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UUHAaT e In THie Book

This book provides support and expanded rules for martial characters in the Starfinder Roleplaying Game. The book

specifically focuses on soldiers, operatives, and solarians. It also details the martial and military organizations of Red

Sector- ideas that can be used for any Starfinder game. Finally, it provides two new martial classes for Stafinder: the

Oni and the Savage. Though couched in “Red Sector”, that is just set dressing and the rules provided are designed to
be able to function in any setting or game.

Rep SecTtor

Anp THe Lencue oF WoRrLbs

Red Sector is a densely populated sector of space
that is home to a sector-wide organization known

as the “League of Worlds”. They are unaffiliated but
generally cooperative, as much as such disparate
species can be civil with each other, and have open
trade and little else between each other. The sector
got its name because the large number of red dwarf
stars as well as an abundance of red stars (stars in the
L & T spectral type). They have no formal central
authority except for a station where formal meetings
and discussions between worlds exist. This station,
Red-1, is the size of a moon and is the legal /political
hub of the sector.

Ucing Rep SecTor
v Your Game... or NoT

This book is written in a setting neutral fashion;

you can use any of the content found in this book
regardless of it you use Red Sector in your game.

No mechanics are related to Red Sector. All content
fits in well with Starfinder’s default setting (the Pact
Worlds). If you would like to use Red Sector material,
we suggest you pick up other Red Sector books.

ImporTANT FEATURES

Tarrasques: There are a number of giant, hibernating,
tarrasques that float in the dark of space until they
happen upon a world. When they awaken they lay
waste to all in their past, consuming worlds and
leaving misery in their path.

Thaun: The Thaunik Empire, a race of avien warriors,
are slowly trying to conquer Red Sector.

The Losts: A region of space decimated by a way
between two long-forgotten gods. This region of
space is so filled with curses, eternally persistent
magical effects, unspeakable horrors, and traps from
their fight that no one in their right mind would ever
venture into it.

The Founding: A thousand years ago, at the famous
Rendonti Conference, 8 great species united to
destroy a Tarrasque that was en route to destroy

an urban world. That pact grew into The League of
Worlds.

The League of Wotlds: A vague economic, political,
and military alliance between most of the major
species and worlds of Red Sector that fails to defuse
situations as often as it succeeds.




WMarTIAL

DrcanizaTione

THe Denap Men
On the small, neutral, penal-moon of Dracosphere
a maximum security prison dominates half of the
moon. An armed mercenary force, affectionately
known as “The Dead Men”, operates under the
command of the warden of the moon for the
highest bidder. The members of the Dead Men are
not convicts themselves but free people who have
volunteered their service to this mercenary unit. For
every day they serve, a day is taken off the sentence
of someone in the prison. Should a Dead Man die in
the service of their mission, they are considered to
have served a “life sentence” for the person they are
fighting for. While serving, the person they serve
for gets preferential treatment (more food, better
quarter, medical checkups, less restrictions, more
communicator privileges, etc). This is a hellishly
corrupt system as it is a side-gig for the Windstep
family; a family of hereditary wardens who oversee
the prison for the Teglodonis Mega Corporation.
Some prisoners have hired slaves to serve for them
and expect them to die on a mission so they can get
out, others have arranged it so every day they serve
adds one day to a specific prisoner’s sentence, and
some just serve to free people quicker out of a sense of
religious obligation.

The Dead Men are deployed on the worst mission and
new Dead Men have only a 12% chance of survival on
their missions. Those few, rare, veterans are promoted
to “Non-Con” Officer (“Non-Convict Officers”)
positions within the organization. While it seems like
this would be a small force it actually ends up being
pretty sizable. With a 14 million prisoners on the
“Dracosphere Maximum Security Detention Moon”
about a quarter million Dead Men are active at any
given time.

It is quite a lucrative force as it is regularly hired out
to people who need something done bloody and

off the books. This has made the Teglodonis Mega
Corporation and the Windstep family quite rich and
accounts for about half of the total income of the
moon. They are in such demand that the current
warden, Sir Thaddius Windstep, was ennobled for his
service. Many such honors have been heaped on the
warden and because of this the Windstep family has
been held in high esteem for
generations despite doing_
such a dirty job. f




THe Dracoon Lecions
Many centuries ago a planet known as “Mewth”

was destroyed by a great darkness. History does not
recount what destroyed this dragon’s graveyard world
but it was likely one of the floating Tarrasques that
plague Red Sector. In the fight against this Darkness
the servants of several immensely powerful elder
dragons were resurrected after they fell; cursed and
blessed to live out lives as immortal soldiers who
haunt living armor.

Now the legions of these great dragons are a
crusading force for order in Red Sector, taking on
large campaigns against things like pirate fleets, the
threat of the tarrasques when they appear, and try to
act as peacekeepers when called on by the League of
Worlds. While not directly under the control of the
League of Worlds the Dragoons are always willing to
serve a greater good.

THe EnpLese Horbpes
Born somewhere in the Losts, a decimated region of
space livid with curses, are the savage soldiers known
as “The Endless Hordes”. They are comprised of a
number of different tribes, clans, races, and subgroups
but they all hail from the unfrequented areas of Red
Sector. The major players in the Endless Hordes
are the “Losts”, the Slaadlings, the Tarrasqueling
brood-hordes, the Heckitan storms fleets, and several
mercenary companies of Samebito. They all seem
to raid together under some mysterious leadership.
Their cohesion is limited and unstable; they are
a generally collected rabble that fights amongst
themselves as they fight others.

THE LosT TECHNO-BARBARIANS

The techno-barbarians are comprised of those

from backwater worlds who have positively
backwards levels of technology. Their overpopulated
homeworlds are often on the fringes of the Losts,
preventing any semblance of an advanced culture
from developing; none of them are in the League of
Worlds. They are composed of dozens of species and
most are of some mixed heritage. However they are
not simply a rage-filled savages. They are actually the
desperate people from a collection of worlds who
suffered societal collapse after their planets drifted
into the Losts. They steal what they can because they
literally have no other opportunities to improve their
lot in life. Its like they are on a sinking ship and the
League of Worlds has a collection of lifeboats.

THE TARRASQUELING BROOD-HORDES
Tarrasquelings grow from the discarded parts of
tarrasques who occasionally try to eat planets in Red
Sector. They often spring up in groups from large
tarrasque chunks after a battle. These feral hordes
roam the fringes of space looking for easy prey.

HECKITAN STORMS FLEETS

Heckitans, or “Reds” as they are commonly called,
are magically supercharged humans with exceptional
short lives who are adrenaline junkies. They fly
about in great “Storms” of ships. Since everyone is

a daredevil, as soon as a target is in sight each Red
attempts to one-up everyone else and the escalation
quickly gets out of hand.



THE SLAADLINGS

Proteans wanderers who slip in and out of tears in
the fabric of reality thanks to chaos magic. Their
participation in the Endless Hordes is as sporadic as
everything in their lives.

SAMEBITO MERCENARY COMPANIES

Long ago the Sambito lost their world and now this
warrior race of shark-men offers their service to
anyone who is willing to pay. Between jobs they often
raid with the Endless Hordes and some find it to be

a better job than honest mercenary work so they go
renegade and just join the horde full time.

INVASIONS

Those in the Endless Hordes ride on massive
spaceships that are no better than pressurized and
(sorta) heated cargo ships. Once they crashland on a
planet or ram another ship all hell breaks loose. They
raid, pillage, and/or kill everything within sight.
They are either eventually beaten back to The Losts
or eventually take over whatever had the unfortunate
luck of being their target. Most worlds are safe from
their advance- simple automated turrets are enough
to pick apart their shoddy spaceships but they have

a peculiar knack for arriving right when things are
down.

In truth the Endless Hordes are really the playthings
of the various major powers in Red Sector. True they
are a backwards barbarian horse of techno-barbarians
and club-wielding savages but every major power
player in the sector knows how to direct them. Simply
pointing at a planet, supplying them with a few ships,
and telling them that there are lots of riches is usually
enough. To aid them their benefactors will disable
defenses before they attack. This has backfired a

few times and major planets have been besieged by
backwards space raiders for a few years. Controlling
them is a bit like riding a storm- they are a devastating
weapon to wield but can injure you as much as your
intended target.

What no one knows is that somewhere in the center
of the Losts, within a place so accursed that none by
the most hardy dare tred, is the palace of the “Silver
Septum”. This fortress is actually the heart of the
Endless Hordes and where their fearsome leader lives.
This tyrant has some nefarious purpose in mind for
her backwards kin. She united the various worlds of
the Losts centuries ago and somehow still lives and
rules them with an iron grip. No one knows her true
plans but they call her “The Losts, Reborn” and there
are those who worship her in secret, believing her to
be the fragment of one of the gods who did battle in
the waste and was thought dead...

THe Peaking Crane CLan
The Peaking Cran Clan was once simply a small space
station that was inhabited by a gaoth clan. Over time
they worked their services up into a sector-wide
business conglomerate. Many cargo goods are marked
with a crane to show that they have taken a piece of
the action and ensure its quality. They are, in effect, a
criminal organization in that they partaken in hostile
takeovers and monopolistic practices but, in Red
Sector where the law is weak, they are simply called
“big business”.

To secure their business empire the Peaking Crane
Clan (or PCC) employs one of the larger private
militaries in Red Sector to protect their business
interests. As they are gaoth and gaoth exalt the
concept of an honorable mercenary (called “santach”
in their language), many of their security officers are
hired from the ranks of mercenaries. They use Crane
Security on things that are not even directly under
their control, often supplementing security at major
ports or important centers of business. This helps
them keep graft and damage to goods down which
more than offsets the cost of paying for a few security
officers.




However within Crane Security there is an elite
assassination organization. Their name means “Shy
Cranes” in Gaoth and they are only whispered of.
They are said to be able to kill via a special martial

art that causes wounds to manifest sometime after
they are struck. This force is primarily composed of
skilled goath santach but anyone who shows the kind
of skill and company loyalty can be inducted into the
clandestine order.

THAunik BatTLE ScHooL
There exists a highschool for the most promising
students in the sector. This is no ordinary school
however; it is a Thaunic battle school open to anyone.
This deadly school is run by the Thaun Empire, a
warrior race whose entire culture is based around its
military. As the Battle School is designed to produce
the best soldiers ever it accepts all students. In the
entrance exam almost 90% of the class fails out or dies.
Each year about 25% of the students die or fail out
until the graduating class is only about 10-20 students.
They are, however, the finest warriors and military
minds of their generation; honed sharp and made
deadly by the best instructors in the sector. These
new Alexanders are required to serve 4 years in the
Thaunic military (though they are sometimes “traded”
to other military powers via a prearranged contract)
where they are given senior command posts despite
their young age and inexperience.

Those who graduate are given the chance to join

the Thaunic Empire as full citizens and are always
considered to be “honorary Thaun”, even if they
refuse. Graduates are given a feather tattoo under that
hangs off the corner of their left eye and are expected
to be armed at all times.

THe ¥aTo Rvu
The Yato Ryu (“School of Yato”) is a clan of secretive
mystic space ninjas who hunt devils and use their
blood in magic rituals to grant them strength. The
exact location and disposition of the Yato Ryu is
unknown to outsiders but it is a complex network of
covert training schools for high tech demon hunters
and assassins. They have no scruples about doing
bloody and even unethical work but will never side
with devils or other evil outsiders. They are famous
for their mastery of the magical arts and many mystics
come to study under their tutorage.

The Yato Ryu works though many shell companies
and intermediaries but has their hands in every
criminal activity in Red Sector; from the corrupt
backroom deals in Red-1 to the graft on Obsidian, and
even reach into the Thaunic Empire. They know no
political loyalty except to themselves and the devotion
of their operatives is second to none; they will die
sooner than reveal anything.




They serve as spys and information brokers, even
acting openly in this regard as legal jurisdiction
allows (though, always though subsidiaries). The
Thaunic Empire, who regularly hire the Yato Ryu
for spy missions on the League of Worlds, are openly
supportive of the Yato Ryu and the ninja clan acts
openly as themselves in Thaunic space.

The Yato Ryu hold deadly combat tournament that
feature their operatives for training and advertising.
While many are simply elicit online streams they are
famous for competing in NOWL under the “Cobra

Clan”, “Scorpion Sisterhood”, or “Crow Caste”, aliases.

It is an open secret that they are a front for the ninja

clan and they operate many martial arts schools under

those names.

The Yato Ryu was originally founded in opposition to
the Sasquatch shadow-government of Red Sector (as
described in the book Red Sector Races from LRGG)
by those who knew the truth about them. The two
organizations actively oppose each other with neither
playing with all the information necessary to defeat
the other. Only the highest level operatives of the
Yato Ryu even know the truth about the Sasquatch

as simply knowing is reason enough for someone

to be assassinated. However, in an ironic twist,
several of the highest ranking Yato Ryu members

are Sasquatches themselves. It is not clear if they are
under really really deep cover or if they are an actual
renegade faction within the Sasquatches.




THeE ALL-Lencue Six
Once every 2 years the League of Worlds hosts an
event call the “The All-League Six” or simple the “All
League”. In this a series of 6 events that take place
over 6 days. This is a highly televised event and it is
carefully monitored. It started out, or so the legends
say, as a friendly competition between the diplomatic
support staffs at the Red-1 space station. It has grown
into a formal competition.

Bach competitor has to gain the sponsorship of

a government in the League of Worlds and pay a
10,000 credit entry fee. Despite the sponsorship, the
individual governments do not gain any benefit and
may submit as many people as they want. Getting

a competitor in is a complex process that requires
some political maneuvering so the All League never
has more than 100 competitors. Many competitors
petition to join the All-League as those who perform
well are often recruited to sports teams, military units,
or for other prestigious postings.

As the name implies it is a series of 6 events that take
place in and around the moon-sized space station
known as Red-1. In each event players try to win the
most “round points”. The top 10 players in terms of
round points for a given event win “victory points”.
The person with the most round points gets 10 victory
points, 2nd gets 9, 3rd gets 8, so-on and so forth until
the 10th place person receives only 1 victory point.
The 15t place competitor of each round gets some
small advantage in the next one.

Competitors cannot use any technological aid

outside of any ability score-enhancing personal
upgrades (expressly those listed as personal upgrades).
Anything other than that must be turned off or
disabled. Any equipment used must be provided by
event staff and is carefully monitored by professionals.
Spells are not allowed. Any cheating detected
automatically disqualifies the offending party.

WMarTiIaL AcTiuITIES

ROUND 1: PRECISION SHOOTING

The first round involves people shooting at bullseye
target 90 feet away with a standard pistol. Competitor
take turns doing this in a sealed, silent, remote room.
The weapon used is a Tactical Semi-Automatic Pistol
(item level 1).

Because of the range and the weapon competitors take
a -4 penalty on attack rolls (30 ft. range increments
shooting at a target 9o feet away means 2 full range
increments beyond the weapon’s range, thus a -4).
Competitors get 3 shoots over 3 rounds to hit an AC
of 10 with this pistol.

If it hits, record the total attack roll. Add up all the
total attack rolls and the competitor with the best total
wins. Critical hits add an extra +5 to the total result (so
if you roll a natural 20 and had a +8 bonus, after the -4,
you'd have 20 + 8 + 5, or 33 total).

If there is a tie in total points at any point in the
standings, those competitors do a single shot shoot
off. This breaks the tie and gives the winner a higher
placement.

Bxample: If 3 people were tied for 3rd place they'd do
a 1 shot shoot off. The winner would be in 3rd place,
the runner up would be in 4th, and the last place
competitor would be in 5th.

ROUND 2: SPACE RACE

The second round requires people to race 3 laps in

a space racing craft. This is basically an orbit around
Red-1. Competitors make 1 Pilot check on each lap. So
long as they beat a DC 15, they have completed the lap
without incident. If they make this DC they record
their total result and add the results of all successful
laps together. If a check is failed it means you did not
meet the basic time requirements for that lap and it
won't be added towards your total.




If there is a tie in total points at any point in the
standings, those competitors do a single Pilot check.
This breaks the tie and gives the winner a higher
placement.

The victor of round 1 gets a nicer vehicle. This racer
has better controls and is more modern. It grants
them a +4 bonus on all Pilot checks.

RounD 3: Low-G WEIGHT LIFTING

In a low gravity environment of one of the large
storage compartments of Red-1 competitors try to lift
absurdly heavy objects.

Each competitor gets 3 attempts. Before each attempt
they declare how heavy of an object they wish to try
to life unaided and must lift that object clear above
their head. They then make a Strength check and if
they are successful they gain a number of points equal
to the DC of the challenge. If they fail the Strength
check they lose that many points. After 3 attempts the
competitor’s points are totaled up. The one with the
most wins.

If there is a tie in total points at any point in

the standings, those competitors must do an

arm wrestling match (or a round robin or small
tournament in the event of multiples) which is an
opposed Strength check.

The victor of round 2 gets 4 attempts and the worst
one is automatically dropped.

TaBLE 1-1: Low-G WEIGHT LIFTING

Lift DC Round Points Awarded
10 I
15 2
20 3
25 4
30 5
35 6
40 7
45 8
50 9
55 10

RouND 4: SpACE CHESS
The 4th round is where players match wits with a
computer in a game of four-dimensional space chess.

Each competitor begins by challenging the basic
computer setting, attempting a DC 10 Intelligence
check. If they win they get 1 round point and they
play the computer again at a higher difficulty,
increasing the DC by s.

If there is a tie in total points at any point in the
standings, those competitors must do a trivia match
(or a round robin or small tournament in the event of
multiples) which is an opposed Culture check.

The victor of round 3 may retry one failed check.

TABLE 1-2: SPACE CHESS

Round Computer DC Round Points
Awarded
1 10 1
2 15 2
3 20 3
4 25 4
5 30 5
6 35 6
7 40 7
8 45 8
9 50 9
10 55 10

RounD 5: TALENT

The sth round is the talent portion of the contest. The
winner is decided by a panel of 20 celebrity judges
from the entertainment industry of various worlds in
the League. Competitors have 3 minutes to perform
something impressive on stage in front of an audience
comprised of the judges.

While the success of this contest can vary widely
based on what people want to attempt to do, the
judges will sort competitors into their final round
standings. Generally, an act comprises some display




of skill and thus only those that result in skill checks
or ability score checks are allowed. If the check is

a Charisma-based Profession, Sleight of Hand (to
entertain), or a Diplomacy check it receives a +4
bonus because that is what the judges value.

This section allows magic to be used, though not in
any way that affects the judges (only spells that target
the competitor) and all magic use must be declared
ahead of time.

The winner of the 4th round gets a free photoshoot
and the performance venue is decorated with
promotional posters for them. This grants them a
+2 bonus on their act, so long as it is what is on the
promotion.

ROUND 6: FINAL SHOWDOWN

In the last round the top 2 competitors in terms of
total victory points go head-to-head. They must race
though a series of physical and mental obstacles on a
course designed to push them to their limits. The two
competitors make a series of opposed checks. Each
time they win they get 1 round point and -1 if they
lose it. If they tie on any check they both get o points.

The checks are, in order:

o Athletics (Overcome a physical obstacle course)

o Acrobatics (Walk a balance beam)

o Computers (Navigate a computer to open a door)

o Engineering (Solve a pipe/steam puzzle)

o Stealth (Navigate across a moving spotlight/
darkness room)

o Survival (Follow a series of tracks thought a maze)

The one who has the most round points at the end of
the final showdown wins, regardless of their current
victory point totals.

There is no advantage for the person who was the
victor for the previous round.

REWARDS

Competitors are awarded credits for certain
accomplishments. If someone else backed their
10,000 credit entry fee the credits are generally
automatically given to them instead. These rewards
stack.

TABLE 1-3: REWARDS

Accomplishment Credit Reward
Win A Round (Other than Final | 1,000 credits
Showdown)
Win the Final Showdown 10,000 credits
Bach Victory Point Earned (At 100 credits
the End)

Theoretically, if someone won every round (thus
earning 10 victory points each round too) they'd

win: 6,000 (from victory points) + 6,000 (from round
winnings) + 10,000 (final showdown) for a grand total
of 22,000 credits. A GM can adjust these ammounts to
fit their party’s level.

THe “NoTt O™ WReseTLING
Leacue [NOWIL)

On the slummy back alley worlds of Red Sector
every bar has a vid screen tuned to NOWL, an illegal
“wrestling” show put on by the Thaunik Empire. The
rules are- once you are in the ring there are no rules.

“THEY ARE MORE Like GUIDELINES” (RULES)
Matches take place in a 30 ft. x 30 ring ft and its
surface is 5 feet off the ground. It is made of wood
over concrete. There is a 10 foot border of steel
ground around each side of the ring (making it

a 40 ft. x 40 ft. space). This extra space is called

“the borderlands”. If you spend 3 rounds in the
borderlands- you are disqualified. After that there

is an invisible wall of force that separates the crowd
from the area of combat. It is erected once the players
enter and only is lowered when they leave. The ring
is lined with a 5 foot high ring of rope. Depending
on the venue this could be a lot of different material:
standard rope, barbed wire, electrified fencing, etc.
If you are adjacent to a rope you gain a +4 bonus




to your KAC against trip, bull rush, grapple, and
reposition attempts. Touching barbed wire causes 1d8
S damage and causes 1d4 bleed. Touching electrified
fencing causes 1d8 E damage and the competitor
needs to make a Fortitude save (DC 15) or be stunned
for 1 round.

Each competitor ingests a horse-killer: a pill that
when activated by part of the staff can either knock
you out or kill you (DC 35 Fortitude save to resist
either way). They are expensive and are reclaimed
from the competitor’s excrement after use.

Competitors are searched by one member of their
opponent’s team (known as their “toadie”) before

the match. The toadie has 30 seconds to search the
target. They may remove any weapons or armor (even
after time runs out so long as they are spotted during
this time). While the competitor does not have to
help their opponent’s toadie, they can’t hinder them.
Searching a target for weapons requires a Perception
check opposed by a Sleight of Hand check. A check
takes 6 seconds (1 round) to search a limb or one’s
torso. Anything brought into the ring is fair to use.

Matches continue until the victor decides it is over.
This requires one competitor to agree to submit, or

at least accept the terms offered by the victor. Being
disqualified means you are at the mercy of the victor.
The horse-killer is used to ensure you comply. A dead
or unconscious opponent is a defeated opponent.
Most matches are: “Once a competitor has reached

o0 Stamina, the fight is over and the victor may claim
some pre-arranged prize from the loser.”

Remember: Everybody lies. Everybody cheats.

WINNING

Typically the (living) competitors are given a cut of

the illegal ticket sales after the fight if they puton a

good show. This generally works out to about 1,000

credits x the average level or CR of the competitors

and is split by the living competitors. The victor (or
winning side) generally gets 75% of the take and the
loser gets 25%. Any damage to the arena is taken out
the paychecks of the competitors.

LosiNg

If you lose a NOWL match your life may be in

jeopardy. The victor has complete control over your

life once you have admitted defeat. Typical “prices” for

losing include:

o Your most prized piece of equipment.

o Your life (they kill you).

o Alimb (as a trophy).

o You become their servant for 1 month (though
Thaunik culture looks poorly on slavery).

o 1,000 credits x your level (if they are being nice).

You can typically offer around 2,000 credits x your

level to have them spare you from some more horrific

fate if you make a successful Diplomacy check-

though they may still publicly humiliate you. If you

don’t accept someone’s terms- you can always get back

up and kill them, or beat them until they yield to you.

MaAtcH STYLES

Card Match

The number of competitors is agreed upon
beforehand by both sides. Because people are
notorious for cheating, a spare competitor or two

is always in the wings- ready to jump in and help a
friend out. A typical match is 1 vs. 1 and is called an
“card match”.

Brawls

Matches with more competitors are called, “brawls”.
In a brawl victory cannot be obtained until all
members of a side are defeated.

Tag Team

There is a format called “Tag-Team” where it is 2 vs.
2 and a competitor can hit a small button located

on their person (genetically keyed to them) to swap
places with an ally. The ally who is not in the match
is secured in a small cell with a view screen of the
match. When swapped in, they appear in a random
empty corner of the ring. Using the “swap” is a swift
action and immediately swaps in your partner, but
ends their turn. After swapping you must wait at least
1 turn before you can use it. If one person on a tag-
team yields or is disqualified, the team yields.

Classic

There is a “classic” style of wrestling. In this style
character can wear no armor or technological aid




outside of any ability score-enhancing personal
upgrades (expressly those listed as personal
upgrades). Anything other than that must be turned
off or disabled. Only unarmed attacks and combat
maneuvers can be used. A creature pinned for 3
rounds or who has o Stamina Points is considered
defeated. Often times “classic” matches are used as a
legal alternative to NOWL fights.

is entertaining and everyone needs something to
distract them from the darker parts of their lives.
There is a 5% chance that a match will be shut down in
the middle of it due to a Thaun military police raid. If
that happens those who are captured are imprisoned
and slapped with a fine. For competitors or organizers
this is 1 month in a military prison and 2,000 credits
and 1 week and 500 credits for spectators. The prison

CULTURE

NOWTL is very illegal but it is one of those things that
even civilized people occasionally watch. Everyone
turns a blind eye to the barbarity of it because it

1-4: RiGGING

duration is doubled if the fines can't be paid.

Matches are often rigged in some way. Before a
match starts roll 1d20 on Table 1-4: Rigging to see
how rigged it is. When it says “one competitor”, roll
randomly to determine who this applies to.

NumBER | Resurr DESCRIPTION
I Totally Rigged One competitor is being set up to fail and even they don’t know. They will be drugged, sabotaged,
assaulted, and/or blackmailed prior to the match. Roleplay this for players but for NPCs they take a -4
on all D20 rolls.
2 Rigged One competitor’s horse killer will randomly go off, casing a painful stun. At the start of their turn, roll
1d20 if it is 10 or below they must make a DC 15 Fortitude check or be shaken.
3 No Toadie One competitor will not be investigated by his opponent’s toadie.
4 Scheduled Before the match, roll 4d6. The resulting number tells you what round the cops will raid the venue
Raid during. If the match doesn’t go that long- the cops will not raid it.
5 Robbery Someone hits the cash reserves of the venue- there is a 50% chance that there will be no payout to the
competitors.
6 Friend One side will have 1 additional surprise ally on their side. A 1 vs 1 match becomes a1 vs2and a4 vs 4
becomes a 4 vs 5.
7 Sabotaged One piece of equipment of one competitor gains the broken condition after the first time it is used. A
DC 15 Engineering check will remove this condition. This must be done to a player prior to the match
and they may catch it ahead of time.

8 Paid Off Judge | The committee watching the match has been paid off to work against one competitor and will use the

rules and technicalities to try to make them lose.

9 Hit Man The match is rigged and one competitor is actually being sent in against a stronger foe with the

intention of the competitor being brutalized or killed. After the toadie inspects their foe, a new
competitor is snuck in (avoiding inspection). This is a foe who has a CR or level that is 2 higher than
what was expected. In a multi-person fight only one foe is replaced in this fashion.

10 Faulty Shields | The wall of force has a 10% chance each round to fail. Once it fails it will not go back up. The crowd may
throw things or otherwise interfere in the match and damage to them becomes far more possible. You
never know who you will injure with a wayward laser blast at a high-stakes, illegal, sporting event run

by organized, well-equipped, rich, militant sociopaths.

11 Heckler A single member of the crowd just will NOT leave one competitor alone. It is distracting! Each round
the competitor must make a DC 15 Will save or be shaken until the start of their next turn. Once the

competitor has saved 4 times successfully the heckler no longer gets to them.
12-19 Unrigged The match isn’t rigged at all. It is just good, old fashioned, bloodsport.
20 Incentive Both competitors are bribed to put on a good show. The rewards are +50%.




CSnue DCe

If a fighting style calls for a save the DC is DC 10 + 1/2
soldier level + key ability score modifier (STR or DEX
for soldiers), unless otherwise noted.

DespPernDO
Desperados are gunslinging daredevils who risk life
and limb for the thrill of the fight, the adrenaline of
the duel, and the adulations of the impressed.

Gunplay [1st Level]: You can, without error (so long
as the DC is 20 or below), spin and twirl small arms
around. This has two additional effects; you may use
your small arms more efficiently as melee weapons
and you gain the Quick Draw feat as a bonus feat.
When using guns as melee weapons they deal 1d6

B per 3 soldier levels (minimum 1dé6 B) and count

as operative weapons. This also means that, while
wielding small arms you count as wielding both
ranged and melee weapons (whichever benefit is
better).

Small Arms Master [5th Level}: Small arms you wield
deal 1d6 extra damage. Increase this bonus damage
by 1d6 at gth level and every 4 levels thereafter. In
addition, Weapon Specialization adds your full level
to damage with small arms, rather than half your level.
Flair [9th Level]: You can spend 1 Resolve Point as a
free action after you kill a creature to make all non-
allied creatures who could see the action to make a
Will save or be fascinated by the action for 1d4 rounds
(roll once for all creatures who failed the save).

Fan the Hammer [13th Level]: Half the penalties

for making a full attack, attacking at a -2 rather than
-4. If used in conjunction with soldier’s onslaught

all attacks are made at -3 (rather than -6) if you only
use small arms. This reduction occurs before other
penalty reductions, such as Multi-Weapon Fighting.

Gunslinger [17th Level]: The dés that the small arms

master talent grants you are now d8s.

New FicHTING STYLESD

FicHTing STvLES FOR SoLpiere In THE STarRFINDER RPG

DeTonATOR
Warriors whose fondness for explosives is not
hampered by their love of melee combat, detonators
fight tooth-and-nail to win, completely unafraid of the
destructive tools they use.

Grenadier’s Strike [1st Level]: When making an attack
roll with a melee weapon you can expend 1 grenade
(in an easily accessible location) as part of the attack
action to cause the grenade’s effect to be added to

the attack’s result. On a successful hit the grenade
also goes off, exploding. This means all creatures
within the radius of the grenade, including you, must
make the associated Reflex save or take the grenade’s
damage. The DC for the grenade is 10 + 1/2 item level
+ Key Ability Modifier (STR or DEX). The detonator
gains a +4 bonus on this Reflex save. Only one
grenade per turn can be added to an attack (regardless
of how many attacks you make on your turn) in this
fashion.

Fearless and Ferocious [5th Level]: Whenever you
succeed on a Will save against a fear effect or a Reflex
save against an effect that affects an area, you gain a +2
morale bonus to attack and damage rolls against the
target that created the effect. This bonus lasts until the
end of your next turn.

Blast Shield [gth Level]: When you use your
grenadier’s strike style technique, you can spend 1
Resolve to not be affected by the grenade. When

you do so, you add your Strength modifier to saving
throws against weapons with the explode property for
three rounds.

Reckless Overcompensation [13th Level}: Whenever
you take a penalty to attack rolls as the result of a fear
effect or from an ability you chose to use (such as
Deadly Aim or making a full attack), you can choose
to ignore this penalty, taking an equal penalty to EAC
and KAC instead, which lasts until the start of your
next turn.
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Laugh In The Face Of Death [x7th Level]: As a

reaction to taking damage you can spend 1 Resolve
point as a reaction to gain temporary hit points equal
to the damage taken. Additionally, after using this
ability, you double the effect of any morale bonuses
you currently have and ignore any morale penalties
until the end of your next turn.

INnFANTRY
You are (or were) an infantryman and you had rock
hard battle discipline and tactics drilled into you.
You are resolute in the face of fear, faultless in the
execution of plans, and tougher than a pissed off
badger.

Target Marker [xst Level}: Any ally who attacks a
target you have successfully hit on your last turn gains
a +2 bonus on attack rolls against said target. If you
hit multiple creatures on your last turn only your first
target counts and if you used an area attack, select 1
target from those you hit to be your marked target.
Locked and Loaded [sth Level}: When wielding at
least two weapons you can employ them both when
making an attack. When making the attack, roll once
for both weapons. If both weapons hit, one does
damage normally and the other deals its item level

in damage (up to a maximum of the damage that
weapon could deal with that attack). If one weapon
misses and the other hits, deal damage normally with
the one that hit. If you critically hit, only the weapon
that you chose to deal full damage counts as critically
hitting (the other still deals it’s item level in damage).
This can only be done with one-handed weapons or
weapons with the explosive, line, or automatic.
Courage, Discipline, Honor [gth Level}: You may
spend 1 Resolve Point to automatically pass a Will
save against a fear effect.

The Full Amnold [x3th Level]: You may spend 1
Resolve as a free action on your turn to be able to
wield two-handed weapons one-handed for 2 rounds.
When using The Full Arnold you can use your locked
and loaded class feature with any weapon.

Infantry Commander [x7th Levell: You may spend 1
Resolve Point to automatically succeed any Will save
or spend 1 to cause an ally who can see and hear you
to re-roll a failed save. This second option may only be
used once per round on a given ally.

Maon-AT-Arme

In days long past men-at-arms were profession