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Goods and Gear

from the main channels are better 
equipped—Gatlings are standard, and 
the larger ships may have any number 
of side-mounted cannons.
Small Freighter

Acc/Top Speed: 4/10; Toughness: 
13 (3); Crew: 6+14; Cost: $30,000 
Notes: Travels 25 miles per pound of 
ghost rock.
Large Freighter

Acc/Top Speed: 2/5; Toughness: 
16 (5); Crew: 12+28; Cost: $75,000 
Notes: Travels 10 miles per pound of 
ghost rock.
Gunboat

Cost: $40,000
These armed patrol ships are 

common among the three navies 
fighting for control of the Maze. 
There are quite a few in civilian hands 
as well—the Rockies and the various 
rail barons own a whole mess of them. 
Though they can’t match the Maze 
runner in speed and maneuverability, 
gunboats are rugged and reliable.

Common Weapons: Minimum armament for these 
ships is a pair of wing-mounted Gatlings and a pair of port 
and starboard mounted cannons. Most have an additional 
stern mounted Gatling and “bow chaser” cannon to boot.

Acc/Top Speed: 8/20; Toughness: 12 (2); Crew: 8+10; 
Cost: $40,000 Notes: Travels 30 miles per pound of ghost 
rock.
Ironclad

Cost: $100,000
These ships were designed for use in the Maze and 

are much smaller and more maneuverable than standard 
ironclads. Their heavy armor and low freeboard make them 
vulnerable to the currents of the Maze. The vast majority of 
these ships are in the service of one of the three navies in the 
Maze, but a few have been seen flying railroad colors.

Common Weapons: The most common weapon con-
figuration for these ships is three muzzleloader cannons 
mounted port and starboard, and another two cannons 
mounted fore and aft. More are possible.

Acc/Top Speed: 5/15; Toughness: 18 (7); Crew: 12+20; 
Cost: $100,000 Notes: Travels 10 miles per pound of ghost 
rock.
Knife Boat

Cost: $5000
This is a fast and maneuverable ship capable of quickly 

closing with the enemy for a boarding action. It is little 
more than a hull and an engine; the boarding party waiting 
on the rear deck of the boat is fairly exposed.

Common Weapons: Most crews carry a number of 
pistols, a sword or knife, and the occasional scattergun, 
thus preparing for hand-to-hand combat. Some crews like 
to have a sharpshooter or two aboard to pick off any enemy 
gun crews they can put in their sights. The knife boats have 
a two-man crew that stays aboard during the fighting. One 
man pilots while the other mans a Gatling gun mounted on 
the starboard side.

Acc/Top Speed: 20/40; Toughness: 8 (2); Crew: 2+13; 
Cost: $5000 Notes: Travels 50 miles per pound of ghost 
rock.

Maze Runner
Cost: $15,000

The Maze runner is a ship specifically designed for use 
in the canyons of the Great Maze by Smith & Robards. 
It’s a speedy number with independently geared side pad-
dlewheels. These can rotate in opposite directions, allowing 
the ship to pivot in place.

The Maze Runner has an open rear deck with bench 
seats and a partially enclosed driver’s cockpit. There’s room 
for cargo or bunks in a small bow cargo hold.

Common Weapons: Those who can afford one of these 
babies usually like to protect their investment—a Gatling 
gun or two is the norm. A fully tricked-out Maze Runner 
direct from the Smith & Robards factory also mounts a 
cannon and a trio of steam Gatlings.

Acc/Top Speed: 10/30; Toughness: 10 (2); Crew: 3+5; 
Cost: $15,000 Notes: Travels 30 miles per pound of ghost 
rock.
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Steam Launch
Cost: $2000
These are the most common boats encountered in 

the Maze, the real workhorse of the everyman. They are 
lifeboat-sized craft powered by a small steam engine (think 
African Queen).

Most mining towns have at least one of these boats 
around for supply runs and taking mined fundaments to 
the Rockies’ collection ships. Many larger ships carry one 
as a lifeboat, and the majority of the ferry services also use 
these useful little boats.

Common Weapons: Usually only the personal weapons 
carried by crew and passengers. In a pinch, you could fit a 
Gatling in the bow.

Acc/Top Speed: 4/10; Toughness: 8 (2); Crew: 1+7; 
Cost: $2000 Notes: Travels 40 miles per pound of ghost 
rock.

Steam Sled
Cost: $3000
One of Smith & Robards’ latest offerings, the steam sled 

has gained instant popularity in the Maze. The sled is a 
small ghost-rock boiler mounted on a large pontoon. Two 
high-speed screws propel the sled through the water. The 
crew sit on the pontoon in front of the boiler.

Common Weapons: Normally only the driver’s personal 
weapons.

Acc/Top Speed: 20/40; Toughness: 5 (1); Crew: 1+1; 
Cost: $3000 Notes: Travels 80 miles per pound of ghost 
rock.
Tugboat

Cost: $10,000
Tugs are short, stubby craft with oversized engines. 

They’re not fast, but they are powerful. They usually have a 
small cabin on deck for the crew and are maneuvered from a 
tall conning tower that allows visibility all around the ship.

Tugs are used to push ore barges through the Maze, and 
occasionally to help heavily-laden freighters away from 
the docks. Whenever a tug is encountered, roll 1d6–3. 
The result is the number of ore barges the tug is pushing. 
Each full barge subtracts 1 from the driver’s Boating rolls, 
reduces the tug’s Acceleration and Top Speed by 1, and 
increases fuel consumption by +50%. Halve these penalties 
for empty barges (rounded down).

The Rockies have a few tugs dedicated to towing the war 
barges mentioned earlier. No one likes to see one of these 
steaming toward their town. It’s a sure sign that trouble is 
brewing.

Common Weapons: Most tugs carry some weapons to 
defend the barges. Gatling guns mounted on the roof are 
the most common, and a bow and stern cannon are typical. 
The crews of most tugs are well-armed too.

Acc/Top Speed: 5/10; Toughness: 12 (2); Crew: 4+10; 
Cost: $10,000 Notes: Travels 25 miles per pound of ghost 
rock.
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Vehicular Weapons

Clockwork Torpedo
Costs $2,000 (for torpedo tube)

Clockwork torpedoes allow ships to engage waterborne 
targets from longer distances than Gatlings or hand can-
nons allow. Maze runners, gunboats, and other vessels can 
employ torpedoes when equipped with launching tubes.

The torpedo is a long cylinder packed with explosives 
and propelled through the water by a precision clockwork 
motor. The torpedo explodes on contact with the target, 
usually doing tremendous damage. When launched in 
groups, they can be devastating.

Be warned, however. A solid grounding in geometry and 
physics—or at least a steady hand—is needed to employ 
these murderous weapons with any accuracy at longer 
ranges. If a Shooting die comes up 1 (regardless of any Wild 
Die), the torpedo has a mechanical fault and fails to func-
tion. On snake eyes, the torpedo explodes inside the tube, 
doing full damage to the vessel and setting off any other 
explosives in range.

A canny pilot can attempt a Boating roll (–4) to avoid 
oncoming torpedoes. A separate roll is required to evade 
each one.

Mines
Smith & Robards manufactures three models of aquatic 

mine: limpet, anchored, and depth. A simple success on a 
Repair roll is needed to set a mine. If the Repair die comes 
up 1 (regardless of any Wild Die), the mine is a dud. On 
snake eyes, the mine detonates while being set, dealing full 
damage to the technician and anything else in range.

Limpet mines are designed to be attached to the hulls of 
enemy ships. When pressed against the hull, spring-loaded 
spikes stick into the ship, firmly anchoring the mine. A 
timer on the mine (set before placement) allows the attacker 
to leave the area before it detonates.

Anchored mines are used to create a barrier against 
enemy ships. The mines are attached to a heavy anchor and 
a length of chain. The length of the chain can be adjusted 
to set the mine at its desired depth. The mine activates one 
minute after it is placed in the water. Large rods extend 

from all sides of the mine. Anything that pushes on one of 
these rods with more than 5 pounds of force sets the mine 
off.

Depth mines are designed for use against underwater 
threats. They are equipped with a special detonator that is 
sensitive to water pressure. When dropped into the water, 
they sink to the desired depth and then explode.

Infernal Devices

Diving Suit
Cost: $2000
Golden treasure awaits those brave enough to venture 

beneath the waves! For centuries the sea jealously guarded 
the treasures lost in her depths, but now it’s possible to 
retrieve some of these riches from her grasp. A diving suit 
provides a diver with fresh air and allows him to stay sub-
merged for long periods of time. When using the diving 
suit with an air pump or tanks, you can explore beneath the 
sea indefinitely.

For $2000 you get the suit, metal helmet, an assortment 
of ballast weights, and all the fittings necessary to attach air 
hoses and tanks. Air tanks cost $250 each, and a deluxe, 
steam-powered air pump costs $900.

Malfunction: If a 1 is rolled on the user’s Boating or 
Swimming die (either can be used to operate the suit), 
regardless of the Wild Die, the suit’s air hose becomes 
clogged or tangled and stops functioning (but may be 
repaired). On a result of snake eyes, the helmet bursts, 
doing 2d6 damage to the wearer. In either case, consult the 
Drowning rules in Savage Worlds.
Waterproofed Dynamite

Cost: $10/stick
This dynamite is specially sealed with wax and secret 

additives to make it waterproof. It functions with normal 
detonation wire, so charges can be placed underwater and 
set off from a safe distance. In desperate circumstances a 
special fuse that will remain lit underwater can be used, 
but it must be sparked above water (which doesn’t leave a 
swimmer much time to get where he’s headed). In all other 
respects, it’s just like dynamite.

Malfunction: If a 1 is rolled on the Smarts check to 
place a charge, the payload fails to detonate. On a result 
of snake eyes, the charge detonates while it’s being placed, 
doing full damage to the demolitionist.

Weapon Range Damage RoF Burst? Price Notes

Clockwork Torpedo 30/60/90 4d8+2 4 Large $500 AP 10; HW
Limpet Mine — 4d6 — Medium $150 AP 15; HW
Anchored Mine — 4d6 — Large $100 AP 10; HW
Depth Mine — 4d6 — Large $200 AP 10; HW
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heed the words of the good book:

 Hitherto shalt thou come, but no further
JOB 38:11




