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3.5 SYSTEM COMPATIBLE



Blade drone
School transmutation; Level machinesmith 2; Casting Time 1 
standard action; Components V, S, M (a small clockwork device 
shaped like an axle surrounded by three to five scythe-like blades); 
Range medium (100ft + 10ft/level); Duration 1 round/Level (D); 
Saving Throw none; Spell Resistance no

This spell animates a tiny rotary blade drone, taking flight from 
the caster’s fist, which flies toward the target, slashing and tearing 
with terrible speed, dealing 1d10 points of slashing damage per hit, 
with an additional +1 damage per two caster levels (maximum +5). 
The damage is considered magical for purposes of DR, and has a 
critical range of 18-20/x2. It attacks each round during the caster’s 
turn, using the caster’s base attack bonus with an Intelligence 
modifier bonus, versus the target’s AC. Blade drones do not impart 
a flanking bonus or receive a flanking bonus, and does not benefit 
from spells, combat actions, or feats held by the caster. If the target 
moves beyond the range of the spell, the drone returns to the caster. 
As long as the Blade Drone is active, the caster may redirect it to 
a different target within range, prior to its attack, by using a move 
action. The Blade Drone receives a full attack if it does not move 
during the caster’s turn. The Blade Drone may be targeted by spells 
or mundane attacks; it has an AC of 16 and 10 hp +1 per caster 
level. 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 being equal to 2 + caster level.

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



CalCifiC TouCh
School transmutation [earth]; Level machinesmith 5, sorcerer/
wizard 4; Casting Time 1 standard action; Components V, S; 
Range touch; Target creature or creatures touched (up to one per 
level); Duration 1 round/level; Saving Throw Fortitude partial; 
Spell Resistance yes

Your touch progressively transmutes the substance of creatures you 
touch into stone. Once per round, you may deliver a touch attack 
that inflicts 1d4 points of Dexterity damage and slows the target (as 
the spell) for 1 round. A successful Fortitude save negates the slow 
effect but not the ability damage. A target reduced to 0 Dexterity is 
petrified permanently. Break enchantment, restoration, or stone to 
flesh can reverse the effects of calcific touch.

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



ClusTer BomB
School transmutation; Level machinesmith 4; Casting Time 1 
standard action; Components V, S, M (alchemist’s fire worth 
20 gp); Range medium (100ft + 10ft/level); Area 10 ft radius 
burst; Duration instantaneous; Saving Throw Reflex half; Spell 
Resistance yes

The caster hurls a charged alchemist’s fire, which explodes into 
a shower of smaller bombs on impact, each dealing 3d6 points 
of fire damage plus an additional point of damge per caster level 
(maximum +15) to every creature in the area. While the first bomb 
is targeted to a specific square, the spell creates two additional 
bombs, which bounce as if a miss according to the standard splash 
weapon rules. The saving throw is made separately for each bomb.

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



flaming BolT
School evocation [Fire]; Level cleric 3 (Cult of the Dragon), 
machinesmith 3, ranger 3, sorcerer/ wizard 3; Casting Time 1 
standard action; Component V, S; Range Touch; Target 1 projec-
tile/ 2 caster level; Duration up to 1 round/level; Saving Throw 
none; Spell Resistance yes

When casting this spell, the caster touches a number of pieces of 
ammunition. Each piece of ammunition (can be arrows, bolts, or 
bullets) can then be fired, dealing 1 point of fire damage per caster 
level (maximum +10). The fire is subject to spell resistance.

Once fired, whether they hit or miss, the magic is gone.

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



guardian drone
School transmutation; Level machinesmith 1; Casting Time 1 
standard action; Components V, S, M (a small clockwork device 
shaped like a bird or other flying creature); Range personal; Dura-
tion 1 round/Level (D); Saving Throw Will negates (harmless); 
Spell Resistance no

This spell animates a tiny mechanical guardian to aid and 
protect the caster. At time of casting, the caster selects either an 
offensive or defensive option for the drone. If offensive, the drone 
harasses and distracts an adjacent enemy, granting the caster a +2 
circumstantial bonus to attack rolls against the target. The target 
of the spell may be changed by a swift action. If set to defensive, 
the drone imparts a +2 AC bonus to the caster against a specific 
adjacent opponent’s next attack. By using a move action, the caster 
can change the drone from offensive to defensive, and vice versa. 
The drone may be attacked; it has an AC of 16 and 4 hp, and has 
all saves equal to a magic item (2 + caster level).

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



hunTer seeker drones
School transmutation; Level machinesmith 6; Casting Time 1 
standard action; Components V, S, M (three small clockwork 
devices shaped like an axle surrounded by three to five scythe-like 
blades); Range medium (100 ft + 10 ft/level); Duration 1 round/
Level (D); Saving Throw see text; Spell Resistance no

This spell functions as Blade Drone, except as noted here. Three 
separate Drones are activated by the spell, which can each target a 
different enemy. In addition, upon casting the spell, the caster may 
designate one of three effects to apply to all three drones:

 •  Each drone is invisible as if affected by a greater invis-
ibility spell at the caster’s caster level.

 •  Each drone can be commanded to explode individually 
as a swift action, dealing 5d6 points of slashing and fire 
damage, reflex save for half. This destroys the drone.

 •  Each drone also deals force damage. As a force effect it can 
damage incorporeal creatures without the normal reduction 
in damage.

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



leashed shaCkles
School evocation [force]; Level inquisitor 4, machinesmith 6, 
sorcerer/wizard 6; Casting Time 1 standard action; Components 
V, S; Range medium (100 ft + 10 ft/level); Target one creature; 
Duration 1 minute/level; Saving Throw Reflex negates; Spell 
Resistance yes

You create shackles made of pure force that bind the target’s limbs. 
You must designate an object or location (such as the floor) that the 
shackles attach to as an anchor point, which must be within 30 ft of 
the target. The target is entangled and cannot move more than 30 
ft from the place or object the shackles are attached to. Though the 
shackles cannot be attacked, they may be dispelled. If the object 
or location the shackles are attached to is damaged or destroyed, 
the target remains entangled but is free to move away from the 
anchor point.

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



malfunCTion
School transformation; Level machinesmith 4, sorcerer/wizard 
4; Casting Time 1 standard action; Components V, S; Range 
close (25 ft + 5 ft/2 levels); Target one construct or drone; Dura-
tion 1 round/Level (D); Saving Throw Fortitude negates; Spell 
Resistance Yes

This spell duplicates the effects of confusion, but may target a 
construct. The target becomes immobile and takes no actions, 
save for attacks of opportunity. If cast upon a drone, the drone is 
destroyed.

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



magnify Vision
School transmutation; Level bard 2, druid 2, machinesmith 1, 
ranger 2, sorcerer/ wizard 2; Casting Time 1 standard action; 
Component V, S, DF / M (magnifying glass); Range Personal; 
Target You; Duration 1 round / level (D)

This spells doubles the range of your vision. If you have darkvi-
sion, this doubles the range of it for the duration of the spell.

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



PoCkeT army
School conjuration (creation); Level machinesmith 5; Casting 
Time 1 round; Components V, S, F (a mechanical music box 
worth at least 1000 gp); Range Close (25 ft + 5 ft/level); Duration 
1 round/Level (D); Saving Throw No; Spell Resistance No

This spell creates 1d4 small clockwork constructs from an elabo-
rate music box that immediately attack the nearest enemy within 
the spell’s range. The box may be held by the caster or deposited 
on the ground. They remorselessly attack this foe until the 
opponent is killed or destroyed, upon which they attack the nearest 
opponent. At each subsequent round, the box produces an addi-
tional construct, which attacks the nearest opponent. If there is no 
opponent within range, the constructs will wait until one appears. 
After the spell ends, they become a pile of mechanical junk.

The constructs are Small, with an AC 10, 10 hp + 1/caster level, 
saving throws of 2 + caster level, and a speed of 20 ft. They each 
have a single slam attack made at the caster’s base attack bonus + 
Intelligence modifier for 1d4+2 points of damage that is treated as 
adamantine for purposes of overcoming DR.

The music box has a hardness of 5, 10 hp, and a break DC of 15.

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



Possess oBjeCT
School necromancy; Level machinesmith 5, sorcerer/wizard 5, 
witch 5; Components V, S, F (a gem or crystal worth at least 100 
gp); Casting Time 1 standard action; Target 1 object; see text; 
Duration 1 hour/Level or upon the caster’s return to body; Saving 
Throw see text; Spell Resistance yes

This spell functions as magic jar, except that you transfer your 
mind to an inanimate object. The object is permitted a save against 
possession as in magic jar only if it possesses sentience. The object 
becomes animated as if by the animate objects spell, but you 
retain your own Intelligence, Wisdom, Charisma, level, class, base 
attack bonus, base save bonuses, alignment, and mental abilities. 
You cannot cast spells that require any sort of component or speak 
while possessing an object. Your original body is apparently dead 
and is unaffected by disease, poisons, or other effects targeting 
you.

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



Program feaT
School transmutation; Level cleric/oracle 2, machinesmith 2, 
sorcerer/wizard 2; Casting Time 1 standard action; Components 
V, S, DF; Range touch; Target one creature and one construct 
touched; Duration 10 minutes/level; Saving Throw Fortitude 
negates (harmless); Spell Resistance yes (harmless)

When you cast this spell, it allows a construct to gain a single 
feat, for which it has all the prerequisites, that is possessed by 
the creature also targeted by the spell. For the construct to benefit 
from the feat, it must be passive, rather than requiring an action or 
choice to take effect. 

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



raPid rePair
School transmutation; Level cleric/oracle 5, machinesmith 5, 
sorcerer/wizard 5; Casting Time 1 standard action; Components 
V, S, DF; Range touch; Target construct touched; Duration 1 
round/Level (D); Saving Throw Fortitude negates (harmless); 
Spell Resistance yes (harmless)

The targeted construct gains fast healing 5. This does not stack 
with any fast healing the construct already possesses. Fast healing 
has no effect on a construct that is reduced below 1 hp or has been 
destroyed.

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



TransCriBe
School conjuration (creation); Level bard 1, cleric 1, machinesmith 
1, sorcerer/ wizard 1; Casting Time 1 standard action; Compo-
nent V, S, M (a scroll, book or tablet); Range Close; Duration 1 
minute/level; Saving Throw Will negates; Spell Resistance yes

This spells copies a conversation onto the material component of 
the spell. A clay tablet, single page or piece of scroll can hold up to 
one minute of conversation.

If the caster runs out of material component before the spell ends, 
the spell ends immediately.

Uses Per Day: _______ Uses:o 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 material 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 enhance-
ment 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 representa-
tions; names and s of characters, spells, enchantments, personalities, 
teams, personas, likenesses 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 compatibility, 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 automatically 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 unenforce-
able, such provision shall be reformed only to the extent necessary to 
make it enforceable. 



15. COPYRIGHT NOTICE 
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Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
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Author: Jason Bulmahn, based on material 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: 
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Lawinger, and Bill Webb; Based on original content from TSR.
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