In the world of Spelliammer, strange ships fly Changelog

through the blackness of wildspace, seeing Version 1.3

strange new worlds and bizarre creatures. e Added note about Ship Proficiency
Unfortunately, while the recent set of rules were e C(Clarified Extreme Range

possibly sufficient for some tables, they did not e Added more to the To Do List

satisfy my needs so | have rewritten and rebuilt
things, to better serve my table.

Too Long, Didn’t Homework

One member of the crew is the Helmsman.
They attune to the Spelljammer helm. This lets
them us Ship Actions, cool things that these
Psionicy version of Spelljammers can do.

This includes making a shield around the ship,
which removes some of the combat shortcuts
Matt's come up against during gameplay:
Sniping crew members, fireballing the main
deck, and boarding long distance via
teleportation. These are still possible, but you
need to deal with the shields first.

In addition to the shields, there are a lot more
things that I've done to make the ships a bit
more Star Trek-esque.



Rules Kept from WotC’s
Astral Adventures (20227)

(Things in red are lines that | replace later)

How Spelljamming Works

Spelliamming is the act of using a spelljamming
helm (described later in the chapter) to propel
and maneuver a ship. The individual that
operates the helm is called a spelljammer.

Speed

When cruising through space, a spelljamming
ship can travel 100 million miles in 24 hours. At
this speed, the spelliamming helm makes minor
course corrections on its own to avoid collisions
with meteorites, other detritus, and
space-dwelling creatures. These slight course
corrections sometimes cause mild space
sickness, which is a harmless side effect
common among those who aren’t accustomed
to space travel.

A spelliamming ship automatically slows to its
flying speed (discussed later in this chapter)
when it comes within 1 mile of something
weighing 1 ton or more, such as another ship, a
kindori (see Boo’s Astral Menagerie), an
asteroid, or a planet. While moving at its flying
speed, a spelllamming ship is generally as
maneuverable as a seafaring vessel of a similar
size. A spelllamming ship moving at its flying
speed can accelerate to its
100-million-miles-every-24-hours speed
provided there is nothing weighing 1 ton or
more within 1 mile of the ship.

Air Envelopes

When a creature or an object leaves a planet’s
atmosphere and enters Wildspace, an envelope
of breathable air forms around it and lasts until
that air is depleted.

Air Envelopes of Creatures

The envelope of breathable air that forms
around a creature takes the shape of a cube
centered on that creature. The creature’s size
determines the cube’s dimensions, as shown in
the Air Envelopes of Creatures table.

Air Envelopes of Creatures

Creature’s Size Air Envelope
Tiny 2'>-foot cube
Small or Medium 5-foot cube

Large 10-foot cube
Huge 15-foot cube
Gargantuan 20-foot cube

A creature that needs to breathe will exhaust
the air in its personal envelope in 1 minute.
Since this is barely enough time to get
anywhere, most creatures travel through
Wildspace aboard spelljamming ships, which
have much larger air envelopes.

Air Envelopes of Objects

The envelope of breathable air that forms
around an object extends out from its surface a
distance equal to the longest dimension of its
form. For example, a spherical planet 5,000
miles in diameter has an air envelope 15,000
miles in diameter, with the planet at the center
of it. An air envelope need not be spherical; for
example, a block of wood 1 foot by 2 feet by 3
feet is surrounded by a more-or-less
rectangular envelope of air 3 feet by 6 feet by 9
feet.

The air envelope around a spelljamming ship
typically has an ovoid shape. Diagram 2.1
shows the air envelope that surrounds a
nautiloid that has a keel length of 180 feet. It
extends 180 feet from the ship in all directions.

The air envelope around a habitable planet or
moon is called an atmosphere. An atmosphere
is a special kind of air envelope that replenishes
itself constantly. A creature or an object can
refresh its air envelope by entering the
atmosphere of a planet or moon (see
“Overlapping Air Envelopes” below).



FIRE IN WILDSPACE

Although nonmagical fire cannot exist in the
vacuum of Wildspace, magical fire (such as
that created by a fireball spell) does burn in a
vacuum. Magical fire does not cause objects
to burst into flame, however, because there is
no air to make ignition possible.

Air Quality

The air envelope around a body or ship can be
fresh, foul, or deadly. Air can change from one
quality to another over time.

Fresh air is completely breathable. Under
normal circumstances, the air envelope of a
ship remains fresh for 120 days. If a ship carries
more creatures than its normal crew
complement, they exhaust the supply of fresh
air more quickly.

Foul air is stale and partially depleted. It is
humid and smells bad. Any creature that
breathes foul air becomes poisoned until it
breathes fresh air again. The air aboard a ship
with a normal crew complement degrades from
fresh to foul on day 121, and the foul air turns
deadly 120 days later.

Deadly air is unbreathable. Any creature that
tries to breathe deadly air begins to suffocate
(see the rules on suffocation in the Player’s
Handbook).

Overlapping Air Envelopes

When two bodies come close enough to each
other, their air envelopes merge, and the quality
of the air around the smaller body changes to
match that of the larger body. When the bodies
later move away from each other, each one
reclaims and retains its own air envelope.

For example, if a damselfly ship with a foul air
envelope enters the atmosphere of a planet
with fresh air, the two air envelopes merge, and
the damselfly ship’s air quality changes from
foul to fresh. If that ship then merges its fresh

air envelope with the deadly air envelope
surrounding a derelict ship, the damselfly ship’s
air quality would change from fresh to deadly.

Overlapping Gravity Planes

When gravity planes intersect, such as when
two ships pass close to each other and at
different angles, the gravity planes of both ships
remain in effect until the two ships touch one
other (as often happens when they collide or
when one ship lands on the other). If that
happens, the gravity plane of the ship that has
more hit points remaining (regardless of the
ships’ actual dimensions) overrides the other
ship’s gravity plane, suppressing it as long as
the ships remain in contact, and the first ship’s
definition of “up” becomes the other ship’s as
well.

When a ship touches down on a planet (or
some other enormous body), the ship’s gravity
plane is suppressed. If a ship has one or more
decks on the ventral side of the ship’s gravity
plane (rather than its dorsal side), precautions
must be taken before the ship lands to secure
anyone and anything that might fall when the
ship’s gravity plane is suppressed.

Drifting

When a spelljamming ship moves in space,
creatures and objects in its air envelope move
with it, pulled along with the ship because of the
strength of its gravity plane.

However, an unanchored creature or object
floating in a ship’s air envelope is weightless
and drifts toward the edge of the air envelope at
a speed of 10 feet per minute. For example, an
unconscious sailor or a crate that falls off the
deck of a spelljamming ship would begin drifting
away from the ship along its gravity plane
toward the edge of the ship’s air envelope.
When it exits the air envelope, the sailor or the
crate would be left behind as the ship moves
away from it.



Falling

A floating creature that enters the air envelope
of a larger body is immediately affected by the
larger body’s gravity (such as that of a planet)
or gravity plane (such as that of a spelljamming
ship). The creature falls from where it entered
the air envelope to the surface of that body, or
to the gravity plane of that body, whichever is
nearer. Normal damage from the fall applies if
the creature hits something solid at the end of
the fall. A creature or an object that falls across
a gravity plane takes no damage from the fall
but begins oscillating from one side of the
gravity plane to the other, as described above.

Temperature

The ambient temperature on the Astral Plane is
about the same as on a moderate summer day
in the temperate region of most worlds. Since
there are no seasons in Wildspace or the Astral
Sea, this temperature remains constant at all
times. Some Wildspace systems, however,
have significantly higher or lower temperatures.
Krynnspace, for example, has a very low
natural temperature (about 16 degrees
Fahrenheit), and clouds of ice particles swirl in
the vacuum within its boundaries. Of course, as
one approaches a star that puts out heat, the
ambient temperature increases.

Astral Fishing

Fishing is a popular pastime in Wildspace and
the Astral Sea, though this activity isn’t possible
aboard a ship that is moving faster than its
flying speed (discussed later in this chapter).
Wildspace settlements sell basic fishing
equipment for 1 sp. For that, you get a pole, a
line, a hook, and either a lure or some bait.

At the end of each hour spent fishing, a
character can make a DC 15 Wisdom (Survival)
check. A failed check indicates no fish is caught
during that hour. On a successful check, roll a
d10 and consult the Fishing table to determine
the catch.

Fishing

d10  Catch

1-2  Tiny, inedible fish (a creature that
consumes it is poisoned for 1 hour)

3-5 Tiny, edible fish (feeds one person)
6-8 Small, edible fish (feeds up to four

people)

9 Hostile space eel (see Boo’s Astral
Menagerie; feeds up to twelve people)
10 Hostile gray scavver (see Boo’s Astral

Menagerie; feeds up to twenty people), some
other creature of the DM’s choosing, or a Tiny
object of the DM’s choosing

Weightlessness

In any location where gravity isn’t present, the
following rules apply:

Impeded Melee. When making a melee attack
with a weapon, a creature that doesn’t have a
flying or swimming speed (either naturally or
provided by magic) has disadvantage on the
attack roll unless the weapon deals piercing
damage.

Movement. A creature can use an action to
push off something heavier than itself and move
up to its walking, flying, or swimming speed in a
straight line. The creature continues along this
course, moving in a straight line at its speed on
each of its turns until something stops it or
changes its trajectory.

Spells

The Spells table lists the two spells in this
section and the levels of those spells. The table
also notes the school of magic of a spell and
which classes have access to it. (The artificer
class is presented in Tasha’s Cauldron of
Everything.)

Spells

Air Bubble - 2nd level Conjuration - Artificer,
Druid, Ranger, Sorcerer, Wizard

Create Spelljamming Helm - 5th level
Transmutation - Artificer, Wizard



Initiative

The Dungeon Master’s Guide presents a
variant rule called side initiative, which is ideal
for ship-to-ship engagements, since it saves
you the trouble of tracking initiative for
individual creatures aboard each ship.

SHIPBOARD WEAPONS

A spelliamming ship typically has one or more
shipboard weapons, ballistae and mangonels
being the most common. Such weapons are
slow to load and fire. Player characters are
almost always better off using their own
weapons and spells in ship-to-ship combat,
reserving shipboard weapons for targets that
are too far away to be damaged by other
means.

Moving and Steering a Ship

A spelljammer can use a ship’s spelljamming
helm to move and steer the ship without
expending their own actions or movement. On
their turn, the spelljammer determines how far
the ship moves (up to its maximum speed) and
decides whether to approach another ship or
put more distance between the two.

On its turn, a ship can be turned and reoriented
so that all its weapons can aim and fire at any
target within range, regardless of where they’re
situated on the deck.

Boarding

When one ship moves to within 5 feet of
another ship, the spelljammer or pilot of the
moving ship can maneuver it alongside the
other ship, enabling creatures to move safely
from one ship’s deck to the other ship’s deck
until one of the ships pulls away from the other.

A ship that has enough movement can pull
alongside another vessel, deploy a boarding
party, and then move away, provided the
members of the boarding party took the Ready
action to position themselves so they can move
onto the other vessel when it's close enough.

Crashing

A spelliammer can run their ship into another
object or a creature by moving the ship into the
target’s space and making a special attack roll
(1d20 + the spelljammer’s proficiency bonus)
against the target’'s Armor Class. If the attack
roll hits, a crash occurs; otherwise, the target
moves out of the ship’s path, avoiding the
crash. If the DM decides that a crash is
unavoidable, no attack roll is necessary, and the
crash occurs automatically.

When a spelljamming ship crashes into
something that could reasonably damage it,
both the ship and the creature or object it struck
take bludgeoning damage based on the size of
the struck object, as shown in the Crash
Damage table. If the ship runs into something
that doesn’t have hit points (such as a planet or
a moon), apply the damage only to the ship.
The ship stops after crashing into a Gargantuan
or immovable creature or object; otherwise, the
ship can continue moving if it has any
movement left, and whatever it struck moves to
the nearest unoccupied space that isn’t in the
ship’s path.

After resolving the effect of the crash, determine
whether the ship’s gravity plane is suppressed
(see “Overlapping Gravity Planes” earlier in the
chapter). If the suppression of a ship’s gravity
plane would cause the creatures on or inside
that ship to fall, they fall in whatever direction is
appropriate for the sudden change in gravity. To
determine the damage from a fall, see the
falling rules in the Player’s Handbook.

Crash Damage

Size of Creature or Object Struck
Bludgeoning Damage

Large 4d10

Huge 8d10

Gargantuan 16d10



Other WotC rules

Descent into Avernus
While the vehicle is not moving, attack rolls
made against it have advantage. -

Action Stations

A creature can use an action of the station it's
occupying. Once a creature uses a station’s
action, that action can’t be used again until the
start of that creature’s next turn. Only one
creature can occupy each station.

A creature not occupying an action station is
either in a passenger seat or clinging to the
outside of the vehicle. It can take actions as
normal

Vehicular Exhaustion

The harsh conditions of the Nine Hells can
cause an infernal war machine to stop
functioning properly, until it eventually breaks
down. Such wear and tear can be represented
using exhaustion, as described in appendix A of
the Player’s Handbook, with these
modifications:

- When an infernal war machine reaches
exhaustion level 6, its hit points drop to 0,
and the vehicle breaks down.

- The only way to remove the effects of
exhaustion on an infernal war machine is to
repair the vehicle

Repairs

When an infernal war machine is damaged,
suffers a mishap, or gains one or more levels of
exhaustion, a creature can attempt to make
repairs to the vehicle. The creature making the
repairs must meet the following criteria:

The creature can’t operate the vehicle’s helm or
one of its weapon stations while making repairs.
The creature must be within reach of the
damaged area in need of repair.

The creature must have the right tools for the
job (smith’s tools or tinker’s tools, for example).

Before beginning repairs, a creature must
decide whether the repairs are aimed at ending
a mishap, removing a level of exhaustion, or
restoring the damaged vehicle’s hit points. Each
option is discussed below.

End a Mishap

A creature can use its action to make an ability
check based on the nature of the mishap (see
the Mishaps table), with disadvantage if the
vehicle is moving. The creature adds its
proficiency bonus to the check if it’s proficient
with the tools used to make the repairs. A
successful check ends the mishap. A mishap
with no repair DC can’t be repaired.

Remove Exhaustion

If the infernal war machine has one or more
levels of exhaustion, a creature can spend 1
hour or more trying to reduce the vehicle’s
exhaustion level. The vehicle must be
stationary, and the creature must have spare
parts to make the necessary repairs. After 1
hour of repair work, the creature makes a DC
15 Intelligence check, adding its proficiency
bonus to the check if it's proficient with the tools
used to make repairs. If the check succeeds,
the vehicle’s exhaustion level decreases by 1. If
the check fails, the vehicle’s exhaustion level
remains unchanged, though the repair can be
attempted again using the same replacement
parts.

Restore Hit Points

If the infernal war machine has taken damage
but has at least 1 hit point, a creature can
spend 1 hour or more trying to patch the hull
and replace damaged parts. The vehicle must
be stationary, and the creature must have the
spare parts to make the necessary repairs.
After 1 hour of repair work, the creature makes
a DC 15 Dexterity check, adding its proficiency
bonus to the check if it's proficient with the tools
used to make repairs. If the check succeeds,
the vehicle regains 2d4 + 2 hit points. If the
check fails, the vehicle regains no hit points, but



the repair can be attempted again using the
same replacement parts.

Crashing

When an infernal war machine crashes into
something that could reasonably damage it,
such as an iron wall or another vehicle of its
size or bigger, the infernal war machine comes
to a sudden stop and takes 1d6 bludgeoning
damage for every 10 feet it moved since its last
turn (maximum 20d6). Whatever the vehicle
struck takes the same amount of damage. If
this damage is less than the infernal war
machine’s damage threshold, the vehicle takes
no damage from the crash.

Regardless of whether or not the infernal war
machine takes damage, each creature on or
inside the vehicle when it crashes must make a
DC 15 Strength saving throw, taking 1d6
bludgeoning damage for every 10 feet the
vehicle moved since its last turn (maximum
20d6), or half as much damage on a successful
save.

Crashing into Creatures

An infernal war machine can crash into a
creature by entering its space. The creature can
use its reaction to attempt to get out of the
vehicle’s way, doing so and taking no damage
with a successful DC 10 Dexterity saving throw.
If the saving throw fails, the vehicle slams into
the creature and deals 1d6 bludgeoning
damage to the creature for every 10 feet the
vehicle moved since its last turn (maximum
20d6).

An infernal war machine that is at least two size
categories bigger than the creature it crashed
into can continue moving through that
creature’s space if the infernal war machine has
any movement left. Otherwise, the vehicle
comes to a sudden stop, and each creature on
or inside the infernal war machine when it
crashes must make a DC 15 Strength saving
throw, taking 1d6 bludgeoning damage for
every 10 feet the vehicle moved since its last

turn (maximum 20d6), or half as much damage
on a successful save.

Mishaps

Roll on the Mishaps table when one of the
following occurs to an infernal war machine
while it’s in motion:

- The infernal war machine takes damage from
a single source equal to or greater than its
mishap threshold.

- The infernal war machine fails an ability check
(or its driver fails an ability check using the
vehicle’s ability) by more than 5.

- If a mishap has a repair DC, the mishap can
be ended by making repairs to the vehicle
(see “Repairs” below).

Ghosts of Saltmarsh

Vulnerabilities, Resistances, and
Immunities

A ship’s vulnerabilities, resistances, and
immunities apply to all its components, unless
otherwise noted in the stat block.

Ships are typically immune to poison and
psychic damage. Ships are also usually
immune to the following conditions: blinded,
charmed, deafened, exhaustion, frightened,
incapacitated, paralyzed, petrified, poisoned,
prone, stunned, and unconscious.

Crew Members

A ship requires a number of able-bodied sailors
to crew it, as specified in its stat block. A crew’s
skill, experience, morale, and health are defined
by its quality score. This score can affect a
number of general ship activities, like the crew’s
ability to notice threats or contend with hazards.
A crew starts with a quality score of +4, but that
score varies over time, going as low as -10 and
as high as +10. It decreases as a crew takes
casualties, suffers hardship, or endures poor
health. It increases if the crew enjoys high



morale, has good healthcare, and receives fair
leadership.

A typical crew member uses the commoner stat
block in the Monster Manual.

Optional Rule: Loyalty and Quality

When dealing with an individual member of the
crew, you might find it useful to use the optional
loyalty rule from chapter 4 of the Dungeon
Master’s Guide. To convert a quality score into
an individual’s loyalty score, add 10 to the
crew’s quality score.

Mutiny

A poorly led or mistreated crew might turn
against its officers. Once per day, if a crew’s
quality score is lower than 0, the captain must
make a Charisma (Intimidation or Persuasion)
check modified by the crew’s quality score.

If the check total is between 1 and 9, the crew’s
quality score decreases by 1.

If the check total is O or lower, the crew
mutinies. They become hostile to the officers
and might attempt to kill them, imprison them,
or throw them overboard. The crew can be
cowed into obedience through violence,
combat, or offers of treasure or other rewards.

When the DM ends the mutiny, the crew’s
quality score increases by 1d4.

Shore Leave

Life aboard a ship is a constant wear on the
crew. Spending time in port allows the crew to
relax and regain its composure.

If a crew’s quality score is 3 or lower, the score
increases by 1 for each day the crew spends in
port or ashore.

Ships and Initiative

A ship rolls initiative using its Dexterity, and it
uses its crew’s quality score as a modifier to
that roll.

On a ship’s turn, the captain decides which of
the ship’s actions to use.

Crew in Combat

Managing a ship’s entire crew in combat can
prove cumbersome, especially as larger ships
often host dozens of sailors. Typically the crew
is too busy managing the ship to do anything
else during combat. Don’t worry about tracking
their specific positions unless you want to add
that complexity. You can assume that the crew
is evenly divided among the upper two decks of
a ship.

Crew Casualties

Slaying a ship’s crew reduces the number of
actions most ships can take, making the crew a
tempting target in combat. Resolve individual
attacks as normal, using the guidelines for
resolving many, identical attacks at once from
the Dungeon Master’s Guide as needed.

In the case of spells that cover an area, such as
fireball or lightning bolt, you might track the
exact location of the spell and crew to
determine how many sailors it affects.
Alternatively, you can roll 1d6 per level of the
spell. The total of the dice is the number of crew
members caught in the spell’s area.

Crashing a Ship

If a ship moves into the space occupied by a
creature or an object, the ship might crash. A
ship avoids crashing if the creature or object is
at least two sizes smaller than it.

When a ship crashes, it must immediately make
a DC 10 Constitution saving throw. On a failed
save, it takes damage to its hull based on the
size of the creature or object it crashed into, as
shown on the Crash Damage table. It also
stops moving if the object or creature is one
size smaller than it or larger. Otherwise the ship
continues moving and the creature or object
collided with moves to the nearest unoccupied
space that isn’t in the ship’s path. At the DM’s



discretion, an object that is forced to move but
is fixed in place is instead destroyed.

A creature struck by a ship must make a
Dexterity saving throw with a DC equal to 10 +
the ship’s Strength modifier, taking damage
based on the ship’s size (as shown on the
Crash Damage table) on a failed save, or half
as much damage on a successful one.

Crash Damage

Size Bludgeoning Damage

Small 1d6

Medium 1d10
Large 4d10
Huge 8d10

Gargantuan 16d10



Wildspace Changes
(Aka, Matt's Rules)

Gravity

Gravity functions through a principle of
simplicity. For the most part, the ship’s gravity
defines down as if the ship was set on a planet,
meaning that the multiple decks of a
Spelljammer treat down as expected. However,
you can stand on the bottom of the ship. Ships
designed in wildspace may have radial
gravities, if any.

Combat

Extreme Range: Ranged attacks in the
weightlessness of wildspace effectively have no
range limit. You can shoot at anything you can
see, beyond the weapon’s regular max
distance. However, it is very hard to hit a target
for effect at that range. Attacks beyond their
long range have double Disadvantage.

Spelljlamming

Spelljammers are powered by psionics, mental
energy converted by a spelllamming helm to
create an envelope of breathable air and to
move a ship along the sky, even between
worlds.

Spellcasters are the best at this, having trained
their minds to handle flows of energy. However,
just because spellcasters have the advantage,
that doesn't mean that they are the only ones
who can pilot a helm. Any sentient character
can take the helm. If the helmsman doesn't
have a spellcasting modifier, they use
intelligence as their Piloting Stat. A spellcaster
normally uses their Spellcasting Stat for their
piloting stat.

Most of the abilities of a spell jamming helm
require the helmsman to be sat on the Helm
itself. At the start of the initiative round, the spell
jammer gains Ship Actions equal to the
Helmsman's Piloting modifier (minimum 1).
These can be spent by the Helmsman at any
time during the round to perform various actions
the spelliammer can perform.

Ship actions can be taken at any time,
however they can’t be taken as a reaction. If
there is a Iull in one side’s turns, a helmsman
can announce a ship action.

IE: You can’t use your movement to pull away
in between a Ranger’s volley of attacks, but
you can make some space before their
wizard is brought to bear. Hopefully, their
helmsman doesn’t have the movement to
give chase!

Ship Actions

Move: For a single ship action, move up to half
of the spelliammer’s fly speed. The ship can
also rotate up to 90 degrees at any point
during this movement.

Manipulate Ship Shields: This ship action
encapsulates several different things you
can do with the ship’s psionic shield. Turning
the shields on or off is straightforward. This
action can also be used to quickly toggle the
shields, which can allow an ally to teleport
aboard. Another use of this action is to
switch the source of the shields. This
happens with no gap in their function.

Connect to Spelljammer: A helmsman can
open up communication with a spelljammer
that they can see. This functions
somewhere between telepathy and the
sending spell. During combat, there might
only be time for a quick message, or maybe
an attempt to glean intentions. Outside of
combat, a more open communication can
occur. Some creatures can be connected to
as if they were spelljammers.



Psionic Sensing: A helmsman opens their
senses to the trails of psionic energy that fill
wildspace. This provides various information
that would be considered common
knowledge to the local. The paths that
spelliammers travel often, leading to port
cities receptive to their kind, are easy
enough to follow. A Piloting check can let the
Helmsman track a particular ship through
wildspace, opposed by the leading Pilot who
may have made a check to obscure their
tracks.

Pilot Actions

Transfer Attunement: Costs 1 action The
character with attunement to the helm
touches another creature and transfers the
attunement.

Alter Point of View: Costs 5 ft of personal
movement. The Helmsman can move their
point of view to a position as if they were
standing anywhere on the spell jammer.
They can alternatively take a tactical view
where they know where the ship is in relation
to other things (aka a third person view, or
that of a tactical map)

Encumbrance

Ships can become overloaded. This can
happen when too much cargo is loaded up, if
the ship is towing another vessel, or if the
psionic load has become too much. Each ship
stat block lists the ship’s Operational Weight,
which is the weight of the ship and the amount
of cargo it can carry.

A ship moves at half speed if it has more than
its cargo weight, and quarter speed if that
amount gets above twice the Operational
Weight.

When attempting to tow a large object or
another ship, divide the load being carried by
the Operational Weight of the ship to get the
number of levels of encumbrance.

Exhaustion

As a spelljammer is pushed to the limit, it can
become exhausted, which describes a situation
where the various components of the ship are
worn out and unreliable. The effects of
exhaustion are applied to any check, save, or
attack being performed via ship’s systems.

Instead of halving maximum hitpoints, 4 levels
of exhaustion instead halve the maximum hit
points of shields for the ship, and the damage
threshold of the ship and its components.

Ramming

Ramming is, essentially, intentionally crashing
the ship into a particular target. Make a piloting
check against the AC of whatever you’re aiming
at. If the DM decides that a crash is
unavoidable, no attack roll is necessary, and the
crash occurs automatically.

When a spelljamming ship crashes into
something that could reasonably damage it,
both the ship and the creature or object it struck
take bludgeoning damage. The base damage
from the ship is based on the vessel’s size. For
every 30 ft of movement before the collision, roll
an extra 2 dice of damage. If the target is
moving towards the ship, its speed is added to
this. If it's moving away, reduce the total by the
opposing speed.

If the ship runs into something that doesn’t have
hit points (such as a planet or a moon), apply
the damage only to the ship. The ship stops
after crashing into a Gargantuan or immovable
creature or object; otherwise, the ship can
continue moving if it has any movement left,
and whatever it struck moves to the nearest
unoccupied space that isn’t in the ship’s path.

Each creature on or inside the vehicle when it
crashes must make a DC 15 Strength saving
throw, taking 1d6 bludgeoning damage for
every 10 feet the vehicle moved since its last
turn (maximum 20d6), or half as much damage
on a successful save. If a ship still has its



psionic shield up, the crew members
automatically succeed and take no damage.

Spells against Spelljammers

In combat, some spells work on spelljammers,
and some do not. The GM can say which do
and don't. In general, however, a ship’s
Strength and Dexterity saves are performed by
the Helmsman using their piloting modifier. A
ship's Constitution save is determined by
material. Subtract 11 from the ships AC to
determine its Constitution bonus for a
constitution save.

Effects that are intelligence, wisdom, and
charisma-saving thrills are more likely to be
affecting the crew then the ship itself.

Ship Shields

The capabilities of modern D&D characters
make Spelliammers a dangerous place. The
Psionic Shields make it safer. While the shields
are active:

- Creatures on the spelllammer cannot be
targeted by attacks or effects from outside of
the ship.

- Areas of effects from effects outside of the
ship cannot affect areas inside of the shield.

- Teleportation effects from outside the ship to
inside the shields fail.

- Enemy boarders cannot get onto the deck
while the shields are up.

While shields protect the deck, creatures can
land on the hull and attack the shield from
there.

A baseline active shield has 30 hit points. When
this is brought to below zero hit points, the
shield is deactivated and triggers roll on the
Shield Collapse table. It cannot be engaged
again until it has been brought to full hit points.

1. Feedback Surge: The helmsman takes
2d10 psychic damage and must succeed
on a DC 14 Con save. On a failure, the
ship does not regenerate shields at the end

of the round. Repeat the save each round,
save ends.

2. Static Discharge: All crew on the outer
deck must make a DC 13 Dex save or take
2d6 lightning damage.

3. Battery Burnout: The shield battery that
was connected to the shield is burned out
and doesn’t regenerate until it's repaired.
This repair requires Tinker’s Tools and a
DC 16 Arcana check.

4. Structural Ripple: All installed
components on the ship take 2d6 damage.

5. General System Failure: The helmsman
makes a DC 16 save with their Piloting
skill. On a failure, the Sperlliammer takes
one level of Exhaustion.

6. Propulsion Misfire: The ship’s speed
drops to 0 until the end of the next round.

Shield Regeneration

At the end of the round, each shield battery that
is connected regains HP equal to the
helmsman’s Piloting modifier.

Stations

Some ships have stations. These are places
where characters who are not Helmsman are
able to interface with certain ship systems. The
most common of these is weapons stations.
Stations are normally independent from the
spell jamming system as a whole, enough to
require separate crew members to activate.

In addition to weapon systems, several ship
upgrades create stations that crew can interact
with. These stations remove a ship’s action
from the helm’s control and place it where other
members of the crew can access it. This allows
members of the crew to spend an action to use
a ship’s action. By default, Stations remove the
helm from being able to perform the target
action. This requires a crewmember (who can
be the helmsman) to access the station to gain
the benefits. For an extra 2,000 gp, the Station
can be installed with secondary access,
allowing the helm to still perform this action.



Ship Repairs

Ships have hit dice. They gain benefits from
short and long rests, as it's presumed that the
crew is maintaining the ship during this time.
The mending spell can patch things, but the
ship, and the helmsman, know that it’s just a
patch and over time, there will need to be large
repairs done.

If the mending spell is cast on the ship or one of
its components, one of the ship’s Hit Dice is
rolled. The caster’s Spell Casting modifier is
added to the amount of Hit Points recovered.

A creature spending an hour repairing the ship
may spend a hit die for the ship. If they have
appropriate tools and proficiency in those tools,
they can add their Proficiency to the amount
recovered. Any number of creatures can work
on the ship at any time.

During repair time, a creature can make a DC
15 Intelligence check, adding Proficiency if
proficient with the repair tools they are using.
On a success, one level of exhaustion is
removed from the spelljammer.

Equipment with special rules

Grappling Hook: To secure a grappling hook
against a spelljammer in flight, make a Dexterity
(Acrobatics) check. The DC is the ship’s AC, +1
for each 10 feet for each time the ship has
moved this turn. On a success, the hook finds
purchase and creatures can climb the trailing
ropes to the spelljammer.

Ship upgrades

Each spelljammer is customizable. There are
common builds for ships, and captains take
what they can get, but over time, their ships get
upgraded and tweaked to the captain’s whims.

Each ship has a number of modification slots
based on the ship’s size. It costs 5,000 gp to
add or remove most upgrades. Some upgrades
require other materials and components that
are purchased separately. Some cargo slots

can be used for upgrades, losing the option to
use that for cargo.

Most modifications can only be taken once,
unless stated otherwise.

Negative Modifiers

Some “upgrades” are not very helpful, and in
fact could be considered hindrances. Negative
modifiers don’t take up a modification slot, and
instead increase the available modification slots
by 2.

Ship Templates

Small Ship
Upgrade Slots 5
Cargo 10
Default Speed 50
Collision Damage 14d10
Medium Ship
Upgrade Slots 10
Cargo 20
Default Speed 40
Collision Damage 16d10
Large
Upgrade Slots 15
Cargo 35
Default Speed 30
Collision Damage 18d10
Huge Ship
Upgrade Slots 20
Cargo 50
Default Speed 25
Collision Damage 20d10
Gargantuan
Upgrade Slots 25
Cargo 100
Default Speed 10

Collision Damage 22d10

Ship Materials

Wood

AC 15 Damage Threshold 15
Stone

AC 16 Damage Threshold 20
Metal

AC 16 Damage Threshold 15



Ship Designs

Aquatic - Looks and functions as a sailing
vessel. Floats. Has the “Unstable Struts”
Negative modifier, the Seaworthy Upgrade,
and the Unassuming Upgrade

Land - Designed with landing struts to be able
to be set down on land. Has the “Landing
Struts” Upgrade



List of upgrades

General Upgrades

Akashic Record Access

When taking the "Psionic Sensing" action, many
details of the neighboring area are provided.
This includes things like common trade goods,
a sense or recent military powers, it's basically
the Commune with Nature spell, but for space.

Cargo Extension

The number of cargo slots the ship can carry
increases by 5. These cannot be used for
upgrades. The ship's fly speed is reduced by 5
ft, to a minimum of 5. (This is calculated *after*
all speed increase upgrades are applied)

Central System Control

As a Ship Action, the Helmsman can perform a
number of ship manipulations equal to their
piloting stats. ship manipulations: open, close,
lock, or unlock a door. move a lift. darken or
brighten the lights in a room.

Helmspell Matrix

Allows the Helmsman to cast spells as if they
were the ship. The spell's range is multiplied by
5.

Impenetrable Envelope

Requires Resilient Envelope. This modification
adds the following line to the Reinforce Air
Envelope action: "The air envelope can be
further reinforced. As a ship action, you can
enable or disable additional reinforcement that
causes liquids to be displaced by the air
envelope. (Warning: Does not work on
lava/magma)"

Interpersonal Communication

Crew members can cast the message spell,
targeting another crew member. Both must be
on or near the vessel for this ability to function.

The Helmsman cast this spell with a Ship
Action.

Landing Struts

This vessel has supports built in, allowing it to
set down on a reasonably flat surface without
issue.

Resilient Envelope

This modification adds the following action to
the list of ship actions: "Reinforce Air Envelope:
With a ship action, you can enable or disable
this feature. While enabled, the ship's air will
not mix with that of other vessels or bodies.
This keeps the air from being refreshed, but
also keeps the air from mixing with air that
could be undesirable, like stale or deadly air, or
planets with poisonous atmospheres."

Spare Parts Bin

The ship gains 4 extra hit dice. A ship can have
any number of this upgrade.

Targeting Assist

As a Ship Action, the Helmsman can provide
helpful targeting information, allowing all ship's
weapons to gain a d4 to attack rolls until the
end of the round.

Unassuming

This vessel is disguised as something more
mundane. Most commonly, a naval vessel.

Unseen Servitors

As a ship action, the Helmsman can cause a
more weighty manipulation to occur on the ship.
This can include shifting cargo, performing the
Utilize Action to reload a ship's weapon, and
other effects.



Communication Upgrades

Audible Communication

When communicating with other ships, the
communication can be made to come through
as an audio channel, allowing multiple
characters to participate.

View Screen

Requires the Audible Communication Upgrade.
When communicating with other ships, the
communication can be made visible, showing a
representation of the helmsman on the other
side. This makes it easier to convey
information, as well as makes insight checks
easier.

Helm Upgrades

Helmsslime

A carefully bred ooze that is sentient enough to
pilot a spelljammer. It can follow basic
instructions, providing a rudimentary autopilot. It
takes an action to pass attunement of the helm
to the Jelly, or to take the attunement back.

Navigator Jelly

A carefully bred ooze that is sentient enough to
plot a course between know worlds. It can
navigate to well-travelled locations, allowing the
ship to travel at spelllamming speeds. It takes
an action to pass attunement of the helm to the
Jelly, or to take the attunement back.

Remote Control Rod

This allows for a rod that can perform basic
maneuvers. It's slow, allowing a maximum of
one ship action a turn. And while the range on
the control works similar to the sending spell,
allowing the command to be given anywhere on
the plane, a basic helm can't handle
complicated instructions. "Go forward" might
end up with your ship crashing into a planet, if
you're not careful. A ship with this feature
cannot use it to travel at spelljlamming speeds,

and the rod cannot overpower an active pilot.
Additional rods cost 1,000 gp to manufacture.

Hull Upgrades

Armor Plating

The vessel's Armor Class increases by 2, and
its speed drops by 5 ft. (This is calculated
*after* all speed increase upgrades are applied)
A ship can have any number of this upgrade.

Seaworthy

The ship has been redesigned to float in water,
and can be set down without issue.

Unnoticeable Field

This modification allows the spelliammer to
pass unnoticed, but only while the ship is
considered to be passive and friendly. This
modification does not function to provide an
advantage in combat, and in fact provides the
opposite, alerting any foes that the ship is trying
to approach by stealth.

Propulsion Upgrades

Fixed Space Anchoring

As a Ship Action, all movement can be halted,
and the ship affixed in space, normally relative
to a landmark or building. The ship won't move,
unless brought into contact with a larger
gravitational source.

Psionic Torque Modulator

The vessel's Operational weight counts twice as
much when determining the encumbrance from
towing objects. This can be acquired multiple
times, each time counting the vessel’s
Operational weight an additional time.

Speedcloth Sails

The Speed of the vessel increases based on it's
size. A Small ship adds 20 feet of movement
per Speedcloth Sail. A Medium ship adds 10



feet of movement. A Large Ship adds 5 ft for
each. A Gargantuan ship adds 5 ft of movement
for every 4 speed sails added to the ship. A
ship can have any number of this upgrade.

Figurehead Upgrades

Ramming Prow

This metallic prow has 100 hp. When the
spelliammer rams a target, the damage to the
ship is done first to the ram. The ram has
resistance to self-inflicted damage from
ramming attacks.

Shield Upgrades

Elemental Dampener

A secondary shielding effect is present on this
ship that halves the damage from one of the
following elements: Fire, Cold, Lightning,
Thunder, Radiant, Necrotic. A ship can have
any number of this upgrade, but must select a
different element each time.

Psionic Recovery Accelerator

Shield batteries connected to the helm restore
an extra 2 hit points a round. A ship can have
any number of this upgrade.

Psionic Shield Booster

The hitpoints of your shields increase by 5. A
ship can have any number of this upgrade.

Scryshield

While the shields are activated, the sensors
created by divination spells can’t appear inside
the temple, and creatures within can’t be
targeted by divination spells. Effects created
from inside the shields bypass this disruption

Secondary Shield Battery

A second set of hit points for the shield. This
regulates independently during the shield
regeneration phase. The battery can be

disconnected or reconnected, requiring an hour
of maintenance to reattune/unattune the battery
with the ship. An unattuned shield battery
cannot be used to power the shields, but also
cannot be damaged during maneuvers. A ship
can have any number of this upgrade.

Stations and Rooms

Berth

A space for a smaller ship to dock. Docked
Ships take damage when ship components take
damage. A ship can have any number of this
upgrade.

Communication Station

This station removes the communication duties
from the helmsman. As an action, a character at
this station can perform the Ship action of
"Connect to Spelljammer." This upgrade has 30
hp. If it is brought to 0 hp, the ship cannot use
the Connect to Spelliammer action.

Comfortable Quarters

A room installed on the ship that can provide
luxury resting conditions for up to 2 medium
sized creatures at once. They are able to take a
Long Rest, despite the travelling. A ship can
have any number of this upgrade.

Containment Cells

A room installed on the ship that can hold 2
medium sized creatures for long periods of
time. The door is locked psionically and can
only be opened or closed at the helm. Normally,
containment cells are designed with iron bars
that allow conversation and some access to the
prisoners, but other designs are available. The
basic design places both prisoners in the same
space. Refitting a cell to adapt to a specific
prisoner costs 100 gp. A ship can have any
number of this upgrade. The containment cells
have 30 hp. If this reaches 0, the cell doors are
no longer secure and any prisoners inside can
exit at their leisure.



Holographic Plotter

A 3D display of nearby object, allows for the
group to examine things together

Local Area Scanning Station

This upgrade moves the "Psionic Sensing"
action away from the helm. Other members of
the crew are able to see the details of the area.
Information gathered from the psionic scans are
present for recall on the station and do not need
to use a ship's action to gather again. This
station has 25 hp. If it takes 5 damage or more
at once, it loses the information currently held
on it. If this station is brought to 0 hp, the ship
cannot perform the Psionic Sensing action until
it is repaired.

Psionic Crane

This station can be used to quickly create
psionic tow ropes. Designed to lift cargo onto
and off of ships, it requires just an action to
create the anchor, and with subsequent actions,
the anchor can be moved up to 60 ft. It requires
a Piloting check to attach the anchor to a target.
Most stationary things like cargo have an AC of
13. A ship can have any number of this
upgrade. This station has 50 hp. When it takes
damage, the psionic tether will dissolve, unless
the active Pilot of this station makes a Piloting
check similar to a Concentration check.

Specialized Room

A room is installed in the ship that is dedicated
to a particular purpose. Psionic energy from the
ship aids particular actions done in here.
Common examples are a Chircurgy, for
performing medical operations, a Workshop, for
actions that use artisan's tools. Performing
appropriate checks inside of the room gain +d4
to the check. This station has 20 hp, and
ceases to provide a benéefit if brought to 0 HP

Stables

A room installed on the ship that can hold 2
large sized creatures for long periods of time. A
ship can have any number of this upgrade.

Teleportation circle

This room has a teleportation circle installed.

Vault

A room installed on the ship that is very secure
and almost impossible to open from the outside.
Often, a particular key is created when the vault
is installed, which is the only way to open the
door. A ship can have any number of this
upgrade.

Weapon Mount

This is a Station set on the ship where a
weapon like a ballista can be mounted. When
the station takes damage, the mounted weapon
takes damage.

Negative Upgrades

Cramped

The living space on this vessel is not very
comfortable. Long Rests cannot be taken
aboard the ship.

Drifting

The ship's position does not remain fixed and
moves by currents of air, water, or even

wildspace. The ship cannot take a stationary
position without someone sitting at the helm.

Inertia Undampened

When the Spelliammer takes damage,
unsecured crew must make a Strength saving
throw equal to half the damage taken, minimum
10. On a failure, they are unable to keep their
position. This may result in them falling prone,
being thrown about, or taking damage,
depending on the current actions of the ship.

Limited Viewport

The helmsman cannot take the "Alter Point of
View" Pilot action and must rely on what they
can see from the helm.



Nonboyant

This vessel sinks like a stone if it hits water. A
careful helmsman can maintain the illusion of
floating, but the ship has no innate buoyancy.

Open Environmentals

The ship's shield provides no refuge from the
environment. Instead of being balmy, the
temperature depends on the planet or other
environment they might be in.

If the spelljammer travels quickly through an
atmosphere, exposed crewmembers must
make a strength saving throw, DC 10 + 2 for
every 30 feet the ship travels. On a failure, they
are blown over, which could cause issues
depending on the maneuvers.

Planet bound

This vessel cannot create a sustainable air
envelope. This means that it cannot leave an
atmosphere for more than a few minutes at a
time.

Psionic Feedback Shields

Whenever the shields take damage, one tenth
of that damage is dealt to the Helmsman as
psychic damage.

Unstable Struts

This vessel cannot set down on land, except in
a special cradle. Trying to do so would result in
a crash.

Untuned Divination Interference

The ship's shields allow no divination spells to
pass through, in either direction.



Scruff to still write

How long does it take to leave a planet?
Tug of War

Fleets

Fighters

Strapping cargo to the roof

Armadas

Wishing upon the Astral Sea
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