
By Monte Cook

Uses the Third Edition rules, including updated material from the v. 3.5 revision.
This book is compatible with Ptolus: Monte Cook’s City by the Spire.

Additional Credits
Editing and Production: Sue Weinlein Cook

Cover Illustration: rk post
Interior Illustrations: Toren “MacBin” Atkinson, Eric Lofgren, Peter Schlough, and Kieran Yanner

Proofreading: Mike Johnstone
Cover and Interior Page Design: Peter Whitley

Playtesters: Bill Collins, Brenda Copping, Robert Dacilva, Philippe Daigneault, Brian Danford, Donavan Dufault, Mylène
Dumais, Kelly Graham, Jim Gratiot, Justin D. Jacobson, Tom Lommel, Kevin MacKay, Ryan Martin, Marie-France Matte,

Susan Patrick, Mark Rickard, Michael Ruiz, Del Shand, Nicolas Shand, Andrew Swan, and Eugenio Zaldivar, Jr.

For supplemental material, visit Monte Cook’s Website: <www.montecook.com>

Malhavoc is a registered trademark and Eldritch Might is a trademark owned by Monte J. Cook. Sword & Sorcery and the Sword & Sorcery logo are trademarks of White
Wolf Publishing, Inc. All rights reserved. All other content is ©2003 Monte J. Cook. The mention of or reference to any company or product in these pages is not a chal-
lenge to the trademark or copyright concerned. This edition of Chaositech is produced under version 1.0a and/or draft versions of the Open Game License and the System
Reference Document by permission of Wizards of the Coast. Subsequent versions of this product will incorporate later versions of the license 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, version
1.0a: Any and all Malhavoc Press logos and identifying marks and trade dress, such as all Malhavoc Press product and product line names including but not limited to 
The Book of Eldritch Might, The Diamond Throne, Monte Cook’s Arcana Unearthed, Chaositech, and Legacy of the Dragons; any specific characters, monsters, creatures,
and places; capitalized names and original names of places, artifacts, characters, races, countries, creatures, geographic locations, gods, historic events, magic items,
organizations, spells, feats, and abilities; any and all stories, storylines, histories, plots, thematic elements, and dialogue; and all artwork, symbols, designs, depictions,
illustrations, maps, and cartography, likenesses, poses, logos, or graphic designs, except such elements that already appear in final or draft versions of the System
Reference Document or as Open Game Content below and are already open by virtue of appearing 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 Chaositech are designated as Open Game Content:
the chaositech items and devices in their entirety in Chapters Two and Three; the prestige class advancement tables and Class Features in Chapter Five; the statistics,
Combat text, and “Creating...” sections for the monsters and templates in Chapters Five and Six; and anything else contained herein which is already Open Game Content
by virtue of appearing in the System Reference Document or some other Open Game Content source.

Some portions of this book which are Open Game Content originate from the System Reference Document and are ©1999, 2000, and 2001 Wizards of the Coast, Inc.
The remainder of these Open Game Content portions of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT NOTICE
“Chaositech ©2003, Monte J. Cook.” This material is protected under the copyright laws of the United States of America. Any reproduction, retransmission, or unautho-
rized use of the artwork or non-Open Game Content herein is prohibited without express written permission from Monte Cook, except for purposes of review or use of
Open Game Content consistent with the Open Game License. The original purchaser may print or photocopy copies for his or her own personal use only.

This document is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental.

®

CHAOSITECH
A sourcebook for characters of all levels

Sa
m

pl
e 

file



Introduction: BLESSING AND CURSE
What Is Chaositech?............................................3

Two Types...............................................................................3
The Consequences ..............................................................3
The Look and Feel ...............................................................3

What’s Inside? .......................................................4
One DM to Another ............................................5

A Foul Temptation ...............................................................5
Introducing Chaositech Into Your Game ......5

The Ancient Dark Gods ......................................................5
The New World Disorder...................................................5
The Isolated Locale ............................................................5
Chaositech vs. Real Science .............................................6

Chapter One: CHAOS
Priests of Chaos ..................................................7

Sidebar: Chaotic Alignment .................................................7

Cultists.................................................................8
Two Sample Cultists ...........................................................9
The Night of Dissolution................................................10
Cultists and Chaositech .................................................10

The Cults of Chaos ...........................................10
The Ebon Hand...................................................................10
The Tolling Bell .................................................................11
The Crimson Coil ...............................................................11
The Plagueborn ..................................................................11
Deathmantle ......................................................................12
The Order of the Blooded Knife....................................12
The Brothers of Venom ....................................................12

New Chaos Spells...............................................13
Spell Lists............................................................................13
Spell Descriptions ............................................................14

Chapter Two: BONES OF STEEL
Activation ...........................................................18
The Rigors of Chaos..........................................19

Chaotic Failure .................................................................19
Chaotic Backlash ..............................................................19
Raw Chaos ...........................................................................19
Chaotic Contamination ..................................................20
Creating, Repairing, or Modifying Chaositech..........20
Sidebar: Buying and Selling Chaositech ..........................21
What You Don’t Know Can Hurt You..............................21

Melee Weapons ..................................................22
Ranged Weapons................................................24

Bombs..................................................................................26
Sidebar: Mines .......................................................................27

Armor and Shields ...........................................29
Sidebar: Attacking a Headclamp Cord..............................29

Miscellaneous Devices.....................................31
Special Item Categories...................................38

Chaos Attuning .................................................................38
Demonic Essence ..............................................................39
Magic Attuning.................................................................40
Malefic Haunting..............................................................41
Mutation Attuning ...........................................................43

Chapter Three: BETRAYAL OF FLESH
Activation, Failure, and Backlash .................44
Host and Symbiote............................................44
Chaotic Contamination...................................44

Mutation.............................................................................45
Ideological Change .........................................................45
Rot .......................................................................................45

Chaositech Surgical Procedures ..................45
Chaos Surgery ...................................................................45
The Madness of Chaositech............................................47
Abominations of Chaos ...................................................47

Body Implants ....................................................47

Sidebar: Chaositech and Body Parts .................................52
Replacements .....................................................53

Sidebar: One Hand ................................................................55
Mind Implants....................................................56

Sidebar: Introducing Intrinsic Items...............................57
Standard Grafts ................................................58
New Flesh Grafts..............................................60
Biocrystal ..........................................................62

Maintaining Biocrystal ...................................................63
Biocrystal Armor ..............................................................63
Biocrystal Weapons..........................................................63
Biocrystal Items................................................................63

Healing Fluids...................................................63
Miscellaneous Living Items............................65

Chapter Four: BLESSED MUTATION
The Process of Mutation.................................66

Mutating Mutants ............................................................67
Mutants in the World......................................67
Mutants and Magic...........................................67

Sidebar: PCs and Mutation ..................................................67
Mutation Templates..........................................67

Minor Mutation Template...............................................68
Moderate Mutation Template ........................................68
Major Mutation Template ...............................................68

Mutant Feats .....................................................68
Enhance Mutation............................................................68
Negate Drawback..............................................................69

Mutations ..........................................................69
Minor Mutations ..............................................................69
Moderate Mutations........................................................70
Major Mutations ...............................................................72
Incidental Mutations ......................................................75
Mutation Drawbacks ........................................................76

Chapter Five: CHAOS SLAVES
Chaositechnician .............................................78
Machine Mage ....................................................81

Chaositech Servant..........................................................83
Chaos-Shaped Creature template ..................84

Creating a Chaos-Shaped Creature...............................84
Sample Chaos-Shaped Creature .....................................84

Chaosomaton Template ...................................86
Creating a Chaosomaton ................................................86
Sample  Chaosomaton......................................................86

Fused Aberration Template.............................88
Creating a Fused Aberration..........................................88
Sample  Fused Aberration ...............................................89

Chapter Six: MASTERS OF CHAOS
The Galchutt.....................................................90
Unique Individuals ...........................................91

Shallamoth Kindred.........................................................91
Bhor Kei ..............................................................................93

Galchutt Races..................................................95
Carach.................................................................................95
Dhar Rhyth.........................................................................97
Shaadom .............................................................................99
Vreeth...............................................................................100
Zaug...................................................................................102

The Elder Brood..............................................104
Obaan ................................................................................104
Sscree................................................................................105

APPENDIX
Master Price Tables ........................................106
Item Index ........................................................109
Open Game License ...........................................111

Chaositech2
Table of Contents

Sa
m

pl
e 

file



L
ong ago, the Dark Ones, known collectively as the
Galchutt, desired to establish their hold over the mor-
tal realm. In order to empower more slaves to help

them in their terrible goals of destruction, they harnessed
the power of raw chaos. Controlling the uncontrollable is
managed by devices both alien and unfathomable. Some
appear to be fashioned from steel, but even more have the
properties of still-living flesh.

What Is Chaositech?
Chaositech enslaves even as it grants power. Its addictive
nature grants the Dark Ones a foothold in controlling your
mind, your body, and even your soul. But still the Galchutt
find people willing to make these sacrifices to harness its
great power. Of course, many believe they can use chaositech
without falling victim to its dangers. A few are even correct.

Despite what it may appear, chaositech is not technology—
it is technology’s dark and evil twin. It is not magic, but
another power altogether. It is corruption and destruction
given form. It is like nothing anyone in your campaign has
ever seen before.

Chaositech: tool or creature? Blessing or curse? Gift or
shackles? Chaositech is all of these and more.

Two Types
Chaositech can be categorized in two distinct types. The first
includes fairly straightforward devices made of steel, glass,
and other (mostly) inorganic substances. Many such devices
bear a design or embellishment that makes them look organ-
ic, while others incorporate organic parts, such as actual
skulls, bones, fleshlike coverings, membranous sacs, and so
on. For this reason, some call these devices the “bones of
steel.”

The other type of chaositech utilizes knowledge of living
organisms—a terrible, perverted knowledge. These applica-
tions of chaositech are known as the “betrayal of flesh.”
They involve alterations and additions made to the bodies of
living creatures, as well as the creation of self-sustaining

organisms designed for a specific purpose. Either way, this
type of chaositech is certainly the more aberrant of the two.
Most people consider beings created or modified using this
dark, twisted knowledge to be abominations.

The Consequences
Unquestionably, the use of chaositech carries consequences,
despite the benefits and power it offers. The first is the ter-
rible curse of mutation. Close proximity to chaositech over
an extended period often results in physical and sometimes
mental mutation. These mutations permanently warp a
creature, leaving behind the indelible mark of chaos.

The second, perhaps even more insidious, consequence is
the fact that using it can open one up to the influence of the
dark powers behind chaositech: the Dark Ones, the Lords of
Chaos. These beings are known as the Galchutt (or in
ancient Elvish, the Natharl’nacna; or in modern Elvish, the
Vlathacna). Without caution, chaositech users end up the
slaves of these terrible masters.

Most people consider chaositech unstable and unreliable.
Using it involves many random elements, and there is no
way of knowing when a device will fail, run out of power, or
worse—explode in the user’s face.

The Look and Feel
Chaositech is an alternate to technology, powered by chaos.
Visually, even tactilely, its curves and lines seem alien. DMs
should note that even if a device sounds like a “laser gun” or
a “gas mask” it shouldn’t look like one. Thanks to the influ-
ence of chaos, the form does not always logically match the
function. Chaositech doesn’t follow the laws of reality or the
edicts of logic, either in its abilities or its appearance. Many
of the devices go beyond strange to the slightly disturbing.
All are, at least at first, very mysterious.

As previously stated, chaositech possesses an organic
appearance, even those devices made of steel and other
inorganic materials. When describing an item to players,
feel free to incorporate insectoid or reptilian characteristics
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Kail staggered on what should have been feeble legs, muscles eroded by time and mistreatment. Instead, he
felt the rubbery tubes that ran from the pulsing device at the base of his spine into his extremities pumping slivers of

burning hot fuel that unnaturally filled him with energy. Tiny—almost unseen—insectlike fleshworkers squirmed
across his limbs, repairing damage and enhancing every muscle moment by moment. He may appear to be a

shriveled old wreck, but, in truth, he had the strength of an ogre and the speed of a demon.
Under his tattered cloak, stained with the strange oils and elixirs of chaos, Kail kept a magic curved knife. He also concealed the harrower,

a wicked, death-dealing device of steel and bone, fed by chaotic energies and granted him by Mevalkris, leader of the cult of chaos.
Kail moved into the shadows of the rain-slick streets and peered up at the councilman’s home. He did not want to kill the man, but he

had little choice in the matter. Oh, he might look like a man with amazing tools, but actually, these chaositech devices were his masters.
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into its look. Means of activating chaositech are rarely as
straightforward as a trigger or a switch, although the
descriptions in this book sometimes use such words for
simplicity’s sake. Instead, they might include a part the user
sticks in his mouth and activates with his tongue, a mem-
branous sac the user has to squeeze, or a small panel that
one must tap in a certain sequence. Some parts of a device
might seem utterly extraneous, their function never fully
understood.

Many items also have a chaos symbol etched into them or
hanging from them like a charm. Some might feature extra
spikes, spines, or other dangerous-looking bits.

What’s Inside?
Here’s what you’ll find in each chapter of Chaositech:

Chapter One: Chaos: Everything you ever wanted to know
about chaos is right here: the philosophy of true chaos; chaos
cults, cultists, and priests; and new chaos spells.

Chapter Two: Bones of Steel: Descriptions of dozens of
chaositech items and devices appear in this chapter.

Chapter Three: Betrayal of Flesh: This chapter discusses
how to use chaositech to alter one’s body and mind.

Chapter Four: Blessed Mutation: Sometimes raw chaos
twists and mutates living creatures—with both beneficial
and detrimental effects. This chapter lists various degrees of
mutation and mutant powers to be found among those who
revel in chaos. Mutation is expressed as three different 
templates.

Chapter Five: Chaos Slaves: This chapter offers more infor-
mation for those who want to use chaositech and/or serve
chaos. It includes two prestige classes and three templates.

Chapter Six: Masters of Chaos: The monstrous creatures
and entities known as the Lords of Chaos are described
here. These are the terrible Galchutt themselves.

Throughout this sourcebook, sidebars offer special infor-
mation and guidelines for the DM. Spells, items, etc. intro-
duced in this book are marked with a dagger (†). Otherwise,
all references to spells, feats, and other rules are from the 
v. 3.5 revision of the three Core Rulebooks: the Player’s
Handbook, DMG, and MM.

Bonus source material and ideas to augment the informa-
tion in Chaositech appear on Monte Cook’s website. To find the
links to these free web enhancements, visit the book’s product
page online at <www.montecook.com/mpress_Chaos.html>.

This book is protected content except for items specifically
called out as Open Gaming Content on the title page. For
full details, please turn to the Open Game License in the
Appendix. Open content is not otherwise marked in the text
of this book.
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One DM to Another
Why add chaositech to your game? 

Chaositech adds an interesting dimension to the game.
It’s a way to inject quasi-science-fiction elements into your
campaign without putting in starship captains, computers,
and D-cell batteries. Neither science nor magic, chaositech
represents a way to inject something new into the fantasy
mix.

Chaositech isn’t magic, because it’s not created by spells
or fueled by magical energy. It is the harnessing of chaotic
energies, which are a source of power unto themselves.
Chaositech is more like blasters and flying cars than incan-
tations and mystical artifacts.

But chaositech isn’t science, because it doesn’t obey the
laws of physics. Instead, it’s pseudoscience given life. Like
Dr. Frankenstein’s monster, it appears to have the trappings
of science, but it could never actually be, not without per-
verting the way the world works—and that’s exactly what
chaos does, in this context. Despite the fact that it looks like
sci-fi gadgetry, using chaositech isn’t the same as putting
laser guns and jet packs into your fantasy game.

This is, if you will, “fantasy science” (as opposed to sci-
ence fantasy). You don’t dilute the fantasy feel of your game
with this stuff. In fact, this book provides the whole philoso-
phy and religion of true chaos as a backdrop. To keep the
fantasy feel, the DM has the Galchutt—the terrible demonic
Lords of Chaos—to serve as the real source of power behind
chaositech.

A Foul Temptation
One of the assumptions of this book is that most player
characters (PCs) will react with abhorrence at the thought of
some of the chaositech devices and procedures, particularly
those found in Chapter Three: Betrayal of Flesh. The allure
of chaositech’s power countered by its unsavory flavor and
connection with the forces of darkness creates interesting
dilemmas for the players. Do their characters use it? Do they
destroy it? Do they use it just long enough to help defeat the
forces of chaos?

Of course, if your PC group decides to embrace chaositech,
all the devices, enhancements, and spells in this book are
designed to balance and work well alongside the traditional
spells, magic items, and other powers available to the PCs.

Introducing Chaositech
Into Your Game
Being such a big idea, chaositech may be difficult to insert
into some fantasy campaigns. Here are a few ideas to make
it easy.

The Ancient Dark Gods
In the time before time, malevolent and destructive forces
moved upon the world, seeking unknowable ends. When it
became clear that they would have to leave, they sought to
plant the seeds of their own return. These seeds were sealed
storehouses of chaositech. The forces knew that one day mor-
tals would inhabit the world and would find these devices
and crave their power. In using them, mortals would grant
the dark forces—the Galchutt—entry back into the world.

Today, people are beginning to find these vaults of
chaositech. Miners discover them when creating new shafts,
dungeon adventurers find them on delves. Within ancient
citadels in far-off lands, and buried deep in cold mountain
lakes, chaositech is surfacing once again. The cults of chaos,
having long prophesied of this day, scramble to buy or steal
the relics to use for their own ends. The PCs might want to
stop them, or they might be the ones to uncover an ancient
vault and seek to protect it, sell it, use it, or destroy it.

In this method, chaositech becomes the legacy of ancient
times. It’s not something that someone creates or can repair.
It’s a resource that must be discovered. Finding a cache of
chaositech is like striking it rich prospecting, and probably
just as dangerous. Not only is the cache most likely guarded,
but it’s certainly going to draw the attention of chaos cultists
and evil organizations who covet its power.

The New World Disorder
The antithesis of the tried-and-true “ancient dark gods”
approach is to make chaositech something brand new.
Perhaps the product of some demented genius, it finds its
way into the hands of the burgeoning cults of chaos. This
discovery spreads like a virus, with chaositech popping up
everywhere—and always in the wrong hands. It becomes a
real threat to law and order, even to whole governments. A
prominent church of a lawful deity announces a crusade to
wipe out its spread, and many cities declare ownership of a
chaositech device a severe crime.

Still, the use of chaositech grows and grows. The only way
to wipe it out is to discover who is creating it and stop them.
This story arc could encompass much of a campaign, with
chaositech introduced slowly, in the hands of the PCs’ oppo-
nents. Soon the player characters will develop a real hatred
for the stuff, due to the power it gives their foes. The PCs
find themselves ultimately on the point of the spearhead to
stamp out chaositech, which means destroying the cults of
chaos and perhaps even the Galchutt themselves.

The Isolated Locale
On a cold, wind-swept isle, atop a rocky crag, a madman tinkers
with ideas no mortal should have conceived. In the laboratory
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of his dark castle, the chaos-tainted lunatic creates machines
that should not function and performs operations that
should not work on victims taken from a recent shipwreck.

Soon, the crazed chaos cultist begins to sell his creations—
both the devices and the living beings he has created. His
customers are various evil organizations and the followers 
of gods devoted to mayhem, destruction, and murder, all of
which are based on nearby islands or on the coast. In this
isolated area, chaositech becomes fairly common—at least as
common as magic and magic items. When the PCs come here,
they encounter the strange devices and learn of the insane
creator who crafts them in his island fortress. Do they investi-
gate? Even if they do and put a stop to his work, is it too late?

Chaositech vs. Real Science
One great way to introduce chaositech into a campaign is to
do so alongside developments of real technology. If you’ve

got dwarves that use steam-powered machines or the occa-
sional firearm, or if you include “steampunk” technology in
your game at all, this is a wonderful chaositech hook: Now
you can offer up both methods, as equals but opposites.
Chaositech, obviously, is the creation of chaos, and normal
technology is the stuff of law. Gods of chaos (the Galchutt)
support one, while the gods of law support the other. It’s an
arms race fueled by religion and/or alignment. The two
forces can clash on a spiritual, philosophical, metaphysical,
and physical level, and the PCs can choose which side to
support.

In particular, this approach works well with the “tools of
the ancient gods” idea, for it creates another way in which
chaositech differs from conventional technology. While
steam-powered devices are new, chaositech is old.
Chaositech isn’t an innovation, it’s an artifact.

Chaositech6
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