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Spell: Imbue Humor 

2nd level transmutation (ritual) 

 
Casting Time: 10 minutes 
Range: 5 feet 
Components: V, S, M (clay, mandrake 
root, bones or hair, a drop of the desired 
humor and a jewel encrusted bowl worth 
at least 1,000 gp).  
Duration: Instantaneous 
 
You place the homunculus in the jewel 
encrusted bowl along with a drop of the 
desired humor, imbuing it with the power 
of that humor. You immediately take 2d4 
necrotic damage that can’t be reduced in 
any way and your maximum hit points are 
reduced by the same amount. The effect 
lasts until the next dusk. 
 
This spell can only be performed during 
the ritual you initiate to create a new 
homunculus or mature an existing one. 
When maturing an existing one, the 
material components no longer require 
clay, mandrake root, and hair or bone. 
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What to Expect When You’re 

Expecting a Homunculus 

 
So you’ve put a little of yourself in a bowl, 
spoken the ritual, and created a 
homunculus. You think you’re done, but 
your work has just begun.  
 
Raising a homunculus takes something out 
of you. Its life force is not entirely its own, 
but rather an extension of yours. As the 
homunculus grows stronger, you may feel 
groggy or lightheaded, experience 
dehydration, or develop dusk sickness.  
 
But when the process is complete and you 
have a fully formed construct of clay, hair, 
and bodily fluids looking back at you, 
sharing your innermost thoughts, you’ll 
know it was all worthwhile.  
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Tiny construct, neutral

Armor Class 8

Hit Points 1 (1d4-4)

Speed 10 ft.

STR DEX CON INT WIS CHA

2 (-4) 2 (-4) 2 (-4) 2 (-4) 2 (-4) 2 (-4)

Damage Immunities Poison

Condition Immunities Charmed, Poisoned

Senses Darkvision 60 ft., passive Perception 6

Languages Understands the Languages Of Its Creator

But Can't Speak

Challenge 0 (10 XP)

ACTIONS

 

Telepathic Bond. While the homunculus is w ithin 120 feet 

of its master, it can magically convey w hat it senses to its 

master, and the tw o can communicate telepathically.

Limited Vitality. Until it reaches adolescence, the 

homunculus can only be active from dusk till midnight.

Bite.   Melee Weapon Attack:  +0 to hit, reach 5 ft., one 

creature. Hit: 1 piercing damage.
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Tracking Stats: 

A homunculus is a complex creature. Even 
though it is an extension of yourself, its 
ability and skills are all its own. Consider 
tracking it on its own character sheet. 
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Adding mystery to the rituals 

 
As a DM, you may want to keep some 
elements of surprise within the rituals used 
to create a homunculus. In many of the 
greatest stories of creation of such 
constructs, the creators only learn the true 
nature of their creations after the process 
has been completed.  
 
If the mystery of the homunculus is what 
you are after, keep the tables, effects, and 
true nature of how the temperaments 
effect abilities to yourself until they start 
to manifest in the adolescent homunculus. 
Alternatively, you can set a dc and have 
the player roll Intelligence (Arcana) checks 
to see what they know about the potential 
outcomes. On successful checks, you can 
pass out some of the information as you 
see fit. 
 
If you’d rather your player have the ability 
to choose the type of homunculus they 
desire, consider providing them access to 
this supplement after they have finished 
studying The Six Humors of the 
Homunculus.  
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Roleplaying a Homunculus 

If you are DMing a campaign where you 
allow a player to create his/her own 
homunculus, you may want to roleplay the 
interactions the player has with the 
construct.  
 
Each homunculus is unique, and though 
they are a construct that is willing to obey 
commands, they are still a temperamental, 
feeling being.  
 
Consider using the traits associated with 
the homunculus’ temperament to flesh out 
its personality.  
 
For example, a sanguine homunculus may 
be prone to flitting around its maker and 
trying to nuzzle against it as it flies past. A 
melancholic one on the other hand, might 
be lethargic and cautious, always glancing 
around and delivering pessimistic 
telepathic messages to its creator about 
what ills might lie around the next corner 
of the dungeon.  
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