
Mechineer
Masters of steam- or arcane-powered machinery,

mechineers are tinkerers and inventors that specialize in

creating self-propelled mechanical constructs. The

pinnacle of a mechineer's craft is the mechanical

palanquin, a vehicle that functions both as means of

transportation and a mobile factory capable of fabricating

small contructs from readily available materials. The

palanquin ensures that while mechineer may lack combat

ability of their own, they will more than make up for it with

swarms of mechanical minions.

The Mechineer

Level
Proficiency

Bonus Features Capacity

1st +2 Palanquin, Fabricate
Mechling

4

2nd +2 Armored Palanquin 4

3rd +2 Specialisation 4

4th +2 Ability Score Improvement 4

5th +3 Battle Fabrication,
Defensive Formation

5

6th +3 Specialisation 5

7th +3 Guardian Protocol 5

8th +3 Ability Score Improvement 5

9th +4 Mass Production,
Detonate Mechling

6

10th +4 Specialisation 6

11th +4 Swarm, Tactics 6

12th +4 Ability Score Improvement 6

13th +5 Power Up 7

14th +5 Specialisation 7

15th +5 Fire Support 7

16th +5 Ability Score Improvement 7

17th +6 Specialisation 8

18th +6 All-terrain Palanquin 8

19th +6 Ability Score Improvement 8

20th +6 Expert Mechineer 8

Class Features
As a Mechineer, you gain the following class features

Hit Points
Hit Dice: 1d8 per level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your

Constitution modifier per level after 1st

Proficiencies
Armor: None

Weapons: Simple weapons

Tools: Artisan's tools

Saving Throws: Intelligence, Wisdom

Skills: Choose two from Arcana, Investigation, History,

Insight, Perception

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a light crossbow and 20 bolts or (b) any simple

weapon

(a) a scholar's pack or (b) dungeoneer's pack

(a) a quarterstaff or (b) a dagger

tinker’s tools

Palanquin
Starting at first level during a long or short rest you can

summon or dismiss a special construct to ride in (note: it’s

not really summoned in a conventional sense but assumed

that when you’re not riding it can be collapsed for easy

storage, or something). If you have your palanquin

summoned, you are considered one size category larger

than normal for purposes of being pushed or shoved.

Additionally, while riding on your palanquin you can

generate mechlings (see below) However, while you have

the palanquin summoned you do not use the normal

movement speed of your race, but instead have a base

walking speed of 20 feet and no climb, swim, or flight

speed.

Capacity
Your palanquin starts with 4 capacity, representing how

many mechlings it can carry, and gain more as you reach

higher levels, as shown in the Capacity column of the

Mechineer table. You can have one mechling active for each

point of capacity you have.

Fabricate Mechling
Starting at first level, when riding your palanquin you may

use your action to fabricate a basic mechling, a small

mechanical minion, causing it to appear in an unoccupied

space within 5 feet of you. The mechling may then

immediately move up to its base walking speed. The

number of mechlings you may have active at the same time

equals to your palanquin’s capacity. Fabricated mechlings

will be dismissed during a long rest.

The basic mechling is a Small-sized construct with AC

equal to 10 + your proficiency bonus and hit points equal to

twice your proficiency bonus. Its walking speed is 15 feet

and it moves during your turn. The basic mechling can’t

attack. You may use a bonus action to command a mechling

to perform simple tasks, such as fetching objects or turning

switches. You can also use a bonus action to let the

mechling take a non-attack action. However, a mechling

can only take the Help action if it does not grant another

creature a bonus damage die that turn. If the action

requires to make an ability check, treat the mechling as

having an ability score of 2 for the relevant ability. The

mechling is destroyed if it is reduced to zero hit points.



If you or another friendly creature attacks a target within 5

feet of a basic mechling, it can add a bonus die of 1d4 to

the damage roll of a successful attack. Only one creature

may benefit from these bonus dice for each basic mechling

each turn (for example, if two mechlings are within 5 feet

of same target, either one creature may gain +2d4 for its

damage roll, or two creatures gain +1d4 each when

attacking that target).

If you are not riding your palanquin, you can still

fabricate mechlings, provided you have tinker’s tools and

10 gp worth of materials for each mechling. Fabricating

mechlings this way takes 1 hour for each mechling. Even

when not riding on your palanquin you can control an

amount of mechlings equal to your palanquin’s capacity.

Armored Palanquin
Starting at 2nd level, when you are not wearing armor and

are riding your palanquin, your AC is 14.

Specialization
At 3rd level, you choose a specialization. The chosen

specialization grants you features at 3rd, 6th 10th, 14th,

and 17th level.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16h, and

19th levels, you can increase one ability score of your

choice by 2, or you can increase two ability scores of your

choice by 1. As normal, you can’t increase an ability score

above 20 with this feature.

Defensive Formation.
Starting at 5th level, you may use your action to command

your mechlings to shield you and your allies. Until the

beginning of your next turn you and any friendly creatures

within 5 feet of at least one of your mechlings gain +2 AC.

Battle Fabrication
Starting at 5th level, when you deal damage with a weapon

attack, you can use the Fabricate Mechling action as bonus

action. Additionally, when you take damage you may use

your reaction to use the Fabricate Mechling action.

Guardian Protocol
Starting at 7th level, when you or you ally is targeted by an

enemy attack or spell, you may use your reaction to redirect

the attack or spell to one of your mechlings that is within 5

feet of the original target. Also starting at 7th level,

whenever one of your mechlings that is within 5 feet of you

is targeted by an enemy spell or attack, you can choose to

have it target you instead.

Detonate Mechling
Starting at 9th level, you may use your action to choose one

of your basic mechlings. That mechling, and any other

basic mechlings within 5 feet of it, then detonates and is

reduced to 0 hit points. Each creature within 10 feet of the

detonating mechlings must make a Dexterity saving throw,

taking 4d6 fire damage on a failed save for each mechling

detonated this way, or half as much damage on a successful

one. The fire spreads around corners. It ignites flammable

objects that aren’t being worn or carried.

Mass Production

Starting at 9th level, when you use your Fabricate Mechling

action, you may fabricate up to three mechlings per action

instead of one.

Swarm Tactics
Starting at 11th level, you may use your action to force

every enemy within 5 feet of your mechlings to make a

Strength saving throw or be restrained until the beginning

of your next turn. Medium or smaller creatures have

disadvantage on the saving throw if they are within 5 feet of

3 or more of your mechlings. Large creatures have

disadvantage on the saving throw if they are within 5 feet of

6, and Huge creatures if they are within 5 feet of 9 of your

mechlings.

Power Up
Starting at 13th level, when your mechlings add their bonus

die to a damage roll you may use your reaction to change

the bonus dice of an amount of mechlings up to your

Intelligence modifier from d4s to d6s.

Fire Support
At 15th level, you may use an action to empower an amount

of basic mechlings equal to your Intelligence modifier. Until

the beginning of your next turn, these mechlings can grant

their bonus die to creatures within 15 feet of them, instead

of 5 feet.

All-terrain Palanquin
Starting at 18th level, when riding your palanquin you have

swimming and flying speed of 20 feet and passing through

nonmagical difficult terrain costs you no extra movement.

Expert Mechineer
At 20th level, once per round when you take an action to

use one of Mechineer class abilities on your turn, you may

use another Mechineer class ability as a bonus action.

Additionally, if you begin combat with no mechlings present

you may immediately place a mechling in an unoccupied

space within 5 feet of you. This does not count as an action

but does count against the amount of mechlings you can

have active.



Specializations
Mechknight
Rather than using a palanquin merely for transportation

and fabrication of mechlings, some mechineers create

mechanical suits of armor that greatly enhance their

combat capabilities. Usually of roughly humanoid design,

with powerful mechanical arms capable of wielding heavy

weaponry, such battle armor allows the mechineer to stride

into thick of the combat supported by a squad of mechlings.

Bonus Proficiencies
At 3rd level, you gain proficiency with shields and martial

weapons.

Battle Armor
Starting at 3rd level, while riding your palanquin you may

substitute your Strength score and modifier with your

Intelligence score and modifier. Additionally, while riding

your palanquin have climbing speed of 10 feet and you

count as one size larger when determining your carrying

capacity and the weight you can push, drag, or lift.

Extra Attack
Starting 6th level, you can attack twice, instead of once,

whenever you take the Attack action on your turn.

Fighting Style
At 10th level, you adopt adopt a particular style of fighting.

Choose one of the following options.

Defence
While you are riding your palanquin, you gain +1 bonus to

AC

Dueling
When you are wielding a melee weapon in one hand and no

other weapons, you gain +2 bonus to damage rolls with

that weapon

Great Weapon Fighting
When you roll a 1 or 2 on a damage die for an attack you

make with a melee weapon that you are wielding with two

hands, you can reroll the die and must use the new roll,

even if the new roll is a 1 or a 2. The weapon must have the

two-handed or versatile property for you to gain this

benefit.

Two-Weapon Fighting
When you engage in two-weapon fighting, you can add your

ability modifier to the damage of the second attack.

Combat Support
Starting at 14th level, when your mechlings add their bonus

dice to the damage of your melee weapon attacks, increase

the size of die by one (i.e. from d4 to d6).

Assault Chassis
Starting at 17th level, while riding your palanquin you have

AC of 18 and resistance to bludgeoning, piercing, and

slashing damage from nonmagical sources.

Machinist
The machinist embraces the art of the artificer, constantly

tinkering with their creations to improve their

performance. With highly optimized components and state

of the art fabrication systems, the machinist’s palanquin

can fabricate new mechlings at high speed with the bare

minimum of materials, allowing them to swamp their foe

with a seemingly endless tide of mechanical minions.

Mechling Commander
Starting at 3rd level, when you fabricate a mechling it may

immediately move an amount equal to twice its base

walking speed, rather than its base walking speed.

Assembly Line
Starting at 6th level, whenever you use the Fabricate

Mechling action on your turn, you may perform the action

twice while still counting as one action.

Defence Matrix
Starting at 10th level, whenever you Fabricate a mechling,

it gains an energy shield. When a mechling with a shield

would take damage, the shield absorbs the damage and is

dispelled.

Heavy Palanquin
Starting at 14th level, your palanquin has double the

capacity listed in the Mechineer table. Additionally, while

you have your palanquin summoned, your AC is 16.

Replaceable Parts
Starting at 17th level, you may use a bonus action to

fabricate an amount of basic mechlings that is equal or

smaller than the amount of your mechlings reduced to 0 hit

points between your current and previous turns.

Man of Iron
Some mechineers are not content to merely create

constructs to assist them, but seek to use their

mechanisms to directly improve their own capabilities. The

ultimate goal of these individuals is to use a variety of

means, whether their own skills, arcane rituals, or divine

intervention to trancend their mortal form and become a

perfect, immortal machine.

Integrated Armor
Starting at 3rd level, you gain +1 bonus to your Armor

Class and proficiency with light and medium armor.

You may only don armor with which you have

proficiency,and to don it you must incorporate it into your

body over the course of 1 hour, during which you remain in

contact with the armor. To doff the armor, you must spend

1 hour removing it. You can rest while donning or doffing

armor in this way. While you live, your armor can't be

removed from your body against your will.



Mechanical enhancement
Starting at 6th level, you may use your Fabricate Mechling

ability as if you were riding your palanquin even when you

aren't. Additionally, you will gain one of the following

enhancements:

Enhanced strength. Your carrying capacity (including

maximum load and maximum lift) is doubled, and you have

advantage on Strength checks made to push, pull, lift, or

break objects.

Enhanced vision. You can see up to 1 mile away with no

difficulty, able to discern even fine details as though looking

at something no more than 100 feet away from you.

Additionally you can see in dim light as if it were bright

light, and in darkness as if it were dim light. If you could

already see in darkness, you can now see in darkness as if

it were bright light.

Multitool. You are considered to be always equipped

with all artisan's tools without needing to carry them and

have proficiency with them. Your proficiency bonus is

doubled for any ability checks made to use the tools.

Additionally, you may choose one simple weapon. You are

considered to always be equipped with that weapon

without needing to carry it, and it can't be disarmed.

Terrain modifications. Moving through nonmagical

difficult terrain costs you no extra movement, and when not

riding your palanquin you have swimming and climbing

speed equal to your base walking speed. Starting at 17th

level, you have swimming and climbing speed equal to your

base walking speed when riding your palanquin as well.

Manipulator Array
Starting at 10th level, when you use one of your Mechineer

class abilities you may either immediately move up to 20

feet or make a weapon attack as a bonus action, and if you

take the Attack action on your turn you may attack twice

instead of once. Additionally, attacks by you or a friendly

creature against targets within 5 feet of you can add a

bonus die to their damage as if the target was within 5 feet

of one of your basic mechlings. Only one creature may

benefit from this bonus die each turn.

Harder, Faster, Stronger
At 14th level your Constitution, Dexterity, and Strength

scores increase by 2. Your maximum for those ability

scores is now 22.

Mechanical Apotheosis
Starting at 17th level, are always always considered to have

you palanquin summoned and can't dismiss it. When riding

your palanquin your walking speed is equal to your base

walking speed or 20 feet, whichever is higher.

Additionally,your creature type changes to construct. You

counts as both a construct and your previous creature type

for qualifying for feats etc., but are not effected by any

spells and effects that do not effect constructs. Youl also

gain following benefits:

You are immune to disease.

You have immunity to poison damage and can't be

poisoned.

You don't need to eat, drink, or breather.

You don't need to sleep, and magic can't put you to

sleep. Instead of sleeping when you take a long rest you

must spend at least six hours in an inactive, motionless

state. In this state, you appear inert, but it doesn't

render you unconscious and you can see and hear as

normal

You no longer age and can't die of old age.


