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WELCOME

TO STARFINDER

Delving into alien ruins in search of lost magic. Matching wits
with corporate technomancers and their robot army in the
gritty streets of a space station. Strafing a dragon-crewed
attack cruiser with your starship, defending a new colony
from deadly alien predators, or making first contact with a
previously unknown alien empire.

Whether your tools are laser rifles, powered armaor, esoteric
magic, or simply your powers of persuasion, the Starfinder
Roleplaying Game is a game of heroes who change the face
of the galaxy, one adventure at a time.



\GETTING STARTED

In Starfinder, you and your friends play the crew of a starship exploring the
mysteries of a weird universe. Within this framework, however, there are no

limits to the characters you can play and stories you can tell. Will you join the
Starfinder Society in unearthing alien technology, or seek fame and fortune
as a corporate mercenary? Perhaps you're a Xenowarden fighting to protect
the ecology of new planets, a mind-reading mystic detective, or an android
assassin with a magic sword trying to atone for a dark past. Whatever your
mission, you and your team will need all your magic, weapons, and wits to
make it through. But most of all, you’ll need each other.

E efore you can pick up your arc pistol and blast off
‘ toward adventure, there are some key things you need
to know about running or playing in a Starfinder game. If
you're already experienced with roleplaying games, feel free
to skip ahead to the next page.

WHAT'S A ROLEPLAYING GAME?

Starfinder is a tabletop adventure roleplaying game (RPG): an
interactive story in which one player—the Game Master—sets
the scene and presents challenges, while the other players
each assume the role of a science fantasy hero and attempt
to overcome those challenges. By responding to situations
according to their characters’ personalities and abilities, the
players help to create the story’s plot as the outcome of each
scene (called an “encounter”) leads into the next. Dice rolls
combined with preassigned statistics add an element of chance
and determine whether characters succeed or fail at the actions
they attempt. You can think of an RPG as theater: the players
are the actors, while the Game Master is the director. But you
don't have to be a skilled actor or storyteller to play the game;
just describe what you want your character to do, and let the
Game Master and the rules do the rest!

The Players

Before the game begins, players typically invent their own
player characters’ backgrounds and personalities. While it's
possible to play multiple characters at once, it's generally the
most fun to have one character per player, so players can really
get into their roles. In addition to coming up with character
concepts, players use the game’s rules to build their characters’
numerical statistics, which determine the characters’ abilities,
strengths, and weaknesses. Chapter 2 provides in-depth
instructions for how to create a character, pointing you toward
relevant rules in other chapters. One of the reasons this book
is so big is that there are tons of optional rules to help you
customize an infinite variety of characters!

During the game, the players describe the actions their
characters take. Some players particularly enjoy play-acting (or
“roleplaying”) the game’s events as if they were their characters,
while others describe their characters’ actions as if narrating a
story. Do whatever feels best!

Many in-game situations in Starfinder have rules that govern
how they're resolved. When a fight breaks out, for example, the

OVERVIEW

rules in Chapter 8 explain how to attack, defend, move, and so
on. All the rules players need to play Starfinder can be found
in this book.

The Game Master

While the rest of the players must create their characters for
a Starfinder game, the Game Master (or GM) is in charge of
the story and world. The Game Master is a player, but for the
sake of simplicity, she is referred to in this book and other
Starfinder products as the Game Master or GM, whereas the
other players are referred to simply as players. The Game
Master needs to detail the situations she wants the players to
experience as part of an overarching story, consider how the
actions of the player characters (or PCs) might affect her plans,
and understand the rules and statistics for the challenges they
will face along the way.

Many Game Masters find it fun and convenient to run
premade adventures, in which the game’s story and mechanical
preparation is largely complete. The Starfinder Adventure Path
line fills this role nicely. Other Game Masters enjoy preparing
original game material, and many use a blend of both methods.
Either way, the rules in Chapter 11 help Game Masters figure
out which characters or creatures are appropriate opponents for
a given group of player characters, as well as how to adjudicate
everything from zero gravity and environmental hazards to what
sort of loot PCs should get as rewards for their accomplishments.

During the game, the players roll dice and use their player
characters’ statistics to determine how in-game actions are
resolved. Much like a referee, the Game Master is the final
arbiter of any action’s success or failure, and she can always
override the rules if she disagrees with an interpretation or feels
a given rules interaction is breaking the mood.

Unlimited Adventure

Aroleplaying game such as Starfinder can be played for as long as
the Game Master has an ongoing story she enjoys exploring and
advancing with her players. This means the game might last for a
few hours, if the story is short and self-contained, or it might last
several years. Each time the Game Master and players sit down to
play, it's called a game session—most sessions last several hours.
Games generally consist of several linked sessions that together
form a complete story, called an “adventure.” Short adventures
that can be played in a single session are commonly referred to
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as ‘one-shots,” while games that last many sessions or contain
several linked but distinct adventures are called “campaigns.”

WHAT'S IN THIS BOOK?

This book contains all the information you need to play
Starfinder, whether you're a player or a Game Master. While
some people may want to dive directly into the rules and
character creation beginning with Chapter 2, others may want
to first learn about Starfinder's setting by perusing Chapter 12.

For players making characters, Chapter 2 provides a step-
by-step walk-through of the process that includes references
to relevant chapters. Chapter 3 follows with information about
the different core races from which you can choose, and Chapter
4 presents classes that determine your character’s skills and
abilities. Chapters 5-7 include information for further customizing
your character’s abilities and equipment, while Chapter 10 covers
magic and spells for characters with a supernatural element. Feel
free to peruse some or all of these sections before embarking on
the character creation process. See the first step in Character
Creation on page 14 for more details.

Beyond information about character creation, this book
also contains the rules you'll need to play the Starfinder RPG.
Tactical combat, movement, and related rules are an important
part of Starfinder, as is starship combat, and these can be found
in Chapters 8 and 9. It's a good idea for players to review these
chapters when learning how to play Starfinder, and it's key
for Game Masters to understand them so that gameplay and
adjudication can flow smoothly.

Game Masters should also review Chapter 11, which collects
key GM rules such as Starfinder's common environments,
hazards like traps and poisons, instructions for building

encounters and preparing and running games, and more.
They'll also want to be deeply familiar with the setting
presented in Chapter 12, and Game Masters familiar with the
Pathfinder RPG and interested in bringing elements of that
game into their Starfinder adventures will want to review
Chapter 13, which explains how to incorporate legacy material
into Starfinder.

Besides this book, you need just a few things to play and run
a Starfinder game. Most importantly, you need a prepared Game
Master and players with characters they've created ahead of
time. (Blank character sheets can be found in the back of this
book and online at paizo.com.) You also need pencils and a set
of polyhedral dice. Each die is referred to using a “d” followed
by the number of sides it has (so a four-sided die is a d4). You
need at least one d4, d6, d8, d10, d12, and d20, as well as a set
of percentile dice (“d%") that generates a number from 1 to 100
(this can be simulated with two 10-sided dice). You also need
a tactical battle map with 1-inch squares and a starship battle
map with 1-inch hexagons, as well as tokens or miniatures to
represent your characters and ships.

Not sure where to start? Starfinder Flip-Mat: Basic Terrain
and Starfinder Flip-Mat: Basic Starfield give you the maps
you need to play, and you can find miniatures and cardstock
pawns like the Starfinder Core Rulebook Pawn Collection at
paizo.com, along with dice sets and other gaming accessories.

SOME BASIC CONCEPTS

To make the best use of this book, you'll want to be familiar with
several key terms and abbreviations. These are used throughout
the book, and many are common to tabletop roleplaying in
general. For a larger glossary, see page 512.
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1d6, d20, etc.

These figures are abbreviations for die rolls and indicate which
dice you roll to determine a variable number, such as the amount
of damage a weapon deals. The first number tells you how many
dice to roll, while the second number tells you the number of
sides the die or dice must have; if there's no first number, just
roll one die. For example, “roll 2d8” means that you must roll
two eight-sided dice, and “roll a d20” means you must roll one
20-sided die. Occasionally, you may need to roll a d3; if you don't
have a three-sided die, you can roll a d6 instead—treat a roll of 1 or
2asalarollof 3or4asa2,andarollof 5or6asa3.

Abbreviations

Starfinder has many game terms that are typically expressed as
abbreviations, including HP (Hit Points), SP (Stamina Points), and
RP (Resolve Points). If you miss or forget what an abbreviation
means, they're explained in the glossary starting on page 512.

Armor Class (AC)

This is a number representing how hard it is for an enemy to
strike your character in combat. A character has two Armor
Classes: Energy Armor Class (EAC) and Kinetic Armor Class (KAC).

Attack Roll

An attack roll is a d20 roll that represents your character's
attempt to strike another creature in combat.

Check

A check is a d20 roll that may or may not be modified by your
character’s statistics or another value. The most common types
are skill checks and ability checks (which determine whether
you successfully perform a task), and initiative checks (which
determine when you act in combat).

Combat

Typically, references to combat refer to tactical combat between
individual characters, which takes place on a square-gridded
battle map and is covered in depth in Chapter 8. Combat can
instead refer to starship combat, which uses a hex map; you can
find the details of that system in Chapter 9.

Creature

A creature is an active participant in the story or world. This
includes player characters (PCs), nonplayer characters (NPCs),
and monsters.

Difficulty Class (DC)

This is the target number a creature must meet or exceed when
attempting a check in order to accomplish a given task.

Encounter

An encounter is a situation that presents characters with a
challenge. This could be a roleplaying challenge where they
need to get information, a physical battle, a trap or puzzle, or
anything else that requires players to use their wits or their
characters’ statistics. Characters typically earn experience
points for completing encounters.
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Experience Points (XP)

Often just called “experience,” this is a way of tracking your
character’s increasing expertise gained as a result of overcoming
challenges. When characters earn enough experience points,
they advance in level, or “level up” (see Leveling Up on page 26).

Game Master (GM)

The Game Master is the player who adjudicates the rules and
controls the various elements of the Starfinder story and world
that the players explore. A GM's duty is to provide a fair and
fun game—she wants the other players to ultimately succeed
in their goals, but only after much heroic striving and danger.

Hit Points (HP) and Stamina Points (SP)

Stamina Points represent how much damage you can take before
you're actually hurt, while Hit Points represent how badly hurt
you can be before you fall unconscious or die. Stamina Points
are lost before Hit Points and are much easier to regain. For a
more detailed explanation, see page 22.

Level

A level is an indication of relative power within the game. There
are several types of levels. Class level is the number of levels of
a specific class that a character has. Character level is the sum
of all of the levels a character has in all of her classes. Level can
also refer to a spell’s level, an item’s level, or another scaling
mechanic that falls within the framework of the game’s rules.

Modifier

A modifier is a number that is added to a roll such as an attack
roll, saving throw, or skill check. It can be positive or negative.

Monster

A monster is a nonplayer character. In general, monsters are too
strange or unintelligent to be player characters, or are prevented
from being them for other reasons. A monster might be a player
character’s opponent or ally, or serve any other role.

Nonplayer Character (NPC)

A nonplayer character is controlled by the GM for the purpose of
interacting with players and helping advance the story.

Player Character (PC)

This is a character controlled by a player.

Roleplaying

Describing a character’s actions, often while play-acting from the
perspective of the character, is referred to as roleplaying. When
a player speaks or describes action from the perspective of a
character, it is referred to as being “in character.”

Round

In tactical combat, a round is a unit of time equal to 6 seconds
in the game world; every character who is able to act gets a
turn once per round. In starship combat, rounds consist of
three phases of actions and don’t correlate to a specific amount
of time.
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Saving Throw

A saving throw is a d20 roll representing your character’s attempt
to avoid or reduce some harmful effect.

Tier
Tier indicates scaling and is similar in meaning to “level”; it is used
for computers and starships, as well as other elements.

OVERVIEW OF PLAY

Building a basic understanding of Starfinder gameplay will help
you absorb the game's mechanical details. The following are
common aspects of Starfinder play.

Roleplaying

Anytime you're speaking for your character or describing her actions
but aren't in combat, you're roleplaying. This could be haggling
with a trader, describing your plan to sneak into a research station,
or just having a conversation with another player “in character”
These situations often require skill checks, in which a player rolls a
20-sided die and adds her modifier from the appropriate skill (see
Chapter 5 for more about skills), but they can also involve spells
or other special abilities. Sometimes roleplaying may progress into
tactical combat. Game Masters should encourage players to be
creative and resourceful during roleplaying, while also ensuring
that their actions have consequences—don't insult an excitable
crime boss unless you're ready to defend yourself!

Exploring
Starfinder is primarily a space opera, and exploring and
experiencing new worlds are key parts of the game. Exploration

in Starfinder might involve a single space station, a new and alien
planet, a faraway solar system, or the vast reaches of space. It
might involve any aspect of roleplaying, but it always involves
the GM describing the new and exciting scenes the PCs uncover
and with which they can interact. Cultures, environments, and
other wonders and hazards vary wildly when PCs explore new
places. The setting material found in Chapter 12 can help GMs
describe the places the PCs venture, and the rules in Chapter 11
explain how to adjudicate the PCs’ adventures in strange and
hazardous places with regard to their statistics and abilities.

Tactical Combat

When the PCs confront or are accosted by a creature or character,
the game shifts to tactical combat. Tactical combat involves
characters moving around a tactical battle map, attacking
or using magic and other special abilities, and defending
themselves from their enemies. In Starfinder, attacking generally
involves rolling a 20-sided die, adding modifiers to the result,
and comparing the total to enemy statistics such as Armor
Class to determine whether a target is hit. When their attacks
hit, characters deal a variable amount of damage depending on
their weapons and statistics. But of course, the enemy can do
the same thing to them! Full details about Starfinder’s tactical
rules can be found in Chapter 8.

Starship Combat

In combat between starships, the PCs pilot their ship around a
starship battle map, trying to maneuver into the best position to
fire on their enemies without being hit themselves. Full details
about Starfinder’s starship combat rules can be found in Chapter 9.
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EXAMPLE OF PLAY Y

wen the Game Master is running five players through

their latest adventure. Rob is playing Kopupali, a
damaya lashunta mechanic with her pet drone VU-RS.
Judy’s playing Kostchek, a shirren envoy who’s fond of
grenades. Amanda is playing Petal, a ysoki technomancer
who’s constantly tinkering and is best friends with
James’s brooding vesk soldier, Obozaya. Rounding out
the party is Crix, Jason’s human solarian who’s a self-

obsessed reality-broadcasting star.

The five heroes have accepted a contract from AbadarCorp to
explore an ancient temple on a newly discovered world and bring
back a mysterious machine that early surveying suggests lies in the
temple’s heart. They've also heard rumors that they might not be the
only team trying to find the artifact...

You're in a long, dark hallway, whose walls are covered
in strange tentacle designs. At the far end is a door.

Crix: | go in front so that the glow from my stellar
weapon can illuminate the area.

Petal: Uh, Crix? You do realize that some of us can see
in the dark, right? Your light is basically a giant “‘come

eat me” sign.

Obozaya: I'm the strongest warrior; the honor of going
first is mine. | approach the door.

As you get close, you see that the door has some sort of
intricate locking mechanism made of spikes and gears.

Obozaya: There is no honor here. Only a coward’s lock.

Kopupali: Here, Obo—I've got this. | study the lock and
try to pick it.

Sounds good. Attempt an Engineering check.

G020 @M

Kopupali rolls a d20 and gets a 12. She adds her Engineering skill
moadifier, which is +9, for a total of 21. The GM consults his notes,
which list the lock’s Difficulty Class as DC 20, meaning that the
result of Kopupali’s check is high enough for her to openit.

You manage to figure out a pattern in the runes and
press three of them in order. As you do, the door slides
back and to the side, opening into a new chamber.

‘ Obozaya: Now the honor is mine! | go inside.

The GM draws a large chamber on the battle map, with several
alcoves and another doorway leading out.

Crix

Kopupali

Kostchek
Obozaya

Petal

OO0

Obo, inside you see a 20-foot-tall chamber with a
shadowy balcony halfway up. In the center is a statue
that looks like a giant bird with tentacles instead of
wings and three green gems for eyes. Sprawled on the
ground near it is a humanoid corpse wearing modern
armor. Do the rest of you enter the room?

The players confer and decide to enter. The GM asks them to place
miniatures on the battlemat to show where they're standing.

‘, Kostchek: | study the corpse. Do | recognize anything?

@ Attempt Life Science and Culture checks.

The Life Science check is to determine what kind of creature the
corpse was, while the Culture check is to see if Kostchek recognizes
its clothing or other cultural identifiers. Kostchek rolls a d20 for
each check and adds her corresponding modifiers, for a total of
7 for Life Science—not very good—but a 23 for Culture. The GM
decides she failed the first roll but succeeded at the second.

@ Honestly, all mammals kind of look the same to you,
but you can tell that this one was shot, and you
recognize the symbol on its armor—it was a member of
the Skyfire Legion.

" Kostchek: | tell the others. Think this is our competition?

' Petal: Nah, Skyfires don't loot temples—they leave that
for grunts like us. | investigate the statue.

@ Attempt a Perception check.

Petal rolls a d20 and gets a 12, then adds her Perception modifier
of +3 to get 15. There’s a magical trap on the statue that Petal could
have noticed and thus avoided, but it has a Perception DC of 20, so
she remains oblivious and triggers it. The trap is designed to go off
the first time a creature touches it, with lightning bolts arcing from
the statue’s eyes, dealing 2d6 electricity damage to the creature
triggering it. The GM rolls 2d6 and gets a total of 5, but the trap
allows a Reflex saving throw for half damage—if Petal succeeds, she
dodges out of the way and avoids the worst of the damage.

OVERVIEW
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When you touch the statue, its eye-gems light up and the
room fills with a ghostly screech. Attempt a Reflex save.

' Petal: Oh geez! Not again!

Crix: Kopupali, make sure your drone’s camera gets a
good shot of me as | run forward and decapitate one
of these evil goblins with my stellar blade! The fans

are gonna love this.

Petal rolls a d20 and gets a 6, then adds her Reflex save modifier
of +3, for a total of 9—not enough to beat the trap’s saving throw
DC of 15, so she takes full damage.

Green lightning blasts out of the crystals, knocking you
across the room and making all your fur stand on end.
You take 5 electricity damage.

Kopupali: Nice hairdo, Ratty.

Petal: Rude! Also, in my defense, the gems were shiny.
You hear the sound of running feet coming from the
opposite corridor. Suddenly half a dozen goblins wearing

armored environment suits burst into the room!

Petal: Goblins? Someone sent goblins to find the
artifact?

Kopupali: Hey, AbadarCorp sent a rat.

8e @® O86Ge O

Time to fight! Roll initiative checks.

To determine the order of combat, each of the players rolls a
d20 and adds her initiative modifier, and the GM does the same
for the goblins as a group. Now that they’re in combat, their
initiative check results determine the order in which the various
participants can take actions until the end of the fight. The GM
starts the first combat round with whoever has the highest
initiative count and works his way down. Obozaya got an 18, Crix
a 12, the goblins a 10, Kostchek an 8, Kopupali a 7, and Petal a 3.

@ Obo, you go first.

Obozaya: | click the safety off my autotarget rifle and
blast the nearest goblin!

Obozaya rolls a d20 and gets a 13. She adds her +5 bonus to
attacks with that weapon for a total of 18. Because her weapon
shoots projectiles and deals piercing damage, it targets the goblin's
Kinetic Armor Class, which in this case is 11. Since the attack roll’s
result is equal to or higher than the goblin's KAC, she hits! The
GM tells Obo to roll for damage, so she rolls 1d6 and gets a 2 (the
weapon's damage) and adds 3 from her weapon specialization, for
a total of 5 damage.

Your bullet punches through the goblin’'s shoulder, but
somehow it’s still standing.

‘ Obozaya: Ahaha! First blood is mine!
@ Crix, you're up!

Crix counts out 5-foot squares on the battlemat between him and
the nearest goblin. The fastest route is straight across 2 squares
and then across 2 squares diagonally. Moving across a square
costs 5 feet of movement, while diagonal movement costs 15
feet for every 2 squares, making his total movement 25 feet—
still less than his maximum of 30 feet, meaning he can move all
the way up to the goblin this round. He rolls a d20 to attack and
gets a 5, then because it's a hand-to-hand (or “melee”) weapon,
he adds his base attack bonus of +3 and his Strength modifier of
+3, for a total of 11—just barely enough to hit that goblin’s KAC
of 11! He rolls his weapon damage of 1d6 and again adds his
Strength modifier and his bonus from weapon specialization, for
a whopping total of 11 damage.

You slash through the goblin's armor like it's jelly! It
looks surprised and then topples to the ground.

Crix: | turn toward the camera and pose with my
glowing golden blade, then whisper my tagline: “Good
as gold!”

o B8

@ Don't get too cocky, because now it's the goblins’

turn. And since you've just established yourself as a
threat, the biggest one’s coming for you! Somehow
it's gotten ahold of an oversized laser rifle, and it's
taking aim.

The GM rolls an attack for the first goblin, using Crix’s Energy
Armor Class because it’s a laser, and gets a natural 20—a critical
hit! The GM rolls the normal damage dice twice—2d8 instead of
1d8, getting a 13—and adds 1d6 burn damage (for which he rolls
a 2). Crix takes the 13 damage now and then takes the 2 burn
damage each round until the fire is put out.

Crix, that laser hits you right in your perfect jaw. You
take 15 damage, and the decorative flourishes on your
armor melt and catch fire—you're going to take 2 more
damage each subsequent round until you put it out.
Are you still standing?

Crix checks his character sheet. He has 11 Stamina Points and 9
Hit Points. He subtracts the damage from his Stamina Points first,
using up all 11, then subtracts the remaining 4 damage from his
Hit Points, leaving him with O Stamina Points and 5 Hit Points.

‘ Crix: Oof! Just barely. | scream “My face! My beautiful
face!”

‘ Kostchek: Hang in there, Crix—your fans need you!

‘ Crix: Kostchek, if | don't make it...make sure my hair
looks good...
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STARFINDER

\ CHARACTER CREATION STEPS

As a player of the Starfinder Roleplaying Game, the first thing
you need to do is create a character. This is the in-world
individual you’ll be playing during the game, and it’s up to you to
create her background and personality. You’ll also want to build
the character using the game’s mechanics to determine her
starting capabilities at various tasks and the special abilities

she can use during her adventures.

@ CHARACTER SHEET

For each step in the character creation process detailed below, fill in the necessary information in the appropriate field on your character sheet.
You can find a blank character sheet at the back of this book or available as a free download at paizo.com.

he following instructions assume you're building a 1st-
level character. These steps are presented in a suggested
order, but feel free to complete them in the order you prefer.
Many of the steps below instruct you to fill out fields on
your character sheet (see pages 520-521), but note that the
character sheet is arranged for ease of use in gameplay rather
than character creation—for instance, several fields listed at the
top of the character sheet are finishing details you'll determine
at the end of the character creation process.
If you're creating a higher-level character, it's a good idea to
begin with these instructions before progressing to page 26 for
instructions on leveling up characters.

STEP 1: CREATE A CHARACTER CONCEPT

What sort of science fantasy hero do you want to play? A good
way to start character creation is to decide the general thrust of
your character's personality, sketching out a few details about
her past and thinking about how and why she adventures. During
this step, you'll likely want to peruse Starfinder’s available races,
themes, and classes, so that you have an idea of the options
available. The sidebar on page 15 briefly introduces these, so it's
a great starting point; full information on races is in Chapters
3 and 13, Chapter 4 presents classes, and pages 28-37 detail
themes. Race refers to your species—from bug-like shirrens and
reptilian vesk to humans and elves. Themes represent an element
of your background, whether it's from your upbringing, training,
or destiny; it can be related to your class but doesn’t need to be.
Classes represent the primary focus of your character’s abilities
in battle and while adventuring—a technomancer manipulates
technology and casts spells, an envoy issues commands and
inspires her allies to feats of heroism, and so on.

Once you've considered your options, come up with a brief
description of your character, focusing on what sorts of things
you want her to be good at (shooting guns, flying starships, and
so0 on). Then consider how best you could model that using this
book’s rules components. Do you want to play a hulking lizard-
creature with an enormous laser rifle? Then a vesk soldier with
the mercenary theme is a perfect choice. If a scrappy bipedal rat
who likes to burgle is more your style, a ysoki operative with the
outlaw theme could be the way to go. If you're feeling lost for

ideas, try choosing a piece of art from somewhere in the book and

creating a character who matches it. E

CHARACTER SHEET

Write your own name in the Player field. Depending on how much
you've developed your character's background, you may also want
to note your character's name and gender and perhaps add a short
physical description or a sketch.

STEP 2: CHOOSE A RACE

Your character's race, or species, is one of her most important
characteristics. Chapter 3 and the sidebar on page 15 detail
Starfinder's core races—many of them quite alien—while Chapter
13 details legacy races iconic to sword-and-sorcery roleplaying
games. Your character's race grants her abilities and languages
and determines a portion of the Hit Points (HP) she has when you
begin play (HP represents how badly she can be hurt before she
falls unconscious or dies). Her class will also impact her starting
HP total, as described in Step 6.

Your character’s race also modifies her ability scores. These
are important values that affect many of your character’s
statistics, but you won't finalize them until Step 5. @

CHARACTER SHEET

Put your character’s race at the top of your character sheet. Note her
starting racial Hit Points and her racial language (if any), as well as
the racial abilities she can use. For now, note any points she'll add to
or subtract from her ability scores due to her race in the margins next
to her ability scores (you'll need this during Step 5!).

STEP 3: CHOOSE A THEME

Next, you can choose a theme for your character, which
represents a core aspect of her background and motivations.
A theme can help express your character’s approach to
adventuring—whether she’'s a bounty hunter, a scholar, or the
embodiment of another classic adventuring trope. In addition
to reflecting a certain background, a theme provides benefits to
an appropriate skill or skills at 1st level and also grants 1 extra
point to a specific ability score—you'll finalize your ability scores
during Step 5. Starfinder’s character themes are summarized in




RACES
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Android: Artificial people with mechanical components, formerly built as servants but now recognized as citizens. (Page 42)

Human: Extremely versatile and adaptable race that's constantly expanding and exploring. (Page 44)

Kasatha: Four-armed race from a distant desert world with a highly traditional culture. (Page 46)

Lashunta: Charismatic and telepathic race of scholars with two subspecies: one tall and lean, the other short and muscular. (Page 48)
Shirren: Insectile race that broke away from a locustlike hive, community-minded but addicted to individual choice. (Page 50)

Vesk: Warlike reptilian race that recently declared a truce with the others—for now. (Page 52)

Ysoki: Also called “ratfolk,” these short, furry scavengers make up for their short size with big personalities. (Page 54)

THEMES

Ace Pilot: Skillful operator of starships and other vehicles who is obsessed with all related knowledge and lore. (Page 29)

Bounty Hunter: Unstoppable tracker who knows how to stay hot on the trail of those who flee. (Page 30)

Icon: Popular and respected celebrity who can leverage the public’s adoration for specific needs. (Page 31)

Mercenary: Well-trained soldier of fortune who can work equally well as a combat grunt or a squad leader. (Page 32)

Outlaw: Wanted criminal with back-alley connections to black markets and associates who can fend off legal trouble. (Page 33)
Priest: Dedicated and knowledgeable adherent to a philosophy or religion who commands clout among other followers. (Page 34)
Scholar: Skilled researcher and cutting-edge thinker with a broad base of knowledge and a thirst to expand it. (Page 35)

Spacefarer: Restless explorer who has strong intuition and has collected deep knowledge about alien biology and topology. (Page 36)
Xenoseeker: Guru of alien life-forms who finds that meeting them is one of life's most rewarding accomplishments. (Page 37)
Themeless: One who doesn't fit into any niche above but forges a personal path of determination and training. (Page 28)

CLASSES

Envoy: Charismatic people person good at a wide range of skills who inspires allies to accomplish great heroic feats. (Page 60)
Mechanic: Master of machines and technology whose tinkering produces a drone companion or a powerful brain implant. (Page 68)
Muystic: Magic user whose mysterious connection to a powerful force grants abilities that break the laws of the universe. (Page 82)
Operative: Stealthy combatant with wide-ranging know-how who is adept at taking advantage of unprepared foes. (Page 92)
Solarian: Disciplined warrior whose mastery of the stars grants either a weapon or armor made of stellar power. (Page 100)
Soldier: Expert with a huge range of armor, guns, and melee weapons who specializes in certain types of gear. (Page 110)
Technomancer: Magic user who is preternaturally attuned to technology and can use it to unlock powerful effects. (Page 118)

the sidebar above, and presented in detail starting on page 28

along with the rules for being themeless. E

CHARACTER SHEET

Write your character's theme at the top of your character sheet and
record any bonuses it grants to skills. For now, note the point it adds
to an ability score in the margin next to that ability score (you'll need
this during Step 51).

STEP 4: CHOOSE A CLASS

At this point, you're almost ready to finalize your character’s
ability scores, which are key values you'll need to calculate
many of her statistics. First, though, you need to choose your
character’s class. This affords her access to a suite of heroic
abilities, determines how well she can attack, and governs
how easily she can shake off or avoid certain harmful effects.
Chapter 4 details the seven classes you can play in Starfinder,
and the sidebar above provides an overview of the classes’
functions and roles.

You don't yet need to note all of your character’s class
features. You simply need to know which class you want to
play, which will tell you the ability scores that will be the most
important to you. Each class notes its key ability scores, as

Y

well as other particularly helpful ability scores, but for easy
reference, Table 2-3 on page 19 lays out the key ability scores
for all classes.
CHARACTER SHEET @
Put your character's class at the top of your character sheet, then write

1" after it to indicate that you're 1st level. Don't worry about other
ahilities your character gets from her class—you'll handle that in Step 6.

STEP 5: FINALIZE ABILITY SCORES

Now that you've made the most important decisions about your
character, it's time to fill in her statistics. Your character’s ability
scores determine a wide array of her capabilities and consist of six
values: Strength, Dexterity, Constitution, Intelligence, Wisdom,
and Charisma. To learn how to calculate your ability scores, see
Ability Scores beginning on page 18. That section will also tell
you how to determine your ability score modifiers, which affect
the calculation of many of the values described on your character
sheet and later in this section.

CHARACTER SHEET @

Record your ability scores in the appropriate fields on your character

sheet. Next to the scores, write down each score's modifier.
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STEP 6: APPLY YOUR CLASS

Now, determine the powers, special abilities (called class features),
and other key statistics your character gains from being 1st level
in her class. The table at the beginning of each class section
includes your character’'s base attack bonus, which helps
determine how good she is at attacking. You'll add this base
value to her melee and ranged attacks; see Chapter 8 for more
details on combat. That table also indicates your character’s
base bonuses for her Fortitude, Reflex, and Will saving throws.
See Step 9 for more information on saving throws.

Additionally, your character’s class affects her total Stamina
Points (SP). Stamina Points measure how much punishment she
can absorb before it begins to really hurt her and reduce her
Hit Points. At 1st level, you gain the number of Stamina Points
listed in your class + your Constitution modifier. At 1st level, you
also add the number of Hit Points indicated in your class to the
number of Hit Points you gain from your race. (See page 22 for
more about Hit Points and Stamina Points.)

Finally, your character’s class influences how many skill ranks
she can assign per level (see Step 7), and determines her armor

and weapon proficiencies (see Step 8). g

CHARACTER SHEET

Note your character's total Stamina Points as well as her total
starting Hit Points. Record her base attack bonus and the base saving
throw bonuses she receives from her class. (Step 9 explains how to
calculate your character’s final saving throw modifiers,) Also write
down your character's 1st-level class features.

STEP 7: ASSIGN SKILL RANKS AND CHOOSE FEATS

Next, figure out what skills you want your character to be
good at, whether it's using technology or surviving in the
wilderness. At each level, she gains skill ranks, representing
her growing know-how and training. The number of ranks
she gains at each level equals her Intelligence modifier + an
amount determined by her class (but she always gains at least
1), and you can allocate the ranks to any skills you want. Some
skills are called out as class skills in your class entry—these
are skills tied to your class, and you automatically get a +3
bonus if you put a skill rank into them. (You can still put ranks
into skills that aren’t class skills; you just don’t get the special
+3 bonus when you do.) For more on skills and how they work,
including information about trained-only skills and penalties
for wearing armor while using skills, see Chapter 5.

Once you've assigned your character’s skill ranks, choose her
feats. Most characters begin play with one feat, though humans
gain a racial bonus feat. Feats are a good way to boost an
element of your character that might be lacking. For example,
Toughness grants extra Stamina Points, while Bodyguard lets
you protect nearby allies from attacks. See Chapter 6 for more

information.
CHARACTER SHEET @

Assign your character’s skill ranks on your character sheet—remember,
her ranks in a skill can never exceed her character level! If any of the
selected skills are class skills, note that she receives a +3 class skill
bonus in the appropriate box. Include her ability score modifier for each

+ CHARACTER CREATION

skill. Note her feats, and if any provide bonuses to skills, put them in
the skills box for miscellaneous modifiers. Finally, add up and record
her total skill modifier for each skill that isn't a trained-only skill.

STEP 8: BUY EQUIPMENT

At 1st level, your character has 1,000 credits to spend on armor,
weapons, and other supplies (though your GM may give you
alternative instructions for how to choose your gear). Armor
and weapons are often the most important—keep in mind that
your character’s class determines the types of weapons and
armor that she is proficient with. Your character’'s weapon
determines the damage she can deal in combat, while armor
affects her Energy Armor Class (EAC) and Kinetic Armor Class
(KAC)—see Step 9 for more on Armor Class. Additionally, there
are other staples that can help your character during play. For
more on the equipment available and how much it costs, see

Chapter 7. g

CHARACTER SHEET

Once you've spent your character’s credits, note the equipment she
owns as well as any remaining credits. Record your weapons on the
appropriate lines, as well as their relevant details, including how
much damage each weapon deals (see page 240 for details about
how to calculate damage).

STEP 9: FILL IN THE FINISHING DETAILS

Now add the following details to your character sheet.

Alignment
Note your character’s alignment, which plays a role in her
personality. See page 24 for more information.

Armor Class
Energy Armor Class (EAC) and Kinetic Armor Class (KAC)
represent how difficult your character is to hit in combat.
Energy Armor Class represents her ability to avoid injury when
hit with energy attacks, such as lasers. Kinetic Armor Class
represents her ability to avoid injury when hit with physical
attacks, such as bullets. (See page 240 for more information.)
The values for EAC and KAC each begin at 10. Add your
character’s Dexterity modifier to each value. Then add the EAC
bonus and KAC bonus that her armor provides to the respective
values. You'll also want to note your character’s Armor Class
against combat maneuvers, which is her KAC + 8.

Attack Bonuses

You noted your character’s base attack bonus in Step 6, but you
still need to calculate her total attack bonuses with melee, ranged,
and thrown weapons. To do so, add her Strength modifier to her
melee and thrown attacks, and add her Dexterity modifier to her
other ranged attacks. Then add any miscellaneous modifiers from
feats or class features to the appropriate attacks.

Carrying Capacity

This is how much bulk your character can carry based on her
Strength score. She is encumbered (see page 275) when carrying
an amount of bulk equal to or greater than half her Strength




score, and overburdened (see page 276) when carrying an
amount of bulk equal to or greater than her total Strength score.

Deity
Note the deity your character worships, if any. See page 482 for
more information on religions and philosophies in Starfinder.

Description

If you haven't already, write a short description of your character.

Home World

This is where your character was raised, whether it's a planet, a
space station, or even an asteroid. (See Chapter 12 for inspiration.)

Initiative
Your character’s initiative modifier is added to her initiative checks
to determine the order in which she acts in

combat. It's equal to her Dexterity
modifier plus modifiers from feats or
other abilities that affect initiative.

Languages

Your character begins play speaking
and reading Common, her racial
tongue (if any), and the language of her
home world (if any). If she has a positive
Intelligence modifier, she knows a number

of additional languages equal to that value.
See pages 40-41 for more on languages and a
list of languages to choose from.

Resolve Points
Your character can use Resolve Points for many important
purposes, including replenishing her Stamina Points and
powering some class features and other abilities. At 1st level,
your character has a number of Resolve Points equal to 1+ the
ability score modifier for her class’s key ability score. For more
information on Resolve Points, see page 22.

Saving Throws

From time to time, your character will need to determine whether
she can avoid or shake off an effect or spell. When this happens,
the GM will call for a Fortitude, Reflex, or Will saving throw,
depending on the situation.

A saving throw is a d20 roll to which you add your character’s
base saving throw bonus of the appropriate type and other
applicable modifiers. Your character’s class determines her base
bonus to each type of saving throw. Additionally, you apply
her Constitution modifier to her Fortitude saving throws, her
Dexterity modifier to her Reflex saving throws, and her Wisdom
modifier to her Will saving throws—and you must do so even if
a relevant ability score modifier is negative. Finally, you apply
any additional modifiers to specific saving throws as appropriate,
such as bonuses from feats or other abhilities.

Size

Your character's race determines her size (see page 255).

" CHARACTER CREATION STEPS, :
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Speed

Your character’s land speed at the beginning of play is 30 feet,
unless she has an ability that modifies it (or penalties from
armor or encumbrance). See Chapter 8 for more information on
speed and movement.

Starship

While you can play Starfinder without the starship rules, most
adventures assume the PCs are (or will soon be) crew members of
a shared starship. Ask your GM whether you'll be starting out with
a starship or potentially acquiring one as part of an adventure. If
you begin with a starship, ask the GM for its statistics, and find
out whether you're able to customize it—at the very least, every
ship needs a good name! See Chapter 9 for more on starships.

Once you've recorded all of this information on your
character sheet, you're ready for adventure!

-’
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\ ABILITY SCORE

our character has six ability scores that represent her
basic attributes and raw potential: Strength, Dexterity,
Constitution, Intelligence, Wisdom, and Charisma. These scores
are factored into nearly all of your character’s capabilities—for
instance, Dexterity determines her agility and the steadiness of
her aim, Intelligence represents education and reasoning ability,

and so on. (For more information on what each ability represents,
see Ability Descriptions starting on page 20) Ability scores
generally range from 3 to 18, and an average score is 10.

Different abilities will be more or less important to you
depending on what sort of character you want to play, and each
class has a key ability score that is central to that class’s features
to help you make sure you get the right abilities to succeed in
that role. Table 2-3 on page 19 lists the key ability score for each
class; the first page of each class entry also lists the class's key
ability score, as well as other abilities that are helpful for that
class, if not quite as important.

Presented below is Starfinder's default method for generating
ability scores, referred to as the buying ability scores system.
These rules allow you to customize your abilities to build
exactly the character you want. Additionally, we present two
optional systems: ability quick picks lets you choose from
several predetermined arrays for speed and convenience, while
advanced players may be interested in the rolling ability scores
system, which gives you the fun of randomly generating a
character, sometimes with dramatic strengths and weaknesses.
You need to use only one of these systems—check with your
GM to see if she has a preference for which one you should use.
When in doubt, use the buying ability scores method.

BUYING ABILITY SCORES

In this method, you customize your ability scores by “buying”
them using a pool of points. Since the purpose of this system
is to help you build exactly the character you want, before
starting to customize your ability scores, first decide what you
want your character’s race (Chapter 3), class (Chapter 4), and
theme (see page 28) to be. Once you've got those firmly in mind,
follow the steps below in order.
® Step 1: Start with a score of 10 in each ability. On your
character sheet or a piece of scratch paper, write down all
six abilities—Strength, Dexterity, Constitution, Intelligence,
Wisdom, and Charisma—and put a 10 next to each of them.
® Step 2: Add and subtract points for race. Races in Starfinder
are often naturally gifted in some abilities and less so in others.
The first page of each race entry lists these advantages and
disadvantages in terms of points you add or subtract from
specific starting ability scores; you can also look at Table 2-2
to see all the racial advantages and disadvantages at a glance.
For instance, a shirren starts out with +2 points in Constitution
and +2 points in Wisdom, but -2 points in Charisma (meaning
you'd add 2 points to your starting Constitution and Wisdom
scores, but subtract 2 from your starting Charisma score).
Some races, like humans, are so versatile as a race that they
get points they can put in any single ability.

Once you know your racial modifiers, add or subtract

those points from your starting scores of 10.

® Step 3: Add points for theme. Each theme gives you a single
ability point to apply to an ability score. For instance, choosing
the ace pilot theme gives you +1 point in Dexterity, while the
themeless option lets you apply an extra point to any ability
score you choose. The points granted by each theme can be
found in its description or on Table 2-2. Once you know your
theme, add that point to the designated ability.

® Step 4: Spend 10 points customizing your scores. Now that
you've got your baseline scores, which incorporate modifications
for class and theme, you get a pool of 10 extra points to assign
to your ability scores as you see fit. You apply these to your
existing ability scores on a 1-for-1 basis—if you have a Dexterity
score of 12 and you add a point from your pool, you now have
a Dexterity score of 13. You can divide these points up however
you want, but you can't make any individual score higher than
18. (Later on, as you level up and gain ability-boosting gear, your
ability scores may rise above 18, but 18 is the highest value any
character can start out with) Be sure to spend all 10 of your
ability points—you can't save them for later.

® Step 5: Record ability scores and ability modifiers. Once
you've spent all your points, you're done. Write your final
ability scores in the appropriate boxes on your character sheet,
then check Table 2-1 to find the corresponding ability modifier
for each one, and write those down as well. Modifiers are
explained in Ability Modifiers and Ability Checks on page 21.

Example of Buying Ability Scores

Let's say you're building a vesk soldier—you saw the art on
page 27, and immediately started imagining a gruff but loyal
mercenary who plays by her own rules.

You start out with 10 in every ability, like any character. You
already know you want to be a vesk, and looking at Table 2-2, you
see that her race grants her +2 points to Strength and +2 points to
Constitution, but -2 points to Intelligence. You apply those to your
starting scores of 10, so now your scores look like this:

STR 12, DEX 10, CON 12, INT 8, WIS 10, CHA 10

Next, you apply a theme. You know you want her to be a
mercenary, and you see from the table that the mercenary
theme gives her +1 point to Strength, making your scores these:

STR 13, DEX 10, CON 12, INT 8, WIS 10, CHA 10

So far, you're spot on for your concept—plenty strong but not
particularly bright. Now it's time to take your 10 discretionary
points and assign them. Table 2-3 tells you that a soldier’s key
ability score is either Strength (for fighting hand-to-hand) or
Dexterity (for shooting projectile weapons). You're imagining
her charging into combat with a big assault hammer, so you go
ahead and spend 5 points to get her Strength from 13 to 18, the
strongest anyone of her level can be. At the same time, though,
you know there will be situations where she wants to use guns,
so you spend 4 more points to bring her Dexterity up to 14. With 1
point left to spend, you consider adding it to Intelligence to offset
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TABLE 2-1: ABILITY SCORES AND MODIFIERS

1 5
2 -4
3 -4
4 -3
5 -3
6 -2
7 -2
8 -1
9 -1
10 +0
1 +0
12 +
13 +
14 +2
15 +2
16 +3
17 +3
18 +4
19 +4
20 +5
2 +5
22 +6
23 +6
24 +7
25 +7
26 +8

her racial disadvantage there, then decide it's more fun to add it
to Charisma—she may be a brute, but she should be charming in
her own way. So these are your final scores:

STR 18, DEX 14, CON 12, INT 8, WIS 10, CHA 11

You write those down on your character sheet, then locate
the appropriate ability modifiers on the table above and write
those down in the boxes marked for them next to each ability
score—an 18 equals a +4 modifier, a 14 equals a +2, and so on.
Now you're ready to move on to the rest of character creation!

Optional Rule: Character Flaws

The buying ability scores method makes sure that your character
is always at least close to average—your race might push you
slightly below the average of 10, but you won't be severely
hampered. Sometimes, however, it's fun to play a character with
a major flaw. If you want to reduce any ability scores for your
character below what this system would normally allow, that's
fine—playing a brutish soldier with an Intelligence of 5 or a
noodle-armed technomancer with a Strength of 4 could allow for
some fun roleplaying opportunities—but you don't get to reassign
those lost ability points elsewhere. Beware making your scores so
low that your character can't keep up with the rest of the party!

Pro Tip: Ability Modifiers
Ability modifiers are the values you'll use most often in
gameplay to modify rolls and checks—positive modifiers add

TABLE 2-2: ABILITY POINTS FROM RACE & THEME

SOURCE STR DEX CON INT WIS CHA ANY
RACE
Android - |2 - 2] - | -2 -
Human = = | = = = = +2
Kasatha 2| - =121+ - -
Lashunta(Damaya) | — | = | 2 | +2 | - | +2 -
Lashunta (Korasha) | +2 | = [ = | = | 2 | +2 -
Shirren - - [ +2] - +2 | -2 -
Vesk 2 | - [ +2 | 2 - - -
Ysoki 2 | 2| - | +2 - - -
THEME
Ace Pilot - H -] - - - -
Bounty Hunter - - | # ] - - - -
lcon - - =1 - - +1 -
Mercenary
Outlaw -] -1 - - - -
Priest - - | -] - +1 - -
Scholar = - =14+ - - -
Spacefarer - - | H | - - - -
Xenoseeker - =-1-1 - - + -
Themeless - - -1 - - - +

TABLE 2-3: KEY ABILITY SCORES BY CLASS

Envoy Charisma
Mechanic Intelligence
Mystic Wisdom
Operative Dexterity
Solarian Charisma
Soldier Strength or Dexterity
Technomancer Intelligence

to your results, while negative modifiers subtract. As you can
see on Table 2-1, however, ability modifiers increase only with
each new even ability score you reach. While odd scores are
still good to have—they can enable you to qualify for feats and
get you that much closer to the next ability modifier threshold,
making it easier to achieve higher scores when it’s time to level
up—some players try to customize their ability scores to have as
many even ability scores as possible, thus making sure they're
not “overpaying” for a particular ability modifier.

OPTIONAL METHOD: ABILITY QUICK PICKS

Sometimes you're making a character in a hurry and don't
care about precisely customizing your ability scores. If that's
the case for you, you can pick one of the arrays on page 20
and assign each value to the ability score of your choice—for
instance, if your array is 18, 14, 11, 10, 10, 10, you put the 18 in
one ability score (probably your class’s key ability score), the 14
in a different score, and so on until they've all been assigned.
Under this method, choices like race and theme don't affect
your abhility scores—you just choose which score goes in which
ability, and you're good to go. The focused array creates a
specialist, the split array makes someone with multiple talents,
and the versatile array makes a jack-of-all-trades.
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FOCUSED 18,14,11,10,10,10
SPLIT 16,16,11,10,10,10
VERSATILE 14,14,14,11,10,10

Once you've chosen which abilities to put your scores in,
write them down in the appropriate boxes on your character
sheet, then check Table 2-1 to find your corresponding ability
modifiers and write those down as well-they're explained in
Ability Modifiers and Ability Checks on page 21.

Example of Ability Quick Picks

Let's say you're making a ysoki technomancer with the outlaw
theme. With the quick picks system, you don’'t need to know
anything except which abilities are most important for your
character. Fortunately, all the classes offer guidance in this
regard in their Key Ability Score sections—you can find a quick
summary on Table 2-3.

In this case, let’s say you decide you want your character to
be fairly specialized, so you select the focused array, and the
technomancer class advises you to put your best score (18) in
Intelligence, and your next highest (14) in Dexterity. You decide
to put the 11in Constitution, to help you better survive the rigors
of adventuring, and put the three remaining 10s in Strength,
Wisdom, and Charisma. And that’s all there is—you write those
values down on your character sheet, look at Table 2-1 to jot
down the corresponding ability modifier for each ability score,
then move on to the rest of character creation.

OPTIONAL METHOD: ROLLING ABILITY SCORES

The buying ability scores method works great if you want
to create a perfectly customized, balanced character. But
sometimes you want to inject a little randomness, and let the
dice decide what kind of character you're going to play. For that,
you can use this alternative ability rolling method. Be warned—
the same randomness that makes this system fun also allows
it to sometimes create characters significantly more (or less)
powerful than the buying ability scores system does or other
Starfinder rules assume. Check with your GM to make sure she’s
okay with that possibility before employing this method.

To begin, roll four six-sided dice (4d6) and discard the lowest
die result, adding the three remaining results together and
recording the sum on a piece of scratch paper. Repeat this
process until you've generated six numbers, then assign each
of these totals to one of your ability scores, distributing them as
you see fit—these become your starting scores for those abilities
(rather than the standard 10).

Once this is done, go ahead and follow steps 2 and 3 from
the buying ability scores method, adding and subtracting points
for your race and theme. The only difference with this method
is that instead of starting with a 10 in each ability score, you
start with whatever value you rolled and assigned. You still
can't have any single ability score higher than 18. If points from
a race or theme would push you over that amount, you still just
get the 18, and those additional points are lost; they can't be
assigned anywhere else. Once you've done this, skip straight to
Step 5 and record your ability scores and modifiers—you don't
get any discretionary points to assign.

Example of Rolling Ability Scores
Let's say you've decided to create a shirren mystic, and you've
gotten your GM'’s permission to roll your ability scores.

First, you roll your starting scores. Your first roll is excellent:
a 6, two 5s, and a 1. You discard the 1, for a total score of 16, and
write that down. You repeat this process five more times, and
ultimately end up with scores of 16, 16, 15, 14, 13, and 5. Above
average in almost every way, but with one big shortcoming!

Table 2-3 tells you Wisdom is the key ability score for mystics,
so0 you put one of your 16s there, and assign the other to Charisma—
you want your shirren to be a leader and be good at making friends
with aliens. You put the 15 in Constitution, 14 in Dexterity, 13 in
Intelligence, and 5 in Strength (you really should've hit the gym
more after all that time in zero-g). So now your scores look like this:

STR 5, DEX 14, CON 15, INT 13, WIS 16, CHA 16

Now it's time to make adjustments for your race and theme. You
already know you want to be a shirren, which grants +2 points to
both Constitution and Wisdom but -2 points to Charisma. So you
include those modifications and the scores become:

STR 5, DEX 14, CON 17, INT 13, WIS 18, CHA 14

You also choose the priest theme, because you like the idea of
a bug-headed missionary, which grants 1 point to Wisdom—but
you're already maxed out, so that point would disappear! Instead
of letting it go, you opt to go back and swap the initial placement
of the 16 in Wisdom and 15 in Constitution, then go through
the steps again. Now your race and theme make you hit that 18
Wisdom perfectly, and your Constitution is 1 point higher, like so:

STR 5, DEX 14, CON 18, INT 13, WIS 18, CHA 14

Those are your final scores—there are no points to spend. Note
that through rolling, this character ended up with both higher and
lower scores than the vesk soldier from our buying ability scores
example. That's the risk of the rolling system—this mystic is going
to be excellent at spellcasting and using other abilities relying on
Wisdom, and still pretty great in most other areas, but severely
hampered by that low Strength score when it comes to how much
he can carry or his ability to deal damage in hand-to-hand combat.

ABILITY DESCRIPTIONS

Each ability describes a distinct aspect of your character and
affects different capabilities and actions.

Strength (Str)

Strength measures muscle and physical power. A character with

a Strength score of 0 is unconscious. Your character’s Strength

modifier is factored into the following:

® Melee attack rolls and attack rolls made with thrown
weapons (such as grenades).

® Damage rolls when using melee weapons or thrown weapons
(but not grenades).

® Athletics skill checks.

® Strength checks (for breaking down doors and the like).
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® How much gear your character can carry (see page 167).

Dexterity (Dex)

Dexterity measures agility, balance, and reflexes. A character

with a Dexterity score of O is unconscious. Your character’s

Dexterity modifier is factored into the following:

® Ranged attack rolls, such as those made with projectile
weapons and energy weapons, as well as some spells.

® Energy Armor Class (EAC) and Kinetic Armor Class (KAC); see
page 240 for details.

® Reflex saving throws (for leaping out of harm's way).

® Acrobatics, Piloting, Sleight of Hand, and Stealth skill checks.

Constitution (Con)

Constitution represents your character's health. A living
creature whose Constitution score reaches 0 dies. Your
character’s Constitution modifier is factored into the following:
® Stamina Points (see page 22), which represent the damage
your character can shrug off before it starts to be a problem.
If this score changes enough to alter its modifier, your
character’s Stamina Points increase or decrease accordingly.
® Fortitude saves (to resist diseases, poisons, and similar threats).

Intelligence (Int)

Intelligence represents how well your character learns and

reasons, and is often associated with knowledge and education.

Animals have Intelligence scores of 1 or 2, and any creature

capable of understanding a language has a score of at least 3.

A character with an Intelligence score of O is unconscious. Your

character’s Intelligence modifier is factored into the following:

® The number of bonus languages your character knows at the
start of the game. Even if this modifier is a penalty, your character
can still use her starting languages unless her Intelligence score
is lower than 3. See page 40 for more about languages.

® The number of skill ranks gained each level, though your
character always gets at least 1 skill rank per level.

® Computers, Culture, Engineering, Life Science, Medicine,
Physical Science, and some Profession skill checks.

® Bonus technomancer spells. The minimum Intelligence score
needed to cast a technomancer spell is 10 + the spell’'s level.

Wisdom (Wis)

Wisdom describes a character's common sense, intuition, and

willpower. A character with a Wisdom score of 0 is unconscious.

Your character's Wisdom modifier is factored into the following:

® Will saving throws (for defending against things like magical
mind control).

® Moysticism, Perception, Sense Motive, Survival, and some
Profession skill checks.

® Bonus mystic spells. The minimum Wisdom score needed to
cast a mystic spell is 10 + the spell’s level.

Charisma (Cha)

Charisma measures a character's personality, personal
magnetism, ability to lead, and appearance. A character with a
Charisma score of 0 is unconscious. Your character’s Charisma
modifier is factored into the following:

® BIuff, Diplomacy, Disguise, Intimidate, and some Profession
skill checks.

® Checks that represent attempts to influence others, including
the envoy’s extraordinary abilities.

ABILITY MODIFIERS AND ABILITY CHECKS

The right-hand column in Table 2-1 shows the ability modifier
corresponding to each ability score. This modifier is applied to
die rolls related to your abilities, such as skill checks, attacks,
and more. Nearly every roll is affected by your abilities in some
way, often with additional modifiers from other sources, but they
generally involve your ability modifier rather than your actual
ability score. When you determine your ability scores, make
sure to note their respective ability modifiers on your character
sheet. If a change to an ability score ever alters its modifier, be
sure to adjust any statistics that rely on that modifier.
Sometimes, a situation or ability might require you to attempt
something called an ability check. In such instances, instead of
attempting a check involving both your abilities and other factors
(such as skills or saving throws that reflect your training and
expertise), you attempt a check using just 1d20 + your ability
modifier. This represents you trying to use your raw, untrained
talent for that particular ability, such as attempting a Strength
check to kick down a door. See page 242 for more information.
In the rare instance that you need to determine ability
modifiers beyond the numbers presented in the table, such as
for extreme high-level play, ability modifiers can be determined
by subtracting 10 from the ability score and dividing that result
by 2, rounding down if the final result is a fraction. For example,
an ability score of 41 would have an ability modifier of +15 (since
41-10 = 31and 31 + 2 = 15-1/2, which rounds down to 15).

LEVELING UP AND ABILITY SCORES
Every 5 levels (at 5th, 10th, 15th, and 20th levels), you get to
increase and customize your ability scores. Each time you reach
one of these level thresholds, choose four of your ability scores to
increase. If that ability score is 17 or higher (excluding any ability
increases from personal upgrades—see page 212), it increases
permanently by 1. If it's 16 or lower, it increases permanently
by 2. You can't apply more than one of these increases to the
same ability score at a given level, but unlike at 1st level, these
increases can make your ability scores go higher than 18.

For example, let's say you're leveling up your android
technomancer with the following scores:

STR 10, DEX 16, CON 10, INT 18, WIS 11, CHA 10

You might decide to increase your Dexterity, Constitution,
Intelligence, and Wisdom. Because your Intelligence is 17 or
higher, it would increase by 1 to a score of 19. The other three
scores would increase by 2, giving you these final scores:

STR 10, DEX 18, CON 12, INT 19, WIS 13, CHA 10
The next time you can increase your ability scores, you could

decide to increase those same abilities again, or you could pick
a different subset. For more details on leveling up, see page 26.
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S tarfinder is an adventure game, which means that two
very important qualities are key to your survival: the
amount of punishment you can take without dying, and your
ability to stick to your convictions in the face of adversity.
These are tracked through three different systems of points:
Hit Points (HP), Stamina Points (SP), and Resolve Points (RP).

Hit Points and Stamina Points are tightly intertwined: while
Stamina Points represent how many bruises and dings you can
reliably shake off without suffering any lasting damage, Hit
Points reflect how many actual injuries you can sustain while
still staying upright and conscious. In contrast, Resolve Points
(RP) are more of an indicator of your willpower and gumption,
and this pool measures your ability to overcome your physical
limitations as well as to employ core tenets of your training,
even when the odds seem long.

Each system of points is described in detail below.

HIT POINTS AND STAMINA POINTS

Hit Points (HP) measure how robust and healthy you are-a
reduction in Hit Points represents physical wounds, illness, or
another serious physical impairment. Stamina Points (SP), by
contrast, measure your readiness and energy, and they replenish
more quickly and easily. When you take damage—whether from
an attack, a spell, a disease, or some other source—it reduces
your pool of Stamina Points first, and any damage beyond your
remaining Stamina Points comes out of your Hit Points. Think
of Stamina Points like your ability to shake off a punch; the
first one may not do any lasting damage, but eventually you
get worn down and start hurting. If your Hit Points ever drop to
0, you are dying and must become stable, or you might die for
good (see Injury and Death on page 250).

You replenish your Stamina Points by spending 1 Resolve
Point (see page 23) and taking 10 uninterrupted minutes to rest
and catch your breath. Up to once per day, you can regain some
Hit Points and all of your Stamina Points after 8 full hours of
uninterrupted rest (see Regaining Daily-Use Abilities and
Spells on page 262; an 8-hour rest counts as a 10-minute rest
to regain SP), but you can also regain them through the use
of magic or technology. Sources of magical and technological
healing state in their descriptions whether they restore Hit
Points or Stamina Points. Usually, healing can restore points
you've lost, but can’t raise your total capacity, though certain
types of magic may temporarily ignore this restriction (see
Temporary Hit Points below).

Calculating Hit Points

At 1st level, you gain the number of Hit Points listed in your
race entry + the number of Hit Points listed in your class’s
description, reflecting the overall durability of your race as well
as the hardiness you've gained from your training.

At 2nd level and at every level thereafter, you gain the
number of Hit Points listed in your class’s description, reflecting
the greater influence your training and experience has played
in your toughness.

Calculating Stamina Points

Your Stamina Points are determined by your Constitution score
and your class. At each level, you gain a number of Stamina
Points equal to the SP value listed in your class description +
your Constitution modifier (even if your Constitution modifier
is negative, the total amount gained can never be less than 0).

Temporary Hit Points

Some forms of magic can give you temporary Hit Points that
last for only a limited amount of time, and can even exceed your
normal number of Hit Points. If you have any temporary Hit
Points, whether or not they exceed your maximum, you lose
these temporary points first before you lose Stamina Points.
Temporary Hit Points can't be restored through healing.

Example

Let's say you're making a brand-new 1st-level character: a
human soldier. You find the entry for humans in the Races
chapter (page 44) and see that a human receives 4 Hit Points
at 1st level. You then look at the soldier in the Classes chapter
(page 110), which tells you that a soldier gains 7 Hit Points
at each level, giving your character a total of 11 Hit Points at
1st level. The class entry also tells you that a soldier receives
Stamina Points equal to 7 + his Constitution modifier at each
level. You go back and check your abilities. Let's say that
after rolling and applying your soldier’s racial traits, he has
a Constitution score of 14, which means his Constitution
modifier is +2. So your soldier has 9 Stamina Points (7 + 2)
at 1st level. Remember, you're adding only his ability modifier
(+2), not the ability score itself!

Once your soldier has gone on a few adventures and gained
enough experience to advance to 2nd level, he gains additional
Hit Points based on his class. In this case, he gains 7 more Hit
Points—remember, your character gets Hit Points from his race
only at 1st level! For his Stamina Points, you do the same thing
you did at 1st level, adding 7 Stamina Points from his class and
2 Stamina Points from his Constitution modifier. So your soldier
now has a total of 18 Hit Points and 18 Stamina Points.

RESOLVE POINTS

As a hero in Starfinder, you have resolve—an intrinsic reservoir
of grit and luck tied to your talents and often enhanced by your
class. Your pool of Resolve Points (RP) allows you to carry on
even when everything seems lost.

Calculating Resolve Points
You have a number of Resolve Points equal to half your character
level (rounded down, but minimum 1) + the modifier of your key
ability score (the ability score that is most important to your
class—see page 58). Even if you have a negative modifier, you
always have at least 1 Resolve Point.

For example, let's say you're creating a 1Ist-level mystic
(whose key ability score is Wisdom) with a Wisdom score of
16 (a modifier of +3). Half your character’s level rounded down




would normally be 0, so thank goodness for that minimum of 1!
Add in the 3 from your Wisdom modifier, and your mystic has a
total of 4 Resolve Points.

Spending and Regaining Resolve Points
Resolve Points can be spent in a number of ways, and many
classes let you spend them to activate class features and
regain resources. Some abilities don't require you to spend
points, but are active only as long as you have a minimum
number of Resolve Points available—for instance, an envoy
with at least 1 Resolve Point remaining in her pool can use
her expertise class feature to roll an extra die on Sense Motive
checks without spending the point. Your Resolve Points can
never drop below 0. Dying causes you to lose Resolve Points.
If you would lose Resolve Points due to dying and don't have
any remaining, you're dead. (See Injury and Death on page
250 for more information.)

Up to once per day, characters can regain any spent Resolve
Points by getting a full 8 hours of uninterrupted rest.

General Uses for Resolve Points

Besides expending Resolve Points to activate class features,
they are useful for a few key general purposes. Any character
with Resolve Points can use them to regain Stamina Points, to
stabilize after sustaining grievous wounds, or to rally and stay
in the fight, as described below.

Regaining Stamina Points
® You can spend 1 Resolve Point to regain lost Stamina
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Points, up to your normal maximum. Using this ability
requires 10 minutes of uninterrupted rest—if you're
interrupted partway through this process, you neither
regain your Stamina Points nor lose the Resolve Point. You
must take 10 consecutive minutes of uninterrupted rest
to use this ability and cannot simply rest in intervals that
total 10 minutes.

Stabilizing

® |If you are dying and you have enough Resolve Points, you
can spend a number of Resolve Points equal to one-quarter
your maximum (minimum 1 RP, maximum 3 RP) on your
turn to immediately stabilize. This means you're no longer
dying, but you remain unconscious. If you don't have at
least 3 Resolve Points remaining when you are dying, you
lose Resolve Points as per the dying rules (see Injury and
Death on page 250).

Staying in the Fight
® If you are stable and have enough Resolve Points, or if
you were knocked unconscious from nonlethal damage
(see page 252), you can spend 1 Resolve Point at the start
of your turn to heal 1 Hit Point. You are no longer dying,
you immediately become conscious, and you can take your
turn as normal. You can spend Resolve Points to regain Hit
Points only if you are at O Hit Points and are stable, and you
cannot heal more than 1 Hit Point in this way. You cannot
spend Resolve Points to both stabilize and stay in the fight
in the same round.

" HEALTH AND RESOLVE
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| ALIGNMEN

lignment is a quick way to characterize an individual’s
personality, morality, and predilections. It encompasses
two axes: good-evil and law-chaos. Each axis works as a spectrum,
with a neutral option in the middle, and the two axes can be
combined in any form, resulting in nine alignment combinations.

GOOD VERSUS EVIL

The good-evil axis describes a character’s sense of morality. A
good alignment implies altruism, desire to help the innocent,
and respect for the life and dignity of sentient beings. An evil
alignment implies selfishness, willingness to harm and oppress
others for fun or profit, and lack of compassion. Neutral characters
might see themselves as outside the moral spectrum or simply
lack the commitment to make personal sacrifices to help others.

LAW VERSUS CHAOS

The law-chaos axis describes a character’s flexibility and
adherence to rules. A lawful alignment implies keeping one's
word, respecting authority and tradition, following laws or
a personal code, and judging those who fail to do the same. A
chaotic alignment implies desire for freedom, making one's
own decisions, and distrust of authority. Neutral characters fall
between these extremes, with no inherent compulsion to obey
or rebel. Note that lawful does not necessarily mean obeying the
laws of a given society—a lawful character may have a strong
personal sense of honor at odds with his society or might adhere
to the practices of his native planet instead of those of a planet
he's currently visiting.

THE NINE ALIGNMENTS

These descriptions are just suggestions, and different characters
may act more or less in accordance with their alignments. While
player characters can be of any alignment, it's usually easiest to
have everyone in a party be good or neutral, as mixing good and
evil characters can create unwanted conflict and frustration.

Lawful Good

You act as a good person is expected by society to act. You're
honorable and compassionate, you keep your word, and you
fight injustice in a disciplined fashion. You believe that rules and
structure are necessary for a healthy society, but only if they
help people do the right thing. Other alignhments may see you as
simplistic and as valuing ideological purity over progress.

Neutral Good

You believe in doing the right thing and helping others, but you
don't bother enforcing an ideology. You have little time for self-
righteousness from either law-keepers or rebels, and you don't
care if others think of you as inconsistent or detached as long as
you're working toward the greater good.

Chaotic Good

You follow your conscience and make up your own mind.
You resent anyone's attempt to limit you, and you know that

sometimes you have to break the rules to do what is right. While
you generally have good intentions, people can sometimes find
you difficult to work with and unpredictable.

Lawful Neutral

You follow a code, and don’t willingly break it, whether that’s
societal law or a personal ethos. You feel that order and
organization are the only things holding society together,
and while you believe in authority, you don't confuse it with
morality—the system may hurt as well as help, but it's better
than no system at all. Others may resent your inflexibility, but
at least you're dependable.

Neutral

You may hold an aloof philosophical commitment to balance and
neutrality, but more likely you simply don't hold any particular
inclinations toward other alignments. You likely prefer good
to evil, but don't go out of your way to uphold it. You act in
your own self-interest and may be keenly aware that the
universe considers mortal beliefs to be irrelevant. Nonsentient
creatures are always considered neutral, as they lack the self-
awareness to make informed choices and simply act on instinct
or programming.

Chaotic Neutral

You follow your whims and don't worry about the consequences.
You resent attempts to control you, and you act in your own self-
interest. You're not committed to spreading anarchy—that would
require too much conviction—and your actions aren’t random,
but merely unconstrained. You don't enjoy hurting others, but
you don't worry overmuch about protecting them. You believe
in living for the moment and reinventing yourself as necessary.

Lawful Evil

You believe that a civilization supported by laws, hierarchies,
and social contracts is inherently preferable to chaos. At the
same time, you believe in using those rules to get what you
want, regardless of whom it hurts. While you're always thinking
about how to get ahead, you're willing to serve and rise through
the ranks if necessary. You keep your word and obey the letter of
the law, and you care about tradition, loyalty, and order—but not
freedom, dignity, or life. While you may cite the greater good,
ultimately your actions are meant to benefit only you.

Neutral Evil

You're the embodiment of amoral self-interest. You do whatever
you feel like without remorse, and have neither a fondness for
order nor a need to create conflict. You lack empathy and may
harm others just for the fun of it. Though you're capable of long-
term planning and working in a group, you turn on allies instantly
if it is to your benefit.

Chaotic Evil

You adore conflict and destruction, as it gives you the chance
to show your strength. You follow your greed, hatred, and lust
without restraint, making you brutal and unpredictable. You
don't really understand loyalty and would rather be feared




ALIGNMENT

LAWFUL

Lawful Good

NEUTRAL Lawful Neutral

Lawful Evil

than loved. You have an instinctive desire to smash anything
that tries to restrain you.

HOW TO USE ALIGNMENT

Alignment in Starfinder is a descriptive tool meant to help
describe a given character's personality, rather than a
straitjacket determining what someone can or can't do. A good
character can still do evil, and an evil character can do good. In
some cases, a GM may decide that an action is drastic enough
to result in a shift of alignment (see Changing Alignment below).
More often, though, it simply reflects the fact that alignment
is not absolute—no mortal character is perfectly good or evil,
lawful or chaotic. Differing cultural practices and belief systems,
combined with the fact that even people (or gods!) who share
similar values rarely see eye to eye on everything, mean that an
alignment can encompass a wide range of contradictory beliefs
and actions. A character might be generally kind, generous,
and law abiding, yet hold some belief or prejudice that other
characters find abhorrent. Another character might decide
that killing one innocent in order to save many is a sad but
acceptable course of action. Whether these characters could
be considered lawful good is left up to you and your gaming
group—and as with all rules, the GM is the ultimate arbiter of
what it means to be a given alignment.

In addition to its use for individual characters, alignment is also
listed in stat blocks for creatures and races. The listed alignment
doesn't represent something hard-coded into a creature’s genes,
but rather the most common alignment found in the species or
society. With the exception of outsiders like angels or devils
who are literally physical manifestations of certain alignments or

NEUTRAL

Neutral Good

Neutral Evil
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CHAOTIC

Chaotic Good

Chaotic Neutral

Chaotic Evil

ideologies, individuals of any species can be of any alignment,
and under the right circumstances, an individual creature from a
race normally described with one alignment may buck the trend
and turn out to be quite different.

Alignment, like the moral philosophies it attempts to
represent, is messy, uncertain, and culturally relative, but the
ultimate goal of Starfinder is to have fun. If you don't enjoy the
interactions facilitated by the alignment system, feel free to
ignore it altogether.

Changing Alignment

While certain forms of magic may operate differently depending
on a character’s alignment, and gods rarely grants spells to
worshipers whose alignments oppose their own, alignment in
Starfinder is primarily a storytelling aid rather than a rule. If a
GM feels a player’s actions aren't reflecting his character’s chosen
alignment, she should let him know—and if the divergence is
extreme enough, she may allow or require the player to change
his character’s alignment accordingly. Likewise, if a player wants
to alter his character’s alignment to reflect shifts in his character,
he should talk with his GM about making that change (though
frequent changes likely represent a chaotic alignment).

Alignment Steps
Occasionally the rules dealing with alignment refer to “steps™—
this means the number of alignment shifts between two
alignments (as they appear on the Alignment diagram above).
Note that diagonally adjacent alignments are separated by
two “steps”; a lawful neutral character is one step away from a
lawful good alignment and three steps from chaotic evil.
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W\ LEVELING UP _

As player characters overcome challenges, they gain
experience points (also called “XP") as a quantification
of everything they've learned and practiced. As the PCs attain
more experience points, they advance in character level, gaining
new and improved abilities at each level. Characters advance in
character level (or “level up”) when they earn specific amounts
of experience points—the Experience Point Total column of
Table 2-4: Character Advancement shows the experience points
needed to reach each level. Typically, leveling up occurs at the
end of a game session, when your GM awards that session's XP, or
between the end of that session and the start of the next.

The process of advancing a character works in much the
same way as generating a character, except that your previous
choices concerning race, ability scores, class, skills, theme,
and feats cannot be changed. Adding a level generally gives
you new class features; additional skill ranks to spend; more
Hit Points, Stamina Points, and Resolve Points; and possibly
an additional feat or theme benefit, or even extra ability points
(see Table 2-4: Character Advancement).

Follow the steps below to advance your character.

STEP 1: APPLY ANY ABILITY INCREASES

Every 5 levels, you get to increase and customize your
character’s ability scores. Each time he reaches one of these
level thresholds (5th, 10th, 15th, and 20th—see Table 2-4),
choose four of his ability scores to increase. If a chosen score
is 17 or higher (excluding ability increases from personal
upgrades—see page 212), it increases permanently by 1. If it's
16 or lower, it increases by 2. You can't apply more than one of
these increases to the same ability score for a given level. Unlike
during character creation, ability score increases gained from
leveling up can push your character’s ability scores above 18.

If an ability score increase results in a change to an ability
modifier, don't forget to adjust any statistics that rely on
that modifier, such as attack bonuses, saving throws, total
skill bonuses, Resolve Points, Stamina Points, and the DCs
of class features and spells. Note that ability score increases
are effective retroactively; when your character's ability
score increases, it increases his total number of ability-based
statistics—things like Resolve Points, Stamina Points, or skill
ranks—as if he had the higher value at previous levels as well.
For example, a mechanic with an Intelligence score of 17 has
a modifier of +3, and thus gets 7 skill ranks to spend at each
level (see Chapter 5). If at 4th level he increases his Intelligence
score to 18, he'll have a modifier of +4, and thus get 8 skill ranks
to spend from this level forward—but he'll also get 3 additional
ranks to assign, reflecting the ranks he would have received if
he'd had an Intelligence score of 18 at his first 3 levels.

For more information on ability scores, see page 18.

STEP 2: ADD NEW CLASS FEATURES

Your character’s can either advance to the next level of his
current class or take a level in a different class (see Multiclassing
below). See Chapter 4 for the features your class gains at each

level. Increase your character’s Hit Points by the number that
his class grants him, increase his Stamina Points by the amount
specified in the class plus his Constitution modifier, adjust
his saving throw and attack bonuses, and integrate the class
features he gains at that level (including choosing any new
spells he has gained if he's a spellcaster). In addition any new
class features he gains, some class features he received at lower
levels may improve at higher levels, so be sure to check whether
his existing class features have gotten better.

STEP 3: ADD NEW FEATS OR THEME BENEFITS

Your character gets a new feat at every odd-numbered level.
This is in addition to any bonus feats he might get from his class.
When choosing a new feat, be sure to check the prerequisites to
make sure your character qualifies for it (see Chapter 6).

Your character gains a new benefit from his theme (see
page 28) at 6th level, 12th level, and 18th level.

STEP 4: INVEST SKILL RANKS

Whenever your character levels up, he gains a number of new
skill ranks based on his class and his Intelligence modifier (see
page 132); as noted in Step 1, he may also gain skill ranks as a
result of his Intelligence modifier increasing. Invest these new
skill ranks in skills (he can invest in existing skills or new skills),
keeping in mind that his ranks in any one skill can't exceed his
character level. If any of his ability score modifiers increased in
Step 1, don't forget to adjust those bonuses to his skill checks.

TABLE 2-4: CHARACTER ADVANCEMENT

CHARACTER  EXPERIENCE ABILITY

LEVEL POINTTOTAL  INCREASE SPECIAL
ist - - 1st feat, theme benefit
2nd 1,300 - -
3rd 3,300 = 2nd feat
4th 6,000 - -
5th 10,000 ist 3rd feat
6th 15,000 - Theme benefit
Tth 23,000 - Ath feat
8th 34,000 - -
9th 50,000 - 5th feat
10th 71,000 2nd -

1ith 105,000 - 6th feat
12th 145,000 - Theme benefit
13th 210,000 - 7th feat
14th 295,000 = =

15th 425,000 3rd 8th feat
16th 600,000 - -

17th 850,000 = 9th feat
18th 1,200,000 - Theme benefit
19th 1,700,000 - 10th feat
20th 2,400,000 4th -

MULTICLASSING

Most characters continue to advance in their chosen classes
for their entire careers, gaining ever more impressive abilities.
Sometimes, however, you might want your character to cross-
train and pick up some of the abilities of a different class. When




such a character levels up, instead of gaining the next level of
his existing class, he can add a level of a new class, adding all
the 1st-level class features of that class to his existing class
features. This is referred to as “‘multiclassing.”

For example, let's say a 5th-level soldier decides to dabble in
the magical arts and adds 1 level of technomancer when he next
advances in level (such a combination of levels is commonly
written “soldier 5/technomancer 17). Such a character retains the
class features and abilities of a 5Sth-level soldier—his bonus feats,
style techniques, armor and weapon proficiencies, and other class
features—but also gains the class features and abilities of a 1st-level
technomancer, such as the ability to cast 1st-level technomancer
spells and the technomancer’s spell cache class feature. He adds all
of the Hit Points, Stamina Points, base attack bonuses, and saving
throw bonuses from the 1st-level technomancer on top of those
gained from being a 5th-level soldier, and is still considered a 6th-
level character (his character level is 6th.)

It's important to keep track of which effects
and prerequisites rely on a character
level versus class level. For
example, feats might require
a minimum class level or
character level, while almost
all class features are based
on the character's level in
the class that grants that
feature. Casting spells
exception—when
determining caster level,

a character adds together
his levels from different
spellcasting classes (such as
mystic and technomancer).
A multiclassed character

is an

can have more than one
key ability score. For each
class, your key ability score
remains the same as normal
for that class (and for the class
features that rely on that score).
For any key ability score calculation

not tied to class, such as determining \
your maximum Resolve Points, use t
whichever key ability score has the '
highest value (and therefore the \
highest modifier).

You can take as many levels of as
many different classes as you want,
but while it might seem tempting to
be a dilettante, spreading yourself thin |
comes with a cost. Since you always start
at the ground floor with a new class,
it's easy to end up with a bunch
of low-level abilities that can't
compete with the higher-level abilities of a single-class
character of the same level. For instance, an envoy 3/soldier
4/technomancer 3 may be well-rounded, but she's going to get

CORE RULEBOOK

stomped into pudding by a 10th-level soldier, and she will be
consistently outperformed by the other 10th-level characters in
her party.

RETRAINING

In general, decisions made about your character when leveling
up are permanent; you can't go back and change his ability
scores, feats, skills, and so forth later on. For characters who
desperately want to change their past and replace abilities,
however, there is a technological solution: the mnemonic editor,
a device by which old knowledge and abilities can be edited out
of your character’s brain and permanently replaced with new
ones, thus allowing you to partially rebuild your character—with
your GM's permission, of course. For more information, see the
device's description on page 226.

— ( LEUELINGUP
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\CHARACTER THEMES

A character theme represents a focus for your character, which may
be a result of your background, upbringing, training, or mystic destiny.

You select a character theme at 1st level, gaining special benefits that
reflect major aspects of that theme at 1st, 6th, 12th, and 18th levels. All
abilities are extraordinary abilities unless otherwise noted. With your GM’s
permission, you can even create your own theme that fits your character

concept perfectly!

ACE PILOT
Thanks to steady hands and nerves
of steel, you are skilled at operating
starships and other vehicles. See page
29 for more information.

BOUNTY HUNTER
Almost nothing will stop you from
tracking down your quarries and
returning them dead or alive. See page
30 for more information.

ICON

You are a popular and respected
celebrity within the bounds of
colonized space. See page 31 for
more information.

MERCENARY

You are a well-trained soldier of
fortune who works well with your
companions in battle. See page 32 for
more information.

OUTLAW

Whether you are guilty or not, you are
a wanted criminal in a city, on a planet,
or even throughout the galaxy. See
page 33 for more information.

THEMELESS CHARACTERS

If you decide that none of the themes above fit your particular
character concept, you can choose not to have a theme. You
then gain the following benefits at the listed levels. A themeless
character is considerably less powerful than a character with a
theme, so choose this option with care.

General Knowledge (1st)

You gain a class skill of your choice when you create a themeless
character. Also, you gain an ability adjustment of +1 to any
ability score you choose.

PRIEST
Your unshakable devotion to a
philosophy or religion forms the core
of your personality. See page 34 for
more information.

SCHOLAR

As an academic, you have a broad
knowledge base and a thirst

to expand it. See page 35 for
more information.

SPACEFARER

You live your life among the stars,
seeking new worlds to explore and
yearning for the next adventure. See
page 36 for more information.

XENOSEEKER

As you travel outside of Pact Worlds
space, you strive to make contact
with alien life-forms. See page 37 for
more information.

THEMELESS

You don't fit neatly into any of the
above categories, or you see yourself
as a blank slate. See below for

more information.

Certainty (6th)

Once per day before you roll a skill check, you can gain a +2
bonus to that skill for that check.

Extensive Studies (12th)

Choose a skill that is a class skill for you. Once per day, you can
reroll one such skill check before learning the results of the roll.
You must take the second result, even if it is worse.

Steely Determination (18th)

Increase your pool of Resolve Points by 1.




CORE RULEBOOK

You are most comfortable at the controls of a vehicle, whether it’'s a

starship racing through the inky void of space or a ground vehicle zooming
between trees, around boulders, and across dusty badlands. You might be
a member of an elite military force, the recipient of intense courses of
training. Alternatively, you might be a total amateur with innate skills that
make you a much-admired hotshot.

THEME KNOWLEDGE [15T]
-

You are obsessed with starships and vehicles, and have
committed to memory almost every related tidbit of knowledge
you've ever come across. Reduce the DC of Culture checks to
recall knowledge about starship and vehicle models and parts
as well as famous hotshot pilots by 5. Piloting is a class skill
for you, though if it is a class skill from the class you take
at 1st level, you instead gain a +1 bonus to your Piloting
checks. In addition, you gain an ability adjustment of

+1 to Dexterity at character creation.

LONE WOLF [6TH]

-

You know at least a little bit about handling every role
on a starship, and you can sub in for certain tasks in a
pinch. Whenever you need to attempt a skill check either
during starship combat or to directly repair or otherwise
maintain your starship, you can treat half your ranks in
Piloting as your ranks in the appropriate skill for the check,
if that would be better (since you effectively have ranks in
the related skill, you are considered trained in the skill for the
purposes of this check).

NEED FOR SPEED [12TH]
-

Speeding in a vehicle gives you a heady rush, and you can
easily handle operating vehicles at high velocities that
might send lesser pilots spinning out of control. Reduce any
penalties to Piloting checks you make when on a vehicle by 1.
When you take the double maneuver action during a vehicle
chase (see page 283), reduce the penalty for each action by
1. Whenever a Piloting check has a penalty for failing by 5
or more, you take that penalty only if you fail by 10 or more.

MASTER PILOT (18TH]

-

Your piloting accomplishments invigorate you, giving you
renewed purpose and zeal. Up to twice per day, when you
defeat a significant foe in starship combat as a pilot
or succeed in a vehicle chase (meaning

that you've either escaped a pursuer or

caught or defeated your opponent), you

recover 1 Resolve Point.

CHARACTER THEMES /

OVERVIEW

CHARACTER
CREATION

CLASSES

SKILLS

EQUIPMENT

TACTICAL
RULES

STARSHIPS

MAGIC AND
SPELLS

GAME
MASTERING

SETTING

PATHFINDER
LEGACY




DUNTY HUNTER Y +1 Con}

You track people down for money. It is a dangerous profession, as most of

your targets understandably don’t wish to be caught. You wouldn’t have
it any other way. You might have a code of ethics, never taking jobs that,
say, target children or members of your own race. You might hunt down only
escaped criminals. Or you might be completely amoral, taking any job that

comes along—for the right price.

THEME KNOWLEDGE (15T]
-

Your mind is a cold steel trap when it comes to scraps of
information about the creatures you're tracking down. Choose
a specific sentient creature that you can identify by name, alias,
or specific identity to be your mark. Reduce the DC of Culture
or Profession (bounty hunter) checks to recall knowledge about
your mark, as well as to recall knowledge about law-enforcement
individuals and practices, by 5. If you choose a mark that is
known only by an alias or secret identity, this ability helps you
learn facts only about the identity you know about, not any
other unknown identities. Once you defeat your mark, as an
action that takes 1 minute, you can study dossiers and database
information about another individual to be your new mark. You
can instead abandon your mark for a new one without defeating
it, but if you do so, you take a -2 penalty to all skill checks for 1
week. Survival is a class skill for you, though if it is a class skill
from the class you take at 1st level, you instead gain a +1 bonus
to Survival checks. In addition, you gain an ability adjustment of
+1 to Constitution at character creation.

SWIFT HUNTER [6TH]
-l

You know just how to ask around about your marks
to gain information and insight in a hurry. You
can use Diplomacy to gather information
about a specific individual in half the normal
time, and you reduce the penalty for following
tracks using Survival while moving at full £ 4
speed to 0. '

RELENTLESS [12TH]
-l

You never seem to get tired, even
when working longer and harder than
everyone else in pursuit of your mark;
some of your targets might even
refer to you as a tireless ghost or an
all-seeing hunter. You can walk or be
otherwise active for 12 hours instead of 8 before needing to
attempt Constitution checks for a forced march (see page 258),
and you can hustle for 2 hours a day during overland travel (see
page 258) instead of 1 hour. Reduce the penalty for following
tracks using Survival while moving at double speed to -10.

MASTER HUNTER [18TH]
-

Your relentless pursuit of your mark steels your determination
and can renew your inner reserves of strength. Once per
day while in pursuit of your mark, you can review current
information about your mark for 10 minutes to regain 1 Resolve
Point; this doesn’t count as resting to regain Stamina Points.
Additionally, once per day when you defeat your mark, you
regain 1 Resolve Point.
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Thanks to interstellar transmissions and Orift travel, the galaxy is smaller

than ever, and this connectivity has facilitated your ascension to celebrity

OVERVIEW

status. You might be a famous performer or a celebrated scientist, but
either way, you get recognized on the Pact Worlds and in associated CHARACTER

systems. Your reason for traveling to unknown worlds might be to further

CREATION

spread your acclaim or to escape the limelight.

THEME KNOWLEDGE [15T]
-

Choose a Profession skill. You are hooked deeply into
the culture of your iconic profession. When attempting a
Profession or Culture check to recall knowledge about other
icons of your profession or details about your profession’s
cultural aspects, increase the DC by 5. You gain a +1 bonus
to checks with your chosen Profession skill. Culture also
becomes a class skill for you, though if it is a class skill from
the class you take at 1st level, you instead gain a +1 bonus to
Culture checks. In addition, you gain an ability adjustment of
+1 to Charisma at character creation.

CELEBRITY [6TH]

-

You are famous enough that pretty much everyone has either
heard of you or can quickly find information about you (it's
a DC 10 Culture check to recognize your name and a DC 20
Culture check for someone to recognize you out of context
from your appearance alone). Among those who follow your
iconic profession, you've built up both fans and detractors due
to your celebrity. If you're looking for a generic person like
“a doctor who can treat this disease,” you can almost always
find one who's a fan and whose attitude starts as friendly or
helpful to you; this takes 2d4 hours. At the GM’s discretion,
fans might give you services (although not goods) for a
discount or even for free.

MEGACELEBRITY [12TH]

-

Your reputation grows to the point that your name is ubiquitous.
The DC of Culture checks to recognize you is reduced to 5
(or 10 to recognize you out of context from your appearance
alone) and it takes only 1d4 hours to find a fan who meets a
generic description. In addition, fans give you a 10% discount
on purchased goods.

MASTER ICON [18TH]
-

Up to twice per day, you can interact with the public about your
profession (usually during a performance, such as a concert,
but sometimes in a press conference afterward if your
profession requires no audience) for a total of at

least 10 minutes to recover 1 Resolve Paint.
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\ MERCENARY Y +1 5tr 3

whether you take jobs that match your ethical beliefs or you fight for
anyone who can afford your services, you are a hired gun. You might take
pride in your past accomplishments, proudly displaying trophies of your Kills,
or you might be laden with guilt over being the sole survivor of a mission
gone terribly wrong. You most likely work with other mercenaries and are
familiar with the methodologies of military actions all across the galaxy.

THEME KNOWLEDGE [15T])
-

You are knowledgeable about the military, from rival mercenary
groups to standard military procedures to planetary armed
forces, and you can draw upon this fount of information

to aid your adventurous pursuits. Reduce the DC of

., Culture checks and Profession (mercenary) checks

to recall knowledge about hierarchies, practices,
personnel, and so on in the military by 5. Athletics

is a class skill for you, though if it is a class

skill from the class you take at 1st level, you

instead gain a +1 bonus to Athletics checks.

In addition, you gain an ability adjustment of

+1 to Strength at character creation.

L EEEE

GRUNT [6TH]
-

You're used to long marches while carrying
heavy equipment and can hoist

most machinery with ease. Treat

your Strength as 1 higher for

the purpose of determining

your bulk limit (see page 167).

SQUAD

LEADER [12TH]

-

You are extremely skilled at coordinating with your
squad, both because of your tactical efficiency
and because of the respect that you command.
If you are able to attempt the check in question,
you automatically succeed at a skill check to aid
another (see page 133) when assisting a squad
member or other longtime ally (such as a fellow PC).

TTTTTTTTTTTTTTTTTTE,

COMMANDER [18TH]

-

You pull determination from your victories with your
squad, no matter how bloody. After participating
in at least three combats in a day in which you
defeat distinct groups of significant foes, you
recover 1 Resolve Point. After participating in
six such combats in a day, you recover a second
Resolve Point.

EE CHARACTER CREATION oo — .
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Due to the sins of your past or your current unlawful behavior, you are a
wanted individual somewhere in the Pact Worlds. You might not even be
guilty and are striving to clear your good name. Or you might fully admit to
being a criminal but believe the laws you break are unjust. Whatever the
case, boarding a starship headed to the Vast might be just the thing you
need until the heat dies down—or until you're dragged off to prison.

THEME KNOWLEDGE [15T])

-

You are well connected to shadowy secrets and back-alley
deals, and you both know about key players and have handy
skills of your own. Reduce the DC of Culture checks to recall
knowledge about the criminal underworld by 5. Sleight of
Hand is a class skill for you, though if it is a class skill from
the class you take at 1st level, you instead gain a +1 bonus
to Sleight of Hand checks. In addition, you gain an ability
adjustment of +1 to Dexterity at character creation.

LEGAL CORRUPTION [BTH]

-

Your underworld contacts have serious pull with the
corporations and the authorities and can get you out of just
about any legal trouble—as long as you're willing to pay the
right price. Depending on the severity of the crime, this can
be anywhere between 500 credits x your character level and
10,000 credits x your character level.

BLACK MARKET
CONNECTIONS ([12TH]

. -l

You have contacts who can move goods of all manner
discreetly and quietly just about anywhere to nearly

any destination you can imagine. You can sell goods

in any city for their usual price, even if the goods are illegal
or too luxurious for the locals to afford. Additionally, for
10% more than the usual price, you can purchase goods to
be delivered to a remote drop-off point (possibly near an
adventure location) in the same solar system as a familiar
city. The delivery always takes at least as long as the journey
between the city and the drop-off point—and usually longer.

MASTER OUTLAW [18TH]

-l

Organizing shady plans is one of your specialties, and doing
so is like a sweet shot of adrenaline. Up to twice per
day, after you spend at least 10 minutes to plan

a significant heist, caper, or other crime (this
doesn't count as resting to regain Stamina
Points) and successfully complete at least

one action toward enacting that plan, you

regain 1 Resolve Point.
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You are a member of an organized religion or similar association. Your belief,
whether it has been a part of you since childhood or it came to you later
in life, is an integral part of your character. You might travel the stars
proselytizing your deity, or your church might have sent you out on a
specific holy [or unholy] mission. No matter what obstacles life puts in your
way, you always have the conviction of your beliefs to fall back on.

THEME
KNOWLEDGE [1ST]

-

Choose a deity or a philosophy whose
alignment is within one step (on either the
good-evil axis or the law-chaos axis) of your
own. Reduce the DC of Culture and Mysticism
checks to recall knowledge about religious
traditions, religious symbols, and famous religious
leaders by 5. Mysticism becomes a class skill for
you, though if it's a class skill from the class you
take at 1st level, you instead gain a +1 bonus to
Mysticism checks. In addition, you gain an ability
adjustment of +1 to Wisdom at character creation.

MANTLE OF THE CLERGY
[BTH]

-

You have reached a rank of authority in your religion.
Typical lay followers of your religion have a starting
attitude of helpful toward you and will often provide you
with simple assistance on request due to some combination

of adoration, respect, or fear (depending on your religion), and

even other clergy must give your opinions due consideration
in matters of disagreement. You gain a +2 bonus to Diplomacy
and Intimidate checks against lay followers and lower-
ranking clergy.

DIVINE BOON ([12TH]

-l

Your deity grants you mystic power. Choose one 1st-
level mystic spell with some connection to your deity’s
portfolio (subject to the GM's approval). If you have
levels in the mystic class, you gain 1 additional 1st-
level spell per day and add the chosen spell to your
list of mystic spells known. Otherwise, you can use the
chosen spell once per day as a spell-like ability.

TRUE COMMUNION [18TH]

-l

Up to twice per day, after performing a significant action strongly
aligned with your faith's dogma (at the GM's discretion), you can
spend 10 minutes in deep meditation or prayer to regain 1Resolve
Point; this doesn’t count as resting to regain Stamina Points.

+ CHARACTER CREATION
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You are an erudite intellectual, pitting your brain against problems and

puzzles that others would find daunting. You might be an instructor of
a specific topic at a large university or a dabbler in a number of fields of
study. You could be exploring the galaxy in search of ancient artifacts or
new scientific phenomena. Whatever your motivation, you are sure that
the answers you seek are out there.

THEME KNOWLEDGE [15T])

-

You are an expert in one particular field of study, and your
passion for the subject shows. Choose either Life Science or
Physical Science and then choose a field of specialization. If you
pick Life Science, you can specialize in bioengineering, biology,
botany, ecology, genetics, xenobiology, zoology, or another
field of biological science. If you pick Physical Science, you
can specialize in astronomy, chemistry, climatology, geography,
geology, meteorology, oceanography, physics, or another field
of physical science. The DC of skill checks to recall knowledge
about your specialty is reduced by 5. Your chosen skill is a class
skill for you, though if it is a class skill from the class you take
at 1st level, you instead gain a +1 bonus to checks with your
chosen skill. In addition, you gain an ability adjustment of +1 to
Intelligence at character creation.

TIP OF THE TONGUE [B6TH]
-

Sometimes, after pausing to collect your thoughts, you realize
that you know the answer to a particularly challenging
question. Once per day, you can reroll any skill check (see page
243) to recall knowledge. You must decide to use this ability
after rolling but before learning the information from your first
roll. You must take the second result, even if it is worse.

RESEARCH MAVEN [12TH)]

-

You can research much faster than most other people, allowing
you to collate information from databases, libraries, and other
sources in one-quarter the normal time; with this ability, you
can typically take 20 to recall knowledge in 5 rounds.

MASTER SCHOLAR [18TH]
-

To you, learning and absorbing knowledge related to your field
of expertise is as refreshing as drinking from a cool spring in
the middle of a desert planet. Up to twice per day, when ina /i
situation where information from your specialty field could
be useful (at the GM's discretion), you can spend 10 minutes

in deep contemplation and research of your specialty field
and recover 1 Resolve Point, in addition to using recall 4
knowledge (see page 133) for the information you seek;
this doesn't count as resting to regain Stamina Points.
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Your longing to jourmney among the stars can’t be sated. You yearn for the

adventure of stepping onto a distant world and exploring its secrets. You
tend to greet every new opportunity with bravery and fortitude, confident
that your multitude of skills will pull you through. Perhaps you simply find
joy in the act of traveling with your companions, or perhaps you are just out
to line your pockets with all sorts of alien loot!

THEME KNOWLEDGE [15T]
-

You are obsessed with distant worlds, and you always mentally
catalog everything you learn about new and strange places so
you can recall it when you need it most. Additionally, you use
your knowledge of biology and topology to inure yourself to
alien hazards. Reduce the DC of Physical Science checks to recall
knowledge about strange new worlds or features of space by 5.
Physical Science is a class skill for you, though if it is a class
skill from the class you take at 1st level, you instead gain a
+1 bonus to Physical Science checks. In addition, you gain an
ability adjustment of +1 to Constitution at character creation.

EAGER DABBLER [6TH]
-

In your journeys, you've picked up quite a few tricks about all
sorts of things, even if you haven't formally studied them, and
you can often use this logic and intuition to your advantage.
You gain a +2 bonus to skill checks if you don’t have any ranks
in that skill. This ability does not allow you to attempt checks
for trained-only skills (see page 134).

JACK OF ALL TRADES [12TH)]
-

You can do just about anything if you put your mind o [
to it, and you never let lack of formal instruction stand & '
between you and a task that needs handling. You can
use all skills untrained, even if you could not normally do
so, and when you roll a natural 20 while attempting a skill
check for a skill in which you don't have ranks, your bonus
from eager dabbler increases to +4.

MASTER EXPLORER [18TH]
-

Scientifically noting the even tiniest details about a new
place—including everything from apparent colors and incline
grades to barometric, seismic, and other delicate readings—is
absolutely invigorating to you. Up to twice per day while on
an unexplored planet (typically one that has had no contact
with the Pact Worlds, though it doesn’t need to be one you
discovered yourself), you can spend 10 minutes exploring,
mapping, and documenting a new geographical

feature to recover 1 Resolve Point; this doesn't

count as resting to regain Stamina Points.
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The thought of meeting alien life-forms excites you. The more different

. . DOUERVIEW
their appearances and customs are from yours, the better! You either

believe they have much to teach you or you want to prove you are better

than them. Of course, the only way to accomplish your goal is to leave CHARACTER
the Pact Worlds and travel to the Vast, where a virtually endless number CRESEEN
of aliens await. e

CLASSES

THEME KNOWLEDGE [15T]
-

SKILLS
You are trained to seek out, identify, and interact with alien
life-forms. Reduce the DC to identify a rare creature using Life
Science by 5. Life Science is a class skill for you, though if it is a g
class skill from the class you take at 1st level, you instead gain a o ) |

+1 bonus to Life Science checks. In addition, you gain an ability / - ; -
adjustment of +1 to Charisma at character creation.

i

»
"\ | EQUIPMENT

RULES

RUICK PIOGIN [ETH] 1k dd . TACTICAL

If you don't share a language with creatures you encounter, you
and the creatures can spend 10 minutes attempting to converse (if
they are willing), after which you attempt a DC 25 Culture check.
If you succeed, you formulate a simple pidgin language that = - i MAGIC AND
allows basic communication. You can use the pidgin language ' il
with those specific creatures only, but you gain a +2 bonus to
Culture checks to create a pidgin language with similar
creatures that speak the same language.

STARSHIPS

FIRST CONTACT [12TH]) P - : SETTING

o* = \ ; 5 "HFINDER
EGACY

You know how to make a good first impression on new races
and assuage their fears of the unknown. When meeting a
creature that has never seen your race or any of the races of
your traveling companions, if it would normally be unfriendly
to unknown races, treat it as indifferent instead. This has
no effect if the creature would be hostile, indifferent,
friendly, or helpful.

BRILLIANT DISCOVERY [18TH]

-l

Up to twice per day, when you discover and
document a new species of flora or fauna, you
recover 1 RP. On an unexplored planet where
every species is new, this process usually takes
10 minutes at most (and doesn't count as rest to
regain SP, but even on known planets, you might be able to find
a new species in 1d4 hours (or fewer) in a remote biome or one
with a high variety of wildlife.

CHARACTER THEMES /










This chapter outlines the “core races” of Starfinder—those most common in the Pact
Worlds and intended for use as PCs. For some less common races, see Chapter 13.

ANDROIDS

Androids are artificial creatures with both biological
and mechanical elements, originally created by
humanity as servants and now free to chart their
own destiny among the stars.

HUMANS

Found nearly anywhere in the Pact Worlds, humans
have spread far since the disappearance of their
home world of Golarion. They are known for their
curiosity, tenacity, and adaptability.

KASATHAS

An ancient four-armed race from a distant star
system, kasathas are staunch traditionalists with
customs that make them seem wise and mysterious
to other races.

he Starfinder Roleplaying Game is about more than just

meeting aliens—it’s also about playing alien characters. In
Starfinder, the word “race” usually refers to an intelligent, self-
aware species whose members can be considered characters
rather than simple monsters. While not all races are appropriate
for player characters, many of them are; any creature with a
racial traits entry is a member of a potentially playable race,
provided that your GM approves it.

The following section introduces the core races of Starfinder—
seven species so common within the Pact Worlds as to be
ubiquitous (or at least recognized) throughout the solar system.
A number of slightly less common races native to the Pact
Worlds system, such as elves and dwarves, can be found starting
on page 506, and even more potential races can be found in the
Starfinder Alien Archive. Remember that these are only the races
most common within the Pact Worlds—the system also contains
many civilized but less prominent races, and when it comes to
races from beyond the Pact Worlds, anything goes!

Picking your race is one of the biggest choices in character
creation, as once it's made, it can't be changed. In addition to
its cultural flavor, each race comes with a set number of Hit
Points that you get at 1st level, plus several other racial traits
that modify your statistics or grant you additional abilities. The
ability score modifiers are the most significant of these. These
bonuses and penalties apply during the generation of your ability
scores (see page 18), and reflect your race’s natural aptitudes and
disadvantages, such as vesk being stronger on average than the
other races and ysoki being weaker. If you already know what
class you want to play, it's often a good idea to compare its key
ability score (see page 19) to the ability score modifiers granted

LASHUNTAS

Lashuntas are naturally gifted psychics, divided into
two subraces: one tall and lean, the other short and
powerful. Both are compelling to other races and
dedicated to scholarship and self-perfection.

SHIRRENS

Once part of a terrifying hive-mind that devoured all
in its path, the insectile shirrens mutated and broke
away to become independent but community-minded
individuals addicted to the freedom of choice.

VESK

Devoted to conquest and dominance, the reptilian
vesk only recently ended their long war with the other
races of the Pact Worlds, and many still distrust them
despite their sense of honor and their utility in combat.

YSOKI

Passionate and scrappy, the ratlike ysoki are experts
at getting both into and out of trouble. They let their
love of technology, exploration, and adventure carry
them throughout the galaxy.

by the respective races when selecting your race, so you don't
accidentally end up with your racial adjustments to your ability
scores making it difficult to play the type of character you want.
Some races’ ability bonuses make them a perfect fit for certain
classes, such as the vesk’s bonuses to Strength and Constitution,
which make them natural soldiers. However, don't be afraid to
play against type if the idea excites you—every race presented
here has members of every class within its society.

LANGUAGES

The myriad peoples of the Pact Worlds speak a wide variety of
languages, from the system-wide trade tongue called Common to
obscure alien dialects and ancient languages from other planes
of reality. Many worlds have a shared planetary language, most
races speak a racial tongue, and all of the prevalent languages
of the Pact Worlds have both signed versions and written
versions (including both visual and tactile writing).

A character begins play speaking and reading Common, her
racial tongue (if any), and the language of her home planet (if
any). She can also choose a number of bonus languages equal to
her Intelligence bonus from the lists below. A character can learn
the signed or tactile version of a language she knows, either as
a bonus language or by putting a rank in the Culture skill (see
page 139). A character who begins play blind automatically knows
the tactile versions of any languages she knows; a character who
begins play deaf automatically knows the signed versions. An
astonishing number of languages are spoken in the Pact Worlds,
and not all are understandable or reproducible by other races
without complex technology; some of the most commonly
spoken tongues in the Pact Worlds are presented below.
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TABLE 3-1: VITAL STATISTICS BY RACE

RACE AVG. HEIGHT AVG. WEIGHT

Android 5-7 ft. 100-200 Ibs.
Human 5-7 ft. 100-300 Ibs.
Kasatha 6-7 ft. 120-200 Ibs.
Lashunta 5-7ft. 140-180 Ibs.
Shirren 5-6 ft. 100-150 Ibs.
Vesk 6-8 ft. 200-300 Ibs.

Ysoki 3-4ft. 60-100 Ibs.

Prevalent Languages
Common, the most prevalent trade tongue of the Pact Worlds, is
believed to be based on one or more of the old human languages
of Golarion. The other most widespread languages spoken in the
Pact Worlds (and their typical speakers) include the following.
® Akitonian (inhabitants of Akiton)
® Aklo (inhabitants of Aucturn, Dominion of the Black)
® Brethedan (inhabitants of Bretheda, Liavara, and their moons)
® Castrovelian, also called Lashunta (lashuntas, inhabitants

of Castrovel)
® Eoxian (inhabitants of Eox)
® Kasatha (kasathas)
® Shirren (shirrens)
® Triaxian (inhabitants of Triaxus)
® Vercite (inhabitants of Verces)
® Vesk (vesk, inhabitants of the Veskarium)
® Ysoki (ysoki)

Other Languages

The following languages are somewhat less common, but they
are often encountered by scholars, spellcasters, and those doing
business on their speakers’ respective home worlds.

® Abyssal (demons, chaotic evil outsiders, inhabitants of
the Abyss)

Aguan (inhabitants of the Plane of Water)

Arkanen (inhabitants of Arkanen and Osoro)

Auran (inhabitants of the Plane of Air)

Azlanti (Azlanti, inhabitants of the Azlanti Star Empire)
Celestial (angels, good outsiders, inhabitants of the good-
aligned planes)

Draconic (dragons, reptilian humanoids, Triaxian dragonkin)
Drow (drow, many residents of Apostae)

Dwarven (dwarves)

Elven (drow, elves, half-elves)

Gnome (gnomes)

Goblin (bugbears, goblins, hobgoblins)

Halfling (halflings)

Ignan (inhabitants of the Plane of Fire)

Infernal (devils, lawful evil outsiders, inhabitants of Hell)
Kalo (kalo, inhabitants of Kalo-Mahoi)

Nchaki (inhabitants of Nchak)

Orc (orcs, half-orcs)

® Sarcesian (sarcesians)

® Shobhad (shobhads)

® Terran (inhabitants of the Plane of Earth)

®@ @ @ ® ©
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AGE OF MATURITY MAXIMUM AGE
0 years See page 43
18 years 80+2d20 years
25 years 100+2d20 years
20 years 80+2d20 years
5 years 50+1d20 years
16 years 70+1d20 years
10 years 60+1d20 years

VITAL STATISTICS

Table 3-1 suggests some basic ranges to help you determine
your character’s height, weight, and age. While most characters
fall somewhere in the middle of the range for their race, some
exceptional individuals may be larger or smaller. Gender plays
a significant role in the size and shape of some races, yet even
for those races, you should feel free to build the character that
feels right to you. Environmental factors can also play a role in
determining your character’s size and shape—a character from a
low-gravity environment is likely taller and thinner than average,
while one raised on a high-gravity world might be shorter and
more muscular due to the stresses placed on his body.

The age of maturity listed on the chart represents the age
at which a member of a race is likely to be considered an adult.
It is a generalization based on physical and cultural factors—
individual cultures may vary. The maximum age listed includes
an element of randomness to reflect the capriciousness of death,
and it is the assumption for the race’s longevity without magical
or technological intervention—with the right life-extension
technology, individuals of all races can become nearly immortal.

In addition, most of the races presented here are Medium (see
page 255); they have a space and reach of 5 feet and a land speed
of 30 feet per round. While the ysoki are Small (see page 255),
their space, reach, and land speed are those of Medium creatures.

READING THE RACE ENTRIES

The following pages explain the rules for the core races and
describe how they fit into the Starfinder setting, but a few key
elements deserve further explanation.

Ability Adjustments: These are race-based adjustments
to ability scores implemented during character creation (see
page 18). For instance, the ability adjustment for androids is +2
to Dexterity and Intelligence respectively, but -2 to Charisma.

Hit Points: These are the additional Hit Points you get from
your race at st level. See page 22 for more information.

Racial Traits: The first page of each race lists the special
abilities you get when playing a character of this race. You
automatically get all of these—you don't have to pick and choose.

Playing the Race: These notes offer a starting place for how
you, as a character of this race, might interact with the world.
Note that, as with other cultural details presented in the race
entry, these are just suggestions based on a typical member of
your race. Personalities vary, and your character might diverge
wildly from the suggestions, especially if she was raised in a
different culture or under unusual circumstances.
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Complex technological creations crafted to resemble humans,
androids were originally a servitor race, but they have since
broken free to form their own society. Unlike ordinary robots
or ship Als, androids do not simply respond according to their
programming; rather, they have independent consciousnesses
and are animated by souls—a distinction crucial to
their generally accepted status as people rather
than property. lJ {

For effects targeting creatures by type,
androids count as both humanoids and
constructs (whichever effect is worse). They
receive a +2 racial bonus to saving throws
against disease, mind-affecting effects,
poison, and sleep, unless those effects
specifically target constructs. In addition,
androids do not breathe or suffer the normal

environmental effects of being in a vacuum.

Androids have low-light vision and darkvision.
As a result, they can see in dim light as if

it were normal light, and they can see with

no light source at all to a range of 60 feet in @)
black and white only. See low-light vision and
darkvision on pages 264 and 263. /

Androids find emotions confusing and keep
them bottled up. They take a -2 penalty to Sense
Motive checks, but the DCs of Sense Motive
checks attempted against them increase by 2.

N7 ——— =

Androids have a single armor upgrade slot in
their bodies. Regardless of whether androids
are wearing physical armor, they can use this
slot to install any one armor upgrade that
could be installed into light armor.
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PLAYING AN ANDRDID

YOU LIKELY...
Are rational, quick-thinking, and a careful planner, always mindful of
potential escape routes.

Distrust authority and assume others want to take advantage of you.
Have a natural understanding of machines and respect them.

Judge people by how they treat animals, robots, and servants.

OTHER RACES PROBABLY...
Have trouble reading your emotions or assume you don't have them.

Are jealous of your constructed body and lack of aging.
See you as somehow inferior to purely biological life-forms.

Experience difficulty following your quick, complex logical processes.

PHYSICAL DESCRIPTION

Androids are biomechanical constructs created in technological
créches called foundries. While the first androids are believed
to have been mostly biological, difficult to distinguish from the
humans they lived among, modern designs are more varied, and
many favor metal skeletons and processors that support synthetic
organs and living flesh. Nearly all androids feature a humanoid
body shape and tattoo-like circuits that glow through their skin
when operating at full power, but beyond this commonality,
variations in physical appearance reflect an android's design, role,
and personality. Some take pains to blend into human society,
while others deliberately display their mechanical nature. Though
some androids are constructed or customize themselves to look
like other races, such models are relatively rare. Due to their
biological components, androids need to eat and sleep, but as
constructed beings they do not reproduce in the human fashion
and have no biological need for gender—some identify strongly as
male or female, while others shift fluidly or ignore it altogether,
and still others actively reject it on philosophical grounds as a
relic of their former slavery.

Though android bodies are assembled using tiny machines
called nanites, their complex nervous systems attract and
integrate souls in the same way organic creatures do. Most
androids are fully grown at the time of their birth, and can
technically live forever through constant repair, though most
androids voluntarily release their bodies after a century or so to
allow new souls to inhabit them—a process called renewal that's
viewed more as procreation than suicide.

HOME WORLD

Android technology in the Pact Worlds is generally believed to
have developed on Golarion in the time before the Gap, though
there are strong indications that the first androids there were
actually travelers from a distant star system. In the modern
era, various corporations throughout the Pact Worlds system
unraveled the secret to android creation and began mass-

producing androids as cheap, skilled labor perfect for hazardous
work. This practice lasted until about 150 years ago, when the
Thyst Rebellion and subsequent android revolts across the
system, combined with the now legendary speech known as “The
Automaton’s Polemic” by android revolutionary Serphaeus-6, led
governments system-wide to officially recognize all androids as
independent citizens. This ruling, however, has not completely
stopped unscrupulous corporations in less regulated parts of the
system from crafting illegal android slaves or forcing newborn
androids to “‘work off” the expense of their creation. Though
androids can be found anywhere in the Pact Worlds, many
gravitate toward cosmopolitan Absalom Station, the machine
cities of Aballon, and the freedom of the Diaspora.

SOCIETY AND ALIGNMENT

Android society tends to be insular. While androids are treated
equitably in most settlements, especially Absalom Station,
many androids have not forgotten their people’s bondage and
remain keenly aware of prejudice from other races based on
their “unnatural” origin or jealousy over the androids’ freedom
from aging. This leads most androids to feel a sense of kinship
with others of their kind and to go out of their way to help each
other, though they may also bond with members of other races
who treat them well. Despite popular belief, androids’ impressive
deductive reasoning abilities do not preclude sentiment, and
most androids feel emotions keenly—they simply don't always
express them well, and different individuals may have trouble
processing and communicating particular feelings. The average
android alignment is a practical neutrality; they are focused on
their own welfare and that of their friends.

RELATIONS

Often cautious around strangers, androids have the most
strained relationship with humanity, which built them in its
image and remains their most frequent oppressor. They feel
closest to shirrens, who also know what it is to be enslaved
and misunderstood, and respect kasathas' self-sufficiency. They
generally dislike vesk, whom they see as slavers, and only
grudgingly tolerate ysoki’s antics.

ADVENTURERS

Androids adventure for many reasons: to earn a living, trace the
origins of their race, or rescue androids and other creatures from
servitude. Their quick thinking under fire makes them natural
operatives and soldiers, while their affinity for machines makes
them excellent mechanics and technomancers.

NAMES

Androids have no single naming convention. Many take names
from the cultures in which they first awoke, or from media they
enjoy. Some accept call sign-like names based on appearance,
personality, or exploits. Still others go by numbers as a deliberate
reminder of their mechanical nature, or a combination of name
and number denoting how many times the body their soul
inhabits has been renewed. Some sample android names include
Asha, Blue-17, Emene-3, Flick, Garro, Iseph, Melody, Naga, Olas,
Stringer, Twenty, and Yose.

ANDROIDOS
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[ Ambitious, creative, and endlessly curious, humans have i
’ . . .
J shown more drive to explore their system and the universe
/ beyond than any of their neighbor races—for better and for
’ worse. They’ve helped usher in a new era of system-wide
/ communication and organization and are admired for their
/ passion and tenacity, but their tendency to shoot
/ first and think about the consequences later can
4 make them a liability for those races
4 otherwise inclined to work with them.
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Humans are Medium humanoids and have the
human subtype.
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{ Humans select one extra feat at 1st level.
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Humans gain an additional skill rank at 1st level
and each level thereafter.
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F’LAYING A HUMAN

YOU LIKELY...
See yourself as the hero of your own story, surely destined for
some form of greatness.

Are innovative, flexible, and talented, and you pride yourself on
your human resilience.

Get along well with members of other races and learn from other
cultures and societies.

Hold passionate beliefs yet change your mind quickly when it's
in your interest.

OTHER RACES PROBABLY...
See you as energetic and adaptable, but also as emotional,
impetuous, and prone to violence.

Pity you for the loss of your ancestral home world and worry
that you covet theirs.

See your self-confidence as arrogance.

Respect your ability to get along with other races but view you
as a dilettante with little culture of your own.

PHYSICAL DESCRIPTION

Humans have a wide range of inherited traits, such as body
type, skin color, and facial features, yet these minor differences
of heredity and genetics hold little significance in modern
human society. Instead, humans’ tendency to adapt to their
environments means that more extreme differences, such as
cybernetic augmentations, alien implants, and the elongated
limbs of zero-g asteroid miners, are seen as far more important
than ancient geography or skin color when defining modern
ethnic groups. Still, certain ancient cultural groups are still
recognized, such as the crimson-hued humans native to Akiton
and the mysterious, sinister humans of the Azlanti Star Empire.

HOME WORLD

Humans first arose on Golarion, yet even before the
disappearance of their home world, they had begun to spread
out onto the other planets of the solar system, particularly
Akiton. In the wake of Golarion's vanishing, however, this
group of explorers became inadvertent emigrants. Today,
Absalom Station is the undisputed center of human culture,
yet humans can be found on nearly every planet in the system,
either integrated into alien societies or creating colonies and
homesteads on new worlds.

Of all the common races in the Pact Worlds, humans
were perhaps the hardest hit by the Gap. Due to Golarion’s
disappearance, humans were left with relatively little evidence
with which to puzzle out and reconstruct their society. While
Absalom Station and other worlds with large human populations
contain documents related to the ancient history of humanity,
how much relevance this should have to modern human society
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is a hotly debated topic. For some, these ancient documents
offer a chance to connect with their origin, pulling everything
from names and philosophies to ancient factions forward into
the modern era. To the majority, however, this approach is seen
as backward—who cares about the dusty past on a vanished
world when it's the future that will make you or break you?

SOCIETY AND ALIGNMENT

The diversity of human societies makes them both fascinating
and frustrating to other races. Human settlements just a few
miles apart may have wildly different governmental styles and
social mores, and one faction may promote violent, xenophobic
conquest while another wants only trade and friendship. If
there's anything that can be said about human society as a
whole, it's that it's always in flux, with even the oldest cultures
constantly adapting and
that often leads to humanity being seen as a “younger” race,

reinventing themselves—a trait

regardless of the millennia it has existed. As a result, humans
cannot be said to lean toward any particular alignment—though
many aliens might argue that this marks them as chaotic.

RELATIONS

Humans are the glue that holds the rest of the solar system
together. Their seemingly endless desire to explore and settle
any habitable environment has positioned them perfectly to act
as traders and mediators between other races, and their lack
of their own planet often makes integrating into other cultures
attractive to them. At the same time, not every race appreciates
their viruslike spread. Vesk in particular keep a wary eye on
humans—if only because humans’ tendency toward expansionism
and violence track too closely to their own—and many androids
retain a strained relationship with their parent race. Even the
friendliest races remain aware of just how quickly a few humans
in their midst can become a controlling majority.

ADVENTURERS

Ambition and desire for action are hallmarks of humanity,
and countless humans leave home in search of wealth, fame,
knowledge, excitement, or other means of bettering their
situations. Since the discovery of the Drift and convenient
interstellar travel, humans have led the charge in exploring
and settling new worlds, driven by economic opportunity and
ambition. Due to their versatility and adaptability, humans can
fill any role in an adventuring party, from heavily armed soldier
to charming envoy ambassador.

NAMES

Human names can be totally new inventions, local traditions,
words borrowed from alien languages, or artifacts harkening
back to cultures on vanished Golarion. Due to the absence
of records from the Gap, it's nearly impossible for individuals
to trace their genealogy back to Golarion itself, and thus any
names pulled from ancient history are claimed rather than true
ethnic traditions. Some examples of human names are Akif,
Alezandaru, Amare, Baolo, Belor, Darilian, Hadzi, Hai Minh,
Hiriko, lolana, Jokug, Korva, Morvius, Navasi, Pao, Pasara,
Raziya, Revhi, Sahba, Sephia, Signe, Valki, and Yon.

HUMANS
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Originally from a planet orbiting
a dying star far beyond the Pact
Worlds, the four-armed kasathas
maintain a reputation as a noble
and mysterious people. They are
famous for their anachronistic
warriors, ancient wisdom, and
strange traditions.

N
Kasathas are Medium humanoids with the
kasatha subtype.

Kasathas can move through nonmagical
difficult terrain in deserts, hills, and
mountains at their normal speed.
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Kasathas have four arms, which allows them
to wield and hold up to four hands’ worth of
weapons and equipment. While their multiple
arms increase the number of items they can

&\ have at the ready, it doesn't increase the number

Yy ) of attacks they can make during combat.
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F'LAYING A KAS5ATHA

YOU LIKELY...
Seek wisdom in history and find dignity in customs and tradition.

Strive to maintain balance and stability in yourself and your comrades.

Use ranged weapons when necessary but find melee weapons
inherently more honorable.

Keep your mouth hidden behind a scarf in public, carefully tucking
food under it and using straws to drink.

OTHER RACES PROBABLY...
Don't understand your customs and mistake your veneration of the
elegant past for primitiveness.

Resent your aloofness and assume you think you're superior
Fear you want to invade and colonize their home.

Respect your cultural knowledge but find you stodgy and inflexible.

PHYSICAL DESCRIPTION

Kasathas are gray-skinned humanoids with four arms and pure
black eyes. Lacking a protruding nose, a kasatha's head is smooth
and elongated, with skin stretched tight to a skull extending
backward far beyond the edge of the neck. While lean compared
to humans, kasathas have more advanced muscle fibers that grant
them surprising strength. Physical differences between kasatha
genders are slight and easily overlooked by other races.

HOME WORLD

Kasathas evolved on Kasath, a massive desert planet orbiting
a red giant. While they knew that, on a stellar scale, their sun
was near death, tradition kept them from entertaining the idea of
colonizing another world until shortly after the Gap. Then, their
progenitor race—the plane-hopping witchwyrds—returned and
told them of the perfect world: a place called Akiton.

Determined to settle this promised land, the kasathas began
construction of a great, slower-than-light colony ship. Hundreds of
years later, the worldship Idari arrived in the Pact Worlds system.
To the crew’s surprise, however, local technology had advanced,
and the kasathan juggernaut found itself too vulnerable to
risk invading Akiton. Instead, while many kasathas emigrated
peacefully to that planet and the surrounding worlds, the majority
elected to remain aboard the Idari in an orbit between Verces and
the Diaspora, tending its rotating-drum farms and manufacturing
bays while trading with other races.

SOCIETY AND ALIGNMENT

Kasathas were technologically advanced when humanity was
still huddling in caves, yet they long ago plateaued socially and
technologically, learning the importance of stability and balance
after a series of near-apocalyptic disasters. In kasathan culture,
the answer to any question lies somewhere in the past. The fact
that their home world's records extend further back into the Gap

than any Pact World only encourages their veneration of history.
This leads to a culture steeped in customs that can seem bizarre
to outsiders, from the common requirement to hide one's mouth
around all but one’s most intimate companions to an ironclad
belief in the superior dignity of wielding melee weapons over
projectile or energy weapons.

Kasathan society is generally matriarchal and nomadic,
organized into myriad “great families,” clans, and subclans, with
individuals and family units roaming as the whim takes them.
Their conviction that most other races don't truly understand
the importance of personal dignity means kasathas rarely
bother to teach their customs to outside races, which leads to
their reputation as being mysterious, standoffish, wise, or all
three. Each kasatha follows a unique set of traditions, combining
common rituals with new ones she creates. She gains more
and more traditions over a lifetime, so that the oldest kasathas
spend much of their time honoring the past. This accumulation
of personal customs begins during the Tempering, a yearlong
walkabout all kasathas undergo at the end of adolescence.
During this time, young kasathas are encouraged to test their
limits, learn from other cultures, and engage in normally improper
behavior in hopes of coming to appreciate the value of tradition.

Many kasathas are lawful neutral, as befits their focus on
custom, though younger ones can often be more chaotic,
idealistic, or self-centered.

RELATIONS

Kasathas strive to maintain open trade with all races, yet they
find some more amicable than others. They see vesk as brutish
and shameful in their focus on conquest by any means, and ysoki
as loud and undignified. They get along well with lashuntas, who
properly respect the knowledge of the past, and they are intrigued
by both androids and shirrens—races they see as young enough to
be led down proper paths. Humans often confuse them; just when
they're ready to write all humans off as capricious, they meet one
whose sense of honor almost matches their own.

ADVENTURERS

Kasathas originally brought the philosophy of star cycles and
cosmic balance to the Pact Worlds, and to this day most solarians
are kasathas, though their physiques and love of dueling
also make them excellent soldiers, and the study of ancient
traditions turns many into mystics. Kasathas undergoing the
Tempering make perfect explorers and adventurers, and in recent
generations these walkabouts sometimes turn permanent.

NAMES

Kasathas go by their first names, though their full names always
encompass additional names denoting parentage, clan or subclan,
relation to the Great Families of Kasath, and connection to
historical heroes—it's not uncommon for a kasatha's full name to
include half a dozen such elements. For instance, a kasatha who
introduces himself as Isu might properly be named “Isu Cocretia
Qaru Maras of Clan Tarma, House Hadulan, soul-splinter of the
line of Ru.” Some examples of kasathan first names are Altronus,
Esar, Gorsen, Hadif, Jehir, Kala, Maedar, Metweska, Ninura, Remu,
Senesel, Tolar, Umana, Voloteo, and Zye.

KASATHAS
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ldealized by many other humanoid
| races and gifted with innate
/ \ psychic abilities, lashuntas are at
. once consummate scholars and
enlightened warriors, naturally
divided into two specialized
subraces with different abilities
and societal roles.

. /]

Lashuntas are Medium humanoids with the
lashunta subtype.

All lashuntas gain +2 Charisma at character
creation. Korasha lashuntas are muscular

(+2 Strength at character creation) but often
brash and unobservant (-2 Wisdom at character
creation). Damaya lashuntas are typically clever
and well-spoken (+2 Intelligence at character
creation) but somewhat delicate (-2 Constitution
at character creation).

ﬁsjlq: A

Lashuntas gain the following spell-like abhilities:
At will: daze, psychokinetic hand
1/day: detect thoughts

g See Spell-like Abilities on page 262. The caster level
[ for these effects is equal to the lashunta's level. O
Lot i ) Lashuntas can mentally communicate with any

creatures within 30 feet with whom they share a
language. Conversing telepathically with multiple
creatures simultaneously is just as difficult as
listening to multiple people speaking.

-
%

Lashuntas love to learn, and they receive a +2
racial bonus to any two skills of their choice.
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YOU LIKELY...
Deeply value learning, self-improvement, and the practice and
perfection of skills and powers.

Are a natural leader—calm and charismatic if damaya, loud and
boisterous if korasha.

Sometimes find other races’ reliance on audible language exasperating.

Are a good judge of character and bond deeply with those worthy
of your trust.

OTHER RACES PROBABLY...
Simultaneously admire and resent your natural charm and your
force of personality.

Expect you to know everything or see you as frustratingly posturing
and patronizing.

Fear you'll use your telepathy to read their minds.

Question the influence of corporate power on your supposedly
enlightened meritocracies.

PHYSICAL DESCRIPTION

To survive on the predator-rich world of Castrovel, the telepathic
humanoids called lashuntas evolved adaptive genetics that allow
children to develop into one of two subspecies, depending on the
stresses they endure at puberty: either the tall, intellectual, and
adaptable damaya—who make up most of their race’s political
leaders and ambassadors—or the short, burly, headstrong korasha,
who excel as warriors and explorers. Both feature short forehead
antennae that focus their natural telepathy, as well as colorful
swirls and raised markings on their faces unique to each individual.
Due to natural pheromones and lashuntas’ almost perfect physical
symmetry, most humanoid races find lashuntas of both subspecies
subconsciously (and sometimes unnervingly) attractive.

Both clades of the species bear the same genetics, allowing
them to intermarry and have children. While all lashunta children
inherit complexions and certain distinguishing features from their
parents, their subspecies is not one of them. Through psychic ritual
and force of will techniques applied at puberty, modern lashuntas
have mastered the ability to determine what subspecies a child
will grow into, activating certain epigenetics and shutting down
others. While some lashunta city-states attempt to steer children
in particular directions, such as via government-run aptitude tests,
most lashuntas believe passionately in a child’s right to choose.
In ancient lashunta history, their starkly divided gender roles
led to subspecies almost universally correlated with gender, but
as lashunta culture has grown more egalitarian, gender balance
between the two subspecies has become roughly equal.

HOME WORLD

Lashuntas form the most prominent race on Castrovel, and have
long been organized into independent city-states for protection
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against the planet’s many apex predators. At the same time,
thanks to their large number of magical portals, lashuntas
regularly ventured to other worlds even before the advent of
space travel, and they have developed particularly close bonds
with societies on Akiton.

SOCIETY AND ALIGNMENT

Though lashunta societies usually characterize themselves as
meritocracies, their leaders have traditionally been women and
are usually damaya except in times of war. Both damaya and
korasha lashuntas see education as one of the highest callings,
making lashunta scholars renowned across the solar system.
Military service is also valued, since Castrovel's dangerous
ecosystem and lack of overarching governments mean that
settlements need warriors to protect them from jungle monsters.
Of these soldiers, the most iconic are the traditional shotalashu
cavalry, lightly armored riders who form telepathic bonds with
and take their name from their saurian mounts.

On the whole, lashuntas’ focus on self-improvement, honor,
and communal defense leads them toward good alignments, with
damaya tending to be more lawful and korasha more chaotic.

RELATIONS

Lashuntas believe that every culture has something to teach, and
thanks to the legendary prowess of lashunta diplomats, most
other races respect them and consider them allies, or at least
reasonable associates. Vesk admire their warriors, androids and
kasathas value their logic and learning, and humans respect their
scholarship but risk embarrassing themselves trying to deal with
lashuntas’ disconcerting attractiveness. Shirrens are the main
exception to this pattern of mutual respect—though lashuntas’
millennia of warfare with the insectile formians has finally ended,
many lashuntas are still uncomfortable interacting with similar
races and worry that “the bugs” may one day unite against them.

ADVENTURERS

When a lashunta leaves home, it's often to grow—in knowledge,
prowess, or simple enlightenment. Experience is the best teacher,
and the thrill of discovery means that a lashunta adventurer is as
likely to be drawn to a new world by a rumor of lost lore as by
the promise of wealth. Of course, this quest for wisdom sounds
less noble once it's understood that the prestige associated with
bringing significant new knowledge home to Castrovel all but
assures a lashunta the finest creature comforts for the rest of his
life as a corporate consultant or professor at a university. Lashunta
adventurers are most frequently envoys, technomancers, and
mechanics, but soldiers and operatives are also common, the
latter being trained and employed by the numerous powerful
lashunta-owned corporations that have surpassed many city-
states as the primary political powers on Castrovel and beyond.

NAMES

Lashunta naming conventions vary widely among city-states, but
often tend toward soft sounds with tonal elements that make
them sound musical and elegant to other races. Some sample
lashunta names are Domash, Hesori, Kima, Kopalo, Maenala,
Nomae, Oraeus, Raia, Shess, Soryn, Taeon, and Varikuara.
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Once part of a ravenous hive of
\ locust-like predators, the insectile
shirrens only recently broke with
b their hive mind to become a race

of telepaths physically addicted
to their own individualism,

yet dedicated to the idea of
community and harmony with
other races.

Shirrens are Medium humanoids with the
shirren subtype.

Shirrens’ sensitive antennae grant them blindsense
(vibration)—the ability to sense vibrations in the
.. air—out to 30 feet. A shirren ignores the Stealth

;/ ; bonuses from any form of visual camouflage,

WV ~invisibility, and the like when attempting a

’ Perception check opposed by a creature’s Stealth
check. Even on a successful Perception check, any
foe that can't be seen still has total concealment
(50% miss chance) against a shirren, and the shirren
still has the normal miss chance when attacking
foes that have concealment. A shirren is still flat-
footed against attacks from creatures it can't see.

Shirrens are used to working with others as part 0O
of a team. Once per day, as long as an ally is
within 10 feet, a shirren can roll a single attack roll /

»or skill check twice and take the higher result.

Shirrens are eager to learn about new cultures
and societies. Shirrens receive a +2 racial bonus
to Culture and Diplomacy checks.

Shirrens can communicate telepathically with
any creatures within 30 feet with whom they
share a language. Conversing telepathically
with multiple creatures simultaneously is just as
difficult as listening to multiple people speak.
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YOU LIKELY...

Cherish your independence, and while eager to help the group, you
despise coercion and entrapment.

Abhor violence and act as a voice of reason, compassion, and
community even when tempers flare.

Take deep emotional and physical pleasure in simple, mundane
choices that establish your individuality.

Are fascinated by religion and see your choice of god as a
reflection of your personality.

OTHER RACES PROBABLY...
Find your physiology and use of telepathy disconcerting.

Appreciate your bravery, logic, and diplomacy, even if your
conclusions are not always convenient.

Don't understand your definition of freedom or your seemingly
disproportionate delight over small choices.

Worry that you might return to predatory, Swarm-dominated ways
at any time.

PHYSICAL DESCRIPTION

Shirrens were once part of the Swarm, a monstrous race traveling
from world to world, consuming all they encountered before
moving on. Generations ago, however, a mysterious mutation
caused an entire subcolony to break from the hive mind, with
each of its members gaining a sense of self. Addicted to the new
drug of individualism, these renegades rejected the Swarm’s
mindless consumption, forming a new race called shirrens that
eventually came to settle within the Pact World system.
Shirrens are arthropods with chitinous exoskeletons, large
compound eyes, and sensitive antennae. Unlike many arthropodan
races, they walk upright, manipulating items with three-clawed
hands. In addition to their two sets of main limbs, they also have
two sets of smaller limbs growing from their thoraxes. While often
displayed, these ‘mating arms” are extremely weak and used
only for ceremonial and reproductive purposes—to use them for
mundane activities would be seen as grotesque and shameful.
Shirrens have three sexes: male, female, and host. During
reproduction, female and male shirrens provide the initial eggs
and sperm, and hosts incubate the fertilized eggs while also
adding their own genetic material and immunities. In some
shirren societies, a single host queen incubates for many partners
and is considered the true parent, while in others, three-party
marriages are common. Shirren young spend their first 2 years in
a tiny, wormlike larval form, and they are often carried around in
protective containers to let them safely observe the world.

HOME WORLD

Not even shirrens know where the Swarm first evolved, for its vast
biological colony-fleet has traveled the stars for ages and feels no
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need to keep track of such things. After splitting from the Swarm,
the newly self-aware shirrens scattered to a number of nearby
systems. A large contingent found its way to the Pact Worlds,
making first contact with Vercite aethership crews and setting up
a colony in Verces's parched Fullbright region. Since then, shirrens
have spread throughout the Pact Worlds.

SOCIETY AND ALIGNMENT

Shirrens define themselves by their individualism. When they left
the Swarm, they assumed partial control over the neurological
pleasure and pain systems by which they were formerly directed,
and even generations later, making choices for themselves can
literally flood them with pleasurable neurotransmitters. While
this ability is not always beneficial-some shirrens deliberately
drug themselves this way, becoming “option junkies” blissed out
on sequences of trivial decisions—freedom of choice is crucial to
shirren identity. This is especially true with regard to religion, for
what choice is more important than how to spend the afterlife?
At the same time, having evolved from hive creatures,
shirrens remain highly communal by human standards. Even
when working with other races, they seek to foster community
and teamwork and do what's best for the group. They are often
lawful good, though loyalty and a utilitarian emphasis on “the
greater good” can also lead them down questionable paths.

RELATIONS

Most of the common races find shirrens agreeable and useful
allies, though their telepathic communication and chittering
mouthparts can be disconcerting. Shirrens, for their part, are
positively inclined toward all the major races, especially ysoki for
their communal tendencies and zest for life. Though lashuntas
often maintain their prejudice against insectile races, most
shirrens don't hold this against them, as they themselves fear
nothing more than the Swarm that spawned them.

ADVENTURERS

Less inclined toward violence than many races, shirrens often
sign on with starship crews as ambassadors, medics, technicians,
and other such noncombat roles, especially as mystics acting as
ship chaplains. They adore working as part of a team and are often
voices of reason in chaotic situations. This general friendliness
should not be mistaken for weakness, however, as shirrens
fighting for the lives of their comrades can be terrifyingly lethal,
fearlessly undertaking suicidal missions for the good of the group.

NAMES

Shirrens rely primarily on telepathy for communication, speaking
audibly with their mandibles only in formal situations. Because
of their insectile physiology, their “speech-names” can sometimes
be harsh and awkward for members of other races to pronounce.
Fortunately, they readily accept nicknames bestowed by members
of other races, seeing such epithets as honors. Most also have a
secret “soul-name” that's purely telepathic, a concentrated collage
of emotions, images, and sense memories that's shared only with
their dearest friends. Some shirren speech-names include Cesca,
Halicon, Jchk, Keskodai, Korskal, Noskaru, Schect, Thast, T'sen,
Vishkesh, Xylit, and Zenka.
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Heavily muscled and covered with thick scales and short, 3
sharp horns, the reptilian vesk are exactly as predatory |
and warlike as they appear. Originally hailing from a star
system near the Pact Worlds, they sought to conquer and
subdue their stellar neighbors, as they had all the other
intelligent races in their own system, until

an overwhelming threat forced them
into a grudging alliance with the Pact
Worlds—for now.
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Vesk are Medium humanoids with the |
vesk subtype.

Vesk use armor in a way that complements
their uniquely sturdy physiology. When wearing
armor, they gain a +1 racial bonus to AC. When
they're wearing heavy armor, their armor check
penalty is 1 less severe than normal.

esk receive a +2 racial bonus to saving throws
ainst fear effects.

Vesk can see in dim light as if it were normal
light. For more details, see page 264.

>

Vesk are always considered armed. They can
deal 1d3 lethal damage with unarmed strikes
and the attack doesn’t count as archaic. Vesk
gain a unique weapon specialization with their
natural weapons at 3rd level, allowing them to
add 1-1/2 x their character level to their damage
rolls for their natural weapons (instead of just
adding their character level, as usual).
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PLAYING A VESK _

YOU LIKELY...
See most other races as weak or dishonorable and believe the vesk
way is best.

Relish the chance to prove your worth in combat, though only
against worthy opponents.

Have an ironclad sense of honor and propriety, and strive to
always keep your word.

Bond closely with proven comrades and surprise non-vesk friends
with sudden outpourings of emotion in private.

OTHER RACES PROBABLY...
Find your size and bloodthirsty reputation intimidating.

Assume you're ignorant of anything beyond combat.

Depend on you in battle yet fear and resent you for your empire’s
past conflicts and conquests.

Mistake vesk etiquette and propriety for a lack of feeling.

PHYSICAL DESCRIPTION

The lizard-like vesk stand close to 7 feet tall, are thick with
muscle, and are covered in tough, scaly skin. Though they've
long since adopted technological weapons, they retain the thick
claws and teeth of natural predators and enjoy using them
to intimidate “softer” races. In addition, they also have long,
powerful tails—while these are primarily used for balance, some
vesk martial arts incorporate formidable tail slaps. Small horn
spikes dot the skulls of both sexes, and protrude from their
lower jaws in bony “beards” that sometimes extend down their
spines to their tails. Female vesk are often larger than their male
counterparts, and whereas males are various shades of green,
females often have vibrant, mottled coloration that's considered
an indicator of both health and attractiveness.

HOME WORLD

Vesk first arose on a single world around their sun but quickly
spread to the others, turning potential competitor races (as
the vesk saw them) into vassals in the vast empire they call
the Veskarium. Today, these other worlds officially no longer
even have names, only numbers correlating to their distance
from the sun (such as Vesk-6). The exception to this rule is Vesk
Prime, vesk’s ancestral home, which remains the seat of their
government and high society.

SOCIETY AND ALIGNMENT

Vesk society is highly organized and militaristic. While
merchants and others with peaceful professions can advance
economically, political power is the exclusive domain of those
who've proven themselves in armed conflict. Surprisingly, this
proof doesn't need to come through military service, or even
benefit the Veskarium. Many vesk attain similar elevation in

social status through performing mercenary work, engaging in
dueling, or providing security on exploration missions. Though
obsessed with conquest, dominance, and social rank, vesk have
an equally strong sense of honor and pride in fulfilling their
agreements and treating subordinates of all races fairly. They
are stoic and taciturn with strangers but capable of great bursts
of emotion in private or in the heat of battle. Vesk society tends
to be efficient, respectful, and law-abiding—especially since
nearly any insult or violation of custom could trigger a brutally
violent blood debt. Even outside of their home system, vesk are
most often lawful, though usually according to their own code
of honor rather than that of whatever society they happen to be
in. They tend toward a neutral morality, though individuals can
easily skew good or evil.

RELATIONS

Vesk's love of military conquest and empire building originally
led to significant skirmishes between their star system and the
nearby Pact Worlds, and the ensuing conflict—often called the
Silent War—might have continued indefinitely had the Swarm
not attacked both systems simultaneously. Banding together
for mutual defense, vesk and Pact Worlds cultures successfully
fought off the Swarm, forging a tentative peace in the process.
Vesk respect honor, strength, and self-mastery. Though their
relations with the races of the Pact Worlds remain strained
due to the only barely averted war, they admire androids’
dispassionate consistency, kasathas' sense of honor, and the
strength of lashuntas in battle. However, they find ysoki weak
and frivolous, and humans quick to break their agreements.
Shirrens perplex vesk with their refusal to parlay their
strengths, including their instinctive coordination in battle and
willingness to die for their comrades, into an empire.

ADVENTURERS

Vesk adventuring with races from other systems fall into two
categories. The first are mercenaries or glory-seekers looking
for a chance to engage in honorable combat and build up their
prestige. The second are nonwarrior vesk who have rejected their
home society for its obsession with combat and have chosen
instead to seek opportunities among more open-minded races.
Warrior vesk most often fit the soldier class, though a growing
number have become intrigued by the path of the solarian.
Noncombatant vesk often lean toward becoming mystics,
though some overcome the traditional vesk culture’s dismissal of
education to become mechanics or even technomancers.

NAMES

Vesk names are often long and combine elements of their
parents’ names, as well as those of other prominent ancestors.
These are frequently shortened for daily use by friends, though
abridging a vesk’s name without permission is a grave insult. In
addition, some vesk take on epithets related to their victories
in combat, which they sometimes use in addition to or in
place of a family name, such as “Three Guns,” “Voidwalker,’
or “Squadeater.” Some sample vesk names include Dmotralan,
Evdokayo, Goromitali, Julakesh, Katara, Obozaya, Radokama,
Sarangari, Sobok, Terikoraz, and Ymeros-Ahandi.
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Small and furtive, the ysoki are often
overlooked by larger races. Yet
through wit and technological
% prowess, they’'ve spread
< throughout the solar system,
* giving truth to the old adage

/( %\‘ that every starship needs a

few rats.

Ysoki are Small humanoids with the
l?‘ ysoki subtype.

Ysoki can store up to 1 cubic foot of items
~ weighing up to 1 bulk in total in their cheek
: pouches, and they can transfer a single object
between hand and cheek as a swift action. A ysoki
can disgorge the entire contents of his pouch onto
the ground in his square as a move action that
does not provoke an attack of opportunity.

Ysoki can see up to 60 feet in the dark. See
page 263 for more information.

Ysoki are scrappy and nimble even when the
odds are against them. A ysoki can stand from /
prone as a swift action. Additionally, when
off-kilter (see page 276), a ysoki does not take
the normal penalties to attacks or gain the
flat-footed condition. When attempting an
Acrobatics check to tumble through the space

of an opponent at least one size category larger

L than himself, a ysoki receive a +5 racial bonus to
24 the check.

Ysoki receive a +2 racial bonus to Engineering,
Stealth, and Survival checks.
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PLAYING A YSOKI _

YOU LIKELY...
Talk fast and often. You see language as a constantly evolving art
form, and you constantly pick up new slang and alien words.

Have seemingly boundless energy and enthusiasm, and rarely pass
up a chance for some excitement.

Adore technology in all its forms and love taking devices apart to see
how they work.

Are savvy and street-smart no matter where you are, and make both
friends and enemies quickly.

OTHER RACES PROBABLY...
See you as manic, loud, and impetuous.

Value your skills with technology but wish you reassembled.
things as often as you took them apart.
Appreciate the fervor with which you defend your friends.

Underestimate you due to your size and childlike enthusiasm.

PHYSICAL DESCRIPTION

Ranging from 3 to 4 feet tall, ysoki resemble humanoid rats
who walk upright, complete with fur, long incisors, constantly
twitching noses, and partially prehensile tails that help them
keep their balance and maneuver in zero gravity. Their small,
dexterous hands are perfect for working on delicate electronics,
and their keen noses often allow them to identify complex
chemicals by smell. Male and female ysoki are difficult for other
races to tell apart, as they have similar body types and favor
similar fashions.

HOME WORLD

While the term “ysoki” originates from Akiton, where the race
has long been a vibrant and respected culture, populations of
ratfolk (as they're sometimes called) existed on several worlds
for millennia before spaceflight became common. Whether these
different populations were examples of convergent evolution or
they shared a common ancestor is anyone’s guess, but today
most of these cultures now identify as part of the overarching
ysoki race. This is due partially to the wide variation in ysoki
heredity, which makes ethnicity (and often even immediate
family connections) almost impossible to determine by sight
or genetics, but even more so to the fact that ysoki have done
more than any other ratfolk group to demand and maintain the
respect of larger races.

SOCIETY AND ALIGNMENT

Ysoki society is chaotic and freewheeling, and a typical warren
is full of half-finished projects and multiple ysoki talking over
each other. Regardless of their role in society, nearly all ysoki
hold a deep and abiding love for technology and gadgets,
whether it be an engineer’s love of taking machines apart or

a soldier's appreciation for her armor’s construction. While
they traditionally take on roles and societal niches other races
view as unpleasant, acting as junkers or squeezing through
the innards of starships, this is due not to a lack of pride, but
rather an abundance thereof—ysoki are so sure of their own
worth that living in subpar conditions doesn't shame them.
Larger races’ tendency to underestimate or pick on ysoki has
left them fiercely loyal to their friends and families—both ysoki
and otherwise—and a ysoki presented with a gross injustice
often feels the need to fling himself teeth-first at the problem,
consequences be damned. As a result, the most common ysoki
alignment is chaotic good, though they can easily be tugged
toward the evil alignments by loyalty or a need to strike back at
perceived oppression (or even simple disrespect).

RELATIONS

Friendly and talented, ysoki integrate easily into most civilized
societies, sometimes in all-ysoki neighborhoods and other times
living side by side with alien cultures. The large size of ysoki
families and their tendency to travel also means that a ysoki
on a Pact World is shockingly likely to have a cousin or other
contact in just about any major settlement. Of the major races,
ysoki get along best with lashuntas, with whom they've traded
for millennia, though they appreciate humanity’s pluck and
shirrens’ devotion to community, even if the latter are a little too
calm for ysoki tastes. They identify with androids’ defiance in the
face of prejudice, but they find kasathas too aloof and vesk too
obsessed with displaying dominance. Regardless of others’ races,
ysoki pride themselves on being quick judges of character, and
members of many other races have been surprised to find a ysoki
fighting on their behalf after no more than a conversation in a
crowded bar. Quick to rile and quick to forgive, fond of laughing
at misfortune (both their own and others’), ysoki can sometimes
be exhausting, but they are rarely boring.

ADVENTURERS

Though ysoki form strong bonds with their friends and families,
these connections are as likely to take them off-world as to keep
them at home. Many curious young ysoki sign on with starship
crews to see the universe or find their fortunes, and soon adopt
their shipmates as a second family. Their natural aptitude with
machines most often leads ysoki to become mechanics and
technomancers, but they also enjoy the gloriously complicated
weaponry employed by operatives and soldiers, and many
appreciate the quick-witted patter of envoys.

NAMES

Ysoki names tend to be short, and even those given longer
names inevitably shorten them for informal use. Nicknames are
often as important to ysoki as their actual names, and they tend
to give both other ysoki and their non-ysoki friends monikers
that refer to their personality or physiology, such as “Snack,”
“Sparks,” “Twitch,” “Boom-Boom,” or “Dirtbath.” While some
ysoki take family names, many use the names of their ships or
home settlements instead. Some sample ysoki names include
Bena, Coponisa, Cors, Goba, Ketch, Kib, Lolo, Niknik, Quig, Resk,
Sim, and Twik.
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WCLASSES

Your character’s class represents her field of expertise, whether
she’s a battle-hardened soldier or a technomancer bending the
laws of physics. Her class grants a number of abilities—these
could be the result of formal training, honed talent, or even a

ENVOY

The envoy uses her personal magnetism
and intelligence to help her allies and
baffle her enemies, often in the service of
negotiation or politics.

=3 MECHANIC

Adept at building and modifying machinery,
the mechanic has either an advanced
artificial intelligence or a cutting-edge robot
drone as his constant companion.

MYSTIC

The mystic magically channels the energy

connecting all things, often through a focus
on the divine or intuitive understanding of
biological systems.

OPERATIVE

The operative has the skills to complete

almost any mission requiring stealth and
discretion, whether it be simple espionage
or messy wet work.

CLASS DESCRIPTIONS

Your class is the single most important factor in determining
your character’s abilities—the chassis on which everything
else is constructed. At the same time, however, each class
has the potential to spawn an infinite number of characters
depending on the choices you make, both rules-wise and in
terms of your personality and the story you want to tell. An
android mystic who acts as a priest of the machine god Triune
is going to feel and behave wildly differently in play than
a lashunta mystic who uses his psychic abilities as a mind-
reading private detective, despite the fact that they share the
same class.

The following sections describe Starfinder's seven core
classes, with each entry containing all the information you need
to play a member of that class at any level. This introduction is
designed help to explain the format used in all class descriptions.

Overview

Each class entry begins by describing a stereotypical member of

the class and suggesting a number of ways your character might
use her abilities during an adventure. You aren't restricted to
those actions or personality traits when you play a character of

TEECETEEEECEEECECE T

direct connection to a god. It also determines statistics such as
her Hit Points, Stamina Points, weapon and armor proficiencies,
class skills and skill ranks per level, and base attack and saving
throw bonuses. The following are Starfinder’s core classes.

SOLARIAN

The solarian contemplates and gains power
from the life cycles of stars. His techniques
allow him to create a weapon or suit of
armor from a mote of stellar energy.

SOLDIER

Thoroughly familiar with weapons of war,
the soldier is ready to wreak havoc when
force is called for, and specializes in a
particular fighting style.

TECHNOMANCER

The technomancer understands the

% | connections between technology and

/| magic, and exploits them by bending reality
to suit her needs.

that class, and as noted above, it's possible to create specialized
characters of the same class who are effective in very different
areas. But if you're new to Starfinder and looking for help deciding
how to roleplay a character of a given class, start here.

Stamina Points: At 1st level and whenever you gain a
new level, you gain this number of Stamina Points + your
Constitution modifier (minimum O SP per level) (see page
22). If your Constitution modifier changes later, adjust your
Stamina Points for all your levels.

Hit Points: At 1st level and whenever you gain a new level,
you gain this number of Hit Points. These are added to the Hit
Points you gain from your race at 1st level.

Key Ability Score

This entry indicates which of the six ability scores is most
important for this class—that ability is your key ability score.
To be most effective, you should usually make your key ability
score your highest ability score. Unless otherwise noted,
the saving throw DC for foes to resist your class features (if
appropriate) is equal to 10 + half your class level + your key
ability score modifier. This entry also notes one or two other
ability scores that are important for this class but are not vital.
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Class Skills

This entry notes the number of skill ranks you gain at each
level; regardless of any penalties to this number, you always
gain at least 1 skill rank per level. This entry also lists your
class skills, which are those skills a member of your class is
usually particularly good at—if you put at least 1 rank in a class
skill, you gain a +3 bonus to skill checks with that skill.

Armor Proficiency

This entry lists the armor types with which you are proficient
(meaning you automatically know how to use them). See Armor
Proficiency in Chapter 8: Tactical Rules for more information
on how proficiency affects you.

Weapon Proficiency and Specialization

This entry lists the weapon types in which you are proficient.
See Weapon Proficiency in Chapter 8: Tactical Rules for more
information on how proficiency affects you. When you reach
3rd level in that class, you also gain Weapon Specialization (as
per the feat) in those weapons, which allows you to add your
class level to your damage rolls with those weapons (see Weapon
Specialization on page 163 for more information). Grenades,
missiles, and other consumable weapons never add specialization
damage, even when you're using weapons like a cyberbow or
grenade launcher.

CLASS FEATURES

Each of your class features is detailed in the remainder of the
class description. If a class feature ever requires a calculation or
produces a numerical result that would include a fraction, always
round down unless otherwise stated. This follows the normal rule
for rounding (see page 243).

Class features may reference different types of levels, such as
character level, class level, and caster level (if you're a spellcaster).
For a character with only one class, these are all the same thing.
If you decide to take multiple classes, when a class feature has an
effect or prerequisite based on your level, it always means your
level in that class, not your total character level (which is the
sum of all your different class levels). If a class feature or spell
mentions your caster level, that refers to your combined levels in
all spellcasting classes (though the number of spells you can cast
per day and the number you know at each level are still based on
just the level of the class granting them).

Class features usually fall into one of three categories:
extraordinary abilities, spell-like abilities, and supernatural
abilities. You may gain these abilities through one or more of a
variety of means, including advanced meditative techniques,
athletic training, biological stimulants, cutting-edge technological
devices, experimental cybernetic enhancements, mysterious
alien technology, or state-of-the-art biotech. The specific source
of these abilities is up to you, as a way to add flavor to your
character. Regardless of the source, these abilities are class
features and cannot be taken away from you, though they may
be suppressed or negated by other effects (see below).

Extraordinary Abilities (Ex): Extraordinary abilities are
nonmagical, despite the fact that they're not something just
anyone can do, or even learn without extensive training.

—— CORE RULEBOOK

Effects or areas that suppress or negate magic have no effect
on extraordinary abilities.

Spell-Like Abilities (Sp): Spell-like abilities are magical abilities
similar to spells. Spell-like abilities are subject to spell resistance
(see page 265) and do not function in areas where magic is
suppressed or negated. Spell-like abilities can be dispelled.

Supernatural Abilities (Su): Supernatural abilities are
magical but not spell-like. Supernatural abilities are not
subject to spell resistance, but they don't function in areas
where magic is suppressed or negated. A supernatural ability’s
effect cannot be dispelled.

CLASS TABLE

Each class description contains a table that summarizes the
various features of the class at each level.

Class Level: This is the class level at which your character
receives the benefits listed in the line.

Base Attack Bonus: This is the total base attack bonus at
that level, which is used to calculate your melee and ranged
attack bonuses.

Fort Save Bonus, Ref Save Bonus, Will Save Bonus: These
entries list your base save bonus for Fortitude, Reflex, and
Will saving throws at that level. You add your Constitution
modifier to Fortitude saves, your Dexterity modifier to Reflex
saves, and your Wisdom modifier to Will saves.

Class Features: This lists the class features gained at that
level, which are described in detail later in the class description.

Spells per Day: For a class that can cast spells, the table
lists the number of spells per day you can cast at each class
level (known as your “spell slots”). You may be able to cast
additional spells based on your key ability score, as indicated
in a separate table in the class entry. If an entry is marked
with a dash (=), you can't cast spells of that level yet.

Other Entries: If the class grants different features that
depend on your level, they are listed here. For instance, the
solarian’s armor bonus and weapon damage by level can be
found under Solar Manifestation. These abilities are described
in detail later in the class description.

CLASS BUILDS

Following the explanation of a class's features are four
examples of ways to build the class. These are examples of
some of the choices you could make to create a specific kind
of character, designed to help you think about different ways
of playing the same class.

Theme: This is an appropriate theme for the class build.

Ability Scores: This entry notes which ability scores are
most important for the build.

Class Choices: Many classes offer multiple choices within
certain class features (such as envoy improvisations and
mechanic tricks). These entries list some appropriate choices
for the build, ordered by the earliest level at which you can
take each option.

Spells: Choices of spells that are particularly suited to the
build are listed by spell level.

Feats: Useful feats are listed alphabetically.

Skills: These are the skills that best complement the build.
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sense of self-preservation; and excel at
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getting others to do what you want. w
E e You might be a trickster, hustler, ar
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% con artist, or you might serve as an
"\ actor, ambassador, or businessperson,
paving the way for negotiation through
Kind words or the occasional dirty trick. You
are often the group’s strategist, using
your quick wit and tactical acumen to
push your friends to greater heights.
You may also be skilled in diplomacy,
serving as the face for a starship
& crew, talking your way into restricted
systems or gaining audiences with
local politicians or warlords.
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Your Charisma helps you succeed in many social situations
and makes a number of your improvisations more effective,
so Charisma is your key ability score. A high Dexterity score
can make you a better ranged combatant, while a high
Intelligence score improves all of your skills.

SKILL RANKS PER LEVEL
8 + INTELLIGENCE MODIFIER

Acrobatics (Dex) Intimidate (Cha)

Athletics (Str) Medicine (Int)

Bluff (Cha) Perception (Wis)
Computers (Int) Piloting (Dex)

Culture (Int) Profession (Cha, Int, or Wis)
Diplomacy (Cha) Sense Motive (Wis)
Disguise (Cha) Sleight of Hand (Dex)
Engineering (Int) Stealth (Dex)

ARMOR PROFICIENCY

Light armor

WEAPON PROFICIENCY

Basic melee weapons, grenades, small arms
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TABLE 4-1: ENVOY

BASE FORT REF WILL

CLASS ATTACK SAVE SAVE SAVE

LEVEL BONUS BONUS  BONUS

Ist +0 +0 +2 +2
2nd +1 +0 +3 +3
3rd +2 + +3 +3
4th +3 + +4 +4
5th +3 + +4 +4
6th +4 +2 +5 +5
7th +5 +2 +5 +5
8th +6 +2 +6 +6
9th +6 +3 +6 +6
10th +/ +3 +/ +]
1ith +8 +3 +/ +/
12th +9 +4 +8 +8
13th +9 +4 +8 +8
14th +10 +4 +9 +9
15th +1 +5 +9 +9
16th +12 +5 +10 +10
17th +12 +h +10 +10
18th +13 +6 +1 +1
19th +14 +6 +1 +1
20th +15 +6 +12 +12

ENVOY IMPROVISATION

As you gain experience, you learn envoy improvisations—little
tricks that bolster allies, confound enemies, or change the ebb
and flow of battle using guile, inspiration, or luck. You learn your
first envoy improvisation at 1st level, and you learn an additional
improvisation at 2nd level and every 2 levels thereafter. The list of
envoy improvisations appears on page 62.

If an improvisation allows you to grant an effect to an ally, you
cannot grant yourself that effect unless the improvisation states
otherwise. If an envoy improvisation allows a saving throw to resist
its effects or requires an enemy to attempt a skill check, the DC is
equal to 10 + half your envoy level + your Charisma modifier.

Some envoy improvisations are language-dependent, mind-
affecting, sense-dependent, or some combination of any or all of
these. These terms are defined on page 270.

EXPERTISE (EX)

You are an expert at dealing with challenges that test your skills,
be the challenges social or otherwise. At 1st level, when attempting
a Sense Motive check, you can roll 1d6 (your expertise die) and
add the result of the roll to your check as an insight bonus. You
can use this and other expertise abilities as long as you have at
least 1 Resolve Point remaining. At 5th level, anytime you roll your
expertise die, you gain a +1 bonus to the result. At Sth, 17th, and
20th levels, this bonus increases by 1. At 13th level, you roll 1d8 as
your expertise die instead of 1d6.

Beginning at Sth level, you have even greater expertise with
skills to which you can add your expertise die that you have also
selected with the Skill Focus feat. For each such skill, once per day
when rolling your expertise die to add to that skill, you may roll the
expertise die twice and take the better of the two results.

BONUS  CLASS FEATURES

Envoy improvisation, expertise (1d6), skill expertise
Envoy improvisation

Expertise talent, weapon specialization
Envoy improvisation

Expertise (1d6+1), skill expertise

Envoy improvisation

Expertise talent

Envoy improvisation

Expertise (1d6+2), skill expertise
Envoy improvisation

Expertise talent

Envoy improvisation

Expertise (1d8+2), skill expertise
Envoy improvisation

Expertise talent

Envoy improvisation

Expertise (1d8+3), skill expertise
Envoy improvisation

Expertise talent

Envoy improvisation, expertise (1d8+4), true expertise

SKILL EXPERTISE (EX)

At 1st level and every 4 levels thereafter, you can use expertise
with one additional class skill. You must have at least 1 rank in
a skill to select it, and it must come from the following list: Bluff
(Cha), Computers (Int), Culture (Int), Diplomacy (Cha), Disguise
(Cha), Engineering (Int), Intimidate (Cha), and Medicine (Int).

EXPERTISE TALENT

At 3rd level and every 4 levels thereafter, you choose an
expertise talent, which gives you an extra option when using a
skill with which you have expertise. The list of expertise talents
appears on pages 269-270.

WEAPON SPECIALIZATION (EX)

You gain the Weapon Specialization feat as a bonus feat for
each weapon type with which this class grants you proficiency.

TRUE EXPERTISE (EX)

You gain total mastery over one of your envoy improvisations
and can use it with but a thought. When you gain this ability,
choose one improvisation you know that has an effect when
you spend 1 Resolve Point.

As long as you have at least 1 Resolve Point remaining,
you can gain the improvisation's effect without spending the
Resolve Point. This ability has no benefit if the improvisation
requires more than 1 Resolve Point.

In addition, when you roll your expertise die, you can add
2d8 rather than 1d8+4 to the result of your skill check. If, for
some reason, your bonus gained from expertise isn't 1d8+4, you
can't use this option.
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‘ ooo } Language-dependent improvisatit
@ Mind-affecting improvisation
@ Sense-dependent improvisation

ENVOY IMPROVISATIONS

You learn your first envoy improvisation at 1st level and an
additional improvisation at 2nd level and every 2 levels thereafter.
Many improvisations require you to have a minimum envoy
level, and they are organized accordingly. Some improvisations
have additional prerequisites, such as other improvisations.

e Clever Feint (Fx) 6)

As a standard action, you can fake out an enemy within 60
feet, making that enemy open to your attacks. Attempt a
Bluff check with the same DC as a check to feint against
that enemy (though this isn't a standard check to feint,
so Improved Feint and Greater Feint don't apply). Even if
you fail, that enemy is flat-footed against your attacks (see
page 276) until the end of your next turn. If you succeed,
the enemy is also flat-footed against your allies’ attacks
until the end of your next turn. You can't use clever feint
against a creature that lacks an Intelligence score.

At 6th level, you can spend 1 Resolve Point to treat a failed

Bluff check for clever feint as if it were a success.

. @ Dispiriting Taunt £X) @ @ G

As a standard action, you can taunt an enemy within 60 feet.

Attempt an Intimidate check with the same DC as a check to
demoralize that enemy (though this isn’t a check to demoralize,
so you can't use abilities that would apply to a demoralization
attempt, like the rattling presence expertise talent). If you fail,
that enemy is off-target (see page 276) until the end of your
next turn. If you succeed, that enemy is instead shaken (see
page 277) until the end of your next turn. This is an emotion
and fear effect.

At 6th level, you can spend 1 Resolve Point to treat a failed
Intimidate check for dispiriting taunt as if it were a success.

e Don't Quit EX) @ ©®
As a standard action, you can signal a single ally within 60 feet.
That ally ignores one condition (see page 273) of your choice
until the start of your next turn, chosen from the following list:
confused, fascinated, fatigued, shaken, sickened, and staggered.
While your ally doesn't suffer the effects of the condition
during that period, the condition is merely suppressed, not
removed, and its effects resume at the start of your next turn.
The condition can still be removed with spells, technology, and
other effects as normal.
At 6th level, add the following conditions to the list:
cowering, dazed, exhausted, frightened, nauseated, panicked,
paralyzed, and stunned.

CLASSES R N

At 12th level, you can spend 1 Resolve Point to remove
the condition with this ability instead of suppressing it. You
can't remove a condition with a permanent duration (see
page 271) in this way; if you attempt to do so, your attempt
fails but you don't lose the Resolve Point.

Expanded Attunement (EX)

You can use beneficial mind-affecting envoy improvisations
to aid allies who usually would not be able to gain benefits
from mind-affecting effects, such as constructs, robots, and
undead. If the improvisation grants a morale bonus, even
allies who can't normally benefit from morale bonuses gain
that bonus.

Get Em(EX) @ @ ®

As a move action, you can choose one enemy within 60 feet.
Until the start of your next turn, you and your allies gain a
+1 morale bonus to attack rolls made against that enemy. The
bonus persists even if the enemy moves beyond 60 feet or out
of line of sight or hearing.

At 6th level, you can spend 1 Resolve Point to grant this
bonus to attack rolls and damage rolls against all enemies who
are within 60 feet.

Inspiring Boost (Ex) ) @ 6)
As a standard action, you can signal an ally within 30 feet
who has taken damage from any attack made by a significant
enemy (see page 242) at any point after your last turn ended.
That ally regains a number of Stamina Points (up to his
maximum) equal to twice your envoy level + your Charisma
modifier; at 15th level, this increases to three times your envoy
level + your Charisma modifier. Once an ally has benefited
from your inspiring boost, that ally can't gain the benefits of
your inspiring boost again until he takes a 10-minute rest to
recover Stamina Points.

At 6th level, you can spend 1 Resolve Point to add your
envoy level to the number of Stamina Points regained.

Look Alive (Ex) @

When you spend a Resolve Point to regain Stamina Points
after a 10-minute rest, all allies who stay within 60 feet of you
throughout the rest gain a +2 morale bonus to Perception and
initiative checks for the next hour or until the next 10-minute
rest to recover Stamina Points, whichever comes first.

Not in the Face (Ex) @)

As a move action, you can choose one enemy within 60 feet.
That enemy must succeed at a Will save or take a -4 penalty to
all attacks it makes against you until the end of your next turn.
At 6th level, you can spend 1 Resolve Point to make the
enemy take the penalty with no saving throw allowed.

Universal Expression (EX)

When using a language-dependent improvisation that
affects an enemy, you can use the improvisation against
that enemy even if the two of you do not share a language.




@ Watch Your Step (EX) @ @ ©)

When an ally within 60 feet must succeed at a Reflex
save to avoid a harmful effect, as a reaction before your

CORE RULEBOOK

Stamina Points your ally recovers is reduced by your envoy
level. You must have the inspiring boost envoy improvisation
to choose this improvisation.

ally attempts the saving throw, you can grant the ally a +2

bonus to that saving throw. ®
At 6th level, you can spend 1 Resolve Point to have the

ally roll twice on the saving throw and take the better result.

Long-Range Improvisation (Ex)
Double the range of your improvisations with ranges of at
least 30 feet.

Both of those rolls benefit from the +2 bonus provided by
this ability. ®

You must be at least 4th level to choose the following envoy
improvisations.

@ (lever Attack (Ex)

You can make an attack that throws your enemy off-balance.
As a standard action, you can make a single attack against

Watch Out (Ex) ) & )

As a reaction, when an enemy makes a ranged attack against
an ally within 60 feet of you, you can warn that ally of the
danger. You must spend your reaction when the enemy
declares the attack but before it makes the attack roll. Your
ally can spend a reaction to gain a +4 to AC against the
triggering attack. Once the triggering attack is resolved, the
ally falls prone.

At 8th level, you can spend 1 Resolve Point to prevent your
ally from falling prone after the attack.

a target within 60 feet and gain the benefits of clever feint
(attempting a Bluff check against the target as normal).
Apply the effects of clever feint before resolving your attack.
You must have the clever feint envoy improvisation to choose
this improvisation.

You must be at least 6th level to choose the following envoy
improvisations.

@ Duck Under (Ex) ®

You can duck under a foe's melee attack, causing it to
overextend and move into a position more favorable to you.
You must take the total defense action (see page 247) to use
this ability. If, before the start of your next turn, a foe misses
you with a melee attack, as a reaction you can attempt a
reposition combat maneuver with a +8 bonus to your attack

Clever Improvisations (Ex)

The first time you would spend Resolve Points on one of your
envoy improvisations, reduce the cost by 1 Resolve Point
(minimum Q). This ability refreshes whenever you take a
10-minute rest to recover Stamina Points and after an 8-hour
rest to recover Resolve Points, reducing the Resolve Point cost
of your next envoy improvisation after the rest.

roll against that foe.

e Focus (EX) D @

As a standard action, you can encourage a single ally within 60
feet to focus on the danger at hand. If that ally is flat-footed
or off-target, you end that condition. If circumstances would
cause the ally to immediately become flat-footed or off-target
again, you instead suppress that condition for 1 round.

Draw Fire (Ex) @)

As a standard action, you can spend 1 Resolve Point to make all
enemies within 100 feet take a -4 penalty to all ranged attacks
they make that don't target you until the end of your next turn.
This penalty remains even if you and an enemy move more
than 100 feet away from each other, and enemies that weren't
within 100 feet when you used draw fire don't take the penalty
if they later come within range.

e Hurry (Ex) @ ©)

As a standard action, you can grant a single move action ®
to an ally within 60 feet. The ally can use that move action
during her next turn to take a guarded step, move up to her
speed, or draw or sheathe a weapon. The ally can use her
extra move action in between her other actions, and she can

Heads Up (EX) @ ©)

When you succeed at a Perception check, as a reaction, you
can signal a single ally within 60 feet. That ally can act as
if he had also succeeded at the Perception check with the
same result.

even use it before or after a full action. A character can use
no more than one extra action from hurry in a single round. ®

@ Quick Dispiriting Taunt (Ex)
You can use dispiriting taunt as a move action instead of a
standard action. You must have the dispiriting taunt envoy
improvisation to choose this improvisation.

@ Quick Inspiring Boost (Ex)

You can use inspiring boost as a move action instead of a

Improved Get 'Em (Ex)

Your morale bonus from get 'em increases to +2. As a
standard action, you can make a single attack against a
target within 60 feet. You and your allies within 60 feet gain
the benefits of get 'em against that target (applying these
effects before making the attack roll). As with get 'em, you
can spend 1 Resolve Point to grant the benefits against all
enemies within 60 feet. You must have the get 'em envoy
improvisation to choose this improvisation.

standard action, though when you do so, the number of
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You must be at least 8th level to choose the following envoy
improvisations.

@ Desperate Defense (Ex)
As a move action, you can cause one ally adjacent to you to
not be considered helpless (see page 276) for the purpose
of actions that can be used only against helpless creatures
(such as a coup de grace). This effect ends if the creature
ceases to be adjacent to you or at the beginning of your next
turn, whichever comes first.

e Expert Attack (Ex)
As a move action, you can spend 2 Resolve Points to add your
bonus from expertise to your next attack roll before the end of
your turn.

e Hidden Agenda (Ex)

You're an expert at veiling your true thoughts and goals.
Whenever a creature attempts a Sense Motive check to
detect a deception of yours, the creature must roll twice
and take the worse of the two results. When you attempt a
saving throw against an effect or ability that would read your
thoughts or reveal your motives, you can roll twice and take
the better of the two results.

EXPERTISE TALENTS

You gain an expertise talent at 3rd level and every 4 levels
thereafter. With the exception of additional skill expertise,
these talents require you to have expertise in the skills they
affect, as indicated in parentheses after the talent’s name.

e Additional Skill Expertise (Ex)

Choose another skill in which you have at least 1 rank
from the list of skills you can choose with the expertise
class feature; you can use expertise with that skill. You can
choose this talent up to three times, choosing a different
skill each time.

e Altered Bearing (Ex; Disguise)

You can quickly adjust your posture, your stride, your
demeanor, and the way your clothes and gear fit, causing
casual observers to fail to recognize your true appearance.
When you attempt a Disguise check to alter minor details
of your appearance, you can forgo your expertise die to
attempt the check as a move action. You don’t reduce the
DC by 5 for attempting to alter only minor details, and if
an observer succeeds at an opposed Perception check that
pierces your disguise, he also realizes your true race and
what features you have disguised. You can't use this ability
for more complex disguises.

@ Improved Hurry (Ex)
You can use the hurry envoy improvisation as a move action
instead of a standard action. You must have the hurry envoy
improvisation to choose this improvisation.
At 12th level, you can use hurry as a standard action and
spend 1 Resolve Point to grant a standard action instead of a
move action.

@ Situational Awareness (Ex)

If you ready an action, once before the trigger you
selected occurs, you can spend 1 Resolve Point to change
both the trigger and the action you have ready. You must
ready an action that takes the same kind of action as your
originally readied action, or you must ready a lesser action.
(For example, if you readied a standard action, you could
switch to another standard action, a move action, or a swift
action, and if you readied a move action, you could switch
to another move action or a swift action.)

e Sustained Determination (Ex) () @ ®

As a move action, you can spend 2 Resolve Points to grant
an ally within 60 feet 1 Resolve Point that he can spend
to empower one of his abilities, even if he has spent all of
his own Resolve Points. The ally must spend the Resolve
Point before the start of your next turn; if he does not
do so, he loses the Resolve Point and you still lose the
Resolve Points you spent. You can't grant the same ally
the benefits of this ability again until both you and your
ally have recovered your Resolve Points after an 8-hour
rest or its equivalent.

@ Analyst (Ex; Sense Motive)

You have been taught to carefully consider your own
assumptions, making it much less likely you assign false
motives to other creatures. When using Sense Motive to
detect deception or discern a secret message, as long as your
expertise die roll result is not a 1, you don't think a truthful
statement contains deceptions or infer false information from
a secret message even if you fail your check by 5 or more.

@ Cautious Expertise (Ex; see below)
Choose a skill you have selected with the skill expertise class
feature. When you take 20 (see page 133) with this skill, you
can roll your expertise die twice and take the better result.
You can choose this talent up to three times, choosing a
different skill selected with the skill expertise class feature
each time.

e Convincing Liar (Ex; Bluff)

When you attempt a Bluff check, you can choose not to roll
your expertise die until later. After you determine what the
check’s result would be, you can choose to either roll your
expertise die and add the result to the total or forgo the
expertise die and reroll the check (see page 243). At 9th
level, you can spend 1 Resolve Point to reroll the check and
add the result of your expertise die.

e Cultural Savant (Ex; Culture)
As long as you have enough time, you can take 20 on Culture
checks to recall knowledge, even if you don't have access to a
computer terminal or other means of research.

CLASSES R N
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® Cunning Disguise [EX; DingiSGJ is equal to the highest DC to demoralize any one of the foes.

When you attempt an initial Disguise check, you can forgo
rolling your expertise die. Instead, the first time a creature
would pierce your disguise with a Perception check, treat its
result as if it had rolled a natural 1 on its Perception check.
This benefit applies only once per disguise. At 9th level, this
ability also applies against the second creature who pierces
your disguise.

Engineering Adept (Ex; Engineering)

When you attempt an Engineering check to disable or repair
a device, you can forgo rolling your expertise die to instead
halve the time it takes to make the attempt.

If you are successful, the targets gain the shaken condition
(see page 277) for 1 round (even if your result exceeded
the DC by 5 or more). Once you use this ability against a
creature, it is immune to this talent for 24 hours.

Rattling Presence (Ex; Intimidate)

When you attempt an Intimidate check to demoralize
an opponent, you can forgo rolling your expertise die to
automatically increase the duration of the shaken condition
by 1 round on a successful check. At Sth level, you instead
increase the duration by 2 rounds on a success when using
this talent.

Expert Forger (Ex; Computers)

You have a database of electronic seals and predesigned
templates that allow you forge an official document in
a matter of moments. When you attempt a Computers
check to create a forgery, as long as you have access to a
computer, you can forgo your expertise die to attempt the
check as a full action (rather than the normal required time
of 1d4 minutes).

Fast Hack (Ex; Computers)

When you attempt a Computers check to hack into a
computer system, you can forgo rolling your expertise die
to instead halve the time it takes to make the attempt (to a
minimum of 1 round). At Sth level, if you successfully hack
the system, you can also negate a single countermeasure
protecting that computer system. You cannot use this talent
to negate a countermeasure from the same computer again
for 24 hours.

Inspired Medic (Ex; Medicine)

When you attempt a Medicine check, you can choose not
to roll your expertise die until later. After you determine
what the check’s result would be, you can choose to either
roll your expertise die and add it to the total or forgo the
expertise die and reroll the check (see page 243). At 9th
level, you can spend 1 Resolve Point to both reroll the check
and add the result of your expertise die.

Keen Observer (Ex; Sense Mative)

Whenever you interact with a creature under a mental effect
for at least 1 minute, the GM attempts an automatic secret
Sense Motive check for you without your expertise die. On a
success, you learn about the mental effect. If you specifically
request a Sense Motive check to sense mental effects, you
can attempt a Sense Motive check as normal, including your
expertise die, in addition to this automatic check.

Menacing Gaze (Ex; Intimidate)

When you attempt an Intimidate check to demoralize foes,
you can forgo your expertise die to attempt to briefly
demoralize a small group as a full action. You attempt an
Intimidate check against foes within 60 feet, no two of
which can be more than 20 feet apart. The DC of this check

Skilled Linguist (Ex; Culture)

You can speak and read a number of bonus languages equal
to your ranks in Culture. Additionally, when you attempt
a Culture check to decipher writing, you can forgo your
expertise die to attempt the check as a full action (rather
than the normal 1 minute) per approximately 250 words of
writing or fewer.

Slick Customer (Ex; Diplomacy)

When you attempt a Diplomacy check, you can choose not
to roll your expertise die until later. After you determine
what the check’s result would be, you can choose to either
roll your expertise die and add it to the total or forgo the
expertise die and reroll the check (see page 243). At 9th
level, you can spend 1 Resolve Point to both reroll the check
and add the result of your expertise die.

Student of Technology (Ex; Engineering)

As long as you have the time to do so, you can take 20 (see
page 133) on Engineering checks to identify creatures and
technology, even if you do not have access to a computer
terminal or other means of research. If the creature or
technology was created by a group or individual you are
familiar with (normally including any major corporation or
military), on a successful check you also identify what group
created the object identified.

Surgeon (Ex; Medicine)

You can use Medicine to treat deadly wounds on a patient
once each day in addition to the normal allowances for the
medical equipment you are using. Because performing this
level of advanced medicine is difficult and time consuming,
the DC for this additional treatment increases by 5 and the
skill check takes 1 hour.

Well Informed (Ex; Diplomacy)

You keep yourself as up to date as possible about the events
and major figures of any region you are in. Once you have
been in a settlement or region for at least 24 hours, when
you attempt a Diplomacy check to gather information, you
can forgo your expertise die to attempt the check as a swift
action (rather than the normal 1d4 hours).
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. THEME: XENOSEEKER

You represent a particular government in diplomatic matters, even
occasionally making contact with new forms of life.

ABILITY SCORES
Charisma gives you more Resolve Points and strengthens your social
skills, and Strength makes you hit harder with your melee weapon.

ENVOY IMPROVISATIONS
Dispiriting taunt (1st) Quick dispiriting taunt (4th)
Universal expression (ist) Draw fire (6th)

EXPERTISE TALENTS
Cultural savant Rattling presence

FEATS

Weapon Focus (advanced melee weapons)
Weapon Proficiency (advanced melee weapons)
Weapon Specialization (advanced melee weapons)

SKILLS

Bluff Intimidate
Culture Sense Motive
Diplomacy
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. THEME: ACE PILOT

You're an expert at commanding troops and getting the most out of
your forces on the bridge of a ship and on the battlefield.

ABILITY SCORES
Dexterity is your most important ability score because you need it to
hit with ranged attacks, while Charisma gives you more Resolve Points.

ENVOY IMPROVISATIONS
Get ‘em (Ist) Quick dispiriting taunt (4th)
Look alive (Ist) Improved get ‘em (6th)

EXPERTISE TALENTS
Keen observer Rattling presence

FEATS

Longarm Proficiency

Weapon Focus (longarms)
Weapon Specialization (longarms)

SKILLS
Acrobatics
Athletics
Intimidate

Piloting
Sense Motive
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\\. THEME: ICON | Q. THEME: OUTLAW , MASTERING

You have a head for business and know how to get the best deal in Though you are a criminal who usually looks out only for yourself,
any situation. you can be counted on to help your friends in a pinch. SETTING

ABILITY SCORES ABILITY SCORES PATHFINDER
Charisma gives you more Resolve Points and strengthens your Charisma gives you more Resolve Points and strengthens your social LEGAL
social skills, and Intelligence lets you know more about those with skills, and Dexterity helps you stay alive.

whom you are dealing. ————
e —— ENVOY IMPROVISATIONS
ENVOY IMPROVISATIONS Clever feint (ist) Clever attack (4th)
Not in the face (Ist) Clever improvisations (6th) Watch your step (Ist) Watch out (4th)
Hurry (4th) Improved hurry (8th)

””””‘

—_— EXPERTISE TALENTS

EXPERTISE TALENTS Convincing liar Cunning disguise

Cultural savant Slick customer S S
S FEATS

FEATS Improved Feint Skill Focus (Bluff)

Improved Initiative Skill Focus (Diplomacy) Greater Feint
Skill Focus (Culture)

— SKILLS

SKILLS Bluff Sleight of Hand
Bluff Profession (Arbiter) Culture Stealth

Culture Sense Mative Disguise

Diplomacy
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You are a master of machines,
from advanced supercomputers
to simple magnetic engines.
Understanding how these devices

work gives you insight into the

world around you, allowing you to make

the most of your gear, circumvent
hardened defenses, and even take over
remote systems. Your programming skill
also gives you the ability to create a powerful

T e
N J - ally, in the form of either an implanted artificial

“  intelligence or a robotic drone, which can assist

R you with avariety of tasks. If there’s a computer
\,_*“ or machine that needs to be fixed, bypassed, or
destroyed, you're the first on the scene. Whether
you're a skKilled scientist, a starship engineer, or a
battlefield technician, you're no stranger to combat—but
you find it much more reasonable
to have your Al or drone do the
fighting for you.

You rely on your Intelligence for your knowledge, skills,
and technical know-how, so Intelligence is your key ability
score. A high Dexterity score makes your ranged attacks
more accurate, should you engage in combat.

4 + INTELLIGENCE MODIFIER

Athletics (Str) Perception (Wis)
Computers (Int) Physical Science (Int)
Engineering (Int)  Piloting (Dex)

Medicine (Int) Profession (Cha, Int, or Wis)

. ARMOR PROFICIENCY

Light armor

WEAPON PROFICIENCY

Basic melee weapons, grenades, small arms
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TABLE 4-2: MECHANIC

BASE FORT REF WILL
CLASS ATTACK SAVE \/3 \/3

—— CORE RULEBOOK

LEVEL BONUS BONUS BONUS BONUS  CLASS FEATURES

1st +0 +2 +2 +0 Artificial intelligence, bypass +1, custom rig

2nd + +3 +3 +0 Mechanic trick

3rd +2 +3 +3 +1 Overload, weapon specialization

4th +3 +4 +4 al Mechanic trick

5th +3 +4 +4 +1 Bypass +2, remote hack

6th +4 +5 +5 +2 Mechanic trick

7th +5 +5 +5 +2 Expert rig, miracle worker 1/day

8th +6 +6 +6 +2 Mechanic trick

9th +6 +6 +6 +3 Bypass +3, override

10th +7 +/ +/ +3 Mechanic trick

11th +8 +] +7 ) Coordinated assault +1, miracle worker 2/day
12th +9 +8 +8 +4 Mechanic trick

13th +9 +8 +8 +4 Advanced rig, bypass +4

14th +10 +9 +9 +4 Mechanic trick

15th +1 +9 +9 +5 Miracle worker 3/day

16th +12 +10 +10 +5 Mechanic trick

17th +12 +10 +10 +5 Bypass +5, control net, coordinated assault +2
18th +13 +1 +1 +6 Mechanic trick

19th +14 +1 1 +6 Ghost in the machine, miracle worker 4/day, superior rig
20th +15 +12 +12 +6 Bypass +6, mechanic trick, tech master

ARTIFICIAL INTELLIGENCE (EX)

You construct an artificial intelligence (or Al), a sophisticated
program of self-motivated code that you can access for help in a
variety of endeavors. This Al is the product of your own genius,
far more advanced and complicated than any available for sale
to consumers (though it falls short of being truly self-aware),
and only you know the secrets of its creation and operation.
Your Al can take one of two forms: a drone or an exocortex.
You must pick one of these forms upon taking your first level of
mechanic, and once this choice is made, it cannot be changed.

Drone

You begin play with a powerful robotic drone to house your
Al. You build and control this drone, which accompanies you
on your adventures and is capable of combat, espionage, and
other specialized tasks. As you gain levels, your drone advances
in sophistication and gain additional abilities. While the value
of your drone is immense, only you, with your extensive
knowledge of its quirks and security measures, can ever hope
to operate or repair it. Drones are detailed in Drones beginning
on page 74.

Exocortex

You begin play with an exocortex, an artificial processor that
interacts with and augments your biological brain's cognitive
functions, which can aid you in a variety of tasks, from combat
to digital infiltration. Your exocortex is implanted within your
physical body or brain, similar to a piece of cybernetic hardware,
allowing your Al to access your mind and feed you information.
As you gain levels, your exocortex advances in sophistication
and processing power—see Exocortex on page 79. Only you can
access or interact with your exocortex.

BYPASS (EX)

You are skilled at getting inside computer systems and
electronic devices. At 1st level, you gain a +1 insight bonus to
Computers and Engineering skill checks. At 5th level, every 4
levels thereafter, and at 20th level, this bonus increases by 1.

CUSTOM RIG (EX)

You have created a customized toolkit you can use to hack
systems and items. Your custom rig can be configured to take
up an upgrade slot on your armor or can be installed as a
cybernetic augmentation system in your brain (though it can
be combined with a datajack for the same price as installing a
datajack normally), your eyes, or an arm. For more information
on augmentations, see Chapter 7: Equipment. Alternatively, you
can configure it to be a handheld device, meaning that you must
retrieve it and hold it to use it effectively. While using this rig,
you always count as having the appropriate tool or basic kit for
any Computers or Engineering skill check you attempt. Some
mechanic tricks (see page 71) and drone mods (see page 77)
require the use of a custom rig. In addition, you can use your
custom rig as a Mk | comm unit (see Chapter 7: Equipment).
Finally, if you have a drone, you can use your custom rig to
communicate over an encrypted channel with your drone to issue
commands to its Al or directly control it at a range of 2,500 feet.

If your custom rig is damaged, destroyed, lost, or stolen,
you can kitbash a new one from any engineering Kkit,
hacking kit, or other technological toolkit, reconfiguring the
materials into a new custom rig with 1 hour of work. You
can have only one custom rig at a time. If you create a new
custom rig, your old one functions as a normal toolkit of
whatever type you made it from and can no longer be used
with your mechanic tricks.
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MECHANICTRICK

As you gain experience, you learn tricks that allow you to
perform wonders of engineering, aid in electronic infiltrations,
and optimize gear. While some of these are things you learn,
others are small cybernetic enhancements you make to yourself
(none of which have a price or count against your augmentation
limits). Some tricks require the use of a custom rig or other gear.

You learn your first mechanic trick at 2nd level, and you learn
an additional mechanic trick at 4th level and every 2 levels
thereafter. If a mechanic trick allows an opponent a saving
throw to resist its effects, the DC is equal to 10 + half your
mechanic level + your Intelligence modifier. If a mechanic trick
requires an opponent to attempt a skill check, the DC is equal to
10 + 1-1/2 x your class level + your Intelligence modifier.

Unless otherwise specified, you can't learn mechanic tricks
more than once. The list of mechanic tricks appears on page 71.

OVERLOAD (EX)

As a standard action, you can cause a short in an electronic device,
including most ranged energy weapons, melee weapons with the
powered special property, or a single armor upgrade. This makes
the device nonfunctional for 1 round. Overload doesn't cause a
locked door, safe, or other device to open, but it prevents anyone
from opening it for 1 round. You must be adjacent to the device to
use this ability. If you have a drone, you can instead use this ability
on an electronic device adjacent to your drone. If you have an
exocortex with the wireless hack ability, you can instead use this
ability on any electronic device within range of your exocortex’s
wireless hack. If you use overload on an item or armor upgrade
in someone’s possession, the owner can attempt a Reflex saving
throw to negate the effect (DC = 10 + half your mechanic level
+ your Intelligence modifier). Overload doesn't affect androids,
cybernetics, drones, powered armor, robots, or creatures with the
technological subtype (all of which have shielding against this
sort of attack), or items larger than Medium. Once a device has
been successfully overloaded, a residual static charge prevents
that device from being overloaded again for 1 minute.

WEAPON SPECIALIZATION (EX)

You gain the Weapon Specialization feat as a bonus feat for
each weapon type this class grants you proficiency with.

REMOTE HACK (EX)

You can use your custom rig to attempt Computers and
Engineering skill checks at a range of 20 feet. At 7th level
and every 2 levels thereafter, this range increases by 10 feet.
A target of this ability (or a creature attending or observing
your target) can attempt a Perception or Sense Motive check
(DC = 10 + 1-1/2 x your mechanic level + your Intelligence
modifier) to determine that you are the origin of this activity.

EXPERT RIG (EX)

Your custom rig has improved. Whenever you use your custom
rig to successfully hack into a computer, you can also disable
one countermeasure installed in the system (except firewalls).
In addition, your custom rig can now be used as any engineering
or hacking specialty kit of item level 6th or lower, and it has

CLASSES

the features of a computer with a tier equal to half your level
with the artificial personality, hardened, or security | upgrade
module. It also has an audio/video recorder. You can add extra
modules or countermeasures to your custom rig at the normal
prices. See page 213 for more information on computers.

You can also use your custom rig to communicate over an
encrypted channel with your ship, allowing you to access your
ship's downloaded data sets and transponder (see page 430) at
a range of 5 miles. If you have a drone, you can issue commands
to or directly control your drone at the same range.

MIRACLE WORKER (EX)

As a move action, you can repair damage to a starship’s systems

or modify a suit of armor or weapon to function more efficiently.

To use this ability, you must be able to handle the item affected

without impediment. You can use this ability once per day at

7th level, plus one additional time per day for every 4 mechanic

levels you have beyond 7th. The exact effect of this ability

depends on the object or system you are modifying.

® Armor: You grant a +2 enhancement bonus to a suit of armor’s
EAC and KAC for 1 minute.

® Weapon: You grant a +2 enhancement bonus to a weapon’s
attack and damage rolls for 1 minute.

® Damaged Ship: You restore a number of Hull Points equal
to the starship's base frame HP increment. If this raises the
ship's HP over a multiple of its Critical Threshold, you can
repair critical damage to one system per multiple, reducing its
severity by one step. For example, if your starship’s Critical
Threshold is 8 and you restore 10 HP, reducing the damage
to the hull from 17 HP to 7 HP, you could restore one system
from wrecked to glitching. Using this ability during starship
combat is your action for the turn, and you can do it only
during the engineering phase. See page 292 for more on ship
construction and page 320 for more on damage to ships.

OVERRIDE (EX)

Your overload class feature now affects androids, drones,
robots, and creatures with the technological subtype, which
must succeed at a Will saving throw (DC = 10 + half your
mechanic level + your Intelligence modifier) or be dazed for 1
round. If the target fails its saving throw by 10 or more, it is not
dazed and you can dictate its actions for 1 round, though these
actions can't be obviously self-destructive. Once a creature has
attempted a saving throw against this attack (regardless of the
result), it is immune to this attack for 24 hours.

COORDINATED ASSAULT (EX)

If you have a drone, whenever both you and your drone
make attacks against the same target, you each receive a +1
circumstance bonus to your attack rolls. If you have an exocortex
instead, whenever you and your exocortex are both attempting
to hack a system, you each receive a +1 circumstance bonus to
the checks to gain access. In either case, these bonuses increase
to +2 at 17th level.

ADVANCED RIG (EX)

Your custom rig's computer functions gain a bonus firewall




countermeasure (see page 217). This firewall has no additional
cost, does not count against the maximum number of
countermeasures your custom rig can have, and can block off
a module or group of modules already protected by a firewall.

In addition, you can use your custom rig to communicate over
an encrypted channel with your ship, allowing you to access
the ship's sensors, control its security systems, and prepare its
engines for takeoff (as well as use the encrypted communications
functions of your expert rig) at a range of 50 miles. If you have a
drone, you can issue commands to or directly control your drone
over an encrypted channel at the same range.

CONTROL NET (EX)

You are capable of operating multiple Als, one in a drone and one
in an exocortex. You must divide up your mechanic level between
these different Als, and each gains abilities based on the number
of levels you assign to it. Every time you gain a level in mechanic,
you can change the distribution of levels between these Als using
your custom rig after 24 hours of uninterrupted work. While each
Al can act independently to the limits of its ability, you can control
them as normal (although you can directly control only one Al
at a time). If the number of levels assigned to your exocortex is
less than your mechanic level, your exocortex grants a smaller
increase to your base attack bonus when using combat tracking
(see page 79), as noted in the table below. You gain additional
exocortex abilities, such as wireless hack and multitasking, based
upon the level you assign to it as normal.

INCREASE TO BASE
LEVELS ASSIGNED ATTACK BONUS
1-4 +
58 +2
912 +3
13-16 +4
17-20 +5

GHOST IN THE MACHINE (EX)

When using your override class feature to affect an android,
drone, robot, or creature with the technological subtype, a target
that fails its saving throw by any amount is not dazed, and you
can instead dictate its actions for the next round. These actions
can't be obviously self-destructive. Once a creature has attempted
a saving throw against this attack (regardless of the result), it is
immune to this attack for 24 hours unless you spend 1 Resolve
Point. You can continue to spend Resolve Points in this manner
each round to make the creature susceptible to override again.

SUPERIOR RIG (EX)

Your custom rig's computer functions now gain bonus lockout
and wipe countermeasures. You can use your custom rig
normally even when its lockout is active (you have special
authorization no one else can access under any circumstances),
and while any wiped data cannot be recovered by anyone else
(as if the data module were destroyed), you can automatically
recover it with 8 hours of work. These countermeasures have no
additional cost and do not count against the maximum number
of countermeasures your custom rig can have.

—— CORE RULEBOOK

Additionally, you can use your custom rig to communicate over
an encrypted channel with your ship at a range encompassing
a planet and its close orbit, allowing you to remotely pilot your
starship from point to point on the same planet or to and from
orbit (as well as use the encrypted communications functions
of your expert and advanced rig at the same range). If you have
a drone, you can issue commands to or directly control your
drone over an encrypted channel at the same range.

TECH MASTER (EX)

You are a master of technology. You can spend 1 Resolve Point
to craft any technological weapon, armor, or item at a rate of
1 minute per item level or spend 1 Resolve Point to convert
any existing technological armor or weapon into another suit
of armor or another weapon of equal or lesser value at a rate
of 1 minute per item level. This uses the normal crafting rules
presented on page 235, but the item being converted counts as
its full value in crafting components. You cannot convert a one-
handed weapon into a two-handed weapon. When converting
an item into a cheaper item, any excess value is lost and cannot
be reclaimed by converting the item back.

MECHANIC TRICKS

You learn your first mechanic trick at 2nd level and an additional
trick every 2 levels thereafter. Mechanic tricks all require you
to meet a minimum mechanic level, and they are organized
accordingly. Some mechanic tricks require you to satisfy other
prerequisites, such as having other tricks.

You must be 2nd level or higher to choose these mechanic tricks.

Distracting Hack (Ex)

® You can hack a computer within 30 feet of a foe to distract
that foe, such as with a sudden noise or an image. You must be
able to access the computer (whether it is your own computer
or you are within range to access one manually or via remote
hack). This functions as a feint action except that it uses your
Computers skill instead of Bluff, so you can apply the benefits
of Improved Feint and Greater Feint if you have them.

Energy Shield (Ex)

® As a standard action, you can use your custom rig to activate
an energy shield around yourself. This shield provides
you with a number of temporary Hit Points equal to your
Intelligence modifier plus your mechanic level. The shield
remains active for 1 minute per mechanic level or until all of
its temporary Hit Points are depleted, whichever comes first.
Once used, you cannot use this ability again until you spend 1
Resolve Point to regain Stamina Points after a 10-minute rest;
your shield automatically shuts off during this period of rest.

Hack Directory (Ex)

® Whenever you attempt to hack a system and fail the check,
you immediately become aware of any countermeasures that
were activated due to your failure. You can then select one
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of these countermeasures and attempt another Computers
check (with the same DC as the original). If you succeed at
this second check, you can prevent that countermeasure from
activating, as if you had not attempted to access the system at
all. Any other countermeasures have their normal effect.

Neural Shunt (Ex)

® Once per day, as a reaction when you fail a saving throw
against a mind-affecting effect, you can shunt that effect into
your exocortex instead. When you do so, you are not affected
by the mind-affecting effect, but for the normal duration
of that effect, you lose the Skill Focus feat granted by your
exocortex’s memory module and cannot use any of the
exocortex’s abilities in any way (including any proficiencies
and mods it grants you). When a mind-affecting effect is
shunted into the exocortex, spells such as dispel magic or
break enchantment can be cast on you to end the effect as
if you were affected by it. Once the duration of the mind-
affecting effect has ended, your exocortex resumes its normal
functions. You must have an exocortex to learn this trick.

Nightvision Processor (Ex)

® Your visual data processor allows you to see better in
conditions of poor lighting, granting you low-light vision and
darkvision to a range of 60 feet. You must have the visual
data processor mechanic trick to learn this trick.

Overcharge (Ex)

® As a standard action, you can use your custom rig to
overcharge and attack with a ranged energy weapon or
a melee weapon with the powered special property (see
page 181) that you're holding. If you hit, you deal 1d6
additional damage of the same type the weapon normally
deals. This attack uses three times as many charges from
the battery or power cell as normal and can't be used if
the weapon doesn't have enough charges. This trick has
no effect on a weapon without a battery or power cell. You
can instead use this ability as a move action on a touched
powered weapon that is unattended or attended by an ally to
grant the same effect to that weapon’s next attack before the
beginning of your next turn.

weapon, it explodes as a grenade would instead, centered on
the user, and the user doesn'’t receive a Reflex save to negate
the grenade’s effect (if any). Once you've primed a weapon
to explode in this way, it's difficult to reverse the effect,
requiring 8 hours of work and a successful Engineering check
(DC = 15 + your Engineering bonus); failing the check by 5 or
more detonates the weapon. Once detonated, the weapon is
destroyed, just like a grenade.

Portable Power (EX)

® You can use your custom rig to supply limited power for up to
1 minute to a computer or starship system that lacks power.
If this system is part of a much larger network, this trick
does not supply power to the entire network, just to a limited
point of access (typically a terminal), which might greatly
limit functionality. Once you have used portable power on a
system, you cannot do so again on that system for 24 hours.

Quick Patch (Ex)

® When you attempt to patch a system on a starship, you
reduce the number of actions required to do so by one. This
does not reduce the time needed to patch a glitching system,
but you can patch two systems with one action.

Quick Repair (EX)
® When you attempt to repair an item, you can do so in half the
time normally required (to a minimum of a full action).

Repair Drone (EX)

® When you spend 10 minutes to repair your drone, you repair
25% of its maximum Hit Points instead of 10%. You must have
a drone to learn this trick.

Visual Data Processor (EX)

® You notice even the smallest shifts in movement, temperature,
and vibration, gaining the insight bonus from your bypass
class feature to Perception skill checks.

You must be 8th level or higher to choose these mechanic tricks.

Overclocking (Ex)

® You have augmented the performance of your Al for maximum
response timing. You gain a +2 insight bonus to initiative
checks, and either you (if you have an exocortex) or your drone
(if you have a drone) gains a +2 insight bonus to Reflex saves.

Overload Weapon (Ex)

® As a full action or as a move action by spending 1 Resolve
Point, you can cause a powered weapon (either a ranged
energy weapon or a melee weapon with the powered special
property) in your possession to explode. You can use the
weapon as if it were a grenade of the weapon’s item level
or lower dealing the weapon's normal damage type, except
the weapon has a range increment of only 10 feet unless
it is a thrown weapon. If someone tries to attack with the

CLASSES

Boost Shield (Ex)

® Your energy shield grants you a number of temporary Hit
Points equal to your Intelligence modifier + double your
mechanic level. In addition, if you have already used your
shield, you can spend 1 Resolve Point to use it again without
having to regain Stamina Points first. This replenishes your
shield’s temporary Hit Points to full. You must have the
energy shield mechanic trick to learn this trick.

Drone Meld (Ex)

® As a full action while in contact with your drone, you can
reconfigure it into a mechanical drone suit (or a backpack-like
apparatus, for the Tiny hover drone) that you can wear. While
in this form, the drone can't take any actions or use any of
its abilities, but you gain either the drone’s flight system
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mods if you have a hover drone, reactive camouflage (and
an invisibility field if your drone has it) if you have a stealth
drone, or reductive plating if you have a combat drone. You
can end the meld and return the drone to its normal form as
a full action. Though it normally acts on your turn just after
you, the drone can take no actions on that turn other than
transforming back.

Engineer’s Eye (Ex)

® When you are within 10 feet of a trapped or malfunctioning
machine or computer, you receive a free Computers,
Engineering, or Perception check (as decided by the GM) to
notice the trap or defect, whether or not you are actively
looking. In addition, due to your intimate knowledge of your
ship, you receive one of these checks whenever you board your
ship to notice if anything is wrong with the ship’s systems.

Ghost Intrusion (EX)

® Whenever you use the Computers skill to access a system
and you fail to overcome its defenses by 4 or less, you do
not trigger any countermeasures and there is no log of your
attempt. If you fail by 5 or more, any countermeasures take
effect against you as normal.

Holographic Projector (Ex)

® Your custom rig can project holographic images as a standard
action as often as you like, as per 2nd-level holographic image
except it can create speech and has a range of only 120 feet.

Hyperclocking (Ex)

® You further improve the response time of your Al. If you have
a drone, your drone gains a +1 insight bonus to AC. In addition,
if your drone is subjected to an attack that normally allows a
Reflex save for half damage, it takes no damage if it succeeds
at its saving throw. If you have an exocortex, you gain a +1
insight bonus to AC. In addition, whenever you fail a Reflex
saving throw, you can spend 1 Resolve Point to reroll the
saving throw (see page 243) and take the higher result. You
must have the overclocking mechanic trick to learn this trick.

Improved Overcharge (Ex)

® The additional damage of the overcharge mechanic trick
increases to 2d6. You must have the overcharge mechanic
trick to learn this trick.

Invisibility Bypass Processor (EX)

® Your visual data processor now allows you to see invisible
creatures as per see invisibility. You must have the visual data
processor mechanic trick to learn this trick.

Scoutbot (Ex)

® You're always crafting rudimentary bots in your spare time, and
can use them to scout. It takes you 10 minutes and 1 Resolve Point
to create a scoutbot. A scoutbot is a Small technological construct,
its EAC and KAC are equal to 10 + your mechanic level, and it has
1 Hit Point per mechanic level you have (and no Stamina Points).
It has a land speed of 30 feet, and you can control its movements
with your custom rig as a move action. It has a camera that
streams visual and auditory data back to your rig. The scoutbot
uses your saving throw bonuses if necessary. It is untrained in all
skills and has a +0 bonus in all of them, though you can use your
own Perception skill when examining the feed from its stream.
Once created, the scoutbot lasts for 1 minute per mechanic level
you have before falling apart unless otherwise destroyed.

You must be 14th level or higher to choose these mechanic tricks.

Extra Mod (EX)

® If you have a drone, your drone gains an additional basic
mod. If you have an exocortex, you gain an additional basic
mod. It can't be a basic mod taken a second time as an
advanced mod. You can rebuild this extra mod when you gain
a mechanic level as with any other mod, but you can't rebuild
this mod to convert it into the advanced version of the mod.

Improved Resistant Energy (Ex)

® Choose an additional energy type from resistant energy. You
gain resistance 15 against both this and your original energy
type. You must have the energy shield and resistant energy
mechanic tricks to learn this trick.

Invisibility-Hampering Projector (Ex)

® As a move action, you can use your custom rig's holographic
projector to project a holographic image in a direct overlay
over an invisible creature within 120 feet, and your custom
rig's computer moves the image to follow the invisible creature,
effectively negating the creature’s invisibility as long as it
remains within 120 feet of you. If it moves beyond that range,
it breaks the effect until you use this ability again. You must
have the holographic projector, invisibility bypass processor,
and visual data processor mechanic tricks to learn this trick.

Mod Tinkerer (EX)

® You can spend 24 hours of uninterrupted work to exchange all
your drone or exocortex mods at any time, even if you haven't
gained a level. Any other drone features (such as its chassis or
bonus feats) can still be exchanged only when you gain a level.

Resistant Energy (Ex)

® Even when your energy shield is inactive, the ambient energy
protects you from a particular type of energy attack. Choose
acid, cold, electricity, fire, or sonic. You gain resistance 5
against that energy type. You must have the energy shield
mechanic trick to learn this trick.

Saboteur (Ex)

® Whenever you use the Engineering skill to sabotage or
disable a device, you can roll twice and take the better result.
In addition, if you have the appropriate tools (including your
custom rig), performing these tasks takes half the normal
amount of time, to a minimum of 1 move action.
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Superior Overcharge (Ex)

® The additional damage of the overcharge mechanic trick
increases to 4d6. You must have the overcharge and
improved overcharge mechanic tricks to learn this trick. You
can select this trick multiple times. Each time you do after
the first, increase the damage by 1d6 (to a maximum of 7d6 if
you select it all four times).

Ultraclocking (Ex)

® If you have a drone, you can grant the effects of haste to
your drone for 1 minute as a move action. If you have an
exocortex, you can gain the effects of haste for 1 minute as
a move action. Once you or your drone has used this ability,
you cannot use it again until you spend 1 Resolve Point to
regain Stamina Points from a 10-minute rest. You must have
the overclocking and hyperclocking mechanic tricks to learn
this trick.

DRONES

If you choose the drone option for your artificial intelligence,
you begin play with a robotic drone that you design. See Building
Your Drone below for instructions on creating your drone.

All drones have a neutral alignment and the same senses as
an ordinary human. A drone is considered a construct with the
technological subtype for the purposes of spells and effects
targeting it. Your drone speaks all of the languages that you do.
Your drone is proficient in your choice of small arms or basic
melee weapons, and it gains specialization in that weapon type
once you reach 3rd level.

Like most constructs, a drone cannot recover from damage on
its own. If a drone is reduced to O Hit Points, it becomes inactive
until it is restored to 1 Hit Point or more. If a drone takes damage
from a single attack equal to or greater than its maximum Hit
Points while it has O current HP, the drone is destroyed.

If your drone is ever destroyed or lost, you retain its mind and
all its subroutines in your custom rig and can replace its body
for free using your custom rig after 24 hours of uninterrupted
work. You can take a single 8-hour rest during each 24 hours
spent working, but any other interruption greater than a
moment of conversation requires you to add 12 hours to the
time required to rebuild your drone. In addition, every time you
gain a mechanic level, you can rebuild your drone from scratch
with the same amount of work, allowing you to change any or
all of the choices you made for your drone (including ability
scores, chassis, feats, mods, and skills).

BUILDING YOUR DRONE

Building a drone is a multistep process. First, choose the drone’s
chassis, which along with your mechanic level determines its
base statistics. Next, choose your drone’s special abilities and
feats. Finally, select your drone’'s modifications (“mods”), which
grant your drone additional abilities and allow you to fully
customize it.

Other than those aspects determined by your drone’s chassis
and mods, the exact details of your drone’s appearance and
personality are up to you.

CLASSES

Drone Chassis

Each drone has one of three chassis types that determines its

size, starting statistics, and initial mods, as well as the drone’s

overall look and theme. These chassis types are combat,

hover, and stealth, and they are presented on page 75. Each is

organized as follows, using the terms below.

® Size: This is the base size of your drone. Regardless of the
mods you give your drone, its size does not change.

® Speed: This shows the drone’s land speed and its speeds for
any additional movement types.

® AC: This is the base Energy Armor Class (EAC) and Kinetic
Armor Class (KAC) for this chassis. Add the bonus to its AC
from Table 4-3 and your drone’s Dexterity modifier to these
numbers to determine the drone’s EAC and KAC.

® Good Save: This type of saving throw is your drone’s best
saving throw. This saving throw uses the Good Save bonus
progression on Table 4-3.

® Poor Saves: These types of saving throws are your drone’s
worst saving throws. These saving throws use the Poor Save
bonus progression on Table 4-3.

® Ability Scores: This shows the drone’s base ability scores.
Drones have no Constitution score. Any DCs or other statistics
that rely on a Constitution score treat a drone as having a
Constitution score of 10 (no bonus or penalty). Drones can't
use items that grant additional ability score increases.

® Ability Increases: These are the drone’s ability scores that
increase as you gain levels, as determined by the Ability
Increase progression on Table 4-3.

® Bonus Skill Unit: Some chassis come programmed with
knowledge of a skill that is a part of the chassis itself. This
skill is a class skill for your drone, and it gains a number of
ranks in that skill equal to your mechanic level. Your drone
can use this skill while not under your direct control. This
skill is in addition to the skill gained via the drone’s skill unit
ability (see page 76). You can't change this skill unit when
you gain levels or when you rebuild your drone unless you
choose a new chassis. If a chassis does not have a bonus skill
unit entry, it gains no bonus skill units.

® Initial Mods: Each chassis comes with initial drone mods
that are a part of the chassis itself. These are in addition
to the mods a drone gains by level. You can't change these
mods when you gain levels or rebuild your drone unless you
choose a new chassis. The list of mods appears on page 77.

Drone Base Statistics

Your drone’s abilities are determined by your mechanic level

(or the level you assign to it through your control net ability)

and the mods you select for your drone. Table 4-3 on page 76

determines many of the base statistics for your drone. These

base statistics modify the starting statistics determined by the

drone’s chassis. The terms used in Table 4-3 are as follows.

® Class Level: This is equal to your mechanic level. If you
have the control net class feature and assign fewer levels
to your drone than you have, the drone’s base statistics are
determined by the level you assign to it.

® Hit Points: This is the drone’s maximum number of Hit Points.
For the purposes of spells and other effects that rely on Hit
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Dice or level, your drone’s equivalent Hit Dice or level is
equal to your mechanic level (or the level you have assigned
to it with the control net class feature). Drones do not have
Stamina Points.

Base Attack Bonus: This is the drone’s base attack bonus.
Armor Class: Add the listed bonus and the drone’s
Dexterity modifier to base Armor Class values listed for
its chassis to determine the drone’s total EAC and KAC.
Your drone cannot wear armor of any kind, and you cannot
increase your drone's AC further without selecting the
appropriate mods.

Good Save Bonus, Poor Save Bonus: These are the drone’s
base saving throw bonuses. Each chassis type designates
which saving throw uses the good save value and which ones
use the poor save value.

Ability Increase: Increase two of your drone’s ability scores,
as designated by its chassis, by this amount.

Feats: This is the drone’s total number of feats. You can
select a drone’s feats from those listed in Drone Feats on
page 76. A drone cannot select a feat that requires a base
attack bonus of +1 until it gains its second feat at 3rd level.
Mods: This is the number of custom modifications you can
add to your drone.

Special: Your drone gains these abilities when you reach (or
assign via control net) the appropriate level, as noted on the
table. These abilities are described in the section below.

DRONE CHASSIS

CORE RULEBOOK

Drone Special Abilities

Your drone gains the following abilities at the levels indicated.

Basic Mods

You can choose any of the mods on the basic mod list whenever
your drone gains a new mod. Unless otherwise specified, you
cannot install a single mod more than once. The list of basic
mods appears starting on page 77.

Limited Al (Ex)

Each round on your turn, after you have acted, your drone can
take either a move action or a standard action to attack (your
drone doesn't make a separate initiative roll). You must be able
to issue simple commands to your drone, but you don't have
to spend actions to issue these commands. To receive these
commands, your drone must be able to see or hear you or be
within range of your custom rig. If you become unconscious or
otherwise unresponsive, or if your drone is ever out of range,
your drone cannot take any actions until you are again able to
command it or it is once more within range.

Master Control (EX)

As a move action, you can directly control your drone. This
allows the drone to take both a move action and any standard
action this turn (one from your control, and one from its limited
Al). If you also take a swift action, your drone can take a swift

COMBAT DRONE

Bigger than other chassis options, the
combat drone moves along the ground
and is outfitted with wheels, tracks,
legs, or a similar form of propulsion.
This drone is designed specifically for
battle. It has an armored body and
multiple weapon mounts, allowing it to
pack a variety of armaments.

Starting Statistics

Size Medium

Speed 30 feet

AC EAC 10, KAC 13

Good Save Fortitude

Poor Saves Reflex, Will

Ability Scores Str 14, Dex 12, Con —,
Int 6, Wis 10, Cha 6

Ability Increases Strength, Dexterity

Initial Mods reductive plating,
weapon mount or melee weapon
arm (up to 2 in any combination),
weapon proficiency

HOVER DRONE

The smallest of the chassis options,
the hover drone is made from a
lightweight frame equipped with
miniature hoverjets, rotors, turbofans,
or a similar form of aerial propulsion
(small legs or wheels provide
propulsion on land). This drone can fly
at a good pace and avoid obstacles,
but it is not very stealthy.

Starting Statistics

Size Tiny

Speed 30 feet, fly 30 feet (average)

AC EAC 11, KAC 11

Good Save Reflex

Poor Saves Fortitude, Will

Ability Scores Str 6, Dex 16, Con —,
Int 6, Wis 8, Cha 6

Ability Increases Dexterity, Wisdom

Bonus Skill Unit Acrobatics

Initial Mods flight system (x2, included
in its speed), weapon mount

STEALTH DRONE

Sleek and covered in a light-absorhing
alloy, the stealth drone prowls along
the ground on multiple small legs,
silenced wheels, an air cushion, or
some similar form of propulsion.
This drone specializes in stealth and
infiltration and can vanish almost
entirely from sight as long as it
remains perfectly still.

Starting Statistics

Size Small

Speed 40 feet, climb 20 feet

AC EAC 10, KAC 12

Good Save Reflex

Poor Saves Fortitude, Will

Ability Scores Str 12, Dex 14, Con —,
Int 6, Wis 10, Cha 6

Ability Increases Dexterity, Wisdom

Bonus Skill Unit Stealth

Initial Mods climbing claws, reactive
camouflage, weapon mount
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TABLE 4-3: DRONE BASE STATISTICS

CLASS HIT

LEVEL  POINTS BONUS CLASS  BONUS BONUS
Ist 10 +1 +0 +2 +0
2nd 20 +2 +1 +3 +0
3rd 30 +3 +2 +3 +1
4th 40 +3 +3 +3 +
5th 50 +4 +4 +4 +1
6th 60 +5 +5 +4 +1
Tth 70 +6 +6 +5 +2
8th 80 +6 +7 +5 +2
9th 90 +7 +8 +5 +2
10th 100 +8 +9 +6 +2
1ith 110 +9 +9 +6 +3
12th 120 +9 +10 +6 +3
13th 130 +10 +1 +7 +3
14th 140 +1 +12 +7 +3
15th 150 +12 +13 +8 +4
16th 160 +12 +14 +8 +4
17th 170 +3 +15 +8 +4
18th 190 +14 +16 +9 +4
19th 210 +15 +7 +9 +5
20th 230 +15 +18 +9 +5

action as well, or it can combine its actions into a full action.
Your drone must be able to see or hear you, or be within range
of your custom rig, for you to directly control your drone.

Skill Unit (Ex)

Choose one of the following skills: Acrobatics, Athletics,
Computers, Engineering, Perception, or Stealth. This is a class
skill for your drone, and it gains a number of ranks in the
chosen skill equal to your class level. Your drone can use this
skill when not under your direct control. You can change your
drone’s skill unit whenever you rebuild your drone from scratch.
Additionally, whenever you are directly controlling your drone,
it can use any of your skill ranks if you wish, assuming it has the
appropriate tools to do so (a drone without manipulator arms
cannot use Engineering to disable a device, for example).

Expert Al (Ex)

Your drone’s Al has grown more sophisticated, giving it a more
robust combat routine when not under your direct control.
Each round on your turn, the drone can take a move action,
take a standard action to attack, or make a full attack (this
last option allows it to shoot more than once if it has the
necessary weapons to do so). The drone takes a -6 penalty
to full attacks made without your direct control instead of the
normal -4 penalty. Like limited Al, you must still be conscious
and within range.

Upgraded Power Core (Ex)

Your drone gains a pool of Resolve Points equal to 1 per 2 levels
it has (minimum 1). Your drone can spend 1 Resolve Point to
make a full attack without requiring your direct control and at
only the normal -4 penalty for a full attack instead of the -6
penalty. Your drone regains Resolve Points after a full 8-hour
rest as normal.

CLASSES

BASEATTACK ARMOR GOODSAVE POORSAVE ABILITY

INCREASE FEATS MODS SPECIAL ABILITIES

1 1 [Basic mods, limited Al, master control, skill unit
_ 1 i
_ ? 2 |-
+ 2 2 |-
_ ? 3 |-
— 3 3 —
+ 3 4 |Expert Al
— 3 4 —
— 4 5 —
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= 5 6  [Advanced mods
_ 5 6 |-
+ 5 7 |-
_ 6 7 |-
_ 6 g |-
i 6 8 |-
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_ 7 9 |-
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= 8 10 |True Al

Advanced Mods

You can choose from any of the mods on the advanced mod list
whenever your drone gains a new mod (in addition to those from
the basic mod list). Your drone must always have at least 5 mods
from the basic list before you can add any advanced mods, even
if you rebuild your drone after it gains this ability. The list of
advanced mods appears on pages 78-79.

True Al (Ex)

Your drone’s Al can act with complete autonomy. Each round on
your turn, your drone can take a full suite of actions (either a full
action or else a move action, a standard action, and a swift action)
without requiring your direct control, and it makes full attacks
without your direct control with the normal -4 penalty. You don't
need to issue commands to your drone for it to take actions. You
must still directly control the drone for it to use your skill ranks.

DRONE FEATS

When choosing feats for your drone, you can choose from the
following: Blind-Fight, Cleave, Deadly Aim, Far Shot, Great
Cleave, Great Fortitude, Improved Combat Maneuver, Improved
Critical, Iron Will, Jet Dash, Kip Up, Lightning Reflexes, Lunge,
Mobility, Multi-Weapon Fighting, Nimble Moves, Opening Volley,
Penetrating Attack, Shot on the Run, Skill Focus, Skill Synergy,
Slippery Shooter, Spring Attack, Strike Back, Suppressive Fire,
Versatile Focus, Versatile Specialization, Weapon Focus, and
Weapon Specialization.

At 10th level, when the drone has an upgraded power core,
you can also choose Extra Resolve, Improved Great Fortitude,
Improved Iron Will, and Improved Lightning Reflexes. GMs can
expand this list to include feats from other sources.

DRONE MODS

As you gain levels, your drone gains custom modifications,
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gear, and programming that give it additional capabilities and
options. Any level-based abilities for your drone’s mods use
your full mechanic level, regardless of whether you're using
control net to assign fewer levels to your drone.

Your drone gains its first custom modification at 1st level and
an additional mod every 2 levels thereafter. Mods are grouped
into two categories, basic and advanced. You can choose basic
mods at any level, but you must be 11th level (or have assigned
at least 11 levels to your drone) to select advanced mods. Some
mods require your drone to have other custom mods installed
before they can function. Unless otherwise noted, each mod can
be selected only once.

Basic Mods

You can choose these mods at any level.

Armor Slot (Ex)

® Your drone gains an armor upgrade slot for an armor upgrade
(see page 204). If you do not already have an armor upgrade to
install, you must purchase one separately. You can install the
armor upgrade only if your drone has enough open upgrade
slots to meet the upgrade’s requirements. You can select this
mod up to four times, each time adding an additional slot.

Camera (Ex)

® Your drone has a camera that you can see through using
your custom rig as long as your drone is within range. The
camera has ordinary sight, and is capable of seeing whatever
an ordinary human could see. The camera can also record up
to 1 hour of footage, which can be downloaded and viewed
using your custom rig.

Cargo Rack (Ex)

® Your drone is outfitted with cargo space. The drone’s Strength
score counts as 4 higher for the purpose of how determining
much bulk it can carry, but all of this extra bulk must be stored
gear and cargo, not mounted weapons, armor mods, or the like.
This does not affect the drone’s actual Strength score in any
way, merely how much it can carry. Due to its size, a drone
might still be unable to carry awkward or unwieldy items.

Climbing Claws (Ex)
® Your drone gains a climb speed equal to half its land speed.
This mod can be applied to only combat and stealth drones.

to its usual weapon and ammunition capacity. Your drone
must have the weapon mount mod before selecting this mod.
You can select this mod more than once, up to the number of
weapon mounts the drone has.

Hardened Al (Ex)

® Your drone’s Al is secured against outside influence. Any
attempt to hack your drone takes a -4 penalty, and your
drone receives a +4 insight bonus to saving throws against
spells or effects that attempt to take control of the drone or
otherwise dictate its actions.

Hydrojets (Ex)

® Your drone is equipped with miniature marine jet engines,
granting it a swim speed equal to half its land speed. This mod
can be applied to only combat drones and stealth drones.

Jump Jets (EX)

® Your drone is equipped with powerful miniature jets. It can
use these jets to jump up to 30 feet as a move action (either
vertically, horizontally, or in any combination that does not
exceed 30 feet). If applied to a hover drone, these jets instead
allow your drone to increase its fly speed by 30 feet for 1
round. Once used, these jets must cool down for 1 minute
before they can be used again.

Manipulator Arms (EX)

® Your drone is equipped with two robotic arms with simple
hands. They can perform most functions that your arms can
perform (such as opening doors, typing on a keypad, wielding
a weapon, or attempting skill checks that require manual
dexterity), but attacks made with them take a -4 penalty.

Melee Weapon Arm (Ex)

® Your drone is equipped with a robotic arm to which you can
affix a one-handed melee weapon, allowing your drone to
wield that weapon and attack with it. This weapon cannot
be disarmed. Wielding a two-handed melee weapon requires
two melee weapon arms. If you do not already have a weapon
to equip, you must purchase it separately. Swapping out a
weapon in a melee weapon arm requires use of your custom
rig and 1 hour of work. You can select this mod multiple
times, each time adding an additional melee weapon arm to
the drone.

Enhanced Armor (EX)

® Your drone gains a +2 bonus to its AC. At 11th level, you can
choose this mod a second time as an advanced mod.

Enhanced Senses (Ex)

® Your drone gains low-light vision, darkvision to 60 feet, and a
+2 insight bonus to Perception skill checks. If your drone has
the camera mod, the camera gains these senses as well.

Extra Ammo (EX)
® One of your drone’s weapon mounts can hold two additional
batteries, magazines, or other type of ammunition in addition

Resistance (EX)

® Your drone gains resistance to an energy type of your choice—
acid, cold, electricity, fire, or sonic—equal to your mechanic
level, to a maximum of 10. You can select this mod multiple
times. Its effects do not stack; each time you select this mod, it
must apply to a different energy type from the list above.

Riding Saddle (Ex)

® Your drone is equipped with a seat and programming to carry
a rider as a combat-trained mount. If you ride your drone, it
must be at least your size or larger. To carry another rider, the
drone must be at least one size larger than the rider. You can
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direct your drone mount in battle without attempting
Survival checks.

Skill Subroutines (Ex)

® Choose another skill from the skill unit list. This is a class
skill for your drone, which gains a number of ranks in that
skill equal to your mechanic level. Your drone also increases
its Intelligence score by 2. At 11th level, you can choose this
mod a second time as an advanced mod. If you do, choose
an additional skill to become a class skill for your drone (this
skill doesn't have to be on the skill unit list). Your drone gains
ranks in the skill equal to your mechanic level. Your drone also
increases its Intelligence score again by 2.

Smuggler's Compartment (Ex)

® Your drone has a secret compartment that can hold a single
item of light bulk or smaller. A successful Perception check
(DC =15 + your mechanic level) is needed to notice or find the
compartment. Accessing this compartment is a move action.

Speed (Ex)

® Your drone’s land speed increases by 10 feet.

Tool Arm (Ex)

® Select one technological item from Chapter 7: Equipment of
no more than light bulk and an item level no higher than your
mechanic level. Your drone is equipped with a robotic arm with
that item attached and the proper programming to use the
item, although it cannot use a tool that requires skill checks
unless it also has ranks in the relevant skill (or you have ranks
in the relevant skill and the drone is under your direct control).

Weapon Proficiency (EX)

® Your drone gains one of the following feats as a bonus feat (it
must meet all the prerequisites of the chosen feat): Advanced
Melee Weapon Proficiency, Basic Melee Weapon Proficiency,
Heavy Weapon Proficiency, Longarm Proficiency, Small Arm
Proficiency, or Special Weapon Proficiency. You can select
this mod multiple times; each time, your drone gains another
of the available proficiency feats as a bonus feat.

Advanced Mods

You must be 11th level or higher to choose these mods.

Echolocators (Ex)
® Your drone uses basic echolocation to notice unseen foes. The
drone gains the blindsense (sound) ability (see page 262).

Energy Shield (Ex)

® Your drone gains an energy shield that provides it with a
number of temporary Hit Points equal to your mechanic level.
This shield remains active until all of its temporary Hit Points
are depleted. The drone can replenish the shield’s Hit Points
to full by spending 1 Resolve Point when you rest to regain
Stamina Points. You can select this mod a second time to
double the energy shield’s temporary Hit Points.

Excavator (Ex)

® Your drone gains a burrow speed equal to half its land speed. It
can use this speed to move through clay, dirt, earth, and sand.
It does not leave a hole behind, nor is its passage marked on
the surface.

Weapon Mount (Ex)

® You can affix a small arm or another one-handed ranged
weapon on your drone, allowing it to wield that weapon and
attack with it. This weapon cannot be disarmed. Mounting
a longarm, a heavy weapon, or another two-handed ranged
weapon requires two weapon mounts. A weapon mount can
hold up to two batteries, two magazines, or two of another
type of ammunition for the affixed weapon, provided this
ammunition is of light bulk or less. Multiple weapon mounts
used to affix a single two-handed weapon count as a single
weapon mount for the purpose of how much ammunition it
can hold. The drone reloads these batteries or magazines
automatically, which takes the usual amount of time for the
weapon. Spent batteries or magazines are stored within the
drone. You can replace all of a weapon mount’s batteries or
magazines as a move action. You must purchase separately
or already have the weapon and ammunition for use with a
weapon mount. You can replace the weapon with any other
weapon that meets the criteria for your mount (for example,
if you have two weapon mounts, you could replace a longarm
with a heavy weapon). Swapping out a weapon in a weapon
mount requires use of your custom rig and 1 hour of work.
You can select this mod multiple times, each time adding an
additional weapon mount to the drone.

CLASSES

Flight System (Ex)

® Your drone gains a fly speed equal to half its land speed
with average maneuverability for up to 10 minutes per day.
This duration need not be continuous, but it must be used in
1-minute increments. You can select this mod a second time;
in this case, the drone’s fly speed increases to its full land
speed, and there is no limit on the amount of time it can fly.

Greater Resistance (Ex)

® Choose one type of energy for which your drone already has the
resistance mod. Increase your drone's resistance to that energy
type by 5. You can select this mod multiple times. Its effects do
not stack. Each time you select this mod, it applies to a different
energy type for which your drone has the resistance mod.

Invisibility Field (Ex)

® Once per day as a standard action, your drone can turn invisible
for 10 minutes, as per the invisibility spell. If it makes an attack
during this time, the invisibility ends. Your drone can spend
2 Resolve Points to use this ability again on the same day. Your
drone must have the reactive camouflage mod to select this.

Medical Subroutine (Ex)

® Your drone is equipped with first aid capabilities. If you are
reduced to O Hit Points, your drone can attempt to administer




emergency medical treatment to you, even despite you being
unconscious. On subsequent rounds on your turn, your drone
takes as many move actions as necessary to return to your
side, followed by a standard action to administer first aid.
Once it has done so, you can spend 2 Resolve Points to
recover a number of Hit Points equal to your mechanic level.
Your drone cannot use this mod on anyone but you nor use
it if you are dead or have fewer than 2 RP remaining. You
can't benefit from this treatment more than once every 24
hours. Your drone must have the manipulator arms and skill
subroutines (with the Medicine skill) mods to select this mod.

Reactive Camouflage (Ex)

® Your drone is equipped with a thin coating that can change
color to match the drone’s surroundings. Whenever your drone
stays stationary for 1 round, it gains a +10 bonus to Stealth
checks (this bonus doesn't stack with the invisibility spell or
similar effects). If your drone takes any action, it loses this
bonus until it once again spends 1 round remaining still.

Reductive Plating (Ex)

® Your drone gains damage reduction 1/—. This increases to
DR 2/- at 7th level and increases by 1again at 13th level and
every 3 levels thereafter.

Shock Wave (Ex)

® Whenever your drone is reduced to fewer than 10 HP, it
immediately shuts down and unleashes a shock wave
of electricity as a reaction (even if it is deactivated or
destroyed by the attack). This deals 1d6 electricity damage
per level to every creature within 10 feet (except the
drone). An affected creature can attempt a Reflex save to
take half damage (DC = 10 + half your mechanic level + your
Intelligence modifier).

EXOCORTEX

Your exocortex grants you all of the following abilities as you
advance in level.

Combat Tracking (Ex)

Your exocortex provides you with enhanced combat ability,
granting you proficiency with heavy armor and longarms. At
3rd level, you gain weapon specialization in longarms just
as if your class granted proficiency. As a move action during
combat, you can designate a foe for your exocortex to track.
As long as that target is in sight, the exocortex feeds you
telemetry, vulnerabilities, and combat tactics, allowing you to
make attacks against that target as if your base attack bonus
from your mechanic levels were equal to your mechanic level.
Designating another target causes you to immediately lose this
bonus against the previous target.
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recall knowledge (see page 143). In addition, your exocortex
grants you the Skill Focus feat as a bonus feat. You can't use
your exocortex’s memory module while combat tracking is
activated. Every time you gain a mechanic level, you can rebuild
your exocortex’s memory module, replacing the exocortex’s
bonus Skill Focus feat with Skill Focus in a different skill.

Wireless Hack (Ex)

Instead of combat tracking, your exocortex can access another
computer system within 20 feet, allowing it to attempt a
Computers check against that computer each round, using
your skill bonus. This counts as a standard action for the
purpose of the Computers skill. You must remain within 20
feet of the computer system for the entire time your exocortex
is interacting with the computer. If the task requires multiple
actions (or even rounds) to accomplish, you can spend your
actions to work in concert with your exocortex, counting both
your action and the exocortex’s effective standard action
toward the total time required. If you don't have the remote
hack class feature, you must be adjacent to the computer to
attempt your checks.

Exocortex Mods (Ex)

Your exocortex allows you to apply any one of the following
drone mods to yourself as if you were a drone with that
mod installed: armor slot, cargo rack, climbing claws,
enhanced senses, hydrojets, jump jets, resistance, smuggler’s
compartment, speed, or weapon proficiency (gaining proficiency
in advanced melee or heavy weapons). At 11th level, you can
apply an additional mod, and your options expand to include
echolocators, excavator, flight system, greater resistance,
invisibility field, and reactive camouflage. At 14th and 17th
levels, you can apply an additional mod. Each time you gain a
level, you can switch any of your mods for different mods, but
you must always choose at least one mod from the 7th-level list.

Twin Tracking (Ex)
You can designate two targets for your exocortex to track,
increasing your base attack bonus against each. You can
designate both targets with a single move action, but you must
be able to see them both at that time.

Multitasking (Ex)

You can designate three targets for your exocortex to track
(and designate them all as a single move action). In addition, the
range of your exocortex’s wireless hack increases to 40 feet.
Your exocortex can also engage in combat tracking and hack a
nearby computer at the same time, but the computer counts as
one of the exocortex’s designated targets (allowing you to track
only two targets at the same time while wirelessly hacking the
computer). Lastly, you can access your exocortex’s memory
module in combat, even while it is engaged in combat tracking.

Memory Module (Ex)

You can use your exocortex’s memory module to enhance
your own knowledge. Once per day, as a reaction while not
in combat, you can reroll a failed skill check (see page 243) to

Quad Tracking (Ex)
Your exocortex can track four targets simultaneously, and
hacking a nearby computer doesn’t count against that limit.
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No target is too large or armored for you and your drone to take down.

ABILITY SCORES
Dexterity is your most important ability score because you need it to
hit, and Intelligence enhances your skills and pool of Resolve Points.

ARTIFICIAL INTELLIGENCE
Combat drone

MECHANIC TRICKS
Energy shield (2nd) Resistant energy (8th)
Boost shield (8th) Improved resistant energy (14th)

DORONE MODOS

Extra ammo (Ist) Energy shield (11th)

FEATS
Weapon Focus (longarms)
Weapon Proficiency (longarms)

Weapon Specialization (longarms)

SKILLS
Computers
Engineering
Medicine

Perception
Piloting

CLASSES R NN

You have augmented your body and mind to turn yourself into a
fighting machine.

ABILITY SCORES
Dexterity is your most important ability score because you need it to
hit, and Intelligence gives you more Resolve Points.

ARTIFICIAL INTELLIGENCE
Exocortex

MECHANIC TRICKS

Overcharge (2nd) Improved overcharge (8th)
Overclocking (2nd) Superior overcharge (14th)
Hyperclocking (8th) Ultraclocking (14th)

FEATS

Improved Initiative
Toughness

Weapon Focus (longarms)

SKILLS
Athletics
Engineering
Perception
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You use stealth and technical skills to take down unjust institutions. You know your starship like no one else and seem able to push the
vessel beyond its limits. SETTING
ABILITY SCORES '
Intelligence is your most important ability score because it enhances ABILITY SCORES PATHFINDER
your skills and ability DCs; Dexterity increases your AC. Intelligence is important because it increases your pool of Resolve S=CL
e Points and enhances your skills; Dexterity allows you to be more
ARTIFICIAL INTELLIGENCE effective in combat.
Stealth drone
ARTIFICIAL INTELLIGENCE
MECHANIC TRICKS Exocortex
Hack directory (2nd) Saboteur (14th)
Ghost intrusion (8th) MECHANIC TRICKS
e Quick patch (2nd) Engineer’s eye (8th)
DRONE MODS Quick repair (2nd) Mod tinkerer (14th)
Camera (1st) Invisibility field (11th) —

””””‘

FEATS

FEARATS Grenade Proficiency
Skill Focus (Computers) Skill Synergy (Sleight of Hand Technomantic Dabbler
Skill Focus (Engineering) and Stealth) Weapon Focus (longarms)

SKILLS SKILLS

Computers Computers Physical Science
Physical Science Engineering Piloting
Perception
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You understand that what most
f‘i people call magic is simply *
:j an expression of the innate ‘
connection between all things,
and you intuitively tap into this
unseen power to create strange
.  effects. You may conceptualize the
source of your magic as divine grace,
a manipulation of fundamental
' energy, or an unlocking of psychic
potential, but always with the
knowledge that you are a conduit
channeling forces greater than yourself.
Though you may study, you understand
that spellcasting—like all existence—is
messy and intuitive, and you specialize in
biology and mental systems too complex
to be perfectly understood by science.
You sense the intangible and exploit your
bonds with others, whether to bolster
them or bend them to your will.

Your Wisdom determines your spellcasting ability, the saving
throw DCs of your spells, and the number of bonus spells you
/» can cast per day, so Wisdom is your key ability score. A high
-5~ Charisma score can also help you in social situations.

SKILL RANKS PER LEVEL
6 + INTELLIGENCE MODIFIER

Bluff (Cha) Medicine (Int)

Culture (Int) Mysticism (Wis)

Diplomacy (Cha) Perception (Wis)

Disguise (Cha) Profession (Cha, Int, or Wis)
Intimidate (Cha) Sense Motive (Wis)

Life Science (Int) Survival (Wis)

\PROFICIENCIES

ARMOR PROFICIENCY

Light armor

WEAPON PROFICIENCY

Basic melee weapons and small arms
L L

CLASSES
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TABLE 4-4: MYSTIC

BASE FORT REF  WILL

CLASS ATTACK SAVE SAVE SAVE
LEVEL BONUS BONUS BONUS BONUS CLASS FEATURES
Ist +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +2 + + +3

Ath +3 +1 + +4 | Connection spell
5th +3 +1 + +4 | Channel skill +2
6th +4 +2 +2 +5 | Connection power
7th +5 +2 +2 +5 | Connection spell
8th +6 +2 +2 +6 | Channel skill +3
9th +6 +3 +3 +6 | Connection power

10th +] +3 +3 +]
1ith +8 +3 +3 +7
12th +9 +4 +4 +8
13th =9 +4 +4 +8
14th +10 +4 +4 +9
15th +1 +5 5 +9
16th +12 +5 +5 +10
17th +12 +5 +5 +10
18th +3 +6 +6 +1
19th +14 +6 +6 +1
20th +15 +6 +6 +2

Connection spell

Connection power
Connection spell
Channel skill +5
Connection power
Connection spell
Channel skill +6
Connection power
Transcendence

SPELLS

You cast spells drawn from the mystic spell list (see page 336).
To learn or cast a spell, you must have a Wisdom score equal
to at least 10 + the spell’s level. The Difficulty Class for a
saving throw against your spell is 10 + the spell’s level + your
Wisdom modifier.

You can cast only a certain number of spells of each spell
level per day. Your number of spells per day is given on Table
4-4: Mystic. In addition, you receive bonus spells per day if you
have a Wisdom modifier of +1 or higher, as shown on Table 4-5:
Mystic Bonus Spells—note that you only receive these bonus
spells once you can cast spells of that level normally. You can
also cast O-level spells. These spells are cast like any other spell,
but there is no limit to how many O-level spells you can cast
each day.

Your selection of spells is limited. You begin play knowing four
O-level spells and two 1st-level spells of your choice. At each new
mystic level, you learn one or more new spells, as indicated on
Table 4-6: Mystic Spells Known. Unlike spells per day, the number
of spells you know isn't affected by your Wisdom modifier.

Every time you gain a level, you can swap out one spell you
already know and learn a single new spell of the same level in its
place. In effect, you lose the old spell in exchange for the new one.
You must choose whether or not to swap the spell at the same
time you gain new spells known for the level.

You can cast any mystic spell you know at any time, assuming
you have not yet used up your allotment of spells per day for the
spell’s level. You can also cast a spell using a higher-level spell
slot. For instance, if you want to cast a 1st-level spell but have
used up all your 1st-level spells for the day, you can use a spell
from a 2nd-level slot instead if you have one.

Connection, connection power, connection spell, healing touch
Channel skill +1, mindlink
Connection power, weapon specialization

Channel skill +4, telepathic bond

Channel skill +7, enlightenment

SPELLS PER DAY (BY SPELL LEVEL)
1ST 2ND 3RD 4TH 5TH 6TH
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You can also decipher magical inscriptions that would
otherwise be unintelligible or, as a full action, identify any spells
encoded in a spell gem as a full action. This does not normally
invoke the magic contained within, although it may do so in the
case of a cursed or trapped spell gem.

CONNECTION
You have a mysterious connection with some force that grants
you magical powers. The exact nature of your connection can
vary widely, and even mystics who share the same connection
may interpret it differently. You must pick one connection upon
taking your first level of mystic—once made, this choice can't be
changed. Connections you can choose from begin on page 85.
Many mystics serve as priests of various gods, and while
you can theoretically choose any type of connection with any
entity or concept, deities rarely grant connections that don't fit
within their ethos (for example, Weydan, the god of freedom, is
unlikely to look kindly on overlords). As such, each connection
lists the deities and philosophies commonly associated with it.

Connection Power

At st level, 3rd level, and every 3 levels thereafter, you gain a
connection power unique to your connection. If a connection
power allows a saving throw to resist its effects, the DC is equal
to 10 + half your mystic level + your Wisdom modifier. If the
power requires an enemy to attempt a skill check, the DC is
equal to 10 + 1-1/2 x your mystic level + your Wisdom modifier.

Connection Spell
Your connection grants you additional spells known, one for each
level of mystic spell you can cast, starting at 1st level and at any
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TABLE 4-5: MYSTIC BONUS SPELLS

BONUS SPELLS PER DAY (BY SPELL LEVEL)

WISSCORE 0  1ST 2ND 3RD 4TH 5TH

11 = = = = = = =
12-13 = 1 = = = = =
1415 = 1 1 = = = =
16-17 = 1 1 1 = = =
1819 = 1 1 1 1 = =
20-21 = 2 1 1 1 1 =
22-23 = 2 2 1 1 1 1
24-25 = 2 2 2 1 1 1
26-27 = 2 2 2 2 1 1
28-29 = 3 2 2 2 2 1
30-31 = 3 3 2 2 2 2

TABLE 4-6: MYSTIC SPELLS KNOWN

CLASS SPELLS KNOWN (BY SPELL LEVEL)

LEVEL 1ST 2ND 3RD 4TH 5TH 6TH
st - = | = = | =
2nd
3rd
4th
5th
Bth
7th
8th
9th
10th
Tith
12th
13th
14th
15th
16th
17th
18th
19th
20th
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level when you normally gain access to a new spell level. These
spells are in addition to the spells known listed on Table 4-6:
Mystic Spells Known. These spells can't be exchanged for different
spells at higher levels (except in specific cases; see below). The
spell level of each spell is listed in your connection’s entry.

If your connection lists a single variable-level spell (see
page 330) for all spell levels at the start of its spells entry, you
gain that variable-level spell when you first get your connection
spell for each level. The next time you gain a connection spell,
add the next higher level of the variable-level spell to your list
of spells known. You immediately lose the lower-level version of
that variable-level spell and replace it with the listed connection
spell for that lower level.

HEALING TOUCH (SU)

Once per day, you can spend 10 minutes to magically heal an
ally up to 5 Hit Points per mystic level.

CLASSES

CHANNEL SKILL (SU)

You draw strange feelings, instincts, knowledge, and urges
from your connection, augmenting your prowess in certain
tasks. Each connection has two skills associated with it. You
gain a +1 insight bonus to skill checks with your connection’s
associated skills. This bonus increases by 1 at 5th level and
every 3 levels thereafter.

MINDLINK (SP)

You can form a mental link with creatures you touch,
communicating information rapidly through it. You can use
mindlink at will as a spell-like ability, though only once per
day on any given individual.

WEAPON SPECIALIZATION (EX)

You gain Weapon Specialization as a bonus feat for each weapon
type this class grants you proficiency with.

TELEPATHIC BOND (SP)

As a standard action, you can form a telepathic link with up
to six other willing creatures, allowing you to communicate
telepathically at great distances. This functions as telepathic
bond, except the duration is permanent. You can have only one
telepathic bond active in this way at any given time; creating a
new telepathic bond immediately ends the previous one.

TRANSCENDENCE (SP)

You are close to becoming one with your connection. You can cast
each of your connection spells once per day without consuming
a spell slot. In addition, you learn how to temporarily transcend
your physical form. Once per day, you can spend 1 Resolve Point
to project your consciousness outside of your physical body in
the form of an intangible psychic image of yourself. This counts
as a 6th-level illusion effect and lasts for a number of rounds
equal to your mystic level. While your consciousness is projected,
your physical body is considered blind, deaf, and helpless, but
you can return to your body as a swift action. You control your
psychic image as though it was your own body, and your senses
perceive only what the image can see and hear. You move with
a fly speed of 60 feet and perfect maneuverability. You can pass
through solid objects as though you were incorporeal, but you
can't go farther into a solid object than your space (5 feet for a
Medium creature). You can't directly affect physical objects. Your
projected consciousness is immune to most attacks or effects,
whether or not they affect incorporeal creatures, but mind-
affecting effects have their full effect on you.

You can cast any mystic spell or spell-like ability with a range
of touch or greater from your projected consciousness. The spells
affect other targets normally. You can't cast any spells on your
projected consciousness except for illusion spells. You need not
maintain line of effect to your projected consciousness, but if you
cross into another plane, even momentarily (including via Drift
travel), your mind immediately returns to your physical body.

ENLIGHTENMENT (SU)

You achieve enlightenment, becoming a living incarnation
of your connection. You no longer age, nor do you die of old




age. Once per day as a move action, you can enter a state of
total communion with your connection that lasts for 1 minute.
During this time, you gain a +4 insight bonus to attack rolls,
saving throws, and skill checks, and you gain 20 temporary
Resolve Points that you can use only on connection powers.
Any unspent temporary Resolve Points disappear at the end of
this minute. In addition, once per week, you can cast miracle as
a spell-like ability.

CONNECTIONS

The following represent the most common mystic connections.
See page 83 for more information on the connection class feature.

%) Akashic

You're linked to the collective knowledge of every sentient

species that ever lived that's held in the Akashic Record, an

Astral library of perfect psychic records of every moment

in history. You might be an ancient lorekeeper, an inquisitive

student of the occult, an intuitive consulting detective, or a

secret-hoarding spy.

® Associated Deities: Eloritu, Nyarlathotep, Pharasma, Talavet,
Triune, Weydan, Yaraesa

® Associated Skills: Culture and Mysticism

® Spells: 1st—identify, 2nd—augury, 3rd—tongues, 4th—
divination, Sth—contact other plane, 6th—vision

Akashic Knowledge (Ex)

® You gain the channel skill ability at 1st level (instead of 2nd
level). Each day when you recover your spell slots, you can
tap into the Akashic Record, enabling you to choose one
Profession skill and add that to your list of associated skills
for the channel skill class feature.

Access Akashic Record (Su)

® You can access the Akashic Record to augment your skills.
You can spend 1 Resolve Point to attempt a skill check as if
you had ranks in that skill equal to your mystic level.

Peer into the Future (Su)

® Once per day, you can spend 10 minutes in uninterrupted
meditation to receive visions of possible futures. At any point
over the next 24 hours, you can declare that you are using the
benefit of this ability before rolling one initiative check, saving
throw, or skill check. You gain a +4 insight bonus to that check.
At 11th level, you can use this ability twice per day, though you
can't use it again until after you've used your first bonus.

Mind Probe (Sp)

® You can use mind probe as a spell-like ability a number of
times per day equal to your mystic level, lasting for 1 round.
A creature that successfully saves against your mind probe
is immune to further uses of this ability for 24 hours.

Telepathic Memories (Su)
® You can share memories at will with allies linked by your
telepathic bond class feature. As a full action, you or a linked
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ally can send a memory of up to 1 minute to as many others
in the bond as they choose. Sending a relevant memory
counts as a successful aid another attempt for a skill check,
even if you wouldn't otherwise be able to use aid another (to
a limit of one such memory per skill check).

Memory Palace (Su)

® You assemble an extradimensional library to house mental
constructs representing your accumulated knowledge.
This memory palace has a single shimmering entrance.
You can access your memory palace once per day; when
you do, the entrance appears within close range. If any
creatures or objects that were not part of the memory
palace when it was created remain inside it, the entrance
remains where it first appeared. Only those you designate
can enter the memory palace, and the entrance closes and
becomes invisible behind you when you enter. Anyone
inside can open the entrance and exit the memory palace
at will. The only way to enter and exit the memory palace
is via the entrance; even plane shift and similar magic do
not access it.

You can create any floor plan you desire for your memory
palace, up to a number of 10-foot cubes equal to your mystic
level. Inside, the atmosphere is clean, fresh, and warm;
outside conditions don't affect the memory palace, nor do
conditions inside it pass beyond. There is no furniture other
than bookcases, computers, and a few desks and sofas. A
number of unseen servants (as per the spell of the same
name) equal to half your mystic level serve as librarians. The
library keeps the same layout each time you access it, though
you can alter its appearance each time you gain a level or
by spending 15 minutes concentrating—you don't need to be
inside it to alter it.

When you gain this ability, choose one skill that can
be used with the recall knowledge task. Consulting your
memory palace gives anyone who studies within—including
you—a +4 enhancement bonus to skill checks to recall
knowledge of that type, and creatures inside the memory
palace can attempt checks of that type untrained. At 16th
level, and at each level thereafter, choose another skill that
can be used with the recall knowledge task to which your
memory palace’s skill bonus applies.

Glean Spell (Su)

® Once per day, you can delve into the Akashic Record to cast a
spell from either the mystic or technomancer spell list as if it
were on your list of spells known. The spell consumes a spell
slot 1 level higher than the level of the spell.

(B Empath

Your connection helps you sense emotions and notice details

others can't. You might be a diplomat, an investigator, a mind-

reading bodyguard, a ship’s psychologist, or a psychic con artist.

® Associated Deities: Abadar, Hylax, lomedae, Sarenrae, Talavet,
Triune (Casandalee)

® Associated Skills: Perception and Sense Motive
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® Spells:
clairaudience/clairvoyance, 4th—mind probe, 5th—telepathy,
6th—true seeing

1st—detect thoughts, 2nd—zone of truth, 3rd—

Empathy (Su)

® As a full action, you can attempt a Sense Motive check to
read the emotions of a particular creature (DC = 20 or 10 +
its Bluff modifier, whichever is higher). If you succeed, you
learn its general disposition and attitude toward creatures
within 30 feet of it, and you gain a +2 circumstance bonus
to Bluff, Diplomacy, Intimidate, and Sense Motive checks
against that creature for 1 hour. Whether you succeed or
fail, after opening your mind to read emotions, you take a
-2 penalty to saving throws against mind-affecting effects
for 1 minute.

remaining, you can spend 1Resolve Point to use this ability on
yourself, even without being able to take any actions.

(I Healer

Your connection channels the life force of all things—as well

as its counterpart, death. You're an expert healer, but not

necessarily a selfless one. You might be a traveling doctor, a

haunted medium, a military medic, or a tyrannical necromancer.

® Associated Deities: Desna, Hylax, lomedae, Pharasma,
Sarenrae, Talavet, Urgathoa, Weydan

® Associated Skills: Medicine and Mysticism

® Spells: 1st—6th mystic cure; replaced by 1st—lesser remove
condition, 2nd—remove condition, 3rd—remove affliction, 4th—
restoration, Sth—greater remove condition

Greater Mindlink (Su)

® You can use your mindlink ability on the same creature as
many times per day as you wish, and the communication
can be both ways, though the maximum of 10 minutes of
communication per round still applies.

Emotionsense (Su)

® You can detect and locate creatures within 60 feet that have
emotions, as if you had blindsense (emotion); see page 262.
A creature can keep its emotions calm to avoid detection by
this ability by succeeding at a Bluff check with a DC equal
to 10 + your Sense Motive modifier, but a creature under the
influence of an emotion effect cannot try to avoid detection.
Creatures under the effects of nondetection or similar
effects automatically avoid detection by this ability. Unless
otherwise stated, constructs and creatures with Intelligence
scores of 2 or lower don't have emotions and can't be sensed
this way.

Discern Lies (Sp)

® You can use discern lies as a spell-like ability a number of
times per day equal to your mystic level, each time targeting
a single creature. This effect lasts 1 round. Once a creature
successfully saves against this ability, it becomes immune to
further uses of this ability for 24 hours.

Healing Channel (Su)

® You can heal yourself and your allies. You can spend 1
Resolve Point to channel this energy. Healing yourself with
channeled energy is a move action, healing an ally you touch
is a standard action, and healing all allies within 30 feet is a
full action. This energy restores 2d8 Hit Points and increases
by 2d8 at 3rd level and every 3 levels thereafter.

Lifelink (Su)

® At the start of each turn, you can choose an ally within
30 feet who has taken Hit Point damage and transfer her
wounds to yourself, dealing an amount of damage up to your
mystic level to your Hit Points (bypassing any Stamina Points
you may have) and healing the ally’s Hit Points an equal
amount. This doesn’t require any action on your part. You
can't prevent or reduce the damage you take from lifelink.

Healer's Bond (Sp)

® As a standard action, you can form a bond with up to three
allies, allowing you to constantly sense their condition as
per the status spell. This bond lasts until dispelled or until
you create a new healer’s bond, which immediately ends
the previous one. At 11th level, when you gain the telepathic
bond class feature, you also gain the effects of status on all
creatures linked by your telepathic bond.

Greater Emationsense (Su)
® Your emotionsense is far more discerning, as if you had
blindsight (emotion); see page 262.

Retrocognition (Sp)

® You can use retrocognition as a spell-like ability at will. When
doing so, you take a -2 penalty to saving throws against
mind-affecting effects for as long as you concentrate on
retrocognition and an equal amount of time afterward. You
can spend 1 Resolve Point to negate this penalty.

Empathic Mastery (Sp)

® You can spend 1 Resolve Point to use psychic surgery as a
spell-like ability. If you are incapacitated by an effect that
psychic surgery could remove and have at least 1 Resolve Point

CLASSES

Steal Life (Su)

® As a standard action, you can spend 1 Resolve Point to steal
part of a creature’s life force and transfer it to yourself or
others. You must touch the target (requiring a successful
melee attack against its EAC), which deals 1d6 damage for
every 2 mystic levels you have (maximum 10d6). Choose
an ally within 30 feet; that ally recovers an amount of Hit
Points equal to the damage dealt (to a maximum of the foe's
remaining Hit Points). Alternatively, you can heal yourself
instead, but you restore only a number of Hit Points equal to
half the damage dealt. If this heals the recipient (you or your
ally) up to maximum Hit Points, any excess persists for 1 hour
as temporary Hit Points. If your attack misses, you don't lose
the Resolve Point.
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Channel Bond (Su)

® When you use healing channel as a standard action, you can
heal an ally linked by your telepathic bond class feature as if
you were touching that ally, as long as the ally is within 120
feet. When you use healing channel as a full action, it heals
all allies linked by your telepathic bond class feature within
120 feet (as well as all other allies within 30 feet).

Channel Life (Su)

® If you use healing channel on a creature that has died
within 1 round, you can bring it back to life as per a 5th-
level mystic cure spell.

save to reduce the duration to just 1 round. A creature can be
affected only by one sow doubt effect. If you use this ability
on the same creature again, the new effect replaces the old
effect. This is a mind-affecting effect.

Mental Anguish (Su)

® As a standard action, you can tweak the pain centers
in the brain of a foe within 60 feet, causing it to suffer
intense agony. The target must succeed at a Will save or be
nauseated for 1 round. Regardless of the save, the creature
becomes immune to this ability for 24 hours. This is a mind-
affecting pain effect.

Deny Death (Su)

® You are immune to death effects and negative levels. If you
would normally die from damage, as long as you have at least
1 Resolve Point remaining, you can immediately spend all of
your remaining Resolve Points to instead stay alive. If your
Hit Points would have been reduced to O, you now have 1
Hit Point instead. Once you use this ability, you can't regain
Resolve Points again until you rest for 8 hours, even if you
have another means to do so.

(I® Mindbreaker

You use your raw will and understanding of the mind’s structure

to crush and demoralize your enemies. You might be a special

ops assassin, a psychic interrogator, or a righteous military

crusader breaking the enemy'’s spirit on the battlefield.

® Associated Deities: Besmara, Damoritosh, The Devourer,
lomedae, Urgathoa, Zon-Kuthon

® Associated Skills: Bluff and Intimidate

® Spells: 1st—6th mind thrust; replaced by 1st—lesser confusion,
2nd—inflict pain, 3rd—synaptic pulse, 4th—confusion, 5th—
feeblemind

Share Pain (Su)

® Whenever a foe deals damage to you, you can spend 1
Resolve Point as a reaction to shift some of the pain back
onto that foe. Unless the foe succeeds at a Will save, reduce
the damage you take from the attack by your mystic level
(to a maximum of the attack's damage), and the foe takes an
equal amount of damage. This is a mind-affecting pain effect.

Backlash (Su)

® Whenever a foe succeeds at a Will save against one of your
spells and completely negates the effect, that foe takes 1
nonlethal damage for each mystic level you have. This is a
mind-affecting pain effect.

Mindbreaking Link (Su)

® Whenever you or an ally linked by your telepathic bond
class feature scores a critical hit against a foe, you can
spend 1 Resolve Point as a reaction to confuse that foe. The
foe must succeed at a Will save or become confused for 1
round. Whether or not it succeeds at this save, the target
is affected by your sow doubt ability for 1 round. This is a
mind-affecting effect.

Mindkiller (Su)

® As astandard action, you can mold the subconscious fear of a
foe within 60 feet into a psychic image of the most disturbing
creature imaginable to the target. Only the target can see
the mindkiller, and if the target succeeds at a Will save to
recognize the image as unreal, the mindkiller has no effect.
If the target fails this Will save, the mindkiller touches the
target, which must then succeed at a Fortitude save or die
from fear. On a successful Fortitude save, the target instead
takes 3d6 damage. Once a creature succeeds at either save
against this ability, it becomes immune to this ability for
24 hours. This is a mind-affecting fear effect.

Explode Head (Su)

® You can spend 1 Resolve Point as a standard action to
psychically assault the brain of a foe within 60 feet, causing
incredible pressure to build in its head. If the target has 20
Hit Points or fewer, its head explodes, instantly killing the
target and spreading debris in a 10-foot radius. Each creature
in the area must succeed at a Reflex saving throw or take
2d6 slashing damage from the flying debris. A target with
more than 20 Hit Points takes 1d6 damage per mystic level
you have (maximum 20d6), but can attempt a Fortitude save
to take only half damage. If this damage would reduce the
target to O HP, the target’s head explodes as described above.
This ability works only on a creature that has a head and
would die from the loss of a head.

Sow Doubt (Su)

® As a standard action, you can spend 1 Resolve Point to create
uncertainty in the mind of a foe within 30 feet. You choose
whether the target becomes flat-footed, becomes off-target,
takes a -2 penalty to saving throws, or takes a -2 penalty to
skill checks. The effect lasts for a number of rounds equal to
half your mystic level, unless the target succeeds at a Will

@) Overlord

You realize that not all connections are symmetrical, and seek
to be the dominant force in any situation. You aren't necessarily
evil; perhaps you consider yourself a benevolent philosopher-
monarch who takes control for the good of your charges. You
might also be a cult leader, a criminal mastermind, or a hypnotist.
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® Associated Deities: Abadar, Besmara, Damoritosh, Lao Shu Po,
Zon-Kuthon

® Associated Skills: Diplomacy and Intimidate

® Spells: 1st—-command, 2nd—hold person, 3rd—suggestion,
Ath—confusion, 5Sth—dominate person, 6th—-mass suggestion

Inexplicable Commands (Su)

® When one of your mind-affecting charm or compulsion spells
or spell-like abilities ends, the target loses all memory that
it was magically controlled or influenced. That creature still
remembers the actions it took, but may be confused by them.

Forced Amity (Sp)

® You can spend 1 Resolve Point as a standard action to shunt
positive emotions and thoughts through your connection,
forcing a humanoid creature to become friendly to you for a
time. This functions as charm person.

Echoes of Obedience (Su)

® Even creatures that resist your dominance can't shake the
lingering echoes of your mind. When a creature succeeds at
a saving throw against one of your mind-affecting charm or
compulsion spells or spell-like abilities and negates the effect,
it takes a -1 penalty to AC, attack rolls, and skill checks until
the beginning of your next turn. This is a mind-affecting effect.

Greater Forced Amity (Sp)

® Your forced amity ability functions as charm monster.

Jealous Overlord (Su)

® When an ally linked by your telepathic bond class feature is
subject to mind-affecting effect that issues commands, as a
reaction you can issue a countermand allowing the linked ally
to act normally. When you do, attempt an opposed Charisma
check against the originator of the mind-affecting effect; if
you succeed, your ally can act normally.

Forceful Commands (Su)

® When you use a mind-affecting charm or compulsion spell
or spell-like ability against a target benefiting from an active
spell that protects against your attack, you automatically
become aware of the presence of such defenses, and can
spend 1 Resolve Point as part of casting the spell to attempt
a caster level check to dispel the highest-level such spell, as
if you had cast dispel magic.

Absolute Control (Su)

® When you issue a command to a dominated creature that
would force it to act against its nature, you can spend
1 Resolve Point to deny it a new saving throw against your
domination. The dominated creature still won't carry out an
obviously self-destructive order.

_—

@ Star Shaman

Your connection channels the energy of the cosmos, its celestial
bodies, and the dark voids between them. You might be a

CLASSES

brilliant astronomer, a daredevil starpilot, a Drift explorer, a

prophetic astrologer, or a would-be transhuman godling.

® Associated Deities: Desna, The Devourer, |bra, Nyarlathotep,
Sarenrae, Triune

® Associated Skills: Perception and Piloting

® Spells: 1st—shooting stars (as magic missile), 2nd—darkvision,
3rd—irradiate, 4th—remove radioactivity, 5Sth—telekinesis,
6th—control gravity

Walk the Void (Su)

® You are immune to the harmful environmental effects of
outer space and vacuum. You also gain a fly speed of 20 feet
while in space. In addition, whenever you can see the stars,
you can determine your precise location. Finally, add Piloting
to your list of class skills.

Starlight Form (Su)

® You can transform yourself into blazing starlight as a
standard action. Your body sheds normal light in a 30-foot
radius, and you gain the benefits of concealment (20% miss
chance). At 7th level, a creature that ends its turn adjacent
to your starlight form must succeed at a Fortitude save or
be blinded for 1 round. You can maintain your starlight form
for a number of minutes per day equal to your mystic level;
this duration does not need to be continuous, but it must
be used in 1-minute increments. You can forgo the ability's
concealment and blinding aspects to instead simply shed
light, though this still counts against the ability’s duration
for the day.

Stargazer (Su)

® You can study the stars to gain a bit of good luck. Twice per
day, if you are outdoors and can see the stars, you can reroll
a failed ability check, attack roll, saving throw, or skill check
(see page 243).

Starflight (Su)
® While in starlight form, you gain the ability to fly as per the
flight spell (spell level 3rd or lower).

Starry Bond (Su)

® You can share the good fortune of your stargazer class feature
with your allies. Whenever an ally linked by your telepathic
bond class feature fails an ability check, attack roll, saving
throw, or skill check, you can spend 1Resolve Point as a reaction
to enable your ally to reroll the failed check (see page 243). This
ability otherwise functions as the stargazer class feature.

Meteor Shower (Su)

® You can spend 1 Resolve Point as a full action to call down a
rain of meteorites in a 10-foot-radius vertical cylinder, 40 feet
high, at a range of up to 250 feet. The meteorites deal 12d6
damage to every creature in the area (Reflex half). Half the
damage is bludgeoning damage; the other half is fire damage.
If you are outdoors and can see stars, the meteorites instead
deal 12d10 damage.
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Interplanetary Teleport (Sp)

® At 18th level, once per day, you can spend 1 Resolve Point as a
full action to use interplanetary teleport as a spell-like ability. If
you have been to a location in another star system before, you
can spend 2 Resolve Points to use interplanetary teleport to
travel there, even though it exceeds the spell's normal range.

@ Xenodruid

You channel the energy inherent in the ecosystems around you,

taking inspiration from the endless cycles of the natural world.

You might be a corporate biotech researcher, a hermitic shaman

of the Green Faith, or one of the legendary Xenowardens.

® Associated Deities: Green Faith (philosophy), Oras

® Associated Skills: Life Science and Survival

® Spells: 1st—life bubble, 2nd—fog cloud, 3rd—entropic grasp,
4th—reincarnate, 5th—commune with nature, 6th—terraform

Speak with Animals (Su)

® You can communicate with any creature of the animal type,
though this doesn’t make it friendly. If an animal is friendly
toward you, it may do you favors. This ability allows you to
use Intimidate to bully animals, and you can use any other
language-dependent effect against animals.

Grasping Vines (Su)

® You can spend 1 Resolve Point as a standard action to cause
an area within 100 feet to sprout writhing vines in a 20-foot-
radius spread. The target surface must be solid but does not
need to be capable of sustaining plants normally. The vines
have a reach of 5 feet and attempt to wrap around creatures
in the area of effect or those that enter the area; such a
creature must succeed at a Reflex save or gain the entangled
condition. Creatures that successfully save can move as
normal, but those that remain in the area must attempt a new
save at the end of your turn each round. Creatures moving
into the area must attempt a save immediately; failure ends
their movement and they become entangled. An entangled
creature can break free as a move action with a successful
Acrobatics check or DC 15 Strength check. The vines last for
a number of rounds equal to your mystic level, and the entire
area is difficult terrain while the effect lasts. At 11th level,
the vines can reach 10 feet and sprout thorns that deal 1d6
piercing damage each round to creatures in the area.

Animal Adaptation (Su)

® As a standard action, you can modify your body. Choose one of
the following to gain the noted benefit: elongated legs (increase
your land speed by 10 feet), fins and webbed digits (granting
you a swim speed equal to half your land speed), suckers on
wrists and feet (granting you a climb speed equal to half your
land speed), or vertical-slit pupils (granting you darkvision 60
feet). This ability lasts for a number of minutes per day equal to
your mystic level; this duration doesn’t need to be continuous,
but it must be used in 1-minute increments. Your base form
and size are largely unchanged, but some of your body parts
are altered. Armor and gear you are wearing adjusts to your

new shape for the duration of this ability. You can have only
one of these adaptations active at a time; choosing a new
adaptation is a standard action and the new choice replaces
the old. At 12th level, the climb and swim speeds granted
by your adaptation are equal to your land speed, and you
add wings (granting you a fly speed of 30 feet with average
maneuverability) to the list of possible adaptations.

Reactive Resistance (Su)

® The first time each day you would take energy damage, you
immediately gain resistance 10 to that energy type for the
remainder of the day. (If you are damaged by more than one
energy type simultaneously, choose which type you resist)

Share Resistance (Su)

® As a standard action, you can spend 1 Resolve Point to grant

allies linked by your telepathic bond class feature resistance
5 to the same energy type that you can resist through your
reactive resistance class feature for 1 minute. You can't use
this ability if your reactive resistance class feature has not
yet been activated for the day.

Plant Transport (Su)

® Once per day as a full action, you can enter any living plant
equal to your size or larger and exit from another plant of the

same kind in the same solar system, regardless of the distance
separating the two. The destination plant does not need to
be familiar to you. If you are uncertain of the location of a
particular kind of destination plant, you merely designate
direction and distance and this ability moves you as close
as possible to the desired location. If a particular destination
plant is desired but the plant is not living, this ability fails
and you are ejected from the entry plant. You cannot travel
through plant creatures. You can bring along objects as long
as their bulk doesn't exceed your Strength score. You can
also bring up to five willing Medium or smaller creatures
(each carrying no more bulk than their Strength scores) with
you, provided they are linked to you with joined hands.

Guided Rebirth (Su)

® As long as you have at least 1 Resolve Point remaining, you

can spend all your remaining Resolve Points as a full action to
surround yourself with an organic cocoon. While enclosed in
the cocoon, you are considered helpless. Eight hours later, you
emerge having changed your type to animal, humanoid (of any
subtype), or your original type, gaining superficial physical
characteristics as appropriate. This change does not alter your
ability scores, Hit Points, Stamina Points, saving throws, skill
points, class skills, or proficiencies. Each time you make this
transformation, you are cleansed of all poisons and diseases,
are restored to full Hit Points and Stamina Points, and heal
all ability damage. You must select a type other than your
current type every time you make the transformation. You
can use this ability once per day. Once you use this ability, you
can't regain Resolve Points until you rest for 8 hours, even if
you have another means to do so.
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CRUSADER CHAPLAINY
THEME: MERCENARY -

Your divine power keeps you and your fellow crusaders fighting for the
glory of your god.

ABILITY SCORES

Wisdom is important because it enhances your spells and abilities
and allows you to heal more, but you want to keep your Dexterity or
Strength equal or higher, depending on your weapon.

CONNECTION: HEALER

SPELLS
1st—reflecting armor
2nd-shield other
3rd-haste

Ath—death ward
Sth—mass mystic cure
6th—psychic surgery

FEATS

Advanced Melee Weapon Heavy Armor Proficiency
Proficiency or Longarm Proficiency ~ Weapon Specialization (advanced

Extra Resolve melee weapons or longarms)

Harm Undead

SKILLS
Intimidate
Medicine

Mysticism

CLASSES R NN

| EMPATH

THEME: PRIEST

You are highly attuned to the emotional states of others, and you
often help them work through their troubles.

ABILITY SCORES

Wisdom is your most important ability score because it enhances
your spells, abilities, and skills. A high Dexterity helps you stay out
of harm’s way.

CONNECTION: @ EMPATH

SPELLS
1st—share language
2nd-status
3rd-suggestion

Ath—discern lies
5th—modify memory
bth—subjective reality

FEATS
Combat Casting
Skill Focus (Sense Motive)

Spell Focus

SKILLS
Mysticism
Perception
Sense Motive

NN,
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STAR SHAMAN " : | XENODRUID :
THEME: SPACEFARER - THEME: XENOSEEKER I MRS eI

You feel most at home bathed in starlight, traveling throughout the You take inspiration from all life, no matter how strange or alien, and
galaxy for your own mysterious purposes. see it as sacred. SETTING

ABILITY SCORES ABILITY SCORES PATHFINDER
Wisdom is your highest ability score because it enhances your spells Wisdom is your most important ability score because it enhances your S=CL
and abilities, and Constitution enhances your staying power. spells and abilities, while Dexterity increases your Armor Class and

allows you to take certain feats.
CONNECTION: () STAR SHAMAN

””””|

CONNECTION: @5 XENODRUID

SPELLS —
Tst-wisp ally Ath—cosmic eddy SPELLS
2nd-hurl forcedisk 5th—call cosmos 1st—share language Ath—cosmic eddy
3rd—dispel magic 6th—gravitational singularity 2nd-spider climb Sth—telepathy

- 3rd-tongues 6th—enshrining refuge
FEATS S
Great Fortitude Spell Focus FEATS

Improved Great Fortitude Toughness Enhanced Resistance Spell Focus
—— Nimble Moves

SKILLS

Mysticism SKILLS

Perception Life Science

Piloting Mysticism
Survival

I 4 4 7/ € MYSTIC 91
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PERATIVE ) STAMINA PoINTE

=S _ Youre a shadow. You move swiftly,
: !-j"--;s" strike suddenly, and always have an
> escape plan. Youre a consummate
professional, and you always get the
job done, whether it’'s scouting enemy
lines, hunting down criminals, stealing and
smuggling items, or assassinating key figures.
As an operative, you're skilled in a wide
variety of disciplines and specialties, and
use speed, mobility, and your quick wits
rather than relying on heavy weapons. You
» excel at the art of surprise, whether it's
¥ sniping targets from cover or striking while
.\ their backs are turned. Your cause may
. be righteous, but you have no problem
4. fighting dirty—achieving your objective is
all that matters.

WY ABILITY SCOR

<
_

Your Dexterity helps you to infiltrate, get into position,
escape danger, and make decisive shots with your weapon,
so Dexterity is your key ability score. High Intelligence
boosts your skills, and Charisma aids in your interactions
with other characters.

ISk . k@:l_;Ass SKILLS ‘:%

*

— :
o ; SKILL RANKS PER LEVEL
: ' 8 + INTELLIGENCE MODIFIER
| Acrobatics (Dex) Medicine (Int)
Athletics (Str) Perception (Wis)
Bluff (Cha) Piloting (Dex)
» Computers (Int) Profession (Cha, Int, or Wis)
% m: Culture (Int) Sense Motive (Wis)
. Disguise (Cha) Sleight of Hand (Dex)
! Engineering (Int) Stealth (Dex)
Intimidate (Cha) Survival (Wis)
WDFICIENCIES %
. ARMOR PROFICIENCY
\ \ Light armor
| L WEAPON PROFICIENCY
; l; Basic melee weapons, small arms, sniper weapons
3 N o

CLASSES (Y TN s A S e -
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TABLE 4-7: OPERATIVE

BASE FORT REF WILL
CLASS  ATTACK  SAVE SAVE  SAVE
LEVEL BONUS BONUS BONUS BONUS CLASS FEATURES
1st +0 +0 +2 +2 | Operative's edge +1, specialization, trick attack +1d4
2nd +1 +0 +3 +3  |Evasion, operative exploit
3rd +2 + +3 +3 | Operative’s edge +2, quick movement (+10 ft), trick attack +1d8, weapon specialization
4th +3 + +4 +4 | Debilitating trick, operative exploit
5th +3 + +4 +4 | Specialization exploit, trick attack +3d8
6th +4 +2 +5 +5 | Operative exploit
7th 5 +2 +5 +5 | Operative’s edge +3, specialization skill mastery, trick attack +4d8, uncanny agility
8th +6 +2 +6 +6 | Operative exploit, triple attack
9th +6 +3 +6 +6 [ Quick movement (+20 ft), trick attack +5d8
10th +] +3 +7 +/ | Operative exploit
11th +8 +3 +7 +7 | Operative's edge +4, specialization power, trick attack +6d8
12th +9 +4 +8 +8 | Operative exploit
13th +9 +4 +8 +8  [Quad attack, trick attack +7d8
14th +10 +4 +9 +9 | Operative exploit
15th +1 +5 +9 +9 | Operative’s edge +5, quick movement (+30 ft), trick attack +8d8
16th +12 +5 +10 +10 | Operative exploit
17th +12 +5 +10 +10 | Double debilitation, trick attack +3d8
18th +13 +6 +11 +11 | Operative exploit
19th +14 +6 1 +11  |Operative's edge +6, trick attack +10d8
20th +15 +6 +12 +12 | Operative exploit, supreme operative

OPERATIVE'S EDGE (EX)

Your diverse training as an operative grants you a +1 insight
bonus to initiative checks and to skill checks. This bonus
increases by 1 at 3rd level and every 4 levels thereafter.

SPECIALIZATION

Your specialization represents your primary area of expertise.
Pick one specialization upon taking your 1st level of the operative
class. Once made, this choice cannot be changed. Descriptions of
the specializations appear on page 94. Your specialization grants
you the Skill Focus feat (see page 161) in your specialization’s
associated skills, and you gain a free skill rank in each of those
skills at each operative level (this does not allow you to exceed
the maximum number of skill ranks in a single skill).

Specialization Exploit

You gain your specialization’s listed exploit as a bonus operative
exploit, even if you don't meet the prerequisites.

Specialization Skill Mastery

You become so confident in certain skills that you can use them
reliably even under adverse conditions. When attempting a skill
check with a skill in which you have the Skill Focus feat, you can
take 10 even if stress or distractions would normally prevent
you from doing so.

Specialization Power

You gain a special power depending on the specialization you
chose at 1st level.

TRICK ATTACK (EX)

You can trick or startle a foe and then attack when she drops

her guard. As a full action, you can move up to your speed. Whether
or not you moved, you can then make an attack with a melee
weapon with the operative special property or with any small
arm. Just before making your attack, attempt a Bluff, Intimidate, or
Stealth check (or a check associated with your specialization; see
page 94) with a DC equal to 20 + your target’s CR. If you succeed
at the check, you deal 1d4 additional damage and the target is
flat-footed. This damage increases to 1d8 at 3rd level, to 3d8 at
5th level, and by an additional 1d8 every 2 levels thereafter. You
can't use this ability with a weapon that has the unwieldy special
property or that requires a full action to make a single attack.

EVASION (EX)

If you succeed at a Reflex save against an effect that normally
has a partial effect on a successful save, you instead suffer
no effect. You gain this benefit only when unencumbered and
wearing light armor or no armor, and you lose the benefit when
you are helpless or otherwise unable to move.

OPERATIVE EXPLOIT

As you gain experience, you learn special tricks called operative
exploits. You learn your first operative exploit at 2nd level, and
you learn an additional exploit every 2 levels thereafter. If an
operative exploit allows a saving throw to resist its effects, the DC
is equal to 10 + half your operative level + your Dexterity modifier.
If it requires an enemy to attempt a skill check, the DC is equal to
10 + 1-1/2 x your operative level + your Dexterity modifier. The list
of operative exploits appears on page 95. You cannot learn the
same exploit more than once unless it specially says otherwise.

QUICK MOVEMENT (EX)

As long as you are unencumbered and wearing light armor or no
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armor, your land speed increases by 10 feet. At 9th level, your
land speed instead increases by 20 feet, and at 15th level, your
land speed instead increases by 30 feet.

WEAPON SPECIALIZATION (EX)

You gain the Weapon Specialization feat as a bonus feat for each
weapon type with which this class grants you proficiency.

DEBILITATING TRICK (EX)

When you hit an enemy with a trick attack, you can make the
creature flat-footed or off-target until the beginning of your
next turn. You might learn exploits that grant you additional
options for your debilitating trick, but you can select only one
option each time you hit with a trick attack.

UNCANNY AGILITY (EX)

You are immune to the flat-footed condition, and your opponent
doesn't gain any bonuses to attack rolls against you from flanking
you or attacking you when you're prone. Furthermore, covering
fire and harrying fire don't provide any advantage against you.

TRIPLE ATTACK (EX)

When making a full attack using only melee weapons with the
operative special property or small arms, you can make up to
three attacks instead of two.

QUAD ATTACK (EX)

When making a full attack using only melee weapons with the
operative special property or small arms, you can make up to
four attacks instead of two.

DOUBLE DEBILITATION (EX)

When you hit an enemy with a trick attack, you can apply two
of the effects from your debilitating trick.

SUPREME OPERATIVE (EX)

Whenever you attempt a skill check with your specialization’s
associated skills, you can roll twice and take the higher result. Once
per day as a move action, you can temporarily trade out one of your
operative exploits for another operative exploit requiring the same
level or lower. This trade lasts 24 hours. If the exploit you trade
away is a prerequisite for any of your other abilities, you lose all
abilities that require it as a prerequisite for the duration.

OPERATIVE SPECIALIZATIONS

The following are some common operative specializations.

Daredevil

You specialize in missions requiring courage and athleticism.

® Associated Skills: Acrobatics and Athletics. You can attempt
an Acrobatics check to make a trick attack.

® Specialization Exploit: Versatile movement.

® Terrain Attack (Ex): At 11th level, when you and a foe are both
balancing, climbing, flying, or swimming, you automatically
succeed at any Bluff check required to make a trick attack
against that foe.

CLASSES

Detective

Your ability to read people and make deductions helps you

ferret out the truth in any situation.

® Associated Skills: Culture and Sense Motive. You can attempt
a Sense Motive check with a +4 bonus to make a trick attack
by reading your foe.

® Specialization Exploit: Glimpse the truth.

® Detective's Insight (Ex): At 11th level, your incredible insights
help you move investigations forward where mundane
inquiries fail. Once per day, you can spend 1 Resolve Point
and take 10 minutes pondering a mystery or quandary to gain
an enigmatic insight as if you had cast divination (though the
result is often presented as a cryptic clue).

Explorer

You're an expert in scouting out dangerous locations using your

knowledge and survival skills.

® Associated Skills: Culture and Survival. You can attempt a
Survival check with a +4 bonus to make a trick attack by using
your surroundings to your advantage.

® Specialization Exploit: Ever vigilant.

® Into the Unknown (Ex): At 11th level, you gain a +4 bonus to
Culture and Survival checks. While you're outside both the
Pact Worlds and your home star system (if different), you
gain a +2 bonus to initiative checks. At the GM's discretion, in
games centered around a different star system than the Pact
Worlds, replace the Pact Worlds with that star system.

Ghost

You can move from place to place without being noticed.

® Associated Skills: Acrobatics and Stealth. When you use
Stealth to make a trick attack, you gain a +4 bonus to the skill
check.

® Specialization Exploit: Cloaking field.

® Phase Shift Escape (Ex): At 11th level, you can move through
solid matter by taking your body's matter out of phase for
just a moment. As a full action, you can spend 1 Resolve Point
to phase through up to 5 feet of solid matter. If you attempt
to phase through something that is too thick, you spend the
Resolve Point and take the action but the attempt fails. You
cannot phase through force effects such as force fields or the
barrier created by wall of force. After using phase shift escape,
you can't use it again until after you've taken a full 8-hour rest.

Hacker

Whether it's a computer system or a mechanical device, you

can hack it.

® Associated Skills: Computers and Engineering. You can
attempt a Computers check with a +4 bonus to make a trick
attack by creating a computerized distraction (you can't use
this option if stripped of all computerized gear in an area with
no computers).

® Specialization Exploit: Elusive hacker.

® Control Hack (Ex): At 11th level, when you exceed the DC
of a Computers or Engineering check to disable a device or
computer system by 5 or more, you can instead take control
of the device or system. For every 5 by which you exceed the
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DC, you can typically make the device or system perform one
task, at the GM’s discretion. Once the device or system has
done what you commanded, you choose whether the device
deactivates or returns to normal.

Spy

You can steal or adopt new identities as easily as most people

change clothes, allowing you to infiltrate nearly any circle.

® Associated Skills: Bluff and Disguise. When you use Bluff to
make a trick attack, you gain a +4 bonus to the skill check.

® Specialization Exploit: Master of disguise.

® Fool Detection (Ex): At 11th level, whenever you succeed at a
saving throw against a spell, technological device, or ability
that would provide information about you (such as detect
thoughts), instead of negating the effect, you can provide false
information that matches your cover identity. If such an effect
has no saving throw, you can attempt a Bluff check opposed
by the Sense Motive check of the caster or user, and provide
similar false information on a success.

Thief

You specialize in acquisition, from quick swipes to complex heists.

® Associated Skills: Perception and Sleight of Hand. You can
use Sleight of Hand to make a trick attack by concealing your
weapons and motions.

® Specialization Exploit: Holographic distraction.

® Contingency Plan (Ex): At 11th level, you've performed enough
heists to realize that things never go exactly as you had
planned. When something unexpected happens during a heist
or infiltration, you can spend 2 Resolve Points and specify
a contingency plan that you had set up in advance for this
eventuality, either having the right prop (such as an ID or a
computer file, but not a particularly valuable item), having the
right information, or having hired a confederate to perform a
single task at the right time. You then attempt a skill check.
The appropriate skill and the DC are at the GM's discretion,
with a higher DC for a more elaborate or unlikely contingency
(see Skill DCs on page 392 for more information on setting skill
DCs). If you succeed, you have the item or knowledge, or the
confederate performs the task as specified. If you fail, either
you don't have what you need or your plan fails.

If you successfully identify a creature, you gain a +2
enhancement bonus to your skill check when you make a
trick attack against that creature.

@ Combat Trick (Ex)

You gain a bonus combat feat. You must meet all of that
feat’s prerequisites.

® Field Treatment (Ex)
You can take 1 minute to tend your wounds and spend 1
Resolve Point to recover a number of Hit Points equal to three
times your operative level.

@ Holographic Clone (Ex)
You can create holographic duplicates or psychic projections
of yourself that conceal your true location. Once per day as
a standard action, you can create 1d4 images of yourself that
last for 1 minute per operative level. This ability otherwise
functions as mirror image. You can use this exploit an additional
time per day at 6th level, and again at 10th level.

@ Inoculation (EX)
You've trained to resist various chemical and biological
weapons, toxins, and pathogens you come across in the course
of your missions. You add your operative's edge bonus to
Fortitude saves against poison and disease.

® Jack of All Trades (Ex)

You've learned how to handle any situation. You can use all
skills untrained, and you double your operative's edge bonus
when using a skill in which you have no ranks.

e Nightvision (Ex)
You can see in the dark as if you had low-light vision and
darkvision with a range of 60 feet.

e Quick Disguise (Ex)
Once per day as a standard action, you can quickly change
your appearance. This functions as disguise self and lasts
for 1 minute per operative level. You can use this exploit an
additional time per day at 6th level, and again at 10th level.

OPERATIVE EXPLOITS

You learn your first operative exploit at 2nd level, and an
additional exploit every 2 levels thereafter. Operative exploits
require you to have a minimum operative level, and they are
organized accordingly. Some require you to meet additional
prerequisites, such as having other exploits.

You must be at least 2nd level to choose these exploits.

Alien Archive (Ex)

® Your vast experience makes identifying new creatures
easier for you. Double your operative's edge bonus to your
skill checks when identifying a creature and its abilities.

@ Uncanny Mobility (Ex)
When you make a trick attack, if you choose the target of
your attack before you move, your movement doesn't provoke
attacks of opportunity from that target. When you use your
standard action to move, you can choose one creature; you
don't provoke attacks of opportunity from that creature for
this movement.

@ Uncanny Pilot (EX)
When you attack while you're driving a vehicle, you halve
the vehicle’s penalty to your attack roll (to a minimum of no
penalty if the vehicle normally imposes a -1 penalty). When
you're in a chase, you gain a +2 bonus to skill checks you
attempt when taking the evade or trick pilot actions.
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6th Level

You must be at least 6th level to choose these exploits.

e Bleeding Shot (Ex)

For your debilitating trick, you can afflict your target with an
amount of bleed damage equal to your operative level.

Certainty (Ex)
You can spend 1 Resolve Point as a reaction to reroll one of
your specialization's associated skill checks (see page 243).

Debilitating Sniper (Ex)

You can use trick attack with sniper weapons. You do not add
trick attack damage to your attack, but the target is still flat-
footed, and you can use debilitating tricks.

Enhanced Senses (Ex)

You can sense your surroundings without needing to see them.
You gain blindsense with a range of 60 feet. You must have
darkvision and low-light vision, or the nightvision exploit, to
learn this exploit.

Hampering Shot (Ex)

For your debilitating trick, you can reduce your target's speeds
by half and prevent it from using the guarded step action until
the beginning of your next turn.

Improved Quick Movement (Ex)

You can move even faster than other operatives. You gain
double the benefits of your quick movement ability, up to
a maximum additional increase of +20 feet. You must have
quick movement to learn this exploit.

Interfering Shot (Ex)
For your dehilitating trick, you can prevent your target from
using reactions (see page 244) until the end of your next turn.

Mentalist's Bane (Ex)
If you fail your Will saving throw against a mind-affecting
effect with a duration of 1 round or more, you can attempt
another saving throw against the effect 1 round later at the
same DC. You get only one extra chance to save per effect.
If you succeed at a saving throw against a charm or
compulsion effect, you can prevent the effect’s originator
from knowing you succeeded. You gain basic knowledge of
what the mental effect would have made you do or feel, and
you can attempt a Bluff check to pretend you are under that
effect. If the mental effect would provide a link between you
and the originator (like the dominate person spell), you can
choose to allow the link without the control.

Speed Hacker (Ex)

You can disable mechanical devices with Engineering and
computer systems with Computers in half the usual time.
In the rare cases when disabling a system or device would
normally be a full action, you can do it as a standard action,

CLASSES R N

and if it would normally be a standard action, you can do it as
a move action.

e Staggering Shot (Ex)
For your dehilitating trick, you can attempt to stagger your
target. The target must succeed at a Fortitude save or be
staggered until the beginning of your next turn. Once you've
used this ability to attempt to stagger a creature, that creature
is immune to your staggering shot for 24 hours.

e Stalwart (Ex)
If you succeed at a Fortitude save against an effect that
normally requires multiples successful saves to cure (such as
a disease or poison), that effect immediately ends and is cured
with a single successful save.

e Sure-Footed (EX)
You move at your full speed when moving over difficult terrain,
and without penalty when using Acrobatics or Stealth at your
full speed.

e Uncanny Shooter (Ex)
Your ranged attacks with small arms do not provoke attacks
of opportunity.

You must be at least 10th level to choose these exploits.

e Cloaking Field (Ex)

You can bend light around yourself and muffle any minor
sounds you make, allowing you to nearly vanish when
not moving. Even when you move, you appear only as an
outline with blurry features. This cloaking field doesn't
make you invisible, but it does make it easier to sneak
around. Activating the cloaking field is a move action. While
the cloaking field is active, you can use Stealth to hide, even
while being directly observed and with no place to hide.
Attacking doesn’'t end the cloaking field, but it does end
that particular attempt to hide. If you remain perfectly still
for at least 1 round, you gain a +10 bonus to Stealth checks
(which doesn't stack with invisibility) until you move.

Your cloaking field lasts for up to 10 rounds before it
becomes inactive. While inactive, the cloaking field recharges
automatically at the rate of 1 round of cloaking per minute.

e Deactivating Shot (Su)

For your debhilitating trick, you can attempt to temporarily
suppress one magic item or deactivate one weapon, piece of
equipment, or armor upgrade worn or carried by the target.
Roll 1d20 + your operative level; the DC is equal to 10 + the
item level. If you succeed, you deactivate the device (or
suppress the item's magical properties) until the beginning of
your next turn. The device's owner can spend a move action
and attempt an Engineering check (for technological devices)
or a Mysticism check (for magic items) against your operative
exploit DC to try to reactivate the device.
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You can instead use this debilitating trick to temporarily
deactivate a construct that has either the magical subtype
(such as a golem) or the technological subtype (such as a
robot). You don't need to attempt a check, but the creature can
attempt a Fortitude save to negate the debhilitating effect. If it
fails, it's stunned until the beginning of your next turn. Once
you've used this ability to attempt to deactivate a construct,
that creature is immune to your deactivating shot for 24 hours.

@ Elusive Hacker (EX)
Your hacking skills make your code incredibly difficult for
countermeasures to pin down. Whenever you would trigger
a system'’s countermeasure while hacking the system, there is
a 50% chance that you manage to elude the countermeasure
and it doesnt trigger. You still haven't disarmed the
countermeasure, and it might trigger in the future.

e Ever Vigilant (Ex)

You've been on enough solo missions to know that you can't let
your guard down, even while sleeping. You take no penalties
to Perception checks for being asleep, though you still can't
succeed at purely visual Perception checks while asleep. You
can always act on the surprise round, though if you choose to
do so when you would otherwise be surprised, you use your
initiative result or the initiative result of the first creature that
would have surprised you - 1, whichever is lower.

@ Glimpse the Truth (Ex)
By picking up on subtle clues and hidden traces in your
immediate surroundings, you can see things as they really
are. As a full action, you can spend 1 Resolve Point to gain the
effects of true seeing for 1 round with a range of 60 feet.

@ Holographic Distraction (Ex)

As a standard action, you can spend 1 Resolve Point to create
a single holographic duplicate or psychic projection of yourself
that moves away from you for 1 round per operative level.
The double climbs walls, jumps across pits, or simply passes
through obstacles, moving at twice your speed in one direction
indicated by you when the ability is activated. Its course
cannot be changed. Those who interact with the double can
attempt a Will save to recognize that it is not real. You must
have the holographic clone exploit to learn this exploit.

Improved Evasion (Ex)

® When you fail a Reflex save against an effect that has a partial
effect on a successful save, you take the partial effect instead
of the full effect. You must have evasion to learn this exploit.

Improved Uncanny Mobility (Ex)

® When you use the trick attack action or take a standard
action to move up to your speed, your movement doesn't
provoke attacks of opportunity. You still provoke attacks of
opportunity normally when making ranged attacks or casting
spells. You must have the uncanny mobility exploit to learn
this exploit.

Master of Disguise (Ex)

® You can take on the appearances of other creatures and even
specific individuals. This functions as the quick disguise exploit,
but the duration increases to 10 minutes per operative level.
Alternatively, for 1 minute per operative level, you can take
on the appearance of a specific individual that you have seen
before. If you have heard the individual talk and can speak her
language, you can also modulate your speech to match hers.
This disguise is so convincing that creatures familiar with the
individual must succeed at a Will saving throw before they can
attempt a Perception check to pierce the disguise. You must
have the quick disguise exploit to learn this exploit.

Stunning Shot (EX)

® For your debilitating trick, you can try to stun your target. The
target must succeed at a Fortitude save or be stunned until the
start of your next turn. Once you've used this ability to try to
stun a creature, it's immune to your stunning shot for 24 hours.
You must have the staggering shot exploit to learn this exploit.

Versatile Movement (Ex)

® You gain a climb speed and a swim speed equal to your land
speed. This speed is not increased by the quick movement
class feature or improved quick movement exploit.

You must be at least 14th level to choose these exploits.

Efficient Cloaking Field (Ex)

® Your cloaking field lasts for up to 100 rounds (10 minutes),
and it recharges at the rate of 2 rounds of cloaking per minute
while inactive. You can spend 1 Resolve Point as a move action
to recharge 20 rounds immediately, and you can do this even
while the cloaking field is active. You must have the cloaking
field exploit to learn this exploit.

Knackout Shot (EX)

® For your debilitating trick, you can attempt to knock the target
out in one blow. The target must succeed at a Fortitude save
or fall unconscious for 1 minute. Once you've used this ability
to attempt to knock a creature out, that creature is immune to
your knockout shot for 24 hours. You must have the staggering
shot and stunning shot exploits to learn this exploit.

Multiattack Mastery (Ex)

® When you use triple attack or quad attack to attack the
same target with all of your attacks, after your full attack is
complete, if at least two of your attacks hit, you can apply a
debilitating trick to the target.

Uncanny Senses (EX)

® Your enhanced senses grow even more discerning. Your
blindsense becomes blindsight with a range of 60 feet. If you
have darkvision, its range increases by 30 feet. You must have
the enhanced senses exploit to learn this exploit.
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HACKER
. THEME: OUTLAW

As a master of code, no firewall or countermeasures can stop you from
getting the information you seek.

ABILITY SCORES
Dexterity is your most important ability score because you need it to hit
and to increase your AC, and you need Intelligence for hacking skills.

SPECIALIZATION
Hacker

OPERATIVE EXPLOITS

Holographic clone (2nd) Deactivating shot (10th)
Certainty (6th) Holographic distraction (10th)
Speed hacker (6th)

FEATS
Skill Focus (Computers)
Technomantic Dabbler

Weapon Focus (small arms)

SKILLS
Computers
Engineering
Medicine

Perception
Piloting
Stealth

CLASSES

INVESTIGATOR
\. THEME: BOUNTY HUNTER

You work for a government agency, sometimes uncovering clues to
solve crimes and sometimes tracking down the government’s enemies.

ABILITY SCORES

Dexterity is your most important ability score because you need it to
hit and to increase your AC; Charisma, Intelligence, and Wisdom all
help boost your skills.

SPECIALIZATION
Detective

OPERATIVE EXPLOITS
Quick disguise (2nd) Mentalist’s bane (6th)
Certainty (6th) Master of disguise (10th)

FEATS
Mobility
Shot on the Run

Weapon Focus (small arms)

SKILLS
Culture
Diplomacy
Intimidate

Perception
Sense Motive
Survival
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THIEF I TRAILBLAZER .
. THEME: OUTLAW | . THEME: SPACEFARER | MASTERING

There is no greater thrill for you than stealing a valuable item and Whether for intellectual curiosity or profit, you seek out new vistas to
escaping before its owner even knows it's gone. explore and ancient mysteries to unravel. SETTING

ABILITY SCORES ABILITY SCORES PATHFINDER
Dexterity is your most important ability score because you need it to Dexterity is your most important ability score because you need it to hit, S=CL
hit, to increase your AC, and to improve most of your skills. while Wisdom improves many of your skills.

SPECIALIZATION SPECIALIZATION
Thief Explorer

””””‘

OPERATIVE EXPLOITS OPERATIVE EXPLOITS

Holographic clone (2nd) Deactivating shot (10th) Alien archive (2nd) Stalwart (6th)

Cloaking field (10th) Efficient cloaking field (14th) Inoculation (2nd) Glimpse the truth (10th)
EEE—— Debilitating sniper (6th) Versatile movement (10th)

FEATS —

Mobility FEATS

Spring Attack Far Shot Weapon Focus (special weapons)

Weapon Focus (basic melee weapons) Improved Initiative

SKILLS SKILLS

Acrobatics Sense Mative Culture Piloting
Bluff Sleight of Hand Medicine NEEl

Perception NEEl) Perception Survival

EEE— A A 4 OPERATIVE
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create life with light and heat, and
utterly consume worlds in supernovas
and black holes. You understand that
these acts of creation and destruction
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agent of that cycle, an enlightened warrior
with the ability to manipulate the forces
of the stars themselves. Constantly
accompanied by a mote of
P fundamental energy or
entropy, you can shape
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= this essence in combat

@ " to create weapons
and armor of gleaming
stellar light or pure, devouring
darkness.Whetheryouapprenticed
« in a temple or came to your powers
*+ through personal revelation, you
recognize yourself as part of
an ancient tradition—a force of
\ . preservation and annihilation.

Your Charisma lets you channel your connection to the
cosmos, so Charisma is your key ability score. A high
Strength score can make you better at melee attacks.

SKILL RANKS PER LEVEL
4 + INTELLIGENCE MODIFIER

Acrobatics (Dex) Perception (Wis)

Athletics (Str) Physical Science (Int)
Diplomacy (Cha) Profession (Cha, Int, or Wis)
Intimidate (Cha) Sense Motive (Wis)
Mysticism (Wis) Stealth (Dex)

ARMOR PROFICIENCY
Light armor

P N 4

WEAPON PROFICIENCY

Basic and advanced melee weapons and small arms
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TABLE 4-8: SOLARIAN

BASE FORT  REF  WILL
CLASS ATTACK SAVE SAVE  SAVE

LEVEL BONUS BONUS BONUS BONUS CLASS FEATURES

Ist +1 +2 +0 +2
(black hole, supernova)

SOLAR MANIFESTATION
SOLAR ARMOR SOLAR WEAPON

Skill adept, solar manifestation, stellar mode, stellar revelation |+1 AC 1d6

2nd +2 +3 +0 +3 | Stellar revelation +1AC 1d6
3rd +3 +3 +1 +3 | Sidereal influence (2 skills), weapon specialization +1AC 1d6
4th +4 +4 +1 +4 | Stellar revelation +1AC 1d6
5th +5 +4 +1 4 |- +1 AC, resistance 5 1d6
6th +6 +5 +2 +5 | Stellar revelation +1 AC, resistance 5 2d6
Tth +7 +5 +2 +5 | Flashing strikes +1 AC, resistance 5 2d6
8th +8 +6 +2 +6 | Stellar revelation +1 AC, resistance 5 2d6
9th +9 +6 +3 +6 | Zenith revelations +1 AC, resistance 5 3d6

10th +10 +7/ +3 +7
11th 11 +7 +3 +7
12th +12 +8 +4 +8
13th +13 +8 +4 +8 | Solarian's onslaught
14th +14 +9 +4 +9 | Stellar revelation
15th +15 +9 +5 19 (=
16th +16 +10 +5 +10 |Stellar revelation
17th +7 +10 +5 +10 | Zenith revelations
18th +18 +1 +6 +11 | Stellar revelation
19th +19 +11 +6 +1
20th | +20 +12 +6 +2

Stellar revelation

Stellar revelation

SKILL ADEPT

As part of the process that led you to become a solarian, you
gained additional insight and training. Choose two additional
skills and add them to your list of class skills.

SOLAR MANIFESTATION (SU)

At 1st level, you gain a physical manifestation of your stellar
power. The base form of your solar manifestation, when not
actively in use, is a mote of stellar energy slightly smaller than
your fist that hovers near your head. Beyond the solar mote,
your manifestation can take one of two additional forms: armor
or a weapon. You must pick one solar manifestation (either
armor or a weapon) upon taking your first level of solarian.
You also choose whether your solar manifestation (in any form)
either glows brightly with one color common to stars (including
blue, red, white, or yellow) or is the perfect darkness of a black
hole. A glowing solar manifestation, regardless of its form,
sheds dim light in a 20-foot radius. You can shut off the light or
darkness as a standard action in order to blend in or assist in
stealth, but whenever you enter a stellar mode (see page 102),
the glow or darkness returns immediately. Once made, these
choices cannot be changed.

Only you can interact with your solar manifestation, whether
in mote, armor, or weapon form. No other creature or effect can
affect your solar manifestation in any way, including disarming
or sundering it.

Solar Armor
You can form your solar mote into a suit of armor made out of
stellar energy that outlines your body. This armor appears to

Sidereal influence (4 skills)

Sidereal influence (6 skills)
Stellar paragon, stellar revelation

+2 AC, resistance 10 3d6
+2 AC, resistance 10 3d6
+2 AC, resistance 10 4d6
+2 AC, resistance 10 5d6
+2 AC, resistance 10 6d6
+2 AC, resistance 15 7d6
+2 AC, resistance 15 8d6
+2 AC, resistance 15 9d6
+2 AC, resistance 15 10d6
+2 AC, resistance 15 11d6
+2 AC, resistance 20 12d6

be made out of glowing light or solid darkness, as determined
by the appearance of your solar manifestation, but it can take
whatever general shape you choose, whether glowing armored
plates of solidified stellar energy, a form-fitting suit of crackling
energy, or an aura of stellar plasma. Your solar armor’s general
design has no impact on its function and doesn’t give the armor
any special abilities. Once you've selected the general design,
you can't change it until you gain a new solarian level.

Your solar armor grants you a +1 enhancement bonus to both
your Kinetic Armor Class and your Energy Armor Class. This
bonus increases to +2 at 10th level. It is compatible with light
armor, but it gives you no benefit if you're wearing heavy armor.
At 5th level, you also gain energy resistance 5 while your solar
armor is active. You can choose either cold resistance or fire
resistance when you activate the armor, and can switch energy
types as a move action. This energy resistance increases by 5 at
10th level and every 5 levels thereafter.

Forming or dismissing solar armor is a move action.

Solar Weapon

You can seize your solar mote in one hand to form a melee
weapon out of stellar energy. This weapon appears to be made
out of glowing light or solid darkness, as determined by the
appearance of your solar manifestation, but it can be whatever
general shape you choose. Normal melee weapons like axes,
swords, and spears are most common, but other shapes, such
as a large rune of stellar energy, a mass of writhing energy
tendrils, or an energized fist that fits over your own hand, are
possible as well. Your solar weapon's general design has no
impact on its function, and doesn't give the weapon any special
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abilities such as reach. Once you've selected the general design,
you can't change it until you gain a new solarian level.

Your solar weapon functions as a one-handed kinetic
advanced melee weapon, and you're automatically proficient
with it. At 1st level, choose whether your solar weapon deals
bludgeoning, piercing, or slashing damage. You can change the
damage type each time you gain a new solarian level. Your solar
weapon deals damage equal to 1d6 + your Strength modifier.
This damage increases by 1d6 at 6th level, 9th level, 12th
level, and every level thereafter. Solarian weapon crystals (see
page 170) can increase your solar weapon's damage.

Forming or dismissing a solar weapon is a move action that
takes the same amount of effort as drawing or sheathing a
weapon (and can be combined with a move as a single move
action or used with the Quick Draw feat). Your solar weapon is
automatically dismissed if it ever leaves your hand.

STELLAR MODE (SU)

The stellar forces you call on are attuned to either photons
(representing the power of stars to emit heat, light, and plasma)
or gravitons (representing the power of stars to attract and
imprison objects through gravity). The ultimate expression of
photon power is the supernova, when all of a star’s energy is
exerted outward, while the ultimate expression of graviton
power is the black hole, where gravity is so strong that nothing,
not even light, can escape it. The balance between these two
opposing cosmic forces is the source of your power, and your
stellar mode represents the strength of your connection with
one or both of these forces—a relationship that shifts from one
moment to the next as you use your stellar revelations.

When in battle, you enter a state of metaphysical alignment
with cosmic forces. At the start of your first turn in combat, if
you are conscious, you must choose one of three stellar modes:
graviton, photon, or unattuned (see below).

At the start of each subsequent turn of combat, you must
choose to either stay in your current stellar mode or to
become unattuned. If you choose to stay in your mode, you
gain another attunement point for that mode. As long as you
have 1 or 2 attunement points in a mode, you are attuned to
that mode. Once you reach 3 attunement points in a mode,
you become fully attuned to that mode. Some of your stellar
revelations are zenith revelations, which can be used only
when you're fully attuned to one mode or the other. When
you are fully attuned, you cannot gain more points in your
mode, but you stay fully attuned until combat ends, your
stellar mode ends, or you become unattuned. If you choose
to become unattuned, you lose all attunement points you've
accrued so far. At the start of your next turn, you can enter a
new stellar mode or stay unattuned.

At the end of combat, your stellar mode ends. If you fall
unconscious during an encounter, you become unattuned. If
you regain consciousness while still under threat, you can enter
a stellar mode on your first turn after regaining consciousness,
as if it were the first round of combat; if combat ends before you
regain consciousness, your stellar mode ends. If you are not in a
stellar mode, for any reason, you are considered unattuned for
the purposes of your stellar revelations.

CLASSES

When you're not in combat, you can't enter a stellar mode.
This ability manifests only in high-stakes situations, when your
training takes over and connects your mind to the universe. There
needs to be some risk to you for your stellar mode to activate, so
you must be facing a significant enemy (see page 242). If there's
any doubt about whether you're in combat or able to access your
stellar mode, the GM decides. This also means that your stellar
mode might end before what was previously a dangerous battle
is over, once all that remains are dregs that don't pose a real
threat to you.

Graviton Mode @)

® When you enter graviton mode, you gain 1 graviton
attunement point and become graviton-attuned. Some of your
stellar revelations are graviton powers and get stronger if
you're graviton-attuned. While graviton-attuned, you gain a +1
insight bonus to Reflex saves. This bonus increases by 1 for
every 9 solarian levels you have.

Photon Mode &%

® When you enter photon mode, you gain 1 photon attunement
point and become photon-attuned. Some of your stellar
revelations are photon powers and get stronger if you're
photon-attuned. While photon-attuned, you gain a +1 insight
bonus to damage rolls (including damage rolls for your stellar
powers). This bonus increases by 1 for every 6 solarian levels
you have.

Unattuned

® While unattuned, you gain no attunement points and you are
neither photon-attuned nor graviton-attuned. You gain no
benefits while unattuned.

STELLAR REVELATION

As you gain experience, you uncover new secrets about the
powers of energy, gravity, stars, and other fundamental sources
of cosmic power that grant you the ability to channel these
forces and manifest potent preternatural powers. At st level,
you automatically learn the black hole and supernova stellar
revelations. At 2nd level and every 2 levels thereafter, you learn
an additional stellar revelation. You cannot select the same
stellar revelation more than once unless it says otherwise. You
can choose any stellar revelations you wish, but if you have
more photon revelations than graviton revelations, or vice
versa, it is more difficult to become fully attuned in either mode
(see Disproportionate Revelations on page 104). The list of
stellar revelations begins on page 103.

Stellar revelations normally note what kind of action they
require. If a stellar revelation does not note the kind of action
it takes and it modifies some other action (such as an attack
or skill check), it can be used as part of that action. If a stellar
revelation allows a saving throw to resist its effects, the DC is
equal to 10 + half your solarian level + your Charisma modifier.
A revelation that says it lasts for 1 round or until you leave
the associated mode lasts for whichever of these durations is




longer. You can use stellar revelations both in and out of combat,
but since you can't enter a stellar mode outside of battle, any
revelation that lasts for 1 round or as long as you're in a stellar
mode lasts only 1 round if you're not in combat.

SIDEREAL INFLUENCE (SU)

You can tap into stellar forces outside of battle, using the
properties of gravitons or photons to affect your skill use. At 3rd
level, choose two skills from the lists below, one from the graviton
list and one from the photon list. At 11th level and again at 19th
level, choose two more skills. Each time you pick skills, choose
one from the graviton list and one from the photon list.

To use your sidereal influence, you must spend 1 minute in
meditation, then choose either graviton skills or photon skills.
When attempting a skill check with one of your selected skills
of the chosen type (either graviton or photon), you can roll 1d6
and add the result as an insight bonus to your check. This ability
lasts until you enter combat, fall unconscious, sleep, or meditate
again to choose a different skill type. You can reactivate this
ability by meditating again for 1 minute.
® Graviton Skills: Bluff (Cha), Disguise (Cha), Mysticism (Wis),

Sense Motive (Wis), Stealth (Dex)
® Photon Skills: Culture (Int), Diplomacy (Cha), Intimidate (Cha),

Medicine (Int), Survival (Wis)

WEAPON SPECIALIZATION (EX)

You gain Weapon Specialization as a bonus feat for each weapon
type for which this class grants you proficiency. If you selected
solar weapon as your solar manifestation, it gains the benefit of
Weapon Specialization as if it were an advanced melee weapon.

FLASHING STRIKES (EX)

Your mastery of melee combat allows you to make multiple
attacks more accurately. When making a full attack entirely
with melee weapons, you take a -3 penalty to each attack roll
instead of the normal -4 penalty.

ZENITH REVELATIONS

At 9th level and again at 17th level, you gain two powerful stellar
revelations. Choose two revelations from the zenith revelations
list: one graviton revelation and one photon revelation. The list
of zenith revelations begins on page 107.

Zenith revelations are powerful stellar revelations that require
you to be fully attuned in a stellar mode. After using a zenith
revelation, your stellar mode immediately becomes unattuned.

SOLARIAN'S ONSLAUGHT (EX)

When making a full attack, you can make up to three attacks
instead of two attacks. You take a -6 penalty to these attacks
instead of a -4 penalty. If you have the flashing strikes class
feature, you instead take a -5 penalty to these attacks as long
as they are all melee attacks.

STELLAR PARAGON (SU)

You are the spiritual kin of the stars themselves. As a move action,
you can raise or lower light levels within 30 feet of yourself by
one step. When you enter a stellar mode, you gain 2 attunement

—— CORE RULEBOOK

points of the corresponding type immediately and are considered
attuned, and when you keep your current stellar mode at the
start of your turn, you can gain 2 attunement points instead of 1,
allowing you to become fully attuned after 2 rounds.

In addition, you can spend 1 Resolve Point to gain enough
attunement points to be fully attuned on the first round of
combat (but not after using a zenith revelation), or spend 1
Resolve Point at the start of your turn in combat to exchange
all of your attunement points in one stellar mode for an equal
number of attunement points in the other mode. For example,
you can switch from being fully attuned in graviton mode to
being fully attuned in photon mode.

)
4YD

:‘: Photon revelation

<AV.

STELLAR REVELATIONS

You learn your first stellar revelations (black hole and
supernova) at 1st level, and learn an additional revelation at 2nd
level and every 2 levels thereafter. Stellar revelations require
you to have a minimum level, and are organized accordingly.
Additionally, each is marked with a symbol that indicates
whether it is a graviton revelation or a photon revelation; these
symbols appear above.

1st Level

Every solarian gains the following stellar revelations at st level.

Black Hole (Su) @

® When you're fully graviton-attuned, as a standard action, you
can pull any number of creatures within 20 feet of you closer.
You choose which creatures are affected and which ones aren't.
Each target must succeed at a Fortitude save or be pulled 10 feet
toward you. The range of this revelation and the distance pulled
increase by 5 feet at 5th level and every 4 levels thereafter. Solid
objects do not block this ability, but any creature that runs into
a solid object ceases moving closer to you. Creatures moved
by this ability do not provoke attacks of opportunity from this
movement. After you use this revelation, you immediately
become unattuned. Black hole functions as a zenith revelation
for the purposes of abilities that reference them.

Supernova (Su) §82

® When you're fully photon-attuned, as a standard action, you
can deal 1d6 fire damage plus 1d6 additional fire damage
per solarian level to all creatures within 10 feet of you. A
creature that succeeds at a Reflex save takes half damage. At
9th level, you can increase the radius to 15 feet, and at 17th
level, you can increase the radius to 20 feet. After you use
this revelation, you immediately become unattuned. Supernova
functions as a zenith revelation for the purposes of abilities that
reference them.
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DISPROPORTIONATE REVELATIONS

If you devote yourself too strongly to one type of revelation, you
fall out of harmonic alignment with the cosmic forces you access.
You can have one more revelation of one type (either graviton or
photon) than of the other type without penalty. If your revelations
of one type outnumber those of the other type by two or more,
you are considered attuned while you have from 1 to 3 attunement
points in a stellar mode, and you do not become fully attuned to
either stellar mode until you have accrued 4 attunement points
in that stellar mode. For example, if you have three photon
revelations and one graviton revelation, you would need 4 photon
attunement points to be fully photon-attuned and 4 graviton
attunement points to be fully graviton-attuned.

You must be 2nd level or higher to choose these stellar revelations.

Dark Matter (Su) @)

® Asamove action, you can draw on the properties of dark matter
to increase your density, allowing you to resist physical damage.
You gain damage reduction 1/-. This increases to DR 2/— at 6th
level and increases by 1again every 3 solarian levels thereafter.
This benefit lasts for 1 round or until you leave graviton mode.
When you are attuned or fully attuned, your DR from dark
matter is equal to half your solarian level.

Flare (Su) §&%
® As a move action, you can shed light in a 30-foot radius for
1 minute. You choose dim, normal, or bright light each time you
activate this revelation. As a standard action, you can create
a flash of brilliant light, forcing one creature within 30 feet to
succeed at a Reflex save or be blinded for 1 round. Once you've
targeted a creature with flare, you can't target it with this
revelation again for 10 minutes. Blind or sightless creatures
are not affected by this use of this revelation.
When you create a flash of light as a standard action and
you are attuned or fully attuned, you can instead choose to
make all enemies within range dazzled for 1 round (no save).

Gravity Boost (Su) @)

® You can increase or reduce the gravitational attraction
between yourself and the terrain around you. You can add
a bonus equal to one-third your solarian level (minimum +1)
to Athletics checks to climb, jump, or swim as part of the
action you take to attempt the skill check. In addition, as
a reaction when you are falling, you can reduce the falling
damage you take by half. At 6th level, you can move along
vertical surfaces and even upside down along ceilings for 1
round. This functions as spider climb, but it leaves your hands
free and you can also run. You must end your movement on
a surface that can support you normally. If you end your
movement while you are standing on a vertical surface or
ceiling, you fall unless you succeed at an Athletics check to
climb to remain in position.
When you are attuned or fully attuned, the bonus you gain
from this revelation to checks to climb, jump, or swim doubles.

Gravity Hold (Su) @
® This revelation allows you to move objects at a distance as per
psychokinetic hand (see page 370).
When you are attuned or fully attuned, you can use the
psychokinetic hand ability of your gravity hold to immobilize,
lift, or move a Medium or smaller creature. The creature can

attempt a Fortitude save to negate the effect. While under
this effect, the target creature cannot move, but can take any
other normal actions. This abhility follows all of the restrictions
of the spell other than the weight limit, but you can't lift a
creature higher than 5 feet off the ground. When you spend
a standard action concentrating to maintain the gravity hold,
the target can attempt a new save to end the effect. Once
a creature successfully saves against this ability, it becomes
immune to further uses of this revelation for 24 hours.

Plasma Sheath (Su) §83

<4l

® As a move action, you can cause all of your melee attacks to
deal fire damage instead of their normal damage type. (The
attacks are still made against the target's EAC or KAC as
normal for the weapon.) This benefit lasts for 1 round or until
you leave photon mode.
When you are attuned or fully attuned, your attacks with
plasma sheath deal additional fire damage equal to half your level.

Gravity Anchor (Su) @)

® As amove action, you can form a gravitational bond between
yourself and either the surface you're standing on or the
objects you are holding. This grants you a +4 bonus to your
AC against bull rush, reposition, and trip combat maneuvers
if you choose the surface underfoot, or against disarm
combat maneuvers if you choose objects. The bonus lasts for
1 round or until you leave graviton mode. You can have only
one gravity anchor active at a time.

When you are attuned or fully attuned, you can activate
this revelation as a reaction when targeted by a bull rush,
disarm, reposition, or trip combat maneuver, in which case it
defends against only that attack.

CLASSES

Radiation (Su) §82
® As a standard action, you can emit an aura of low-level
radiation. Creatures within 5 feet of you must succeed at a
Fortitude save or be sickened. A sickened creature recovers as
soon as it moves out of your aura, and a creature that succeeds
at its saving throw is immune to your radiation for 24 hours.
This is a poison effect (see page 415). The radiation lasts for 1
round or until you leave photon mode.
When you are attuned or fully attuned, the size of your
aura increases to 10 feet.

Stellar Rush (Su) &2

yrig

® As a standard action, you can wreathe yourself in stellar fire
and make a charge without the penalties (see page 248).




When you are attuned or fully attuned, you can substitute
a bull rush for the melee attack at the end of the charge.
Whether or not you succeed at the bull rush, the target takes
2d6 fire damage (Reflex half). This damage increases by 1d6
at 6th level and every 2 levels thereafter.

You must be at least 6th level to choose these stellar revelations.

—— CORE RULEBOOK

affects constructs. You can maintain this effect as a move
action each round, but the target can attempt a new saving
throw each round to end the effect. Once a creature succeeds
at this save or the effect ends, you can't target that creature
with crush again for 24 hours.

When you are attuned or fully attuned, you can spend
1Resolve Point to also stun the target for 1 round. Maintaining
crush on subsequent rounds extends the staggered effect,
but not the stunned effect.

Astrologic Sense (Su) §83
® You can sense the movement of all objects influencing you
to gain insight into upcoming events. Once per day as a
full action, you can try to determine whether a particular
action of yours will bring good or bad results for you in the
immediate future. This functions as augury (see page 340)
with your effective caster level equal to your solarian level.
You can spend 1 Resolve Point to use this revelation again
on the same day, but you still can't use it more than once
per hour.
When you are attuned or fully attuned, you can see 1 hour
into the future (instead of half an hour as is normal for augury)
when you use this revelation.

Blazing Orhit (Su) §&%
® As a move action, you can move up to your speed, gaining
concealment against any attack made against you during the
move, and you can leave a trail of flames in every square
you pass through. The flames last for 1 round and deal 2d6
fire damage to anyone who moves into them. You can't move
through another creature’s space during this movement.
If you use blazing orbit again, any flames you previously
created with it go out. The damage from the flames increases
by 1d6 at 8th level and every 2 levels thereafter.
When you are attuned or fully attuned, any creature
damaged by the flames also gains the burning condition (1d6
fire damage; see page 273).

Corona (Su) §83
® As a standard action, you can surround your body with an
envelope of fiery plasma. You gain cold resistance 10, and
any adjacent creature that hits you with a natural weapon
or a melee weapon takes 2d6 fire damage. The corona lasts
for 1 round or until you leave photon mode. At 12th level, the
damage increases to 3d6 and the cold resistance increases
to 15. At 18th level, the damage increases to 4d6 and the cold
resistance increases to 20.
When you are attuned or fully attuned, any creature that
starts its turn adjacent to you while your corona is in effect
takes fire damage equal to half your solarian level.

Crush (Su) @

® As a standard action, you can increase the effects of gravity

on the internal organs or workings of a target within 30
feet, causing it to have difficulty maintaining its normal
functionality. The target must succeed at a Fortitude save
or become staggered for 1 round. This revelation also

Defy Gravity (Su) @)

® As a move action, you can fly up to your speed. You must
end this movement on solid ground or you fall. At 12th level
or higher, you don't have to land if you immediately follow
your flight with another move action to use defy gravity.
On your last move action of the turn, you still have to land
or fall.

When you are attuned or fully attuned, your fly speed

from this revelation increases by 10 feet.

Glow of Life (Su) §8%

L rigd
® As a move action, you can spend 1 Resolve Point to recover a
number of Hit Points equal to twice your solarian level. Once
you use this revelation, you can't use it again until the next
time you regain Stamina Points after a 10-minute rest.
When you are attuned or fully attuned, increase the
amount you heal with this revelation to three times your
solarian level.

Gravity Surge (Su) @)

® As a full action, you can perform a disarm or trip combat
maneuver against a target within 30 feet. Use your
Charisma modifier on your attack roll instead of your
Strength modifier, and you gain a +4 bonus to this attack
roll that doesn't stack with the bonus from the Improved
Combat Maneuver feat.

When you are attuned or fully attuned, if you disarm a
target with gravity surge and have a hand free, the dropped
item flies toward you and you can snatch it from the air. If you
trip a target with gravity surge, you can pull the target up to
10 feet closer to you.

V|
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Hypnotic Glow (Su) £§8%

® As a standard action, you can convince one living creature
that you are to be trusted. This functions as charm person
(see page 342), but with a duration of 1 round per solarian
level you have. When the effect ends, if you are out of line of
sight and the target is not engaged in an activity it wouldn't
have begun without being charmed, the target does not
realize it was charmed or has acted unusually unless
someone else points it out. You can't use this revelation
again while you currently have a creature charmed via this
ability, and once you've attempted to charm a creature,
whether or not the attempt was successful, you can't charm
the same creature again for 24 hours. Your influence over
the creature ends once the duration has expired, and at
that time the target likely ceases doing anything you've
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requested of it. At 9th level, hypnotic glow functions as
charm monster (see page 342). You must be at least 14th level to choose these stellar revelations.

When you are attuned or fully attuned and you

command it to approach, flee, or halt on its next turn, as per ®
the command spell (no save; see page 343).

Reflection (Su) @)

® You can reflect ranged attacks back at your enemies. If
you took the total defense action on your last turn, or if
you were fighting defensively and spend 1 Resolve Point,
as a reaction you can redirect a ranged attack that misses
you. Select a new target within 30 feet and make a ranged
attack roll with a -4 penalty. If your attack hits, the new
target is damaged as if it had been the intended target of
the original ranged attack.
When you are attuned or fully attuned, you don't take a
-4 penalty to your redirected attack roll.

|

You must be at least 10th level to choose these stellar revelations.

successfully charm a creature using this ability, you can also Gravity Shield (SU] 6)

As a move action, you can create a minor shield of
compressed gravity waves, granting you a +1 circumstance
bonus to your AC. The shield lasts for 1 round or until you
leave graviton mode.

When you are attuned or fully attuned, as a move action,
you can create a disk of massive gravitational energies that
is capable of deflecting incoming attacks. Choose one edge of
your space. The shield extends along three continuous edges
in a straight line centered on the chosen edge. The shield
provides cover against attacks coming from its far side, but
not against attacks originating from the side you're on. If
you move, you can reposition your shield as part of your
move action, moving it to a different edge of your space. You
must use one of your hands to direct and maintain an active
gravity shield. You cannot use this version of the gravity
shield at the same time you use this revelation to gain a
circumstance bonus to your AC. This gravity shield also lasts
1 round or until you leave graviton mode.

allowing you to boost your life processes. As a move
action, you can spend 1 Resolve Point. If you are suffering
from an affliction (a curse, disease, drug or poison), you
can immediately attempt an additional saving throw
at the affliction’s normal save DC. If you succeed at this
saving throw, the affliction ends (regardless of how many
successful saving throws it normally takes to end the

affliction). Once you have used this revelation, you can't use
it again until the next time you regain Stamina Points after
a 10-minute rest.

When you are attuned or fully attuned, you can also use

Soul Furnace (Su) 8% Sunbolt (Su) &%
® You can stoke the internal energy of your entire physiology, ® As a standard action, you can fire a bolt of concentrated

solar energy at one target within long range (400 feet + 40
feet per solarian level you have) as a ranged attack targeting
the foe's EAC. If you hit, you deal 9d6 fire damage. If you
have a solarian crystal (see Solarian Weapon Crystals on
page 170) that changes the type of damage dealt by a solar
weapon, you can use it to change the type of damage you
deal with your sunbolt. Once you have used this revelation,
you can't use it again until the next time you regain Stamina
Points after a 10-minute rest.

When you are attuned or fully attuned, you gain a +2
bonus to your ranged attack roll to use this revelation.

this revelation to end any one of the following conditions you
have: bleeding, blinded, burning, cowering, dazzled, exhausted,

fatigued, frightened, panicked, shaken, or sickened.

You must be at least 16th level to choose these stellar revelations.

Stealth Warp (Su) @)

® You can bend light, sound, and even vibrations around your Ultimate Graviton (Su) 6)

body, making you harder to notice. As a move action, you can ®
grant yourself a +4 bonus to Stealth checks. This lasts for 1
round or until you leave graviton mode.

When you are attuned or fully attuned, you can use this
revelation to reduce your sensory output so much that you can
attempt a Stealth check even when you're directly observed
and lack cover or a distraction. You are not invisible, simply

difficult to see clearly, and if a creature was observing you
prior to your Stealth check, it remains aware of your location

until you successfully reach cover or concealment. Your
stealth warp ends if you make an attack or cause another
creature to attempt a saving throw, or at the beginning of
your next turn unless you immediately take another move
action to use this revelation.

CLASSES

As your ability to manipulate powers of gravity expands,
the range of any graviton revelation (but not zenith
revelation) you have with a range doubles. Any graviton
revelation (but not zenith revelation) you have that targets
a single creature can now simultaneously target two
creatures, who must be within 20 feet of each other. You
also increase the power of any of the following gravity
revelations you have.

Defy Gravity: Your fly speed increases by 20 feet.

Gravity Anchor: As a move action, you can gain both types
of gravity anchor simultaneously.

Gravity Boost: Your bonus applies to all Acrobatics checks,
and you take no damage from any fall.

Reflection: If you successfully redirect an attack as a
reaction, you can continue to reflect additional attacks until




the beginning of your next turn. You have a cumulative
-2 penalty to your redirect attack roll on each reflection
attempt after the first. If any reflected attack misses, you
can't make further redirect attempts until you use this
revelation again.

Ultimate Photon (Su) §83
® Your ability to manipulate powers of light and energy
expand greatly. The radius of any photon revelation (but
not zenith revelation) you have with a radius expands by
10 feet. Any photon revelation (but not zenith revelation)
that lasts for 1 round or until you leave photon mode now
lasts for 1d4 rounds if you are not in photon mode. You
also increase the power of any of the following photon
revelations you have.
Astrologic Sense: You can see twice as far into the future
as normal.
Glow of Life: You can use this revelation as a swift action,
rather than a move action.
Hypnotic Glow: The charm’s duration doubles.
Stellar Rush: You gain a +2 bonus to your EAC until the
beginning of your next turn.

Zenith Revelations
You can choose these stellar revelations only when you gain the
zenith revelations class feature.

Miniature Star (Su) §82

® When you're fully photon-attuned, you can create a
simulacrum of a star as a standard action. The star is a
10-foot-radius sphere that fills your square (or one square
of your space, if you're larger than Medium) and all squares
within 5 feet of that space. Any creature that starts its
turn in the same space as the star takes 1d6 fire damage
for every 2 solarian levels you have, and any creature that
starts its turn outside the star but within 5 feet of it takes
half that damage. At 17th level, you can create your star
simulacrum as a 15-foot-radius sphere that affects your
square and all squares within 10 feet of that space (a total
of 21 squares).

Creatures can move through the star, but it exerts a
gravitational pull, and any creature inside it or within 5 feet
of it must spend twice as much movement for each square
of movement that takes it away from the center of the star.
The star remains for 1d4+1 rounds, and stays in place even
if you later move. You are immune to all effects of your own
miniature star.

Ray of Light (Su) §&%

® When you're fully photon-attuned, as a move action, you can
transform yourself into a ray of light and move at light speed
to any space you can see within long range. Any barrier
that would block, reflect, or scatter light prevents you from
moving through it. No creature can use a reaction to interfere
with your movement or make attacks of opportunity
against you unless it's capable of reacting faster than the
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speed of light. At 17th level, you can touch one willing or
unconscious creature to convert it to light and bring it with
you as part of the same action.

Solar Acceleration (Su) §&2

Ay

® When you're fully photon-attuned, you can make a full

attack as a standard action. In addition, you and up to six
allies within 30 feet are affected by haste (see page 358)
for 1 minute after you use this revelation. At 17th level, the
extra speed from the haste effect increases to 60 feet (to a
maximum of three times the creature’s normal speed).

Starquake (Su) @)

® When you're fully graviton-attuned, you can create a violent

ripple of movement to knock down your foes. As a move
action, you can move up to your speed along the ground
without provoking attacks of opportunity. Each creature
you are adjacent to at any point during that movement
takes 1d8 bludgeoning damage and must succeed at a
Reflex save or be knocked prone. The affected creatures
don't need to be standing on solid ground to fall prone, and
any that were in the air (but still adjacent to you) fall to the
ground on a failed save. The damage increases by 1d8 for
every 3 solarian levels you have beyond 7th. At 17th level,
you can move up to twice your speed along the ground with
this revelation.

Time Dilation (Su) @)

® When you're fully graviton-attuned, you can make time

pass more slowly for your enemies. As a standard action,
you can project a gravitational wave in a 30-foot cone. You
choose which creatures in the cone are affected and which
ones aren't. Each target must succeed at a Fortitude save or
by affected by slow (see page 377) for a number of rounds
equal to your solarian level. At 17th level, even targets that
succeed at their saving throws are affected by slow for
1 round.

Wormholes (Su) @)

® When you're fully graviton-attuned, you can create two

linked wormholes as a standard action. One wormhole
must be adjacent to you, and the other appears anywhere
in line of sight within medium range (100 feet + 10 feet
per solarian level). Each wormhole is 5 feet across and
appears at an intersection between two squares. You and
any Large or smaller creatures you mentally designate
(you can designate “all creatures,” “all lashuntas,” or similar
categories) can travel between the wormholes. This is
considered extradimensional travel. Entering a wormhole
instantly transports a creature to a square adjacent to
the other wormhole’s intersection, where the creature can
continue its movement. The wormholes remain for 1 round
for every 2 solarian levels you have. At 17th level, you can
create three wormholes using this ability, and upon entering
the wormhole, a creature can decide which of the other two
wormholes to exit.
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You do what you must to protect the people you serve, even if it means
getting your hands dirty.

ABILITY SCORES
Strength is your most important ability score because you need it to
hit, while Dexterity and Constitution keep you in the action.

SOLAR MANIFESTATION
Solar weapon

STELLAR REVELATIONS
Gravity anchor (2nd) Wormholes (9th)
Defy gravity (6th)

FEATS

Deflect Projectiles Step Up

Improved Initiative Step Up and Strike
Mobility Weapon Focus (advanced
Spring Attack melee weapons)

SKILLS
Diplomacy
Intimidate
Sense Motive

CLASSES

| COSMIC MERCENARY Y

THEME: MERCENARY

You've been hardened by battle and are always ready for the next job.

ABILITY SCORES

Strength is your most important ability score because you need it
to hit. Additionally, Charisma gives you more Resolve Points, while
Dexterity and Constitution provide staying power.

SOLAR MANIFESTATION
Solar weapon

STELLAR REVELATIONS
Stellar rush (2nd) Solar acceleration (9th)
Blazing orbit (6th)

FEATS

Adaptive Fighting Lunge

Diehard Toughness

Extra Resolve Weapon Focus (advanced
Improved Initiative melee weapons)

SKILLS
Acrobatics
Athletics

Intimidate
Perception
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| LUMINOUS EXPLORER | OUTCAST
. THEME: XENOSEEKER | . THEME: OUTLAW \ MASTERING

You journey to uncharted planets to learn everything you can about You were once part of a close-knit group, but the manifestation of your
their flora, fauna, and civilizations. powers frightened them, and they drove you away. SETTING

ABILITY SCORES ABILITY SCORES PATHFINDER
Dexterity is your most important ability score because you need it to Dexterity is your most important ability score because you need it to hit S=CL
hit, and Intelligence and Wisdom increase your skill bonuses. and to increase your AC, and Charisma gives you more Resolve Points.

SOLAR MANIFESTATION SOLAR MANIFESTATION
Solar armor Solar armor

””””‘

STELLAR REVELATIONS STELLAR REVELATIONS
Radiation (2nd) Miniature star (th) Dark matter (2nd) Time dilation (9th)
Corona (6th) Reflection (6th)

FEATS FEATS
Climbing Master Sidestep Deadly Aim Slippery Shooter

Enhanced Resistance Versatile Focus Longarm Proficiency Weapon Focus (longarms)
Jet Dash Weapon Focus (small arms) Mobility Weapon Specialization (longarms)
Mobility Shot on the Run

SKILLS SKILLS
Athletics Perception Acrobatics NEEl)
Mysticism Physical Science Perception
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STAMINA POINT!
7 + Constitution mod

organisms, creatures battle one another +_/ ¥
for dominance, resources, territory, or = -« ”>/-"
. ideals. Whether you've tal-(en up arms

1 to protect others, win glory, exact

\ revenge, or simply earn a living, you are the

N perfect embodiment of this truth.

You're an expert at combat of

all types but tend to prefer

heavy armor and weapons—the

bigger, the better. You may be a

career soldier, a fresh mercenary

® recruit, or alone wolf who rejects

\ N\ authnrity, but whether rushing

7 * in for hand-to-hand combat or

firing tactical barrages, you're

= a consummate warrior, never

. = hesitating to put yourself

h - ___ in the line of fire to protect

your friends.

Q\
every world that harbors complex llumg "E.u--ﬁﬁ *I'_‘_‘"L?
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EY ABILITY SCO

Your Strength helps you attack up close in melee and carry
heavier weapons and armor, while your Dexterity helps you
fire weapons from a distance and dodge returning fire, so
you should choose either Strength or Dexterity as your key
ability score. Once made, this choice cannot be changed. A
high Constitution score allows you to soak up more damage.

\CLASS SKILLS

SKILL RANKS PER LEVEL
4 + INTELLIGENCE MODIFIER

Acrobatics (Dex) Medicine (Int)
Athletics (Str) Piloting (Dex)
Engineering (Int) Profession (Cha, Int, or Wis)
Intimidate (Cha) Survival (Wis)

_ ARMOR PROFICIENCY

Light armor and heavy armor

R i A

WEAPON PROFICIENCY
Basic and advanced melee weapons, small arms, longarms,
heavy weapons, sniper weapons, and grenades
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TABLE 4-9: SOLDIER

CORE RULEBOOK

BASE FORT REF WILL
CLASS  ATTACK SAVE SAVE SAVE
LEVEL  BONUS BONUS BONUS BONUS  CLASS FEATURES
Ist + +2 +0 +2 Primary fighting style, primary style technique
2nd +2 +3 +0 +3 Combat feat
3rd +3 +3 + +3 Gear boost, weapon specialization
4th +4 +4 +1 +4 Combat feat
5th +5 +4 + +4 Primary style technique
6th +6 +5 +2 +5 Combat feat
Tth +] +5 +2 +5 Gear boost
8th +8 +6 +2 +6 Combat feat
9th +9 +6 +3 +6 Primary style technigue, secondary fighting style, secondary style technique
10th +10 +7 +3 +7 Combat feat
11th +1 +7 +3 +7 Gear boost, soldier’s onslaught
12th +12 +8 +4 +8 Combat feat
13th +13 +8 +4 +8 Primary style technique, secondary style technique
14th +14 +9 +4 +9 Combat feat
15th +15 +9 +5 +9 Gear boost
16th +16 +10 +5 +10 Combat feat
17th +7 +10 +5 +10 Primary style technigue, secondary style technique
18th +18 +11 +6 +11 Combat feat
19th +19 +1 +6 +1 Gear boost
20th +20 +12 +6 +12 Combat feat, kil shot

PRIMARY FIGHTING STYLE

You have a preferred fighting style that represents the type of
soldier you are. Each fighting style is composed of various style
techniques that you learn as you gain experience. You must
pick one fighting style upon taking your first soldier level, and
once made, this choice cannot be changed. Descriptions of the
fighting styles you can choose from appear on pages 112-115.

PRIMARY STYLE TECHNIQUE

At 1st level and every 4 levels thereafter, you gain a style
technigue unique to your primary fighting style.

COMBAT FEAT

At 2nd level and every 2 levels thereafter, you gain a bonus feat
in addition to those gained from normal advancement. These
bonus feats must be selected from those listed as combat feats.

Whenever you gain a new bonus feat, you can also choose to
replace one of the bonus feats you have already learned with a
different bonus feat. The feat you replace can't be one that was
used as a prerequisite for another feat or other ability. You can
change only one feat at any given level, and you must choose
whether or not to swap the feat at the time you gain the new
bonus feat.

GEAR BOOST

At 3rd level and every 4 levels thereafter, you learn a trick called a
gear boost that make you better with a particular type of weapon
or armor. Choose from the gear boosts listed below. Some gear
boosts require you to reach a certain soldier level to select them;
this level is indicated in parentheses after the boost’s name.

Anchoring Arcana (Su; 7th level)

® As a full action, you can make a single attack with a magic
weapon against a single foe. If the attack is a ranged attack,
the target must be within the first range increment. Even if the
attack normally affects an area or multiple targets, it affects
only your selected target. If your attack hits, you can spend
1 Resolve Point to force the target to attempt a Will saving
throw (DC = 10 + half your soldier level + your key ability score
modifier). If the target fails its save, it can't voluntarily move
from its current space for 1d4 rounds. This has no effect on
involuntary movement, but it does prevent the creature from
teleporting or moving to another plane. Once you've struck a
foe with this attack, whether it succeeds at or fails its saving
throw, it is immune to this ability for 24 hours.

Armored Advantage (Ex)
® When you are wearing armor, you gain a +1 insight bonus to
your Kinetic Armor Class.

Brutal Blast (Ex)

® You gain a +2 insight bonus to damage rolls with weapons that
have the blast special property (such as a scattergun). This
extra damage applies only to creatures within 10 feet of you;
creatures farther away take the normal amount of damage.
This bonus increases by 1 for every 4 soldier levels you have.

Bullet Barrage (Ex)

® You gain a +1 insight bonus to damage rolls for weapons in
the projectile category. This bonus increases by 1 for every 4
soldier levels you have.
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Electric Arc (Ex; 7th level)

® When you hit a target with a weapon in the shock category,
electricity arcs out from your original target to deal electricity
damage to a secondary subject within 10 feet of the original
target. This damage is equal to the weapons level. The
secondary subject must be the creature nearest to the original
target (your choice if multiple creatures are equidistant).

This gear boost does not function for weapons that have
the explode or blast special property. If you use this gear
boost with a weapon with the arc critical hit effect (see
page 182), your secondary subject for electric arc must be
the same as your secondary subject for the arc critical effect.

Flash Freeze (Ex; 7th level)

® When you hit a creature with a weapon in the cryo category,
that creature’s speeds are reduced by 10 feet for 1 round, to a
minimum of 10 feet.

Heavy Onslaught (Ex; 11th level)

® Your attacks with heavy weapons bypass part of the target's
damage reduction. If your heavy weapon does not already
overcome the target’s damage reduction, treat the target’s
damage reduction as though it were 5 lower. At 15th level,
treat the target’s damage reduction as 10 lower.

Laser Accuracy (Ex)
® You gain a +1 insight bonus to attack rolls with weapons in
the laser category.

Melee Striker (Ex)

® Add an additional bonus equal to half your Strength bonus to
damage rolls with melee weapons.

Plasma Immolation (Ex; 7th level)

® You are expert at setting things on fire with plasma. If your
attack roll with a weapon in the plasma category is a 19
(the d20 shows a 19), and the attack hits your target, the
target gains the burning condition. The condition deals 1d4
fire damage if the weapon has an item level of 1st-6th, 1d8
if its item level is 7th-14th, and 2d8 if its item level is 15th
or higher.

Powerful Explosive (Ex; 7th level)

® When you attack with a weapon with the explode special
property and a radius of 10 feet or greater, you can increase
the radius of the explosion by 5 feet.

Sonic Resanance (Ex; 7th level)

® When you hit a creature within 30 feet of you using a
weapon in the sonic category, the sonic energy continues
to resonate within that creature, giving it the flat-footed
condition for 1 round. If you hit multiple creatures at the
same time (such as with an automatic, blast, or explode
weapon), only the creature nearest to you or to the center
of the explosion (your choice if multiple creatures are
equidistant) is affected.

CLASSES

WEAPON SPECIALIZATION (EX)

You gain Weapon Specialization as a bonus feat for each weapon
type this class grants you proficiency with.

SECONDARY FIGHTING STYLE

You choose another fighting style. Once you choose this second
style, it cannot be changed.

SECONDARY STYLE TECHNIQUE

At 9th level and every 4 levels thereafter, you gain a style
technique unique to your secondary fighting style. For the
purposes of these style techniques, treat your soldier level as
equal to your soldier level - 8.

SOLDIER'S ONSLAUGHT (EX)

When you make a full attack, you can make up to three attacks
instead of two attacks. You take a -6 penalty to these attacks
instead of a -4 penalty.

KILL SHOT (EX)

As a standard action, you can make a single attack against an
enemy. If the attack hits and does not kill your enemy, you can
expend 1 Resolve Point to force the creature to succeed at a
Fortitude save or die. Once you've used this ability on a creature
(regardless of whether or not you forced it to attempt a Fortitude
save), that creature is immune to your kill shot for 24 hours.

FIGHTING STYLES

The following fighting styles represent those most commonly
chosen by soldiers. Each fighting style lists the style techniques
you learn as you gain levels.

Arcane Assailant

The arcane assailant fighting style supplements its combat
effectiveness with magic powers, drawing on traditions of
warrior-wizards dating back to well before the Gap. This allows
you to use magic runes to augment your weapons and call on
legendary powers, giving you access to arcane options even
when you don't have a magic weapon in your possession.

Rune of the Eldritch Knight (Su)

® You can imbue a weapon with a magic sigil, the rune of
the eldritch knight, allowing the weapon to act as a magic
weapon for the purposes of bypassing DR and affecting
incorporeal creatures. This takes 10 minutes, and you can
imbue only a single weapon at a time. If you imbue a new
weapon with the rune of the eldritch knight, any previously
imbued weapon loses this benefit. When calculating the Hit
Points and hardness of a weapon imbued with the rune of the
eldritch knight, treat its item level as 5 higher.

Secret of the Magi (Su)

® When you imbue a weapon with the rune of the eldritch
knight, in addition to its normal benefits, the rune grants the
weapon one of the following weapon fusions of your choice:
ethereal, flaming, frost, merciful, or shock. The weapon can't
gain a fusion it already has, and this bonus fusion doesn't
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count toward the maximum total level of fusions the weapon
can have at once. The bonus fusion ends when the weapon
ceases to be imbued with the rune of the eldritch knight. For
more information on fusions, see page 191.

damage rolls with your unarmed attacks when using this
ability. These unarmed attacks don't benefit from other
abilities that apply specifically to unarmed attacks (such as
the Improved Unarmed Strike feat).

Power of Legend (Su)

® You can call on the link between you and the legendary heroes
who wielded powerful magic weapons eons ago to overcome
adversity. As a move action when wielding a magic weapon or
a weapon imbued with the rune of the eldritch knight, you can
spend 1 Resolve Point to end one of the following conditions
affecting you: bleeding, burning, confused, exhausted, fatigued,
flat-footed, off-target, shaken, or sickened. Alternatively, you
can spend 1 Resolve Point to change the cowering condition to
the frightened condition or change the frightened condition to
the shaken condition. In this case, the new condition lasts for
the same duration the original condition would have and can't
be further affected by this ability.

Secret of the Archmagi (Su)

® You can imbue two weapons with the rune of the eldritch
knight. If you attempt to imbue a third weapon, the weapon
infused first loses its rune and all benefits. In addition to the
normal benefits, the runes grant the weapons one or more of
the following weapon fusions (see page 191) of your choice:
bane, corrosive, ethereal, flaming, frost, holy, merciful, shock,
thundering, or unholy. You can grant no more than 10 total
levels’ worth of fusions between the two weapons, and the
bane fusion counts as a 10th-level fusion for this purpose.

Arcane Attack (Su)

® As a standard action, you can spend 1 Resolve Point to use a
weapon imbued with the rune of the eldritch knight to make
an attack that strikes true. This attack ignores all cover and
concealment, including total concealment (though you must
at least be aware of a creature’s presence to target it with this
attack). If the attack is a ranged attack, the target must be
within the first range increment. The attack only affects your
selected target, even if it normally affects an area or multiple
targets. You still must make a normal attack roll, and if your
attack misses, it has no effect.

Armor Storm

The armor storm fighting style focuses on using armor as a
weapon by maximizing the damage of armor-based weapons
while withstanding enemy fire. You learn to increase the
effectiveness of attacks made with your armor and to add
equipment normally beyond your armor’s capacity.

Hammer Fist (Ex)

® You treat any unarmed attack you make while wearing
heavy or powered armor as being made with a battleglove
(see page 187) with an item level equal to or lower than your
soldier level, and you calculate damage for these attacks as
if you had the melee striker gear boost (see page 112). If you
have the melee striker gear boost, you gain a +2 bonus to

Enhanced Tank (EX)

® You gain the Powered Armored Proficiency feat and access
to improved armor. This might be the result of your own
engineering abilities, having earned the trust of contacts that
can get you experimental equipment, or a powerful patron
giving you gear not available to the general public to help you
achieve mutual goals. You can add one more upgrade to your
armor than its normal maximum number of upgrade slots. If
you add this bonus upgrade to heavy armor, you can select
an upgrade normally limited to powered armor. An upgrade
placed in this bonus slot costs half the normal credit amount.

Smash Through (Ex)

® While you are wearing heavy armor or powered armor, you
gain a +4 bonus to attack rolls to perform a bull rush combat
maneuver (see page 246). If you successfully push the target
back 10 feet or more, you can also damage the target with an
unarmed attack (and can use your hammer fist ability when
doing so).

Mobile Army (Ex)

® You become a master of all weapons associated with your
armor. You deal 1d6 additional damage with any attack from a
weapon that is part of your armor, including unarmed attacks
using the hammer fist ability and weapons that have been
attached to your armor as an armor upgrade. The additional
damage is of the same type as the weapon's normal type.
Also, while wearing heavy or powered armor, you gain a +2
bonus to your KAC against combat maneuvers.

On the Bounce (EX)

® You learn to control your armor with such ease, you are
actually more maneuverable in it than out of it. While
wearing heavy armor or powered armor, you can move up
to your speed when you make a full attack. You can move
before or after all your attacks, but not both. If you have the
Shot on the Run feat, you can divide your movement to move
both before and after making a full attack as long as all the
attacks are ranged attacks. If you have the Spring Attack
feat, you can divide your movement to move both before
and after making a full attack as long as all the attacks are
melee attacks. If you have both feats, your attacks can be
any combination of melee and ranged attacks.

Blitz

The blitz fighting style is all about using speed and aggression
to get into the thick of melee. You increase your speed and
responsiveness, gain abilities that make you better at melee
combat than your enemies, and keep on fighting even when
surrounded by foes.
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Rapid Response (Ex)

® You gain a +4 bonus to initiative checks and increase your land
speed by 10 feet.

Charge Attack (Ex)

® As a standard action, you can make a charge without the
charge penalties (see page 248), and you can substitute a
bull rush for the melee attack at the end of the charge. When
you gain the soldier's onslaught class feature, you can make
two attacks instead of one at the end of your charge, both
with a -4 penalty.

Keep Fighting (Ex)

® As a move action, you can spend 1 Resolve Point to regain
Stamina Points equal to 2d6 + your soldier level. You can't use
this ability again until after you regain Stamina Points from
a 10-minute rest. The number of Stamina Points you regain
increases by 1d6 at 10th level, 15th level, and 20th level.

Heavy Fire (Ex)

® You can use your physical power to steady your weapon
and make your attacks more dangerous. As a full action,
you can make a single ranged attack that deals additional
damage equal to your Strength bonus to all targets. You can
use this ability in conjunction with the automatic, explode, or
unwieldy special property (see pages 180-182).

Debilitating Attack (Ex)

® When you hit an enemy with a ranged attack or an attack
with a weapon with the blast or explode special property,
you can spend 1 Resolve Point to inflict a debilitating effect
on that enemy for a number of rounds equal to your Strength
bonus. You can choose to make the target deafened, flat-
footed, or off-target (see pages 275-277), or to reduce its
speeds by half (to a minimum of 10 feet). The target can
negate this effect with a successful Fortitude save (DC = 10
+ half your soldier level + your Strength modifier).

Perfect Opportunity (Ex)

® When you hit a creature with an attack of opportunity,
that creature can't move out of the squares you threaten
until the start of its next turn. In addition, when an enemy
takes a guarded step (see page 247) out of a square you
threaten, you can make an attack of opportunity against it
with a -2 penalty to the attack roll. If the target provoked
an attack of opportunity by moving, hitting with your attack
of opportunity ends the target's movement immediately,
preventing it from carrying out the rest of its movement.

Against the Odds (Ex)

® You gain a bonus to melee damage rolls equal to double the
number of enemies within 10 feet of you. Enemies who don’t
constitute a significant threat (those with a CR equal to your
level - 4 or less, or as determined by the GM) don't count
when calculating this bonus.

Explosives Acumen (EX)

® You increase the DC to avoid attacks you make using
weapons with the explode special property by 1. You reduce
the amount of any damage you take from any weapon with
the explode special property by an amount equal to your
Strength bonus.

Impactful Attack (Ex)

® As a full action, you can make a ranged attack that knocks
enemies back. Targets you hit are knocked back 5 feet from
you. If you use a weapon with the explode special property,
all targets that fail their saving throws are instead knocked
back 5 feet from the center of the explosion. An enemy that
you critically hit or that rolls a natural 1 on its saving throw
is also knocked prone. You can't make an impactful attack
with an automatic weapon, but you can use this ahility with
a weapon that has the blast special property.

Bombard

The bombard fighting style emphasizes attacking multiple
targets, often using grenades, and leverages substantial
physical strength to control large weapons with significant
recoil. At higher levels, you can use launchers, missiles, and
other heavy weapons.

Grenade Expert (EX)

® You increase the range increment of your thrown grenades
by 5 x your Strength bonus. In addition, you're able to
salvage enough materials to create a grenade without
paying for it. Creating a grenade takes 10 minutes. You can
create any grenade whose item level is less than or equal
to your soldier level, but this grenade is unstable and only
you can use it effectively. If anyone else tries to use the
grenade, it is a dud. You can have only one grenade created
by this ability at one time (if you create a new grenade
using this ability, the old grenade no longer works).

Guard

The guard fighting style focuses on defense. You become
adept at wearing armor, protecting against attacks, and
enduring damage and other setbacks from attacks that get
through your defenses.

Armor Training (Ex)

® You reduce the armor check penalty of armor you wear by 1
(to a minimum of 0) and increase the maximum Dexterity
bonus allowed by your armor by 1.

Guard's Protection (Ex)

® When an ally adjacent to you is damaged by an attack,
you can use your reaction to intercede. You take half the
damage, and your ally takes the other half. This has no
effect on spells, and any conditions delivered by the attack
apply to both of you. In addition, you are now proficient
with powered armor.

CLASSES
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Rapid Recovery (Ex)

® You can spend Resolve Points to ignore detrimental conditions.
As a move action, you can spend 1 Resolve Point to suppress
one of the following conditions for 10 minutes: exhausted,
fatigued, frightened, nauseated, shaken, sickened, or staggered
(see pages 276-277). After 10 minutes, if the condition’s
duration hasn't ended, the condition’s effects return. You can
suppress only one condition at a time; if you are both fatigued
and shaken, you can avoid the effects of only one of them,
and if you are affected by two different instances of the same
condition, you're still affected by the second one.

Kinetic Resistance (EX)
® You gain DR 3/-. At 17th level, this DR increases to 5/—.

also take your nimble fusillade movement before or after
this attack.

Sharpshoot

The sharpshoot fighting style enables you to excel at making
accurate attacks, usually with ranged weapons at a long
distance. You can ignore cover and other impediments to your
shots, and your attacks are improved by your intense focus.

Sniper’s Aim (Ex)

® When you make a ranged attack against a target with cover,
reduce the AC bonus from cover by 2. You can't use sniper’s
aim against an enemy with total cover.

Impenetrable Defense (Ex)

® As a standard action, you can set up a strong defense for
yourself and an adjacent ally. Until the start of your next turn,
you gain three benefits: your damage reduction increases to
DR 10/—; you and the chosen ally each gain a +4 bonus to AC;
and if you use guard’s protection, you direct all the damage
to yourself such that your ally takes none.

Hit-and-Run

The hit-and-run fighting style focuses on tactical movement
as you move in and out of combat. You use ranged weapons
but fight close up, and you can even mix ranged and melee
attacks. Your abilities allow you to move even when you make
full attacks and to avoid getting locked down by your enemies.

Opening Volley (Ex)

® You gain Opening Volley as a bonus feat. If you already have
this feat, choose a bonus combat feat instead. At Sth level,
you can use Opening Volley on both your first and second
turns in combat.

Nimble Fusillade (Ex)

® When you make a full attack, you can also either take a
guarded step or move up to half your speed. This movement
can come before, between, or after your attacks, but it can't
be split up.

Duck and Weave (Ex)

® When you move or make a ranged attack, you can spend
1 Resolve Point to avoid provoking attacks of opportunity
from that movement or ranged attack.

Elusive Target (Ex)

® On any turn in which you move, you gain a +1 insight bonus
to your AC until the start of your next turn.

Harrying Shot (Ex)

® As afull action, you can make one attack and give the benefit
of harrying fire (see page 247) against any creature you hit
with that attack. If you use a blast weapon or automatic
weapon, the benefit applies against all targets hit. You can

Focus Fire (Ex)

® When you make a full attack with a ranged weapon, you can
make both attacks with a -3 penalty instead of a -4 penalty
as long as they both target the same creature. If your
first attack kills or knocks out the target, you can instead
make the second attack against a different creature at a -4
penalty. Once you have the soldier’s onslaught class feature
(see page 112), you can use this ability with it, making three
attacks against the same creature at a -5 penalty; if your
first or second attack kills or knocks out your target, you can
make your remaining attacks against a different creature at
a -6 penalty.

Intense Focus (Ex)

® When you make a ranged attack against a target with cover
or concealment, you can spend 1 Resolve Point to negate
its AC bonus from cover and reduce its concealment by one
category (from total concealment to concealment or from
concealment to no concealment). This benefit applies to all
ranged attacks you make against that target this round. You
can't use intense focus more than once per round, nor can
you use it against an enemy with total cover.

Focused Damage (Ex)

® When you use focus fire, each attack against the first target
deals 2d6 additional damage. Additional creatures you attack
after killing or knocking out your first target don't take this
extra damage.

Prepared Shot (EX)

® As a standard action, you can study a target before you
attack. The target must be within line of sight of you and
either flat-footed or unaware of your presence. On the first
attack you make against that target on your next turn, you
gain a +2 bonus to your attack roll. If your attack hits, the
target is staggered for 1 round; if you score a critical hit,
the target is instead stunned for 1 round. Once you make
a prepared shot, you can't use this ability again against the
same target for 24 hours. You can't make an attack on the
same round you study the target, even if an ability would let
you attack without spending a standard or full action.
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BODYGUARD '\
THEME: MERCENARY

You excel at protecting others, usually taking the hits meant for your charges.

ABILITY SCORES

Dexterity is most important because you need it both to hit and to
increase your AC, but you also need plenty of Constitution and enough
Strength to comfortably carry and use heavy weapons and armor.

FIGHTING STYLE
Guard

GEAR BOOSTS
Armored advantage
Flash freeze (7th)

FEATS

Bodyguard Slippery Shooter

Enhanced Resistance ~ Spellbane

Improved Initiative Toughness

In Harm's Way Weapon Focus (longarms or heavy weapons)

SKILLS
Intimidate
Medicine
Survival

CLASSES

CLOSE CDMBATANT \,
\\. THEME: MERCENARY

You specialize in taking the fight to your foes, moving quickly and
aggressively to strike them down with melee weapons.

ABILITY SCORES
Strength is most important because you need it to hit your foes and
deal more damage, but don't ignore Dexterity or Constitution.

FIGHTING STYLE
Blitz

GEAR BOOSTS
Armored advantage
Melee striker

FEATS

Deflect Projectiles Spring Attack

Jet Dash Step Up

Mobility NEUEWNGIE

Opening Volley Weapon Focus (advanced melee weapons)

SKILLS
Acrobatics
Athletics
Survival
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SNIPER I SPELLSOLDIER .
. THEME: OUTLAW | . THEME: PRIEST ,‘ MASTERING

You are skilled at dealing death from afar. You specialize in the use of magic to improve your combat ability.

e — SETTING
ABILITY SCORES ABILITY SCORES
Dexterity is your most important ability score because you need it Dexterity is your most important ability score because you need it PATHFINDER
both to hit and to increase your AC, but you're flexible in terms of both to hit and to increase your AC, but Strength is also important LEGAL
your other ability scores. for your heavy weapons, and you need a bit of Wisdom for

Connection Inkling.

FIGHTING STYLE
Sharpshoot FIGHTING STYLE

———— Arcane assailant

FFIFIFIITT

GEAR BOOSTS
Bullet barrage GEAR BOOSTS
Laser accuracy Anchoring arcana (7th)
Heavy onslaught (11th)
FEATS
Deadly Aim Slippery Shooter FEATS
Far Shot Special Weapon Proficiency (sniper rifles) Connection Inkling Penetrating Attack
Improved Initiative Weapon Focus (sniper rifles) Improved Initiative Skill Synergy (Intimidate, Mysticism)
Skill Focus (Stealth) ~ Weapon Specialization (sniper rifles) Mystic Strike Weapon Focus (grenades, heavy weapons)

SKILLS SKILLS
Acrobatics Athletics
Piloting Intimidate
NEE Mysticism

I 4 ) 7/ € SOLDIER n7




To the uninitiated, magic and technology are
completely unrelated, but you know there
are more correlations between the two
than most suspect. Magic and technology
are just tools, and when combined into
one discipling, called technomancy, they can
be far more powerful than one or the other on
its own. You utilize tech to empower,
. harness, and manipulate magic,and you
wield magic to augment, control, and
modify technology. You are an expert
at hacking the underlying structure
of the universe itself, bending the
laws of science and nature to
your will. Your technomancy—
which is gained from scientific
study and experimentation—
manipulates the physical world,
. weaves illusions, allows you to
N\ peer through time and space, and if
Ny \ ‘[ necessary, can blast a foe into atoms.
i\ |

Your Intelligence determines your spellcasting ability, the
saving throw DCs of your spells, and the number of bonus
spells you can cast per day, so Intelligence is your key
ability score. Also, a high Dexterity score can help you fire
your weapons more accurately and dodge incoming attacks.

4 + INTELLIGENCE MODIFIER

Computers (Int)

i Engineering (Int)

\'\ o . Life Science (Int)
& Mysticism (Wis)

¥ Light armor

“f' PV e = N

L, U, W,

Physical Science (Int)
Piloting (Dex)

Profession (Cha, Int, or Wis)
Sleight of Hand (Dex)

WEAPON PROFICIENCY

Basic melee weapons, small arms
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TABLE 4-10: TECHNOMANCER

BASE FORT REF  WILL
CLASS ATTACK SAVE SAVE SAVE
LEVEL BONUS BONUS BONUS BONUS CLASS FEATURES
Ist +0 +0 +0 +2 | Spell cache
2nd +1 +0 +0 +3 | Magic hack
3rd +2 + + +3
Ath +3 +1 +1 +4
5th +3 + + +4
6th +4 +2 +2 +5
Tth +5 +2 +2 +5

Magic hack

Magic hack

8th +6 +2 +2 +6

9th +6 +3 +3 +6 | Techlore +3
10th +7 i3 +3 +1 |-

1ith +8 +3 +3 +7 | Magic hack

12th +9 +4 +4 +8
13th +9 +4 +4 +8 |-
Magic hack

14th +10 +4 +4 +9

15th +1 +5 +5 +9 | Techlore +5
16th +12 +5 +5 10 |-

17th +12 +5 +5 +10 | Magic hack

18th +13 +6 +6 +1
19th +14 +6 +6 +1
20th +15 +6 +6 +12

Resolve attunement
Fuse spells, magic hack

SPELLS

You cast spells drawn from the technomancer spell list (see
page 338). To learn or cast a spell, you must have an Intelligence
score equal to at least 10 + the spell's level. The Difficulty Class
for a saving throw against your spell is 10 + the spell’'s level +
your Intelligence modifier.

You can cast only a certain number of spells of each spell level
per day. Your number of spells per day is given on Table 4-10:
Technomancer. In addition, you receive bonus spells per day if
you have an Intelligence modifier of +1 or higher, as shown on
Table 4-11: Technomancer Bonus Spells—note that you only
receive these bonus spells once you can cast spells of that level
normally. You can also cast O-level spells. These spells are cast
like any other spell, but there is no limit to how many O-level
spells you can cast each day.

Your selection of spells is limited. You begin play knowing
four O-level spells and two 1st-level spells of your choice. At
each new technomancer level, you learn one or more new spells,
as indicated on Table 4-12: Technomancer Spells Known. Unlike
spells per day, the number of spells you know isn't affected by
your Intelligence modifier.

Every time you gain a level, you can swap out one spell you
already know and learn a single new spell of the same level in its
place. In effect, you lose the old spell in exchange for the new one.
You must choose whether or not to swap the spell at the same
time you gain new spells known for the level.

You can cast any technomancer spell you know at any time,
assuming you have not yet used up your allotment of spells per
day for the spell’s level. You can also cast a spell using a higher-
level spell slot. For instance, if you want to cast a 1st-level spell
but have used up all your 1st-level spells for the day, you can
use a spell from a 2nd-level slot instead if you have one.

Spell Focus, techlore +1, weapon specialization

Cache capacitor 1, techlore +2

Cache capacitor 2, techlore +4

Cache capacitor 3, techlore +6

SPELLS PER DAY (BY SPELL LEVEL)
1ST 2ND 3RD 4TH 5TH 6TH

2| - - = | = | =
2 | = | = | = | = | =
3| = | = | = <] =
3 21 =1=1=1-=
4120 -1 -1-1-
4 13 | - -1 -1 -
4 1 3 2 | - | - | -
4 1412 -1-1-
S|4 3| - -] -
5 | 4|3 2 | - | -
S|4 42| -] -
5 S 413 - |-
5 5| 4|3 2 | -
5 S|4 42| -
5 5 S| 413 | -
5 5 5 | 4|3 2
5 5 S| 4| 4] 2
5 5 5 51 4|3
5 5 5 5 5 | 4
5 5 5 5 5 5

You can also decipher magical inscriptions that would
otherwise be unintelligible or, as a full action, identify any spells
encoded in a spell gem. This does not normally invoke the magic
contained within, although it may do so in the case of a cursed
or trapped spell gem.

SPELL CACHE (SU)

As the culmination of your early study of the fundamental
forces of the galaxy, you have created a spell cache that allows
you to store and access spells. Your spell cache could be a device
such as a handheld computer or technological implant; an item
such as a ring or staff; or a symbol such as a brand, tattoo,
or other permanent modification to your body. While you don't
need your spell cache to cast your spells, once per day, you can
activate your spell cache to cast any one spell you know and are
capable of casting, even if you've expended all your spell slots
for that spell’s level.

If your spell cache is damaged, it is restored to full Hit Points
the next time you prepare spells. If the spell cache is lost or
destroyed, you can replace it after 1 week with a special ritual
that takes 8 hours to complete.

MAGIC HACK

You have carefully studied the forces that define magic and
can manipulate them. You learn your first magic hack at 2nd
level, and you learn an additional magic hack every 3 levels
thereafter. When casting a spell, you can apply no more than
one magic hack that affects the attributes of a spell (such as
distant spell or extended spell). If a magic hack allows a saving
throw to resist its effects, the DC is equal to 10 + half your
technomancer level + your Intelligence modifier. The list of
magic hacks appears starting on page 120.
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TABLE 4-11:
TECHNOMANCER BONUS SPELLS

BONUS SPELLS PER DAY (BY SPELL LEVEL)

INT SCORE 0 ST 2ND 3RD 4TH 5TH 6TH
1-1 = =ll=|=]=|-=
12-13 =
1415 =
16-17 =
1819 =
20-21 =
22-23 =
24-25 =
26-27 =
28-29 =
30-31 =

TABLE 4-12:
TECHNOMANCER SPELLS KNOWN

CLASS SPELLS KNOWN (BY SPELL LEVEL)

LEVEL 1ST 2ND 3RD 4TH 5TH 6TH
1st 2 | - - - - | -
2nd - - - -
3rd
4th
5th
6th
7th
8th
9th
10th
1ith
12th
13th
14th
15th
16th
17th
18th
19th
20th
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SPELL FOCUS

You gain Spell Focus as a bonus feat.

TECHLORE (EX)

You rewire your mind to give you greater insight into the
nature of magic and technology. You gain a +1 insight bonus to
Computers and Mysticism checks. This bonus increases by 1 at
6th level and every 3 levels thereafter.

WEAPON SPECIALIZATION (EX)

You gain the Weapon Specialization feat as a bonus feat for
each weapon type this class grants you proficiency with.

CACHE CAPACITOR (SU)

You expand your spell cache into a cache capacitor. As part of
regaining your spells each day, you can cast a single spell into

CLASSES

your spell cache and have it affect you continuously for 24 hours.
The cache capacitor can hold any of the following spells: detect
radiation, disguise self, keen senses, or unseen servant. You must
know a spell to store it in your cache capacitor. When you cast
the spell into your cache capacitor, you expend the spell slot
normally and make any decisions required for that spell, but the
duration doesn’t expire for 24 hours. If the spell in your cache
capacitor is dispelled or dismissed, you can spend 5 minutes of
uninterrupted concentration to reestablish it, keeping the same
decisions you made when you cast it, and gaining whatever
duration the spell had remaining. You can't exchange the stored
spell for another spell until you again regains your spells.

At 12th level, your cache capacitor gains a second slot that can
hold darkvision, lesser resistant armor, life bubble, or spider climb.

At 18th level, your cache capacitor gains a third slot that can
hold arcane sight, flight (spell level 3rd or lower), see invisibility,
or tongues.

RESOLVE ATTUNEMENT (EX)

You recover Resolve Points when you use powerful magic. Each
time you cast a 6th-level spell, you regain 1 Resolve Point, up
to your normal maximum. This applies only to spells you cast
using your normal 6th-level spell slots, not to those you cast
using magic items or other methods such as fuse spells.

FUSE SPELLS (EX)

You can combine lower-level spell slots to cast higher-level
spells. As part of casting a spell, you can spend 1 Resolve Point
to exchange a number of unused spell slots for a single spell slot
of a higher level; this expends the lower-level spell slots. Add up
the levels of the expended slots to determine which higher level
of spell you can cast (maximum 6th). For instance, you could
exchange three 1st-level slots to cast a 3rd-level spell, or you
could exchange two 3rd-level slots to cast a 6th-level spell. If
you combine spell slots to cast a 6th-level spell, it doesn’t count
as such for resolve attunement.

Furthermore, you can spend 2 Resolve Points to combine two
6th-level spell slots to cast wish.

MAGIC HACKS

You learn your first magic hack at 2nd level and an additional
hack every 3 levels thereafter. Magic hacks require you to be
a certain level and are organized accordingly. See page 119 for
more information on the magic hack class feature.

You must be 2nd level or higher to choose these magic hacks.

Countertech (Su)

® As a reaction when you take damage from an attack by a
technological weapon or source within medium range that
specifically targets you, you can expend an unused spell slot
to disrupt the attack. With a spell slot of 1st to 5th level, you
can counter an attack from a technological weapon whose
item level is equal to or less than the level of the expended
spell slot x 3, to a maximum of your caster level. 6th-level
spell slots can counter any weapon with a level equal to




or less than your caster level. For example, at 2nd level,
you could expend a 1st-level spell slot to counter an attack
from a 1st- or 2nd-level weapon. To successfully counter
the attack, you must roll a countertech check (1d20 + your
caster level) with a DC equal to 11 + the weapon'’s level. If the
countertech check succeeds, the attack deals half damage. If
the countertech check fails, the attack deals normal damage.
This magic hack only affects attacks that target you directly;
you cannot use countertech against attacks that target an
area or that target another person.

Empowered Weapon (Su)

® As a move action, you can expend an unused spell slot to
reconfigure and enhance a weapon you're wielding. Until the
start of your next turn, your attacks with the enhanced weapon
gain a bonus to attack rolls equal to the level of the spell slot
you expended. In addition, your attacks with that weapon deal
1d6 additional damage per level of the expended spell slot. This
damage is of the same type the weapon normally deals.

Energize Spell (Ex)

® Once per day as a move action, you can use a battery or a
weapon's power cell to power your spellcasting, enabling
you to cast one spell you know without using a spell slot.
This expends 20 charges per spell level from the battery or
power cell and requires you to touch the battery, power cell, or
weapon. You must cast the spell before the start of your next
turn, or the charges are wasted with no effect.

Fabricate Tech (Sp)

® As a full action, you can expend an unused spell slot to
temporarily construct a piece of technological gear from raw
magic. You can create any single technological item with a
level equal to or less than the level of the expended spell slot
x 3, to a maximum of your caster level. The item appears in
your hands or in an adjacent square. You can use fuse spells
with this magic hack. The size of the item cannot exceed 10
bulk or Medium size, and the quality of the item is average.
Treat this as a spell of the same level as the expended spell
slot. For example, at 4th level, you could expend a 1st-level
spell slot to fabricate an item of up to 3rd level, or you could
expend a 2nd-level spell slot to fabricate an item of up to
4th level. The item persists for a number of minutes equal to
your technomancer level. At the end of this duration, the item
disappears. You can't create armor, weapons, magic items, or
items with limited uses or charges (such as batteries, drugs,
or fuel) with this hack.

Harmful Spells (Ex)

® When you cast an instantaneous spell that deals damage, you
can increase the spell's damage by half your technomancer
level. This increased damage applies to all creatures damaged
by an area spell, but for spells that target multiple creatures
with multiple rays or other attacks (such as magic missile),
the increased damage applies only to a single ray or missile.
This increased damage doesn't apply to ongoing damage
from the spell (such as bleed or burn). This magic hack
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doesn't increase ability damage or other spell effects, only
damage to Stamina Points or Hit Points.

Quick Scan (Su)

® As a standard action, you can get a general sense of what

information is stored on drives or other digital storage media.
You must pass your hand in the air near the data source, but
don't have to touch it or connect to it. The information you get
is very general, such as “financial records,” “military records,”
or “spells.” Getting detailed information requires interfacing

"

with the data more directly. If you attempt a quick scan on a
creature that stores its memories in a digital medium—to get
a sense of the memories stored in a robot, for example—the
target can attempt a Will save to negate the scan and prevent
you from trying against it again for 24 hours.

Robot Influence (Ex)

® You can affect constructs, robots, and other creatures that
have the technological subtype with your mind-affecting
spells, even if they're mindless or normally immune to such
effects. However, they receive a +2 bonus to their Will saves
against your mind-affecting spells.

Selective Targeting (Ex)

® When you cast an instantaneous spell with an area effect,
you can shape the spell so it doesn't affect one of your
allies. Choose one 5-foot square within the spell’s area to be
unaffected by the spell. At 5th level, you can spend 1 Resolve
Point to exclude any number of squares with this ability.

Spell Countermeasures (EX)
® You gain a +2 bonus to saving throws against spells and
other magical effects.

Technomantic Proficiency (Ex)

® As a standard action, you can spend 1 Resolve Point to
temporarily learn how to use a weapon in combat. Choose a
single weapon; you gain proficiency with it (and any identical
weapon) for a number of minutes equal to your class level. Each
round you use the weapon reduces this magic hack's duration
by 1 minute. For example, at 4th level, you could gain proficiency
with corona laser rifles for 4 minutes. If you fire such a weapon
for 2 rounds, you remain proficient with it for 2 more minutes.

You must be 5th level or higher to choose these magic hacks.

Charging Jolt (Su)

® As a move action, you can expend an unused spell slot to refill
charges in a weapon's power cell. This requires you to touch
the weapon or its power cell. The power cell regains 10 charges
per spell level, up to its capacity. You can also use this ability
to jump-start or short out an electronic device, allowing you to
attempt an Engineering check to disable a device with a bonus
equal to double the level of the spell you expended.
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Debug Spell (Ex)

® Any piece of code has bugs, but you can turn the bugs in
your spellcode into features. After rolling damage for an
instantaneous spell that deals Hit Point damage, you can spend
1 Resolve Point to reroll one die with a result of 1 (see page 243).
At 11th level, you can reroll up to two dice with a result of 1, and
at 17th level, you can reroll up to three dice with a result of 1.
For example, if you were 17th level and cast disintegrate, you
could spend 1 Resolve Point to reroll up to three dice that rolled
1s, after rolling and seeing how many 1s you rolled.

Distant Spell (Ex)

® When you cast a spell with a range of close, medium, or long,
you can spend 1 Resolve Point to double its range. Spells
whose ranges are not defined by distance, as well as spells
whose ranges are not close, medium, or long, do not benefit
from this magic hack. If the spell affects an area, doubling its
range doesn't alter the size of its area.

Extended Spell (Ex)

® When you cast a spell, you can spend 1 Resolve Point to double
its duration. This has no effect on spells with a duration of
concentration, instantaneous, 1 round or less, or permanent,
nor can it increase a spell’s duration to more than 24 hours.

Fabricate Arms (Su)

® As a full action, you can expend an unused spell slot to
temporarily construct a technological weapon or suit of armor
out of raw magic. You can create one suit of armor or weapon
with a level equal to or less than the level of the expended spell
slot x 3, to a maximum of your caster level. The item appears
in your hands, on your person, or in an adjacent square. You
can use fuse spells with this magic hack. A weapon can't be
larger than two-handed, and the size of the item can't exceed
10 bulk. The quality of the item is average for its type. Treat
this as a spell of the same level as the expended spell slot. For
example, at 10th level, you could expend a 3rd-level spell slot
to fabricate a weapon of 9th level or lower, or expend a 4th-
level spell slot to fabricate a suit of armor of 10th level or lower.
The armor or weapon persists for a number of rounds equal to
your technomancer level. At the end of this duration, the item
disappears. You are proficient with (but not specialized in) any
weapons you create with this ability. You can't create magic
items, weapons made from a special material, or weapons that
are expended with use (such as arrows, grenades, or missiles)
with this magic hack.

Magic Negation (Sp)

® Asastandard action, you can spend 1RP to temporarily suppress
magic, as if using dispel magic. Choose either an ongoing spell
or a magic item within 30 feet of you. The magical effects of
the spell or magic item are suppressed for 1d4 rounds, and then
they return. If the spell’s level is higher than you can cast or the
item'’s caster level is greater than yours, you can't suppress it. If
you target a spell affecting a creature, the creature can attempt
a Will save to stop you from suppressing the spell.

CLASSES

Spell Grenade (Sp)

® You can spend 1 Resolve Point to store a spell with a range of
touch in a grenade, allowing you to affect a target within the
grenade’s blast radius with the spell. Casting a spell with spell
grenade uses the spell's standard casting time, and throwing
the spell grenade is a standard action. You must throw
the grenade before the end of your next turn, or the spell
is wasted. You are considered proficient with the grenade
for this attack. Choose a single target within the grenade's
blast radius; that target is affected by the spell as if you had
successfully touched it. The grenade goes off as normal, with
all of its usual effects within its blast radius. If you miss the
targeted intersection with the grenade, you must choose a
target within the grenade’s new blast radius. If there are no
suitable targets within the grenade’s blast radius, the spell is
wasted. Spells whose ranges are not touch don't benefit from
this magic hack.

You must be 8th level or higher to choose these magic hacks.

Diviner's Tap (Su)

® You can hack a computer to set up magical surveillance. This
takes 10 minutes and requires a successful Computers check
against the device's DC. If you fail, you can't try again on the
same device. On a success, your tap lasts for a number of days
equal to your caster level. You can program your tap either to
give you general information about user activity on the device
or to receive a mental alarm when a user accesses or transmits
data about a specific topic (getting an idea of the information
found). For instance, a user might hold a video call to talk about
your exploits. If you chose to receive general information, you
might know that a video call took place but not the call’s topic.
If you chose to have the tap receive an alarm when the topic is
you, you'd get the gist of the conversation (but not a complete
transcript). Setting up a new diviner's tap ends the duration of
any previous one still in effect.

Flash Teleport (Sp)

® As amove action, you can spend 1 Resolve Point to teleport up
to 30 feet. You must have line of sight to your destination. This
movement doesn't provoke attacks of opportunity.

Mental Mark (Su)

® When an enemy fails a Will save against one of your
technomancer spells, it takes a -2 penalty to saving throws
and AC for 1 round. When an enemy succeeds at a Will save
against one of your technomancer spells, it takes a -1 penalty
to saving throws against your spells for 1round. A creature can
take only one penalty from a mental mark at a time.

Spellshot (Sp)

® You can cast an area spell with a casting time of 1 standard
action or less through a ranged weapon, allowing you to use
the weapon’s range rather than the spell’s range. You must
target a single creature with your attack, and the spell's area




is centered on that creature, or originates at the creature’s
location for a cone or line effect (oriented in whichever
direction you choose), even if the spell would normally
be centered on or originate from a point. You can fire the
weapon as part of the standard action to cast the spell. You
must fire the weapon during the round that the casting is
completed, or the spell is wasted. If the attack misses, the
spell is wasted. Spells with an emanation effect that would
be centered on you don't benefit from this magic hack.

Tech Countermeasures (Su)

® As a move action, you can spend 1 Resolve Point to make it
more difficult for enemies to target you with technological
weapons for 1 round. Until the start of your next turn,
as a reaction just before an enemy attacks you with a
technological weapon, you can force that enemy to roll the
attack twice and take the lower result; if the weapon allows
a Reflex save instead of requiring an attack roll, you instead
gain the benefit of evasion (as the operative's class feature;
see page 93) against the attack. This magic hack has no
effect on spells that target you or on weapons or attacks that
are not technological in nature.

Widened Spell (Ex)

® When you cast a spell with a burst, emanation, or spread,
you can spend 2 Resolve Points to double its radius. For
instance, a spell with a 30-foot burst would have a 60-foot
burst instead. Spells that don't have an area of one of these
three types are not affected by this magic hack.

You must be 11th level or higher to choose these magic hacks.

Countertech Sentinel (Su)

® You can spend 1 Resolve Point to use your countertech magic
hack to counter a direct attack against an ally within 15
feet. You can't use countertech sentinel against attacks that
target an area. You must have the countertech magic hack to
choose this magic hack.

Eternal Spell (EX)

® Choose one 1st-level spell you know from the list of
technomancer spells in the Starfinder Core Rulebook. You can
cast it at will, as though it were a O-level spell. It still counts
as one of your 1st-level spells known, not one of your O-level
spells known. You can choose a 1st-level spell from a source
other than the Core Rulebook with the GM's permission.

Reboot Mind (Su)

® You can free someone from magical mental control or
conditions. As a standard action, you can spend 1 Resolve
Point and touch a willing creature. This restarts the subject’s
brain, ending all mind-affecting effects affecting it, as well
as all conditions that could be removed by greater remove
condition that were imparted on the creature by mind-
affecting effects, but the subject becomes stunned until the
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end of its next turn. Once you reboot a mind, you can’t use
this ability again for 24 hours.

You can attempt to reboot the mind of an ally who is
unwilling due to the influence of a mind-affecting effect. In
this case, the ally can attempt a new saving throw against the
effect at the same DC. If she succeeds, the ally can allow her
mind to be rebooted, but if she fails, you waste the expended
Resolve Point and action.

You can use this ability to reboot your own mind. If you're
unable to take actions, you can reboot your mind without
spending actions, but it must be the first thing you do on your
turn, and you are stunned until the end of your next turn.

Seeking Shot (Su)

® As a standard action, you can spend 1 Resolve Point to fire a
single shot from a ranged weapon at a target known to you
within range. The shot travels to the target, even around
corners. Only an unavoidable obstacle or the limit of the
weapon's range prevents the shot from reaching the target.
This ability negates cover and concealment modifiers, but
otherwise the attack is rolled normally.

You must be 14th level or higher to choose these magic hacks.

Phase Shat (Su)

® As a standard action, you can spend 1 Resolve Point to fire a
single shot from a ranged weapon at a target known to you
within range. The shot travels straight to the target, passing
through any nonmagical barrier in its way, ignoring hardness
and Hit Points (any magical barrier, such as a wall of force,
stops the shot). This ability negates cover and concealment
modifiers, but otherwise the attack is rolled normally.

Quickened Spell (Ex)

® You can cast a spell as a move action. You can spend 2 Resolve
Points to cast a quickened O-level spell or 4 Resolve Points to
cast a quickened 1st-level spell. You can quicken only spells
with a casting time of 1 full action or shorter. At 16th level, you
can spend 6 Resolve Points to cast a quickened 2nd-level spell.

Rain of Fire (Su)

® Once per day as a full action, you can spend 2 Resolve
Points to shoot a ranged weapon at multiple targets within
range; the maximum number of targets is equal to half your
technomancer level or the number of shots in your weapon,
whichever is lower. Each attack uses your highest attack
bonus, and each enemy can be targeted only by a single shot.

Spell Library (EX)

® You gain one extra spell known for each level of spell you
can cast. You must choose the new spells when you gain this
magic hack. If you gain access to a higher level of spell after
choosing this hack, you gain one extra spell known for that
spell level.
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THEME: MER

Your sorcery is a tool of war, and you fuse it with high-tech weapons.

ABILITY SCORES

Intelligence is your most important ability score because it enhances
your spells and abilities, Constitution helps you stay alive, and Strength
makes it easier for you to carry heavy weapons.

MAGIC HACKS
Empowered weapon (2nd)
Fabricate arms (5th)

Spellshot (8th)

Seeking shot (11th)
Phase shot (14th)

FEATS

Heavy Armor Proficiency

Heavy Weapon Proficiency

Longarm Weapon Proficiency

Weapon Specialization (heavy weapons)

SKILLS

Computers Physical Science
Engineering Piloting
Mysticism

CLASSES

CORPORATE TECHMAGE \,
\. THEME: ICON

You work for an important corporation, and when they need to get
something done, they call on you.

ABILITY SCORES

Intelligence is your most important ability score because it
enhances your spells and abilities, and Dexterity increase your
chances of not getting shot.

MAGIC HACKS
Fabricate tech (2nd)

Distant spell (5th)

Diviner's tap (8th)

Seeking shot (11th)
Spell library (14th)

FEATS
Combat Casting
Greater Spell Penetration
Skill Synergy (Culture and Sense Motive)

Spell Penetration

SKILLS

INES Mysticism
Culture Sense Mative
Engineering
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You use your sorcery to study all the strange things in the universe, You have devoted your life to the study of magic in all its forms, but
and you need to prepare yourself for any danger. you don't shy away from technology. SETTING

ABILITY SCORES ABILITY SCORES PATHFINDER
Intelligence is your most important ability score because it Intelligence is your highest ability score because it enhances your S=CL
enhances your spells, your abilities, and many of your skills, and spells and abilities, and Dexterity will allow you to hit more often

Constitution will help you survive. with spells that require ranged attack rolls.

MAGIC HACKS MAGIC HACKS

Countertech (2nd) Countertech sentinel (11th) Harmful spells (2nd) Eternal spell (11th)
Magic negation (5th) Rain of fire (14th) Debug spell (5th) Quickened spell (14th)
Tech countermeasures (8th) Mental mark (8th)

””””‘

FEATS FEATS

Greater Iron Will Skill Synergy (Computers and Agile Cast Spell Focus

Iron Will Engineering, Life Science and Greater Spell Penetration Spell Penetration
Physical Science) Penetrating Spell

SKILLS SKILLS

Computers Mysticism Computers Mysticism
Engineering Physical Science Engineering Physical Science
Life Science Life Science
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\ HETYPES

F rom the cunning operative to the deadly soldier, each core
class in the Starfinder Roleplaying Game draws upon a
central idea common to many characters found in science fantasy
settings. However, there is a vast universe of interesting and
useful character concepts beyond those easily represented by
the existing classes. Players can emulate some of these concepts
by choosing specific class features, selecting an appropriate
theme (see page 28), or multiclassing (see page 26) to combine
elements from more than one class. However, other concepts
demand changes to a character's focus that are beyond the
scope of the standard classes and themes. To encompass these
major differences, your character can take an archetype—a set of
alternate class features that alters or replaces class features you
would otherwise gain at specific levels.

An archetype is a character concept more specific and
involved than a theme, but not as comprehensive or broad as a
class. Each archetype represents a significant divergence from
the abilities of a typical member of the core classes. Archetypes
provide an additional layer of control for players who want to
fine-tune their character’s advancement.

An archetype generally grants abilities that aren’t otherwise
available to characters through a class, or it may grant easier
access to a specific set of appropriate abilities. In general, these
abilities aren't tied to the background of any one core class or
theme and aren't available to characters via other sources. For
example, the phrenic adept archetype (see page 128) could be
used for a character who is naturally psychic or who gained
psychic powers after being exposed to strange alien technology.
Without a similar background or event, other characters can't
gain these powers, making it more appropriate for an archetype
than a series of class features.

GAINING AN ARCHETYPE

You can gain an archetype when you achieve a new class level
in an eligible class matching the earliest level for which the
archetype offers an alternate class feature. The archetype is
then considered part of the class you gain a level in when you
level up. For example, if you are playing an envoy interested in
being a Starfinder forerunner, you must select that archetype
when you gain your 2nd level of envoy (the first level at which
the Starfinder forerunner has an alternate class feature). From
that point forward, whenever you gain an envoy class level,
you should check whether you gain an alternate class feature
from the Starfinder forerunner archetype, as well as whether
any envoy class features are altered or replaced. When you first
gain an archetype, read through all the altered or replaced class
features that will affect your character, and note these down;
for some classes (especially mystics and technomancers) these
changes affect features from levels before or after the levels at
which you gain archetype features.

You cannot add the same archetype to multiple classes
if you multiclass. For example, if a 2nd-level vesk envoy has
selected the Starfinder forerunner archetype and later decides
to multiclass and gain levels in the soldier class, the character
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cannot add the Starfinder forerunner archetype to his soldier
class. Every time he gains soldier levels, he follows the normal
character progression. If the character later gains more levels
in envoy, that class continues to have the Starfinder forerunner
archetype attached to it.

You also cannot add more than one archetype to a specific
class. For example, once you have added the Starfinder
forerunner archetype to the envoy class, you cannot add any
other archetype to that class. If you multiclass and gain a level
in a new class, you can add a new archetype to that class when
you reach the appropriate level.

When an archetype refers to class level, it is referring to
the number of levels you have in the class associated with
the archetype.

ALTERNATE CLASS FEATURES

An archetype grants alternate class features that replace or
alter class features normally granted by your class at one or
more levels. The possible levels at which an archetype might
grant an alternate class feature are 2nd, 4th, 6th, 9th, 12th, and
18th. An archetype might grant alternate class features at a few
of these levels or at all of them.

Each class has a specific list of the class features that
are altered or replaced, as defined in each class’s replaced
class features entry. For example, an envoy who selects the
Starfinder forerunner at 2nd level gains the trained for trouble
class feature granted by the Starfinder forerunner instead of
the envoy improvisation normally gained at 2nd level.

In some cases, a character gains a class feature at a later
level than she would normally, rather than not gain it all. In
these cases, a different class feature is generally replaced at the
level the delayed class feature is now acquired. For example,
a mechanic who has an archetype with a 9th-level alternate
class feature does not gain the override class feature until 10th
level. When this character's mechanic class level reaches 10th,
she gains the override class feature, but she doesn’'t gain the
mechanic trick normally gained at that level.

OTHER CONSIDERATIONS

While having an archetype may represent your training with
or membership in a specific faction, having the archetype
is generally not required for you to be considered part of a
faction. For example, the Starfinder forerunner (see page 129)
is specifically for characters who are part of the Starfinder
Society and who have received special training for participation
in Starfinder expeditions. However, it is not necessary to take
this archetype in order to become a member of the Starfinder
Society. The archetype represents only one possible path
within the society, not the sole choice for characters tied to
that faction.

Archetypes can generally be added to any class, though some
archetypes might note they are available only to specific classes
or might have other prerequisites you must meet to select
them. For example, an archetype that represents training in a
specific magic tradition might be available only to mystics and
technomancers, while an archetype designed for devotees of an
ancient monastery's fighting techniques might be available only
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to solarians and soldiers. An archetype notes in its description
whether it has any prerequisites or restrictions.

Altered or Replaced Envoy Class Features

For any level at which an archetype provides an alternate class

feature, an envoy who takes the archetype alters or replaces

the listed class features.

® 2nd, 4th, 6th, 12th, and 18th Levels: You
don't gain an envoy improvisation.

® You don't gain skill expertise with an
additional skill.

Altered or Replaced Mechanic Class Features

For any level at which an archetype provides an alternate class

feature, a mechanic who takes the archetype alters or replaces

the listed class features.

® 2nd, 4th, 6th, 12th, and 18th Levels: You
don't gain a mechanic trick.

® You don't gain the override class feature at
9th level. Instead, you gain it at 10th level, and you don't gain
the mechanic trick normally gained at 10th level.

Altered or Replaced Mystic Class Features

For any level at which an archetype provides an alternate class

feature, a mystic who takes the archetype alters or replaces the

listed class features.

® For the highest level of mystic spell you can
cast, reduce the number of mystic spells known by 1. At 2nd
level, this means you know two 1st-level spells and five O-level
spells, and at 3rd level, you know three 1st-level spells and six
O-level spells. At 4th level, you know four 1st-level spells, but
you know only a single 2nd-level spell (as 2nd level is now the
highest levels of mystic spell you can cast), and so on.

® You don't gain access to the highest-level
connection spell you would normally have access to.

® You don't gain access to the highest-level
connection power you would normally have access to.

® You either don't gain the healing touch class
feature or don't gain a feat you would otherwise gain from
reaching an odd-numbered character level (see page 26); this
feat could be the one normally gained at 9th level.

® At 11th level and again at 14th level, you don't
gain the increase to your channel skill bonus. Your channel
skill bonus is thus 1 lower than normal at 11th level and 2
lower than normal at 14th level—it remains +3 and doesn't
increase to +4 until 17th level).

® You don't gain access to the highest-level
connection power you would normally have access to. If
you would already not gain access to your highest-level
connection power, you instead don't gain access to the two
highest-level connection powers you would normally have
access to.

Altered or Replaced Operative Class Features

For any level at which an archetype provides an alternate class
feature, an operative who takes the archetype alters or replaces
the listed class features.

® 2nd, 4th, 6th, 12th, and 18th Levels: You
don't gain an operative exploit.

©® The amount of damage you deal with your
trick attack is 1d8 lower than normal.

Altered or Replaced Solarian Class Features

For any level at which an archetype provides an alternate class

feature, a solarian who takes the archetype alters or replaces

the listed class features.

® 2nd, 4th, 6th, 12th, and 18th Levels: You
don't gain a stellar revelation.

® You don't gain the zenith revelations class
feature at 9th level. Instead, you gain it at 10th level, and you
don't gain the stellar revelation normally gained at 10th level.

Altered or Replaced Soldier Class Features

For any level at which an archetype provides an alternate class

feature, a soldier who takes the archetype alters or replaces the

listed class features.

® 2nd, 4th, 6th, 12th, and 18th Levels: You
don’t gain a bonus combat feat.

© You don't gain the secondary fighting style
or secondary style technique class features at 9th level.
Instead, you gain both at 10th level, and you don't gain the
combat feat normally gained at 10th level. You still treat
your effective soldier level as your soldier level - 8 for the
purposes of your secondary style techniques.

Altered or Replaced Technomancer Class Features

For any level at which an archetype provides an alternate class

feature, a technomancer who takes the archetype alters or

replaces the listed class features.

® You don't gain the magic hack class feature
at 2nd level. Instead, you gain it at 5th level.

® For the highest level of technomancer spell
you can cast, reduce the number of technomancer spells you
know by 1. For example, at 5th level, this means you know
only two 2nd-level spells and four 1st-level spells, and at
6th level, you know three 2nd-level spells and four 1st-level
spells. At 7th level, you know four 2nd-level spells, but you
know only a single 3rd-level spell (as 3rd level is now the
highest level of technomancer spells you can cast), and so on.

® You don't receive the cache capacitor class
feature at 6th level. At 8th level, you can gain the cache
capacitor class feature in place of a magic hack. Depending on
the levels of your archetype’s alternate class features, you may
or may not gain additional cache capacitor slots at 12th or 18th
level. Regardless of when you gain cache capacitor, the first
instance acts as the cache capacitor normally gained at 6th
level, the second acts as the one normally gained at 12th, and
the third acts as the one normally gained at 18th.

® Your techlore ability doesn't increase at 9th
level. It instead increases to +3 at 11th level, and you don't
receive the magic hack normally gained at 11th level.

® 12th and 18th Levels: You don't gain an
additional cache capacitor slot (nor do you gain the option to
store its associated spells).
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PHRENIC ADEPT

While many mystics and technomancers are trained in psychic
traditions and terminology, there are also many characters who
gain mental powers outside the context of those spellcasting
classes. Phrenic adepts are able to draw on psychic abilities to a
much greater extent than most psychic races such as lashuntas
and shirrens, but their abilities lack the full depth and breadth of
a spellcaster’s power. They thus use their supernatural talents
to augment other options rather than drawing on them as their
primary source of power.

The majority of phrenic adepts are lashuntas and shirrens,
though members of other races can also develop such psychic
abilities. It is unusual for phrenic adepts to also be mystics or
technomancers, as most spellcasters channel all their eldritch
power into their class training, but it is not unknown.

Alternate Class Features
The phrenic adept grants alternate class features at 2nd, 4th,
6th, 9th, 12th, and 18th levels.

Phrenic Awakening (Su)

You gain limited telepathy, as per the lashunta racial trait (see
page 48). If your race already grants you limited telepathy (such
as with the lashunta and shirren races), you instead increase
the range of your limited telepathy by 60 feet.

You can also select two additional languages to act as
languages that you can use only to communicate telepathically
with creatures that know the language. If you learn the full
version of a language in which you can only communicate
telepathically through other means (such as investing ranks in
the Culture skill), you can select a new language to be able to
communicate telepathically in at the same time.

Additionally, you no longer need to meet the minimum
Charisma requirement of the feat Minor Psychic Power or of
any feat that has Minor Psychic Power as a prerequisite.

Phrenic Defense (Ex)

Your psychic powers give you additional defenses against
mental attacks. The first time you fail a saving throw against
a spell or effect with the emotion, fear, mind-affecting, or pain
descriptor (see page 269), you can spend 1 Resolve Point as a
reaction to immediately reroll the failed saving throw.

Even if the second saving throw fails, your stronger defenses
might reduce the effect of the spell or ability. If the spell or
ability deals damage, reduce the damage done by an amount
equal to your class level. If the spell or ability has a duration of
2 rounds or longer, reduce its duration by half.

Phrenic Senses (Sp)

You gain the power to sense mental abilities and the creatures
who have them. As a standard action, you can spend 1 Resolve
Point to activate your phrenic senses. This acts as the spell
arcane sight, except you see only magic sources with the
emotion, fear, mind-affecting, or pain descriptor. If you succeed
at a Mysticism check to determine a source’s school of magic,
you also learn which of these descriptors apply to it. If you
concentrate on a specific creature within 120 feet of you as a
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standard action to determine whether it has any spellcasting
or spell-like abilities (see arcane sight on page 340), you learn
only that it does if at least one of those abilities has one of
these descriptors, and you learn the caster level of only the
most powerful of these abilities.

While your phrenic senses are active, you also gain
blindsense (emotion) with a range of 30 feet. See page 262 for
more details about blindsense.

Lesser Phrenic Power (Sp)

Your psychic abilities have grown strong enough to allow you
to duplicate the effects of a few specific spells. Once per day,
you can cast a spell from the following list as a spell-like ability:
charm monster, clairaudience/clairvoyance, and psychokinetic
strangulation. At 13th level, you can use this ability twice per
day, and at 17th level, you can use this ability three times per
day. The save DC of these spells is equal to 10 + the spell level +
your key ability score modifier.

Phrenic Power (Ex)

Your psychic abilities have significantly strengthened, allowing
you to duplicate the effects of specific higher-level spells. Once
per day, you can cast a spell from the following list as a spell-
like ability: confusion, mind probe, and telepathic bond. At 16th
level, you can use this ability twice per day, and at 20th level,
you can use this ability three times per day. The save DC of
these spells is equal to 10 + the spell level + your key ability
score’'s modifier.

Greater Phrenic Power (Su)

Your psychic powers have grown to grant you potent mental

abilities. Once per day you can use one of the following abilities.

The save DC of these abilities is equal to 10 + half your class

level + your key ability score modifier.

® Mass Synesthesia: As a standard action, you can scramble
the senses of creatures, causing their sensory input to be
processed by the wrong senses, such that noises trigger
bursts of color, smells are perceived as sounds, and so on.
You can target one creature per 2 class levels, no two of
which can be more than 30 feet apart and all of which must
be within 100 feet of you. Each target must succeed at a
Will save or be staggered and forced to treat all creatures
as having concealment (see page 253) for 1 round per class
level you have. Abilities that negate or reduce the effects of
concealment have no effect on mass synesthesia. This is a
mind-affecting ability.

® Psychic Crush: As a standard action, you can invade the mind
of a single creature within 60 feet of you. You deal 15d8
nonlethal damage and cause the target to be sickened for
1 round per class level you have. If the target succeeds at a
Fortitude save, it takes half damage and is not sickened. This
is a pain effect.

® Thought Shield: As a move action, you can grant yourself
a +5 enhancement bonus to saving throws against mind-
affecting effects for 1 round per class level you have. For this
duration, you are also immune to spells and effects that allow
creatures to read your thoughts.




STARFINDER FORERUNNER

Members of the Starfinder Society (see page 479) spends a
considerable amount of time, money, and effort exploring
places their fellow Pact Worlds citizens have never been.
Whether they're investigating the ruins of ancient cultures,
worlds with no modern technology, or civilizations with no prior
contact with the Pact Worlds, Starfinders are always pushing
the boundaries of explored space in a quest for snippets of
knowledge about the edges of history before and after the Gap.
When possible, these expeditions are preceded by, or at least
accompanied by, a Starfinder forerunner who is specifically
trained in exploration, scouting, and survival.

Not all members of the Starfinder Society are forerunners,
and not all forerunners take this archetype. The archetype
represents an expert who has spent years studying with and
apprenticing under more experienced forerunners.

The majority of forerunners are envoys, mystics, and
operatives, though forerunners who have levels in other classes
also exist.

Alternate Class Features

The Starfinder forerunner grants alternate class features at
2nd, 4th, and 6th levels.

Trained for Trouble (Ex)

You gain Culture and Survival as class skills. For each of these
skills that is already a class skill for you (or becomes a class
skill) from a source other than this archetype, once per day you
can choose to roll a check with that skill twice and take the
best result.

You can attempt Engineering, Life Science, and Mysticism
skill checks to identify creatures (see page 133) even if you are
not trained in those skills. You can attempt Survival skill checks
to endure severe weather while moving at your full overland
speed and receive the bonus you would normally receive for
moving at half your overland speed. You can also attempt
Survival checks to live off the land while moving at your full
overland speed.

Ready for Anything (Ex)

As an advance scout and planner for larger expeditions, you
have trained yourself to be ready for nearly anything. This
experience and expertise at planning gives you a number
of abilities.

When you are able to act in the surprise round of a combat,
you gain a +2 bonus to your initiative check for that combat.

When you successfully identify a creature with a skill check
(see page 133), you learn one more useful piece of information
than normal. When you reach 11th level in the class with which
you took this archetype, you instead learn two more pieces of
useful information than normal.

When you attempt a Culture check to decipher writing (see
page 139), there is no chance you will misconstrue the message
(though you might still be unable to translate it), and you can
take 20 (see page 133) on Culture checks to decipher writing
even if you are not trained in Computers and don't have access
to a computer or downloaded dataset.
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Field Fix (Ex)

You've spent enough time in strange lands, far from the safety of
known civilization, to learn to patch up technology and vehicles—
and even yourself and fellow travelers—using whatever is at
hand. Once per day as a standard action, you can spend 1 Resolve
Point to regain a number of Stamina Points equal to your class
level (up to your maximum). Alternatively, you can take 10
minutes and spend 1 Resolve Point to restore Hit Points equal to
your class level to one vehicle, piece of equipment, or creature.
It is assumed you have gathered whatever materials you need
to perform this action in your normal activities.
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Whether you are a battle-hardened soldier who can freeze a
foe’s blood with a glance, a garrulous envoy who can blend into

any social situation, or a brilliant technomancer with knowledge
about every subject in the galaxy, sKills represent some of your
most fundamental abilities. At 1st level, you start with a number
of sKill ranks determined by your class, representing your initial
training, and you gain more skKill ranks as you gain levels, allowing
you to improve in sKills you already have or gain new ones.

ACQUIRING SKILLS

Each level, including 1st level, you gain a number of skill ranks.
The number you gain is determined by the class chosen for that
level (as noted on the chart below), adjusted by your Intelligence
modifier (though you always gain a minimum of 1 skill rank per
level). For instance, if you create a 1st-level technomancer with
an Intelligence score of 18, you gain 8 skill ranks per level: 4
ranks from the technomancer class and 4 more ranks because
your Intelligence modifier is +4.

Investing a rank in a skill represents training gained through
experience or intense study. Each skill rank increases your total
skill bonus by 1 (see Skill Checks below)—as you level up, you can
invest new ranks to upgrade existing skills or learn new ones.
Your skill ranks in a single skill can't exceed your total character
level. Skills in which you've invested ranks are called trained
skills; skills in which you have no ranks are untrained skills.

Each class also features a number of favored skills, called
class skills (see Table 5-1 on page 134). It's easier for you to
become proficient in your class skills. Class skills in which you
have at least 1rank are known as trained class skills; you gain a
+3 bonus to skill checks with such skills. If you have more than
one class, you gain the class skills from all your classes. The
bonus for trained class skills doesn't increase for skills in the
class skill lists of more than one of your classes—it remains +3.

CLASS SKILL RANKS PER LEVEL
Envoy (ENV) 8 + Int modifier
Mechanic (MEC) 4 + |nt modifier
Mystic (MYS) 6 + Int modifier
Operative (OPR) 8 + Int modifier
Solarian (SLN) 4 + Int modifier
Soldier (SLD) 4 + |nt modifier
Technomancer (TEC) 4+ Int modifier

SKILL CHECKS

No matter how skilled you become, when using skills, success is

rarely certain. To determine whether you succeed when using a

skill, you attempt a skill check: roll 1d20 and add your total skill

bonus to the roll. Your total skill bonus includes the following.

® Skill Ranks: Each skill rank you've invested in the skill
increases your total skill bonus by 1.

® Trained Class Skill Bonus: If the skill is a trained class skill for
you, you gain a +3 bonus.
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® Associated Ability Score Modifier: Each skill has an
associated ability score modifier listed in its entry; add this
modifier to your total skill bonus.

® Other Modifiers: Sometimes your race, your feats, items
you are using, spells affecting you, or other mitigating
circumstances confer additional bonuses or penalties. For
instance, any skill with “armor check penalty” listed in its
heading is harder to use effectively while wearing bulky

armor, and you apply an armor check penalty (see page 196)

to all skill checks of that type while wearing such armor.
The total of 1d20 + your total skill bonus is referred to as the
result of your skill check. If the result of your skill check equals
or exceeds the difficulty class (also called the DC) of the task you
are attempting, you succeed. If the total is less than the DC, you
fail. Sometimes a task features varying degrees of success or
failure depending on how much your result is above or below the
required DC. The GM is responsible for determining the DCs of
skill checks (see Skill DCs on page 392 for more details).

Often, using a skill requires taking an action, or it is taken as
part of some other action. The action depends on the skill and
the specific task listed in that skill. Each skill description details
a number of common tasks for which that skill is used. Your GM
will also prompt you to roll nonstandard skill checks when the
circumstances of the game demand it.

Sometimes you attempt a skill check not to accomplish a task,
but to thwart someone else’s task or action. This is called an
opposed skill check. With an opposed skill check, one creature
attempts a skill check to try accomplish some action or task, while
another creature attempts its own skill check to determine the
DC the first creature must meet or exceed to accomplish its goal.
Typically, attempting an opposed skill check to determine the DC
requires no action, but it often requires you to be conscious or
have the ability to take certain types of actions when you do so.

On occasion, it's impossible for you to attempt a skill check.
Sometimes the situation prevents you from rolling a skill check,
and other times the skill in question requires special training in
order to attempt. Skills that require special training are called
trained-only skills and are marked as such in their headings.
Unless otherwise noted in the skill's description, you can't attempt
an untrained skill check to accomplish a task using a trained-only
skill; you must have at least 1 rank in that skill to attempt a check.

The table that begins the following page summarizes the
differences between trained and untrained skills.
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SKILL CHECK TYPE SKILL CHECK RESULT

Trained class skill 1d20 + skill ranks + 3 + ability score
modifier + other modifiers”

Trained skill 1d20 + skill ranks + ability score modifier

+ other modifiers”
1d20 + ability score modifier + other
modifiers”
* Armor check penalties apply to most Strength- and Dexterity-based
skill checks.

Untrained skill

Take 10

Most of the time, you attempt skill checks while under pressure
or during times of great stress. Other times, the situation is
more favorable, making success more certain.

When you are not in immediate danger or distracted, the
GM might allow you to take 10 on a skill check. When you
take 10, you don't roll a d20, but rather assume that you rolled
a 10 on that die, then add the relevant skill modifiers. For
many routine tasks, or for tasks you are particularly skilled at,
taking 10 ensures success. If you still fail when taking 10, you
might require more time and energy to succeed at that task
(see Take 20 below).

Unless you have an ability that states otherwise, you cannot
take 10 during a combat encounter. Also, you can't take 10
when the GM rules that a situation is too hectic or that you are
distracted, and taking 10 is almost never an option for a check
that requires some sort of crucial effect as a key part of the
adventure's story.

Take 20

When you have plenty of time to devote to a skill's task and
that task has no adverse effect upon failure, the GM might
rule that you can take 20 on that skill check. This is similar
to taking 10, but instead of assuming your roll was a 10, you
assume it's a 20.

Taking 20 means you are making multiple attempts at the
task until you get it right. It also assumes that you are failing
many times before you succeed. Taking 20 typically takes 20
times as long as attempting a single check would take (usually
2 minutes for a skill that takes a standard action to perform).

Aid Another

The GM might rule that you can help someone succeed at a skill
check by performing the same action and attempting a skill
check as part of a cooperative effort. To do so, you must attempt
your skill check before the creature you want to help, and if
you succeed at a DC 10 check, that creature gains a +2 bonus
to his check, as long as he attempts the check before the end
of his next turn. At the GM's discretion, only a limited number
of creatures might be able to aid another. You cannot take 10 or
take 20 on an aid another check, but you can use aid another to
help a creature who is taking 10 or 20 on a check.

IDENTIFY CREATURES

You can use certain skills to identify creatures. The skill used to
identify each creature type is listed below and in the individual
skill descriptions. A successful skill check allows you to recall a

—— CORE RULEBOOK

useful piece of information about a specific creature, such as its
special powers or vulnerabilities. For every 5 points by which
the result of your check exceeds the DC, you recall another
piece of useful information. You can attempt untrained skill
checks to identify a creature if the DC is 10 or less. You can
take 20 on a check to identify a creature, but only if you have a
means of performing research, such as access to an information
network like a planetary infosphere or a downloaded data set
(see page 430); this typically takes 2 minutes.

The DCs for skill checks to identify creatures are based on the
creature’s rarity.

CREATURE RARITY DC

Very common (space goblin) 5+1-/2 x creature’s CR
Average (most monsters) 10 +1-1/2 x creature’s CR
Rare (novaspawn) 15 +1-/2 x creature’s CR

The list of creature types below indicates which skill is used
to identify each creature type.

CREATURE TYPE SKILL
Aberration Life Science
Animal Life Science
Construct (magical) Mysticism
Construct (technological) Engineering
Dragon Mysticism
Fey Mysticism
Humanoid Life Science
Magical beast Mysticism
Monstrous humanoid Life Science
Ooze Life Science
Qutsider Mysticism
Plant Life Science
Undead Mysticism
Vermin Life Science

RECALL KNOWLEDGE

You can use certain skills to recall knowledge about specific
topics. The topics a given skill relates to are detailed in the
individual skill descriptions. A successful skill check allows
you to answer questions about the topic in question. You can
attempt untrained skill checks to recall knowledge if the DC
is 10 or less. You can take 20 on this check, but only if you
have a means of researching, such as access to an information
network or downloaded data set (see page 430); this typically
takes 2 minutes.

The DCs for skill checks to recall knowledge are determined
by the GM and are based on how well known the piece of
knowledge is, using the following guidelines.

QUESTION DIFFICULTY BASE DC
Really easy questions 5
Average questions 15
Very difficult questions 20t030

The specific topics and the skills you use to recall knowledge
about them are listed in the small table below.
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TABLE 5-1: SKILL SUMMARY
SKILL
Acrobatics
Athletics

Bluff
Computers
Culture
Diplomacy
Disguise
Engineering
Intimidate

Life Science
Medicine
Mysticism
Perception
Physical Science
Piloting
Profession
Sense Mative
Sleight of Hand
Stealth

Survival
v'=Class Skill; * Armor check penalty applies.
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SKILL RECALLED KNOWLEDGE TOPICS
Culture A culture's customs, laws, government,
leaders, prominent inhabitants, legends,
religion, history, and related topics
Life Science Bioengineering, biology, botany, ecology,
genetics, xenobiology, zoology, and other
fields of biological science
Mysticism Alchemical theory, arcane symbols, deities,

magic traditions, the planes, religious
traditions and symbols, and related topics
Astronomy, chemistry, climatology,
geography, geology, hyperspace,
meteorology, oceanography, physics, and
other fields of natural science
A specific profession and related topics

Physical Science

Profession

SKILLS AND STARSHIP COMBAT

Whether you're attempting a complicated flying maneuver,

patching a power core, or scanning enemy vessels, skills are a

vital part of the system that governs combat between starships.
When choosing your skills, you might want to keep in mind

which role you'd like to perform in starship combat.

® If you want to be a skilled pilot, invest ranks in Piloting.

® If you want to be an effective engineer, invest ranks in the

Engineering skill.

If you want to be a capable science officer, invest ranks in the

Computers skill.

If you want to be an adept gunner and your base attack bonus

isn't equal to your level, invest ranks in the Piloting skill.

If you want to be a worthy captain, invest ranks in one or all

®

of Bluff, Diplomacy, and Intimidate, as well as any or all of the
skills listed for the other roles.
For more information on starship combat, see page 316.

SKILLS
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SLN SLD TEC  UNTRAINED?  ABILITY
v/ v - Yes Dex”
v v - Yes Str*
- - - Yes Cha
- - No Int
= = = No Int

- - Yes Cha
- - - Yes Cha
= v/ v No Int
v v/ - Yes Cha
- - v No Int
- v - No Int
v - v No Wis
v - - Yes Wis
v - v No Int
- v v Yes Dex
v v v/ No Cha, Int, or Wis
v - Yes Wis
- - v No Dex”"
v/ = - Yes Dex”"
- v - Yes Wis

SKILL DESCRIPTIONS

This section explains each skill, including common uses and
tasks, typical modifiers, and sometimes even established DCs.
Your GM may require or allow you to use skills for tasks other
than those listed here. For a complete summary of skills, see
Table 5-1 above.

Each skill description is formatted in the following way.

Skill Name: The skill name heading provides not only the
name for the skill, but also the following information.

Key Ability: The abbreviation for the ability score modifier
that is added to skill checks of this type is provided in the
parenthetical after the skill's name.

Trained Only: If this notation is included in the parenthetical
after the skill's name, the skill is a trained-only skill, and you can
accomplish tasks and attempt checks with this skill only if you
have at least 1 rank in that skill. All other skills and their tasks
can be attempted untrained, whether or not you have ranks
in that skill. Rarely, a trained-only skill may have certain uses
that can be attempted untrained, or a skill that doesn’t normally
require training might have a particular use for that training.

Armor Check Penalty: If this notation occurs in the
parenthetical, an armor check penalty (from the armor you are
wearing; see page 196) applies to checks with this skill.

Description: The skill's description contains an overview of
the skill's scope, followed by a number of entries that detail
the tasks most commonly performed using that skill. The
task entries also contain information about the type of action
commonly required to achieve the task, whether or not you can
try the task again if you fail, or special effects that occur if you
fail a check. Typically, you can't take 20 to accomplish a task
that does not allow you to try it again after a failure, or that has
special effects if you fail a skill check.
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ACROBATICS
(DEX; ARMOR CHECK PENALTY)

You can keep your balance while traversing narrow or treacherous
surfaces, escape from restraints, and tumble to avoid attacks.
You also use Acrobatics to determine the success of difficult
maneuvers while flying.

Balance

As part of a move action, you can use Acrobatics to move
across narrow surfaces and uneven ground without falling. A
successful check allows you to move at half your land speed
across such a surface. While balancing, you are flat-footed. If
you fail the Acrobatics check to begin moving across a narrow
surface or uneven ground, your move action ends at the point
just before you'd need to begin balancing. If you fail the check
while already balancing (having succeeded on a previous turn),
you fall prone and the GM may rule that you start falling,
depending on the type of surface you are moving across.

If you take damage while balancing, you must immediately
attempt an Acrobatics check at the initial DC. On a success, you
remain balancing (and can continue to move if it is your turn).
If you fail, you fall prone and, depending on the type of surface
you are balancing upon, the GM can rule that you start falling.
You can't take 20 on Acrobatics checks to balance.

The DCs for Acrobatics checks to balance are based on
the width of the surface you are traversing, but can also be
adjusted based on environmental circumstances such as slope
and surface conditions. Such modifiers are cumulative; use all
that apply.

SURFACE WIDTH DC
Greater than 3 feet wide”

3-1feet wide" 5

11-7 inches wide 10
6-2 inches wide 15
Less than 2 inches wide 20

* No Acrobatics check is needed to move across these surfaces unless a
DC modifier (see the table below) increases the DC to 10 or higher.

CIRCUMSTANCE" DC MODIFIER
Slightly obstructed (gravel, sand) +2
Severely obstructed (cavern, rubble) +5
Slightly slippery (wet) +2
Severely slippery (icy) +5
Slightly sloped (<45 degrees) +2
Severely sloped (>45 degrees) +5
Slightly unsteady (rough spaceflight) +2
Moderately unsteady (jostled spacecraft) +5
Severely unsteady (earthquake) +0

* These circumstances apply to the balance and tumble tasks of
Acrobatics and the jump task of Athletics.

Escape

You can use Acrobatics to escape from grapples, pins, and
restraints. Attempting to escape from a grapple or pin is
a standard action. On a success, you free yourself from
the grapple or pin and no longer have the grappled or

—— CORE RULEBOOK

pinned condition. The DC to escape a grapple or pin is typically
10 + the grappler's Kinetic Armor Class. Escaping from
restraints can take 1 minute or more, depending on the type
of restraint. The DC to escape from restraints is based on the
nature of the restraints and sometimes the CR of the creature
that did the binding (see the table below). You can take 20 on
Acrobatics checks to escape from most restraints, but not on
checks to escape grapples.

CIRCUMSTANCE DC

Grappled or pinned 10 + grappler's KAC
Restrained by bindings/rope 20 +1-1/2 x opponent’s CR
Restrained by manacles 30

Fly

The basic rules for flight and how to move while flying are
found on page 259. Generally, you need to attempt an
Acrobatics check while flying only if you attempt a difficult
maneuver or are in dangerous wind conditions. Usually, these
checks are attempted as part of a move action while flying.
You receive a bonus or penalty to Acrobatics checks to fly
depending on your maneuverability: a -8 penalty for clumsy
maneuverability, no bonus for average maneuverability, or a
+8 bonus for perfect maneuverability.

The following situations require Acrobatics checks and
have consequences for failure. The DCs for such checks are
based on the current wind and air conditions and other factors
determined by the GM. You can't take 20 on Acrobatics checks
to fly.

Avoid Falling Damage

® If you are falling and you can fly, you can attempt an
Acrobatics check as a reaction to negate the damage from
the fall. If you fail, you fall normally. If you have perfect
maneuverability, you can avoid falling damage automatically
without attempting a check.

Fly in Dangerous Wind Conditions

® The more violent the wind conditions, the more difficult it
is to keep flying. In conditions of windstorm or higher (51+
mph; see page 400), you must attempt an Acrobatics check
to stay aloft each time you move. If you fail this check,
you cannot move. If you fail this check by 5 or more, you
are blown 2d6 x 10 feet in the direction of the prevailing
wind (or in a direction decided by the GM), and take 2d6
bludgeoning damage. You can't take 10 on Acrobatics
checks to fly in dangerous wind conditions.

Hover

® Safe flight typically requires momentum. If you wish to
stay in place, or hover, while flying, you must attempt an
Acrobatics check as a move action. If you fail, you fall. If you
have clumsy maneuverability, you cannot hover at all. If you
have perfect maneuverability, you can hover automatically
without attempting a check, though you can hover as a
swift action instead of a move action if you succeed at an
Acrobatics check (there is no penalty for failure).
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The DCs for Acrobatics checks to fly are based on the prevailing
wind conditions. The following chart provides the base DCs for
air conditions, whether an Acrobatics check is required to fly in
those air conditions, and whether a creature can take 10 on an
Acrobatics check to fly. These wind conditions typically represent
fairly clear skies and consistent wind speeds. The DC increases by
as much as 5 for choppy wind or airborne debris, or 10 for both.

WIND CHECK

CONDITIONS DC  REQUIRED? TAKE10?
Light to moderate (0-20 mph) 15 No Yes
Strong (21-30 mph) 17 No Yes
Severe (31-50 mph) 19 No Yes
Windstorm (51-74 mph) 27 Yes No
Hurricane force (75-174 mph) 33 Yes No
Tornado force (175+ mph) 39 Yes No
Tumble

As long as you do not have the encumbered or overburdened
condition (see pages 275-276), you can use Acrobatics to move
through a space threatened by an enemy or enemies without
provoking attacks of opportunity from them. Tumbling is a move
action, and you move at half speed. The DC to move through
an opponent’s threatened area is 15 + 1-1/2 x the opponent’s
CR. If multiple opponents are threatening the same space,
you attempt one check with a DC based on the opponent with
the highest CR, and the DC increases by 2 for each additional
opponent beyond the first.

You can also tumble directly through an opponent’s space;
the DC is 20 + 1-1/2 x the opponent’s CR. If you fail this check,
you stop moving adjacent to your opponent and provoke an
attack of opportunity.

If you attempt to move through multiple threatened spaces
or opponents’ spaces during the same round, you must succeed
at a check for each space, and the DC of each check beyond the
first increases by 2. For example, if you tumble through a space
threatened by two CR 1 creatures and a CR 2 creature, the DC =
15+ 3 + 2 + 2 = 22. If you then tumble through the space of the
CR 2 creature, the DC =20 + 3 + 2 = 25.

In all of these cases, the DC is modified by the same
environmental circumstances that apply to the balance task of
Acrobatics (see page 135). If you fail the check, you provoke
attacks of opportunity as normal. If you want to move at full
speed while tumbling, you take a -10 penalty to the check. You
can use Acrobatics to tumble while prone, but you can move
only 5 feet as a full action and take a -5 penalty to the check.

Use the following base DCs for Acrobatics checks to tumble.

SITUATION DC*
Move through a threatened area 15 +1-1/2 = opponent’s CR
Move through an enemy’s space 20 +1-1/2 = opponent’s CR

“The DC increases by 2 for each additional threatened space or
opponent’s space you move through in 1 round.

ATHLETICS
(STR; ARMOR CHECK PENALTY)

You can scale vertical surfaces, leap over obstacles, and swim.

SKILLS

Climb

As part of a move action, you can use Athletics to climb up, down,
or across a slope, a wall, or another steep incline. You can even
climb on a ceiling, provided it has handholds, but you cannot climb
on a perfectly smooth surface. On a successful check, you move at
half your land speed across such a surface. If you fail the check by
4 or less, you make no progress. If you fail by 5 or more, you fall.
You can't take 20 on an Athletics check to climb. You need at least
two hands to climb, but you can cling to a wall with one hand while
you cast a spell, shoot a small arm, or take some other action that
takes only one hand. While climbing or clinging to a wall, you are
flat-footed. If you have a climb speed (see page 259), you receive
a +8 bonus to Athletics checks to climb and don't need to attempt
Athletics checks to climb except in hazardous circumstances.

The DCs for Athletics checks to climb are based on the object
being climbed, but can also be adjusted based on environmental
circumstances such as gravity, winds, and surface conditions.
Such modifiers are cumulative; use all that apply.

OBJECT BEING CLIMBED DC
A slope of more than 45 degrees, a ladder, or a knotted rope 5
with a wall to brace against
An unknotted cable or rope with a wall to brace against, or 10
a knotted rope without a wall to brace against
A rough surface or a wall with adequate handholds, like 15
a natural rock surface, a cavern wall, or an artificial wall
with cabling

An unknotted cable or rope without a wall to brace against
A ledge from which you are dangling by your hands

An uneven surface with narrow handholds, like a stone or 20
brick wall
A relatively smooth surface with occasional handholds, like 25
a space station wall or an ice wall
An overhang or a ceiling with handholds only 30
A perfectly smooth surface -

CIRCUMSTANCE DC MODIFIER
Bracing against two opposite walls -10
Climbing a corner or bracing against perpendicular walls -5
Climbing in zero or low gravity 5
Climbing in heavy gravity” +5
Wet or slightly slippery walls +2
Icy or severely slippery walls® +5
Climbing in strong wind (21-30 mph) +2
Climbing in severe wind (31-50 mph)” +5
Climbing in a windstorm (51-74 mph)* +10
Climbing in hurricane-force wind (75-174 mph)* +20
Climbing in tornado-force wind (175+ mph)” +30

* Hazardous circumstance; creatures with a climb speed must attempt a
check in these conditions.

Jump

As part of a move action, you can use Athletics to horizontally
or vertically jump a distance no greater than your remaining
amount of movement. If you take a 10-foot running start just
prior to the jump attempt, the DC is equal to the number of
feet you are attempting to jump horizontally, or four times
the number of feet you are attempting to jump vertically.
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If you do not take a running start, the DC of the check doubles.
The DC is modified by the same environmental circumstances that
apply to Acrobatics checks to balance (see page 135). If you fail the
check, you fall. If you fail by 5 or more, you fall prone even if you
don't take any damage from the fall. Creatures with a land speed of
35 feet or more gain a +4 bonus to Athletics checks to jump. This
bonus increases by 4 for every 10 by which a creature's land speed
exceeds 40 feet. You can't take 20 on Athletics checks to jump.

Swim

As part of a move action, you can use Athletics to swim. On a
successful check, you move half your land speed through water
and similar fluids. If you fail the check by 4 or less, you make no
progress. If you fail by 5 or more, you sink beneath the surface
or sink deeper, and you must hold your breath or begin drowning
(see page 404). If you do not have a swim speed (see page 259),
for each hour you swim, you must succeed at a DC 20 Athletics
check or take 1d6 nonlethal damage from fatigue. If you have a
swim speed, you receive a +8 bonus to all Athletics checks to
swim and don't need to attempt Athletics checks to swim except
in hazardous circumstances (see the table below).

The DCs for Athletics checks to swim are based on the
prevailing conditions, but can also be adjusted based on
environmental circumstances such as currents or the presence of
debris. Such modifiers are cumulative; use all that apply.

ENVIRONMENTAL CONDITIONS DC
Calm 10
Rough 15
Stormy” 20
Maelstrom” 30

* Unless you have a swim speed, you can't take 10 on an Athletics check
to swim in stormy or maelstrom water, even if you're not otherwise
threatened or distracted.

CIRCUMSTANCE DC MODIFIER
Light debris or disruption +2
Heavy debris or disruption” +5
Swimming with a current” +5
Swimming against a current” +10
Swimming against a jet of liquid or a strong current” +15

* Hazardous circumstance; creatures with a swim speed must attempt a
check in these conditions.

BLUFF (CHA)

You can use words and actions to create distractions,
misdirect your opponents, tell convincing lies, and pass along
secret messages.

Diversion

As a move action, you can use Bluff to create a diversion.
Your Bluff check is opposed by the Sense Motive check of the
creature you are attempting to beguile. If you succeed, you can
either attempt the hide task of Stealth as if you had cover or
concealment, or you gain a +10 bonus to perform the palm an
object task of Sleight of Hand (your choice). Occasionally, your
Bluff check might be opposed by several creatures (for instance,

if you are on a crowded space station promenade); in such cases,
the GM might decide to roll several Sense Motive checks, and you
succeed only against creatures with Sense Motive results lower
than your Bluff result.

Feint

As a standard action, you can use Bluff to feint in combat, enabling
you to treat your opponent as flat-footed for your next attack
against it before the end of your next turn. The DC of this check is
equal to either 10 + your opponent’s total Sense Motive skill bonus,
or 15 + 1-1/2 x the opponent’s CR, whichever is greater. You can't
feint against a creature that doesn’t have an Intelligence score, and
you cannot take 10 or take 20 on a Bluff check to feint.

Lie

You can use Bluff to deceive someone or tell a convincing lie. A
quick, simple lie in combat is part of combat banter; otherwise,
telling a lie is at least a full action, but it can take longer if the lie
is elaborate, as determined by the GM. If the creature is suspicious
or attending carefully to your lie (as per the detect deception task
for Sense Motive), the check is opposed by the Sense Motive check
of the creature you are lying to; otherwise, the DC of this check
is equal to 10 + the creature’s total Sense Motive skill bonus. If
you succeed, the creature you are lying to believes you are telling
the truth, at least until confronted with evidence to the contrary.
The GM may determine that some lies are so improbable that it is
impossible to convince someone they are true.

The DCs for Bluff checks to lie are adjusted based on the target's
initial attitude toward you (see Diplomacy on page 139) as well as
other circumstances determined by the GM (such as the plausibility
of the lie).

INITIAL ATTITUDE DC MODIFIER
Hostile +10
Unfriendly +5
Indifferent +0
Friendly -5
Helpful 5

Pass Secret Message

You can use Bluff to pass a secret message to an ally without
others understanding the message’s true meaning. Doing so
in combat is part of combat banter. The DC of this check is 15
for simple messages and 20 for more complex messages, as
determined by the GM. Those overhearing the message can
attempt an opposed Sense Motive check to learn the gist of the
message. You cannot take 20 on a Bluff check to pass a secret
message.

COMPUTERS (INT; TRAINED ONLY)

You can operate, manipulate, and hack into computer systems.
If you don't have physical access to a computer system’s user
interface, you must use a hacking kit to access and manipulate
the system. Details of computers themselves begin on page 213.

Computers are set up to give one or more authorized users
“root access,” allowing them to access any information or
function of the computer as a standard action, with no need for
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a Computers check. Firewalls can block off specific sections of a
computer and grant different users root access to those sections.

The base DC for many of the tasks of the Computers skill
is equal to 13 + (4 x the computer's tier). These DCs may be
adjusted by the GM to reflect other circumstances.

Access Unsecured System

You can use Computers to access an unsecured computer
system's most basic functions. The DC to access the information
or functions of a public computer with no countermeasures or
firewalls is generally 10. Unlike other tasks of the Computers
skill, you can attempt to access a system untrained if you take
20 on the task, requiring 2 minutes. Secured computer systems,
and secured sections of an unsecured system, can be accessed
by making a Computers check to hack a system (see page 139).

Craft Computer
If you have enough ranks in Computers, you can build
computers. See page 235 for the crafting rules.

Create or Detect Forgery

You can use Computers to forge official documents. This takes
1d4 minutes. The GM rolls the Computers check to create a
forgery in secret, so you're not sure how good your forgery is.
This check is opposed by the Computers check of anyone who

§ SKILLS ~

examines the document to determine its authenticity.

The DCs for Computers checks to detect a forgery are based
on the type of forged document as well as other circumstances
determined by the GM, as shown in the table below.

CIRCUMSTANCE DC MODIFIER
Document contradicts knowledge or orders -2
Type of document is well known to examiner -2
Type of document is unknown to examiner +2
Examiner only casually reviews document +2
Forger has a sample of a similar document +8

Destroy or Repair System or Module

You can use Computers to repair a computer system or module
that has been disabled, or destroy one that has been either
removed or disabled by spending 10 minutes per tier of the
computer system working on the computer. The DC is based on
the tier of the computer system. If you are repairing a disabled
module or system and you fail the check by 5 or more, you
accidentally destroy the module or system. You can't take 20
on a Computers check to destroy or repair a computer system.

Detect Fake Shell

If you have access to a computer, but not root access, you may
actually only have access toafake shell (acomputer countermeasure




that grants access to fake files instead of real ones). If you succeed
at the check, you realize that you have accessed a fake shell. The
DC is based on the tier of the computer system.

Disable or Manipulate Module

A character with root access to a computer can disable or
manipulate a countermeasure or module as a standard action with
a DC 10 Computers check. If you have access (but not root access)
to a computer, you can attempt a Computers check to activate,
add, disable, or manipulate any countermeasure or module. If
you want to affect a countermeasure or module that is behind
a firewall, you must first hack the system (see below) to gain
access to it. Activating or disabling a countermeasure or module
generally takes a standard action. Adding or removing a module
generally takes 1 minute per tier of the computer. All of these
tasks have a DC equal to the DC to hack the system. You cannot
take 20 on a Computers check to disable or manipulate a module.

Gain Root Access

If you have access to a computer, you can attempt to upgrade
your authorization to gain root access. This works similar to
hacking the same computer, but the DC is 20 higher. In many
cases it is impossible to gain root access, and every task beyond
the computer's basic functions must be attempted as a separate
check to destroy, repair, disable, or manipulate modules or
countermeasures. If a firewall has been set to have a different set
of authorized users with root access, you must gain root access
to it separately. Once you have root access to a computer, you can
alter who else is granted root access with a successful Computers
check to hack the system.

Hack System
You can use Computers to hack a computer system to which you
don't already have access. Hacking a computer system typically
takes one full action per tier of the computer system. You can cut
this time in half (to a minimum of one full action) for every 5 by
which you increase the DC of the Computers check. If you succeed
at the check, you gain access to any part of the computer that is
not behind a firewall (see page 217). This allows you to use the
basic functions of the computer), and to make further checks that
require you to have access. Accessing parts of a computer behind
a firewall requires an additional Computers check for each firewall.
If you fail a Computers check to hack a system, you might
trigger a countermeasure, if one has been installed. If you take 20
on a Computers check to hack a system with countermeasures
without first disabling or destroying them, the countermeasures
are automatically activated.

CULTURE (INT; TRAINED ONLY)

You are a student of the vast number of known cultures in the
galaxy, and you have a deep and rich understanding of the
undercurrents of cultures and language in general. Each time
you take a rank in Culture, you learn to speak and read a new
language. See page 41 for a list of common languages.

Decipher Writing

You can use Culture to decipher writing in an unfamiliar
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language or a message written in an incomplete or archaic
form. It takes at least 1 minute to decipher approximately 250
words of writing or fewer. The GM often rolls Culture checks
to decipher writing in secret. If you succeed at the check, you
understand the general content of the text. If you fail, you don't
understand the text. If you fail the check by 10 or more, you
entirely misconstrue the meaning of the text. You can't take 20
on a Culture check to decipher writing unless you are trained in
the Computers skill and have access to an information network
or downloaded data set. In this case, there is no chance of
misconstruing the information presented in the writing.

The DCs for Culture checks to decipher writing are based on the
complexity of the text as well as other circumstances determined
by the GM.

COMPLEXITY DC
Simple message 20
Standard text 25
Intricate, exotic, or very old writing 30

Recall Knowledge

You can use Culture to recall knowledge about a culture’s customs,
laws, government, leaders, prominent inhabitants, legends, religion,
history, and related topics (see page 133).

DIPLOMACY (CHA)

You can persuade others to be friendly toward you, resolve
conflicts and differences, and learn common knowledge and
rumors floating around a settlement.

Change Attitude

When you interact socially with another creature, that
creature has an initial attitude toward you. Attitudes fall
into five categories (from worst to best): hostile, unfriendly,
indifferent, friendly, and helpful. You can use Diplomacy to
change a creature’s initial attitude to a more positive one, but
at the risk of angering the creature and worsening its attitude
toward you if you fail. This is a language-dependent ability.
The creature must have an Intelligence of 3 or higher, and
you must spend at least 1 minute interacting and conversing
with the creature to change its attitude. The DC of this check
is equal to either 10 + your opponent’s total Diplomacy skill
bonus, or 15 + 1-1/2 x the opponent’s CR (or the encounter’s CR,
if you are trying to change the attitude of a group of creatures),
whichever is higher. The DC is modified by the creature’s
initial attitude (see page 140) and other circumstances, as
determined by the GM. If you succeed, the creature’s attitude
improves by one category (for instance, a hostile creature
becomes unfriendly). If you exceed the DC by 5 or more, you
can choose to spend 10 more minutes interacting with the
creature to improve its attitude by one additional category. If
you fail the check by 5 or more, you anger the creature, and
the creature’s attitude worsens by one category (for instance,
a friendly creature becomes indifferent).

Attacking a creature always worsens its attitude by
one category for each attack made, and may have other
consequences based on the creature’s current attitude.
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Positively affecting a creature’s attitude takes time. You
typically can't use Diplomacy to positively change a creature’s
attitude by more than one category (or two categories if you
spend the extra time) within a 24-hour period, unless the GM
decides otherwise or you have an ability that allows you to do so.

The five categories of initial attitude are described below,
along with the effects of negatively changing each attitude.

Hostile

® A hostile creature would rather attack you either physically
or verbally, than civilly converse with you. Most enemies
you meet are hostile. It's often hard to talk diplomatically
with hostile creatures, though it can be done remotely (via
a communication device) or by avoiding combat with the
creatures while persuading them to listen to reason. If you
fail the Diplomacy check by 5 or more, you can't attempt to
change a hostile creature’s attitude again for 24 hours.

Unfriendly

® Unfriendly creatures are typically wary of you, or afraid you will
try to hurt them if they aren't careful or fail to keep you at bay.
Unfriendly creatures become hostile when angered or attacked.

Indifferent

® Indifferent creatures take little notice of you, but hold no ill
will against you. They don't care about your plight, but may
give you simple advice or directions. Most creatures you meet
in everyday life or in settlements are indifferent. Indifferent
creatures become unfriendly when angered or attacked.

Friendly

® Either due to a generally cheerful disposition or a predisposition
to like you, friendly creatures treat you with kindness and
respect. They may give you more-detailed advice or simple aid,
but generally won't go out of their way to be helpful. If angered
or attacked, friendly creatures become indifferent and often
try to avoid further contact with you if possible.

Helpful

® Helpful creatures are not only friendly, but desire to help
you, within reasonable means. Helpful creatures typically
give you more lengthy or difficult aid, or offer small services
that are readily available to them. When angered or attacked,
helpful creatures become friendly, but somewhat guarded, as
they are often confused by such reactions to their generosity.

The DCs for Diplomacy checks to change attitudes are
adjusted based on the creature’s initial attitude as well as other
circumstances determined by the GM.

INITIAL ATTITUDE DC MODIFIER
Hostile +10
Unfriendly +5
Indifferent +0
Friendly -5
Helpful =

* You cannot improve a creature’s attitude above helpful.
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Gather Information

You can use Diplomacy to gather information about a specific
topic or individual. You must spend at least 1d4 hours canvassing
people within a settlement or local region. If you succeed, you
learn something about that topic or individual, though the GM
may determine that some information is simply unknown to the
local people.

The DCs for Diplomacy checks to gather information are
based on the nature of the information being sought and may
be adjusted by the GM to reflect other circumstances, such as
bribes or gifts.

INFORMATION SOUGHT DC
Common facts or rumors 10
Obscure or secret knowledge 20 or more
Prominent or well-known individual 5 + character’s CR
Average or ordinary individual 10 + character's CR
Mysterious or obscure individual 15 + character's CR

DISGUISE (CHA)

You are able to change your appearance to blend in and
deceive others, whether to infiltrate

Change Appearance

You can use Disguise to change your appearance with 1d3 x
10 minutes of work with a disguise kit, by casting a spell such
as disguise self, or by using a technological device such as a
holoskin. The GM rolls the Disguise check in secret, so you're
not sure how good your disguise is. This check is opposed by
the Perception check (see page 144) of anyone who might
realize that you are not who you appear to be. If you are not
drawing attention to yourself, other creatures do not usually
get to attempt a Perception check to pierce your disguise. If
creatures are being particularly alert for suspicious activity
(such as security personnel on a starship or space station),
it's assumed that such observers are taking 10 on their
Perception checks.

The effectiveness of your disguise depends on how
much you're changing your appearance. Without the aid of
transformative magic or technology that allows you to do
otherwise, you can use Disguise only to appear as a creature
that is your size or one size category larger or smaller than you.
This does not change your actual size or reach. Disguises are
general—you cannot disguise yourself as a specific person.

Certain magic spells, such as disguise self, grant you a +10
bonus to Disguise checks.

The DCs for Disguise checks are adjusted by the type of
disguise as well as other circumstances determined by the GM.
These modifiers are cumulative; use all that apply.

DISGUISE DC MODIFIER
Minor details altered only -5

Major feature altered +2t0+5
Disguised as a different race of the same +2t0+8
creature type

Disguised as a different creature type +10
Disguised as a different size category +10




ENGINEERING (INT: TRAINED ONLY)

You can identify, build, repair, or disable technological devices;
assess the stability of structures and machinery; and properly
arm and disarm explosives. If you don't have an engineering kit
when attempting an Engineering check, you take a -2 penalty
to the check.

Arm Explosives

You can use Engineering to arm an explosive using a detonator
(see page 218). This takes 1 minute to connect the detonator
and set the explosive. The DC of this check is typically 10. If
you fail the check, you can attempt to arm the explosive again.
If you fail the check by 5 or more, you trigger the explosive
prematurely.

You can also attempt to build an explosive more difficult to
disarm. To do so, choose a target disarm DC (the DC should be in
an increment of 5, with a minimum DC of 15). This DC becomes
your target DC to arm the explosive as well as the DC to disarm
the explosive (see Disable Device below).

Assess Stahility

You can use Engineering to assess a structure or a piece of
machinery to determine its stability, usability, and structural
weak points. This takes 1 minute or more, and the DC is
determined by the GM.

Use the following base DCs for Engineering checks to assess
stability. These DCs can be adjusted by other circumstances
such as the complexity of the structure and damage to the
structure, as determined by the GM.

TASK DC
Assess stability 15
Determine structural weak point

DC
CIRCUMSTANCE MODIFIER
Simple structure (rope bridge or -5
unstable ceiling)
Complex structure (suspension +5
bridge or space station wall)
Obvious damage 5
Slight but consequential damage +5
Intentional sabotage +10

Craft Tech Item

If you have enough ranks in Engineering, you
can create technological devices or items (including
computers). See page 235 for the crafting rules.

Disable Device
You can use Engineering to disable a lock, a trap, or
a mechanical or technological device, or to disarm an
explosive, as long as the device is unattended and
you can access it. The amount of time
this takes depends on the complexity
of the device but typically requires at
least one full action. The DC of the check
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is determined by the GM and is based on the complexity of the
device. For extremely complex devices or systems, the GM might
require multiple checks. The GM rolls the Engineering check to
disable a device in secret, so you don't necessarily know whether
your attempt has succeeded or failed. If you succeed, you disable
the device. If you fail the check and discover your error, you can
attempt to disable the device again. If you fail the check by 5 or
more, something goes wrong. If the device is an explosive or a trap,
you trigger it. If you are attempting some sort of sabotage, you think
the device is disabled, but it still works normally.

You can also use the disable device task to rig a device to work
normally for a while, and then become disabled sometime later.
This increases the DC of the check by 5. If you want to leave no
trace of your tampering, the DC increases by an additional 5. If you
succeed at the check, you can rig the device to become disabled up
to 1round later for each rank of Engineering you have. If you fail the
check by 5 or more, your efforts have the same effect as if you were
merely attempting to disable the device.

Due to the danger, you cannot take 20 on an Engineering check
to disable a device.

The DC for an Engineering check to disable a device is based on
the complexity of the device. The following chart provides base DCs
by complexity, examples of such devices, and the time it takes to
disable such devices. The GM can adjust these DCs and times to
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TARFINDER)

reflect other circumstances. Systems with redundancies or similar
safety measures could have DCs 1to 5 higher than those listed.

DEVICE EXAMPLE TIME DC
Simple device  {Jam a door Tround | 10
Tricky device Sabotage a simple propulsion 1d4 15
system rounds
Difficult device | Disarm or reset a sentry turret 2d4 20
or a similar trap rounds
Complex device | Disarm an explosive or a security | 2d4 25
system from a control panel or | rounds
similar device
Equipment Disable an armor upgrade, 2d4 15+
powered armor, or a weapon rounds | 1-1/2 x
item’s
evel
Simple lock - Tround | 20
Average lock = Tround | 25
Good lock - Tround | 30
Superior lock |- Tround | 40

|dentify Creature
You can use Engineering to identify constructs with the
technological subtype such as robots (see page 133).

|dentify Technology
You can use Engineering to identify the properties and uses of
technological items and devices such as starships and weapons,
as well as alien technology. Generally, a check is not required to
identify relatively simple technological items that are commonly
available in the Pact Worlds (such as those items presented in
Chapter 7). You can take 20 on an Engineering check to identify
technology, but only if you have a means of researching, such
as access to an information network or downloaded data set.
The DCs for Engineering checks to identify technology are
based on the item’s rarity.

ITEM RARITY DC

Common, complex technology (Pact Worlds starships | 5 +1-1/2 x item's

or items) evel

Less common technology (non-Pact Worlds starships 10 +1-4/2 x

or items) item’s level

Rare, ancient, or alien tech 15+14/2
item’s level

Repair ltem

You can use Engineering to repair a mechanical, technological,
or hybrid object or piece of equipment, as long you have access
to it. The amount of time this takes typically depends on the
complexity of the object. You can repair an object or piece of
equipment you crafted in half the usual time. The DC of the
check is determined by the GM and based on the complexity of
the object. If you succeed, you restore a number of Hit Points
equal to the result of your Engineering check. If you fail the
check by 10 or more, you damage the object further, dealing
1d4 damage to it; this damage can't reduce an item to fewer
than 1 HP.

SKILLS

If the object or piece of equipment is damaged but not
broken, you can repair it at no cost. If it is broken but not
destroyed, you must spend 10 UPBs per item level (see page
233; assume a simple item has an item level of 1) each time you
attempt to repair it. A destroyed object or piece of equipment
can't be repaired with the Engineering skill.

You can't take 20 on an Engineering check to repair an item
or object.

The DC for an Engineering check to repair an item is based
on the complexity of the object. The following chart provides
base DCs by complexity and examples of such items. The GM
may adjust these DCs and times to reflect other circumstances.

ITEM EXAMPLE TIME DC

Simple Door or wall 10 minutes 15

Complex | Computer console 30 minutes 20

Equipment | Weapon or suit of armor 1hour  [15+14/2 x item's
evel

INTIMIDATE (CHA)

You can rattle your foes or bully them to do what you want with
verbal threats or displays of prowess.

Bully

You can use Intimidate to bully a creature to temporarily change
its attitude to helpful (see Diplomacy on page 139). This is a
language-dependent, sense-dependent ability. You must spend
at least 1 minute conversing with the creature. The DC of this
check is equal to either 10 + your opponent’s total Intimidate skill
bonus, or 15 + 1-1/2 x the opponent’s CR, whichever is greater. If
you succeed, the creature gives you information it has that you
want, takes actions that do not endanger it, or grants limited
assistance that you request, but does so under duress. Such a
change in attitude lasts for 1d6 x 10 minutes. At the end of this
time, the creature’s attitude toward you becomes unfriendly. If
you fail the check by 5 or more, the creature’s attitude becomes
unfriendly, or hostile if it was already unfriendly. If the creature
becomes unfriendly due to a failed check, it is likely to try to
deceive you or otherwise hinder your goals.

Demoralize

As a standard action, you can use Intimidate to cause a
creature within 30 feet of you to become shaken for a number
of rounds. This is a sense-dependent ability. The DC of this
check is equal to either 10 + your opponent’s total Intimidate
skill bonus, or 15 + 1-1/2 x the opponent’s CR, whichever is
greater. If you succeed, the target is shaken for 1 round. The
duration increases by 1 round for every 5 by which the result
of your check exceeds the DC.

LIFE SCIENCE (INT; TRAINED ONLY)

You are educated in the scientific study of living things, from
the smallest organisms to the largest biological systems.

Craft Drug, Poison, or Medicinal
If you have enough ranks in Life Science, you can create drugs,
poisons, and medicinals. See page 235 for the crafting rules.




Craft Food or Drink

If you have enough ranks in Life Science, you can create food
and drink items. See page 235 for the crafting rules.

|dentify Creature
You can use Life Science to identify aberrations, animals,
humanoids, monstrous humanoids, oozes, plant creatures, and
vermin (see page 133).

Recall Knowledge

You can use Life Science to recall knowledge about bioengineering,
biology, botany, ecology, genetics, xenobiology, zoology, and
other fields of biological science (see page 133).

MEDICINE (INT; TRAINED ONLY)

You have knowledge of the biology of many species and can
treat a number of different types of wounds and ailments. The
DCs of most Medicine tasks are based on the type of equipment
used (see Chapter 7 for that information).

First Aid

As a standard action, you can use Medicine to stop bleed
damage or administer first aid to a dying creature that you can
touch. The DC of this check is 15. If you succeed at the check,
the creature stops dying and becomes stable, or the bleed
damage ends. Unlike with other tasks of the Medicine skill, you
can attempt the first aid task untrained. You can't take 20 on a
Medicine check to administer first aid.

Long-Term Care

You can use Medicine to provide long-term care to a living,
wounded creature. This can take a day or more, requires a
medical lab or a medical bay on a starship, and has a DC of 30.
If you succeed at the check, the patient recovers Hit Points
and abhility score damage (as well as recovers from poison
states) at twice the normal rate. If you exceed the DC by 10 or
more, the patient recovers Hit Points and ability score damage
(as well as recovers from poison states) at three times the
normal rate. You can tend as many as six patients at a time,
attempting a check for each one each day to determine the
rate of healing. You cannot take 20 on a Medicine check to
provide long-term care.

Long-Term Stability

You can use Medicine to tend a creature that is unconscious
but stable, ensuring that it doesn't die while it remains
unconscious. Each hour, before the unconscious creature
attempts its Constitution check, you can attempt a DC 15
Medicine check. If you succeed, the unconscious creature can
treat its Constitution check result as if it were 10, allowing the
creature to attempt another Constitution check the following
hour. For more about long-term stability, see Stabilizing on
page 250.

Treat Deadly Wounds

You can use Medicine to restore Hit Points to a living, wounded
creature. This takes 1 minute, and the DC is based on the medical
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equipment used. If you succeed at the check, you restore 1 Hit
Point per level or CR of the creature you are treating. If you
exceed the DC by 5 or more, you add your Intelligence modifier
to the amount healed. A creature can receive this treatment
only once every 24-hour period, unless it is delivered in a
medical lab. Most medical labs allow you to treat a creature’s
deadly wounds at least twice per day.

Treat Disease

You can use Medicine to treat a creature suffering from a
disease. This takes 10 minutes and requires a medkit, a medical
lab, or a medical bay on a starship. Every time the diseased
creature attempts a saving throw against the disease, you can
attempt a Medicine check. If your result exceeds the DC of the
disease, the creature receives a +4 bonus to its saving throw
against the disease.

Treat Drugs or Poison

As a standard action, you can use Medicine to treat a drugged
or poisoned creature. This requires a medkit, a medical lab, or
a medical bay on a starship. Every time the creature attempts
a saving throw against the drug or poison, you can attempt a
Medicine check. If your result exceeds the DC of the drug or
poison, the character receives a +4 bonus to its saving throw
against the drug or poison.

MYSTICISM (WIS; TRAINED ONLY)

You are educated in the fields of magic, religion, the planes, and
spellcasting, and so can identify magic items and spells and
make magic items yourself.

Craft Magic Item
If you have enough ranks in Mysticism, you can create magic
items. See page 235 for the crafting rules.

Disable Magic Device

You can use Mysticism to disable a magical trap or other magical
item. This functions as the disable device task of the Engineering
skill, and the DC of the check is based on the trap itself. You can't
take 20 on a Mysticism check to disable a magic device.

Identify a Spell Being Cast

If you can clearly observe a spell being cast, you can use
Mysticism to identify the spell. The DC of this check is equal to
10 + 5 x the level of the spell being cast. This does not require
an action. You can't take 10 or 20 on a Mysticism check to
identify a spell.

|dentify Creature

You can use Mysticism to identify constructs with the magical
subtype, dragons, fey, magical beasts, outsiders, and undead (see
page 133).

|dentify Magic Item

As part of the action to cast detect magic, you can use Mysticism
to identify the properties and command words of magic items.
The DC of this check is equal to 15 + 1-1/2 x the item level. You can
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usually attempt a Mysticism check to identify a magic item only
once per 24-hour period; further attempts within that period fail.
However, casting an identify spell allows you to attempt a second
check in the same 24-hour period and grants you a +10 insight
bonus to the check. If you have the time, you can take 20 to
attempt another check to identify a magic item in the same 24-
hour period, but only if you can perform research, such as with
access to an information network or downloaded data set.

Recall Knowledge

You can use Mysticism to recall knowledge about alchemical
theory, arcane symbols, deities, magic traditions, the planes,
religious traditions and symbols, and related topics (see
page 133).

Repair ltem

You can use Mysticism to repair a magical or hybrid piece of
equipment, as long you have access to it. This typically takes
1 hour. You can repair a piece of equipment you crafted in half
the usual time. The DC of the check is equal to 15 + 1-1/2 x
item level. For a magical object without an item level, the GM
determines the DC and the amount of time it takes to repair
the object based on the object’s complexity (see the repair item
task of the Engineering skill on page 142 for guidelines). If you
succeed, you restore a number of Hit Points equal to the result
of your Mysticism check. If you fail the check by 10 or more,
you damage the item further, dealing 1d4 damage to it; this
damage can't reduce an item to fewer than 1 HP.

If the piece of equipment is damaged but not broken, you
can repair it at no cost. If it is broken but not destroyed, you
must spend 10 UPBs per item level (see page 233) each time
you attempt to repair it. A destroyed piece of equipment can't
be repaired with the Mysticism skill.

You can't take 20 on a Mysticism check to repair an item or
an object.

PERCEPTION (WIS)

You can use all of your senses (hearing, taste, touch, sight, and
smell) to notice danger, pick out fine details, and search for
hidden objects or creatures.

Notice
You can use Perception to notice things happening around you.
This is the most basic task of the Perception skill. It can be used
for a variety of reasons determined by the GM. You might attempt
a Perception check to see if you can act in a surprise round, to
spot something important out of the corner of your eye, or to
realize there are hidden creatures nearby (though you can't notice
a creature that is invisible unless it makes itself known; see
page 264). A Perception check to notice usually does not involve
taking an action, though you must be conscious and have the use
of at least some of your senses to do so. The GM determines the
DC. You cannot take 20 on a Perception check to notice things.
The DCs for Perception checks to notice things are determined
by the GM based on the circumstances and may be adjusted to
reflect other conditions. See the search task below for a chart
with some example circumstances and their typical DCs.
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Pierce Disguise

As a move action, you can use Perception to recognize that a
creature has changed its appearance. Sometimes, if you are being
particularly alert for those in the area who might be in disguise,
the GM might allow you to do this without taking an action. This
check is opposed by a Disguise check attempted by the disguised
creature. If you succeed, you realize the creature is disguised and
not who it seems, but not necessarily who or what the disguised
creature is beneath that disguise. If the disguised creature is
impersonating a particular individual that you know, the GM
might grant you a bonus to your Perception check.

Divination magic or scanners that allow you to see through
illusions or holograms do not penetrate mundane and low-tech
disguises, but they can negate illusory or holographic components
of a disguise.

The DCs for Perception checks to pierce a disguise are adjusted
according to how familiar the observer is with the particular
individual the disguised creature is masquerading as, as well as
other circumstances determined by the GM.

FAMILIARITY DC MODIFIER
Intimate -0

Close friends -8
Friends or associates -6
Recognizes on sight -4
Search

As a move action, you can use Perception to search for
something in particular, such as finding an invisible creature
that has made itself known or a hidden creature you know is
in the area, or looking for nearby traps or hazards. You can
also search an area to find anything of interest that might
be hidden or is otherwise not immediately noticeable, such
as concealed cargo compartments or hidden treasure. In that
case, it takes 1 minute to search an area no more than 20 feet
by 20 feet (or smaller, if the GM rules the area is particularly
cluttered or complex). The DC is determined by the Stealth
check of the creature, by the trap or hazard involved, or by the
GM. If you are not in combat, you can take 20 on a Perception
check to search.

The DCs for Perception checks to search may be adjusted
by the GM based on the circumstances and to reflect other
conditions. The following chart provides some example
circumstances and their typical DCs.

CIRCUMSTANCE DC
Hear the sound of battle 0

Detect a strong smell 0

Hear the details of a conversation 0

Notice a creature in plain sight 0

Determine whether food is spoiled 5

Hear the sound of a Small or Medium creature 10
walking

Hear the details of a whispered conversation 15
Find a typical unmarked cargo hatch 15
Hear the sound of an automatic door opening 20
Find a typical secret compartment 20




Hear a pistol being drawn 20

Sense a creature burrowing 5 feet below you 25

Notice someone picking your pocket Opposed by Sleight
of Hand

Opposed by Stealth
Varies by trap

Notice a creature using Stealth
Find a hidden trap

PHYSICAL SCIENCE (INT; TRAINED ONLY)

You are educated in the scientific study of non-living systems,
from the tiniest atoms to the largest celestial bodies.

Craft Drug, Poison, or Medicinal

If you have enough ranks in Physical Science, you can
create drugs, poisons, and medicinals. See page 235 for
crafting rules.

Recall Knowledge

You can use Physical Science to recall knowledge about
astronomy, chemistry, climatology, geography, geology,
hyperspace, meteorology, oceanography, physics, and other
fields of natural science (see page 133).

PILOTING (DEX)

You know how to drive vehicles, pilot starships, and navigate.

Fire Starship Guns

When attempting a gunnery check during starship combat (see
page 320), you can use either your ranks in Piloting or your base
attack bonus to calculate the attack roll.

Navigate

You can use Piloting to navigate or astrogate. This lets you
direct your vehicle or ship in your desired heading and to
plot longer courses. Plotting a course to a star system you
have visited frequently usually requires a successful DC
10 Piloting check and takes 10 minutes. Plotting a course
to a less familiar star system is more difficult and requires
information about the destination system; navigation is also
more difficult if you are currently lost.

If you fail the check to chart a course between star
systems by 9 or less, you realize that you have plotted a
faulty course and must attempt the check again before you
can make the journey. If you fail the check by 10 or more,
you aren't aware that your calculations are erroneous, and it
takes longer than normal for you to reach your destination
(usually 1d6 additional days for Drift travel). At the GM’s
discretion, you might instead arrive in an unfamiliar
star system (plotting a course from there to your actual
destination usually requires a successful DC 25 Piloting
check), or when you arrive at your intended destination,
your starship’s engines may have gained the glitching
critical damage condition (see page 321).

Your familiarity with a region of space or a planet
determines the DC of Piloting checks to navigate or
astrogate. The GM can modify these DCs (usually by 5 to
10) based on the amount of information available about your
starting location and destination, and whether the location is
particularly difficult to navigate (such as a trackless desert
or a strange nebula).
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FAMILIARITY DC
Frequently visited or home base 10
Seldom visited 15
Unfamiliar 25

Pilot a Starship

If you take the pilot role in starship combat, you use your Piloting
skill to maneuver, attempt stunts, and otherwise fly the starship.
Full details appear on page 324.

Pilot a Vehicle

When piloting a vehicle (see page 278), you attempt Piloting
checks to safely race at full speed, pull off maneuvers, engage
in vehicular combat, and maneuver in a chase. More advanced
vehicles are harder to pilot, so the DCs of most checks for
piloting a vehicle increase with the vehicle's item level.

PROFESSION
(CHA, INT, OR WIS; TRAINED ONLY)

You are skilled in a specific job, specialty, or creative art. You
know how to use the tools of your trade, how to perform the
profession’s daily tasks, how to supervise helpers, and how to
handle common problems.

Profession is actually a number of separate skills. You could
have several Profession skills, each with its own ranks. While
skills like Culture, Life Science, Mysticism, and Physical Science
represent highly specialized fields of study, a Profession skill
represents an aptitude in a vocation requiring a broader range
of less specific knowledge. When you put ranks in a Profession
skill, you must choose the ability score keyed to that skill:
Charisma, Intelligence, or Wisdom. Common Charisma-based
Profession skills include actor, artist, comedian, con artist,
courtesan, dancer, musician, orator, poet, politician, video
personality, and writer. Common Intelligence-based Profession
skills include accountant, archaeologist, architect, corporate
professional, electrician, lab technician, lawyer, mathematician,
philosopher, professor, psychologist, and vidgamer. Common
Wisdom-based Profession skills include bounty hunter, cook,
counselor, dockworker, farmer, gambler, general contractor,
herbalist, maintenance worker, manager, mercenary, merchant,
miner, and smuggler.

A Profession skill should not overlap with existing skills.
For example, if you want to play a scientist, you should put
ranks into Life Science or Physical Science rather than create
a Profession (scientist) skill. The GM is the final arbiter of what
is a good choice for a Profession skill and what ability score a
given Profession skill is keyed to.

Different professions are considered different skills for
the purpose of how many ranks you can have each level. For
example, a 4th-level character could have 4 ranks in both
Profession (dockworker) and Profession (vidgamer).

Earn a Living

You can use Profession to earn money. A single check
generally represents a week of work, and you earn a number
of credits equal to double your Profession skill check result.
At the GM'’s discretion, you can use other skills (such as
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Computers or Engineering) to earn a living following the
same guidelines.

Recall Knowledge
You can use Profession to recall knowledge about your profession
and related topics (see page 133).

SENSE MOTIVE (WIS)

You can detect falsehoods and gain glimpses of the true intentions
of creatures with which you interact.

Detect Deception

You can use Sense Motive to determine whether something
just said to you was a deception or lie. At any time, if you
doubt something another creature is telling you, you can
request the GM to allow you to attempt a Sense Motive check
to determine whether it is deceiving you. Doing so in combat
is part of combat banter; otherwise, it's a move action. Your
Sense Motive check is opposed by that creature’s Bluff check.
If you succeed, you realize that you are being deceived or
that a lie is being told, but not how it is untrue, nor does it
let you know the truth. If you fail (or if no deception or lie is
being made), you believe that the speaker doesn't seem to be
deceiving you. Failing the check by 5 or more may mean (at the
GM's discretion) you believe that a truthful statement contains
deceptions or that a lie or deception is a truthful statement.

Discern Secret Message

If you overhear or otherwise intercept a secret message, you
can use Sense Motive to learn the gist of its true meaning. Doing
so in combat is part of combat banter. Your Sense Motive check
is opposed by a Bluff check attempted by the creature passing
the secret message. If you succeed, you learn the information
contained in the secret message. If you fail (or if there is no
secret message), you don't detect any hidden meaning in the
message. If you fail the check by 5 or more, you might infer
false information, as determined by the GM. Often, the GM rolls
these checks in secret and informs you of the results.

Sense Mental Effect

You can use Sense Motive to ascertain whether another
creature within 30 feet is affected by a mental effect, even if
the creature is unaware of the effect. You must spend at least
1 minute interacting with the creature. The DC of this check is
typically 25, but it can be higher or lower based on how overt
the manifestation of the mental effect is, as determined 