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DRONE TURRETS
School transmutation; Level machinesmith 3; Casting 
Time 1 standard action; Components V,S,M (small clock-
work devices with six mechanized legs); Range medium 
(100 ft. + 10 ft./level); Targets crossbow or gun turrets; 
Duration 1 round/level (D); Saving Throw none; Spell 
Resistance no

This spell animates any or all of a machinesmith’s 
deployed crossbow or gun turrets, granting them a measure 
of mobility. Each turret can be ordered to move to a 
new location with a base speed of 20 feet whenever the 
machinesmith gives it commands. If a turret’s target moves 
out of line of sight, it will automatically attempt to move to 
where its target was last seen. 
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EXTERMINATOR DRONE
School transmutation; Level machinesmith 5; Casting 
Time 1 round; Components V,S,M (small clockwork 
device shaped like a serpent with multiple rotors); Range 
10 miles; Effect one drone; Duration 1 hour/level (D); 
Saving Throw none; Spell Resistance no
This spell animates a tiny drone that takes flight from the caster’s 
hand and transmutes into a Medium-sized rotary drone with a 
serpentine body. The exterminator drone proceeds to pursue and 
attack a single target visualized by the caster at a particular location 
within range. If the target is not at the location when the extermi-
nator drone arrives, the drone will attempt to track the target down. 
Once an exterminator drone is given a target, it attacks that target 
until the target is dead, the spell’s duration expires, or the drone is 
destroyed or dismissed.

An exterminator drone may be targeted by spells and mundane 
attacks. It has AC 15, Hardness 10, and 30 hp + 2 per caster level. 
It has a fly speed of 100 feet (good) and an effective overland 
flight speed of 50 mph when racing to its target location. It can 
make a ranged firearm attack with a 50’ range increment or two 
melee attacks with hooked blades, all dealing 1d10 +1 damage per 
two caster levels (bludgeoning and piercing for the ranged attack; 
slashing for the melee attacks).  The damage is considered magical 
for purposes of DR; its critical range is 20/x4 (ranged) or 18-20/x2 
(melee). It uses the caster’s base attack bonus + caster’s Intelligence 
bonus for all attacks. It is considered an object and is immune 
to nonlethal damage and critical hits. The drone can make Fly, 
Perception, and Survival skill checks with a bonus equal to the caster 
level + caster’s Intelligence bonus. It is considered a magic item for 
purposes of saving throws with all saves equal to 2 + caster level.
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IRRITANT DRONES
School transmutation; Level machinesmith 3; Casting 
Time 1 standard action; Components V,S,M (a handful of 
miniature clockwork devices shaped like insects); Range 
medium (100 ft. + 10 ft./level); Effect drone swarms; 
Duration 1 round/level (D); Saving Throw Fortitude 
partial; Spell Resistance no

This spell animates a host of diminutive drones that harass 
the caster’s enemies. The drones are too small to cause much 
damage, but can distract opponents in a manner similar to a 
swarm of insects. One swarm of drones is animated for every 
five caster levels, to a maximum of four swarms at 20th level. 
As part of casting the spell, the caster directs each swarm 
against one opponent within range. On the caster’s turn, any 
opponent targeted by a swarm of irritant drones takes 1d6 
points of piercing damage and is nauseated for 1 round. A 
successful Fortitude save negates the nauseated condition. If 
a target moves beyond the range of the spell, the drone swarm 
returns to the caster. As long as the spell is active, the caster 
may direct a drone swarm to a different target within range as 
a move action. 

An irritant drone swarm may be targeted by spells or mundane 
attacks. It has AC 16 and 10 hp + 1 per caster level. It is consid-
ered an object and is immune to nonlethal damage and critical 
hits. It is treated as a swarm of diminutive flying creatures 
for the purposes of spells, effects, and weapon attacks. It is 
considered a magic item for purposes of saving throws with all 
saves equal to 2 + caster level.
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SERVANT DRONE
School transmutation; Level machinesmith 1; Casting 
Time 1 standard action; Components V,S,M (small 
clockwork device shaped like a humanoid with numerous 
tool-shaped appendages); Range close (25 ft. + 5 ft./2 
levels); Effect one servant drone; Duration 1 round/level 
(D); Saving Throw none; Spell Resistance no

This spell animates a Small-sized humanoid construct to 
assist the machinesmith with tasks. The machinesmith can 
direct the drone to perform a task as a move action. The 
drone is capable of accomplishing any simple task or using 
any Dex- or Str-based skill known by the machinesmith, 
gaining a +1 competence bonus to all skill checks. 

The servant drone may be targeted by spells and mundane 
attacks. It has AC 12 and 5 hp + 1 per caster level. It has a 
base movement speed of 30 feet. It is considered an object 
and is immune to nonlethal damage and critical hits. It is 
considered a magic item for purposes of saving throws with 
all saves equal to 2 + caster level.
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SPIDER DRONE TURRETS
School transmutation; Level machinesmith 4; Casting 
Time 1 standard action; Components V,S,M (small clock-
work devices with six mechanized legs); Range medium 
(100 ft. + 10 ft./level); Targets crossbow or gun turrets; 
Duration 1 round/level (D); Saving Throw none; Spell 
Resistance no

This spell functions like drone turrets, except that affected 
turrets also gain a climb speed of 15.
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TRACKER DRONES
School transmutation; Level machinesmith 4; Casting 
Time 1 standard action; Components V,S,M (four small 
clockwork devices, each shaped like a cylinder with four 
wings); Range 10 miles; Effect four drones; Duration 1 
hour/level (D); Saving Throw none; Spell Resistance no

This spell animates four tiny ornithopter-like drones that 
take flight and attempt to track down the machinesmith’s 
desired target. The target may be any individual creature 
the caster has seen or a particular creature type. The drones 
will immediately begin searching the surrounding area 
for traces of the target, working methodically outward in 
a spiral pattern until they find the target’s tracks or reach 
the spell’s range limit. The four drones make combined 
Survival skill checks to track a target with a bonus equal to 
caster level + caster’s Intelligence modifier + 5; they may 
ignore any movement penalties to this check for moving at 
double speed.

Once the drones have located the tracks of a target, all four 
drones immediately follow them until locating the target.  
The four drones immediately begin relaying visual informa-
tion about the target and surrounding area to the caster, 
as by the clairvoyance spell. Each drone also can make a 
single ranged attack against the target, using the caster’s 
base attack bonus + caster’s Intelligence bonus. This attack 
has a range of 50 feet and inflicts no damage. 
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TRACKER DRONES (CONT’D)
School transmutation; Level machinesmith 4; Casting 
Time 1 standard action; Components V,S,M (four small 
clockwork devices, each shaped like a cylinder with four 
wings); Range 10 miles; Effect four drones; Duration 1 
hour/level (D); Saving Throw none; Spell Resistance no

A target hit by one or more of the drones is covered in a 
luminescent dye that acts as a faerie fire spell and lasts for 
1 hour per successful attack. It can only be removed by 
dispel magic or similar effects. The dye also rubs off on the 
target’s surroundings as it moves, providing a +20 enhance-
ment bonus to Survival checks made to track its movement 
from that point.

Tracker drones may be targeted by spells and mundane 
attacks. They have AC 16 and 10 hp + 1 per caster level. 
They have a fly speed of 100 feet (perfect) and can make 
Fly and Perception skill checks with a bonus equal to 
the caster level + caster’s Intelligence modifier. They are 
considered objects and are immune to nonlethal damage 
and critical hits. They are considered magic items for 
purposes of saving throws with all saves equal to 2 + caster 
level.

Uses Per Day: _______ Uses:o o o o o o o o 



OPEN GAME LICENSE  
VERSION 1.0A

The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards”). All Rights Reserved. 

1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted mate-
rial including derivative works and translations (including 
into other computer languages), potation, modification, 
correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an 
existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this 
License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line 
names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, 



concepts, themes and graphic, photographic and other 
visual or audio representations; names and s of characters, 
spells, enchantments, personalities, teams, personas, like-
nesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or 
effects, logos, symbols, or graphic designs; and any other 
trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and 
which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or 
its products or the associated products contributed to the 
Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement. 

2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the 
License itself. No other terms or conditions may be applied 
to any Open Game Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing 



to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the 
exact terms of this License to Use, the Open Game Content. 

5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 

6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, 
and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any 
Product Identity, including as an indication as to compat-
ibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open 
Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity 
in Open Game Content does not constitute a challenge to 
the ownership of that Product Identity. The owner of any 
Product Identity used in Open Game Content shall retain all 



rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you 
are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed 
under any version of this License. 

10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 

11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 

12. Inability to Comply: If it is impossible for You to 
comply with any of the terms of this License with respect 
to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected. 

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and fail 
to cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination of 
this License. 



14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of 
the Coast, Inc.

System Reference Document. Copyright 2000, Wizards 
of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on material by E. Gary Gygax and 
Dave Arneson.

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo 
Publishing, LLC; Author: Jason Bulmahn, based on mate-
rial by Jonathan Tweet, Monte Cook, and Skip Williams.

The Book of Experimental Might. Copyright 2008, Monte 
J. Cook. All rights reserved.

Tome of Horrors. Copyright 2002, Necromancer Games, 
Inc.; Authors: Scott Greene, with Clark Peterson, Erica 
Balsley, Kevin Baase, Casey Christofferson, Lance 
Hawvermale, Travis Hawvermale, Patrick Lawinger, and 
Bill Webb; Based on original content from TSR.

Ultimate Spell Decks: Machinesmith Spell Cards, Copy-
right 2012, Louis Porter Jr. Design, Inc.
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Compatibility with the Pathfinder Roleplaying Game requires 
the Pathfinder Roleplaying Game from Paizo Publishing, LLC. 
See http://paizo.com/pathfinderRPG for more information on 

the Pathfinder Roleplaying Game. Paizo Publishing, LLC does 
not guarantee compatibility, and does not endorse this product.
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