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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.

T

he following instructions assume you’re building a 1stlevel 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.
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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
so on). Then consider how best you could model that using this
book’s rules components. Do you want to play a hulking lizardcreature 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
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ideas, try choosing a piece of art from somewhere in the book and
creating a character who matches it.

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.
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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
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RACES
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)

OVERVIEW

CHARACTER
CREATION
RACES

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

SKILLS

FEATS

EQUIPMENT

TACTICAL
RULES

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)
Mystic: 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)

STARSHIPS

MAGIC AND
SPELLS
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SETTING

the sidebar above, and presented in detail starting on page 28
along with the rules for being themeless.

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 5!).

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.

PATHFINDER
LEGACY

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
abilities your character gets from her class—you’ll handle that in Step 6.

STEP 4: CHOOSE A CLASS

STEP 5: FINALIZE ABILITY SCORES

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

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).

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.
10983660
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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
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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.

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
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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

CHARACTER CREATION
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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

2

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.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

SKILLS

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.

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

FEATS

EQUIPMENT

Languages

TACTICAL
RULES

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.

STARSHIPS

MAGIC AND
SPELLS
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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.

SETTING
PATHFINDER
LEGACY

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 abilities.

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

10983662

10983662

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.
D 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.
D 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.

18

D

D

D

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

1291689

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
ABILITY SCORE
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26

ABILITY MODIFIER
–5
–4
–4
–3
–3
–2
–2
–1
–1
+0
+0
+1
+1
+2
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7
+7
+8

10983663

10983663

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:

TABLE 2–2: ABILITY POINTS FROM RACE & THEME
SOURCE
RACE
Android
Human
Kasatha
Lashunta (Damaya)
Lashunta (Korasha)
Shirren
Vesk
Ysoki
THEME
Ace Pilot
Bounty Hunter
Icon
Mercenary
Outlaw
Priest
Scholar
Spacefarer
Xenoseeker
Themeless

STR

DEX CON INT

WIS

CHA

ANY

—
—
+2
—
+2
—
+2
–2

+2
—
—
—
—
—
—
+2

—
—
—
–2
—
+2
+2
—

+2
—
–2
+2
—
—
–2
+2

—
—
+2
—
–2
+2
—
—

–2
—
—
+2
+2
–2
—
—

—
+2
—
—
—
—
—
—

—
—
—
+1
—
—
—
—
—
—

+1
—
—
—
+1
—
—
—
—
—

—
+1
—
—
—
—
—
+1
—
—

—
—
—
—
—
—
+1
—
—
—

—
—
—
—
—
+1
—
—
—
—

—
—
+1
—
—
—
—
—
+1
—

—
—
—
—
—
—
—
—
—
+1

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

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

SKILLS

FEATS

EQUIPMENT

TACTICAL
RULES

TABLE 2–3: KEY ABILITY SCORES BY CLASS
CLASS
Envoy
Mechanic
Mystic
Operative
Solarian
Soldier
Technomancer

KEY ABILITY SCORE
Charisma
Intelligence
Wisdom
Dexterity
Charisma
Strength or Dexterity
Intelligence

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!

2

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.
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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 ability 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.

ABILITY SCORES
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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 11 in 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

10983664

10983664

18, 14, 11, 10, 10, 10
16, 16, 11, 10, 10, 10
14, 14, 14, 11, 10, 10

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.
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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,
so 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:
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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:
D Melee attack rolls and attack rolls made with thrown
weapons (such as grenades).
D Damage rolls when using melee weapons or thrown weapons
(but not grenades).
D Athletics skill checks.
D 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)

D

D

Dexterity measures agility, balance, and reflexes. A character
with a Dexterity score of 0 is unconscious. Your character’s
Dexterity modifier is factored into the following:
D Ranged attack rolls, such as those made with projectile
weapons and energy weapons, as well as some spells.
D Energy Armor Class (EAC) and Kinetic Armor Class (KAC); see
page 240 for details.
D Reflex saving throws (for leaping out of harm’s way).
D 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:
D 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.
D 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 0 is unconscious. Your
character’s Intelligence modifier is factored into the following:
D 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.
D The number of skill ranks gained each level, though your
character always gets at least 1 skill rank per level.
D Computers, Culture, Engineering, Life Science, Medicine,
Physical Science, and some Profession skill checks.
D 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:
D Will saving throws (for defending against things like magical
mind control).
D Mysticism, Perception, Sense Motive, Survival, and some
Profession skill checks.
D Bonus mystic spells. The minimum Wisdom score needed to
cast a mystic spell is 10 + the spell’s level.

Charisma (Cha)

Bluff, Diplomacy, Disguise, Intimidate, and some Profession
skill checks.
Checks that represent attempts to influence others, including
the envoy’s extraordinary abilities.

2
OVERVIEW

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 = 31 and 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:
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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

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:

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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HEALTH AND RESOLVE

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).
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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.
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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 Hit Points

Calculating Resolve 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.

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 1st-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
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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.

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.

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.

Stabilizing
D

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
D

You can spend 1 Resolve Point to regain lost Stamina
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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
D

General Uses for Resolve Points

MAGIC AND
SPELLS

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 0 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.
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A

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.
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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 alignments 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 selfrighteousness 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
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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 selfawareness 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 selfinterest. 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.
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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 longterm 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
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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

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.
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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.

ALIGNMENT
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LEVELING UP

A

s 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.
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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
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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
LEVEL
1st
2nd
3rd
4th
5th
6th
7th
8th
9th
10th
11th
12th
13th
14th
15th
16th
17th
18th
19th
20th

EXPERIENCE
POINT TOTAL
—
1,300
3,300
6,000
10,000
15,000
23,000
34,000
50,000
71,000
105,000
145,000
210,000
295,000
425,000
600,000
850,000
1,200,000
1,700,000
2,400,000

ABILITY
INCREASE
—
—
—
—
1st
—
—
—
—
2nd
—
—
—
—
3rd
—
—
—
—
4th

1291697

SPECIAL
1st feat, theme benefit
—
2nd feat
—
3rd feat
Theme benefit
4th feat
—
5th feat
—
6th feat
Theme benefit
7th feat
—
8th feat
—
9th feat
Theme benefit
10th feat
—

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 crosstrain and pick up some of the abilities of a different class. When
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CORE RULEBOOK
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 1”). Such a character retains the
class features and abilities of a 5th-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 6thlevel 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
is an exception—when
determining caster level,
a character adds together
his levels from different
spellcasting classes (such as
mystic and technomancer).
A multiclassed character
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
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

2

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

RETRAINING

OVERVIEW

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.
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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!
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ACE PILOT

PRIEST

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

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

BOUNTY HUNTER

SCHOLAR

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

As an academic, you have a broad
knowledge base and a thirst
to expand it. See page 35 for
more information.

ICON

SPACEFARER

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

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

MERCENARY

XENOSEEKER

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

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

OUTLAW

THEMELESS

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.

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

THEMELESS CHARACTERS

Certainty (6th)

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.

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

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.
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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.
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ACE PILOT

2

+1 Dex

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.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

THEME KNOWLEDGE (1ST)
SKILLS

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.

FEATS

EQUIPMENT

TACTICAL
RULES

LONE WOLF (6TH)

STARSHIPS

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).

MAGIC AND
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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
THEMES
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BOUNTY HUNTER

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.

10983674
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+1 Con

THEME KNOWLEDGE (1ST)

MASTER HUNTER (18TH)

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.

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.

1291701

SWIFT HUNTER (6TH)
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
speed to 0.

RELENTLESS (12TH)
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.
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ICON

2

+1 Cha

Thanks to interstellar transmissions and Drift travel, the galaxy is smaller
than ever, and this connectivity has facilitated your ascension to celebrity
status. You might be a famous performer or a celebrated scientist, but
either way, you get recognized on the Pact Worlds and in associated
systems. Your reason for traveling to unknown worlds might be to further
spread your acclaim or to escape the limelight.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

THEME KNOWLEDGE (1ST)
SKILLS

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.

FEATS

EQUIPMENT

TACTICAL
RULES

STARSHIPS

CELEBRITY (6TH)

MAGIC AND
SPELLS

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.
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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 Point.

CHARACTER
THEMES
THEMES
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MERCENARY

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 (1ST)
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.

GRUNT (6TH)

10983676

10983676

+1 Str
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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).

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.
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OUTLAW

2

+1 Dex

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.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

THEME KNOWLEDGE (1ST)
SKILLS

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.

FEATS

EQUIPMENT

TACTICAL
RULES

LEGAL CORRUPTION (6TH)

STARSHIPS

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 × your character level and
10,000 credits × your character level.
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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)
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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PRIEST

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
(6TH)

10983678

10983678

+1 Wis

1291705

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 lowerranking clergy.

DIVINE BOON (12TH)
Your deity grants you mystic power. Choose one 1stlevel 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 1stlevel 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)
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 1 Resolve
Point; this doesn’t count as resting to regain Stamina Points.
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CORE RULEBOOK

SCHOLAR

2

+1 Int

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.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

THEME KNOWLEDGE (1ST)
SKILLS

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.

FEATS

EQUIPMENT

TACTICAL
RULES

STARSHIPS

MAGIC AND
SPELLS

1291706

GAME
MASTERING

TIP OF THE TONGUE (6TH)
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.

SETTING
PATHFINDER
LEGACY

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 in a
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
knowledge (see page 133) for the information you seek;
this doesn’t count as resting to regain Stamina Points.
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SPACEFARER

Your longing to journey 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 (1ST)
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).

10983680

10983680

+1 Con

1291707

JACK OF ALL TRADES (12TH)
You can do just about anything if you put your mind
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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CORE RULEBOOK

XENOSEEKER

2

+1 Cha

The thought of meeting alien life-forms excites you. The more different
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
the Pact Worlds and travel to the Vast, where a virtually endless number
of aliens await.

OVERVIEW

CHARACTER
CREATION
RACES

CLASSES

THEME KNOWLEDGE (1ST)
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
class skill from the class you take at 1st level, you instead gain a
+1 bonus to Life Science checks. In addition, you gain an ability
adjustment of +1 to Charisma at character creation.

FEATS

EQUIPMENT

QUICK PIDGIN (6TH)

TACTICAL
RULES

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
allows basic communication. You can use the pidgin language
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

MAGIC AND
SPELLS
GAME
MASTERING

SETTING

FIRST CONTACT (12TH)

PATHFINDER
LEGACY

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)
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
THEMES
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