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  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)
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  History ( Int)
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Pre-generated character sheet and recontextualized Steampunk rules prepared by joe.nittoly.ca

Extended Battery Life
(i.e. “Arcane Recovery”)

Given a little time to yourself, you 
can finagle more energy out of your 
techno-charges. Once per day, when 
you finish a short rest, you can 
recharge one 2nd-level charge or 
two 1st-level charges. 

Life-force siphoning
(i.e. “School of Necromancy: Grim Harvest”)

You can siphon the life force of 
creatures you kill. Once per turn, 
when you kill one or more creatures 
with one of your techno-gadget’s 
advanced function effects, you regain 
hit points equal to twice the 
effect’s level. You don’t gain this 
benefit for killing constructs or 
undead. 

Feat: Battle-tech
(i.e. “War Caster”)

You are adept at activating 
techno-magical effects in the midst 
of combat, granting you the 
following benefits:

• You have advantage on Constitution 
saving throws that you make to 
maintain your concentration on an 
effect when you take damage.

• When a hostile creature’s 
movement provokes an opportunity 
attack from you, you can use your 
reaction to activate a 
techno-magical effect with your 
techno-gadget (i.e “cast a spell”) 
against the creature. The effect 
must have an activation time of 1 
action and must target only that 
creature.Dagger

Techno-gadget (i.e. “spell focus”)
Wrist Console (i.e. “Spellbook”)

1 Your Techno-gadget has basic and advanced 
functions that create weird and wondrous 
techno-magical effects through the 
expenditure of Techno-charges. These 
functions are explained on the back of 
your sheet. Expended techno-charges 
recharge after a long rest. 

2 You can throw your dagger up to 20 ft. or 
up to 60 ft. with disadvantage on the 
attack roll. 

Proficiencies. Technogadgets, Daggers.

Languages. Common, Aionian, Atrean
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As a technomancer, you wield weird and 
wondrous techno-magical effects with 
your techno-gadget, and create marvelous 
contraptions that amaze and terrify. 

*The technomancer is a recontextualized Wizard.
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Basic Functions

Bioluminescence
(i.e. ”Light” cantrip)

Activation: 1 action
Range: Touch
Duration: 1 hour

You touch one object that is no larger 
than 10 feet in any dimension. Until the 
effect ends, the object sheds bright 
light in a 20-foot radius and dim light 
for an additional 20 feet. The light can 
be colored as you like. The effect ends if 
you apply it again or dismiss it as an 
action.

Freeze Ray
(i.e. ”Ray of Frost” cantrip)

Activation: 1 action
Range: 60 feet
Duration: Instantaneous 

A frigid beam of blue-white light streaks 
toward a creature within range. Make a 
techno-gadget attack against the target. 
On a hit, it takes 1d8 cold damage, and 
its speed is reduced by 10 feet until the 
start of your next turn.

Taser
(i.e. ”Shocking Grasp” cantrip)

Activation: 1 action
Range: Touch
Duration: Instantaneous

Lightning springs from your 
techno-gadget to deliver a shock to a 
creature you try to touch. Make a melee 
techno-gadget attack against the target. 
You have advantage on the attack roll if 
the target is wearing armor made of 
metal. On a hit, the target takes 1d8 
lightning damage, and it can’t take 
reactions until the start of its next 
turn.

Advanced Functions

Proximity Alert
(i.e. “Alarm,” 1st-level abjuration)

Activation: 1 minute
Range: 30 feet
Duration: 8 hours

You set an alert against unwanted 
intrusion. Choose a door, a window, or 
an area within range that is no larger 
than a 20-foot cube. Until the effect 
ends, an alarm alerts you whenever a 
Tiny or larger creature touches or 
enters the monitored area. When you 
activate the effect, you can designate 
creatures that won’t set off the alarm. 

You choose whether the alert sounds in 
your earpiece or through your 
techno-gadget’s speaker. 

You can receive an alert signal within up 
to 1 mile of the monitored area.

Flamethrower
(i.e. “Burning Hands,” 1st-level evocation)

Activation: 1 action
Range: self (15-foot cone)
Duration: Instantaneous

a thin sheet of flames shoots forth 
from your Techno-gadget. Each creature 
in a 15-foot cone must make a Dexterity 
saving throw. A creature takes 3d6 fire 
damage on a failed save, or half as much 
damage on a successful one.

The fire ignites any flammable objects in 
the area that aren’t being worn or 
carried.

Over-charge: When you activate this 
effect using a 2nd-level charge, the 
damage increases to 4d6.

Mesmerize
(i.e. “Charm Person,” 1st-level enchantment)

Activation: 1 action
Range: 30 feet
Duration: 1 hour

Your techno-gadget emits a subliminal 
signal that makes one humanoid within 
sight susceptible to suggestion. 

It must make a Wisdom saving throw, and 
does so with advantage if you or your 
companions are fighting it. If it fails the 
saving throw, it is charmed by you until 
the spell ends or until you or your 
companions do anything harmful to it. 

The charmed creature regards you as a 
friendly acquaintance. When the effect 
ends, however, the creature knows it was 
charmed by you.

Over-charge: When you activate this 
effect with a 2nd level charge, you can 
target 2 creatures within 30 feet of 
each other.

Universal Translator
(i.e. “Comprehend Languages,” 1st-level 
divination (ritual))

Activation: 1 action
Range: Self
Duration: 1 hour

For the duration, you understand the 
literal meaning of any spoken language 
that you hear. You also understand any 
written language that you see, but you 
must be touching the surface on which 
the words are written. It takes about 1 
minute to read one page of text.

This effect doesn’t decode secret 
messages in a text or a glyph, such as an 
arcane sigil, that isn’t part of a written 
language.

Energy Shield
(i.e. “Mage Armour,” 1st-level abjuration)

Activation: 1 action
Range: Touch
Duration: 8 hours

You touch a willing creature who isn’t 
wearing armor, and a protective energy 
field surrounds it until the effect ends. 
The target’s base AC becomes 13 + its 
Dexterity modifier. The effect ends if the 
target dons armor or if you dismiss the 
effect as an action.

Particle Beam
(i.e. “Magic Missle,” 1st-level evocation)

Activation: 1 action
Range: 120 feet
Duration: Instantaneous

You fire three particle beams from your 
techno-gadget. Each beam hits a creature 
of your choice that you can see within 
range. A beam deals 1d4+1 force damage 
to its target. The beams all strike 
simultaneously, and you can direct them 
to hit one creature or several.

Over-charge: When you activate this 
effect using a 2nd level charge, the 
effect creates one additional beam.

Cloaking Device
(i.e. “Blur,” 2nd-level illusion)

Activation: 1 action
Range: Self
Duration: Concentration, up to 1 minute

Your body is cloaked by a visual 
distortion field. For the duration, any 
creature has disadvantage on attack 
rolls against you. An attacker is immune 
to this effect if it doesn’t rely on sight, 
as with blindsight, or can see through 
illusions, as with truesight.

Short-range Teleport
(i.e. “Misty Step,” 2nd-level conjuration)

Activation: 1 bonus action
Range: Self
Duration: Instantaneous

You instantly teleport up to 30 feet to 
an unoccupied space that you can see.

Thermo-Blast
(i.e. “Scorching Ray,” 2nd-level evocation)

Activation: 1 action
Range: 120 feet
Duration: Instantaneous

You fire three thermal blasts at targets 
within range. You can fire them at one 
target or several.

Make a ranged Techno-gadget attack for 
each ray. On a hit, the target takes 2d6 
fire damage.

Homing Device
(i.e. “Locate Object,” 2nd-level divination)

Activation: 1 action
Range: Self
Duration: Concentration, up to 10 minutes

By programming your Techno-gadget with 
the description of an object familiar to 
you, you can track the distance, heading 
and direction of motion of that object 
relative to your location, as long as it 
is within 1,000 ft. of you. 

In order to properly calibrate your 
techno-gadget to home in on a specific 
object, you must have seen it up close 
(within 30 ft.) at least once.

Alternatively, you can home in on the 
nearest example of a particular category 
of objects, such as an item of clothing, 
a piece of jewelry, or a type of weapon.

Objects behind or contained by a lead 
barrier cannot be located this way.


