
“Why a wolf you ask? The hunt, dear boy.  The chase. 
Five tonnes of mechanical steel, armed with the finest instruments of death your purse 
can provide. Four days of tracking across the ashen, desolate wastes. Three hours of 
intense combat, with only two inches of protective plate between you and certain death.
In that moment, there is nothing but you and your prey. A perfect combination of skill, 
luck, and adrenaline. 
There is nothing quite like it, I assure you. But why take my word for it?  
Try it for yourself. You won’t be disappointed.” 

				  
							       Lt. Sasha Somaria, 
							                Grey Wolf Master Pilot 
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A Note From the Author

This rule set has been designed to be compatible with varying 
styles of campaigns.  
From industrial, steampunk walking tanks to magitech 
constructs and high-tech sci-fi mechs, this handbook aims to 
cover it all.  
The rules listed here are guidelines for not only creating your 
own mechs, but also for tanks, cars, artillery platforms, or 
any other land-based vehicle you might feel your campaign 
requires, whatever your campaign’s technology style.

Chapter 1: An Introduction to the ATUM System
Dungeons and Dragons is filled with fantastical machines, 
magical constructs, and everything in between. Gigantic 
golems, towering siege weapons, and gnomish contraptions 
rub shoulders with fearsome dragons and terrifying undead 
legions in fantastical tales of adventure and strife. But what if 
you could create one of these constructs for yourself? 

The Greasemonkey’s Handbook has been designed from the 
ground up to be just that. In this book you will find rules for 
building, maintaining, outfitting and fighting with or alongside 
your very own All Terrain Utility Machine - or A.T.U.M for short. 

ATUMs and You.
ATUMs come in many different shapes and sizes. From large, one man walkers to gargantuan multi crewed transports, ATUMs 
can be built and modified for almost any task. Once an initial frame has been successfully constructed, these machines become 
highly customizable, and pilots can develop deep bonds with their chosen ATUMs as they continue to upgrade and develop them.

The Junker
Junkers see the world as an open oyster, always filled with  
financial opportunities. Known to some as mechanical  
merchants, travelling traders and legs for hire, Junkers are well 
known and, for the most part, well liked in most communities. 

If an item requires transport, or an artifact needs recovering, 
it’s very rare for a Junker to say no - not without at least  
attempting to negotiate a price worth their time.

Unlike other pilots, who often seek personal thrill or  
exploration, Junkers often elect for the simpler things in life, be 
them honest or otherwise. In their eyes, the heavier the coin 
purse, the greater the success.

The most important aspect of any ATUM is the pilot. The pilot 
is responsible for not only the operation of the machine itself, 
but also its maintenance and crew. An ATUM is only ever as 
good at the pilot that controls it. Pilots using military grade 
ATUMs are expected to undergo intense training regimes to 
adapt to long, drawn out combats on the battlefield. 

Few creatures have the natural aptitude for ATUM combat. 
Engagements can vary wildly from traditional close quarter 
fighting or ranged fire-fights. Those that do, however, are widely 
sought after and respected by friend and foe alike. 
There are a number of different types of pilot, with most falling 
under basic civilian or industrial duties. For those pilots that 
choose the adventuring lifestyle however, they often fall into 
one of three types: either a Junker, Nomad, or Grey Wolf.

Pilots
The Nomad
Unlike Junkers, Nomads are often inwardly focused. Driven,  
intelligent and uncompromising, these pilots make it their 
life’s work to push the boundaries of exploration,  
understanding and development of the world around them. 
The greatest joy for a Nomad pilot is discovering something 
new. Sometimes, that can be waking up to see the dawn from a 
new mountain range. Other times, it’s simply joining up with a  
travelling group of merchants and learning how best to apply 
their skills to a new situation.

Whatever they choose to pursue, Nomads always have one 
thing in common: their ATUM is their home. And whether they 
choose a life of culture, solitude or society, they will always be 
happiest when in their pilot seat - making new and exciting 
modifications to their ever expanding collection of hardpoints.

The Grey Wolf
Born from a life of necessity, or one of violence and vengeance, 
a Grey Wolf is a fearsome opponent to face, both on and off the 
field of battle. Grey Wolves view ATUMs as a means to an end, 
often putting themselves and their constructs through great 
risk and danger in battle if it means granting them a cleaner 
kill. Grey Wolves fear little, and the trust in their ATUM skills is 
unmatched for good reason.

Grey Wolves are renown for their fierce loyalty when fighting in 
groups, and their savage ferocity when fighting alone. Many of 
these pilots thrive in the midst of battle; putting their skills to 
use as mercenaries for hire, hunting vast monsters or evasive 
bounties. 

However, it is not the money that drives many pilots to a life of 
a Grey Wolf, but the thrill of the hunt, and the taste of victory at 
the sight of fleeing, defeated foes.
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Rini Burrowes
Background
A born gearhead, Rini found she had an affinity for fixing and 
piloting ATUMs from a very young age. Having experienced 
many mechanical mishaps in her time, it is not surprising 
to often see her cleaning grease or the remnants of a recent 
explosion from her gear. After spending a few years working as 
a greasemonkey for a relatively obscure mercenary group, she 
eventually broke away into her own business. Now she travels 
around in her workshop-made-ATUM, Rustbucket, salvaging 
wrecks and offering her talents as a mechanic to those with 
coin to spare.

Personality
Rini has a bubbly, light-hearted personality, but she isn’t 
entirely as innocent as she seems. She is extremely  
street-wise and an expert swindler and trader. She is well 
known for using her talents, both as a spellcaster and  
con-artist, to get her hands on money, or rare and valuable 
ATUM tech. However, being a little bit cowardly and in her 
own words ‘allergic to pain’, she often tries to talk her way out 
of a fight or sticky situation rather than engage in a traditional 
firefight.

ATUM
Her personal ATUM, Rustbucket, is kitted out primarily for 
salvaging scrap metal and servicing ATUMs. Rustbucket is 
armed with heavy armour plating fitted for basic self-defence, 
and houses an ATUM workshop in its rear hull.  
Rini’s main tactic during combat is to run and avoid an 
up front fight, relying on her illusionary magic and heavy 
plating to protect her as she crushes her opponents using 
Rustbucket’s heavy treads as she flees. If cornered, Rini is far 
more likely to try and cut a deal than engage in any form of 
close-range combat.

Pilot Challenge Rating
When piloting Rustbucket, Rini’s 
Challenge Rating increases to 15.

Rini Burrowes
Small humanoid (halfling), chaotic neutral

Armor Class 12 (15 with mage armour)

Hit Points 28 (5d6 + 10)

Speed 25 ft.

STR DEX CON INT WIS CHA

9 (-1) 14 (+2) 14 (+2) 14 (+2) 14 (+2)  16(+3)

Saving Throws Wisdom +4, Charisma +5

Skills Insight +4, Perception +4, Deception + 5, Persuasion +5 

Damage Resistances poison

Senses passive Perception 14

Languages common, halfling

Challenge 2 (450 XP)

Cheeky Trader. Rini has advantage on Charisma (Persuasion) checks made to 
barter for ATUM modules or components. 

Halfling Luck. When Rini rolls a 1 on the d20 roll for an attack roll, ability 
check or saving throw, she can reroll the die and must use the new roll. 

Rustbucket. Rini pilots a light ATUM called Rustbucket. She is proficient with 
vehicles (ATUMs), and follows all the rules for piloting ATUMs found on 
page 7 of this supplement. When piloting, her proficiency bonus is a +2.

Stout Halfling Ancestry. Rini has advantage on saving throws against being 
frightened, can move through the space of any creature of a size larger 
than her, has advantage on saving throws against the poisoned condition, 
and resistance to poison damage.

Spellcasting. Rini is a 3rd-level spellcaster. Her spellcasting ability is 
Intelligence (DC 12, +4 to hit with spell attacks). She has the following 
wizard spells prepared: 
 
Cantrips (at will): mage hand, mending, minor illusion 
1st level (4 slots):  charm person, dismantle, mage armour, reconstruct 
2nd level (2 slots): invisibility

Actions

Multiattack. Rini makes 2 attacks with her laser rifle.

Laser Rifle. Ranged Weapon Attack: +4 to hit, range 120ft., one target. Hit: 4 
(1d4 + 2) fire damage. The laser rifle has the two-handed and laser properties.

© Shaman’s Stockart
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Rustbucket
Gargantuan Vehicle (Industrial class ATUM), unaligned

Armor Class 15 (natural armour)

Hit Points 350 (20d20 + 140)

Armour Plating 40 (10) 

Speed 50 ft.  (tracked)

STR DEX CON INT WIS CHA

26 (+8) 14 (+2) 24 (+7) 14 (+2) 14 (+2) 16 (+3)

Damage Immunities necrotic, poison                                                                     

Condition Immunities frightened, prone, poisoned, unconscious

Senses passive Perception 14

Languages none

Challenge 14 (11, 500 XP)

ATUM. Rustbucket is a heavy ATUM, and requires a pilot to 
function. Rustbucket follows all special rules for ATUMs found on 
page 7 of this supplement, and its stat block assumes it is being 
piloted by Rini Burrowes.

Category 2 Workshop. Rustbucket is equipped with a category 2 ATUM 
workshop (pg 13). This workshop can function as a mobile repair 
bay and can house 1 light or medium ATUM at a time. It increases 
Rustbucket’s fuel use by 2 days per tank. 

Chassis Resistance. When Rustbucket takes damage, the pilot can use 
their reaction to reduce the damage dealt by 6 (1d12).

Fuel Tanks and Engine. Rustbucket is equipped with a large fuel tank 
and uses a good grade engine.

Military Equipment. Rustbucket is equipped with a military-class 
module adapter.

Tracked Mobility. Rustbucket ignores difficult terrain and cannot be 
knocked prone.

Salvaging Unit. Creatures on board Rustbucket can scan scrap piles for 
salvage (pg 17). 

Storage Crates and Passenger Seats. Rustbucket can store an additional 
250lbs of scrap materials, and can carry up to 9 medium or smaller 
creatures: 4 passengers and 5 crew members. 

Actions

Ram. Melee Weapon Attack: +10 to hit, reach 5ft., one target. Hit: 24 
(3d10 + 8) bludgeoning damage.

Crush (Recharge 4-6). Rustbucket rumbles forward in a 15 foot wide, 50 
foot long line. Each creature caught in the line must succeed on a DC 
14 Dexterity saving throw, taking 35 (5d10 + 8) bludgeoning damage 
on a failed save, or half as much on a successful one. If a creature 
fails its saving throw by 5 or more, it is also knocked prone. A prone 
creature takes an additional 16 (3d10) bludgeoning damage as they 
are crushed by the treads.

Night Sensors (Recharge 5-6). As an action, the pilot can activate a 
collection of special sensors, granting both pilot and ATUM  
darkvision out to a range of 100 feet for 10 minutes. 

Bonus Actions

Active Countermeasures (2/day). The pilot scrambles the targeting 
systems of enemy sensors. Until the end of Rustbucket’s next turn, 
the ATUM cannot be target - locked by missiles (pg 41). 

Average human for size comparison
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Captain Vokhal
Background
Vokhal is a mercenary leader with a fierce reputation for using 
overwhelming force in combat. Orphaned on the harsh streets 
from an early age, Vorkhal earned coin fighting in illegal 
bareknuckle boxing rings, often beating opponents to death 
before the bell could ring. When local law enforcement closed 
in on the illegal racket, his boss set up Vokhal to take the 
fall, knowing full well his penchant for violence and murder. 
Vokhal fled, managing to escape the clutches of the guards, 
but never forgetting the betrayal that nearly earned him the 
noose. Vorkhal spent his following years amassing gold and 
plunder from various noble wars; fighting for whichever side 
paid him the most coin and eventually amassing his own 
band of pirates, smugglers and criminals in the process.  
Now known to many as the Dread Captain, Vorkhal uses his 
amphibious ATUM, The Hammer of Fear, to strike terror into 
enemy ports and settlements far and wide; his services seen 
as a valuable commodity to those looking for a quick, and 
often violent, message to send to their enemies. 

Personality
Living by his personal motto of ‘might makes right’, Vokhal 
is a very intimidating man. He has little patience for those 
who waste his time, and is extremely quick to anger. When 
enraged he becomes incredibly violent, striking out at anyone 
or anything unfortunate enough to be close at hand.

ATUM
Vokhal’s ATUM, The Hammer of Fear, uses powerful 
manipulators and carries a devastating  
payload of ordnance. Beginning assaults  
with massed rocket fire, Vorkhal rarely  
waits more than a few minutes before  
charging into the recovering  
enemy forces; beating his  
enemies into submission  
with the ATUM’s powerful  
industrial manipulators.

Pilot Challenge Rating
When piloting The Hammer 
of Fear, Vorkhal’s Challenge 
Rating increases to 20.

Captain Vokhal
Medium humanoid (goliath), neutral evil

Armor Class 18 (half plate and shield)

Hit Points 161 (19d8 + 76)

Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 18 (+4) 12 (+1) 14 (+2) 15 (+2)

Saving Throws Strength +  8, Constitution +8

Skills Athletics +8, Intimidation + 6 Perception +6

Damage Resistances cold

Condition Immunities charmed, frightened 

Senses passive Perception 16

Languages common, giant

Challenge 9 (5,000 XP)

Giant’s Rage (1/day). The first time Vorkhal is reduced to half his hitpoints or 
lower, he (not his ATUM) gains resistance to bludgeoning, piercing and 
slashing damage for 1 minute, has advantage on melee weapon attacks 
that use Strength, and all attacks made against him have advantage. 

Goliath Resilience (2/day). When Vokhal takes damage, he can use his 
reaction to reduce the damage taken by 6 (1d12).

The Hammer of Fear. Vorkhal pilots an ATUM called The Hammer of Fear. 
He is proficient with vehicles (ATUMs), and follows the rules for piloting 
ATUMs found on page 7 of this supplement. When piloting, his proficiency 
bonus is a +4.

Actions

Multiattack. Vorkhal makes 3 attacks with his mace.

Mace. Melee Weapon Attack: +8 to hit, reach 5ft., one target. Hit: 7 (1d6 + 4) 
bludgeoning damage, and the target must succeed on a DC 15 Strength  
saving throw or be knocked prone.

Legendary Actions

Vorkhal can take 2 legendary actions, choosing from the options below. Only 
one legendary action option can be used at a time and only at the end of 
another creature’s turn. Vorkhal regains spent legendary actions at the 
start of his turn. 

Ferocious Strike. Vorkhal makes a weapon attack with his mace.

Intimidating Presence (Costs 2 Actions). Vorkhal bellows a fearsome giant’s 
roar. Each creature within 60 feet of him that can hear the roar must succeed 
on a DC 15 Wisdom saving throw or be frightened of Vorkhal until the end of 
his next turn.

Rush of Arrogance (when piloting ATUM only). Vorkhal moves up to half his 
speed towards a creature he can see and makes a single manipulator attack.  
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The Hammer of Fear
Huge Vehicle (Military class ATUM), unaligned

Armor Class 17 (natural armour)

Hit Points 230 (20d12 + 100)

Armour Plating 30 (10)

Speed 35 ft.  (Quadrupedal)., swim 30ft

STR DEX CON INT WIS CHA

22 (+6) 13 (+1) 20 (+5) 12 (+1) 14 (+2) 15 (+2)

Saving Throws Str +10,  Con +9

Skills Athletics +10, Intimidation +6, Perception +6

Damage Immunities necrotic, poison                                                                     

Condition Immunities frightened, poisoned, unconscious

Senses passive Perception 16

Languages none

Challenge 16 (15, 000 XP)

ATUM. The Hammer of Fear is a Medium ATUM, and requires a pilot to 
function. The Hammer of Fear follows all special rules for ATUMs 
found on page 7 of this supplement, and its stat block assumes it is 
being piloted by Captain Vokhal. 

Aquatic. The ATUM has a swimming speed of 30 feet.

Chassis Resistance. When the ATUM takes damage, the pilot can use 
their reaction to reduce the damage dealt by 4 (1d6).

Fuel Tanks and Engine. The Hammer of Fear is equipped with a medium 
fuel tank and uses an average grade engine.

Modified Manipulators. The Hammer of Fear is armed with two 
modified military manipulators (pg 37). These manipulators also 
function as the ATUMs front legs and are considered used modules. 

MT-02 Missile Launcher. The ATUM is equipped with an MT-02 missile 
battery. This module follows the rules for missiles found on pg 41 of 
this supplement. 

Pressurized Cockpit. The ATUM can function underwater or in areas 
with no atmosphere, such as space. It can provide oxygen to the 
crew in such a situation for 2 hours. It must refuel in a workshop to 
use this feature again once all oxygen has been expended.

Quadrupedal Mobility. The Hammer of Fear ignores difficult terrain and 
can perform a stomp as a bonus  
action.

Actions

Multiattack. The Hammer of Fear makes 4 attacks with its 
manipulators, or fires 2 missiles.

Manipulator. Melee Weapon Attack: +12 to hit, reach 10ft., one target. 
Hit: 14 (1d12 + 8) bludgeoning damage.

Missile Launcher (Targeted). Ranged Weapon Attack: +5 to hit, range 
80/250., one target. Hit: 17 (3d10 + 1) fire damage. The weapon has 
the missile, ammo box (2), and reload (3) properties.

Missile Launcher (Saturation, Recharge 5 - 6). The ATUM fires its entire 
payload of missiles towards a point on the ground the pilot can see 
within 250 feet. Each creature within a 20-foot radius sphere centered 
on that point must succeed on a DC 16 Dexterity saving throw, taking 
42 (12d6) fire damage on a failed save, or half as much on a success.

 Night Sensors (Recharge 5-6). As an action, the pilot can activate a 
collection of special sensors, granting both pilot and ATUM  
darkvision out to a range of 100 feet for 10 minutes. 

Bonus Actions

Lock Target. The pilot locks the ATUM’s MT-02 missile launcher onto 
one target it can see within 250 feet. 

Stomp. Melee Weapon Attack: +10 to hit, reach 5ft., one target. 
Hit: 17 (2d10 + 6) bludgeoning damage.

© Shaman’s Stockart
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The Torment of Goblins
Recommended Level: 2

Party Size: 4 - 6

Difficulty: Hard (4 players), Easy (6 players)
Quest Creature: 4 goblins, Glukk Backstabba 
(Monster Manual, pg 166, Greasemonkey’s Handbook, pg 80)

Quest overview
After preying on passing trade caravans and local fishermen, 
a group of goblins have turned their attention to a more 
lucrative target - foolish adventurers looking for quick and 
easy coin. Using fake wanted posters they plan to lure in 
inexperienced heroes and ambush them in the forest. 

Stage 1: Meeting the NPC
The characters find a crudely written wanted poster pinned 
to the noticeboard of the Lucky Duck tavern, located in the 
village of Soilmarsh. The tavern is run by a stout human male 
called Terrance Gall. Upon asking about the wanted poster, he 
explains it was posted up anonymously a few nights prior, and 
that a pair of amateur heroes had already set off the previous 
day to deal with the goblins, but never returned. If questioned 
further about who wrote the poster Terrance explains that 
he assumed a local trade caravan owner pinned the poster 
up while the tavern was busy with patrons. If asked about 
the whereabouts of the “windmill”, Terrance points out it 
probably means the ruins of an old windmill out in the woods, 
and gives the characters easy directions of how to get there. 
If a character investigates the poster in more detail, a DC 
12 Intelligence (Investigation) check reveals the poster was 
written crudely and quickly by someone with only a simple 
grasp of the common script, and feels slightly greasy to touch.

Stage 2: Exploration
The characters, following Terrance’s directions, should arrive 
at the crumbling ruins of what was once a large windmill 
around midday. The windmill has been long since abandoned, 
and is located in the middle of a clearing. A successful DC 
12 Wisdom (Perception) check reveals a large wooden stake 
sticking out of the ground near the outer wall of the old 
windmill. Tied to the stake appears to be a humanoid figure. If  
a character approaches the figure, once they are within 10 
feet it becomes apparent that it is a fake body, composed 
of straw and small barrels. A successful DC 15 Intelligence 
(Investigation) check reveals the barrels to be filled with a  
                          crude gunpowder. If a character lingers around 

the fake figure for more than 10 minutes, a flaming arrow flies 
out from the treeline, striking the barrels and causing them 
to explode out in a 10-foot radius sphere. All creatures in the 
area must make a DC 13 Dexterity saving throw, taking (5) 2d4 
fire damage on a failed save, or half as much on a successful 
one. A character with the alert feat or any character that took 
the time to stand watch while the others investigated gains 
advantage on this saving throw. 

Stage 3: Combat
After the resulted of the fired arrow have been resolved, a 
group of 4 goblins, led by Glukk Backstabba, jump out from 
the trees and attack. Glukk remains at range, firing away with 
his pistols. If his underlings are defeated, or he is reduced to 
6 hit points or fewer, he flees. 

If Glukk successfully escapes, he returns in the “Big Trouble in 
a Little Mech” quest, detailed on page 87.

Stage 4: Completing the Quest
If the characters defeat the goblins, they can attempt to track 
down their camp with a successful DC 14 Wisdom (Survival) 
check. The camp is hidden near a small bog, close to the 
main caravan trade route through the forest. At the camp 
they find the remains of the unfortunate heroes (2 medium 
humanoids, any race) who first took on the quest, and some 
jewel encrusted weapons and armour. The equipment itself 
is worthless, but the gems are worth a total of 100 gold. 
A DC 10 Wisdom (Insight) check reveals the armour and 
weapons belonged to a group of adventurers more interested 
in looking good than having any actual combat capability. 
Upon returning to the tavern and explaining what happened, 
Terrance apologises for the ordeal and immediately removes 
the poster, throwing it into the roaring fireplace with disgust. 
He then awards each character 2 gold for their trouble and 
offer them a free room, meal and board for the night as 
compensation.

Notable NPCs
The notable NPCs in this quest are listed below:

Name: Terrance Gall 

Race: Human male

Alignment: Lawful Good
Occupation: Owner of the Lucky Duck tavern

Stat Block: Commoner (Monster Manual, pg 345)

Personality Traits: Honest, hard working, helpful and polite.

WANTED: 
Brav peoples need to save my son!

He was taken by goblinz!
Plaese go quikly to the windmill and 

save him!

Greasemonkey Bounty Hunts
Below you can find a selection of bounties you can run for 
your players, using some of the NPCs and ATUMs in this 
handbook. These bounties have been designed to be simple, 
easy to run, and shouldn’t last more than a session or two. 
Each hunt is broken down into 3-4 stages: Meeting any 
notables NPCs, exploring the themes surrounding the quest, 
any combat or major encounters, and quest rewards upon 
completion. There is also a short WANTED poster you can 
read to your players as a plot hook.

The quests presented here also assume your players don’t 
have ATUMs, and you have access to the Dungeon Master’s 
Guide, Player’s Handbook and Monster Manual. 
If your players have ATUMs, it is recommended to adjust 
the encounters accordingly by using the encounter balancing 
guide on page 66. 
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Big Trouble in a Little Mech
Recommended Level: 5 (Deadly), 6 (Hard) 

Party Size: 4 - 6

Difficulty: Deadly (4 players), Medium (6 players)
Quest Creature: Grukk Backstabba (in ATUM), 8 goblins.
(Greasemonkey’s Handbook, pg 80 - 81, Monster Manual, pg 166)

Quest overview
Grukk Backstabba and his crew have been seen stampeding 
around the small mining village of Helm’s Peak, with Grukk 
leading the charge in a gigantic mechanical construct he is 
calling ‘Da Nut Kracka’. Having recently aquired the ATUM, 
he has been rampaging through the village, sowing terror and 
subjugating the populace there. If he is not stopped, he will 
force the villagers to begin creating new ATUMs for him and 
his crew, before setting it alight and moving on to plunder 
more settlements in the region.  

Stage 1: Meeting the NPCs
The WANTED poster will have been distributed to every inn 
and tavern in Helmtown, the major trade town closest to 
Helm’s Peak Village. The characters should begin this quest 
in Helmtown, or a town of your own design situated roughly 
a days travel from Helm’s Peak. If asked, any member of 
the public is happy to give directions to Helm’s Peak. Some 
will believe the WANTED poster, and others simply believe 
it is hearsay and rumour. After all, what kind of goblin could 
possibly get their hands on an ATUM? If the characters head 
to the Eastern Barracks to speak with Captain Ducil, they 
learn the rumors are indeed true, and Glukk Backstabba has 
managed to get his hands on a very dangerous mechanical 
construct, and is using it to terrorize the local militia and 
villagers. As the Captain’s forces are already stretched thin 
policing the town, no forces are available to attempt to 
apprehend Glukk, so WANTED posters have been distributed 
and a bounty placed on his head, in the hope adventurers or 
ATUM pilot mercenaries will be able to do what the guard 
cannot. 

Stage 2: Exploration
The journey to Helm’s Peak will be mostly uneventful, and 
take around a day, with the characters having time for 5 hours 
of sleep, or opting for a long rest if they need one.  
Upon arriving in Helm’s Peak, they will find it a destroyed 
mess, with many buildings either on fire, or ruined from 
attacks the previous night. Glukk will be situated in the center 
of town inside his ATUM, and can be seen gutting a previous 
adventurer with the ATUM’s manipulator claws before throwin 
the dead body on a bloody pile of deceased villagers, ready 
to be burnt. There are 2 goblins stationed on lookout for any 
potential intruders to the village. If the characters do not have 
an ATUM, they can sneak past the guards with a successful 
DC 10 Dexterity (Stealth) check. If the guards notice them, 
or spot any other ATUMs, they will ring a nearby alarm bell, 
alerting Glukk and the other goblins inside the village. The 
other villagers will have taken shelter in the mines behind 
the village, and will have barricaded themselves in to prevent 
glukk from reaching them. They can last for 2 more days 
before they begin dying of dehydration. A successful DC 

 

15 Wisdom (Perception or Survival) check will reveal their 
location, and they can be convinced to remove the barricades 
with DC 15 Charisma (Persuasion) check.  Alternatively, the 
barricade can be broken with a DC 20 Strength (Athletics) 
check.

Stage 3: Combat
Glukk has his goblin crew remain atop the ruins of the village 
houses, harrying the characters with ranged attacks. Glukk 
will happily charge into the nearest character with gusto, 
believing himself protected and untouchable in his gigantic 
ATUM. He focuses on one character at a time, choosing to 
kill spellcasters first (should he spot them casting spells), 
and will try to divide the party up in order for his goblin crew 
to better defeat them. Glukk is more inclined to capture the 
adventurers than kill them, though if any exhibit ‘rightious’ or 
‘guard-like’ behaviour, he will ensure he adds their corpse to 
his burning pile. If Glukk’s ATUM is destroyed, he attempts 
to flee the village. If he escapes, he is considered a rival of the 
party, and vows to defeat them in future encounters. 

Stage 4: Completing the Quest
Upon the defeat or capture of Glukk, the villagers (if found 
and informed of glukk’s defeat) will praise the party as heroes, 
offering them free board and food from their limited hidden 
stores in the basement of their now destroyed guardhouse, 
and present the group with a number of precious gemstones 
and trinkets, worth a total of 10gp. A DC 15 Intelligence 
(Arcana) check will reveal 2 of the trinkets to be magical items 
- a Charm of Cyrrollalee (pg 92), and an Amulet of Whispers 
(pg 91). Returning to Helmtown and presenting Captain Ducil 
with Glukk, either dead or alive, will reward the characters the 
following: 
• 400gp (dead), or

• 500gp (alive)

Notable NPCs
The notable NPCs in this quest are listed below: 
Name: Captain Ducil

Race: Any 

Alignment: Lawful Good
Occupation: Captain of the Helmtown Guard (nearby major 
town)

Stat Block: Guard (Monster Manual, pg 347)

Personality Traits: No-nonsense, straight talker, favours 
adventurers, liked and trusted by the townsfolk.

WANTED: 
Glukk Backstabba, Dead or Alive
Last reported heading south 
to Helm's Peak, in a gigantic 

mechanical construct.
Upon capture or proof of 

death, speak to Captain Ducil at 
the Western Barracks.

Reward: 400gp Dead, 500gp Alive

Mitchell Baltosser (order #16729709)
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A Mechanical Mishap
Recommended Level: 4 

Party Size: 4 - 6
Difficulty: Hard (4 players), Easy (6 players)
Quest Creature: Lesser Primal Engine 
(Greasemonkey’s Handbook, pg 75)

Quest overview
A lesser primal engine has escaped from a nearby wizard’s 
tower, and has made its home in the nearby jungle (or forest 
mountains, depending on your preference). The wizard, 
named Therin Coldspire, has tried to re-capture the ATUM, 
but has little tracking ability, and fears it’s territory will lead it 
into confrontation with hunters from the nearby villages. He 
is looking to hire the party to capture the ATUM, or destroy it 
and return its unbound soul cage to him.

Stage 1: Meeting the NPCs
Upon investigating the ad for help the party is introduced to a 
halfling called Torri Brinwall. Torri explains he has been paid to 
act as a representative from the wizard Therin Coldspire, and 
is looking to recruit brave adventurers to help him re-capture 
his lost experiment - a soul caged ATUM called ‘Bessie’. If 
the group accepts the ad, he gives the group time to prepare 
what they require for hunting a rogue ATUM before snapping 
his fingers three times; magically teleporting the group to the 
base of the wizard’s tower. Once at the base of the tower, he 
directs the group towards the ATUM’s last known direction of 
travel, and wait for them in the wizard’s tower. 

Stage 2: Exploration
The jungle is thick and difficult to traverse. All terrain is 
considered difficult terrain when inside the jungle. The ATUM, 
Bessie, has taken on the form of a large ape, and spends her 
time swinging between trees, aggressively attacking other 
creatures within 1 mile of her makeshift nest. The characters 
can track Bessie’s whereabouts by making a DC 15 Intelligence 
(Nature) or Wisdom (Survival) check.  
On a failed check, the characters will lose her trail, and must 
spend a further 2 hours searching for evidence of tracks. 
During this time, the characters must make a DC 15 Dexterity 
saving throw. The characters that fail their saves trip on a set 
of exposed vines and tumble down a small ravine, taking 2d6 
bludgeoning damage and their clothes become soiled.  
A successful check will reveal a recently battered carcass of an 
elk, and tracks leading away into the undergrowth. The elk’s 
horns, pelt and flesh can be harvested with a successful DC 15 
Wisdom (Survival) check or Dexterity (Sleight of Hand) check. 
The horns and pelt can be sold to local hunting outposts for 
a total of 2gp. The flesh, if properly stored, can be cooked 
or sold at a butcher’s for 12sp. If cooked and eaten during a 
short rest, the smell will attract Bessie, who attacks the  
characters on sight. If the food is not cooked, the characters 
can find bessie in a small 20ft x 20ft clearing, pulling up berry 
bushes in an attempt to gather food. 

If she spots the party, she threatens them first. If the  
                           characters don’t leave, she attacks the nearest  
                             and most intimidating member of the group.  

Stage 3: Combat
Bessie acts as a simple territorial beast would, choosing 
to incapacitate her foes by bludgeoning them to death, 
focusing on the character that appears most intimidating. She 
continues to fight even after taking great damage, and chases 
fleeing characters mercilessly. 

Stage 4: Completing the Quest
Upon the ATUM’s destruction, the characters must return the 
soul cage to Torri in order to recieve payment. If a particularly 
ambitious spellcaster attempts to control the soul cage, the 
must succeed on a DC 20 Intelligence (Arcana) check. On 
a failure, they immediately take 10 (3d6) psychic damage, 
and the soul cage shatters, returning the bound souls to the 
Feywild. On a success, the soul cage becomes a companion 
for the next 8 hours, after which time the spellcaster must 
re-attempt the ability check to maintain control of it, as per 
the soul cage rules (pg 70-71). If the soul cage is destroyed 
or bound to a party member, Therin won’t give the group 
a reward, instead reporting them to the local guards for 
theft, should they choose to steal it. If they successfully 
return the soul cage, Therin presents the group with 350gp, 
an instructional booklet on ATUM construction (worth 
5gp), 2 potions of Arcane Spirit (Weak, pg 96), and a small 
handwritten ticket granting the group a single night’s free stay 
in the Rusty Locke Inn, as thanks for their assistance.

Notable NPCs and Details
The notable NPCs in this quest are listed below:

Name: Torri Brinwall

Race: Male halfling

Alignment: Neutral Good
Occupation: Wizard’s Assistant

Stat Block: Commoner (Monster Manual, pg 345)

Personality Traits: Posh, well spoken, friendly, chain smoker. 

 
Name: Therin Coldspire

Race: Male halfling

Alignment: Neutral Good
Occupation: Wizard

Stat Block: Mage (Monster Manual, pg 347)

Personality Traits: Eccentric, smokes a bubble pipe (which 
functions as an actual tobacco pipe), friendly, flustered most 
of the time, and rather excitable.

Notable Area: Rusty Locke Tavern
Description: A small family run Inn which functions as a 
halfways house, connecting the surrounding villages. It’s 
warm, cosy and provides great food and drink. Mostly 
populated by halflings.

WANTED: 
I'm looking for a fantastic, interesting group of individuals to 
help me with a mechanical mishap I have gotten myself into!  
If you're interested, bring this advert to Torri Brinwall at 

your earliest convienience.
Reward available on completion!

Mitchell Baltosser (order #16729709)
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Problematic Piracy
Recommended Level: 14 (Deadly), 15 (Hard)
Party Size: 4 - 6
Difficulty: Deadly (4 players), Easy (6 players)
Quest Creature: Captain Vorkhal (in ATUM) 
(Greasemonkey’s Handbook, pg 84 - 85)

Quest overview
The fearsome Captain Vorkhal has been raiding coastal towns 
along the Eastern Strait. Many attempts have been made to 
stop him, but each has failed. The bounty on Vorkhal’s head 
now includes the offer of masterwork components by his 
rivals, should the captain’s problematic behaviour be ‘fixed’. 

Stage 1: Meeting the NPCs
The characters will find the advertisement for Captain 
Vorkhal’s capture or asssassination on every major city in 
the region. Asking anyone for more information, they learn 
that Vorkhal is a dangerous adversary to face, and nobody 
that has taken up the bounty has lived to tell the tale.  A 
successful DC 15 Charisma (Persuasion) check points the 
characters in the direction of a notable source of information 
regarding Vorkhal, known as Chen Daiyu. A failed check 
still gleams the information the characters require, but will 
also cost them a total of 150gp. The group are directed to a 
seedy establishment, known as Beggar’s Bar N’ Grill, run by 
Chen Daiyu. The building is a resturant which functions as 
a front for smuggling expensive ATUM goods, and acts as a 
Category 2 Workshop. Upon introducing themselves to Chen, 
she explains Vorkhal’s attacks have caused a boost in law 
enforcement, affecting her ‘business’.  She offers the group a 
deal: kill Vorkhal and end his pirate reign, and she will reward 
them with 5,000gp and 2 masterwork ATUM modules of their 
choice. A DC 18 Wisdom (Insight) check reveals she is honest 
about the offer, and she keeps her side of the deal, provided 
the characters complete theirs. If the group accept her offer, 
she reveals Vorkhal will be travelling alone across the Eastern 
Strait to meet up with a band of pirate mercenaries in the 
town of Bleakbarrow, and suggests this would be the perfect 
time to remove his problematic presence for good. 

Stage 2: Exploration
The characters have 3 days to navigate the strait and track 
Vorkhal before he vanishes off their radar and the quest is 
considered a failure. If the characters have ATUMs, Chen 
ensures their chassis are watertight for the purposes of 
this quest. If the characters don’t have ATUMs, then Chen 
provides a small boat for them to track Vorkhal with. To track 
Vorkhal, characters must succeed at a number of checks, 
with each success increasing their chances of ambushing 
Vorkhal before he reaches Bleakbarrow. Any party member can 
attempt one of the following checks but once the check has 
been made, it cannot be made again by any character. Each 
successful check takes 1d4 hours to complete.

•  Ask nearby villages for sightings of Vorkhal’s ATUM: DC 16 
Charisma (Persuasion or Intimidation) check.

• Check the waters for signs of dead creatures or unnatural 

disturbances: DC 16 Intelligence (Nature) check.

• Watch the skies for signs of exhaust fumes: DC 16 Wisdom 
(Perception) check.

• Listen to local reports of merchant vessel attacks on the 
strait: DC 16 Intelligence (Investigation) check. 

• Use underground contacts in nearby ports to hear rumours 
of Vorkhal’s last known whereabouts: DC 16 Charisma 
(Persuasion or Intimidation) check.

• Plot and follow the course Vorkhal is most likely to take to 
reach Bleakbarrow: DC 16 Wisdom (Survival) check.

The party locates Vorkhal once they have made 5 checks. If 
they make 3 successful checks, they can ambush Vorkhal on 
a desert island (120ft x 120ft), while he is making the final 
stretch of the journey to Bleakbarrow. These checks don’t 
need to be in succession. If the group fails 3 or more checks, 
Vorkhal will instead attack as the party arrives near the island.

Stage 3: Combat
Vorkhal is a fearsome fighter, and doesn’t back down, 
even after his ATUM has been destroyed. He focuses on 
any ATUMs the party have brought with them first, before 
turning his attention to the spellcasters. He makes use of his 
manipulators to drown opponents, should his ATUM remain 
watertight or capable of doing so.

Stage 4: Completing the Quest
If the party loot Vorkhal’s corpse, they find a half plate and 
shield, 230gp, 2 potions of healing, a mace, 5 days of rations, 
and a leather bag stuffed with items Vorkhal was intending to 
sell upon his arrival. The leather bag contains:
• A Mantle of Spell Resistance  
(Dungeon Master’s Guide, pg 180)

• A Necklace of Fireballs (3 beads) 
(Dungeon Master’s Guide, pg 182)

• A Wand of Enemy Detection (3 charges)

(Dungeon Master’s Guide, pg 210)

Once a token of proof is shown to Chen of Vorkhal’s 
death, she awards the party 5,000gp and their choice of 2 
masterwork ATUM modules. If the party doesn’t have an 
ATUM, she instead offers them a light bipedal or wheeled 
chassis. In addition, her restaurant will provide free meals for 
the party whenever they are in the area.  

Notable NPCs
The notable NPCs in this quest are listed below: 
Name: Chen Daiyu
Race: Any female
Alignment: Neutral Evil
Occupation: Restaurant Owner, Smuggler of ATUM modules
Stat Block: Assassin (Monster Manual, pg 343)
Personality Traits: Cunning, Respectful to those that keep their 
noses out of her business; honours her deals, but  
extremely intimidating and not to be trifled with.  

WANTED FOR PIRACY & MURDER: 
The Dread Captain Vorkhal

For  
PIRACY, MURDER, ASSAULT, THEFT, 

EXTORTION, ARSON, ROBBERY, 
MAYHEM & INCITEMENT

Reward: 3,000gp 

Mitchell Baltosser (order #16729709)
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Magic Item Random Tables
Below is a list of random tables you can roll on when using 
the magical items from this book. 

Uncommon Magical Items
1d3 Table Number

1 Table A

2 Table B

3 Table C
	

Uncommon Magical Items Table A
1d6 Magical Item

1 Amulet of Whispers

2 Night Blade of Shargaas

3 Potion of Arcane Spirit (Weak)

4 Horn of Grolantor

5 Boots of the Acrobat

6 Berserker Bracers

Uncommon Magical Items Table B
1d6 Magical Item

1 Withered Rod

2 Death Touched Dagger

3 Bracelet of Primus

4 Everlight Blade

5 Nipping Purse

6 Minotaur Ring

Uncommon Magical Items Table C
6d6 Magical Item

1 Mask of Rest

2 Wand of Reconstruction

3 Potion of Eagle Eye

4 Helmet of the Huntress

5 Erinyes Belt

6 Charm of Cyrorollale

Rare Magical Items
1d4 Table Number

1 - 2 Table A

3 - 4 Table B
	

Uncommon Magical Items Table A
1d8 Magical Item

1 Wand of Deconstruction

2 Steel Plates of Eldath

3 Cloak of Blades

4 Hammer of Moradin

5 Carving of Wondrous Power (Assault Platform)

6 Potion of Arcane Spirit (Strong)

7 Sceptre of Judgement

8 Orb of Direction

Uncommon Magical Items Table B
1d6 Magical Item

1 Bulwark of the Ancients

2 Carving of Wondrous Power (Iron Carronade)

3 Dragon Slayer

4 Otto’s Outstanding Overclocker

5 Selune’s Pistol

6 Plate of Helm

7 Potion of Comprehension

8 Torm’s Blade

Very Rare Magical Items

Rare Magical Items Table
1d10 Magical Item

1 Counter Ring

2 Manual of Automation

3 Ring of the All Father

4 Staff of Metal Shaping

5 Everbright

6 Blessed White Branch

7 Dragon’s Bane Greatbow

8 Shield of Talos

9 Potion of Glory

10 Staff of Wisdom

Legendary Magical Items

Legendary Magical Items Table
1d3 Magical Item

1 Scroll of Knowledge

2 Titan Killer

3 Tome of Tomfoolery

Mitchell Baltosser (order #16729709)
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 Magical Items
In this section you can find a list of magical items, listed in 
alphabetical order, as well as a number of random loot tables 
organised by rarity. Each magical item in this list belongs to 
one of the nine categories listed on page 139 of the Dungeon 
Master’s Guide. In addition, some magical items will be listed 
as ATUM modules. These magical modules follow all the 
normal rules for ATUM modules found on page 26 of this 
supplement, and any other rules specified in their entry. The 
quality of all magical modules is considered ‘Used’, unless 
specified otherwise in its entry in this section. 

Amulet of Whispers 
Wondrous item, uncommon

This small copper amulet glows a faint aquamarine colour 
when a creature is whispering within 500 feet of it. As an 
action while wearing the amulet, you can lift the amulet to 
your ear and listen to the whispers as if the creature was 
speaking directly to you. While using the amulet in this way, 
you are deafened to your surroundings. This amulet has no 
effect on a creature protected from divination magic.

Berserker Bracers 
Armour (arms), uncommon (requires attunement)

While wearing these bracers, you have proficiency with melee 
weapons with the heavy and two-handed properties, and you 
gain a +2 bonus to damage rolls made with such weapons. 

Blessed White Branch
Staff, very rare (requires attunement)

While you remained attuned to this staff, your Charisma score 
increases by 2, to a maximum of 20, and you have advantage 
on Charisma checks when interacting with giants. In 
addition, this long white branch can be wielded as a magical 
quarterstaff, and has 5 charges. As an action, you can expend 
1 or more of its charges to cast bless (1 charge), or beacon 
of hope (3 charges). The cast spell lasts for 1d3 + 1 rounds 
instead of its normal duration, but does not require your 
concentration. The staff regains 1d3 + 2 charges daily at dawn. 
If you expend the last charge, roll a d20. On a 1, the staff wilts 
and disintegrates into dust, destroyed. 

Boots of the Acrobat
Armour (feet), uncommon

These magical leather boots grant the bearer advantage on 
Dexterity (acrobatics) checks made when jumping to clear 
obstacles or creatively navigate vertical surfaces. 

Bracelet of Primus
Wondrous item, uncommon (requires attunement)

While you wear this metal bracelet, you gain the effects of 
the prosthesis spell on one missing limb. The effect ends 
immediately if the bracelet is removed.

Bulwark of the Ancients 
Wondrous item (ATUM upgrade module, 1 slot), rare

This strange blue orb glows bright green when near a passage 
to the Feywild. When installed on an ATUM, it coats the 
inside of the cockpit with leafy green vines, granting the crew 
advantage on saving throws against magical effects when 
inside the ATUM.

 

Amulet of Whispers

Berserker Bracers

Boots of the Acrobat

Bracelet of Primus

Blessed White Branch

Bulwark of the Ancients
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Carving of Wondrous Power
Wondrous item, rarity by figurine

A carving of wondrous power is a small wooden carving of a 
construct small enough to fit in a pocket. If you use an action 
to speak the command word and throw the carving to a point 
on the ground within 60 feet of you, the carving transforms 
into a construct or object representative of its actual size. For 
example, a carving of a naval cannon would expand to the 
correct proportions and size appropriate to fit on a ship. 

 If the space where the object would appear is occupied by 
other creatures or objects, or if there isn’t enough space for 
the construct, the carving doesn’t transform. The construct 
counts as an inanimate object, and can only be activated by  a 
creature proficient with its operation, as specified in its entry. 
The construct exists for a duration specific to each carving. 
At the end of the duration, the construct reverts to its carving 
form. It reverts to a carving early if it drops to 0 hit points or 
if you use an action to speak the command word again while 
touching it. When the construct becomes a carving again, its 
property can’t be used again until a certain amount of time 
has passed, as specified in the carving’s description.

  Assault Platform (Rare). This wooden carving is of a wheeled 
mechanized gun platform. It can become a full-sized artillery 
piece, equipped with a heavy MG for up to 5 hours. Once 
it has been used, it can’t be used again until 5 days have 
passed. It is treated as a wagon (PHB, pg 157) with AC 14 and 
60 hit points. In addition to the normal rules found on page 
28 of this supplement, the heavy MG also has the forward 
facing rule (pg 41). A creature can rotate the platform by 
using 5 feet of movement on their turn. The heavy MG has 
enough ammunition to last for the duration of the carving’s 
transformation, and can be fired as an action by a creature on 
their turn, if they are proficient with firearms.

  Iron Carronade (Rare). This wooden carving is of a short-
barrelled naval gun. It can become a full sized artillery piece, 
equipped with a light carronade (pg 27) and mounted on a 
wooden platform for up to 5 hours.  Once it has been used, it 
can’t be used again until 5 days have passed. The artillery has 
an AC of 16 and 40 hit points, and a movement speed of 0ft. 
It weighs 300lbs. A creature can use half their movement to 
push or drag the artillery up to 10 feet or rotated into a new 
position, should they be strong enough to do so. The light 
carronade has enough ammunition to last for the duration of 
the carving’s transformation, and can be fired as an action by 
a creature on their turn. 

Charm of Cyrrollalee
Wondrous item, uncommon 

While wearing this amulet, you have proficiency with cook’s 
utensils. In addition, you have advantage on Charisma 
(Persuasion) checks when interacting with halflings. 

Cloak of Blades 
Wondrous item (shoulders), rare (require attunement) 

This cloak has 10 charges. It regains 1d6 +4 expended charges 
daily at midnight.  
You can use your action and expend 1 or more of its charges 
to reach into the cloak and pull out a glittering obsidian blade, 
which takes the shape of one of the following: 
• A pair of daggers that hover in your space until used (1 
charge) 
• A double-edged shortsword that never leaves your grasp  
(3 charges)  
• A smouldering longsword that is warm to the touch (5 
charges). 
You can use your action to make two weapon attacks with the 
blade against a creature you can see within 5 feet of you.  
The blade is a magical weapon with a +1 to attack and damage 
rolls, and deals 1d6 ( daggers), 2d6 (shortsword) or 3d6 
(longsword) psychic damage on a hit. The blade remains 
active for 1 hour, or until you draw a new blade from the cloak 
or sheathe your current blade as a bonus action.

Counter Ring 
Wondrous item, very rare (requires attunement)

This is a simple silver ring inlaid with a glistening emerald. 
The ring has 3 charges, and regains 1d3 expended charges 
daily at dawn. If you are targeted by a spell while you wear 
this ring, you can expend your reaction and 1 charge to make 
an Intelligence (Arcana) check with a DC equal to 10 + the 
spell’s level (+0 for cantrips). If you succeed, the spell fails 
and is absorbed into the ring, which glows a vibrant green 
when a spell is stored within it. As an action, you can expend 1 
charge to cast the stored spell, abiding by any verbal, somatic 
or material components that spell requires, and uses your 
spell save DC and spellcasting modifiers.The ring can store a 
maximum of 1 spell at any time. The stored spell remains in 
the ring for 8 hours or until cast. If the spell is not cast within 
8 hours, it is consumed by the ring and lost. The ring then 
regains 1 expended charge.

Carvings of Wondrous Power.  
Above: Iron Carronade
Right: Assault Platform
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Death-Touched Dagger 
Wondrous item (dagger), uncommon

When you have this dagger on your person, you can hold the 
blade and speak the command word “unlife” to gain the ability 
to commune with undead creatures using one language you 
know for the next hour. Once the dagger has been used in this 
manner, it cannot be used again until the next dawn. 

Dragon’s Bane Greatbow 
Weapon (longbow) very rare, (requires an ATUM with two 
or more manipulators, and attunement by a Pilot of good 
alignment) 
This is a gigantic longbow, approximately 8 feet in height. It is 
said to have been commissioned in the forges of Mechanus 
by Torm, the god of courage, to aid Bahamut when fighting 
Tiamat. The bow fires large, magical bolts that appear when 
the steel string is drawn, and does not require ammunition.  
It is a magical weapon, granting a +2 bonus to attack and 
damage rolls, and deals 2d10 piercing damage on a hit. Once 
per round, if a dragon of evil alignment takes damage from 
this weapon, it must make a DC 17 Constitution saving throw, 
taking an extra 3d10 piercing damage on a failed save, or half 
as much extra damage on a successful one.

Dragon Slayer 
Weapon (firearm, any sniper, bolt rifle or anti-tank rifle), rare

You gain a +1 bonus to attack and damage rolls made with 
this magic weapon. When you hit a dragon with this weapon, 
the dragon takes an extra 3d6 damage of the weapon’s type. 
For the purpose of this weapon, “dragon” refers to any 
creature with the dragon type, including dragon turtles and 
wyverns.

Erinyes Belt
Wondrous item, uncommon

This is a fine red leather belt inlaid with a twisted infernal 
script and a particularly fiendish buckle, crafted from 
sharpened bone.  
As action, you can throw the belt towards a creature you can 
see within 60 feet of you. That creature must succeed on a DC 
14 Dexterity saving throw or become restrained and unable to 
breathe for 1 minute as the belt magically wraps itself around 
the target’s neck. A creature with multiple necks can breathe 
normally, and only that head/neck is restrained by the belt.

The target creature can attempt to pull the belt off themselves 
by spending their action to make a DC 14 Strength (Athletics) 
check. On a success, the belt releases its grasp and returns to 
you at the start of your following turn. 

The belt releases its grasp on a creature once that creature 
dies or falls unconcious. Once the belt has been used in this 
way, you cannot be use this feature again until the next dawn. 

 

Charm of Cyrrollalee

Cloak of Blades

Counter Ring

Death-Touched Dagger

Dragon’s Bane Greatbow

Dragon Slayer

Erinyes Belt
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Everbright
Weapon (any melee weapon), very rare, (requires attunement)

This is a magical weapon with a +3 to attack and damage 
rolls. It is made entirely from steel, is immune to the effects 
of rust or corrosion, and cannot be tarnished. In addition, it 
emits a faint glow, cast dim light out to 10 feet. The weapon 
has 2 charges. When you successfully hit a creature with this 
weapon, you can expend 1 charge to make the blade erupt in a 
flash of bright light. The target creature and all other creatures 
other than you within 5 feet of it must succeed on a DC 16 
Dexterity saving throw or be blinded for 1 minute. The target 
creature has disadvantage on this saving throw. The weapon 
regains all expended charges daily at dawn.

Everlight Blade
Weapon (any sword), uncommon

This magical sword emits dim light out to 10 feet, and cannot 
be tarnished, rusted or corroded. You can douse or turn on 
the blade’s light as a bonus action.

Hammer of Moradin  
Weapon, (any hammer), rare (requires attunement)

This simplistic hammer hums with divine power from 
Moradin, god of the forge. It is a magical weapon with a +3 
bonus to attack and damage rolls. If you hit a prone target 
with this weapon, sparks fly from the hammer and it emits 
and audible clang as if it had struck an anvil. The creature 
takes an additional 3d6 bludgeoning damage. If you score a 
critical hit against a creature using this weapon, the target 
is immediately knocked prone, regardless of size or prone 
immunities.

Helmet of the Huntress 
Armour, uncommon

While you wear this helmet, you have advantage on Wisdom 
(Perception) checks that rely on sight, and cannot be 
frightened by beasts.

Horn of Grolantor
Wondrous item, uncommon

This magical horn is marked with craftsmanship of Grolantor, 
god of hunting and combat. As an action, you can blow the 
horn, which emits the loud, bellowing roar of a giant, audible 
out to 300 feet. Each creature that can hear the roar within 
range must succeed on a DC 14 Wisdom saving throw or be 
convinced the horn-bearer is, in fact, an extremely scary hill 
giant, for 1 minute. Once the horn has been used in this way, 
it cannot be used again until the next dawn. 

Manual of Automation 
Wondrous item, very rare 

This book contains a vast array of mechanical tips and tricks, 
and its words are charged with magic. If you spend 48 hours 
over a period of 6 days or fewer studying the book’s contents 
and practicing its guidelines, your Intelligence score increases 
by 2, as does your maximum for that score. In addition, you 
gain proficiency with vehicles (ATUMs), and your proficiency 
bonus is doubled when making any ability check relating to 
the aforementioned skill. The manual then loses its magic, 
but regains it in a century.

Mask of Rest
Wondrous item, uncommon

If you wear this simple eye mask when you sleep, you need 
only sleep for half the time you would normally require to gain 
the benefits of a full night’s rest.

Everbright (Dagger)

Everlight Blade

Hammer of Moradin

Helmet of the Huntress

Horn of Grolantor
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Minotaur Ring
Wondrous item, uncommon 

While wearing this fiendish ring, you cannot be lost inside 
mazes or labyrinths, and you always know which way is north.

  Cursed: This ring was forged deep in the abyss by the 
Demon Lord of Minotaurs, Baphomet. Once you place this 
ring on your finger, only a spell such as remove curse can 
remove it. While wearing the ring, you must make a DC 13 
Wisdom saving throw each night. On a failed save, you begin 
sprouting fearsome horns, and your feet begin morphing into 
thick hooves. Once you fail this saving throw three times, the 
ring disappears, your race changes to Minotaur (Unearthed 
Arcana Minotaur PDF, pg 2), and your alignment becomes 
Chaotic, Neutral or Lawful Evil. The failed saving throws do 
not have to be in succession. Once transformed, the curse 
can only be lifted by use of the greater restoration or wish spell. 

Night Blade of Shargaas
Weapon (dagger), uncommon 

When attacking a target in dim light or darkness with this 
dark metal blade, you have advantage on attack rolls, and 
the weapon’s attacks count as magical for the purposes of 
overcoming resistances or immunities to nonmagical piercing 
damage. 

Nipping Purse
Wondrous item, uncommon

This magical coin purse is warded against thievery.  
If a creature other than the wearer attempts to take an item 
out of this coin purse, they must succeed on a DC 16 Dexterity 
(Sleight of Hand) check or take 1d4 piercing damage as 
sharp teeth from inside the bag nip at their fingers, and the 
creature’s attempted theft fails. 

Orb of Direction
Wondrous item (crystal orb), rare

This crystal orb is filled with dark purple smoke, and twinkles 
when you are nearby. The orb understands only one language, 
which is chosen upon its creation (or discovery, at the DM’s 
discretion). A clue to the language it speaks can be found in 
its design. An orb that understands infernal might have rather 
fiendish looking support legs, while an orb that understands 
Primordial might instead have a leg resembling each 
elemental plane.  

As an action, you can place the four legs of the orb on your 
palm and ask it a single question, such as “who is my greatest 
enemy” or “where is the nearest town”.  
Once questioned, the purple smoke drifts to the side of the 
orb closest to the direction of the answer you seek. The smoke 
remains drifting in this way for 1 hour, or until it is within 10 
feet of it’s chosen target or destination.  

The orb could point in the direction of the culprit of a crime, 
or simply towards a particular target that may know more 
information on your chosen question.  
It cannot directly reveal a creature protected from divination 
magic. Once the orb has answered 3 questions, the smoke 
fades to white, and it cannot be used again until the next 
dawn.  

Manual of Automation

Mask of Rest

Minotaur Ring

Night Blade of Shargaas

Orb of Direction

Nipping Purse
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Otto’s Outstanding Overclocker
Wondrous item (ATUM upgrade module, no slot needed), rare

This is a small blue box, covered in a mass of internal wires 
and fans. A small engraving beneath a large red button reads  
“In case of emergency, press me”. 
This magical box must be installed on an ATUM, but doesn’t 
require a module slot. You or another crew member can use a 
bonus action to punch the large red button and overclock the 
ATUM, granting it the following benefits until the end of your 
next turn:

• Double its movement speed

• +2 bonus to AC 
• Advantage on Dexterity saving throws 

Once the button has been pressed, it cannot be pressed again 
for the next 8 hours. If you or another creature press it during 
this time, the box discharges a small electric shock, dealing 
1d6 lightning damage, then becomes inert for the duration. 

Plate of Helm 
Armour (heavy armour, plate), rare, requires attunement

This armour is adorned with rubies and gemstones, and 
sheds dim light out to 10 feet. In addition, this armour is 
immune to the effects of rust and corrosion, and cannot be 
tarnished. The armour has 2 charges. As an action, you can 
expend a charge to emit a bright flash out light out in a  
20 -foot radius sphere.  
Creatures in the area (other than you) must succeed on a DC 
16 Dexterity saving throw or take 6d6 radiant damage and 
be blinded for 1 minute. A blinded creature can attempt the 
saving throw again at the end of its subsequent turns, ending 
the effect on itself on a success. 

This armour regains 1d3 -1 expended charges daily at dawn. 
If you expend the armour’s last charge, the armour ceases to 
glow until it regains at least 1 expended charge. 

Potion of Arcane Spirit (Strong) 
Potion, rare

This bright yellow liquid is sticky and stringy, and has a strong 
metallic odour when uncorked. 
You can drink this potion to regain a single 2nd-level or 1st-
level spell slot. If you do not have any 2nd-level or 1st-level 
spell slots to regain, this potion has no effect.

Potion of Arcane Spirit (Weak) 
Potion, uncommon

This dark green liquid is thick and murky, but glows bright and 
vibrant when poured.  
You can drink this potion to regain a single 1st-level spell slot. 
If you do not have 1st-level spell slots to regain, this potion 
has no effect.  

Potion of Comprehension 
Potion, rare

When you drink this potion, you gain the effects of the 
comprehend languages spell for 1 hour. The potion’s light, 
whispy liquid always remains cold but never freezes, 
regardless of temperature. 

Potion of Eagle Eye 
Wondrous item, uncommon

When you drink this potion you gain a +2 bonus to your 
passive Perception, and advantage on Wisdom (Perception) 
checks that rely on sight for 1 hour. 
The liquid in this bottle is a dull, sickly yellow, and tastes like 
raw eggs.

 

 

 Otto’s Outstanding Overclocker

Plate of Helm

Potions of Arcane Spirit
Left: Strong
Right: Weak

Potion of Comprehension

Potion of Eagle Eye
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Potion of Glory
Potion, very rare

The bottle of this potion resembles a skull, and its liquid is 
perfectly clear like spring water. When you drink this potion, 
you feel reinvigorated and energized beyond belief. You 
instantly gain 50 temporary hit points, are immune to the 
frightened and charmed conditions, and gain the effects of the 
death ward spell for 8 hours. 

 Cursed: The drinker of this potion becomes obsessed with 
dying gloriously in battle. For the next 8 hours, they will always 
find themselves running to within 10 feet of an enemy in 
combat, challenging any hostile creatures they see, regardless 
of size or intimidating stature, to “glorious battle”. In 
addition, they have vulnerability to all damage by any creature 
that verbally accepts their offer of combat. If the drinker of this 
potion moves further than 10 feet away from a hostile target, 
at the end of their turn they reappear within 5 feet of it in a 
flash of brilliant golden light. This curse is not revealed by use 
of the identify spell. A remove curse or greater restoration spell 
cast on the target will lift the curse.

Ring of the All-Father
Wondrous Item, very rare, (requires attunement)

This is a copper ring, inlaid with a gemstone of Moradin, god 
of the forge. You can use your action to tap the ring, which 
unfolds into a set of magical medium or heavy mythril armour 
of your choice. As part of that same action, you can don the 
armour, which moulds itself to fit your shape. While wearing 
this armour, you have a +2 bonus to AC, and resistance to fire, 
bludgeoning, piercing and slashing damage from nonmagical 
weapons. You can doff the armour by tapping on your chest as 
an action.When doffed, the armour folds back into the ring.   

Sceptre of Judgement 
Wand, rare (requires attunement by a cleric or paladin)

This sceptre has 3 charges and regains 1d3 expended charges 
daily at dawn. The sceptre can be wielded as a magical mace, 
with a +2 bonus to attack and damage rolls. On a hit, it deals 
damage as a normal mace, and you can expend 1 charge to 
deal an additional 2d10 lightning damage to the target.  
In addition, if you brandish the sceptre towards a creature you 
can see within 60 feet of you and speak the command words 
“by his divine justice you shall be judged”, you can expend 3 
charges to cast judgement at its lowest level. 

Scroll of Knowledge and Power 
Wondrous item, legendary

This scroll’s words are charged with raw arcane power and 
is warm to the touch. As an action, you can attempt to speak 
the words inscribed on the parchment, which are written in 
Sylvan. When spoken aloud, the words boom with magical 
force, audible out to 300 feet, and your mind becomes flooded 
with all the history of the region from the past 100 years, 
including notable events, or any hidden secrets, cults, sects or 
creatures that may have been active in the region during that 
time.

  Cursed: The words on the scroll are infused with a powerful 
fey curse, warding against those who covet hidden knowledge. 
This curse activates as soon as you have spoken the words 
aloud in their entirety. You immediately become afflicted with 
the effects of the feeblemind spell. You remained cursed in 
this way until you are targeted by a 6th-level remove curse spell 
or similar magic cast at 6th-level or higher. Once the curse 
is lifted, you retain fragments of the knowledge the scroll 
bestowed upon you. Your Intelligence score increases by 2, 
and you gain advantage on Intelligence (History) checks to 
recall any information regarding that region and its secrets 
from the past 100 years.  

Selune’s Pistol
Weapon (firearm, any revolver), rare (requires attunement)

This silver revolver glows at night, emitting a dim, silvery light 
out in a 10-foot radius sphere. Any creature vulnerable or weak 
to silver that starts its turn in the radius or enters it for the 
first time on its turn must succeed on a DC 14 Constitution 
saving throw, taking 2d6 radiant damage on a failed save, or 
half as much on a successful one. In addition, this revolver 
is a magical weapon with a +2 to attack and damage rolls. It 
does not require ammunition, and never needs  
to be reloaded.

Ring of the All-Father

Potion of Glory

Scroll of Knowledge and Power

Sceptre of Judgement

Selune’s Pistol
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Shield of Talos 
Armour (shield), very rare (requires attunement)

This is a magical shield that grants a +3 bonus to Armour 
Class. As an action, you can raise the shield to the sky and 
speak your chosen command word to cast call lightning at 
its lowest level. Once you use this feature, it cannot be used 
again until the next dawn.

Staff of Metal-Shaping 
Staff, very rare (requires attunement by a wizard, warlock or 
sorcerer)

While you remained attuned to this staff, your Intelligence 
score increases by 2, to a maximum of 20. This staff has 10 
charges. While holding it, you can use an action to expend 
1 or more of its charges to cast one of the following spells, 
using your spell save DC if applicable: metal meld (1 charge), 
shape metal (3 charges), or move metal (5 charges). The staff 
regains 1d6+4 expended charges daily at dawn. If you expend 
the last charge, roll a d20. On a 1, the staff shatters into tiny 
fragments, and is destroyed.

Staff of Wisdom 
Staff, very rare (requires attunement by a cleric, druid or ranger)

While you remained attuned to this staff, your Wisdom score 
increases by 2, to a maximum of 20. In addition, you can 
use your action to touch the top of the staff, cause the inlaid 
gemstones to glow a colour of your choice. When activated 
in this way, the tip of the staff sheds bright light in a 20-foot 
radius and dim light for an additional 20 feet. You can douse 
the light as a bonus action on your turn.

Steel Plates of Eldath
Wondrous item (ATUM upgrade module, 2 slots), rare

Mysterious enchanted steel, said to have been blessed by 
the Goddess Eldath. When installed, this module grants 
the ATUM resistance to bludgeoning, piercing and slashing 
damage from nonmagical weapons. In addition, the pilot can 
spend an action to cause the ATUM to magically regenerate 
3d8 hit points, or remove one point of severe damage. The 
pilot and ATUM must then complete a long rest before this 
feature can be used again.

Titan Killer
Weapon (heavy sniper), legendary (requires attunement)

This heavy sniper crackles with thunderous arcane energy and 
always remains warm to the touch. It is a magical weapon 
with a +3 to attack and damage rolls. 

When you hit a huge, gargantuan or titanic creature with 
this weapon, the creature takes an extra 3d6 damage of the 
weapon’s type. 

You can use your action to cast lightning bolt at 5th level 
from the gun’s barrel, without requiring verbal or material 
components. The DC for this spell is 17 or your spell save DC 
(if applicable), whichever is higher. 

Once you use this feature, it can’t be used again until the next 
dawn.

Shield of Talos Staff of Wisdom

Staff of  
Metal-Shaping

Titan Killer

Torm’s Blade

Wand of Reconstruction

Wand of Deconstruction

Steel Plates of Eldath
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Tome of Tomfoolery

Withered Rod

Tome of Tomfoolery
Wondrous item (book), legendary (requires attunement)

While you remain attuned to this book, as a bonus action you 
can flick through its pages and read a random incantation 
written inside it.  
Choose a target you can see within 60 feet of you and roll on 
the Tomfoolery table below to determine what effect is read 
from the book. Once you have read from the book, it snaps 
shut and cannot be read from again until the next dawn. 

D10 Result

1 You cast the dancing lights cantrip. The lights 
continuously change colour and follow the target for 1 
minute before disappearing.

2 You cast tasha’s hideous laughter (save DC 19). If the 
target fails the saving throw, they immediately attempt 
to tell the joke to one other creature within 5 feet of 
them through roaring laughter. If the creature can hear 
them, they must succeed on a Wisdom saving throw or 
also fall under the spell’s effects for the duration.

3 You cast greater invisibility on yourself. The target is the 
only one affected by the spell. All other creatures can 
see you normally. 

4 You cast tongues on the target, though they forget how 
to read any language they already knew before the spell 
was cast. Every ten minutes the target can make a DC 
19 Intelligence saving throw, ending the effect on a 
success.  

5 You cast dimension door on yourself, but swap 
places with the target creature. If the creature could 
not be transported by the dimension door, you instead 
appear within 5 feet of it. 

6 The target is suddenly inscribed with a random glyph of 
warding, which is set to trigger the next time the target 
takes damage, or they move. This glyph appears on a 
piece of clothing the target is wearing. If the target is 
not wearing any clothes, the spell fails. 

7 You cast cure wounds at 5th level, using your 
Wisdom modifier for the purpose of spellcasting if you 
do not have a spellcasting proficiency. 

8 You cast shatter at 5th level, centered on the target. 
The spell emits the sound of striking a  
large brass gong, audible out to 300 feet. 

9 You cast polymorph (save DC 19). If the target fails the 
saving throw, it has an equal 50% change to be  
polymorphed into either a riding horse (Monster 
Manual, pg 336), or a Tyrannosaurus Rex (Monster 
Manual, pg 80). 

10 The target immediately takes 10d8 force damage  
as you speak booming, arcane words of power  
in its direction. These words are spoken in an  
incomprehensible language and are audible  
out to 60 feet. If a creature attempts to  
comprehend, understand or otherwise translate the 
language, it must make a DC 19 Wisdom saving throw, 
taking 6d6 psychic damage on a failed save, or half as 
much on a successful one. 

Torm’s Blade 
Weapon (any sword), rare (requires attunement)

This sword has 3 charges. It regains 1d3 expended charges 
daily at dawn. It is a magical weapon with a +1 bonus to attack 
and damage rolls. When you make an attack roll with this 
weapon, you can expend 1 charge to gain a +2 bonus to the 
roll. You make this choice after you see the roll, but before the 
DM says whether the attack hits or misses.

Wand of Deconstruction 
Wand, rare

This long wooden wand has 1d4+3 charges. While holding it, 
you can use an action to expend 1 of its charges to cast the 
deconstruct spell. The wand regains 1d3 expended charges 
daily at dawn. If you expend the wand’s last charge, roll a d20. 
On a 1, the wand dismantles itself into scrap before fading 
away into dust and is destroyed.

Wand of  Reconstruction 
Wand, uncommon

This copper wand has 1d4+3 charges. While holding it, you 
can use an action to expend 1 or more of its charges to cast 
the reconstruct spell from it. For 1 charge, you cast the 1st-level 
version of the spell. You can increase the spell slot level by 
one for each additional charge you expend. The wand regains 
1d3 expended charges daily at dawn. If you expend the wand’s 
last charge, roll a d20. On a 1, the wand crumbles into dust 
and is destroyed. 

Withered Rod
Wand, uncommon

This mangled wand resembles a severed hand. It has 10 
charges. While holding it, you can use an action to expend 
1 of its charges to cast chill touch. The wand regains 1d6 + 4 
expended charges daily at sundown. If you expend the wand’s 
last charge, roll a d20. On a 1, the hand of the wand springs to 
life, clutching and screeching horrifically in abyssal. The wand 
and hand then rapidly decompose into rotten flesh and are 
destroyed.

Mitchell Baltosser (order #16729709)



100

Mitchell Baltosser (order #16729709)



101101

Chapter 8: Spellcasting and Automation Magic
Academies of magic group spells into eight categories called 
schools of magic. Scholars, particularly wizards, apply these  
categories to all spells, believing that all magic functions in  
essentially the same way, whether it derives from rigorous study 
or is bestowed by a deity. Recently, arcane loremasters have  
discovered a new method of creating magic; one drawn from 
The One and the Prime itself. This machine-god is the divine 
ruler of Mechanus, a plane of order, construct and law, and  
creator of the race of mystical constructs known as the  
Modrons. Many scholars and students know The One and the 
Prime simply as Primus. A combination of conjuration and 
transmutation, this new, ninth school of construct based magic 
was named automation - a school many ATUM pilots have 
found invaluable, both on and off the field of battle.

The Magic of Construction & Manipulation
Automation spellcrafting shares many traits with both  
conjuration and transmutation schools of magic, granting the 
caster the ability to alter the properties of objects, or create  
powerful mechanical defenses from thin air. However, unlike 
other schools of magic, the strength of the automation school 
lies within its intrinsic connection to all things mechanical. A 
wizard of automation can pull apart man-made constructs bolt 
by bolt, or easily transform iron filings into a magical suit of 
skin-tight armour. A cleric or paladin drawing upon  
automation magic can grant themselves or others powerful 
boons by covering themselves in a barrier of divine gears, or 
infusing an ally with a sudden burst of speed and resilience. 

Many of the character classes in the Player’s Handbook harness 
magic in the form of spells. This chapter provides new spells 
for those classes, as well as for spellcasting monsters. The 
Dungeon Master decides which of these spells are available in 
a campaign and how they can be learned. For example, a DM 
might decide that some of the spells are freely available, that 
others are unobtainable, and that a handful can be found only 
after a special quest. 
When adding spells from this school of magic into a campaign,  
special consideration should be given to those classes that 
receive their spells from divine sources, such as clerics, and 
casters that have full access their spell list for preparation, like 
Druids. Consider what appropriate spells such classes might 
have access to, based on their backgrounds and the nature of 
the character. For example, a dwarf forge domain cleric might 
have access to the full range of automation spells listed here, 
while an elf circle of the moon druid might only have access to 
spells that manipulate metal armour or weapons used by their 
enemies.

Using this School of Magic

Spell Lists
The following spell lists show which spells from the  
automation school can be cast by characters of each class.  
In addition, for clarification, if a spell can be cast as a ritual, 
the ritual tag will be noted in parantheses. 

Class Spell Lists

Bard Spells

Cantrips (0 Level) 
Static Bolt

1st Level 
Activate 
Reconstruct

2nd Level 
Whirlwind Blades

3rd Level 
Instruct
The Devil’s Knock

4th Level 
Axiomatic Answer (ritual)

6th Level 
Hijack

9th Level 
Exoneration 
Power Word Destroy

Cleric Spells

Cantrips (0 Level) 
Gunmetal 
Light of the Primus 
Static Bolt

1st Level 
Armour of Mechanus 
Assemble 
Dismantle 
Reconstruct

2nd Level 
Prosthesis (ritual) 
Shield of Mechanus

3rd Level 
Deconstruct 
Instruct 
Requisition Modrons

4th Level 
Axiomatic Answer (ritual)

5th Level 
Fabricate Clockworks 
Reboot

7th Level 
Symbol of the One and the 
Prime

Artificer Spells

Cantrips (0 Level) 
Fragmentation 
Gunmetal 
Iron Tendril 
Light of the Primus 
Static Bolt

1st Level 
Activate 
Mechanical Servant (ritual) 
Armour of Mechanus 
Assemble 
Dismantle 
Prevention 
Reconstruct 
Scrap Barrage

2nd Level  
Iron Sphere
Prosthesis (ritual) 
Shield of Mechanus 
Sword of Mechanus 
Whirlwind Blades

3rd Level 
Deconstruct 
Iron Storm 
Might of Mechanus 
The Devil’s Knock

4th Level
Shape Ammunition 
Shape Metal

5th Level 
Fabricate Clockworks 
Reboot 
Wall of Gears
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Paladin Spells

1st Level 
Prevention  
Reconstruct 
Rush

2nd Level 
Shield of Mechanus 
Sword of Mechanus 
Construct Steed

3rd Level 
Might of Mechanus

4th Level 
Axiomatic Answer (ritual) 
Greator Construct Steed 
Judgement

5th Level 
Aspect of the Primus 
Reboot

Warlock Spells
Cantrips (0 Level) 
Fragmentation 
Gunmetal 
Iron Tendril

1st Level 
Activate 
Armour of Mechanus 
Mechanical Servant (ritual) 
Prevention

2nd Level 
Steelskin 
Sword of Mechanus 
Whirlwind Blades

3rd Level 
Deconstruct 
Instruct 
The Devil’s Knock

4th Level 
Shape Ammunition

5th Level 
Mechanical Wrath 
Wall of Gears

6th Level 
Hijack 
Iron Cage  
Lance of the Primus

Ranger Spells

1st Level 
Activate 
Rush 
Scrap Barrage

2nd Level 
Steelskin 
Whirlwind Blades

4th Level 
Shape Ammunition

5th Level 
Mechanical Wrath

Sorcerer Spells

Cantrips (0 Level) 
Fragmentation 
Iron Tendril 
Static Bolt

 

1st Level 
Activate 
Armour of Mechanus 
Assemble 
Dismantle 
Prevention

2nd Level 
Iron Sphere 
Steelskin 
Whirlwind Blades

3rd Level 
Deconstruct 
Instruct 
Iron Storm 
Metal Meld 
The Devil’s Knock 

4th Level 
Shape Metal

5th Level 
Mechanical Wrath

6th Level 
Hijack 
Lance of the Primus 
Move Metal

7th Level 
Arcane Cannon

8th Level 
Construct Dragon

9th Level 
Power Word Destroy

Wizard Spells

Cantrips (0 Level) 
Fragmentation 
Gunmetal 
Iron Tendril 
Light of the Primus 
Static Bolt

1st Level 
Activate 
Armour of Mechanus  
Assemble 
Dismantle  
Mechanical Servant 
Prevention 
Reconstruct 
Rush

2nd Level 
Fuse 
Iron Sphere 
Steelskin 
Whirlwind Blades

3rd Level 
Deconstruct 
Instruct 
Iron Storm 
Metal Meld 
Requisition Modrons 
The Devil’s Knock

4th Level 
Shape Ammunition 
Shape Metal

5th Level 
Fabricate Clockworks 
Mechanical Wrath 
Reboot 
Wall of Gears

6th Level 
Hijack 
Iron Cage 
Lance of the Primus 
Move Metal 
Wall of Steel

7th Level 
Arcane Cannon 
Symbol of the One and the 
Prime

8th Level 
Construct Dragon 
Transformation of Primus 
Replicate

9th Level 
Exoneration 
Power Word Destroy

8th Level 
Replicate
Druid Spells

Cantrips (0 Level)
Static Bolt

1st Level 
Activate 
Dismantle

2nd Level 
Fuse

3rd Level 
Deconstruct

6th Level 
Iron Cage

9th Level 
Power Word Destroy

7th Level 
Arcane Cannon

8th Level 
Construct Dragon

9th Level 
Power Word Destroy 
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Spell Descriptions
The spells are presented in alphabetical order.

Activate
1st-level automation

Casting Time: 1 action
Range: 10 feet
Components: V,S
Duration: Instantaneous
Class: Artificer, Bard, Druid, Ranger, Sorcerer, Warlock, Wizard

You choose one magical or nonmagical object that isn’t being 
worn or carried by another creature and activate it, as per the 
Use an Object or Activate a Magic Item action. If it is a magic 
item, you must be attuned to it, otherwise this spell fails.

At Higher Levels: The spell’s range increases by 10 feet for every 
spell level above 1st.

Arcane Cannon
7th-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (a golden plated rifle or handgun worth 
250gp, and a bag of metal scraps)
Duration: Concentration, Up to 1 minute
Class: Sorcerer, Warlock, Wizard

You meld together a collection of metal scraps, creating a 3-foot 
long mechanical cannon that hovers within range for the  
duration, fueled by magical energy. When the mechanical  
cannon is first constructed, the cannon fires a beam of divine 
judgment out from it in a direction you choose. The beam is 60 
feet long and 5 feet wide. Each creature in the line must make a 
Charisma saving throw. A creature takes 5d10 radiant damage 
on a failed save, or half as much on a successful one. Until the 
spell ends, you can use a bonus action on each of your turns to 
move the cannon up to 20 feet to a spot you can see, or repeat 
this attack facing the same direction or in a different one.

At Higher Levels: The damage increases by 2d10 for each slot 
level above 7th.

Armour of Mechanus
1st-level automation

Casting Time: 1 action
Range: Touch
Components: V,S,M (A small bag of iron filings)
Duration: 8 hours
Class: Artificer, Cleric, Sorcerer, Warlock, Wizard

You touch a willing creature who isn’t wearing armour, and 
cover them in a protective iron suit that clings to them like a 
second skin until the spell ends. The target’s base AC  
becomes 12 + your spellcasting ability modifier.  
The spell ends if the target dons armour, or if you dismiss the 
spell as an action.

Aspect of the Primus
5th-level automation

Casting Time: 1 action
Range: Self
Components: V,S,M (A golden cog or gear worth at least 

1,000gp)
Duration: Concentration, Up to 1 minute
Class: Paladin

You draw strength from the divine Primus of Mechanus, 
imbuing yourself with the abilities of its orderly servants for a 
moment, coating yourself with a steely skin which bestows you 
with the following features: 
Until the spell ends, your speed is halved, you gain a +4 bonus 
to your AC, you have advantage on Strength and Constitution 
saving throws, and you gain a mechanical set of spider-like 
arms, which grant you an additional action on each of your 
turns. That action can be used only to take the Attack (two 
weapon attacks only), Disengage, or Use an Object action. 

When the spell ends, the steel skin and arms collapse into dust, 
dropping whatever items they were carrying harmlessly onto 
the floor. 

Assemble
1st-level automation

Casting Time: 1 minute
Range: 15 feet
Components: V,S
Duration: Instantaneous
Class: Artificer, Cleric, Sorcerer, Wizard 

You magically assemble one nonmagical, nonliving inanimate  
construct or object that is no larger than 5 cubic feet when  
constructed. The target must have all required components 
within range of this spell when it is cast (including nails, bolts 
washers, screws etc), otherwise the spell fails. 

At Higher Levels: When you cast this spell using a higher level 
spell slot, the area you can affect increases by 5 cubic feet for 
every 2 spell levels above 1st.

Axiomatic Answer
4th-level automation (ritual)

Casting Time: 1 action
Range: Touch
Components: V,S
Duration: 10 minutes
Class: Bard, Cleric, Paladin, 

One creature you touch must succeed on a Charisma saving 
throw or be unable to speak a deliberate lie for the duration of 
the spell. Though it does not have to reveal information freely, 
any information it does reveal cannot be a half-truth or lie, to 
the creature’s knowledge. Hostile creatures have advantage on 
this saving throw. An affected creature is not aware of the spell 
when it ends if it didn’t notice the spell’s initial casting.

Construct Dragon
8th-level automation

Casting Time: 1 minute
Range: 60 feet
Components: S,M (A scorched metal scale and precious jewels 
worth at least 500gp)
Duration: Concentration, Up to 1 hour
Class: Sorcerer, Warlock, Wizard

Choose metal objects or scrap metal not being worn or carried  
within range that, when amassed together, create a  
pile no smaller than 10 cubic feet. You weave a  
mechanical incantation, assembling the metal
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into a dragon of challenge rating 6 or lower, which appears in 
an unoccupied space that you can see within range. 
The dragon’s type changes to construct, and it collapses back 
into the metal components it was made from when it drops to 
0 hit points or when the spell ends. The dragon is friendly to 
you and your companions for the duration. Roll initiative for the 
dragon, which has its own turns. It obeys any verbal commands 
that you issue to it (no action required by you), as long as they 
don’t violate its alignment. If you don’t issue any commands to 
the dragon, it defends itself from hostile creatures but  
otherwise takes no actions. The DM has the dragon’s statistics.

Construct Steed
2nd-level automation

Casting Time: 10 minutes
Range: 30 feet
Components: V,S
Duration: 8 hours
Class: Paladin

Choose a pile of scrap metal no larger than 10 cubic feet. You 
transform some of that metal into a mechanical steed. The 
steed appears in an unoccupied space within 10 feet of the 
scrap pile. The steed takes the form of a large or smaller beast 
that you choose of challenge rating 1 or lower that doesn’t have 
a fly or swim speed. The steed has the statistics of the chosen 
form, though it is a construct instead of its normal type, gains a 
+1 bonus to its AC, and appears clockwork, steampunk or  
futuristic in design, depending on your setting and the  
materials used. For example, a mechanical tiger might have 
long tangled wires as a tail, and an array of long nails or bolts 
as teeth. Additionally, if your steed has an Intelligence of 5 or 
less, its Intelligence becomes 6, and it gains the ability to  
understand one language of your choice that you speak. Your 
steed serves you as a mount, both in combat and out, and you 
have an instinctive bond with it that allows you to fight as a  
seamless unit. While mounted on your steed, you can make any 
spell you cast that targets only you also target your steed. When 
the steed drops to 0 hit points, it collapses back into it’s  
component parts and scrap metal. You can also dismiss your 
steed at any time as an action, causing the same effect. In 
either case, casting this spell again constructs the same steed, 
restored to its hit point maximum. While your steed is within 
1 mile of you, you can communicate with it telepathically. You 
can’t have more than one steed constructed by this spell at a 
time. As an action, you can release the steed from its bond at 
any time, causing it to break back down into scrap.

Deconstruct
3rd-level automation

Casting Time: 1 action
Range: 60 feet
Components: S
Duration: Instantaneous
Class: Artificer, Cleric, Druid, Sorcerer, Warlock, Wizard

You thrust out your hand and weave a complex sigil of  
deconstruction, pulling apart welded armour and riveted metal 
with ease. Choose a building, construct or creature wearing 
metal armour you can see within range. The target must  
                         succeed on a Strength saving throw, taking 3d6  
                             force damage and reducing their AC by 1 (to a  

minimum of 10) on a failed save, or taking half as much  
damage and no other effects on a successful one. A target’s AC 
remains at the new value until repaired, magically or otherwise.

At Higher Levels: When you cast this spell using a spell slot of 
5th level or higher, the damage increases to 5d6. The AC  
reduction also increases by 1 for every two slot levels above 3rd.

Dismantle
1st-level automation

Casting Time: 1 minute
Range: 15 feet
Components: V,S
Duration: Concentration, Up to 10 minutes
Class: Artificer, Cleric, Druid, Sorcerer, Wizard

You dismantle one nonmagical, nonliving inanimate construct 
or object that is no larger than 5 cubic feet. The target is  
disassembled down to its base component parts (such as 
screws, washers, bolts, plates, wiring or gears etc) and remains  
levitating in place for the duration of the spell. As an action, you 
can reassemble the target back into its original form, and the 
spell ends. If the target remains disassembled when the spell 
ends, all component parts clatter loudly to the floor, and must 
be reassembled by hand or with the assemble spell. 

At Higher Levels: When you cast this spell using a higher level 
spell slot, the area you can affect increase by 5 cubic feet for 
every 2 spell levels above 1st.

Exoneration
9th-level automation

Casting Time: 1 action
Range: Touch
Components: V,S,M (A diamond gear worth at least 5,000gp, 
which the spell consumes)
Duration: Concentration, Up to 10 minutes
Class: Bard, Wizard

One creature you touch becomes immune to all magic, spells, 
and magical effects until the spell ends.

Fabricate Clockworks
5th-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (a bag of clockwork components worth 
100gp, which the spell consumes)
Duration: Concentration, Up to 1 hour
Class: Artificer, Cleric, Wizard

Choose a collection of scrap metal and gears that is size large 
or greater within range. You transform sections of this metal 
into clockwork creatures that appear in unoccupied spaces that 
you can see within 40 feet of you. Choose one of the following 
options for what is fabricated.

• One construct of challenge rating 5 or lower 
• Two constructs of challenge rating 3 or lower 
• Four constructs of challenge rating 1 or lower 
• Eight constructs of challenge rating 1/2 or lower

A fabricated construct collapses back into its component parts 
when it drops to 0 hit points or when the spell ends. The  
fabricated constructs are friendly to you and your companions. 
Roll initiative for the constructs as a group, which have their
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A Paladin of Primus using automation  
          magic to carefully cast Construct Steed

© Joyce Maureira

own turns. They obey any verbal commands that you issue to 
them (no action required by you). If you don’t issue any  
commands to them, they defend themselves from hostile  
creatures, but otherwise take no actions. The DM has the  
creatures’ statistics.

At Higher Levels: When you cast this spell using certain higher 
level spell slots, you choose one of the fabricating options 
above, and more creatures appear - twice as many with a  
7th - level slot and three times as many with a 9th - level slot.

Fragmentation
Automation cantrip

Casting Time: 1 bonus action
Range: Touch
Components: V,S
Duration: 1 minute
Class: Artificer, Sorcerer, Warlock, Wizard

You touch one to four pieces of scrap metal no larger than a 
5 cubic inches, and imbue them with magic, re-shaping them 
into jagged, dagger-like blades. These blades float in the air and 
orbit you for the spell’s duration. As an action, you can make a 
ranged spell attack with one of the blades, sending it streaking 
toward a target you can see within 30 feet of you. On a hit, the 
target takes piercing damage equal to 1d6 + your spellcasting 
ability modifier. Whether the attack hits or misses, the blade 
then becomes inert until you spend a bonus action to recall it 
to you. When recalled, the blade returns to your space, floating 
in the air and orbiting you until the spell ends, or you choose 
to attack with it again. The spell allows you to attack with and 
recall additional blades when you reach higher levels: two at 
5th, three at 11th, and four at 17th. You can direct the blades at 
the same or different targets. Make a separate attack roll for 
each blade.

Fuse
2nd-level automation

Casting Time: 1 action
Range: 30 feet
Components: V,S,M (A fragment of welded metal)
Duration: Concentration, Up to 10 minutes
Class: Druid, Wizard

Choose two objects or creatures wearing metal armour or made 
of metal within 5 feet of each other. The targets must succeed 
on a Dexterity saving throw or have their armour or metal  
structure fused together at their closest points, as if welded 
together. A target that succeeds on this saving throw is  
unaffected. If this spell would at any point leave only a single 
target affected, it ends immediately.  
Creatures fused together in this way gain the following traits:

•	 Their movement speed is halved, and each fused creature 
must move at the speed of the slowest member.
•	 They have disadvantage on Dexterity saving throws.
•	 Melee attacks made against them have advantage.
A creature can spend its action to make an Strength (Athletics) 
check against your spell save DC, ending the spell’s effect on 
itself on a success. 

At Higher Levels: When you cast this spell using certain higher 
level spell slots, you can choose more targets - three targets 
with a 4th-level slot, four targets with a 6th-level slot, and five 
targets with an 8th level slot.

Greater Construct Steed
4th-level automation

Casting Time: 10 minutes
Range: 30 feet
Components: V,S
Duration: 8 hours
Class: Paladin

Choose a pile of scrap metal no larger than 10 cubic feet. You 
transform some of that metal into a mechanical steed. The 
steed appears in an unoccupied space within 10 feet of the 
scrap pile. The steed takes the form of a huge or smaller beast 
that you choose of challenge rating 3 or lower. The steed has 
the statistics of the chosen form, though it is a construct  
instead of its normal type, gains a +1 bonus to its AC, and  
appears clockwork, steampunk or futuristic in design,  
depending on your setting and the materials used. For example, 
a mechanical allosaurus might have huge interconnecting tires 
as a tail, and an array of steel pipes as teeth. Additionally, if 
your steed has an Intelligence of 5 or less, its Intelligence  
becomes 6, and it gains the ability to understand one language 
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of your choice that you speak.  
Your steed serves you as a mount, both in combat and out, and 
you have an instinctive bond with it that allows you to fight as a  
seamless unit. While mounted on your steed, you can make any  
spell you cast that targets only you also target your steed. 
When the steed drops to 0 hit points, it collapses back into 
it’s component parts and scrap metal. You can also dismiss 
your steed at any time as an action, causing the same effect. In 
either case, casting this spell again constructs the same steed, 
restored to its hit point maximum. While your steed is within 
1 mile of you, you can communicate with it telepathically. You 
can’t have more than one steed constructed by this spell at a 
time. As an action, you can release the steed from its bond at 
any time, causing it to break back down into scrap.

Gunmetal
Automation cantrip

Casting Time: 1 bonus action
Range: Touch
Components: V,S,M (A small metal rod and a silver bullet)
Duration: 1 minute
Class: Artificer, Cleric, Warlock, Wizard

You touch a one-handed metal melee weapon you are holding, 
transforming a portion of it into a mechanical firearm. For the 
duration, you can use your action to make a special ranged 
weapon attack with the weapon, using your spellcasting ability 
modifier for the attack and damage rolls. The attack has a range 
of 30/60 feet and deals 1d10 magical piercing damage on a hit.

This spell’s damage increases by 1d12 when you reach 5th level 
(2d10), 11th level (3d10), and 17th level (4d10).

Hijack
6th-level automation

Casting Time: 1 action
Range: Touch
Components: V,S,M (A metal component or part from the cho-
sen vehicle or construct)
Duration: Concentration, Up  to 1 minute
Class: Bard, Sorcerer, Warlock, Wizard

You attempt to take control of one unmanned vehicle or non-
living, inorganic construct that you can see within range, such 
as an ATUM, stagecoach or incomplete, unliving stone golem. 
Make a melee spell attack against the target. On a hit, it falls 
under your control and animates for the duration.  
You can spend a bonus action to command the target  using a 
free hand while you are conscious, which it performs if  
physically able to without requiring another creature’s input. 
For example, a stagecoach could roll forwards off a cliff or turn 
a corner without requiring a horse, while an ATUM could make 
a weapon attack against a target, or move without a pilot. 
You can specify a simple and general course of action, such 
as attacking a creature, or moving to a particular point. If the 
target completes the order and doesn’t recieve further direction 
from you, it remains inert and ummoving until you command 
it again. If a creature attempts to pilot the target, that creature 
can attempt to wrest control of it from you by using its action 
to make an Intelligence (Arcana) check against your spell save  
                   DC. On a success, the spell ends on the target. On a   
                       failure, the creature takes 4d10 lightning damage. 

                                   

At Higher Levels: When you cast this spell using a 7th-level spell 
slot, the duration is concentration, up to 10 minutes. When you 
use an 8th-level spell slot, the duration is concentration, up 
to 1 hour. When you use a 9th-level spell slot, the duration is 
concentration, up to 8 hours.

Instruct
3rd-level automation

Casting Time: 1 action
Range: 30 feet
Components: V,S,M (A metal quill and parchment)
Duration: 10 minutes
Class: Bard, Sorcerer, Warlock, Wizard

You place a magical sigil of mechanus on a creature that you 
can see within range, forcing it to carry out one service or  
action of your choice for the duration of the spell.

If the creature can understand you, it must succeed on a  
Wisdom saving throw or become charmed by you for the 
duration. While the creature is charmed by you, it’s alignment 
becomes lawful neutral, and it cannot act in a manner that  
directly violates that alignment. A creature that can’t  
understand you is unaffected by the spell. You can issue any 
command you choose, short of an activity that would result 
in certain death, or a command that would directly violate its 
current alignment. Should you issue such a command, the spell 
ends. You can end the spell early by using an action to dismiss 
it. A remove curse, or lesser or greater restoration spell also 
ends it. If the charmed creature takes damage, it can make a 
Wisdom saving throw, ending the effect on a success.

At Higher Levels: When you cast this spell using a spell slot of 
4th or 5th level, you can target one additional creature. When 
you cast this spell using a spell slot of 6th level or higher, you 
can target two additional creatures. You can choose a different 
command for each creature.

Iron Cage
6th-level automation

Casting Time: 1 action
Range: 15 feet
Components: V,S
Duration: Concentration, Up to 1 minute
Class: Druid, Warlock, Wizard

Choose a pile of metal or a nonmagical metal object you can 
see within range no smaller than 5 cubic feet. You rapidly  
increase it’s temperature, transforming it into a thick,  
malleable metal that you sling towards one target you can see 
within 60 feet of you. The target must succeed on a Dexterity 
saving throw. On a failed save, it is restrained by the metal and 
takes 3d8 fire damage at the start of each of its turns until the 
spell ends, or the metal cools. On a successful save, the target 
isn’t affected. A creature restrained by this spell must make 
a Strength saving throw at the end of each of its turns as the 
metal begins to cool. If it successfully saves against this spell 
three times, the spell ends and the creature breaks free. If it 
fails saves three times, it is sealed within the cooled metal and 
subjected to the following effects for the duration:

•	 The creature, along with any object it is wearing or carrying, 
is sealed within the metal, and cannot breathe unless there is 
an opening for air flow. In addition, its weight increases by a 
factor of ten.
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A cleric of Mechanus  
              casting Iron Storm

•	 The creature is incapacitated (see the condition), can’t move, 
and is unaware of its surroundings.

•	 Attack rolls against the creature have advantage.

•	 The creature automatically fails Strength and Dexterity  
saving throws.

•	 The creature has Resistance to all damage.

•	 The creature is immune to poison and disease, although a 
poison or disease already in its system is unaffected.
 
The successes and failures don’t need to be consecutive, keep 
track of both until the target collects three of a kind. If you 
maintain your concentration on this spell for the entire  
duration, a creature sealed within the metal remains trapped 
inside until the metal is broken (AC 20, 75hp) or dispelled.

Iron Sphere
2nd-level automation

Casting Time: 1 action
Range: 30 feet
Components: V,S,M (A metal ball)
Duration: Concentration, Up to 1 minute
Class: Artificer, Sorcerer, Wizard

You roll a small metal ball in a direction you choose. The ball  
enlarges into a mechanical boulder before streaking across  
                  the ground in a 30 foot long, 5 foot wide line. Each  
                                       creature in the line must succeed on a
                                              Dexterity saving throw. A creature 

takes 1d12 bludgeoning damage and is knocked prone on a 
failed save, or half as much and isn’t knocked prone on a  
successful one. The boulder deals double damage to 
structures,and stops moving if it hits an object and doesn’t 
deal enough damage to reduce it to 0 hit points, or reaches the 
end of the 30 foot line. As an action, you can move the ball up 
to 30 feet in a direction you choose, drawing a new 5 foot wide 
line between its current point and the new destination. When 
you move the ball, it can go over barriers up to 5 feet tall, and 
jump across pits up to 10 feet wide. The ball crushes any  
nonmagical objects in its path that are tiny or smaller. 

At Higher Levels: The damage increases by 1d12 for each slot 
level above 2nd.

Iron Storm
3rd-level automation

Casting Time: 1 action
Range: 90 feet
Components: V,S,M (A small bag of metal components)
Duration: Concentration, Up to 1 minute
Class: Artificer, Sorcerer, Wizard

You charge a handful of metal components with arcane power, 
which then streak towards a point you choose within range  
before exploding, showering the area in deadly shards of  
shrapnel. Each creature in a 20-foot radius sphere centered on 
that point must make a Dexterity saving throw. A target takes 
8d6 piercing damage on a failed save, or half as much damage 
on a successful one. In addition, the ground in that area then 
becomes difficult terrain for the duration of the spell. 

At Higher Levels: When you cast this spell using a spell slot of 
4th level or higher, the damage increases by 1d6 for each slot 
level above 3rd.

Iron Tendril
Automation cantrip

Casting Time: 1 action
Range: 30 feet
Components: V,S,M (A metal chain, at least 2 feet in length)
Duration: Instantaneous
Class: Artificer, Sorcerer, Warlock, Wizard

You magically manipulate a metal chain you are holding,  
transforming it into a long, armour-plated tentacle that lashes 
out at your command towards a creature in range. Make a 
melee spell attack against the target. If the attack hits, the 
creature takes 1d6 bludgeoning damage and, if the creature is 
large or smaller, it must succeed on a Strength saving throw or 
be knocked prone. 

This spell’s damage increases by 1d6 when you reach 5th level 
(2d6), 11th level (3d6), and 17th level (4d6).

Judgement
4th-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (An iron gavel)
Duration: Concentration, Up to 1 minute
Class: Paladin

You call upon the Primus to judge one creature that  
you can see that has acted unlawfully or with an

© Aaron Lee
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an intent to harm you within range. The target must succeed 
on a Charisma saving throw or be found guilty. If the target 
creature has an intelligence of 5 or less, or it is not considered 
sentient or not aware of its wrongdoings, such as a beast  
defending its territory, this spell fails. A guilty target is  
imprisoned in a shimmering steel cage for the duration of 
the spell, and held in place by mechanical manacles. A target 
imprisoned in this way is incapacitated, cannot cast spells, and 
is immune to all damage apart from psychic damage. A target 
can attempt to overturn the verdict by spending their action 
to make a Charisma (Persuasion) check versus your spell save 
DC. On a success, the verdict is overturned and the spell ends 
on that target. On a failure, the target takes 4d10 psychic  
damage. A creature outside the cage can attempt to open the 
cage on their turn, either by destroying its gate, or picking the 
cage’s lock. The cage has AC 20 and 50 hit points. It is resistant 
to all damage, and cannot be re-shaped, moved or manipulated 
in any way. A successful Dexterity (Sleight of Hand) check  
versus your spell save DC, or reducing the cage to 0 hit points 
will unlock the cage, ending the spell on the imprisoned target.
If you maintain concentration on this spell for its full duration, 
any target still imprisoned is teleported from within the cage to 
the plane of Mechanus, and doesn’t return.

At Higher Levels: When you cast this spell using a spell slot of 
6th level or higher, you can target one additional creature for 
each  two slot levels above 4th.

Lance of the Primus
6th-level automation

Casting Time: 1 action
Range: 10 feet
Components: V,S
Duration: Instantaneous
Class: Sorcerer, Warlock, Wizard

Choose a piece of scrap metal no smaller than 5 cubic feet. You 
magically sculpt this scrap into a wide metallic rod and catapult 
it at high speed in a direction you choose. The rod travels in a 
100 feet long, 5 foot wide line in that direction before impaling 
into the ground. It is stopped early if it hits a large or greater 
sized creature, three feet of stone, one foot of metal or 4 feet of 
other terrain. Each creature in the line must succeed on a  
Dexterity saving throw or take 10d10 piercing damage. If the 
rod is stopped by hitting a creature, that creature’s speed is 
reduced to 0 until it spends an action to remove the rod. If the 
creature is medium or smaller, it is also impaled, as described 
below: 

Impaled: An impaled creature has its movement reduced to 0, 
and is pushed in a straight line by the rod in the same  
direction until the rod stops moving. A creature or ally can 
spend an action to attempt to remove itself or another creature 
from the rod by making a Strength (Athletics) check. On a  
success, the creature takes 4d6 piercing damage and is no 
longer impaled. The rod can impale a maximum of 5 creatures 
at once. If two or more creatures are impaled by the rod, they 
share the same space until freed.

Light of the Primus
Automation cantrip

Casting Time: 1 action
Range: Touch
Components: V,S
Duration: 1 hour
Class: Artificer, Cleric, Wizard

You touch one metal object that is no larger than 2 feet in any 
dimension, burning the divine sigils of the Primus into its 
surfaces. Until the spell ends, the sigils shed bright light in a 
10-foot radius and dim light for an additional 10 feet, provided 
the object is connected to you in some way. The spell ends if 
you dismiss it as a bonus action or if the sigils are defaced or  
damaged. You can spend your action to hurl the object at a 
point within 30 feet of you, where it explodes in a burst of 
divine light. Each creature in a 5-foot radius centered on that 
point must succeed on a Dexterity saving throw or be blinded 
until the end of your next turn. 

Mechanical Servant
1st-level automation (ritual)

Casting Time: 1 action
Range: 30 feet
Components: V,S,M (A metal cog and a small spring)
Duration: 1 hour
Class: Artificer, Warlock, Wizard

Choose a pile of scrap metal you can see within range. This 
spell transforms some of that metal into a mindless, humanoid 
metal construct that performs simple tasks at your command 
until the spell ends. The mechanical servant constructs itself in 
an unoccupied space on the ground within 10 feet of the scrap 
pile. It has AC 14, 1 hit point, and a Strength of 2, and it can’t 
attack. If it drops to 0 hit points, it collapses back into scrap 
metal and the spell ends. Once on each of your turns as a  
bonus action, you can mentally command the servant to move 
up to 10 feet and interact with an object. The servant can 
perform simple tasks that a human servant could do, such as 
fetching things, cleaning, mending or folding clothes, lighting 
fires, serving food, and pouring wine. Once you give the  
command, the servant performs the task to the best of its 
ability until it completes the task, then waits for your next 
command. If you command the servant to perform a task that 
would move it more than 60 feet away from you, the spell ends.

Mechanical Wrath
5th-level automation

Casting Time: 1 action
Range: 90 feet
Components: V,S
Duration: Concentration, Up to 1 minute
Class: Ranger, Sorcerer, Warlock, Wizard

You draw upon the wrath of Primus, channelling this divine 
power through nearby mechanical instruments. Choose a point 
you can see within range. The power of Mechanus causes metal 
objects, terrain, vehicles and other mechanical apparatus in a 
60-foot cube centered on that point to be animated until the 
spell ends. 
Metal walkways and structures: Any area of terrain in the cube 
that is covered by wiring or metal covering, such as a metal 
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roof or iron bridge is difficult terrain for your enemies.

Metal posts, pipes and beams: At the start of each of your 
turns, each of your enemies within 10 feet of any metal post, 
pipe or beam in the cube must succeed on a Dexterity saving 
throw or take 4d6 bludgeoning damage from swinging metal.

Wiring and cables: At the end of each of your turns, one 
creature of your choice that is on the ground or near a wall  
containing wiring in the cube must succeed on a Strength  
saving throw or become restrained until the spell ends. A  
restrained creature can use an action to make a Strength  
(Athletics) check against your spell save DC, ending the effect 
on itself on a success. 

Vehicles and constructs: As a bonus action on your turn, you 
can cause a vehicle in the cube to drive itself at, fall towards or  
otherwise collapse on a creature you can see in the cube. Make 
a ranged spell attack against the target. On a hit, the target 
takes 3d8 nonmagical bludgeoning damage, and it must  
succeed on a Strength saving throw or fall prone.

Metal Meld
3rd-level automation

Casting Time: 1 action
Range: Touch
Components: V,S
Duration: 8 hours
Class: Sorcerer, Wizard

You step into a metal object or surface large enough to fully 
contain your body, melding yourself and all the equipment you 
carry with the metal for the duration. Using your movement, 
you step into the metal at a point you can touch. Nothing 
of your presence remains visible or otherwise detectable by 
nonmagical senses. While merged with the metal, you can’t see 
what occurs outside it, and any Wisdom (Perception) checks 
you make to hear sounds outside it are made with  
disadvantage. You remain aware of the passage of time and can 
cast spells on yourself while merged in the metal. You can use 
your movement to leave the metal where you entered it, which 
ends the spell. You otherwise can’t move. Minor physical  
damage to the metal doesn’t harm you, but its partial  
destruction or a change in its shape (to the extent that you no 
longer fit within it) expels you and deals 6d6 bludgeoning  
damage to you. The metal’s complete destruction (or  
transmutation into a different substance) expels you and deals 
50 bludgeoning damage to you. If expelled, you fall prone in an  
unoccupied space within 5 feet of the surface or object.

Might of Mechanus
3rd-level automation

Casting Time: 1 action
Range: Self
Components: V,S
Duration: Concentration, Up to 1 minute
Class: Artificer, Paladin

Choose metal components or objects not being worn or carried 
within 30 feet of you. These components bind to you, forming a  
brief exoskeleton and bolstering your strikes with the weight of 
an anvil. Additional components orbit you, radiating out from  
                            you in an aura with a 30-foot radius, attaching  
                            themselves to friendly creatures and infusing 

them with a similar strength.

Until the spell ends, the aura moves with you, centered on you. 
While in the aura, each friendly creature in the aura  
(including you) deals an extra 1d6 bludgeoning damage when it 
hits with a weapon attack using Strength.

Move Metal
6th-level automation

Casting Time: 1 action
Range: 120 feet
Components: V,S,M (A metal hammer and a small bag 
containing a mixture of nails, screws and bolts)
Duration: Concentration, Up to 2 hours
Class: Sorcerer, Wizard

Choose an area of terrain no larger than 40 feet on a side 
within range. You can reshape iron, steel, or other metal in the 
area not being worn or carried in any manner you choose for 
the duration. You can create walkways and bridges, erect or 
flatten a wall, form a pillar, or construct other defences with 
the metal materials in the area. The extent of any such changes 
can’t exceed half the area’s largest dimension. So, if you affect a 
40-foot square, you can create a pillar up to 20 feet deep, create 
a wall up to 20 feet long, erect a trench fortification up to 20 
feet wide, and so on. It takes 10 minutes for these changes to 
complete. At the end of every 10 minutes you spend  
concentrating on the spell, you can choose a new area of terrain 
to affect. Because the terrain’s transformation occurs slowly, 
creatures in the area can’t usually be trapped or injured by the 
ground’s movement. This spell can’t manipulate constructions 
or constructs made of metal. Structures do not shift to  
accommodate the new terrain. If the way you shape the terrain 
would make a structure unstable, it might collapse.

Power Word Destroy
9th-level automation

Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Instantaneous
Class: Bard, Druid, Sorcerer, Warlock, Wizard

You utter a word of power that utterly destroys one construct,  
magical or nonmagical object, vehicle or magical artifact you 
can see within range. If the target you choose has 100 hit points 
or fewer, it’s internal structure collapses and it is destroyed. 

Otherwise, the spell has no effect (101 hp or more).

Prevention
1st-level automation

Casting Time: 1 reaction, which you take when you or a target 
you can see within range are hit by an attack
Range: 10 feet
Components: V,S,M (A small bag of iron filings)
Duration: 1 round
Class: Artificer, Paladin, Sorcerer, Warlock, Wizard

A mechanical gear-like shield surrounds one target you can see 
within range. Until the start of your next turn, the target has a 
+3 bonus to its AC. This includes against the triggering attack. 
The creature also gains resistance to either piercing, slashing or 
bludgeoning damage (your choice) for the duration of the spell.
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A wizard casts Reconstruct  
        on a damaged airship

Prosthesis
2nd-level automation (ritual)

Casting Time: 1 action
Range: 10 feet
Components: V,S,M (A medicine bag and 5lbs of metal 
components, which the spell consumes)
Duration: Concentration, Up to 1 hour
Class: Artificer, Cleric 

You touch a creature and weave intricate metallic fibres into the 
stump of one severed body member (a finger, leg, tail, or limb). 
That lost body part is replaced with a mechanical prosthesis for 
the duration of the spell. The prosthesis counts as a  
construct, and follows all rules governing them as such, but 
these rules do not apply to the rest of the creature, unless it 
is also a construct. It has an AC of 16 and 20 hit points, and 
counts as a carried nonmagical object for the purposes of any 
effects that would target it. If the prosthesis is reduced to 0 hit 
points, it is destroyed. It otherwise functions exactly the same 
as the body member it is replacing. For example, a hand could 
wield a sword or cast a spell, or a foot could run or be used to 
perform an unarmed strike. 

At Higher Levels: When you cast this spell using a spell slot of 
3rd or 4th level, you can maintain your concentration on the 
spell for up to 8 hours. When you use a spell slot of 5th level 
or higher, the spell’s duration becomes instantaneous, and the 
prosthesis cannot be dispelled.

Reboot
5th-level automation

Casting Time: 8 hours
Range: Touch
Components: V,S,M (100lbs of sheet metal, gears and 
internal components, and a precious gemstone worth at least 
1,000gp, which the spell consumes) 
Duration: Instantaneous
Class: Artificer, Cleric, Paladin, Wizard

You touch a dead humanoid or a piece of a dead humanoid.  

Provided that the creature has been dead no longer than 10 
days, the spell draws upon the divine power of the Primus and 
forms a new warforged body for it with a gemstone heart. The 
spell then calls the soul to enter the body, binding it to the 
construct’s heart. If the target’s soul isn’t free or willing to do 
so, the spell fails. The rebooted creature recalls its former life 
and experiences. It retains the capabilities it had in its original 
form, except it exchanges its original race for the new one and 
changes its racial traits accordingly.

Reconstruct
1st-level automation

Casting Time: 1 action
Range: Touch
Components: V,S
Duration: Instantaneous
Class: Artificer, Bard, Cleric, Paladin, Wizard

A building, vehicle or construct you touch regains 1d8 + your  
spellcasting modifier of hit points. 

At Higher Levels: The healing increases by 1d8 for each slot 
level above 1st.

Replicate
8th-level automation

Casting Time: 8 hours
Range: Touch
Components: V,S,M (A polished ruby worth at least 1,000gp, 
metal components worth at least 2,000gp and at least 1 pint 
of blood from  the creature that is to be replicated, stored in 10 
glass vials, which the spell consumes. A workshop that is large 
enough to hold a medium construct and has tools with which 
to construct it, such as a vehicle garage, ATUM workshop or 
tinkerer’s shop) 
Duration: Instantaneous
Class: Cleric, Wizard

This spell constructs an inert warforged duplicate of a living 
creature as a safeguard against death. The construct is  
                                    magically created in a workshop after 120
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days, using a polished ruby mechanically connected to 10 glass 
vials of the creature’s blood in order to build it’s heart. Both 
heart and body remain inert and endure indefinitely, as long 
both remain undisturbed and undamaged. At any time after the 
replicate construct is completed, if the original creature dies, 
its soul transfers to the construct, provided that the soul is 
free and willing to return. The construct is physically identical 
to the original and has the same personality, memories, and 
abilities, but none of the original’s equipment, and it exchanges 
its original race for the warforged race, changing its racial traits 
accordingly. The original creature’s physical remains, if they still 
exist, become inert and can’t thereafter be restored to life, since 
the creature’s soul is elsewhere.

Requisition Modrons
3rd-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (1 metal gear per creature summoned, 
worth  5gp each, which the spell consumes) 
Duration: Concentration, Up to 10 minutes
Class: Cleric, Wizard

You produce a metal gear, spinning it seventeen times. The 
gear then vanishes, opening up a brief gateway to Mechanus, 
and calling forth a number of modrons which appear in  
unoccupied spaces that you can see within range. 
Choose one of the following options for what appears.

•	 One modron of challenge rating 2 or lower.

•	 Two modrons of challenge rating 1 or lower.

•	 Four modrons of challenge rating 1/2 or lower.

•	 Eight modrons of challenge rating 1/4 or lower.

A summoned creature disappears when it drops to 0 hit points 
or when the spell ends. The summoned creatures are friendly 
to you and your companions. Roll initiative for the summoned 
creatures as  a group, which have their own turns. They obey 
any verbal commands that you issue to them (no action  
required by you) and cannot perform any task that violates their 
alignment. If you don’t issue any commands to them, they 
defend themselves from hostile creatures, but otherwise take 
no actions. The DM has the creatures’ statistics. 

At Higher Levels: When you cast this spell using certain 
higher-level spell slots, you choose one of the summoning  
options above, and more creatures appear - twice as many with 
a 5th-level slot, three times as many with a 7th-level slot, and 
four times as many with a 9th-level slot.

Rush
1st-level automation

Casting Time: 1 action
Range: Touch
Components: V,S
Duration: Concentration, Up to 10 minutes
Class: Artificer, Paladin, Ranger, Wizard

You touch one willing creature, bestowing it with the efficiency  
of Mechanus. Until the spell ends, that creature gains one of  
the following benefits:

                          • It gains a +1 bonus to its AC.
                          • Its speed increases by 10 feet. 
                          • It can take the dodge action as a bonus action.

•	 It has advantage on Dexterity saving throws.

•	 It gains a +1 bonus to attack rolls.

Scrap Barrage
1st-level automation

Casting Time: 1 bonus action
Range: Touch
Components: V,S
Duration: Concentration, Up to 1 minute
Class: Artificer, Ranger

You engrave a ranged weapon with the marks of Mechanus,  
imbuing it with explosive power. The next time a ranged 
weapon attack originating from that weapon hits a creature 
before the spell ends, this spell causes the ammunition fired 
to explode. The explosion emits a loud crack, audible out to 60 
feet. In addition to the normal effect of the attack, the target 
of the attack and each creature within 5 feet of it must make a 
Dexterity saving throw. A creature takes 1d10 piercing damage 
on a failed save, or half as much damage on a successful one.

At Higher Levels: If you cast this spell using a spell slot of 2nd 
level or higher, the damage increases by 1d10 for each slot level 
above 1st (to a maximum of 6d10).

Shape Ammunition
4th-level automation

Casting Time: 10 minutes
Range: 30 feet
Components: V,S
Duration: 1 hour
Class: Artificer, Ranger, Warlock, Wizard

You shape 10 arrows, bullets or other nonmagical  
ammunition, blessing them with the divine power of the  
Primus. Each piece of ammunition adopts a particular trait 
from the plane of Mechanus: arrows become copper in colour, 
for example, while bullets might have sigils of the Primus  
engraved on their heads. Shaped ammunition counts as  
magical for the purposes of overcoming resistances to  
nonmagical bludgeoning, piercing or slashing damage. In  
addition, whenever you deal damage with a weapon by firing 
shaped ammunition, the weapon’s damage die increases by 
one step, as shown below: 

Damage Die Steps:  
1d4 -> 1d6 -> 1d8 -> d10 -> 1d12 -> 2d6 -> 2d8 

At Higher Levels: When you cast this spell using a spell slot of 
5th or 6th level, you can shape 10 additional pieces of  
ammunition, and the spell’s duration increases to 8 hours.  
When you cast this spell using a spell slot of 8th level or higher, 
you can shape 20 additional pieces of ammunition, and the 
spell’s duration becomes instantaneous.

Shape Metal
4th-level automation

Casting Time: 1 action
Range: 10 feet
Components: V,S,M (Soft clay, to be crudely worked into the 
desired shape for the metal object) 
Duration: Instantaneous
Class: Artificer, Sorcerer, Wizard

You touch a metal object of medium size or smaller or a 
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A foolish adventurer triggers  
              a magic symbol of Primus

© Aaron Lee

section of metal no more than 5 feet in any dimension and 
form it into any shape that suits your purpose. So, for example, 
you could shape an iron door into a weapon, wall, or coffer, or 
make a small passage through a fortification, as long as the 
wall is less than 5 feet thick. You could also shape a metal door 
or expand its frame to seal the door shut against the wall. The 
object you create can have up to two hinges, a latch, and any 
details larger than 5 square inches, but finer mechanical detail 
isn’t possible.

Shield of Mechanus
2nd-level automation

Casting Time: 1 action
Range: Touch
Components: V,S,M (A gilded cog, worth at least 50gp, which 
binds to the object for the duration of the spell) 
Duration: 1 hour
Class: Artificer, Cleric, Paladin

You touch a nonmagical metal shield and weave a divine  
symbol of mechanus into its plating. For the duration of the 
spell, the shield becomes magical, granting its bearer an  
additional +1 bonus to their AC. In addition, when a creature 
makes a weapon attack against the shield-bearer and fails to 
match or exceed its AC, the bearer can use their reaction to 
cause the attacking creature to make a Dexterity saving throw 
versus your spell save DC. The creature takes 1d8 lightning 
damage on a failed saving throw, and half as much damage on 
a successful one. 

At Higher Levels: The damage increases by 1d8 for each slot 
level above 2nd.

Static Bolt
Automation cantrip

Casting Time: 1 bonus action
Range: 60 feet
Components: V,S,M (A conductive piece of metal)

Duration: Instantaneous
Class: Artificer, Bard, Cleric, Druid, Sorcerer, Wizard

You unleash a small arc of electricity which jumps towards a  
creature you can see within range. Make a ranged spell attack. 
On a hit, the target takes 1d4 lightning damage. 

This spell’s damage increases by 1d4 when you reach 5th level 
(2d4), 11th level (3d4), and 17th level (4d4).

Steelskin
2nd-level automation

Casting Time: 1 action
Range: Touch
Components: V,S,M (A small piece of scrap metal)
Duration: Concentration, Up to 1 hour
Class: Ranger, Sorcerer, Warlock, Wizard

You touch a willing creature. Until the spell ends, the target’s 
skin has a smooth, metallic appearance, and the target’s AC 
can’t be less than 16, regardless of what kind of armor it is 
wearing.

Sword of Mechanus
2nd-level automation

Casting Time: 1 bonus action
Range: Touch
Components: V,S,M (A gilded cog, worth at least 50gp, which 
binds to the object for the duration of the spell) 
Duration: 1 hour
Class: Artificer, Paladin, Warlock

You touch a bladed melee weapon and weave divine sigils of  
mechanus into its surface, transforming the weapon’s blade 
into a chainblade for the duration of the spell. A chainblade has 
diamond-tipped teeth running along its edges, and grants the 
weapon the following additional feature:

Rip and Tear: While a creature holds the drawn weapon, it can 
spend a bonus action to activate or deactivate the teeth, which 
spin like a chainsaw across the edges of the blade. When the 
wielder successfully damages a creature with this weapon while 
these teeth are active, the weapon deals an additional 1d4  
   slashing damage.
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At Higher Levels: When you use a spell slot of 4th or 5th level, 
the damage bonus increases to 1d6. When you use a spell slot of 6th 
or higher, the bonus increases to 1d8.

Symbol of the One and the Prime
7th-level automation

Casting Time: 1 minute
Range: Touch
Components: V,S,M (A golden gear, explosive powder, metal 
components, and powdered diamond with a total value of at 
least 1,000gp, which the spell consumes) 
Duration: Until dispelled or triggered
Class: Cleric, Wizard

When you cast this spell, you inscribe a warding symbol of 
Primus either on a surface (such as a section of floor, a wall, 
or a table) or within an object that can be closed to conceal it 
(such as a book, a scroll, or a treasure chest). If you choose a 
surface, the symbol can cover an area of the surface no larger 
than 10 feet in diameter. If you choose an object, that object 
must remain in its place; if the object is moved more than 10 
feet from where you cast this spell, the symbol is broken, and 
the spell ends without being triggered.

The symbol is nearly invisible, requiring an Intelligence  
(Investigation) check against your spell save DC to find it. 
You decide what triggers this symbol when you cast the spell. 
For symbols inscribed on a surface, the most typical triggers 
include touching or stepping on it, removing another object 
covering it, approaching within a certain distance of it, or  
manipulating the object that holds it. For symbols inscribed 
within an object, the most common triggers are opening the 
object, approaching within a certain distance of it, or seeing 
or reading the symbol. You can further refine the trigger so the 
spell is activated only under certain circumstances or  
according to a creature's physical characteristics (such as 
height or weight), or physical kind (for example, the ward could 
be set to affect hags or shapechangers). You can also specify 
creatures that don't trigger the symbol, such as those who say a 
certain password. When you inscribe the symbol, choose one of 
the options below for its effect. Once triggered, the  
symbol creaks and spins like the mechanisms of a gear, filling a 
60-foot-radius sphere with the sound of clockwork  
mechanism and chimes for 10 minutes, after which time the 
spell ends. Each creature in the sphere when the symbol  
activates is targeted by its effect, as is a creature that enters the 
sphere for the first time on a turn or ends its turn there.

Entrapment. Each target wearing metal armour or carrying or 
touching a metal object must make a Strength saving throw. 
On a failed save, the metal transforms into long chains that 
wind around the target, restraining and incapacitating it for 1 
minute.

Deafen. The chimes increase in volume, creating loud booms 
that are audible out to 500 feet. Each target that is capable of 
hearing must make a Constitution saving throw. On a failed 
save, the target is deafened and knocked prone, and their 
movement speed is reduced to 10 feet for 1 minute. 

Dismantle. Each nonmagical object, armour or item carried by 
a creature falls to pieces for 1 minute. Constructs must succeed  
                   on a Constitution saving throw or collapse into their  
                            component parts, becoming unconscious for 1 

minute, or until all of its parts are removed from the radius. 

Paralyzing Storm. Lightning springs from the ward, covering 
the area in jumping sparks of electricity. Each target in the area 
must make a Constitution saving throw, taking 8d6 lightning 
damage and being paralyzed for 1 minute on a failed save, or 
half as much damage and no other effects on a successful save. 

Devastate. All nonmagical metal objects in the area not being 
worn or carried explode, filling the area with shattered  
fragments. The area becomes difficult terrain until cleared. 
Each 5-foot area takes 10 minutes to clear by hand. In addition, 
each target in the area must succeed on a Dexterity saving 
throw, taking 10d10 slashing damage on a failed save, or half as 
much on a successful one. 

Furnace. All nonmagical metal objects, including equipment 
that is being worn or carried in the area becomes white hot to 
the touch for 1 minute. A target in physical contact with any 
metal in the area at the start of their turn or during it takes 6d6 
fire damage. If a creature is holding or wearing a metal object 
and takes the damage from it, the creature must succeed on 
a Constitution saving throw or drop the object if it can. If it 
doesn’t drop the object, it has disadvantage on attack rolls and 
ability checks until the start of its next turn.

The Devil’s Knock
3rd-level automation

Casting Time: 1 action
Range: 5 feet
Components: S,M (A piece of shattered glass)
Duration: Instantaneous
Class: Artificer, Bard, Sorcerer, Warlock, Wizard

Choose one nonmagical object that isn’t being worn or carried 
you can see within range and make a melee spell attack against 
it. On a hit, the target shatters into tiny fragments, exploding 
out from you in a 30-foot cone, and emitting a large boom 
audible out to 300 feet. Each creature in the area must succeed 
on a Dexterity saving throw, taking 10d6 piercing damage on a 
failed save, or half as much on a success. 

At Higher Levels: The damage increases by 1d6 for each slot 
level above 3rd.

Transformation of Primus
8th-level automation

Casting Time: 1 action
Range:  30 feet
Components: V,S,M (A gilded metal cog worth 500gp for each 
creature) 
Duration: Concentration, Up to 24 hours.
Class: Wizard

You weave powerful runic markings in the air, transforming  
others into metal constructs for the duration of the spell. 
Choose any number of willing creatures that you can see within 
range. You transform each target into the form of a Large or 
smaller construct with a challenge rating of 4 or lower. On  
subsequent turns, you can use your action to transform  
affected creatures into new forms. The transformation lasts for 
the duration for each target, or until the target drops to 0 hit 
points or dies. You can choose a different form for each target. 
A target’s game statistics are replaced by the statistics of the 
chosen construct, though the target retains its alignment and 
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Intelligence, Wisdom and Charisma scores. The target  
assumes the hit points of its new form, and when it reverts to 
its normal form, it returns to the number of hit points it had 
before it transformed. If it reverts as a result of dropping to 0 
hit points, any excess damage carries over to its normal form. 
As long as the excess damage doesn’t reduce the creature’s 
normal form to 0 hit points, it isn’t knocked unconscious. The 
creature is limited in the actions it can perform by the nature 
of its new form, and it can’t speak or cast spells. The target’s 
gear melds into the new form. The target can’t activate, wield, 
or otherwise benefit from any of its equipment, but can wield 
nonmagical weapons or interact with objects if the new form 
can do so.

Wall of Gears
5th-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (Two interlocking cogs of different sizes, 
worth 25gp) 
Duration: Concentration, Up to 10 minutes
Class: Artificer, Warlock, Wizard

Choose a pile of scrap metal or nonmagical objects containing 
metal in range. The metal pieces lock together, forming a wall 
of rotating gears. The wall constructs in any orientation you 
choose, as a horizontal or vertical barrier up to 100 feet long 
and 10 feet high, or at an angle. It can be free floating or resting 
on a solid surface. You can form it into a hemispherical dome  
or a sphere with a radius of up to 10 feet, or you can shape a 
flat surface made up of ten 10-foot-by-10-foot rotating gears. 
Each gear must be contiguous and interlocked in a rotation 
with another gear. In any form, the wall is 1 foot thick. It lasts 
for the duration. If the wall cuts through a creature’s space 
when it appears, the creature is pushed to one side of the wall 
(your choice which side). If a creature would be surrounded 
on all sides by the wall (or the wall and another solid surface), 
the creature can make a Dexterity saving throw. On a success, 
it can use its reaction to move up to its speed so that it is no 
longer enclosed by the wall. 

      The wall, dome or sphere is an object made of interlocking  
        metal gears that can be damaged and thus breached. Each   
          gear has an AC 16 and 50 hit points, and provides three- 
                quarters cover to creatures behind it. Reducing a gear  
               to 0 hit points destroys it but doesn’t cause connected  
                  panels to collapse. Medium or smaller creatures can  
                  attempt to climb through the wall, which counts as  
                  difficult terrain. When a creature passes through the  
                     wall or climbs over it, it must make a Dexterity  
                        saving throw. On a failed save, the creature takes   
                       3d12 bludgeoning damage and is restrained by  
                       the wall. On a successful save, the creature takes  
                       half as much damage and isn’t restrained. A  
                     creature restrained by the wall can attempt a  
                   Strength (Athletics) check versus your spell save DC  
                           at the end of its turn. On a success, it is no  
                            longer restrained by the wall. On a failure, the 
                                 creature takes 3d12 bludgeoning damage. 
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Wall of Steel
6th-level automation

Casting Time: 1 action
Range: 100 feet
Components: V,S,M (1 square foot of steel plate and bag of 
carbon worth 50gp) 
Duration: Instantaneous
Class: Wizard

You transform a square foot of steel into a non-magical wall 
of solid steel 4 inches thick, composed of ten 10-foot-by-10-
foot panels. If the wall cuts through a creatures space when it 
appears, the creature is pushed to one side of the wall (your 
choice). If a creature would be surrounded on all sides by the 
wall (or the wall and another solid surface), the creature can 
make a Dexterity saving throw. On a success, it can use its 
reaction to move up to its speed so that it is no longer enclosed 
by the wall. The wall can have any shape you desire, though it 
can’t occupy the same space as a creature or object. The wall 
doesn’t need to be vertical, or rest on a firm foundation. It 
must, however, merge with and be solidly supported by existing 
stone. Thus, you can use this spell to bridge a chasm or create 
a ramp. If you create a span greater than 20 feet in length, you 
must halve the size of each panel to create supports. You can 
crudely shape the wall to create crenellations, battlements and 
so on. The wall is an object made of stone that can be  
damaged and thus breached. Each panel has an AC of 20 and 
30 hit points per inch of thickness. Reducing a panel to 0 hit 
points destroys it and might cause connected panels to  
collapse at the DM’s discretion. If successfully cast, the wall is 
permanent and cannot be dispelled.

Whirlwind Blades
2nd-level automation

Casting Time: 1 action
Range: 60 feet
Components: V,S,M (A set of 6 circular saw blades worth at 
least 1gp) 
Duration: Concentration, Up to 1 minute
Class: Artificer, Bard, Ranger, Sorcerer, Warlock, Wizard

You throw up a set of circular saw blades, which hover and spin 
in place for a moment before catapulting out towards a point 
you choose within range, filling the area around that point in a 
5 foot cube. 
Any creature that ends its turn within 5 feet of the circular saws 
must succeed on a Dexterity saving throw, taking 3d6 slashing  
damage on a failed save, or half as much on a success. As a 
bonus action, you can move the blades up to 30 feet in any 
direction. 

At Higher Levels: The damage increases by 1d6 for each slot 
level above 1st.

A goliath adventurer prepares to cast a 
           wall of steel while her companion 
	                charges into combat
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