the guidance of the Forge, replac-
					
				

				
					
						ing a dominion of the organic with a rule of
					
				

				
					
						metal.
					
				

				
					
						In the capital, Ariel serves both as warlord
					
				

				
					
						and First Speaker of the Disciples of the
					
				

				
					
						Divine Forge. He is in daily communion with
					
				

				
					
						the Forge, and makes the holy will known to
					
				

				
					
						his subjects. Only he and an exclusive group of
					
				

				
					
						trusted mechanus – a cabal that includes
					
				

				
					
						Ledrion and Rimmon, plus a few others –
					
				

				
					
						know the most profound secret of their regime:
					
				

				
					
						everything the mechanus have done for cen-
					
				

				
					
						turies is in preparation for war on another
					
				

				
					
						dimension.
					
				

				
					
						To affect an invasion of the parallel world,
					
				

				
					
						Ariel ordered the construction of a massive,
					
				

				
					
						arcane clockwork device. The Clockwork
					
				

				
					
						Heart, when brought into synchronous beat
					
				

				
					
						with another Heart on the opposite side of the
					
				

				
					
						dimensional rift, will bring both realities into
					
				

				
					
						alignment and stabilize the way between
					
				

				
					
						worlds. This would allow Ariel’s army, tens of
					
				

				
					
						thousands of mechanus strong, to attack the
					
				

				
					
						organics at will.
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						Even prior to the alignment of the worlds, it
					
				

				
					
						is already possible to pass individual mechanus,
					
				

				
					
						or even small numbers of mechanus, from
					
				

				
					
						Mechanopolis to the world of the flesh. Because
					
				

				
					
						Ariel’s plan requires a counterpart to the clock-
					
				

				
					
						work heart to beat in sync with his own, he has
					
				

				
					
						dispatched mechanus agents over the years to
					
				

				
					
						gain organic pawns. One of these agents, the stilt
					
				

				
					
						Rimmon, forged a partnership with the brilliant
					
				

				
					
						but reclusive wizard called Ozur.
					
				

				
					
						Rimmon fed Ozur the magical knowledge
					
				

				
					
						the wizard needed to learn the ways of mechanus
					
				

				
					
						magic, an arcane tradition that is too great a
					
				

				
					
						strain for human minds to contain. Ozur went
					
				

				
					
						insane, but he retained his visionary drive. On
					
				

				
					
						his lands, isolated from civilization, Ozur has
					
				

				
					
						created a cohort of mechanus servants to assist
					
				

				
					
						him in the construction of what he considers to
					
				

				
					
						be his greatest triumph: his own Clockwork
					
				

				
					
						Heart, a bridge to another world filled with
					
				

				
					
						knowledge of the likes he cannot begin to imag-
					
				

				
					
						ine. Ozur has no idea of Rimmon’s true purpose,
					
				

				
					
						or of what will occur when the army of
					
				

				
					
						Mechanopolis enters his world. As the heroes
					
				

				
					
						will discover, it’s unclear if Ozur would care
					
				

				
					
						even if he did learn the whole truth.
					
				

				
					
						Meanwhile, as Ozur completes his master-
					
				

				
					
						piece, Ariel assembles an immense expedi-
					
				

				
					
						tionary force. Ariel loathes the flesh, is driven by
					
				

				
					
						an all-consuming hatred for all that that breathes
					
				

				
					
						and bleeds. His capital, Ariel’s entire 
						world
						, is a
					
				

				
					
						testament to the single-minded pursuit of his phi-
					
				

				
					
						losophy. A devotee of the Divine Forge, the mys-
					
				

				
					
						tical engine from which the life of Mechanopolis
					
				

				
					
						and the mechanus flows, Ariel is determined to
					
				

			

			
				
					
						lay waste to organic creatures wherever he may
					
				

				
					
						find them. Across the thinnest of divides, an
					
				

				
					
						intangible barrier between worlds, Ariel has
					
				

				
					
						found a world 
						teeming 
						with biological filth that
					
				

				
					
						must be cleansed. His will to destruction will 
						not
					
				

				
					
						be denied.
					
				

			

			
				
					
						campaign setting could be totally annihilated.
					
				

				
					
						Even if the heroes are successful in putting a
					
				

				
					
						stop to Ariel’s plans and halting his force before
					
				

				
					
						it has a chance to 
						really 
						get rolling, nothing will
					
				

				
					
						ever be the same again. The mechanus army of
					
				

				
					
						Ariel will leave nothing so much as a bird alive
					
				

				
					
						in its wake, so think hard before starting these
					
				

				
					
						events in motion.
					
				

				
					
						Luckily enough, 
						The Clockwork Heart
					
				

				
					
						was written with the end of the world in mind.
					
				

				
					
						As a group of characters passes into the upper
					
				

				
					
						reaches of the 20-level scale, the end is usually
					
				

				
					
						nigh. After all, what challenge is left to the
					
				

				
					
						heroes? Slay a few dragons, accumulate some
					
				

				
					
						more magic items, and then what? The story
					
				

				
					
						told here is meant to be apocalyptic. Win or
					
				

				
					
						lose, the heroes get the opportunity to end their
					
				

				
					
						long-running campaign with the toughest battle
					
				

				
					
						of their careers, the kind of thing players can
					
				

				
					
						look back upon and remember as the epic con-
					
				

				
					
						clusion so few campaigns ever have.
					
				

				
					
						Of course, there 
						are 
						options out there that
					
				

				
					
						will keep a game running with characters up to
					
				

				
					
						and beyond 20
					
					
						th 
					
					
						level. An enterprising DM can
					
				

				
					
						use the material in 
						The Clockwork Heart 
						to
					
				

				
					
						continue the story beyond the final battle in
					
				

				
					
						Phalem. There could be further adventures in
					
				

				
					
						Mechanopolis, more dimensional travel, or even
					
				

				
					
						a saga of desperate organic rebellion against the
					
				

				
					
						dominion of a mechanus overlord whose forces
					
				

				
					
						are slowly reducing a living world to dust. More
					
				

				
					
						than just an adventure, this book is meant to be
					
				

				
					
						a 
						resource 
						that can be exploited in whole or in
					
				

				
					
						part for a wide variety of adventuring uses. Take
					
				

				
					
						what you want from it and leave the rest.
					
				

			

			
				
					
						DM’s Options
					
				

				
					
						This adventure is designed for use by
					
				

				
					
						characters of 12-16
					
					
						th 
					
					
						level. If your cam-
					
				

				
					
						paign hasn’t reached that point yet, why
					
				

				
					
						not grab some of the locales and NPCs
					
				

				
					
						found here and seed them into your current
					
				

				
					
						game? If the players have already encoun-
					
				

				
					
						tered the wizard Ozur (page 38) prior to
					
				

				
					
						his madness, for example, they’ll be more
					
				

				
					
						likely to be disturbed by the change that’s
					
				

				
					
						come over him when these events unfold,
					
				

				
					
						or perhaps they’ll believe his lies more
					
				

				
					
						readily. Link your magic-using characters
					
				

				
					
						to the Jerauthien Academy (page 20)
					
				

				
					
						and/or Sirican, the Master Archivist (page
					
				

				
					
						25). Being given a stake in the people and
					
				

				
					
						places over time 
						before 
						the adventure
					
				

				
					
						begins could make all the difference to
					
				

				
					
						your players. 
					
				

			

			
				
					
						Be warned! 
						To ensure there’s no confusion,
					
				

				
					
						let us spell out what you may have surmised
					
				

				
					
						already: 
						The Clockwork Heart 
						can destroy
					
				

				
					
						your campaign world. If the full might of the
					
				

				
					
						armies of Mechanopolis are unleashed, there’s
					
				

				
					
						every possibility that your lovingly-nurtured
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