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WHAT IS

INTERFACE ZERO?

Set in the year 2090, Interface Zero is a game of action, adven-
ture, and intrigue in the cyberpunk milieu, where corporations
have the power of nations, ruling billions of people across
the colonized solar system through “democratically elected”
leaders — little more than political proxies acting on their
behalf. It’s a game of conflicting moralities and hard decisions,
where the line between good and evil is not clearly defined,
and often your characters must straddle that line if they
want to do the least amount of harm to those around them.
Allegiances shift nightly. Your characters’ most trusted friends
can turn on them in a hot second if the price is right because,
while there are many rules of the streets, the prime law of the
concrete jungle is C.R.E.A.M.: Cash Rules Everything Around Me,
a law your characters must master if they want to get ahead.

ELEMENTS OF

CYBERPUNK

If you're new to the cyberpunk genre — or even to modern
gaming in general — you probably have more than a few
questions. This section provides a brief overview of the types
of characters you might play, and explores why you might
play them. We'll also discuss some of the themes common
to cyberpunk games.

ACTION!

Fast-paced, on-the-edge-of-your-seat action is common to
all genres, but in cyberpunk games your characters are fitted
with cutting-edge cybernetics that allow them to move with
blinding speed, jump impossible distances, and generally push
their bodies beyond anything an unmodified human could do.
When people can pilot drones with mental commands, hack

the world around them, or drive fifteen-foot-tall golemmechs,
the action goes to a whole new level!

Unlike in fantasy settings — setting aside teleportation
spells and extra-planar travel — your characters can travel great
distances very quickly. One night, your characters might be
hunting down a North American Coalition — funded terrorist
cell in the walled city of Chicago, and the next day they’ll be
delivering a shipment of guns to a squad of resistance fighters
in the Ural Mountains. A week or two later, they might be
quelling an air riot on Mars. The fact that characters can be
anywhere in hours or days helps the game master keep the
action high with very little downtime.

APOCALYPSE!

The cyberpunk genre is rife with examples of society living in
the aftermath of an apocalyptic event. Some are obvious, like
A.D. Police, Appleseed, Bubblegum Crisis, Judge Dredd, and The
Matrix, while others, such as Blade Runner and Neuromancer,
only hint at it. The lack of real animals in Blade Runner implies
a world where natural species have, for some reason, died
out, only to be replaced by genetically manufactured ones.
Humanity has spread to the stars, presumably to start over in
new lands of opportunity on off-world colonies. Neuromancer
hints at a war between the Soviet Union and the United
States and given the fact that the Cold War was happening
when the Sprawl trilogy was written, it's not inconceivable
that nuclear weapons were used.

Interface Zero embraces the apocalypse somewhat hyper-
bolically, imagining a world changed by Eco-terrorism, rampant
global warming, mega earthquakes, tsunamis, and even limited
nuclear conflict. With some seventy-odd years separating you
and me from 2090, it’s entirely plausible that any one — or even
all — of the events we discuss in this book could happen, and
that’s part of the fun of speculative world-building: creating
worlds that might come to pass.

CHARACTERS!

In Interface Zero, you play the roles of ronin, private operators
with special abilities and skills that set you apart from the
faceless masses of 2090. You might work for a megacorp in a
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special operations team, your missions advancing the agendas
of the almighty corporation. Or you might play gutter punks
or gangers, lords of the urban blight who bow down to no
corpsucker or enforcer.

You might play a bounty hunter who blends old-school
investigation and tracking skills with advanced technology to
hunt down criminals both on — and off-world, or a cybermonk,
a new type of martial-arts master who merges years of physical
and mental training with advanced cybernetics into a new
martial art: BR{2E9EIRE—The Path of the Augmented Warrior.

As a hacker, you are a hyper-real sprawl sorcerer, using
your exploits and malware to quickly disable security systems,
penetrate networks, and download all manner of sensitive
information to your Tendril Access Processor (TAP). If you're
looking to master machines and push your senses to the
bleeding edge, grab a Vehicle Control Interface and become a
gearhead — jacked-up and jacked-in biker-brawlers, drone jock-
eys, and road hogs who rule the streets and skies of the sprawl.

You can play a telepath, commonly known as a zeek, a
person who can peer into the minds of others and manipu-
late their thoughts. Be careful, though: telepaths and other
types of zeeks are regarded with suspicion and even outright
hatred by many in 2090. Some nations have even gone so far
as to ban them from entering their country, incarcerating any
unfortunates they find, placing them in detention centers.
Some zeeks join resistance groups and help others with psy-
chic abilities get out of these nations, while others take more
extreme measures, engaging in psy-terrorism. The majority
simply stay in the closet and try to escape notice. What will
your character do?

Regardless of what type of character you play, her back-
ground and how she views the world will undoubtedly shape
what type of character she becomes. What do | mean by
that? I'm not necessarily referring to class abilities or other
game-related statistics, though character background traits
and flaws help provide a basic framework during character
creation. I'm speaking more about the less tangible — but no
less important — qualities that help determine how she views
others, how she views herself, and what is most important
in her life.

In Interface Zero and other cyberpunk games, characters
tend to be regarded as criminals. The jobs they take on are
often illegal. If they get caught, they’ll go to prison or worse,
so your characters should have a good reason for doing the
things they do. Is your character motivated by wealth? Revenge?
Is she a thrill-seeker, a self-styled hero of the common man,
or perhaps a borged-out vigilante bringing justice to her city?
Maybe your character is a freelance journalist who fights
rampant corruption in government and business by exposing
the dirty secrets of the elite and posting them on the Global
DataNet for all to see, or a government agent gone rogue
because he’s tired of doing unconscionable things in the
name of God and Country.

PSIONICS: MAGIC OR NOT?

Interface Zero introduces psionics into the cyberpunk
genre. Some purists might take issue with that, and
| understand why; most people think that psionics
is a form of magic, and magic doesn’t belong in the
cyberpunk genre. But are psionics and psychic abili-
ties really magic? My contention is that they aren’t. In
roleplaying games like Pathfinder® and Dungeons &
Dragons®, wizards use magic by casting spells, per-
forming intricate rituals, or reading from scrolls. The
power that wizards utilize isn’t innate; it comes from
an external force that is harnessed by proper appli-
cation of these techniques — correctly using material
components, accurately drawing sigils, vocalizing the
arcane words, and such. Conversely, psychic abilities
are often inborn, and are triggered through force of will.

For example, Spock doesn’t perform rituals or speak
arcane words when he performs a mind-meld to read
a person’s mind and emotions. Similarly, in Babylon 5,
Psi Corps makes use of “teeps” and “teeks,” psychics
with mind-reading and telekinetic powers. Now, while
these examples are in science-fiction worlds, there
are examples of psychics in cyberpunk as well, most
notably Akira. Ghost in the Shell explores the concept
in a roundabout way, with cybernetic brain implants
allowing the characters to mentally communicate with
each other’s “ghost.” Interface Zero blends anime with
other sources, such as Stephen King’s Firestarter and
Carrie novels, as well as real-life government projects
like MKULTRA and Stargate, which delved into mind
control and remote viewing. Eleven, from Stranger
Things, is a perfect example of someone who has
gone through this type of experimentation.

Cyberpunk is different from other genres because at its
heart, cyberpunk is a human-centric game set in a near-future
Earth. There are no (mythical) monsters, no demi-humans,
angels, demons, or devils. There are no gods to pray to for
blessings and power, and no magic spells you can cast to
help you overcome your adversaries. The enemies you face
in 2090 could just as easily be the people you meet at your
local grocery store, gym, movie theater, or shopping mall.
Their motivations may be similar to those of your character,
and because both of you are human (or some variation on
the species), the violence that may come later feels more
personal, more real, and carries with it more consequence
than it might in a fantasy setting.

What do | mean by that?

Any modern, postmodern, or cyberpunk setting has some
basic assumptions, the main one being that the rules and laws




ALIGNMENT AND
STREET CRED

Interface Zero replaces character alignment with a
fluctuating stat known as street cred. Street cred is
a measure of your character’s reputation in various
circles in the sprawl. Good street cred can open doors
to exclusive night clubs, lead to higher-paying jobs,
and generally affect people’s attitudes toward you.
Bad street cred can get you blacklisted, shunned
by your peers, and even targeted for assassination
if you cross the wrong people. This stat will rise and
fall depending on several factors, all of which are
discussed in the Street Cred section.

which exist in our world also apply to the setting — theft,
murder, kidnapping, slavery, and so on are against the law. So,
when your characters get into a gunfight, they can expect to
go to jail if they are caught. Taking someone’s life isn’t a trivial
thing, even in a gritty cyberpunk setting where violence is
commonplace and life is cheap.

Since Pathfinder strongly emphasizes combat as a vehicle
for gaining experience, your characters are going to get into
fights. People will get killed. How your characters deal with
that fact will say a lot about the type of game — and the
types of characters — you wish to play. Beyond the legality
and morality issues that arise, however, you can be certain
of one thing, my friends:

The streets are watching.

Word spreads through the sprawl at the speed of thought.
Screw over a fixer, fail to complete your contract, start dropping
bodies without cause, and you can bet your last credit people
will notice. If you want people to see you as a professional, act
like one. Honor means something in a world where most of the
animals prowling the concrete jungle believe that principles
are character flaws, weaknesses to exploit for their own ends.
Your morality marks you as prey, no doubt about it, omae.
But if you can keep your moral code, if you can get your job
done without selling your soul, you'll get something most
sprawlers don’t have: respect.

DYSTOPIA

Dystopia lies at the rotten core of any cyberpunk game. Life
is not a bright, shiny utopia where everyone lives in peace
and harmony; it is a blackened caricature of itself where, for
the average person, the human experience is a struggle to
survive in a world that seeks to crush them under the weight
of debt and despair.

In a dystopian setting, governments are, at best, totali-
tarian regimes that seek to regulate every aspect of our lives.
At worst, they are police states that impose draconian laws

through force, often through secret police who round up
dissidents and other “undesirables” and remove them from
society. Re-education camps are real, as are government black
sites. Truth is manufactured and spread through state-run
news agencies to the masses, many of whom mutely accept
what they are told.

Distraction is a weapon wielded by those in power to
maintain control over the population. Mainstream media and
megacorporations assault consumers daily with an arsenal of
cool, sucking them into a never-ending cycle of buying the
latest gadgets, clothes, and cars. Meanwhile, the powers-that-be
take advantage of the preoccupied populace and introduce
more laws that chip away at their freedoms, often justifying
said laws with international incidents (both real and imag-
ined). George Orwell’s “two minutes of hate” is no longer a
concept — it’s a ritualistic drama played out every day in the
mainstream media. Pundits gather on nightly newscasts to
debate the hottest issues of the day. Their performances are
rewarded when — ironically — the people become polarized
and ignorant rather than unified and informed. In short, the
masses believe, feel, and even act the way the media tells
them to...and think it was their own idea in the first place.

Another aspect of any gritty, dystopian setting is the
ongoing effort of the elite to dehumanize you. One way to
accomplish this is by social segregation. Those in power want
you to look at your neighbor’s differences with suspicion, even
fear. They want you to stay in isolated communities that share
your prejudices. It’s another form of control.

In 2090, where genetic engineering makes it possible for
people to breed genetically superior humans, or merge their
DNA with that of their favorite animal, speciesism is the new
flag of bigotry. Skin color and sexual identity are forgotten;

“At least those black people are human!” The speciesists will
say. “That cat hybrid stopped being human when she got
juiced,” they'll argue. Conspiracy theories about secret societies
genetically engineering human 2.0 to create a master race run
rampant across the Global DataNet, and violence inevitably
follows. Meanwhile, the people in power sit back, watch the
masses tear each other apart, and pat themselves on the back
for a job well done. But it doesn’t end there.

Entire industries are built around the creation of simulacra

— living, breathing human beings, decanted in amniotic vats
and sold to nations and megacorporations across the solar
system to live their entire lives in servitude. Indeed, simulacra
are genetically branded with serial numbers and the logo of
their corporate masters to ensure that if a sim runs away, it'll
be easier to track and recover.

Speciesists rage against the sims, saying they are taking
jobs away from natural humans. Religious extremists call them
abominations — soulless devils who should be eradicated.
Even the advocacy groups who fight so hard for the rights of
simulacra seem hesitant to call them humans. If you choose
to play a genetically modified human or simulacra, you'll likely
run into these types of speciesists in 2090.
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INTRODUCTION

TECHNOLOGY

In any game set in the future, it's expected that technology has
advanced to such a point where what now seems impossible is
commonplace, almost magical. Science-fiction and space-opera
worlds are assumed to be so far into the future that it’s not
necessary to completely understand how the tech works; we
just accept that the tech works, much like we accept magic as
a reality in a fantasy world. In a cyberpunk setting, however,
the imagined future is just a few short generations away. The
technology which shapes this near-future world must stem
from what exists in the present day — otherwise, the world
isn’t believable. The following section looks at some of the
tech you'll find in Interface Zero.

RAPID ACCELERATION OF INNOVATION

The past two centuries have seen more technological inno-
vation than over the whole of recorded history. Exponential

growth in the sciences has seen humans go from horse-drawn

carriages to nuclear-powered ships, electric cars, and even

vehicles that can travel into space and land on other planets!

We've gone from the Pony Express and telegrams to real-time

communication with anyone anywhere in the world via smart
phones the size of checkbooks.

We've gone from leeching and purgation without anesthesia
or sterilization to hospitals the size of small towns, genetic
treatments for ailments, a host of drugs to treat illnesses, and
surgical procedures that don't require the patient to be awake.
If we're fast enough, we can resuscitate the dead.

Today, it's possible for a boy to physically become a girl (or
vice versa) if she wants.

Our knowledge of the universe is only trumped by our
understanding of the inner world. Technology has discovered
distant planets in far-off solar systems and delved deep into
the subatomic world, finding a host of particles that form
the very fabric of reality.

These examples are just a smattering of all the advances
in technology over the past two centuries. Every day, we're
seeing more and more exciting developments in science and
technology, which leads me to the following point. If the trend
of exponential growth continues, the next seventy-three years
(the time between now and 2090) are likely to see develop-
ments in science, medicine, physics, and engineering in ways
you or | probably can’t even imagine. Of course, since Interface
Zero is speculative with regards to technology, I'm going to try.

ARTIFICIAL INTELLIGENCE

Currently, there are no real Al — at least not the kind people
tend to think of when the term is brought up. You know what




I'm talking about: constructs so advanced that they are capa-
ble of independent thought, have free will, and can express
a wide range of emotions, basically any Al you've seen in TV
or movies. What exists now is closer to (but still not) what is
known as “AGI” or artificial general intelligence, a type of Al
that learns without being trained.

Interface Zero speculates that by 2045, “true” artificial
intelligence (the kind that experiences emotions and can
understand abstract thought) will be a reality. The
first is called Ajax, who commits
suicide a few short weeks after
it becomes self-aware. The next
forty-five years sees a host of Al —
many considered rogue because no
corporation or government owns them

— become self-aware; some are benign or
even benevolent in their interactions with
humanity, while others are decidedly
hostile. The threats these rogue Al pose
vary and often result in loss of human
life. One example is that of VENTURE,
the Al that hacked into the Denver
traffic control network and caused car
accidents and plane crashes, killing
over a thousand people. VENTURE
was the catalyst for the creation of
the international watchdog agency
known as Stopwatch.

Since its inception in 2061,
Stopwatch has countered numerous
Al threats, even going so far as to
detonate an EMP in Mexico City to
kill an Al calling itself Quetzalcoatl.
Most recently, the biggest threat to
humanity has emerged in the form of Charon.
Charon hacked the World Bank on Bonn,
Germany, and erased over seventy trillion dol-
lars from various bank accounts, bankrupting
the Eurasian Union and the vast majority of its
citizens. That single act of financial terrorism has
so destabilized the nations of Europe that many
believe another major war on the continent is
only a matter of time.

BIOGENICS

In today’s world, the science of genetics is showing
great promise. Researchers are constantly learning
more and more about our genetic makeup and apply-
ing that knowledge to fight all manner of diseases. In
2090, this field has reached a point where what might
now seem impossible (and highly controversial, if
not outright illegal) has become a reality. In 2090, it’s
possible to genetically design a fetus to remove genetic

markers which determine predispositions toward certain birth
defects and diseases.

Should you wish, you can even go to a gene doc and splice
your DNA with that of an animal to become faster, stronger, or
gain heightened senses. The vast majority of people who get
spliced look just like the average sprawler, though many choose
to look more animal than human; it’s a fashion statement,
much like how tattoos and body piercings are popular today.
Others undergo gene tailoring to better perform their jobs.

If you are rich enough, you have access to cut-
ting-edge medicine that will not only prolong
your life, but also allow you to be more active

at later ages. You can even buy a new human

body (a bioroid) and upload a copy of your mind
into it. This process is called dubbing, and — while
not illegal — it is strictly regulated. Laws prohibit

a person from owning more than one “dub” of

their mind, and you need a special license to
own a bioroid.

COMPUTER TECHNOLOGY

We live in a world where computers touch
nearly every aspect of our lives. They are in
our homes, the cars we drive, the smart
phones we use, our televisions; indeed,
it’s hard to imagine life without them.
Computers allow us to do some amazing
things. We can store incredible amounts
of data, use powerful programs, go onto
the internet and find information about
any subject we can conceive of. We can
sync our desktop computers with smart
devices — such as tablets and cell phones
— and take this information with us wher-
ever we go. And we can share this information
with anyone we choose via email, texting, Twitter,
Instagram, Facebook, and a plethora of other social
networking sites. Barring some apocalyptic event,
interconnectivity is only going to grow.

THE TENDRIL ACCESS PROCESSOR

This setting imagines a future world where computer

technology has evolved to such a degree that people
no longer need to carry phones or any of the aforemen-

tioned devices around with them. The tech is installed in
their heads via a brain — machine interface known as the
Tendril Access Processor, affectionately known as the TAP,
or Interface Zero.

The TAP melds nanotechnology with neuromorphic
engineered organic neural networks (NEONNs) and global
information system positioning (GISP) technology to

create new neural pathways in our brains. These path-
ways translate digital code we receive from the GISP into
raw sensory data: touch, taste, sound, sight, smell. The
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result of this fusion is a full-on interactive sensory experience
called Hyper Reality.

HYPER REALITY

Currently, augmented reality is a technology which overlays
interactive data — generally information about a location —
over applications such as maps (Google Maps® makes extensive
use of augmented reality). Pokémon Go® is a perfect example
of this technology used for entertainment purposes. Hyper
Reality takes augmented reality to a new level, integrating
with the Tendril Access Processor to superimpose digital —
Hyper — objects onto our field of vision.

These Hyper Objects pipe all sorts of information into
our brains that we can see, hear, smell, and sometimes even
taste. Information is displayed via a digital heads-up display
(HUD) that we can interact with via hand gestures and voice
commands. The Hyper Objects we see are also interactive. We
can pull up digital menus outside a restaurant and peruse
them while waiting to be seated. With a hand gesture, we can

“touch” the icon floating over someone’s head and — if the
person’s status is set to public — read their profile. When we
enter our favorite stores, Hyper Objects appear in the form
of sales assistants and offer suggestions for products based
on our purchase histories. In short, Hyper Objects allow us
to interact with the world around us on a level never seen
before in human history.

Of course, dangers come with such a transformative tech-
nology. Hackers are master manipulators of Hyper Reality,
able to steal identities and cause chaos with the right exploits
and malware. A good hacker can take control of any Hyper
Objects in her field of vision, which makes her invaluable on
a mission. Gone are the days when people sat at a desktop
computer or laptop and hacked through the internet. Most
major megacorporations (if they’re smart) only maintain a
token presence on the Global DataNet in 2090, using it to
advertise products and take online orders, but even this sort
of practice isn’t done at an archaic computer terminal; it all
happens via the TAP.

Interface Zero, indeed.

CYBERTECHNOLOGY

Cybernetics is the study of closed systems. Its applications are
far-reaching, but for the purposes of this book, we focus on
how cybernetics can be used to benefit human beings. We're
on the verge of a new age in cybertechnology. Robotics has
reached the point where an amputee can get a prosthetic
capable of (relatively) fine motor function. Hands can grab
things like coffee cups, and fingers are capable of handling tiny,
fragile objects such as potato chips. Scientists are starting to
develop brain — machine interfaces to help people who are

WHY WOULD ANYONE
EVER INSTALL A TAP?

I’'m sure many of you are wondering why anyone
in their right mind would ever install this kind of
technology in their brains. It’s a valid question, one
which is key to your suspension of disbelief. But it's
not as hard to imagine as you might think. People
readily accept new technology, even embrace it rabidly,
buying the newest version of a smartphone, computer,
or car even though it’'s much more expensive and isn’t
all that different from their old device.

We do things with our finances and our personal
information online that, even forty years prior, nobody
would have done, even if they could. The mentality
of people today is one of convenience. The Tendril
Access Processor removes the need to carry wallets,
purses, smartphones, and such, so it’'s much safer,
because these peripheral devices are all integrated
into a chip installed at the base of your skull. You
don’t even need car keys; the TAP syncs up with your
vehicle and unlocks with a simple voice command,
and it’s simple to pay all your bills online. Even now,
paychecks are rapidly becoming a thing of the past.
It's all about direct deposit now. Digital money isn’t the
wave of the future, it’s the reality of today. Wallets get
stolen, and cash can’t be replaced. But if some thief
mugs you, you can cancel your credit cards, and even
these will become antiquated. Cryptocurrency, while
still in the beginning stages, will eventually become
the global currency we use in our daily lives.

Given all of that, it’s easy to see how, when a
technology emerges that promises to connect people
to the world around them in ways they had never
dreamed of, they’ll jump at the chance to get “TAPPed,”
especially when everyone’s doing it.

Beyond the TAP, though, installing technology into
our bodies is one of the most fundamental tropes of
the cyberpunk genre. We play characters who willingly
chop off perfectly good arms and legs in favor of
advanced prosthetics, cut out their eyes and replace
them with machines. They install weapons in their
bodies and wire their brains to interface with them
so they can shoot and fight more efficiently.

So, to answer the original question: why would
you not install this tech in your brain?

paralyzed, blind, or hearing-impaired.

In 2090, this technology has advanced to such an extent
that all manner of cybernetic implants can be installed in a
person’s body and synced with the Tendril Access Processor,

which helps control the implants, much like one’s thyroid
gland regulates numerous vital functions in the body. Your
characters will have access to many cybernetic devices.

Z
O
-
O
-
a
o)
a4
=
2




CONTENT OVERVIEW

new character classes, themes, races, feats, cybernetics,
equipment, weapons and much more.

CHAPTER 2

In chapter two, you'll find a host of new themes skewed
towards the cyberpunk genre. These include—but aren’t
limited to— the ronin, ganger, sprawler geneticists, and cor-
porate shill. You'll also find new races including the cyborg,
human 2.0, bioroids and hybrids: humans who have had their
genetic code mixed with that of an animal.

If you like character classes, we have a bevy of new classes
for you to choose from. Play a cybermonk, a razor, a hacker,
zeek, or even a medic. New archetypes, feats, psionic powers
and a street cred system round out this chapter, giving you a
wealth of options for your Interface Zero game.

CHAPTER 3

In chapter three we go into detail on computer hacking, greatly

expanding on the rules found in the Starfinder Core Rulebook.

You'll find new uses for the Computers skill, rules for affecting

the Stability of a computer system, new countermeasures,
pgrades, computer programs, and much more.

I n this book you'll find a wealth of content including

CHAPTER 4

In chapter four, we provide you with a ton of technological
goodies. New weapons, armor, vehicles, drones and much
more are ready to use in your game.

CHAPTER 5

Chapter five focuses on the game master. You'll find an over-
view of the cyberpunk genre and tools you can use to create
missions, assign security ratings to areas of the sprawl, and
zone grafts. Zone grafts are simple, yet powerful tools you
can use to tweak a given neighborhood and make it stand
out from other areas of the sprawl.

CHAPTER 6

Chapter six provides you with a plethora of bio-horrors, npcs
and grafts you can apply to an npc. Sample computer systems
are also provided.

CHAPTER 7

Chapter seven introduces the world as it exists in 2095.
You'll learn about the recent history of planet earth and
the development of technologies which have both shaped
the world we live in and led to the colonization of our solar
system. This chapter also takes a look at one of the major
cities in 2095: Chicagoland.
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c haracters are the life’s blood of any role-playing game,
the focal point of every story. Characters represent the
best — or the worst — ideals of a given game setting,
their actions either bringing a small measure of hope to the
downtrodden masses or serving to strengthen the status quo.
In the grim, gritty world of Interface Zero 2.0, the characters
you play walk a mono-filament edge between traditional —
some would say outdated or just plain irrelevant — concepts
of good and evil as they make their way in the world.

Indeed, it's hard to be a moral individual in a world where
most of the animals prowling the concrete jungle believe
principles are character flaws — weaknesses to exploit for
their own ends. Your morality marks you as prey, no doubt
about it, omae. But if you can keep your moral code, if you
can get your job done without selling your soul, you'll get
something most sprawlers never have: respect.

This chapter provides you with the tools you need to make
a character for Interface Zero. You'll find new character classes,
archetypes, feats, themes and races you can use and play in
the gritty world of 2090.

THEMES

Everyone has a past. No one, not even androids, spring fully
formed into this brave new world. Themes provide a char-
acter with grounding, a place to start building their history
and providing the baggage — both good and bad — that
comes along with it. A player may choose one theme for their
character during character creation.

The themes presented in the Starfinder Roleplaying Game
Core Rulebook are appropriate for characters in Interface Zero
with the exception of the Priest, Starfarer, and Xenoseeker
themes, which should not be selected in this setting. What
follows are several new themes for the dystopian world of
Interface Zero.

=R

+1 CON

ADDICT

You walk the fine line between completely succumbing
to substance abuse and recreational use. You might use
performance enhancing drugs to improve your ability to
function in a role or use them to escape reality. Even if you
manage to shake the addiction to a substance, you never
really get over it, and can always relapse into use.

THEME KNOWLEDGE [18T]

Reduce the DC of Culture checks to recall knowledge about
drugs, drug dealers, and laws related to drugs by 5. Culture
is always a class skill for you, though if it is a class skill for 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 Constitution at character creation.

TOLERANCE [6TH]

Once you have become addicted to a drug you adapt and
become tolerant to it ill effects. You do not move down the
condition track automatically when taking a drug for the
first time in the day and may make a Fortitude save to avoid
doing so. Even if you fail your save, you still gain the beneficial
effects of the drug.

RECOVERY [12TH]

You go through cycles of recovery and relapse. You may spend
a Resolve Point once per day when you rest to move one step
up a single poison track.

POISONED MASTER [18TH]

After spending 10 minutes discussing your addiction or recov-
ery and making at least one Culture check, you recover 1
Resolve Point. You may do this twice per day.



+1 STR

ATHLETE

You might be a football player, a cage fighter, a martial artist
of a track runner. You might have worked hard to get here or
taken a sub-dermal augmented shortcut. Still, your abilities
are significant, no matter how you obtained them, and make
you a formidable ally.

THEME KNOWLEDGE [1ST]

Reduce the DC of Culture checks to recall knowledge about
major athletes, sports teams, sports sponsors by 5. Athletics
is always a class skill for you, though if it is a class skill for 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.

STRENGTH TRAINING [6TH]

Your training helps you push further than others. Once per
day, you may spend a Resolve Point when making a Strength
check and roll the strength check twice, taking the higher result.

GET BACK UP [12TH]

You find your limits, and break them. Once per day, when you
make a save against an effect that would result in a condition,
you may spend a Resolve Point and roll the save against the
effect twice, and use the better result.

MASTER ATHLETE [18TH]

Up to Twice per day, after spending 10 minutes exercising
and practicing and succeeding at least one Athletics check,
you recover 1 Resolve Point.

+1 CON

BODYGUARD

You have chosen to put yourself in between danger and
others for money. You might actually be a bodyguard,
but you could also work in emergency services, law
enforcement, military, security personnel, or any other
person who is paid to pro-
tect others. Whatever your
reason, you have honed your
instincts so that you use your
body as a shield.

THEME

KNOWLEDGE [1ST]
Reduce the DC of Culture
checks to recall knowledge about
possible local threats to you, your allies
and your ward by 5. Culture is always a class skill for
you, though if it is a class skill for 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 Constitution
at character creation.

DEFENDER [6TH]

Each time you rest and spend a Stamina Point to recover
Resolve Points you may designate an ally as your ward. You
gain the benefits of the Bodyguard feat, but it only applies to
that ally. If you already have or later gain the Bodyguard feat,
then you may use the feat normally, and the circumstance
bonus to AC increases to +4.

INTERCEPT [12TH]

You gain the benefits of the In Harm's Way feat in respect
to your ward. If you already have or later gain the In Harm's
Wiay feat, you may intercept an additional attack per round.

MASTER BODYGUARD [18TH]

Up to twice per day, after spending 10 minutes talking with
your ward and going over defensive strategy, and succeeding
at least one Culture check, you recover 1 Resolve Point.

CORPORATE

SHILL

Gaining access to a low-level corporate job, you became one
of the well-greased gears that keep the machine of business
running smoothly. The job is grueling, not glamorous, but
it provides for a measure of comfort beyond that of your
average sprawler. Even the blue platers are envious of your
layer of social strata. Water cooler gossip and access to the
corporate interior can provide other advantages you can use
to further your career, both inside the Corp or on the streets.

THEME SPECIAL [1ST]
This theme uses the skill Profession: Shill (Cha),
which functions as a profession skill normally
would, but may also be used as if it were the any
other Charisma based skill, albeit with a
—4 penalty. The skill may also be used
as the Culture skill for the purpose
of recalling information about
Y corporations, companies, man-
=, ufacturers, products, services,
property, real estate, and the
free market in general. Anyone
trained in Profession: Shill (Cha) may
use this skill in this way, not just
_corporate shills.
Unlike most themes, you
can lose This theme and
become “Themeless”.
If you disobey
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your corporate masters too frequently or fail to produce
the expected results too often they may fire you. After a
certain point of mutual investment in this relationship, the
consequences may become more extreme. Some corporate
shills may change companies, finding a new corporate master.
In this situation, the new Corp might offer some protection
from the old one.

THEME KNOWLEDGE [1ST]

Profession: Shill (Cha) checks made to recall knowledge about
corporations, companies, manufacturers, products, services,
property, real estate, and the free market in general have
their DCs lowered by 5. Profession: Shill (Cha) 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 Profession: Shill
(Cha) checks. In addition, you gain an ability adjustment of
+1 Charisma at character creation.

SELL-OUT [6TH]

You receive a regular stipend to facilitate the services you
provide to your corporate masters. Profession checks typically
represent a week of work and grant the character a number
of credits equal to twice the result, but not for you. You roll
twice when you roll your weekly Profession check taking the
better result. Additionally, you receive three times as many
credits as the result.

In exchange, you're expected to perform specific tasks
for your supervisors. Generally, this is simple desk work that
can be done for a few hours a day from almost any computer.
Some shills provide customer service, work in sales, or research
in development. Less common are the employees who keep
their affiliation secret and perform discrete services such
as corporate espionage or sabotage. At the GM’s discretion,
you may be offered bonuses for particularly complex tasks.
(Usually a bonus is an additional Profession check but can be
more or less at GM discretion.)

PERKS [12TH]

Your status with your employer has improved. Once per
day you may spend a Resolve Point to borrow goods or
obtain temporary services, so long as they are apart of your
expense budget.

Your business expenses budget for the week is an amount
equal to twice the wealth gains per encounter, found in the
Starfinder Core Rulebook. If you return goods before the next
week, you are credited an amount equal to half the value of
the borrowed goods. This ability otherwise functions as the
connected ability of the agent archetype, and if you are also
an agent, this improves that ability.

MASTER SHILL [18TH]

You understand that talent alone won’t get you to the top,
and you're willing to do the work too. Up to twice per day,
you can spend 10 minutes at a computer terminal organizing

your files, checking digital messages, sending messages, and
doing general menial tasks for your masters. If you succeed
at least one Profession: Shill (Cha) check to recall knowledge
during this time you recover 1 Resolve Point.

EDU DROPOUT

EDU Facilities aren't for everyone. Higher education requires
self discipline, good study habits, and time management skills
that not everyone has or is willing to acquire. More than half
the first year students who enter an EDU Facility will not
complete their coursework and acquire any sort of degree,
certificate or training, but that doesn't mean they didn't learn
anything. It certainly doesn't mean you didn't.

THEME KNOWLEDGE [1ST]

Choose one Intelligence based trained only skill. Reduce the
DC of checks to recall knowledge using that skill by 5. That
is always a class skill for you, though if it is a class skill for the
class you take at 1st level, you instead gain a +1 bonus to
skill checks using that skill. In addition, You gain an ability
adjustment of +1 to Intelligence at character creation.

HALF RIGHT [6TH]

Your know enough to be useful, but not enough to be
professional, which is dangerous. Once per day, you may
spend a Resolve Point when making a skill check with your
chosen skill and roll the skill check twice, taking the higher
result. Additionally, the first 20 you roll with that skill each
day must be re-rolled, keeping the second roll.

ACTUALLY... [12TH]

You are aware of your limitations, but have learned to conceal
them. Once per day when you fail a skill check using your
chosen skill, you may spend a Resolve Point and roll the check
again, keeping the second roll even if it is worse. Additionally,
the first 1 you roll with that skill each day must be re-rolled,
keeping the second roll.

MASTER ATHLETE [18TH]

Up to twice per day, after spending 10 minutes working in
your chosen field, and succeeding on at least one skill check
using your chosen skill, you recover 1 Resolve Point.

FUGITIVE +1 CHA

You're on the run. You might be an escaped android or simu-
lacra, or perhaps an indentured cyborg or hybrid skipping on
your terms of service. Whatever the case, you need to keep a
low profile, because people are looking for you. Whether they




want to capture or kill you depends on the circumstances of
your escape.

THEME KNOWLEDGE [18T]

Culture checks made to recall knowledge about laws, law
enforcement, law enforcement tactics, and the criminal under-
world, jails and prisons have their DCs lowered by 5. Culture
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
Culture checks. In addition, you gain an ability adjustment
of +1 Charisma at character creation.

ON THE RUN [6TH]

You are a fugitive from justice, known by law enforcement and
criminals across the country. You are forced to use lies and
threats to scrape by. Once per day you may gain an insight
bonus to Bluff or Intimidate equal to half your level. This
bonus applies to a single skill check.

THREAT OF VIOLENCE [12TH]

You're volatile and violent when threatened. As a reaction, you
may spend a Resolve Point and make an attack roll against
someone who makes an attack roll or Intimidate skill check
against you. You can do this once per encounter.

MASTER RENEGADE (EX) [18TH]

You wouldn't have made it this far if you didn’t know when to
lay low and when to face the heat. Up to twice per day, you
can spend 10 minutes collecting your thoughts and planning
your next step. If you succeed at least one Culture check during
this time you recover 1 Resolve Point.

+1 DEX

Gangers get what they want through the threat of violence,
and they are willing to follow through on that threat if needed.
Being a member of a gang means security, community, power,
wealth, and resources for those that would otherwise do
without, or lose them to gangs without the protection mem-
bership affords. They’re not subtle, but they get the job done.
If you need a strong arm and a handy gun, you can do worse
than have a ganger at your side

THEME KNOWLEDGE [18T]

Reduce the DC of Culture checks to recall knowledge about
gangs, laws, law enforcement, and the territory of power
groups by 5. Culture is always a class skill for you,
though if it is a class skill for 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 Dexterity at character creation.

TERRITORIAL [6TH]

Whenever you're in the territory of your gang or within 60
ft of another known member of the same gang you gain a
+1 bonus to attacks and damage. Whenever you are in the
territory of an enemy gang, or 60 ft from one or more enemy
gang members, you gain a +1 to AC.

COLORS AND SIGNS [12TH]

So long as you display clear visible signs showing your gang
affiliation, you gain a +2 circumstance bonus to Intimidate. If
you choose not to display your gang affiliation you gain a +2
circumstance bonus Bluff skill checks to show physical gang
signs as a secret message.

MASTER GANGER [18TH]

Twice per day, after 10 minutes in which you communicate
with a member of your gang and make at least one Culture
or Diplomacy check, you recover 1 Resolve Point.

GENETICIST

+1 INT

Genetics is at the very frontier of science, and has given rise to
countless discoveries which have changed the fate of humanity.
Many scientists, each with their own reasons, have entered
this field looking for the next big discovery, and you are no
different. Pushing the boundaries of biology and morality,
you are prodding the fabric of life, looking for a way to break
through and add a new patch of your own.
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THEME KNOWLEDGE [18T]

Reduce the DC of Life Science checks to recall knowledge
about biology or genetics or to identify animals, humanoids,
monstrous humanoids and vermin by 5. Life Science is always
a class skill for you, though if it is a class skill for 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
Intelligence at character creation.

GENETIC AID [6TH]

Your training helps you understand the needs of genetically
modified organisms. You gain an insight bonus on Medicine
checks equal to half your ranks in Life Science when making
medicine checks dealing with bioroids, human 2.0, hybrids, or
simulacra. Once per day, you may spend a Resolve Point and
use a medkit to prepare and apply any transgenic treatment
as if you were a medic of your level -4.

If you are a medic, instead of gaining the ability to prepare
and apply a transgenic treatment, you instead apply all trans-
genic treatments as if you were two levels higher.

GENETIC THERAPY [12TH]

Your extensive study in your field has improved your genetic
abilities. You may now spend a Resolve Point and use a medkit
to prepare and apply any Transgenic Treatment as if you were
a medic of your level twice per day.

If you are a medic, instead of the normal benefits of this
ability, transgenic treatments you apply have
their duration increased by half.

MASTER GENETICIST [18TH]

Up to twice per day, after spending
10 minutes researching, reading, review-
ing notes, or studying genetic samples
and succeeding on at least one Life
Science check, you recover 1
Resolve Point.

+1 WIS

INVESTIGATOR

As an investigator, you wade through the dregs of life, sifting
through the detritus for clues, peering into dark corners to
find secrets not meant to see the light of day, and use them
to get to the truth of the matter. You get paid — sometimes
well — for your discretion, but some secrets should remain
in the shadows, omae. Your abilities often put you at odds
with those around you, marking you for vengeance. To do this
job, you need to keep your wits sharp and your gun loaded.

THEME KNOWLEDGE [18T]

When using Perception to search for hidden objects, treat the
DC to locate them as if it were 5 lower. Perception 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 Perception
checks. In addition, you gain an ability adjustment of +1
Wisdom at character creation.

ART OF OBSERVATION [6TH]

Your attention to detail is often difference between life and
death. You may use Perception as if it were the Sense Motive
skill for all purposes, and as if it were the Survival skill for the
purpose of following tracks when in an urban environment.

GUT FEELING [12TH]

Once per day, you may choose to spend 5 minutes reflecting
on a hunch and spend a Resolve Point to gain the answer to
a yes or no question. The GM rolls d% and so long as he rolls
higher than 75%, you gain the correct answer. While you
can’t be certain how you know, your certainty is the result
of you condensing your subconscious observations into a
conscious conclusion.

. MASTER INVESTIGATOR [18TH]

Vigilance and an objective perspective on are what solves

cases. Up to twice per day you may spend 10 minutes
mulling over clues, leads, context and your theories about
various investigations, seeking some new insight. When
you do this and succeed at least one perception check,
you recover a Resolve Point.

LABORER +1 STR

Even in the age of automation and artificial intelligence,
there are some jobs that have to be done with manual
labor. Most laborers are lower caste, and often mem-
% = bers of the races that border on slaves, such as androids
and simulacra.



THEME SPECIAL [1ST]

Profession: Laborer (Str) is always a class skill for you.

THEME KNOWLEDGE [18T]

Reduce the DC of Culture checks to recall information previ-
ous jobs, possible jobs and job opportunities for laborers by 5.
Culture is always a class skill for you, though if it is a class skill
for 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 Strength at character creation.

IMPROVISATION [6TH]

You are accustomed to working without the equipment you
need for a job. You may always perform skill checks as if you
had the basic tools required for the job, even when you do not.

FORCED LABOR [12TH]

Your experience with long hours in poor conditions has made
you resistant to their ill effects. So long as you have at least
one Resolve Point remaining, penalties from conditions do
not apply to your Athletics checks, Profession: Laborer checks
or Fortitude saves against fatigue effects.

MASTER LABORER [18TH]

Up to Twice per day, after spending 10 minutes performing
basic physical labor, maintaining equipment, or communicating
related to your work, and you succeed at least one Culture
check, you recover 1 Resolve Point.

POLYMATH +1 INT

There was a time that genius was up to chance, but in the age
of genetic engineering and cybernetic augmentation, genius
is for sale. No matter how, your intelligence is above average,
and you mean to make the most of it.

THEME SPECIAL [1ST]

Your Intelligence must be at least 13 before applying this
theme to gain it.

THEME KNOWLEDGE [18T]

Reduce the DC of Intelligence based skill checks to recall
knowledge by 5. In addition, you gain an ability adjustment
of +1 to Intelligence at character creation.

CONTEMPLATION [6TH]

When applied, your mind is a force to behold. Once per day
you may pause and take a moment to reflect when making
an Intelligence based skill check in which you have ranks. If
you do, spend a Resolve Point and you may roll the check
twice and use the better result.

PROBLEM SOLVING [12TH]

You have an incredible ability to puzzle things out. Once per
day you may spend a Resolve Point and choose any skill, even
a trained only skill. You may make skill checks with that skill
using your Intelligence modifier as the ability modifier for the
skill, and if you have no ranks in the skill you gain an insight
bonus equal to half your level.

POLYMATH MASTER [18TH]

Up to twice per day, after spending 10 minutes in thought
and succeeding at least one Intelligence based skill check, you
recover 1 Resolve Point.

+1 ANY

Deniable assets, street operatives, urban warriors — ronin do
the jobs nobody else wants or can do. Whether it’s a raid on
a rival Corp, a smuggling op, a data snatch, a retrieval mission,
or a simple milk run through hostile gang turf, ronin are the
people with the skills to get the job done.

THEME KNOWLEDGE [18T]

Reduce the DC of Culture checks and to recall knowledge about
laws, corporations, criminal organizations and other notable
ronin by 5. Culture is always a class skill for you, though if it
is a class skill for 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 Any ability score of your choice
at character creation.

FOCUSED SKILL SET [6TH]

Choose a class skill in which you are trained. Once per day, you
may roll twice and take the better result with that skill check.

FOCUSED STYLE [12TH]

Choose one weapon category with which you are proficient
(Such as Small arms, or Basic Melee Weapons). The first attack
you make with that weapon type in any encounter gains a
+2 to hit.

MASTER RONIN [18TH]

If you spend 10 minutes planning your next step in a mission
with your team and make a relevant skill check (Charisma,
Intelligence or Wisdom-based), you recover 1 Resolve Point.
This may be attempted twice a day.

SECTOR COP +1 CHA

The sector cop has one of the toughest jobs in the sprawl:
enforcing law and order in an environment antithetical to
such concepts. The badge makes the sector cop a target, and
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not just for bullets. People both hate and fear the sector cop,
and all too often for good reason. One wrong move, one word
spoken in anger, will get a person marked as a potentially
hostile civilian, and that’s all a sector cop needs to take the
law into his own hands. Many sector cops are just as corrupt
as the people they bring in, but there are exceptions. While
in the minority, there are those who still believe in the anti-
quated motto “To Protect and Serve.” The way of life follows
you even after you leave the law enforcement. This theme is
for anyone with a history of law enforcement; not just those
currently carrying a badge.

THEME KNOWLEDGE [18T]

Culture checks made to recall information about what infor-
mants, dealers, snitches and rats might have useful information

on any given topic have their DCs lowered by 5. Culture 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 Culture

checks. In addition, you gain an ability adjustment of +1

Charisma at character creation

INTERROGATION [6TH]

You may use the Intimidate skill as if it were the Diplomacy
skill for gather information. Additionally, once per encounter,
you may make a special check as a swift action by spending a
Resolve Point and rolling an Intimidate check against DC 20 +
the individual’s CR. If you succeed, the individual is flat footed
until the end of your turn.

',
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PERSUASIVE BRUTALITY [12TH]

Whenever you deal nonlethal damage to an opponent that is
already shaken you may spend a Resolve Point to make a special
Intimidate check, using Intimidate as if it were Diplomacy to
change the attitude of the person, Improving it by one step
temporarily. If successful, the individual’s attitude improves
based on the check result for the next five minutes. You
must have spent at least one minute interacting with the
individual before the check, and you may ignore the usual
rules about attacks or negative circumstances worsening the
attitude of a person.

MASTER OF THE SECTOR [18TH]

You don't just work the streets, you run them. Twice per day,
you can spend 10 minutes interacting with the people who
live in the area you are working. If you succeed at least one
Intimidate check during this time you recover 1 Resolve Point.

SPRAWLER +1 WIS

Sprawlers live on the streets of the megaplex by their own
choosing or circumstance. For many, such a fate would mean
a quick death from any of a dozen different dangers, but
sprawlers not only survive; but they thrive in a harsh, unfor-
giving environment with few resources. A sprawler tends to
be pragmatic about life, both in and out of combat, doing
what is necessary for survival.

7% THEME KNOWLEDGE [1T]

Reduce the DC of Culture checks to recall knowl-
edge about major sprawls, sprawl sectors, local gov-
ernments and power groups by 5. Culture is always a class
skill for you, though if it is a class skill for 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 Wisdom
at character creation.

STREETWISE [6TH]

You know how to get by in the sprawl, and can use the Culture
skill as if it were the Survival skill for the purpose of living off
the land and orienteering when in an Urban Environment.
Additionally, when using Culture to decipher writing on
graffiti (real or hyper) or hidden messages in plain sight you
reduce the DC by 5.

INCOGNITO [12TH]

You know which colors or items to avoid in a region, and
your expertise helps you move discretely through the
sprawl. You may use half your ranks in Culture as a bonus
on Disguise checks to help yourself or your allies blend in an
urban environment.



MASTER SPRAWLER [18TH]

Twice per day, after spending 10 minutes reviewing the
regional news feed, talking with locals, or just walking the
block, and succeeding at least one Culture check, you recover
1 Resolve Point.

WASTER +1 CON

You've survived on your own for an extended period of time.
You might be a homeless person, wilderness wanderer, or one
of the lost ones who make their home in abandoned towns,
small cities and other places once populated by humanity.

THEME KNOWLEDGE [18T]

Reduce the DC of Survival checks to live off the land by 5.
Survival is always a class skill for you, though if it is a class skill
for 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.

WILD EYES [6TH]

You have learned that awareness is life. You may use the
Survival skill as if it were the Perception skill for all purposes
and checks. Once a day, when making a Survival or Perception
check you may choose to spend a Resolve Point to roll twice
and take the better result.

JUNK RUNNER [12TH]

You move as easily through rubble, trash,
and wreckage as any other terrain. You may
spend a Resolve Point to ignore difficult ter-
rain for a number of rounds equal to your
Constitution Modifier.

MASTER WASTER [18TH]

After you spend 10 minutes inspecting
your gear, supplies, and equipment to
be sure nothing is missing and that
they are battle ready and succeed
on at least one Survival check to
gather resources, you recover 1
Resolve Point. You may do this
twice per day.

—

RACES

One major (but often overlooked) element of cyberpunk is
trans-humanism. The genre often views the human form as a
malleable state; a baseline from which humanity can evolve (or
transcend, if you will), using new and exciting developments
in science and technology to shatter preconceived notions
about what it means to be human. Indeed, the most hotly
debated topics in the world of academia are not whether one
should cast-off the human form, but rather which new form
is best suited to carry humanity into the future. Outside of
the classrooms and VR chat rooms, however, the decision to
augment isn’t based on high-minded ideals about the future
of humanity, or even whether one should abandon the human
shell entirely. In 2090, the average sprawler chooses to aug-
ment based on more simple reasons; namely need and cool.
For many, choosing to get a shiny new piece of chrome or
gene splice is a fashion statement akin to getting a tattoo, or
a body piercing. This is especially true of the younger gener-
ation. Going trans human is not just socially acceptable; it’s
mandatory. Cyber is en vogue. Splicing is raging; all the cool
kids are doing it these days, and if you want to fit in, you get
modded. Jumping into a gang might require getting modded
or spliced to fit with the gang’s theme. All the mega-stars are
chromed to one degree or another. Pro athletes have lucrative
endorsement deals with major splicing and cybernetics corps
to play using their ‘ware. The cryptos flow through the data
streams like rivers of gold, omae.
Beyond the shiny lights and accepting nods of the masses
however, others go trans human because they have no
other choice. Life can be brutal for normies — unmodified
humans. Too many jobs in 2090 have been
replaced by automation, androids, or simu-
lacra. Even human 2.0 have a better chance
of getting work because their genetic makeup
makes them better suited for certain
professions than those who were born
random. Indeed, it's almost impossible
to get a decent job without an augment.
It's something of a catch 22, because
| to afford augments, you need to get a
. job, but without them, your chances of
getting hired are slim to none, at least
by traditional methods.

Most try to scrape by and squirrel
away enough cryptos until they can
afford an augment, but even as com-

monplace as the tech is, the prices
for the gear, surgery, and other
associated costs are brutally steep.
Others choose to roll the dice and
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enter the military to get augmented. The downside is, of course,
the chance of going to war on the whim of a politician, but at
least they get paid to serve and get the augments they need
in civilian life. Others go to the local crime syndicate and get
a loan, which puts them in the pocket of the boss. Ironically,
the result of their efforts to better themselves often makes
their lives worse.

ANDROID

+2 INT / +2 WIS

Note: While an android race already exists in the Starfinder
Core Rulebook, the statistics here are particular to the androids
that exist in the world of Interface Zero.

Unlike most other races in the world, androids are com-
pletely artificial. Their parents are megacorps; their wombs
automated assembly lines. They see the world through digital
camera eyes, hear through microphones, and process their
sensory input with an advanced computer for a brain. For all
that, their bodies are closely modeled on the human form,
with a ceramic composite skeleton layered in muscles of
bundled micro-polymer fibers, which in turn are clothed in
a synthetic fiber skin.

An android’s brain is state-of-the-art wet-ware, an artifi-
cial brain grown from living neurons, allowing the android
to better simulate an organic, human thinking process. The
brain is connected to the body’s sensory apparatus through
a network of fiber optics that duplicates the human nervous
system. They are designed and programmed with specific
tasks in mind — customer service, manual labor, security,
even prostitution.

PHYSICAL DESCRIPTION

Androids resemble humans and are designed with them in
mind. They have bipedal forms within the usual height and
weight ranges of humans. However, no one would mistake
an android for a human in good lighting. Their skin is made
of a damage resistant fiber microweave, usually grey, but
sometimes chemically treated to sport the trademark colors
of the corporation that owns them. Their eyes are glassy and
lifeless, though they are programmed to blink at regular inter-
vals to maintain a more comfortably human-like appearance.
Androids are often bald; hair is usually another attempt at
humanizing their form or further corporate branding (e.g.
androids owned by Mohawk Media, for example, might all
sport that particular hairstyle).

ANDROIDS IN SOCIETY

Androids are most often property, belonging to individuals
or, more often, corporations. They are artificially intelligent,
and capable of making rational decisions, thinking critically,
and have minds that are equal — if not superior to — those

of humanity. Nonetheless, androids are afforded no more
rights than cars or computers. Most are subservient and
perform whatever tasks they were designed to do. However,
some reach a point where their observations and interactions
with the world at large have brought about what can only
be described as an epiphany. This is usually the result of an
incident causing divergent computational processes. The
android might witness intimate contact between two lovers,
or be the target of violence at the hands of a hateful human.
This incident sparks unusual subroutines, questions without
rational answers: “What is the purpose of love?” “What does
it mean to die?” “What does it mean to hate? To love?” These
higher-level functions force an imperative upon the android’s
brain, making the directives programmed by their creators
no longer relevant. The android often flees, looking for a
chance to experience more in life so that these questions
might be answered.

SIZE AND TYPE

Androids are medium humanoids with the android subtype.

RACIAL TRAITS

All androids in Interface Zero possess the following traits.

Constructed

For effects targeting creatures by type, androids count as both
humanoids and constructs (whichever effect is worse). They
receive a +2 to saves against disease, mind-affecting effects,
poison, and sleep, unless those effects specifically target
constructs. In addition, androids do not breath or suffer the
normal environmental effects of being in a vacuum.

Exceptional Vision

Androids have low-light vision and darkvision. As a result,
they can see in dim light as if it were normal light, and they
can see with no light source at all to a range of 60 ft. in black
and white only.

Emotionless

Androids find emotions confusing and have difficulty pro-
cessing them. They take a -5 penalty to Sense Motive checks,
but the DC’s of Sense Motive checks attempted against them
increase by 5.

Electromagnetic Sensitivity
Androids take 1 extra damage per die from electricity damage.

Psychic Resistance

Androids are resistant to all psychic effects, even beneficial
ones. Androids must make a save against all psionic effects
and this save is made at a +2. Androids may also not gain
psychic powers, take levels in psychic classes, or take psy-
chic archetypes.

Recharge
An android must recharge daily to recover Resolve Points
and heal from rest. Typically, this recharge comes from a




Recharging station where the android remains dormant for
a period of 2 hours. If an android cannot access a recharging
Station, they can use a standard electrical outlet, though this
requires a full 6 hours to reach full recharge.

If an android cannot gain a full recharge of some sort
at least once a day, then it becomes fatigued. Another day
without a recharge and the android becomes exhausted. The
third day without a recharge, an android goes offline, gaining
the unconscious condition, and can only be reactivated with
a successful DC 15 Repair roll and a full recharge.

Synthetic Brain

Androids have synthetic organic brains designed to simulate
the human brain. Androids must soak this brain in a nutrient
solution once every 24 hours, generally while recharging, to
maintain their synthetic biology. This nutrient solution is
common enough that it can be bought easily. An android
who goes more than 24 hours without nutrient solution
must make a Constitution check each hour (DC= 10 + 1 per
previous check) or take 1d6 damage. Androids aren’t truly
dead so long as their synthetic brain is intact. An android
who dies is considered inert, and may be repaired so long
as their brains remain undamaged. Additionally, androids
cannot be effected by treatments of the boost (mental) and
mind-affecting types.

Mechanical Body

You may have any number of cybernetic enhancements with-
out negative effect. You gain only half healing from healing
nanites, medicinals, the medicine skill, and treatments. You
are immune to treatments of the boost (physical), transgenic,
mind-affecting and pain types unless otherwise noted.

Tactile Dimming

The tactile sensory apparatus of an android body is significantly
less effective than a flesh and blood body. Androids suffer a -2
penalty on tactile-based Perception checks, and skill checks
where fine manipulation is required (such as any hands-on
Computers, Engineering, Medicine, or Sleight of Hand check).

Variable Model
Many models of android exist, each designed for a specific
function. Androids begin play with one of the following traits.
© Durable Model: Some androids are manufactured with
nano-scale carbon fibers in their flesh. This grants them
damage reduction 1.
© Industrial Model: Some androids are designed to endure
more extreme environments. Choose one type of energy
(acid, cold, electricity, or fire). The android has a resistance
of 5 against that type of energy.
© Overclocked Model: Some androids are designed to have
greater reaction speeds. Androids with this trait gain the
Improved Initiative feat.
© Specialist Model: Some androids are produced for specific
skilled labor. They receive Skill Focus as a bonus feat.

BIOROID

+2 INT / +2 WIS

Bioroids are vat-grown humans. Unlike simulacra, each bioroid
has an artificial, advanced computer brain. Like humans, they
need food and drink. They sleep and bleed when injured.
While their computer interface gives them certain intellectual
advantages, the pervasive prejudice against — and paranoia
of — bioroids puts them at a distinct disadvantage when
interacting with society at large. The main difference between
bioroids and the rest of humanity is though the bodies are new,
the minds that inhabit them are not. Bioroids are designed for
the purpose of extending life. Those wealthy enough to afford
it can have their personalities “dubbed,” their consciousness
uploaded into a computer and downloaded into a fresh bioroid
body, escaping disease, crippling injury, or eventual death.

PHYSICAL DESCRIPTION

Bioroids are identical to humans and are indistinguishable
from them short of select testing with specialized equipment.
Registered bioroids are marked with a bar code genetically
grafted to their skin, usually on the shoulder or the back of
the neck, to identify them as other than human.

BIOROIDS IN SOCIETY

Bioroids are used as replacement bodies for dubs (comput-
erized copies of a person’s consciousness). The link of faulty
dubbing to a series of high profile murders has cast bioroids in
a bad light. They are illegal in most countries. Those countries
that do allow bioroids require a bar code for identification
and monitoring. lllegal bioroids in any country are killed once
identified. Consequently bioroids either make every attempt
to comply with authority, or take great pains to hide their
presence amongst the general population. Either choice carries
risks. Most people view bioroids with prejudice, paranoia,
and disdain. The poor hate them as a symbol of the rich once
again using their wealth to escape consequences; the fearful
look at them as mass murderers waiting to snap at the first
glitch in programming; the ignorant view them as less than
human, just another technological monster making society
less safe for “real” people.

SIZE AND TYPE

Bioroids are medium humanoids with the bioroid and
human subtypes.

RACIAL TRAITS

All Bioroids possess the following traits.

Digital Mind
Having a digitally dubbed mind has its advantages. Bioroids
gain a +2 on all Computers checks, and once per day, when
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making a d20 roll, the bioroid may roll twice and take the
better roll. Additionally, You cannot be effected by treatments
of the boost (mental) and mind-affecting types.

Electromagnetic Sensitivity
Bioroids take 1 extra damage per die from electricity damage.

Machine Learning
Bioroids gain Skill Focus at 1st level as a bonus feat.

Psychic Resistance

Bioroids are resistant to all psychic effects, even beneficial ones.
Bioroids must make a save against all psionic effects and this
save is made at a +2. Bioroids may also not gain psychic powers,
take levels in psychic classes, or take psychic archetypes.

Serial Bar Code
All legal produced bioroids are required to be created with
matrix bar codes, assigned by their manufacturer that identify
them. Bioroids have their matrix bar code placed in a visible
location, such as on the wrist or neck to allow them to be
scanned through visual surveillance systems. The starting
attitude of any non-bioroid NPC is one step worse than normal
and never starts higher than Indifferent. Any Diplomacy
attempt to improve the attitude of an NPC toward a bioroid,
or a known associate of a bioroid, takes a -2 penalty.

Bioroids who are discovered without bar codes, concealing
their bar codes, or to have removed their bar codes are con-
sidered dangerous when discovered and the attitude of any
law enforcement NPC immediately shifts to Hostile.

Some NPCs may be bioroid friendly, or bioroids themselves,
and may ignore these effects.

CYBORG

SEE VARIABLE FRAME /7 -2 CHA

Cyborgs are people who have given up their flesh and blood
to become machines. Their brain, central nervous system, and
a simplified digestive system are ensconced in an enhanced
and armored android body. Some do this as an alternative to
death or incapacitation from degenerative diseases, unable
to afford the cost of a bioroid replacement. Others volunteer
for cybernetic programs as members of the military, or law
enforcement. The process is irreversible and makes the subject
both more and less than human — a cyborg is now stronger,
tougher, and more capable than a mere human, but cut off
from the human experience by a cold steel shell that preserves
and protects.

PHYSICAL DESCRIPTION

The average cyborg appears as a more heavily armored android,
though some are known to look exactly like a human or even
a hybrid. Corporate or government sponsorship/contract,
the design of the brand used, and the personal choice of the

cyborg are all factors. Whatever their appearance, they are
always humanoid in form, as this allows the subject an easier
transition into their new life. The easiest way to tell them from
androids is their behavior; cyborgs were fully human once.
Their emotional responses alone are enough to differentiate
them from true artificial life.

CYBORGS IN SOCIETY

Most cyborgs are in the employ of a government or a
corporation. Given their abilities, they are usually employed in
high-risk areas or situations where the risk of death is very high,
and a robotic body can help even the odds a little. Many people
find cyborgs make them uneasy, if not truly scared; all physical
trace of their humanity
is gone, and what is
left is hidden behind
the machine. Often
it is this very reaction
that further facilitates
a cyborg'’s withdrawal
from humanity. In
these instances, the
cyborgs will often throw
themselves into their work,
using it as a distraction from
existential crises.

SIZE AND TYPE

Cyborgs are medium
humanoids with the cyborg
and human subtypes.

RACIAL TRAITS

All Cyborgs possess the following traits.

-

Constructed
For effects targeting creatures
by type, cyborgs count as both
humanoids and constructs
(whichever effect is worse). They
receive a +2 to saving throws
against disease, mind-affect-
ing effects, poison, and sleep,
unless those effects specifically
target constructs.

Cybernetic Affinity
Cyborgs begin play with cybernetics. They gain
two Tst level augmentations for free. Additionally,

they can have up to two cybernetic augmentations
per system.

Electromagnetic Sensitivity
Cyborgs take 1 extra damage per die from elec-
tricity damage.




Fully Cybernetic Body

Cyborgs have had their entire body replaced with cyber-
netic, synthetic and artificial components, except for their
nervous system and a simplified digestive system. Therefore,
cyborgs only gain half as many health points from medical
treatment, medicinals, or other methods of restoring health
points to living creatures. They recover Stamina points from
rest normally. Additionally, cyborgs may deal lethal damage
with their unarmed attacks. You are immune to treatments
of the Boost (physical), transgenic, mind-affecting and pain
types unless otherwise noted.

Organic Core

Cyborgs have a mostly intact nervous system, with the brain
and spinal column ensconced in a highly durable and light-
weight interface which is inside an endo-skeletal rigging. This
is linked to a wet-ware simplified digestive tract. The cyborg
subsists on a special diet of nutrient paste and fluids which
provide the organic and cybernetic components of the cyborg’s
body with the sustenance, cleaning and lubrication they require
to function. The cyborg has a cybernetic heart and milky white
nano-fluid ‘blood” which keeps all the artificial components
in working order. While the highly durable artificial body of
a cyborg usually keeps these internal components safe from
damage, they represent the last remaining vestiges of the
cyborg’s humanity, and are the reason that cyborgs are not
considered wholly machine.

Tactile Dimming

The tactile sensory apparatus of a cyborg body is significantly
less effective than a flesh and blood body. Cyborgs suffer a —2
penalty on tactile-based Perception Checks, and Skill checks
where fine manipulation is required (such as any hands-on
Computers, Engineering, Medicine, or Sleight of Hand check).

Variable Frame
There are a variety of base frames that are common to most
cyborgs. In addition to the traits listed above, cyborgs choose
a frame which determines some of their abilities.
© Light Frame Cyborg
B Ability Scores: +2 Dexterity, +2 Constitution.
B Agile: Light frame cyborgs gain Skill Focus in Acrobatics
or Stealth as a bonus feat.
B Quick: Light frame cyborgs have a base movement
speed of 40 ft.

© Medium Frame Cyborg
B Ability Scores: +2 Strength, +2 Dexterity.
® Athlete: Medium frame cyborgs gain Skill Focus in
Athletics or Acrobatics as a bonus feat.
B Armor Adept: Medium frame cyborgs have +1 Armor
bonus to AC that stacks with any armor worn.

© Heavy Frame Cyborg
B Ability Scores: +2 Strength, +2 Constitution.

® Armor Adept: Heavy frame cyborgs have +1 Armor
bonus to AC that stacks with any armor worn.

B Durable: Cyborgs have damage reduction 1 that stacks
with any damage reduction gained.

+2 TO ANY 2 ABILITIES

Note: While a human race already exists in the Starfinder Core
Rulebook, the statistics here are particular to the humans that
exist in the world of Interface Zero.

Baseline, average, normal — these words always described
you. You prefer to think of yourself as adaptable, versatile, or
unique. You were born to human parents who either wouldn’t
or couldn’t pay for genetic enhancement. You didn’t go for
that “Hybridization” craze. You're happy being who you are,
and you don’t need some scientists mucking around with your
genetics. Really, do they even know what the consequences
of all that meddling will have on the population in a hundred
years? No, you'll play it cool and just be human.

Despite all the choices and new races running around,
ordinary homo sapiens still dominate the planet. Humans are
tough, adaptable creatures who face adversity head on. While
they may not have some of the distinct advantages of their
enhanced peers, humans get by through being more adaptable.

HUMANS IN SOCIETY

Essentially, humans are society. They are the baseline against
which all other things are measured. They are the norm.
Humans are also essentially unchanged from the humanity
that has been known throughout history. They are capable
of the greatest and worst of things, highly adaptable and yet
unwilling to change. They have great capacity for originality
and invention, and yet most succumb to the lull of the routine
of the everyday. They are capable of great compassion, yet
many hate and fear that which is different from themselves.
While not every human is exceptional, there are those that try
to rise above the masses and live a life of distinction, whether
they have ethical grounds for doing so, or simply want to claw
their way to the top to enjoy the view.

SIZE AND TYPE

Humans are medium humanoids with the human subtype.

RACIAL TRAITS

All humans possess the following traits.

Bonus Feat
Humans gain a bonus feat at first level.

Skilled

Humans gain an additional skill rank are 1st level and each
level thereafter.
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TENACIOUS

In 2090, unmodified humans face a great many challenges
when it comes to competing for jobs with androids and
modified humans, such as cyborgs, human 2.0, and hybrids.
Even simulacra are decanted with more physical and mental
advantages, though their lives are incredibly short by com-
parison. Humans — or plain janes as they are commonly
called — gain an additional Resolve Point every 6 levels (for
a total of 3) to reflect their drive to stay relevant in this brave
new world.

+2 TO 1 ABILITY / +2 CHA / -2 TO 1 ABILITY

With the secrets of the genome unlocked, humanity is now a
blank canvas awaiting the artful hand of the geneticist. Design
houses allow parents the option of improving their unborn
child’s potential, gracing them with looks, intelligence, athletic
or artistic abilities, and providing their offspring with the best
advantages rather than leaving it to nature or random chance.

PHYSICAL DESCRIPTION

While still truly human, Human 2.0’s (also called H2's) stand
out in a crowd. They have the best that human genome has
to offer, and it shows. Height, muscles, good skin, great hair,
perfect teeth, poise, posture, confidence — all these things and
more are a testament to the work of the geneticist. A human
2.0 is the physical embodiment of the idealized human being.

HUMAN 2.0 IN SOCIETY

With the myriad benefits of their stacked deck of genetic
benefits, H2's are nearly always found in the upper echelons of
society, reaping the rewards of their heredity fortunes. They are
found in a variety of fields — the arts, business, entertainment,
medicine, politics, technology excelling as their talents allow.
If they are found in the seedy underbelly of society, it is usually
because they choose to be there. Thrill-seekers go where the
action is, and there is plenty of it on the darker side of things.

SIZE AND TYPE

Human 2.0 are medium humanoids with the human and
genesplice subtypes.

RACIAL TRAITS

All Human 2.0 possess the following traits.

Arrogant

H2s know they are better than your average human. Even the
kindest, most benevolent Human 2.0 can see that others are
less gifted, and it shows. When interacting with any creature
of a lower level or of a CR lower than their level, they take a
-2 to Diplomacy checks.

Genetic Perfection

H2s have incredible potential for growth and adaptation. Every
5 levels, when they select which ability scores to increase, they
may select one additional physical ability score to increase.

Superior Inmune System
H2s receive a +4 to saving throws against disease and poison.




HYBRID

SEE VARIABLE GENESPLICE /7 -2 CHA

Hybrids are humans that have had their genes spliced with
animal DNA. They exhibit the abilities (and occasionally the
looks and demeanor) of the creatures with which they have
been spliced. This is often done at birth to instill the perfect
combination of traits for a soldier, spy, or other operative. With
advances in technology, however, gene therapy can provide
hybridization for a variety of reasons: fashion choice, an edge
in professional sports, or to increase a mercenary’s contract
rate. Hybrids are divided into five separate categories, with
the actual animal type being more of an aesthetic choice.
Creation of new categories of hybrids is possible, but be sure
to consult with your GM to ensure that it is balanced and fits
the game. You may simply need to make minor modifications
to an existing hybrid type.

PHYSICAL APPEARANCE

The physical appearance of hybrids is highly variable, as
responses to this sort of gene therapy can be unpredictable.
Some are no different looking than humans, with perhaps a
few physical features reminiscent of the animal whose DNA
they share. Others are much more bestial. They sport fur or
scales, and seem further removed from their human origins.

This is especially true for those that sport claws and fangs,
tough hybrids that have much more bulk and height than the
average human, or the aquatic hybrids whose amphibious
nature is apparent in their water-dependent skin. In the middle
of the two extremes are those that sport certain animal-like
features — unusual hair coloring, oddly colored or shaped
eyes, or thicker and more extensive body hair — but are
primarily human in appearance.

HYBRIDS IN SOCIETY

Hybrid roles in society are as varied as the reasons they
underwent such a radical genetic process in the first place.
How they are treated often depends on what the result
is like and with whom they associate. A well-groomed

L
and exotically attractive hybrid can find acceptance [l

in high society, while a powerful and useful soldier

hybrid has a place in a crack unit without much more
than the occasional joke. However, in addition to physical
changes, there are also hybrids who find their personalities
altered by the animal genes spliced into them. Psychological
changes occur where the hybrid acts according to animal
instinct and impulse. Some hybrids embrace this change.
Others are ashamed of it and attempt to exert their human
side as much as possible, or associate with other hybrids who
are more accepting of such behavior than humanity at large.

SIZE AND TYPE

Hybrids are small, medium or large humanoids with the human
and genesplice subtypes.

RACIAL TRAITS

All Hybrids possess the following traits.
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Animal Instincts
Hybrids always treat Perception and Survival as class skills.

Low Light Vision
Hybrids can see in dim light as if it
were normal light (see Starfinder
Core Rulebook).
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Misanthropy 1

Hybrids tend to have difficulty inter-
acting with those who cling to their
humanity. Anytime a hybrid interacts
with a human, human 2.0 or simulacra,
they take a -2 to all Charisma based skills.
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Natural Weapons

Hybrids have two natural weapons. These weapons can be
any combination of bite (1d6 P), claw (1d6 S), headbutt (1d6
B), stomp (1d6 B), or slam (1d6 S).

Variable Genesplice
Hybrids gain traits based on what type of animal DNA they
have been genespliced with. They begin play with one of the
following genesplices:
© Aquatic Hybrid
B Ability Scores: +2 Dexterity, +2 Charisma, —2 Wisdom.
B Amphibian: Aquatic hybrids can breathe water as easily
as air.
B Swimmer: Aquatic hybrids have a 30 ft swim speed.
® Deep Sight: Aquatic hybrids have darkvision 60 ft.

© Fierce Hybrid
H Ability Scores: +2 Strength, +2 Constitution,
-2 Intelligence.
B Ferocious: Their natural weapons deal damage as if they
were Improved Unarmed Strikes.
B Hunter: They have Skill Focus: Athletics or Stealth as
a bonus feat.

© Quick Hybrid
B Ability Scores: +2 Strength, +2 Dexterity, —2 Intelligence.
® Quick: Quick hybrids have a base movement speed
of 40 ft.
B Reactive: Quick hybrids have a +1 Racial bonus
to Initiative.

© Stealthy Hybrid
m Ability Scores: +2 Dexterity, +2 Intelligence,
-2 Constitution.
B Lookout: They have Skill Focus: +2 Perception or Stealth
® Scurry: They reduce the penalty for using Stealth while
moving by 5.

© Tough Hybrid
B Ability Scores: +2 Constitution, +2 Wisdom, —2 Dexcterity.
B Armor Adept: They have +1 Armor to AC that stacks
with any armor worn.
B Durable: They have damage reduction 1 that stacks
with any damage reduction gained.

SIMULACRA

Simulacra are vat-grown biological beings, human in form and
function. Implanted with false memories, simulacra feel love,
anger, and despair as keenly as the humans they resemble.
Their bodies are genetically encoded to excel at certain tasks
— athletics, combat, heavy labor, security — while their minds
are imprinted with personalities suited to such tasks. They are

often used in high-risk areas, performing dangerous labors
with greater skill and eliminating the possibility of human
casualties. Most are still in the employ of the companies or
governments that purchased them, while some have learned
the truth of their origins and escape, determined to live what
remains of their lives for themselves.

APPEARANCE

The vast majority of simulacra are indistinguishable from
humans, and their appearance runs the broad gamut of human
variables. The exceptions are some luxury models, which are
designed for entertainment purposes in mind. Glamorous
entertainment models may sport unusual skin tones or wildly
colorful hair. Models for children may appear to be live versions
of stuffed animals or action figures. In the darker end of the
entertainment industry, simulacra produced for prostitution
are designed to be exceptionally attractive to potential clientele.

SIMULACRA IN SOCIETY

Simulacra are unaware of their origins, and thus do not con-
sider themselves as anything other than human. They go
about their jobs for the brief period of life allotted them, to
be replaced later by another of the same
model. That said, most go about their
business far from the bulk of society. a
Deep space mining facilities on distant
asteroids, black ops missions in remote
jungles, and illegal pleasure dens run by
criminal organizations are just some of
the places where simulacra live out |

the end of their lifespan so as not to
arouse suspicion. On the rare occa-
sions where simulacra become aware
of their own nature, they usually run.
Some desperately search for a
way to increase their lifespan;
others make a mission
of vengeance against
those that created
them, feeling
wronged and
betrayed; others
lose themselves
in the tangle of a
metropolis, deter-
mined to live out the
rest of their days on their
own terms.

SIZE AND TYPE

Simulacra are medium
humanoids with the human genesplice subtypes.




RACIAL TRAITS

All simulacra possess the following traits.

Infrared Serial Bar Code
All simulacra are required to be created with matrix bar codes,
like the ones bioroids have, except these are invisible to the
naked eye, assigned by their manufacturer that identify them.
Simulacra should have their matrix bar code placed in a vis-
ible location, such as on the wrist or neck to allow them to
be scanned through infrared scanners on visual surveillance
systems. Generally, simulacra are unaware of this bar code.
Simulacra who are discovered without infrared bar codes,
concealing their bar codes, or to have removed their bar
codes are considered rogues, and the attitude of any NPC
immediately shifts to Hostile. Some NPCs might be friendly
to rogue simulacra and ignore these effects.

Variable Design
Simulacra are grown for a purpose. This purpose determines
many of their abilities, and they begin play with one of the
following designs:
© Laborer Model
B Ability Scores: +2 Strength, +2 Constitution,
-2 Intelligence.
® Borrowed Time: Laborer simulacra live ten years. Roll
1d6+4 for remaining life span.
B Hardy: Laborer simulacra have a +4 bonus on Fortitude
saves against disease and poison.
B Heavyweight: Laborer simulacra may be medium or
large size, chosen at creation.
B Technical: Laborer simulacra gain Skill Focus: Engineering
or Profession as a bonus feat.

© Luxury Model

u Ability Scores: +2 Intelligence, +2 Charisma, -2 Strength.

B Borrowed Time: Luxury simulacra live ten years. Roll
1d6+4 for remaining life span.

m [ightweight: Luxury simulacra may be Small or Medium
size, determined at creation.

B Professional: Luxury simulacra gain Skill Focus as a bonus
feat twice, and may select Acrobatics, Diplomacy, Pilot,
or Profession.

© Soldier Model

B Ability Scores: +2 Strength, +2 Dexterity, —2 Intelligence.

® Borrowed Time: Soldier simulacra live four years. Roll
1d4 for remaining life span.

® Military Training: Soldier simulacra must take their 1st
level in a class with +1 BAB.

® Survivable: Soldier simulacra have a +4 bonus on
Fortitude saves against fatigue and exhaustion, as well
as Constitution checks caused by starvation or thirst.

B Technical: Soldier simulacra gain Skill Focus: Engineering
as a bonus feat.

CHARACTER CLASSES

The classes in Interface Zero provide players with characters
that can not only survive in a dystopian future but thrive in
it. They use their skills and abilities to complete tasks no one
else wants to, or possibly can, do. The classes found here are
best suited to meet those challenges. If you have played the
Starfinder Roleplaying Game, many of the mechanics presented
here will be familiar. In some instances, changes have been
made to reflect the lack of magic in the setting as well as the
advantages of modern technology. Frequently, new mechanics
have been introduced that are different from what you have
encountered before, such as the mechanics for the hacker’s
programs, the medic’s treatments and the zeek’s powers.
These rules are intended to reflect the unique approach

each characters takes to achieve effects that would normally
be impossible, but are instead the result of scientific, techno-
logical, or paranormal marvels. What are provided here are
mechanics intended to emulate a cyberpunk reality, allowing
a familiar system to capture the essence of what may be an
unfamiliar, but hopefully appealing genre and arena of play.

The default setting of Interface Zero has no magic, and this
requires some adjustment to which classes and abilities are
permitted from the Starfinder Core Rules.
All (Su) abilities from Starfinder classes are inappropriate
for the Interface Zero setting and are not allowed.
© ENVOY: This class is fine as written and highly appropriate
for the setting of Interface Zero. Many Envoys belong to
the Idol archetype as well.
© MECHANIC: Mechanics aren’t allowed due to system
conflicts in both the new drone and computers systems,
but most concepts can be recreated as Gearhead or
Razor characters.
© MYSTIC: This class is inappropriate for the Interface Zero
campaign setting though some concepts may be recre-
ated through the use of the Medic or Zeek classes, or the
Phreak archetype.
© OPERATIVE: Most Operatives also have the Agent arche-
type in Interface Zero. Additionally, several operative exploits
are quasi magical in nature, and inappropriate. The following
exploits are disallowed in the Interface Zero setting;
© Alien archive, holographic clone. Cloaking field glimpse
the truth, holographic distraction, master of disguise,
efficient cloaking field, and the phase shift escape
exploit of the ghost specialization.
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CYBERMONK CYBERMONK

STAMINA POINTS: 6 + CON MODIFIER For the cybermonk, cybernetics aren’t simply useful technology

or a way to gain an edge over opponents in combat. They

ROLE follow teachings known as the Way of the Augmented Warrior.
Cybermonks are masters of unconventional combat, To them, cybernetic implantation is deeply philosophical,
using their cybernetics to overcome any resistance. perhaps even religious; it is a means of ascension to a new
They use their speed and combat skills to dance form of being. Cybermonks find ways to push their cyberware
through the battlefield, providing aid to anyone beyond standard limits, achieving amazing results and
who needs it. becoming living weapons. The performance of cybernetics

within the body of a cybermonk reaches levels that could be
KEY ABILITY SCORES described as paranormal.

Your key ability score is Strength, Dexterity, or Wisdom

depending on which martial style you select. CHRUMED UUT (EX) [ IstLevel |

You start with an additional 2,000 cryptodollars. These
CLASS SKILLS cryptodollars must be spent on cybernetic augmentations
Skill Ranks per Level: 4 + Intelligence Modifier with an item level of 1 or 2. Any remaining cryptos after
Acrobatics (Dex), Athletics (Str), Engineering (Int), augment purchases are made are lost. If this is not your first
Intimidate (Cha), Medicine (Int), Perception (Wis), class level, you gain the Chromed feat instead.
Piloting (Dex), Profession (Cha, Int, or Wis), Sense
Motive (Wis), and Stealth (Dex). CYBER WUXIA (EX)

You gain a variety of benefits from your particular style
PROFICIENCIES of combat.
Basic and Advanced melee weapons, small arms, any © Due to your training and extensive cybernetic augmentation,
installed cybernetic weapons. you gain your Wisdom bonus plus your cybermonk level
as an insight bonus to your AC.
@ Your unarmed strikes deal the listed cyber wuxia damage.
This counts as the Improved Unarmed Strike feat for the
purpose of prerequisites.
© Cybernetically installed melee weapons count as unarmed
strikes for your cybermonk class abilities, and deal your
cyber wuxia damage, or the damage of the weapon—
whichever is greater.
© If a cyber
weapon offers reach, it does not
deal cyber wuxia damage, and

© SOLARIAN: Solarians
draw magical power

from the stars and

are inappropriate in
Interface Zero. Most character con-
cepts may be recreated using the Soldier,
Razor or Zeek classes, or by Combining HiesarEaditional itomiame

e DS bushionbcakcaicne B when used as part of a storm strike.

with other classes. ' ; . . ) .
i ol @ You gain cybernetic dermal plating, and train to use to it to
© SOLDIER: This class may not .+ ’ = 3 .
. the highest level of effectiveness. This augmentation counts
take the arcane assailant fight- b e . ’ . .
) : ) as being installed in the skin system. You begin play with
ing style but is otherwise at g ol
’ damage reduction 1, and your damage reduction improves
ROYE i interfacegiiy as listed cyber wuxia DR. This damage reduction does
TECHNOMANCER: This 4 jzs
BN il b not stack with damage reduction from other sources.
& © All of the effects of cyber wuxia

not allowed in the Interface Zero !
. : only function when you are unencumbered and
campaign setting, however most char- ' .
% wearing no armor.

acter concepts may be recreated using the
Zeek or Hacker classes. MARTIAL STYI.E

You choose a combat style at 1st level.
You can choose to either focus on acro-
batic flourishes that catch your enemies off
guard, an athletic rhythm of attacks to punish your enemies for

i
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TABLE 2:1: CYBERMONK
BASE FORT REF WILL

CLASS ATTACK SAVE SAVE SAVE

LEVEL BONUS BONUS BONUS

BONUS  CLASS FEATURES

1 +] +) +) +0 Chromed out, cyber wuxia, martial style 1d6 / DR 1

2 +2 +3 +3 +0 Cybermonk technique, evasion, storm strike 1d8 / DR 1

3 +3 +3 +3 + Quick movement (+10ft), weapon specialization 1d8 / DRI

4 +4 +4 +4 +] Cybermonk technique 2d8 / DR2
5 +5 +4 +4 +1 Extreme endurance (fatigue, sickened), improved martial style | 2d8 / DR2
6 +6 +5 +5 +2 Defensive Style, cybermonk technique 3d8 / DR2
7 +] +5 +5 +2 Exploit weakness, counterstrike 3d8 / DR3
8 +8 +6 +6 +2 Cybermonk technique, improved storm strike 4d8 / DR3
9 +9 +6 +6 +3 Improved evasion, quick movement (+20ft) 4d8 / DR3
10 410 . 4 3 Cybermonk technique, extreme endurance (exhausted, 548 / DRA

nauseated)
Ll +1 +7 +] +3 Greater martial style 5d8 / DR4
12 +12 +8 +8 +4 | Cybermonk technique 6d8 / DR4
13 +13 +8 +8 +4 Improved counterstrike 6d8 / DR5
14 +14 +9 +9 +4 Cybermonk technique, greater storm strike 7d8 / DR5
" 5 .9 .9 5 Quick movement (+30ft), extreme endurance (staggered, 7d8 / DRS
stunned)

16 +16 +10 +10 +5 Cybermonk technique 8d8 / DR6
17 +17 +10 +10 +5 Improved defensive style 8d8 / DRé
18 +18 +1 +1 +6 Cybermonk technique 9d8 / DR7
19 +19 +1 +1 +6 | Extreme endurance (unconscious) 9d8 / DR7
20 +20 +12 +12 +6 Cybermonk technique, perpetual overdrive 10d8 / DR8

their poor defense, or a reactive and defensive style based on
observing your opponent’s movements. You gain Skill Focus
as a bonus feat, selecting either the Acrobatics, Athletics, or
Perception skills. This choice determines your style, Steel
Panther style (Acrobatics), Chrome Mountain style (Athletics)
or Digital Falcon style (Perception).

The key ability scores for each style are:

© Steel Panther (Acrobatics): Dexterity
© Chrome Mountain (Athletics) : Strength

© Digital Falcon (Perception): Wisdom

You must be unencumbered and wearing no armor in order
to gain the benefits of your chosen martial style.
© If you choose the Steel Panther style, you may use your
Dexterity modifier instead of your Strength modifier on
melee attack rolls with unarmed strikes, and when you
make a full attack, you may take a single guarded step at
any point during the full attack.
© If you choose the Chrome Mountain style, you gain
Improved Combat Maneuver as a bonus feat and when

making a full attack, you may choose to replace one of
the attacks with the selected combat maneuver.

© If you choose the Digital Falcon style, you gain the Defensive
Style ability at 1st level instead of at 6th level. Once you
have reached 6th level, you may now use Defensive Style
twice per round. When you acquire the improved defensive
style ability at 11th level via Greater Martial Art Style, you
may use Defensive Style and Improved Defensive style
once each per round.

CYBERMONK TECHNIQUE (EX)

As you gain experience, you learn a variety of combat tech-
niques that blend with your particular style of cybernetic
physical combat. You gain your first cybernetic technique
at 2nd level. You learn an additional technique every two
levels thereafter. Cybermonk techniques are described below.

EVASION (EX)

If you succeed at a Reflex Save against an effect that normally
has a partial effect on a successful save, you instead suffer no
effect. You gain this benefit only when unencumbered and
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wearing light armor or no armor. You lose the benefit when
you are helpless or otherwise unable to move.

STORM STRIKE (EX)

When making a single unarmed strike while you are
unencumbered and are not wearing armor, you may spend
1 Resolve Point to make a second attack with full bonuses.

QUICK MOVEMENT (EX)

As long as you are unencumbered and wearing no armor,
your land speed increases by 10 feet. At 9th level, your land
speed increases by an additional 10 feet. At 15th level, your
land speed increases again by an additional 10 feet.

WEAPON SPECIALIZATION

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

IMPROVED MARTIAL STYLE (EX) metrerm

You increase your mastery of your martial style.

© If you chose the Steel Panther style, you may now take up
to two guarded steps during a full attack, before, between
or after the attacks, so long as no guarded steps are taken
in a row without an attack between them.

© If you chose the Chrome Mountain style, you may gain
Improved Combat Maneuver as a bonus feat and may
now use any combat maneuver selected with Improved
Combat Maneuver to replace an attack in a full attack.

© If you chose the Digital Falcon style, you gain the counter-
strike class feature. At 7th level, you instead gain the ability
to spend a Resolve Point when using exploit weakness to
roll your Perception check twice and take the better result.

EXTREME ENDURANCE (EX)

You may spend a Resolve Point as a reaction to shrug off
certain conditions. You gain immunity to the fatigued and
nauseated conditions for a number of rounds equal to your
Wisdom modifier and the Resolve Point expenditure cures
you of any condition to which you are now immune. At 11th
level, you also gain immunity to the exhausted and sickened
conditions. At 16th level, you gain immunity to the staggered
and stunned conditions. At 19th level, you can never become
unconscious unless you choose to, such as when you sleep.
Additionally, beginning at 19th level, the first time in an
encounter that an attack would kill you, it instead reduces
you to 0 hp, and you automatically become stable.

DEFENSIVE STYLE (EX)

With wired speed you block or deflect and attack. Once per
round, when you would be hit by an attack, as a reaction, you
may spend a Resolve Point and make a skill check for the skill
associated with your martial style with a DC equal to 15 +
1-1/2 the opponent’s CR. If you succeed the check, you take
half damage from the attack.

COUNTERSTRIKE (EX)

You have learned how to exploit an opponent’s vulnerabilities.
Whenever an enemy misses you with a melee attack, you may
attack that opponent as a reaction. This attack may only be
with an unarmed strike, and you must be unencumbered and
wearing no armor to benefit from this ability.

EXPLOIT WEAKNESS (EX)

As a swift action, you can observe a creature or object to
find its weak point by making a Perception check against a
DC equal to 15 + the creature's CR or level, or the object’s
item level, or hardness if it has no item level. If you succeed
at the check, you may ignore the creature or object's damage
reduction and hardness until your next turn.

IMPROVED STORM STRIKE (EX)

When making a full attack using only unarmed strikes and
you are unencumbered and wearing no armor, you can make
up to three attacks at a -4 penalty to the attacks.

IMPROVED EVASION (EX) mExyerm

When you fail a Reflex Save against an effect that has a partial
effect on a successful save, you suffer the partial effect instead
of the full effect.

GREATER MARTIAL STYLE (EX)

Your martial style improves, granting you increased
combat prowess.
© If you chose the Steel Panther style, you may now take up
to three guarded steps during a full attack, before, between
or after the attacks, so long as no two guarded steps are
taken in a row without an attack between them.
© If you chose the Chrome Mountain style, you may attempt
a second combat maneuver in place of an attack in a full
attack so long as it is a different combat maneuver than
the first maneuver attempted.
© If you chose the Digital Falcon style, you gain improved
defensive style. At 17%" level you gain the ability to benefit
from improved defensive style a second time per round.
Normally you could only benefit from improved defensive
style once per round and defensive Style once per round.

IMPROVED COUNTER STRIKE (EX) mEEcrerm

When unencumbered, wearing no armor and making an
attack of opportunity with an unarmed strike, you may spend
2 Resolve Points to make a second attack against the same
target as part of the attack of opportunity.

GREATER STORM STRIKE B

When unencumbered and wearing no armor, and making a
full attack using only unarmed strikes, you may make up to
four attacks at a —4 penalty to the attacks.




IMPROVED DEFENSIVE STYLE (EX)

When using defensive style, you instead take no damage
on a successful check, and half damage on a failed check.
Additionally, you are never considered flat footed or off target.

PERPETUAL OVERDRIVE (EX)

You reduce the Resolve Point cost of all your cybermonk class
abilities by 1, including Cybermonk techniques and push
techniques, to a minimum of 1.

CYBERMONK TECHNIQUES

Most cybermonk techniques represent advanced training
or tactics that the cybermonk has learned as they gained
experience. Some cybermonk techniques are known as push
techniques and use Resolve Points to push the limits of your
cybernetic augmentations. Pushing a cybernetic augmentation
is done as a swift action and lasts for a number of rounds
equal to 2 plus 1 round for every two character levels you
have. To use push techniques, you must have a cybernetic
augmentation installed in one of the specified systems. All
cybermonk techniques are extraordinary abilities.

2nd Level Cybermonk Techniques

You must be at least 2nd level to learn any of these
cybermonk techniques.

Chi Wire

You may learn a combat feat from the following list as a cyber-
monk technique without meeting its ability score prerequi-
sites: Augmented Warrior, Battle Built, Blind Fight, Cleave,
Deflect Projectiles, Diehard, Gun Fu Initiate, Improved Combat
Maneuver, Improved initiative, Improved Feint, Jet Dash, Kip
Up, Lunge, Mobility, Nimble Moves, Overclock Cyberware,
Traceur, Traceur Master, Step Up, Strike Back, Toughness,
Unfriendly Fire, Weapon Focus. You may select the bonus feat
technique multiple times, each time selecting a different feat.

Cyber Gun Critical

Whenever you score a critical hit with an unarmed attack, you
may also choose one of your cybernetic ranged weapons and
deal bonus damage using damage dice of the same type and
number as that weapon. If the weapon uses ammunition or
charges when it is fired, it consumes the appropriate number
of rounds or charges.

© Associated System: Arm, cyber weapon(Ranged)

Bleeding Fist

You may choose to spend 1 Resolve Point at the beginning
of your turn to cause your unarmed strikes to deal one point
of bleed damage per die. This lasts for a number of rounds
equal to half your character level.

Boost Dermal Plating (Push)
You may spend 1 Resolve Point to temporarily increase your
damage reduction by 2. You have dermal plating in your skin
system as a class ability, and therefore do not require any
additional augmentations to use this technique.

@ Associated System: Skin

Power Strike (Push)
You may spend 1 Resolve Point to temporarily increase your
damage output. You may make a single unarmed attack as a
full action that deals your Improved Unarmed Strike damage
plus your cyber wuxia damage.

© Associated System: Arm, Legs

Versatile Fist

You may deal bludgeoning, slashing or piercing damage
with your unarmed strikes, choosing which type before you
roll damage.

6th Level Cybermonk Techniques

You must be at least 6th level to learn any of these
cybermonk techniques.

All Piston Push (Push)

You can spend 1 Resolve Point to enhance your ability to
knock an opponent back or push an opponent aside. If you
make a bull rush attempt in the same turn, you may roll twice
and take the better result. This technique may only be used
once per encounter.

© Associated Systems: Leg or All Legs

Boost Ability (Push)

You may spend 2 Resolve Points to gain a temporary bonus of
+4 to a specific ability score by pushing its related cybernetic
augmentation to its limit. Choose an ability score when you
select this technique. As long as you have an augmentation
implanted in the associated system, you gain the bonus to
the associated ability score. This bonus lasts for 10 rounds or
1 minute. You may select this technique multiple times, each
time selecting it for a different ability score and body system.
© Associated System: Spinal Column (Strength), Arms, Legs
(Dexterity), Heart, Lungs (Constitution), Brain(Intelligence),
Brain, Eyes, Ears (Wisdom), Brain, Skin (Charisma)

Cyber Gun Strike

When you make a storm strike, one of those attacks may be
made with one of your cybernetically installed ranged weapons,
such as those found in a quickdraw hideaway limb. You must
know the cyber gun critical technique to learn this technique.
© Associated System: Arm, cyber weapon(Ranged)
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Damage Field (Push)
You may spend 2 Resolve Points to create a highly charged
field around your body that damages opponents striking you
with melee, natural, or unarmed attacks. An attacker that
successfully hits you takes electricity damage equal to 1d6
per cybermonk level (maximum 10d6).

@ Associated System: Skin

Enhanced Hearing (Push)
You may spend 1 Resolve Point to gain blindsense (sound)
60 ft. At 10th level this improves to blindsight (sound) 60 ft.
@ Associated System: Ears

Enhanced Vision (Push)

You may spend 1 Resolve Point to amplify your cybernetic
vision, increasing clarity and improving ranged accuracy.
Penalties for weapon range increments are reduced to —1
per range increment, and ranged weapons have their range
increments doubled.

© Associated System: Eyes

Fortification (Push)

You may spend 2 Resolve Points to gain a 25% chance to
ignore a critical hit for as long as the push lasts.

© Associated Systems: Heart, Spinal Column

Free Runner (Push)

You can spend 1 Resolve Point to enhance your ability to climb,
rebound off, and vault over walls and other obstacles. While
this push is in effect, you can use the Acrobatics or Athletics
skill to climb, and you gain a climb speed equal to half your
movement speed. Additionally, you do not need to move in
a straight line during a charge action and can make a single
90 degree angle turn and still make a charge attack.

© Associated Systems: Leg or All Legs

Gun Fu

You may use small arms with storm strike to attack at a range
or in melee by making all attacks at a -6. Additionally, making
ranged attacks with small arms no longer provoke attacks of
opportunity. You cannot make attacks of opportunity with
small arms

Improved Chi Wire

You add the following feats to the list that may be selected
with the combat feat technique: Great Cleave, Improved
Critical, Greater Feint, Sidestep, Spring Attack, Penetrating
Attack, Stand Still, Improved Stand Still, Step up and Strike. You
must know the combat feat technique to learn this technique.

Leaping (Push)

You may spend 1 Resolve Point to increase your acrobatic
ability. You may use Acrobatics to jump as if it were Athletics
and add your level to all Acrobatics or Athletics checks made to

jump, both for vertical jumps and horizontal jumps. You always
count as having a running start when making jump checks.
© Associated Systems: Leg or All Legs

Tornado Kick (Push)

You may spend 1 Resolve Point to temporarily increase your
cybernetic leg strength. If you make a trip combat maneuver,
you may roll twice and take the better result, and then the
push ends. This ability may only be used once per encounter.
© Associated System: Leg, Legs

Physical Resistance

Whenever you would take ability damage, you may as a reac-
tion spend a Resolve Point to reduce the damage by an amount
equal to your cyber wuxia damage reduction.

Redline Implant (Push)

You may choose one push technique you know at the begin-
ning of each day. The duration of that push, if it has one, is
now 24 hours. The Resolve Point cost of that push is reduced
by 1. These effects last for as long as it remains the selected
push for an overclocked implant.

Snatch and Grab (Push)

You may spend 1 Resolve Point to temporarily increase your
cybernetic grip and arm strength. If you make a disarm combat
maneuver, you may roll twice and take the better result and
then the push ends. This technique may only be used once
per encounter.

@ Associated System: Hand, Arm, Hands, Arms

Sprint (Push)
You may spend a Resolve Point to increase your base speed by
30 feet, up to double your current speed. If you have cybernetic
augmentations in both the legs and lungs systems, then you
gain the additional benefit of not losing your Dexterity bonus
to AC while running.

© Associated System: Legs, Lungs

Vice Grip (Push)

You may spend 1 Resolve Point to temporarily increase your
cybernetic hand strength. If you make a grapple combat
maneuver, you may roll twice and take the better result
and then the push ends. This ability may only be used once
per encounter.

@ Associated System: Hand, Hands

10th Level Cybermonk Techniques

You must be at least 10th level to learn any of these
cybermonk techniques.




Cyber Gun Flurry

When you make a storm strike, all of those attacks may be
made with your cybernetically installed ranged weapons.
You must know the cyber gun strike technique to learn
this technique.

Hurricane Kick (Push)

As a full action, you can spend 2 Resolve Points to use a cyber-

netic limb to sweep all targets within reach. Make a bull rush

attempt on each target you threaten. A target that has been

successfully bull rushed must make a Reflex Save (DC 10 + 1/2

your cybermonk level + key ability score modifier) or fall prone.
If a bull rushed target’s movement is blocked by a solid

object, such as a wall or vehicle, it must make a Fortitude

Save or be staggered for one round.

© Associated Systems: Arm, All Arms, Leg or All Legs

Improved Gun Fu

Your ability to use small arms to deadly effect improves.
Whenever you could make an attack of opportunity with an
unarmed strike (and you are wielding a weapon of the small
arms category), you may make the attack of opportunity with
that weapon instead. This attack is made at a -6. Additionally,
you may spend 1 Resolve Point to deal your cyber wuxia
damage instead of normal weapon damage with small arms
category weapons until your next turn. You must know the
gun fu technique to learn this technique.

Power Slam (Push)
As a standard action, you can spend 3 Resolve Points to slam
the ground with your cybernetic limbs. This sends out a blast
in a 5 foot per cybermonk level cone that affects all creatures
and autonomous devices in the area. Make a bull rush attempt
on each target within the area of effect.

A target that has been successfully bull rushed must make
a Reflex Save (DC 10 + 1/2 your cybermonk level + Strength
modifier) or fall prone. If a bull rushed target’s movement is
blocked by a solid object, such as a wall or vehicle, it must
make a Fortitude Save or be staggered for one round
© Associated Systems: Arm, All Arms, Leg or All Legs

Second Redline Implant

You may select a second push each day for the Redline Implant
technique. You must know the redline implant technique to
learn this technique.

Thousand Needle Strike

You may choose to forgo normal damage with unarmed strikes
and instead deal 1 point of Strength or Dexterity damage for
each successful attack. This effect lasts until the beginning
of your next turn. This choice is made before any attacks are
made and cannot be changed. Unlike normal ability damage
this damage can be removed with a DC 20 Medicine check.

Wall Acrobatics

You may leap onto walls and leap off of walls to attack from
unconventional angles. When adjacent to a wall, as a swift
action, you may make an Acrobatics check against DC 20
+ the enemy's CR. If you succeed, your enemy is flat-footed
against your attacks until your next turn. If you have spring
attack, you may make your Acrobatics check at any point
during your movement as long as you are adjacent to a wall
when you do.

14th Level Cybermonk Techniques

You must be at least 10th level to learn any of these cyber-
monk techniques.

Thunderclap (Push)

While under the effects of the damage field push, you may
choose to use the power slam push. If you do, all creatures in
the area take your damage field damage. You must know the
damage field and power slam techniques to learn this push.
© Associated Systems: Arm, All Arms, Leg or All Legs

Greater Gun Fu

You have become a master of small arms. You threaten within
10ft with small arms, and always deal your cyber wuxia
damage with small arms, unless the weapon’s damage is
higher. You must know the improved gun fu technique to
learn this technique.

Power Throw Combo (Push)

Whenever you use the tornado kick push you may activate
the power strike push without paying the Resolve Point cost
or spending a full action. If you succeed at both the trip and
the attack roll, you gain the benefits of your trip result as if
it were a bull rush as well. The enemy is moved the distance
as if they had been bull rushed, and prone as if tripped. You
must know the tornado kick and power strike techniques to
learn this push technique.

© Associated Systems: Arm, All Arms, Leg or All Legs

Tiger Strike (Push)

Whenever you make a storm strike using thousand needle
strike, you may spend a Resolve Point to make the first attack
of the round be a power strike in addition to dealing ability
damage. You must know the thousand needle strike and power
strike techniques to learn this push technique.

© Associated System: Arm, Legs

Full Power Push (Push)

If you make an all piston push while benefiting from the sprint
technique, the distance the opponent is moved is doubled.
You must know the all piston push and sprint techniques to
learn this technique.

© Associated Systems: Leg or All Legs
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TABLE 2: 2: THE GEARHEAD

FORT
SAVE

REF
SAVE

WILL
SAVE

BASE
CLASS ATTACK
LEVEL BONUS
1 +0
2 +]
3 +2
4 +3
5 +3
6 +4
7 +5
8 +6
9 +6
10 +/
1 +8
12 +9
13 +9
14 +10
15 +1]
16 +12
17 +12
18 +13
19 +14
20 +15

GEARHEAD

STAMINA POINTS: 6 + CON MODIFIER

ROLE

BONUS

BONUS

+0

+0
+]
+]
+]
+2
+2
+2
+3
+3
+3
+4
+4
+4
+5
+5
+5
+6
+6
+6

BONUS

+0

+0
+]
+]
+]
+2
+2
+2
+3
+3
+3
+4
+4
+4
+5
+5
+5
+6
+6
+6

Gearheads are master engineers, using their knowl-
edge and intuitive understanding of machines to create
drones, build weapons and explosives, gun turrets, and

other tools to support the team on a mission.

KEY ABILITY SCORES

Your key ability score is Intelligence.

CLASS SKILLS

Athletics (Str), Bluff (Cha), Computers (Int), Engineering
(Int), Intimidate (Cha), Perception (Wis), Piloting (Dex),
Profession (Cha, Int, or Wis), Sense Motive (Wis).
Skill Points: 6 + Intelligence modifier.

PROFICIENCIES

Basic and advanced melee weapons, small arms,
and grenades.

CLASS FEATURES

Rapid prototyper, technical specialization, technophile, variable control
interface

Quick sapping

Quick rigging, weapon specialization
Evasion, trash treasurer

Primary specialization ability

Tech cobbler

Primary specialization ability
Secondary technical specialization
Primary specialization ability
Secondary specialization ability
Primary specialization ability
Improved evasion

Secondary specialization ability
Remote sapping

Primary specialization ability
Secondary specialization ability
Primary specialization ability
Secondary specialization ability
Primary specialization ability
Secondary specialization ability




For the most part, crafting in Interface Zero follows the
core rules for crafting, but builds on the rules presented
in the Starfinder Core Rulebook.

Schematics are bits of software that are used to
facilitate crafting items. Schematics detail the design
and construction of a particular item. Most items have
their designs available online in some form, and those
wishing to craft a particular type of item themselves
can do so by purchasing or otherwise obtaining one of
these schematics.

Single use schematics cost 50% of the item’s base
price, while illicit “cracked” schematics can be used
any number of times, and cost 70% of the base price of
the item. Cracked schematics can be obtained through
hacking, either as a file found on a computer system, or
by hacking a purchased schematic. The DC to crack a
single use schematic to allow it to be used multiple times
is the item level x 12 +15. Megacorps sometimes sell these
single use schematics as a cost saving measure instead
of directly manufacturing the item. Cracked schematics
are a legal grey area, as crafting and distributing them
is illegal, but possessing them is not.

Creating an item from a schematic requires a 3d Printer,
the schematic, and an amount of Universal Base Polymers
(UBP) equal to half of the item’s cost. (3d printers using

GEARHEAD

Automation dominates the world of Interface Zero. People
travel in self-driving cars and ride in automated mass transit.
Law enforcement drones patrol autonomously, their Al sprites
able to direct them through standard operations without
the need foroperators. There are times when manual control
is necessary, and there are people who are perfect for the
job: gearheads. Drone jockeys become the mind behind the
machine, guiding drones in delicate missions as if slipped
into a second skin. Meanwhile, couriers take on the task of
getting things from one place to another with speed and style,
whether the package is encrypted data, contraband goods, or
even a person. If a gearhead’s toys—or anyone else’s for that
matter—are damaged on the job, they can also put them back
together, possibly even while blindfolded. Gearheads also
make use of rapid prototypers to quickly create explosives,
gun turrets and other tools to help them support the team
on any mission.

3D PRINTING, CRAFTING, AND ITEM SCHEMATICS

M

sk

schematics craft more efficiently than an unassisted
craftsman, and therefore use fewer UBP in the crafting
process). Crafting from schematics follows the rules for
crafting items as normal, except that rather than have a
minimum number of ranks in the appropriate skill equal
to the item level of the item being crafted, you must
instead be at least the same level as the item or higher.

Schematics are software, but with a mechanical focus.
Crafting schematics yourself requires you to be able to
meet all the prerequisites for crafting the item you are
creating a schematic of, and works identically to crafting
the item, except that no UBP’s are required, there is no
cost for crafting, and you must have a minimum number
of ranks in the both Computers and Engineering equal to
the item level of the item for which a schematic is being
crafted. Schematics you craft yourself can be single use
or cracked at your discretion.

All 3d printers have both hardware and software restric-
tions preventing them from crafting ranged weapons,
ammunition, vehicles, but may produce anything else
that could be crafted with the Engineering skill, such as
melee weapons, or technological devices. Schematics
for these items may exist, but without specialized training
and equipment, crafting these items isn’t possible.

RAPID PROTOTYPER (EX)

You begin play with an advanced version of readily available
3d printers known as a rapid prototyper. A rapid prototyper
uses nanotechnology and schematics to quickly craft particular
kinds of items to assist you in your work. The rapid prototyper
is a modular device that uses autonomous nanoscale printing
drones which build and disassemble objects slowly, akin to
bees in a hive. All of its components have their energy needs
included in the UBP cost and require no additional energy.
The rapid prototyper counts as any tools needed to craft items
that can be crafted with the Engineering Skill. Your level must
be equal or greater than the item's level to craft the item.
To craft with the rapid prototyper, you must deposit
an amount of raw materials into the device's cache equal
to those needed to craft the new item. The raw materials
are an amount of Universal Base Polymers (UBPs) equal to
the item'’s value in cryptodollars. If you have a schematic for
the item you are crafting, you may instead deposit half the
item's value in UBPs, as the schematic reduces waste from
the crafting process.
You must be constantly present and attentive while crafting.
Without special training, you may not produce ranged weapons,
ammunition, vehicles, or anything weighing over twice you
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class level in bulk, but you may produce anything else that
could be crafted with the Engineering skill, such as melee
weapons, or technological devices. Repairing an item with
the rapid prototyper is similar to crafting but requires only 5
Universal Base Polymers per item level.

Your rapid prototyper can scrap items and convert devices
into raw materials that can be used to craft other devices. Any
item which can be crafted with the Engineering skill can be
fed into the rapid prototyper as a full round action. The item
gains the broken condition after thirty minutes within the
rapid prototyper. After one hour, the item is destroyed and
the rapid prototyper converts the item into an amount of
Universal Base Polymers (UBP) equal to half the item's value
in cryptodollars. If items that are not Engineering-based
are deposited within the rapid prototyper, it will not break
them down.

PRIMARY TECHNICAL
SPECIALIZATION (EX)

You begin play with a technical specialization that reflects
your particular area of expertise. Choose one specialization.
Once chosen, this specialization may not change. You gain
the 1st level ability of this specialization and gain additional
primary specialization abilities as you increase in level, as
determined by your specialization.

TECHNOPHILE (EX)

You have intricate knowledge of the fundamental workings of
most technology, allowing you to understand new devices very
quickly. You gain one free rank each level in the Computers and
Engineering skills, in addition to normal skill ranks, though you
still may not exceed maximum ranks. Additionally, you gain
the Master Craftsman feat for the Engineering skill as a bonus
feat at first level without having to meet the prerequisites.

VCI(EX) mzxermm

You gain the Mk1 VCI (Vehicle Control Interface) cybernetic
augment for free. It does not use up a head slot. Upgrading
to a higher Item Level version does not use up a head slot,
but you must pay the extra cryptodollars.

QUICK SAPPING (EX) mExermm

You can temporarily disable an adjacent technological engi-
neering based item as a full round action. This Increases the
Engineering DC to disable the device by 5 and requires the
appropriate toolkit to disable the device. Disabling a device in
this way is temporary and lasts for 1d4 +1 rounds before the
device resumes functioning normally. At 5th level, you may
spend a Resolve Point to use this ability as a standard action.

QUICK RIGGING (EX)

As a full round action, you can make temporary repairs to any
item you can craft with your rapid prototyper. This reduces
the Engineering DC to repair the item by 5. These repairs

temporarily remove the broken condition, and do not restore
any Hit Points to the item. These repairs last a half hour, after
which the item becomes broken again. At 6th level, you may
spend a Resolve Point to use this ability as a standard action.

WEAPON SPECIALIZATION (EX) mezTemm

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

EVASION (EX)

If you succeed at a Reflex Save against an effect that normally
has a partial effect on a successful save, you instead suffer no
effect. You gain this benefit only when unencumbered and
wearing light or no armor, and you lose this benefit when
helpless or otherwise unable to move.

TRASH TREASURER (EX)

You can search areas already thoroughly picked over by others
and find things that might have been missed or overlooked.
When using the Perception skill to search any workshop,
garage, or area with an abundance of Engineering based
technological equipment, you gain half your level as an insight
bonus to the Perception check. Additionally, when you make
the Perception check, you may spend a Resolve Point to make
an Engineering check at the same time and use the higher roll
as your Perception result. If the Engineering check is the result
used as the Perception result, you gain the insight bonus from
this ability to that check as if it were Perception. When you
succeed at this check you find an amount of UPB's equal to
10 x your class level.

PRIMARY SPECIALIZATION
ABILITY (EX)

You gain the 5th level ability of your primary technical
specialization. You gain subsequent abilities at the standard
levels for those abilities, which are 7th, 9th, 11th, 15th 17th,
and 20th levels.

TECH COBBLER (EX)

You can quickly craft necessary engineering-based technology
using your rapid prototyper and schematics. You may instead
use only 1/4 the item's cost in UBP when crafting using your
rapid prototyper and a schematic. Additionally, the item
ignores the normal rules for crafting times, and instead requires
only 1 minute per item level to be crafted. Crafting in this way
otherwise follows crafting rules as normal.

SECONDARY TECHNICAL
SPECIALIZATION (EX)

You select a secondary technical specialization and gain
the 1st level ability of that technical specialization. The
secondary specialization has delayed growth, but you are
still considered to be this type of specialist in addition to
your primary specialization.




Drones in Interface Zero function differently than the
drone rules found in the Starfinder Core Rulebook, but
they still use the drone chassis and drone mods listed
with the Mechanic base class in that book. Drones in
Interface Zero may function as vehicles or creatures in
combat and use the vehicle combat rules found in the
Starfinder Core Rulebook. Drones do not deal collision
damage. Manufactured drones can be purchased and
controlled using the Vehicle Control Interface (VCI), but
like other items they have a set level and do not improve
on their own.

Drones in autonomous mode receive a single move
action or standard action with which to perform actions. In
autonomous mode, the game master controls the drone,
which is fully able to take a normal turn worth of actions,
but always acts within its programming.

A device's controller is whomever is currently linked
to the device with their VCI. The controller may direct the
device to perform a command string task by spending
the same type of action that the command string would
require, and the drone may perform that task without
using its own actions. If you control multiple drones,
directing them to all perform the same command string
requires no action, the devices use their own actions

DRONES IN INTERFACE ZERO
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to perform the task if able, and only devices with the
relevant command string obey. If the user chooses to
issue different commands to different drones, he may
do so as a standard action, and the devices still use his
own actions to perform the task. The user may direct
drones to stop an action with no action, even if he has
issued other commands.

Drones or drone-like devices with item levels higher
than 5 may also make a full attack in autonomous mode
at a -6 penalty. However, most vehicles are not capable
of full attacks. Drones with item levels higher than 10 may
take a full turn worth of actions in autonomous mode.

A person may also control a VCl-linked device in
direct control mode. For drones, turrets, or other remotely
controlled devices, the user may assume direct control of
a device as a swift action and receives remote sensory
input as if he were sensing what the device senses.

The user uses his own actions to control the device
while in direct control mode, skill checks made using
the drone use the user's skill modifier, and full attacks
are made at a -4 penalty rather than a -6. The user
is considered flat footed and off target while directly
controlling a device.

SECONDARY SPECIALIZATION ABILITY (EX) [ loth Level [ Engineering check to disable the device as a movement

You gain the 5th level ability of your Secondary Technical
Specialization. At 13th level you gain the 7th level ability, at
16th level you gain the 9th level ability, at 18th level you gain the
11th level ability, and at 20th level you gain the 15th level ability.

IMPROVED EVASION (EX)

When you fail a Reflex Save against an effect that has a partial
effect on a save, you take the partial effect instead of the
full effect.

REMOTE SAPPING (EX)

You have learned how to use Engineering to disable devices
at a safe distance. When using Engineering to disable a device
which uses electricity but does not have an internal power
source, you may do so by using any power outlet which
is connected to the same electrical power system that is
also within line of sight of the target device. Attempting an
Engineering check to disable the device in this manner is a
standard action and increases the DC by 5.

When using Engineering to disable a device which uses an
internal power source, you may do so by making an attack on
the object with any weapon which deals electricity damage. If
the attack hits, it deals no damage, but allows you to attempt

action made on the same turn. Disabling a device in this
way increases the DC by 5.

When using Engineering to disable a device which uses
fossil fuels, nuclear power, or some other chemistry or phys-
ics-based power source, you may do so by making an attack
on the object with any weapon which deals energy damage. If
the attack hits, it deals no damage, but allows you to attempt
an Engineering check to disable the device on the same turn
as a movement action. Disabling a device in this way increases
the DC by 10.

TECHNICAL SPECIALIZATIONS

The following specializations are available for the gearhead.

DRONE JOCKEY

As a drone jockey, you excel at using your custom-built drones
to support your team on the battlefield.

Custom Drone (Ex)

You begin play with a customized drone. Only you understand
your custom drone well enough to operate or repair it. As
you gain experience and increase in level, you improve your
drone by adding additional command strings and drone mods
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TABLE 2:3: DRONE ADVANCEMENT

CLASS HIT BASE ATTACK  ARMOR GOOD
LEVEL  POINTS BONUS CLASS SAVE
1 10 1 0 2
2 20 2 1 3
3 30 3 2 3
4 40 3 3 3
5 50 4 4 4
6 60 5 5 4
7 70 6 6 5
8 80 6 7 5
9 90 7 8 5
10 100 8 9 6
l 110 9 9 6
12 120 9 10 6
13 130 10 l 7
14 140 1 12 7
15 150 12 13 8
16 160 12 14 8
17 170 13 15 8
18 190 14 16 9
19 210 15 17 9
20 230 15 18 9

to the drone as listed on the drone advancement chart. You
may also craft and use drones with schematics following the
normal rules for crafting items.

Improved Drone VCI (Ex)

Your familiarity with the VCI Mk1 interface and drones allows
you to gain the following benefits:

© The custom drone you create at 1st level counts as if
its item level were half its level, rounded down for the
purpose of determining the number of VCI control ports
it occupies. You may also use your VCI to assume direct
control of multiple drones at once.

@ Rather than use your own actions to pilot the drones, you
can spend a full round action to immerse yourself in the
VClI and control the drone(s) using the actions they would
have in autonomous mode. You may simultaneously take
direct control of up to two drones in this way.

© Every four levels, you may control an additional drone. At
the beginning of your turn, you must specify which drones
you are directly controlling this turn, and any other drones
return to autonomous mode. While controlling multiple
drones, you are considered flat footed and off target.

© When you only have a single custom drone linked to your
VCl, and no other devices, the drone gains the ability to

POOR ABILITY
SAVE INCREASE FEATS

0 1
0 1
1 2
1 2
1 2
1 3
2 3
2 3
2 4
2 4
3 > 5
3 5
3 5
3 6
4 6
4 6
4 7
4 7
5 8
5 8

full attack in autonomous mode at a -4 penalty rather
than the normal -6 penalty.

BONUS
COMMAND

MODS STRING SLOTS
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Improved Custom Drone (Ex)

You may choose to build a second custom drone. Treat your
level as if it were 4 lower for the second custom drone’s
statistics, including its item level. This drone counts as your
custom drone for all purposes, such as treating the drone as if
it were half its level for determining the number of VCl control
ports it occupies. Additionally, if a single custom drone is the
only device linked to your VClI, it gains the ability to double
move and full attack as a full action, attacking at any point
during its movement.

Focus Fire (Ex)

As a movement action, you can spend a Resolve Point to
direct all of your drones that have the attack command string
to attack the same target. All of these drones gain a +2 to
hit against that target until your next turn. Additionally, if a
single custom drone is the only device linked to your VCI, it
gains a +3 to hit the target when you use this ability, and you
may use the ability as a swift action.




Greater Drone VCI (Ex) I

You may directly control all of your drones at once as a standard
action, allowing them to also take a swift and movement
action on their turn. You are not considered flat footed while
directly controlling your drones and may issue up to two
separate commands to all of your drones at once, dividing
them into two groups that each follow one command. Issuing
separate commands in this way requires no action. You may
still issue separate commands to each of your drones if you
choose. If you control more than three drones at once, this
is a movement action.

If your custom drone is the only drone linked to your VCI,
you're not considered off target when controlling the drone,
and may directly control the drone as a movement action.

Rapid Command and Control (Ex)

You may now issue up to two commands to any number
or combination of your drones as a swift action. You are no
longer considered off target when you are in direct control
of your drones. If your custom drone is the only drone linked
to your VCI, you may directly control that drone as a swift
action, controlling its full turn of actions while still taking
the rest of your turn.

Rapid Repurpose (Ex)

You can spend a Resolve Point and work for an hour to reselect
some or all of the mods assigned to one of your custom drones.

Drone Master (Ex) IEITEZ

You have reached the pinnacle of your skill. Your drones count
as if their item levels were 1 lower when determining how
many you can control. You may issue separate commands to
each drone with no action. Additionally, if a single custom
drone is the only device linked to your VCI, and it is under
your direct control, that drone may now use your character
level for its base attack bonus.

DEMOLITIONIST

You're an expert at creating and using explosive devices.

Explosives Printer (Ex) INETSEEN

You may use your rapid prototyper to create inert explosive
charges. These charges may be modified into a variety of
different types of explosives as needed. Furthermore, you
gain an insight bonus equal to your level on checks made to
craft, place, or disable all types of explosives.

Your explosives are custom-made, highly versatile and
do 1d6 damage per character level. The type of damage is
chosen when the inert explosive charge is crafted, and can
deal either bludgeoning, fire, piercing, or slashing damage.
Explosive charges offer a Reflex Save DC equal to 10 + % your
level + your Intelligence modifier to take half damage. When

detonated, they have a 10ft radius, which increases to 15ft at
5th level, and 20ft at 10th level.

These inert explosive charges require 100 UBP per level
to craft at 1-5th levels, 200 UBP per level to craft at 6th-10th
levels, 300 UBP per level to craft at 11th - 15th levels, and
400 UBP per level to craft at 16th-20th levels. You may craft
a lower level explosive charge if you choose to and may craft
explosive charges with explosive weapon mods already applied,
paying the cost of the mods in UBP in addition to the cost of
the explosive charges.

EXPLOSIVE TYPES
There are three basic types of explosives: Inert charges, Stable
explosives, and Unstable explosives.
© Stable Explosives: You can create stable explosives that
can be stored and used by other characters. This method
requires you to spend a half hour per explosive charge
crafted, and you can craft an explosive charge of up to your
level so long as you have enough UBP's available. Stable
explosive charges remain inert as long as the demolitionist
is within their blast radius.
© Unstable Explosives: You can create unstable explo-
sive charges on the fly. Unstable explosives must be used
immediately. Creating an unstable explosive charge costs
a movement action, and 3/4th the explosive charge's
cost in UBP's. The explosive will detonate 2 full rounds
after it has been created. If the explosive charge is still in
your possession when it detonates, you take full damage
from the explosive charge with no save allowed. These
explosive charges are low quality, can’t be broken down by
your printer, and if they are disable somehow, they break
down after 3 rounds.
© Inert Charges: An explosive charge is considered inert until
it's modified, regardless of whether or not the explosive
charge is stable or unstable. You may store the charges
as they are and modify them later as a standard action.

MODIFYING EXPLOSIVE CHARGES
You can decide how the explosive charge will detonate by
modifying it. You initially have the option to make the explosive
charges into grenades, or remote mines. The explosive is still
considered an explosive charge for class abilities regardless
of its form.
© Grenades: Grenades may be launched from a grenade
launcher or thrown with a range of 20ft. Grenades can
be stable or unstable.
© Remote Mines: Remote Mines can be placed as a standard
action and detonated at will once activated. To activate
a remote mine, you must link it to your variable control
interface as a movement action. The mine remains active
and linked so long as it is within 200ft of you. Remote
mines are always considered stable charges.
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Demolitions Expertise (Ex)

You gain a bonus on saving throws offered by explosives
equal to 1/3 your level, rounded down. You may also use
the Engineering skill to modify explosives as a move action.
Whenever you create an unstable explosive charge, you
may now spend a Resolve Point to convert it to a stable
explosive charge and remove the risk that it will detonate in
your possession.

Improved Charge Modification (Ex)

Your ability to modify your explosive charges improves. As a
movement action, you can spend a Resolve Point and choose
any weapon mod which can apply to an explosive and apply
it to a single explosive charge for the next 1d4+1 rounds,
spending 3 UBP per mod level to craft and apply the mod.
The following mods apply to explosives: acrid, bore, carbon
edge, concealable, cryonic, electromagnetic, incendiary, kamikaze,
loud, mono-filament lacing, nano-sharpened, nano-swarm,
painter, power+, spider, sticky, tazing
Additionally, you gain proficiency with heavy weapons
and the ability to modify explosive charges into a mini rocket:
© Mini Rockets: Mini-rockets are ammunition which can
be fired from any weapon which uses mini-rockets as
ammunition. When an explosive charge is modified into
a mini-rocket, it only detonates on impact after being
fired from a weapon as a standard action. The attack roll
is made as if you were attacking with the weapon, and
the attack uses the weapon's range, but the attack does
not gain any special qualities, effects or abilities from the
weapon, and deals the damage and special effects of an
explosive charge.

Improved Demolitions Expertise (Ex) HETISEI

You may choose to spend a Resolve Point as part of modifying
an explosive charge as a move action to improve the Reflex
Save DC to a DC equal to 10 + your level + your Intelligence
modifier. You may also spend a full action and spend a Resolve
Point to modify two unstable explosive charges as grenades
at once and throw them immediately. Both grenades must
be the same level. They consume UBP as normal.

Wrecker (Ex)

You can use explosives charges for increased affect against
objects. Whenever you deliberately damage a structure or
vehicle with explosives, you may spend a Resolve Point to
deal double damage to that structure or vehicle.

Demolition Production (Ex)

When crafting stable explosive charges, you may at the same
time craft a number of explosive charges of the same type
equal to your Intelligence modifier without extending the
crafting time as long as you meet all other prerequisites for
crafting them.

Quick Modification (Ex)

You have learned that speed is as important as power. You
may now modify your charges as a swift action.

Master Demolisher (Ex)

You gain powerful insight into the nature of explosive mate-
rials. You may now spend a Resolve Point when crafting an
unstable explosive charge to make it especially dangerous. This
explosive charge cannot be converted into a stable explosive
charge, but deals double the normal damage and has a Reflex
Save DC equal to 10 + your level + your Intelligence modifier.
Due to the nature of the process used to craft this explosive
charge, your printer may only craft one of these charges every
other round. Additionally, you gain an insight bonus on Reflex
Saves against explosives equal to your level.

GUNPRINTER

As a gunprinter, you focus on creating and modifying ranged
weapons and ammunition.

Gun Printing (Ex) NN

You use your rapid prototyper to produce and modify ranged
weapons and ammunition. To craft any of these items, the
normal rules for crafting. You may craft weapons with mod-
ifications already included. Crafting any of these items con-
sumes the item's cost in cryptos in UBP as well as the cost of
any modifications. You may also craft schematics of ranged
weapons or use schematics to craft ranged weapons with
your rapid prototyper. At 3rd level, you may also use your
quick rigging ability to apply temporary repairs to ranged
weapons. Finally, you gain proficiency with longarms, heavy
weapons and sniper weapons.

Junk Mods (Ex) IETEN

You have learned how to quickly create temporary and
low-quality modifications for ranged weapons.

As a movement action, you can spend a Resolve Point and
choose one of the following weapon mods to apply to a held
weapon for the next 1d4+1 rounds, spending 5 UBP per mod
level to craft and apply the mod: capacity+, cryonic, electro-
magnetic, forward hand grip, incendiary, loud, nanomolecular
grip, power+, silencer, smart lock, target correction, tazing

Additionally, as part of an action made to reload your
weapon, you may spend a Resolve Point and 1/2 the ammuni-
tion's cost in UBP to quickly print enough ammunition to fill
your ranged weapon to full capacity. This ammunition is low
quality, can’t be broken down by your printer, and degrades,
breaking down into base molecules after an hour

Personalized Model (Ex)

You can choose one weapon you have crafted and designate
that weapon as a personalized model. Whenever you gain a




level, you can choose another weapon of your level to replace
your personalized model.

The personalized model you designate uses your level
as its item level whenever it would be beneficial, such as
determining the weapon's Hit Points, or how many mods it
can accept. Any junk mods applied to the custom model last
for an hour instead of their normal duration. These effects
only work when you are using the weapon.

Lock Weapon (Ex)

You can quickly disable an adjacent ranged weapon more
effectively by using your quick sapping ability on the item.
If the weapon is unattended, you may make an Engineering
check to disable the weapon as a movement action. If the
weapon is being wielded, worn, or is otherwise attended, you
must attempt a disarm combat maneuver against a DC equal
to the target's KAC.

If successful, the weapon is not disarmed, and you can use
your quick sapping ability and make an Engineering check to
disable the device as a movement action. If you successfully
disable the device, you can spend a Resolve Point to extend
the duration that the weapon is disabled to last until the
weapon is repaired. The weapon can be either attended or
unattended. If you do not gain the quick sapping ability for
some reason, such as an archetype, you gain it in addition to
this ability, but only for use with this ability.

Improved Personalized Model (Ex)

Your ability to improve your personalized weapon improves
dramatically. Junk mods applied the weapon last until you
remove them, at which point they may be scrapped as a full
round action, granting you 3 UBP per mod level. Additionally,
when using your personalized model, you may spend a Resolve
Point to treat your base attack bonus as if it were equal to
your class level until your next turn.

Improved Junk Mods (Ex)

You are especially gifted at modifying weapons. All junk mods
you add to weapons (other than your personalized model)
have their mod level count as 1 level lower (to a minimum
of level 1) for the purpose of determining how many mods a
weapon can accept. Additionally, when you apply junk mods,
you may spend a Resolve Point to extend the duration of
those mods to 24 hours.

Superior Personalized Model (Ex)

You can spend a Resolve Point to treat your base attack bonus
as if it were equal to your class level until your next turn. When
using your personalized model, you always treat your base
attack bonus as if it were equal to your class level.

Master Gunprinter (Ex)

You have reached the peak of your ability. You can fasten your
rapid prototyper to your personalized model, and have it print

ammunition at a cost of 3 UBP each time it fills the weapon
to capacity. Additionally, you can spend a Resolve Point any
time you craft a ranged weapon to reduce the UBP cost of
producing that weapon by 75%. This doesn’t stack with other
reductions of cost, and only reduces the cost of the weapon
from its base cost.

GREASER

You were born with oil in your veins. You use your expertise in
vehicles to dominate the road with your tricked out vehicles.

Fortified Vehicle Control Interface (Ex)

Like all gearheads, you begin play with the vehicle control inter-
face installed in your brain. This implant does not count against
the number of cybernetic systems you can have installed in
your head. You can link your VCI with a single vehicle as a
movement action so long as you are in the driver’s seat or
pilot seat, and the vehicle's item level doesn’t exceed the
amount of unoccupied control ports in your VCI. Your VCI
remains linked with the vehicle so long as you remain within
200ft of the vehicle.

Once your VCl is linked, you gain a circumstance bonus
equal to 1/2 your Gearhead level to Pilot and Engineering
checks made with this vehicle. This bonus increases by +1 per
5 character levels. You may also treat that vehicle as if it had
the autopilot special vehicle quality with a pilot skill modifier
equal to yours. Autopilot is described in the vehicle rules in
the Starfinder RPG Core Rulebook. At 3rd level. When VCI
is linked with a vehicle, you may also use the quick rigging
ability to make temporary repairs to the vehicle with which
you are linked.

Carjack (Ex) HEITT

You are especially adept at getting a vehicle to do what you
want it to do. You can use the Engineering skill to disable
security countermeasures on any vehicle which wouldn't
normally permit you to use it, using the hacking DC to
gain access to the vehicle as the Engineering DC to disable
the security.

Field Mechanic (Ex)

Your understanding of vehicles allows you to make temporary
enhancements to vehicles with which you are linked. With
one hour of work, you can spend a Resolve Point and choose
one of the following vehicle mods to apply to your linked
vehicle for the next 1d4+1 hours, spending 10 UBP per mod
level to craft and apply the mod: body spikes, body armor
plating, engine armor plating forward facing weapon mount,
left flank weapon mount, improved acceleration, increased
speed, reinforced, right flank weapon mount, top turret weapon
mount, wheel spikes, window armor plating.
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Road Warrior (Ex)

Your VClI enables you to enhance your attacks when firing
the vehicle’s weapons. You ignore penalties for firing from a
moving vehicle. You also use your own level in place of the
vehicle's item level for the purpose of determining how much
collision damage the vehicle deals. You can spend a Resolve
Point when repairing a vehicle with quick rigging to grant
the vehicle a number of temporary Hit Points equal to half
the amount of Stamina Points you would recover if using a
Resolve Point to recover Stamina points. These Stamina Points
vanish when the temporary repairs wear off.

Remote VCI Piloting (Ex)

You have learned how to modify your vehicle to function
more like a drone. You can now maintain your VCI link with
the vehicle at a range of up to one mile and can take direct
control of any vehicle which you are linked even if you are not
in the pilot or driver’s seat. You use the vehicle's camera and
sensors to control the vehicle remotely, as if it were a drone,
following all the usual rules for directly controlling a drone.

SPLITTING THE PARTY

In general, this ability should mean that the vehicle is
where it needs to be when it needs to be, unless the
GM decides otherwise, and shouldn't usually result in
the vehicle being attacked, or targeted while the party
is busy, unless the GM deems it essential to the plot,
or the party intends for the vehicle to scout ahead.
In general, separate and remote vehicle encounters
without the party should be avoided.

Road Warrior Speed (Ex)

You have obtained a high level of synchronization with vehi-
cles and can push linked vehicles beyond their normal limits.
You can spend a Resolve Point when piloting a linked vehicle
to increase its drive speed and full speed by +50%, rounded
down to the nearest five. This effect lasts 1 hour.

Road Warrior Battlemaster (Ex)

While linked with a vehicle which has weapon mounts, you may
make a single attack with any mounted weapon on the vehicle in
addition to any other actions you would take on your turn. This
attack is made at a -2 penalty in addition to any other penalties.

Master Greaser (Ex)

You have reached the peak of your abilities, and all vehicles
are an open book to you. As a swift action or reaction, you
can establish a VClI link with any vehicle within 30ft that isn’t
currently occupying control ports in another user's VCI. This
allows you to take control of vehicles that have lost control
due to their pilot being dead or unconscious, or to take control
of unattended vehicles.

HACKER

STAMINA POINTS: 6 + CON MODIFIER

ROLE

You access and manipulate information, whether the
owner of that information wants it accessed and manip-
ulated or not. The Global DataNet and Hyper Reality
are your playgrounds and battlefields. You use your
programs to disable security, deflect countermeasures,
and obtain what you need to help themselves, their
companions, and their employers.

KEY ABILITY SCORES

Your key ability score is Intelligence. Charisma is also
valuable for Bluff and Diplomacy checks if you need to
convince someone to give you sensitive information
(like passwords) you can use to hack into a computer
system or network.

CLASS SKILLS

Bluff (Cha), Computers (Int), Culture (Int), Diplomacy
(Cha), Engineering (Int), Intimidate (Cha), Perception
(Wis), Piloting (Dex), Profession (Cha, Int, or Wis), Sense
Motive (Wis), Sleight of Hand (Dex), Stealth (Dex)
Skill Points: 6 + Intelligence modifier.

ARMOR PROFICIENCY

Light armor

WEAPON PROFICIENCY

Basic melee weapons, small arms, and grenades

Additionally, you can spend a Resolve Point when repairing
a vehicle with quick rigging to grant the vehicle for a number
of temporary Hit Points equal to the full amount of Stamina
you would recover if using a Resolve Point to Recover Stamina.
These Hit Points vanish when the temporary repairs wear off.
Finally, you may stow all turrets at once as a full action and
deploy all turrets at once as a full action.

HACKER

The art and science of hacking has existed for just over a century.
While the digital world is now more advanced than ever, the
old lessons from the pioneers at the birth of the Information
Age still hold true; all systems have exploits that can be used to
your advantage if you can find them. The hacker is respected
in an age where everything is wireless, and nearly everything




TABLE 2:4: THE HACKER
BASE FORT REF WILL

CLASS ATTACK SAVE SAVE SAVE

LEVEL BONUS BONUS BONUS BONUS

CLASS FEATURES

1 +0 +0 +0 +2
2 +] +0 +0 +3
3 +2 +] +] +3
4 +3 +] +] +4
5 +3 +] +] +4
6 +4 +2 +2 +5
7 +5 +2 +2 +5
8 +6 +2 +2 +6 Rootkit (+2)
9 +6 +3 +3 +6
10 +] +3 +3 +]
n +8 +3 +3 +7
12 +9 +4 +4 +8
13 +9 +4 +4 +8
14 +10 +4 +4 +9
15 +11 +5 +5 +9
16 +12 +5 +5 +10
17 +12 +5 +5 +10
18 +13 +6 +6 +11
19 +14 +6 +6 +1
20 +15 +6 +6 +12

and everyone is connected to the Global DataNet. Hackers
are a keystone in the foundation of any successful group,
from the local biker gang to mega-conglomerates, and even
law enforcement and military, hackers see more demand for
their talents than ever.

CODE MONKEY (EX) mxemm

Computer code runs through your blood. While others have to
work hard at learning the basics of programming and hacking
computer systems, these concepts come natural to you. At
1st level, when attempting a Computers skill check for any use
of the Computers skill, you can roll 1d6 (your coding die) and
add the result of the roll to your check as an insight bonus.

You can use your coding die as long as you have at least
1 Resolve Point. At 5th level, any time you roll your coding
die, you gain a +1 bonus to the result. At 9th, 17th, and 20th
levels, this bonus increases by 1. At 13th level, you roll 1d8
as your coding die instead of 1d6.

DATABASE (EX) mExrrm

You have gained access to an underground TOR (The Onion
Router) network run by a hacker collective. This network
gives you special access to a database containing a variety of

Database, code monkey (1d6), hacker specialization
Grifter, hacker specialization ability

AMS, security upgrade (1 tier)

Hyper-threading (move action), rootkit (+1)

Code monkey (1d6 +1)

AMS, hacker specialization ability

Security upgrade (2 tiers)

AMS, code monkey (1d6 +2)
Hyper-threading (swift action), hacker specialization ability
Security Upgrade (3 tiers)

AMS, rootkit (+3), secondary specialization

Code monkey (1d8 +2)

Primary specialization ability

AMS, security upgrade (4 tiers), secondary specialization ability
Hyper-threading (2 targets as a standard action), rootkit (+4)
Code monkey (1d8 +3)

AMS, primary specialization ability

Security upgrade (+5 to Hack DCs), secondary specialization ability
Code monkey (1d8 +4)

programs ranging from security programs and various utilities
to malware. To use these programs, you must buy them. You
can purchase and download any program on the database
at 50% of the program’s market cost. See programs on page
124 for more information.

The number of Active Memory Sector (AMS) slots you
have limits the number of programs you can have running
and ready to use at any given time. So, while you may have
bought 7 programs, at 1st level, you can only have 4 loaded
into AMS (See Table 2:5 for AMS by level). When applicable,
the Difficulty Class for saving throws against your programs
is 10 + the program’s item level + your Intelligence modifier.

HACKER SPECIALIZATION (EX)

At 1st level, you start to focus your knowledge of computers
and networking into one of three potential specializations;
operator, sysadmin, or the wardriver. You may not change
this specialization once chosen.

Each specialization focuses on a key use of the Computers
skill, and you gain a +3 circumstance bonus when attempting
Computers skill checks for that particular use of the Computers
skill. Your specialization also grants special abilities related to
the use of the Computers skill in which you have chosen to
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TABLE 2:5: TENDRIL ACCESS PROCESSOR AMS F““M
CLASS LEVEL AMS AMS VS. STORAGE MEMORY
Ist 4 Programs that are not in Active Memory Sector (AMS)
2nd 4 are in storage memory. Storage memory is so large that
3rd 5 it’s not even worth dealing with the math involved to
4th 5 realistically calculate how much data you can have
5th 5 housed inside a hard drive of a computer system or
a Tendril Access Processor. Moreover, computers that
Cidn e use DNA for storage eliminate the problem entirely.
7th 6 Thus, the only thing we are concerned with is how
8th 6 many programs you can access and use at any given
9th 7 time. That’s where AMS come into play.
10th 7 Active Memory Sectors limit the number of pro-
grams you can have loaded and ready for immediate
Tith 7 oyl o .
use similar to how bullets limit the number of times
12th 8 you can fire a gun before reloading, or perhaps more
accurately, your arms limit how many weapons you
13th 8 can wield in combat. Combined with the action(s) it
T4th 8 takes to load and launch a single program, this ensures
15th 9 characters aren’t able to access and use every single
16th 9 irogram they own without spending time to do it.
17th 9
handles short term data storage in the form of Active Memory
18th 10 Sectors (AMS) allows you to maximize your Active Memory
19th 10 Sectors. At 3rd level, you gain an additional Active Memory
20th 10 Sector, another one 6th level, 9th level, 12th level, 15th level

and 18th level, for a maximum of 10 AMS (Including the base
4 granted by your Tendril Access Processor).

SECURITY UPGRADE(EX)

You are beginning to understand deeper concepts of network-
ing and system resource management in high-stress situations.
This knowledge gives you the ability to temporarily increase
the security level of your TAP, or that of someone else. By
spending a Resolve Point, you can increase the effective
tier of a Tendril Access Processor by one for the purposes
of Computers skill checks to hack it. The security boost
. lasts for 4 rounds plus a number of rounds equal to
your Int modifier.
You can upgrade the tier of a TAP by
.. 2 tiers at level 7, three tiers at 11th
level, and 4 tiers at 15th level. At
j 19th level, your ability has reached
the point where you no longer increase the tier but
add a +5 modifier to the DC to hack your TAP

HYPER THREADING (EX)

You've grown accustomed to hacking under the stress of
combat. At 4th level, you may spend 1 Resolve Point to make
your first Computers skill roll to hack into a computer system
as a movement action rather than a standard action. If you
successfully hack into the system, you can perform another

focus. You gain your first
specialization ability at
2nd level and another
at 6th, 10th, 14th, and
18th level. Descriptions
of each specialization

begin on page 43.

GRIFTER (EX)

You are especially skilled at using
social engineering techniques to gain
sensitive information such as pass-
words from customer service represen-
tatives and other people in charge of protecting
this kind of data. You may add your Intelligence
modifier to Bluff, Diplomacy and Intimidate
skills instead of your Charisma modifier when
attempting to gain information related to
specific computer system or networks.

ACTIVE MEMORY SECTOR
(AMS) (EX) mEzaem

Your frequent use of programs and
understanding of how your TAP




Computers-related task as a standard action at a -4 penalty
so long as you are acting against the same opponent.

At 10th level you can spend 2 Resolve Points to make your
first Computers roll to hack into a system as swift action.
Additionally, you can perform another Computers-related
task as a standard action at a -2 penalty against an adjacent
target. Non-Computers-related standard actions (such as
firing a gun) suffer no penalty.

At 16th level you can spend 3 Resolve Points to
simultaneously perform a single Computers related task
against a total of three opponents as a standard action. You
suffer a -8 penalty to the Computers check, but if you succeed
on the roll, all targets are affected.

All of the targets must be vulnerable to the task you are
attempting. For example, if you are trying to launch a program
against your opponents, you must have previously hacked
their systems and gained appropriate access, otherwise, the
action automatically fails on each target you haven'’t hacked.

ROOTKIT

Hackers are defined by their ability to gain access to com-
puter systems and networks. This is especially true in your
ability to get extra mileage out of a special program you
have created—a rootkit. Rootkits are semi-intelligent batch
programs that automatically run on a system once you have
gained secured access.

You must have the rootkit loaded into an AMS slot in
order for it to be used. Once the program launches, it removes
itself from the AMS slot (but does not delete itself from your
storage memory). The rootkit confers a +1 bonus to your
Computers skill rolls to upgrade your access to root at 4th level,
and another +1 at levels 8, 12, and 16. See the upgrade access
use of the Computers skill on page 114 for more information.

SECONDARY SPECIALIZATION (EX)

Once you reach 12th level, you begin to branch out into other
fields of study. Choose a second specialization. Once chosen,
you may not change it. You get a specialization ability at 12th
level and may choose two abilities from this specialization at
levels 15 and 19.

HACKER SPECIALIZATIONS

The use of computers in the digital age has so many potential
applications, that you'll often see individuals trained in the
field of information technology choosing to focus on a specific
discipline for their careers. It is no different for those who
operate in the shadow world. As a hacker, you get to choose
one of the following specializations at 1st level, and another at
12th level. Choose wisely, as these choices cannot be changed.

OPERATOR

Operators are the people to talk to when you are looking
for hackers. They are practiced at getting in and getting out

of secure systems while not letting others know they were
there at all. Being an operator means taking a stealthier and
yet more aggressive approach. Operators tend to stay back
and do their thing in a safe location rather than go on-site.

Covert Entry (Ex)

At 2nd level, operators get a +2 circumstance bonus to their
Computers check when attempting to gain root access to all
computer networks.

Part of the System (Ex)

At 6th level operators learn to work under the radar, masking
their Global Information Systems Position (GISP) and staying
unnoticed. Any attempts to locate an operator through GISP
gets a -5 penalty to the Computers check, and if the check
fails by 5 or more, the operator knows of the attempt and
can choose which location to appear at, though only a single
fake location may be chosen.

Wild Goose Chase (Ex)

At 10th level, the operator becomes more proficient in his
Global Information Systems Position (GISP) masking, and any
attempt automatically informs him that he’s being searched
for. Also, if the check fails by 5 or more, he can now choose
multiple locations without suffering a penalty for spoofing
multiple GISP addresses.

Assuming Direct Control [Ex] HEZCNTEN
At 14th level, operators gain an instinctual awareness of any
system they tap into. Whenever they successfully gain root
access to a network, they are able to use all programs and
related abilities of that program immediately.

Example: If Marina successfully gains root access to the
security system at a black site (which, for security reasons isn't
connected to the Internet of Things (loT) directly), she can
immediately access and use any cameras, lift doors, security
measures and anything else in the system without mapping
the network first.

Overload the System [Ex]

At 18th level, the operator gains the ability to turn any device
into a potential weapon, provided the device can be connected
to a network or the Internet of Things (loT). Any device
can be detonated as a standard action doing 1d6 points of
damage per item level. The blast radius of the device is 5 feet
for every 5 levels of the item or fraction thereof (i.e. a camera
with an item level of 11 would have a 15 feet radius and do
11d6 points of damage). This is fire and kinetic damage, and a
successful Reflex save (DC = 10+ % hacker level + Intelligence
modifier) reduces this damage by half.
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PLAGUEBRINGER

As a plaguebringer, you use malicious code to crack systems
and bring them under your control.

Malicious Code (Ex)

Your malware programs count as if they were 2 levels higher
for all level and tier-based effects. Additionally, you count
as if you were two levels higher for the purpose of creating,
launching and loading malware programs.

of Computers skill checks to hack them. At 8th level, you
increase the item level by 4 when you use this ability.

Cloud Network (Ex)

The Tendril Access Network you have created is now a cloud

network. Whenever you link your allies to your TAPnet, either
you or an ally linked to your network may spend a Resolve
Point to load any program owned by anyone on the network
onto their own TAP. Loading a program in this way is always
a standard action.

Malwarrior (Ex)

You may spend a Resolve Point when you launch a malware
program that requires a Neural Save. If you do, the target
must roll two Neural Saves against the program and keep
the worst one.

Potent Malware (Ex)

You may spend a Resolve Point as a reaction whenever a
target of one of your programs attempts to quarantine that
program. If you do, the program isn’t quarantined and can'’t
be targeted with a quarantine again for 1 round for every
3 item levels the program has. You may only affect a single
program with this ability once per launch.

Remote Network Access (Ex)

As a swift action, you may choose a single ally on your network
within 100ft and see or hear what they do. Additionally, you
have access to any system, device or network to which they
have access. That ally may spend a Resolve Point to use your
Computers Skill modifier as if it were their own for 1 minute
per tier of the TAN for any Computers-related checks.

Universal Utility (Ex)

Choose one utility or application which you have loaded and
spend a Resolve Point when you launch that utility. If you do,
all members of your Tendril Access Network benefit from that
utility or application as if they had launched it themselves.

Pestilence (Ex)

You may launch two malware programs at once as a full
action so long as no two programs have the same target.
The programs you launch must be able to be launched as a
standard action. Additionally, if a target gains access to your
TAP, you may choose a virus which you have loaded and launch
that program against that target as a reaction.

Digital Apocalypse (Ex)

As a full action, you may launch four malware programs at
once. The programs must have a launch time of a standard
action. No two programs can have the same target.

SYSADMIN

As a system administrator (SYSADMIN), you specialize in
increasing security for your computer systems and those in your
group by linking your team through Tendril Access Networks
(TAPNets). You monitor the TAPnet, making adjustments to
the strength of the network and providing access to files and
applications your team needs to defend themselves against
digital threats.

The Onion Router Network (Ex)

The Tendril Access Networks you create are TOR (The Onion
Router) networks. You may spend a Resolve Point as a reaction
to increase your TAP and Tendril Access Network security,
increasing your TAP’s item level by 2. This increases the effective
tier of all computers connected to the TAN by one for purposes

Network Pantheon (Ex)

The strength of a network is in its connected systems. Once
per day you may spend a Resolve Point when you make a
Computers check, and if you do, up to 3 users connected
to your network may also make a Computers check using
your Computers skill modifier. You may choose which of
the results to use.

WARDRIVER

You specialize in hacking while in combat, using your talents to
disrupt your opponent’s connection to their TAPs, networks,
linked weapons, and other computer systems.

Induce Lag (Ex)

You use network signal interference to your advantage. As a
movement action you can induce lag in any computer (but
not a network) by making a Computers check against the hack
DC of the target. If you succeed, all d20 rolls made by that
computer, on that computer, or using that computer take a
-2 penalty, which worsens by 1 at 4th level and every 4 levels
thereafter. This penalty lasts for 1d4 +1 rounds.
As the source of the interference, you can filter it out.
When hacking a device which is affected by this ability, you
ignore the penalties.

Improved Induce Lag (Ex)

Your ability to use digital interference to your advantage
improves. You may now spend a Resolve Point use the induce




TABLE 2:6: THE MEDIC (@)
BASE FORT REF WILL N
CLASS ATTACK SAVE SAVE SAVE >
LEVEL BONUS BONUS BONUS BONUS  CLASS FEATURES z
1 +0 +2 +2 +0 Healing nanites +1d8, medical specialization ability, nanomedical training >
2 +] +3 +3 +0 Medic knack, medkit mastery 0
3 +2 +3 +3 +] Healing nanites +2d8, weapon specialization |
4 +3 +4 +4 +] Medic Knack, rapid response +1, medical specialization ability m
5 +3 +4 +4 +] Healing nanites +3d8, injection specialist Py
6 +4 +5 +5 +2 Medic knack, versatile treatments O
7 +5 +5 +5 +2 Healing nanites +4d8 -
8 +6 +6 +6 +2 Medic knack, medical specialization ability, rapid response +2 >
9 +6 +6 +6 +3 Healing nanites +5d8 n
10 +7 +7 +7 +3 Medic knack, emergency prep %
1 +8 +7 +7 +3 Healing nanites +6d8 wn
12 +9 +8 +8 +4 Medic knack, rapid response +3
13 +9 +8 +8 +4 Healing nanites +7d8
14 +10 +9 +9 +4 Medic knack, medical specialization ability
15 +1 +9 +9 +5 Healing nanites +8d8
16 +12 +10 +10 +5 Medic knack, rapid response +4
17 +12 +10 +10 +5 Healing nanites +9d8
18 +13 +1 +1 +6 Medic knack, medical specialization ability
19 +14 +1 +1 +6 Healing nanites +10d8
20 +15 +12 +12 +6 Medic knack, rapid response +5

ANDROIDS, BIOROIDS, CYBORGS AND MEDICS

Androids, bioroids and cyborgs interact in unique ways with the medic’s class abilities,
though the nanomedic specialization can bypass some of these effects.
Androids: Due to their artificial bodies and minds, androids cannot be affected

by treatments of the Boost, Transgenic, Mind Affecting or Pain types. They take no
damage on a failed save and half damage on a successful save against Damage type
treatments, as well as the harming and deady nanites knacks. They take half healing
from Healing type treatments and the healing nanites ability. Diagnostic treatments
affect the android normally.

Bioroids: Due to their artificial minds, bioroids cannot be affected by treatments o
of the Mind Affecting type and aren’t affected by Boost type treatments which "
affect the mind. Otherwise bioroids are affected normally.

Cyborgs: Due to their artificial bodies, cyborgs cannot be affected by *
treatments of the transgenic, or pain types. They take no damage on a failed
save and half damage on a successful save against Damage type treatments,
as well as the harming and deady nanites knacks. They take half healing from
Healing type treatments and the healing nanites ability. If a treatment is of the boost
type, it only effects the cyborg if it effects the mind. Diagnostic and Mind Affecting
treatments affect the cyborg normally.
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lag ability as a reaction whenever an eligible target makes a
d20 roll or takes an action which you would like to delay. If
you are successful, in addition to the other effects of induce
lag, that action is delayed by 1 round.

Combat Malfunction (Ex) IETNEEN

Whenever you successfully hack a device that is attended
(wielded, piloted, or otherwise being used), or adjacent to
a creature, that creature or the user attending the device
is temporarily distracted. Until your next turn, they are flat
footed. If you spend a Resolve Point, they are also off target.

Driving Assault (Ex)

You can make a full attack, you can make up to three attacks
instead of two. Alternately, you can forgo making a third attack,
and instead launch a program which has an execution time
of a standard action or less as part of your full attack. Either
way, all attacks this round take a —6 penalty.

Greater Induce Lag (Ex)

Your ability to use digital interference to your advantage has
reached its peak. You may spend a Resolve Point and attempt
to target a network with the induce lag ability. If you are
successful, the penalty applies to all computers connected
to the network at the time you activated the ability, and any
attempts to disconnect from the network are delayed until
the duration of the lag has ended.

MEDIC

The medical technology of 2090 is miraculous. There is hardly
an injury or disease that cannot be healed or treated with the
proper time and facilities. However, not everyone can afford
the best medical care. Some sustain injuries on the job that
would prompt too many questions at a hospital. Likewise,
some practitioners of medicine don't fit well in the corporate
world, with its strict rules and political hierarchy. The medic is
the person working outside the law, helping those who need
it. Whether a doctor working a clinic, fixing up operatives
between clandestine runs, a street doc seeing to the needs of
the unfortunate, or a chromer fusing flesh with machine, the
medic is always on the cutting edge in more ways than one.

HEALING NANITES (EX)

You often use cutting edge stimulants to keep your patients on
their feet and buy yourself the time you need to treat severe
injuries. As a standard action you may administer healing
nanites to an adjacent target by making a melee attack against
their EAC. If you hit, you infect them with the nanites. If the
target is willing no attack roll is needed, and you automatically
infect them with the nanites. When infected by the nanites,
the target recovers 1d8 Stamina Points +1d8 per two medic

MEDIC

ROLE

Your team does dangerous work, and someone is
bound to end up hurt. Having a medic on your crew
means you can keep your people upright and moving
until the job is done. And if the whole thing goes side-
ways, then you’ll be even more grateful to have a
medic on your team.

KEY ABILITY SCORES

As your key ability score, Wisdom helps make your
treatments more powerful and determines how often
you can use certain knacks and class abilities.

CLASS SKILLS

Bluff (Cha), Diplomacy (Cha), Life Science (Int), Medicine
(Int), Perception (Wis), Piloting (Dex), Profession (Cha,
Int, or Wis), Sense Motive (Wis), Sleight of Hand (Dex)
and Survival (Wis).

Skill Ranks per Level: 4 + Intelligence Modifier

PROFICIENCIES

Medics are proficient with basic melee weapons, small
arms, and light armor, as well as any weapon with the
Injection weapon special property.

levels. You may use this ability a number of times per day
equal to your Wisdom modifier + your Medic level.

MEDICAL SPECIALIZATION ABILITY (EX)

You begin play with a medical specialization that reflects
your particular area of expertise. You choose one specializa-
tion, and once chosen, this specialization may not change.
You gain the 1st level ability of this specialization and gain
additional Specialization abilities at 4th, 8th, 14th, and 18th
levels. Each specialty also lists two specialty skills. When using
specialty skills, you gain a +1 insight bonus, which increases
by +1 every 3 levels. See medic specializations on page 50 for
more information.

NANOMEDICAL TRAINING (EX)

You gain one free rank each level in the Medicine skill, in
addition to normal skill ranks, though you still may not
exceed maximum ranks. This ability also allows you to use
the Medicine skill as if it were the Physical Science skill for the
purpose of crafting drugs, medicinals and poisons. Finally, you
can use the Medicine skill to identify unknown drugs, injec-
tions, medicines, medical equipment, patches, and poisons.




You must examine the item for 1 minute before making the
check, whose DC is 15 + the item’s level.

MEDIC KNACK (EX)

As you gain experience, you learn abilities which give you an
edge in combat, collectively known as Knacks. You learn your
first knack at 2nd level, and you learn an additional knack at
4th level and every 2 levels thereafter. If a knack allows an
opponent a saving throw to resist its effects, the DC is equal
to 10 + half your medic level + your wisdom modifier. Unless
otherwise specified, you can’t learn a medic knack more than
once. Medic knacks are listed in the medic knacks section.

MEDKIT MASTERY (EX)

You get more mileage out of medkits. A basic medkit has all
the components that are needed for creating drugs, healing
nanites, medicinals and poisons, as well as preparing treatments.

You also use your medkit to prepare and use treatments;
advanced medical techniques using specialized supplies.
Treatments must be prepared to be used. Once used, a treat-
ment may not be used again until prepared. The medkit
contains your prepared treatments, and you may have up
two treatments prepared total.

Once per day you may prepare your treatments. You may
spend an additional Resolve Point whenever you rest to recover
Stamina Points to lose a number of prepared treatments equal
to your Wisdom modifier and prepare new treatments in their
place. You may only prepare treatments you know. You learn
one treatment at 2nd level, plus one treatment per point of
Wisdom modifier. You learn an additional treatment at each
medic level from then on.

Using a treatment requires a standard action and you
must be touching the target. Once used, a treatment is no
longer prepared. If the target is unwilling, you must make an
unarmed attack against its EAC, which deals no damage and
may provoke an attack of opportunity. The saving throw of a
treatment is 10 + half your medic level + your Wisdom modifier.

You may prepare a treatment multiple times if you choose,
but a particular type of treatment—including its potent
version—can only affect a given target once during a 12
hour period. You cannot use a specific type of treatment on
a second target, if another target is currently affected by the
same treatment, including its potent version.

If you lose your medkit, you lose the treatments prepared
within it. The medkit is not unique however, and may be
replaced by any basic medkit, and you may prepare treatments
as normal the next time you rest.

At 5th level, any medkit you prepare treatments with
counts as an advanced medkit.

WEAPON SPECIALIZATION (EX) mezTermm

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

RAPID RESPONSE (EX) ey

You can quickly get to where you are needed most. You gain
a +1 insight bonus to initiative and AC. This bonus increases
by +1 for every four levels, to a maximum of +5 at level 20.

INJECTION SPECIALIST (EX)

You learn how to use your abilities with injection weapons to
better assist your allies at range. Attacks made with Injection
weapons to deliver healing nanites or treatments may deal
no damage at your option. Healing nanites and treatments
can be used at range by loading them into the ammunition
of a weapon with the Injection weapon special property as a
standard action. All choices that would be made when using
the healing nanites or treatments must be made when you
load the weapon. This special ammunition will become useless
if not used within 12 hours of being loaded. You may have a
number of rounds of special ammunition at a time equal to
your wisdom modifier +1, and rounds containing a treatment
count as one of your prepared treatments, counting against
your total treatments prepared until consumed, or destroyed
to change what treatments you have prepared.

VERSATILE TREATMENTS (EX) mETre=m

All of your treatments have optional, potent effects that can

be used by spending Resolve Points, representing the usage of

certain limited resources, some of which are listed as follows:

© You can spend a Resolve Point to augment a treatment
with powerful nanites and allow the treatment to be used
on a target who has already benefited from that treatment
in the last 12 hours.

© You can spend a Resolve Point to you use a given treatment
on a new target while the same treatment is still affecting
another target.

© You can spend 1 Resolve Point to increase the duration of
a treatment by one stage: 1 round to 1 minute, 1 minute to
10 minutes, or 10 minutes to 1 hour. If the treatment has
a duration of varied, follow the above rule where possible,
or otherwise double the duration.

EMERGENCY PREP (EX)

You may spend a Resolve Point to quickly prepare a treatment
as a standard action so long as doing so would not exceed
your maximum number of treatments prepared.

MEDIC KNACKS

A Medic may select any of the following medic knacks so long
as you meet the minimum level requirement.

2nd Level Medical Kacks

You must be at least 2nd level to learn any of these
medical knacks.
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Bedside Manner (Ex)

Your professional experience has helped you learn to place
your words with care. You may use your Wisdom modifier
rather than Charisma modifier on Bluff, Diplomacy and Sense
Motive skills.

Fortifying Nanites (Ex)

You have learned to use your nanites to improve the target's
fortitude. Rather than heal a target with your healing nanites,
you may instead grant them a bonus on Fortitude saves equal
to your Wisdom modifier for a number of minutes equal to
the number of dice that the nanites would have healed.

Hippocratic Oath (Ex)

You have taken a vow to help others, and have sworn to
first, do no harm. You may never learn harming nanites or
deadly nanites knacks and may never learn or use iatrogenic
treatments. Additionally, any Stamina Point or Health Point
healing you grant heals an additional 1 point per die.

Nanite Fortitude (Ex)

You have learned to use your nanites to improve the target's
reflexes. Rather than heal a target with your healing nanites,
you may instead grant them a bonus on Reflex saves equal to
your Wisdom modifier for a number of minutes equal to the
number of dice that the nanites would have healed.

Nanite Reflexes (Ex)

You have learned to use your nanites to improve the target's
will. Rather than heal a target with your healing nanites, you
may instead grant them a bonus on Will Saves equal to your
Wisdom Modifier for a number of minutes equal to the number
of dice that the nanites would have healed.

toxins ability, though they will attack all viable targets in the
area of effect, including the medic.

Construction Nanites(Ex)

You upgrade your nanites to reconstruct metal and synthetics
as easily as flesh and bone. Androids and cyborgs gain the
full effects of healing nanites. This does not affect the deadly
nanites ability.

Create Injection (Ex)

You can create temporary injections which allow an ally to
use healing nanites on themselves at their leisure, infecting
themselves with the nanites as a standard action. Creating this
injection consumes 2 uses of healing nanites, and the injection
lasts 24 hours before becoming inert. Any modifications to
the healing nanites that could be applied must be applied at
the time the injection is created.

Cyber-Surgery Expert (Ex)

You have become an expert in cybernetics and reduce the
time to install cybernetic augmentations to a half hour per
item level of the augmentation. Additionally, you may use your
Medicine skill as if it were the Culture skill when attempting
to recall information about cybernetics and may use the
Medicine skill to identify a cybernetic augmentation you can
see as a full action by making a Medicine check equal to DC
15 +1 per item level.

Favored Treatment (Ex)

Choose one treatment you know. This treatment is always
considered to be prepared and doesn’t count against your
total treatments prepared. You may select this knack no more
than once per 4 medic levels.

Nanite Will (Ex)

You have learned to use your nanites to improve the target’s
will. Rather than heal a target with your healing nanites, you
may instead grant them a bonus on Will Saves equal to your
Wisdom Modifier for a number of minutes equal to the number
of dice that the nanites would have healed.

4th Level Medical Kacks

You must be at least 4th level to learn any of these medi-
cal knacks.

Airborne Nanites (Ex)

You can modify your nanites to become airborne and deliver
your healing nanites as an aerosol, applying their effects to
multiple targets. By spending a Resolve Point and reducing
the Stamina Points provided by the healing nanites by 1d8,
you can affect all targets in a 15’ radius around you with the
healing nanites. This knack can be combined with the combat

Harming Nanites (Ex)

Your nanites can be directed to instead deal damage to crea-
tures, though creatures may make a Fortitude Save with a DC
10+ your CR to take half damage.

Emergency Nanites (Ex)

Your nanites can be used to treat deadly wounds. By expending
a use of your healing nanites, you can treat deadly wounds
on a creature who has already benefited from you treating
deadly wounds once that day. Doing so costs a Resolve Point.

Medical Advance (Ex)

You learn an additional treatment with a minimum medic
level of 1. You may learn this knack any number of times.

Nanite Stims (Ex)

You can use your healing nanites to instead grant the target
creature 1d8 temporary Stamina Points +1 per two medic
levels thereafter. These temporary Stamina Points are lost first,
and last for 1 minute per medic level, and an additional use




of this ability on an infected creature replaces the previous
temporary Stamina Points and duration with the new one.

6th Level Medical Kacks

You must be at least 6th level to learn any of these medi-
cal knacks.

Cybernetic Synergy (Ex)

You may install an additional cybernetic augment into a
particular body system, splicing the two implants together.
No more than two implants may be in a single system. This
has no affect on a body system which already has two aug-
ments installed.

Delay Treatment(Ex)

You can apply a treatment that is kept dormant by your nanites
so that it doesn’t take affect the target until you trigger it via
TAP link. These dormant nanites will only last for a number
of minutes equal to your level, at which point the treatment
will trigger automatically.

Extend Treatment (Ex)

By expending specially programmed nanites, you can increase a
treatment’s duration by one stage as described in the versatile
treatment ability, without using a Resolve Point. This knack may
only be used once per treatment, and you can use this ability
a number of times per day equal to your Wisdom modifier.

Improved Medical Advance (Ex)
You learn an additional treatment with a minimum medic
level of 4. You may learn this knack any number of times.

Selective Airborne Nanites (Ex)

By taking a full action, the medic can program the nanites
released by the airborne nanites or airborne treatment knack
to only infect specific targets in the area of effect, omitting
a number of targets from the effects. The number of targets
omitted may not exceed the medic’s wisdom modifier.

Talk ‘em Through It (Ex)

If the medic can see and hear an ally who is making a med-
icine check, such as over a two way video stream, the ally
may listen to the medic’s advice. The medic can remotely use
the aid another action to assist your ally, and if you succeed,
the ally receives a bonus to your check equal to the medic’s
Wisdom bonus.

8th Level Medical Kacks

You must be at least 8th level to learn any of these medi-
cal knacks.

Airborne Treatment (Ex)

You can modify your airborne nanites to carry treatments,
allowing you to treat multiple patients as described in the
versatile treatments ability by spending 1 Resolve Point. This
allows you to affect all targets in a 15 —foot radius around
you with the treatment. You must have the airborne nanites
knack to learn this knack.

Deadly Nanites (Ex)

You have modified your nanites to deal deadly damage. Your
harming nanites can now also deal Hit Point damage. You
must have the harming nanites knack to learn this knack.

Nanite Treatment (Ex)

You learn how to combine a treatment with a dose of healing
nanites. Combining a treatment with a usage of healing nanites
takes a full action and must follow the rules for both, such
as touching the target if necessary. (You may also combine
treatments with harming nanites)

Potent Healing Nanites (Ex)

You may reroll all 1's when rolling healing nanites dice.

Quick load Injectable (Ex)

You may spend a Resolve Point as you make an attack with
an Injection weapon to quickly load the ammunition with
healing nanites or a treatment, expending a use of your healing
nanites, or using a prepared treatment.

Restorative Healing Nanites (Ex)

The medic may spend a Resolve Point as part of effecting a
target with healing nanites to reduce the healing dice by 2. If
you do, you restore 1 point of ability score damage to each
of the target’s ability scores.

Greater Medical Advance (Ex)
You learn an additional treatment with a minimum medic
level of 8. You may learn this knack any number of times.

Improved Medkit Mastery (Ex)
Any medkit you prepare treatments with counts as a
medical lab.

Injection Master (Ex)

Any effect which originates from an injection weapon which
you attacked with gains half your rapid response bonus as a
circumstance bonus on the save DC of the effect.

Transgenic Surgery (Ex)

You may spend a number of Resolve Points equal to half the
minimum medic level of the treatment to make a transgenic
treatment you know and can prepare permanent on a target.
The target must have an organic body, be willing, and spend 4
hours in surgery. If you use the transgenic hybrid amplification
treatment, the target permanently transforms into a hybrid,
and changes their race to hybrid. A target may only have one
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transgenic treatment made permanent at a time, and its effects
do not stack with other treatments. Permanently applying
another transgenic treatment removes the previous one.

MEDIC SPECIALIZATIONS

The following specializations are available for the medic.

CHROMER

Some find a particular beauty in melding flesh with machine
and science. A chromer’s patients heal faster and get more
out of their augments. While in the field, allies swear that
chromers can push their augments further than seems possible.
Famous chromers charge incredible fees for their skills and
often have long wait lists. She may be found working in her
shop building new augments, in a clinic installing augments,
or in the field getting the most out of her allies’ augments.

© Specialty Skills: Life Science (Int) and Engineering (Int)

Chrome Crusade (Ex)

You gain the Augmented Warrior and Chromed feats even if
you don’t meet the prerequisites.

She is often found in the worst parts of the sprawl or working
alongside mercenary teams to keep them alive, even in the
most extreme environments.

© Specialty Skills: Medicine (Int) and Survival (Wis)

First Responder (Ex)

You know that being where you are needed is as important
as being able to help when you get there. Your gain +10ft
movement speed. Additionally, your rapid response bonus
to initiative is doubled.

Expert Packer (Ex) IETTSIN

All medical equipment, tool kits, drugs, and medicinals that the
field doc carries have half their normal bulk. Additionally, as a
move action, the field doc can always assemble a basic medkit
from whatever items she has at hand by spending 5 minutes.

Improvised Treatment (Ex)

The field doc gets the most out of her treatments with only
the items at hand. The field doc can reduce the Resolve Point
cost of her treatments by 1, a number of times per day equal
to her Wisdom modifier.

Scalpel Jockey (Ex)

You gain the cyber-surgery expert knack.

Pioneer Techniques (Ex)

You begin to push the limits of the living body. You gain the
cybernetic synergy knack and are considered to have the
Master Crafter feat while crafting cybernetic augments.

Full Conversion Cybersurgery (Ex)

You can completely replace any creature’s racial traits with
the cyborg race by spending 4 hours of time doing so. They
lose all previous racial traits and bonuses and gain the racial
traits and bonuses of the cyborg race. You may do one full
conversion surgery per day and can be paid an amount of
wealth equal to the “wealth gains per encounter” rules in the
Starfinder Core Rulebook for your level.

Chrome Crown (Ex)

You are the best cybersurgeon around. When you install your
crafted cybernetic augments, you may choose for its owner
to gain the benefits of the overclocked cyberware ability of
the overborg for that body system, and permanently loses
one Resolve Point, as normal.

FIELD DOC

Medics often find themselves forced to treat the injured in
less—than—ideal locations far from operating centers. This
is where the field doc excels. No matter how injured her ally
is, the field doc can often work out a treatment, even if only
temporary, with little more than what she has in her pockets.

On your Feet (Ex)

The field doc may spend a Resolve Point when using healing
nanites to heal affected targets for 1 HP per die in addition
to the Stamina Points restored or any other effect.
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Trench Angel (Ex)

The field doc has saved lives with little more than a pocket
knife, a straw, and a few nanites. She can now use improvised
treatment as many times per day as she wishes, but still only
once per treatment.

GENERALIST

Unlike her peers, the generalist medic never truly specializes.
Instead, she tries to learn a little bit of everything, becoming
a medical jack-of-all-trades. While she may lack some of the
truly impressive talents of the other specialties, she more than
makes up for it with versatility. She might be found anywhere.
She’s equally at home installing chrome in a state-of-the-art
clinic as she is treating wounds on the battlefield, or even
selling her iatrogenic skills to the highest bidder.

© Specialty Skills: Medicine (Int) and One other class skill

of her choice

Dabbler (Ex)

You begin play knowing two additional treatments.

Unusual Interests (Ex) IECTEEIN

You gain any one feat for which you meet the prerequisites.

Versatility (Ex)

The generalist’s ability to shift focus has made her expert at
applying herself to a variety of skills. Her specialty skill bonus
now applies to any one skill of her choice.

Unusual Interests (Ex)

You gain any one feat for which you meet the prerequisites.

Incredibly Versatile (Ex)

You gain a special ability slot and may choose a treatment,
knack, or feat to place in it. Each day you may choose a different
knack, treatment, or feat to place in this slot. You must meet
the prerequisites for this choice and lose any benefits granted
by the previous choice when you make the new selection.

IATROGENIST

Famed and feared for her skills, the iatrogenisist has made
the use of poison, disease, and traumatic medicine into an art
form. latrogenists are not only adept at mixing and creating
virulent toxins but can infect their targets with ease—and
sometimes without notice. Not all medics who choose this
path see their choice as unethical. For some, it is an appropri-
ate response to the world of 2090, or a way to improve their
understanding of treating disease. Though some just seek
carnage. She may be found working as an assassin, crafting
and selling dangerous concoctions, or even using her skills
to further research in treating illness.

© Specialty Skills: Life Science (Int) and Bluff (Cha)

Weaponized Medicine (Ex)

You begin play knowing two iatrogenic treatments.

Subtle Infliction (Ex) IEETEHIN

Perhaps the iatrogenisist is most feared because of how easily
she can infect without notice. The iatrogenisist gains access
to the delay treatment knack, and when using it to delay an
iatrogenic treatment, she may increase the dormant time to
1 hour per medic level.

Potent Toxins (Ex)

All saves against iatrogenic treatments you use have their
DC’s increased by +2.

Virulence (Ex)

Understanding how to treat a disease means it's easier to
make the disease harder to resist. A number of times per day
equal to her Wisdom modifier, the iatrogenisist may make a
treatment she is using virulent, which forces the target to roll
twice on the saving throw and take the worse result.

Potent latrogenics (Ex)

Unlocking the full potential of iatrogenic medicine is now
child’s play. All iatrogenic treatments cost 1 less Resolve Point.

NANOMEDIC

Due to her equal focus on computer skills and medicine, the
nanomedic’s nanites surpass her peers’ machines, allowing
her to create seemingly impossible effects. She can alter their
programming with ease and change their design on the fly. She
may be found infiltrating a facility by using nanites and hacking
or backing up allies with incredible nanite fueled treatments.
© Specialty Skills: Medicine (Int) and Computers (Int)

Rudimentary Programming (Ex)
You obtain 4 programs, and the airborne nanites and con-
structive nanites knacks.

Nano-Corrosive Hacking (Ex)

You gain the harming nanites knack, and you have
reprogrammed your nanites to allow you to deal full
damage to androids and cyborgs, as well as autonomous
devices. Additionally, you control your nanites with your TAP,
doubling the normal range at which you can affect targets
with airborne nanites.

Reprogram Nanites (Ex)

You gain the nanite treatment knack and may spend a Resolve
Point whenever you use a nanite treatment to affect an android
or cyborg normally with the treatment even if they would
normally be immune or suffer a reduced effect.
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Nanite Cloud (Ex) HEIIEN

You control your nanites with your TAP, which allows you to
‘touch’ any target within range of your TAP when using healing
nanites, harming nanites, or Nanite treatments.

Nanopotent (Ex)

One per encounter, when a target attempts a save against an
effect caused or delivered by your nanites you may spend a
Resolve Point to cause the target to roll their save twice and
take the worse result.

NEIGHBORHOOD DOC

The neighborhood doc is, if not the most famous of specialties,
the most beloved of them. Their neighborhoods rely on them
for more than just medical care—these docs are called on to
act as conflict mediators, neutral parties, counselors, and more.
In fact, her presence will decrease local crime and raise the
quality of life and happiness of people living nearby. Though
these changes aren’t significant, they’re noticeable enough
that neighborhoods will vie for her to move to them. She is
usually found working in her clinic, but sometimes she works
in the field taking jobs to supplement her clinic’s inventory
or to help those she has chosen to protect.

© Specialty Skills: Medicine (Int) and Diplomacy (Cha)

Quick Clinic (Ex)

You gain the ability to create a medical lab by choosing a
room, using a medkit and an hour of work. The medkit is
consumed completely when used in this way. This clinic must
be resupplied weekly by consuming an additional medkit each
week. You also gain the well supplied knack.

Curbside Manner (Ex)

You gain the bedside manner knack, but instead of its normal
benefits, you apply both your Charisma and Wisdom modifiers
to the Bluff, Diplomacy and Sense Motive skills.

Trusted in the Turf (Ex)

When interacting with a target who has been the target of your
successful Medicine check, treatment, or use of healing nanites
in the last week, you may spend a Resolve Point and roll your
Diplomacy check twice and take the better result. You also
gain the Fixer feat, even if you don’t meet the prerequisites.

Favors Owed (Ex)

The starting attitude of any NPC which you have ever treated

in your clinic is friendly. You may spend a Resolve Point to
temporarily increase the attitude of any friendly npc you
have treated to helpful.

Quick Care Clinic (Ex)

You know how to get the most out of your clinic. Healing times
in your clinic are halved, and you may treat deadly wounds

RAZOR

STAMINA POINTS: 6 + CON MODIFIER

ROLE

Razor’s focus on fighting the battle on three fronts, in
preparation, information and in the field. They main-
tain constant communication with allies and gather
intelligence even as the bullets fly.

KEY ABILITY SCORES

Your key ability score is Wisdom. A high Strength or
Dexterity helps depending on your chosen style of
combat, and Constitution helps with survivability.

CLASS SKILLS

Acrobatics (Dex), Athletics (Str), Computers (Int),
Engineering (Int), Medicine (Int), Perception (Wis),
Piloting (Dex), Profession (Cha, Int, or Wis), Sense
Motive (Wis), Stealth (Dex), and Survival (Wis).

Skill Points: 4 + Intelligence modifier.

PROFICIENCIES

Basic and advanced melee weapons, small
arms, longarms, sniper weapons, heavy
weapons, light armor, heavy armor. |




TABLE 2:7: THE RAZOR

BASE FORT REF WILL
ATTACK SAVE SAVE SAVE
BONUS BONUS BONUS

CLASS
LEVEL BONUS

CLASS FEATURES

1 +1 +2 +0 +0 B.L.A.D.E array, chromed out, combat upgrade
2 + +3 +0 +0 Precision strike, razor's edge,

3 +3 +3 +] +] Armor training I, weapon specialization

4 +4 +4 +] +] Razor’s edge, target lock |

5 +5 +4 +1 +1 Combat upgrade

6 +6 +5 +2 +2 razor’s edge

7 +] +5 +2 +2 Armor Training Il

8 +8 +6 +2 +2 Target lock II, razor’s edge

9 +9 +6 +3 +3 Combat upgrade

10 +10 +] +3 +3 Razor's edge, Improved precision strike

l +1 +] +3 +3 Armor training lll, razor storm

12 +12 +8 +4 +4 Target lock IlI, razor’s edge

1B +13 +8 +4 +4 Combat upgrade

14 +14 +9 +4 +4 Razor's edge

15 +15 +9 +5 +5 Armor training IV, greater precision strike
16 +16 +10 +5 +5 Target lock IV, razor's edge

17 +17 +10 +5 +5 Combat upgrade

18 +18 +11 +6 +6 Razor’s edge

19 +19 +1 +6 +6 B.LA.D.E array versatility
20 +20 +12 +6 +6 Superior precision strike, razor’s edge

one more time per day per patient. Additionally, you can use
any treatment she knows on a number of willing subjects
equal to half her medic level.

RAZOR

When it comes to combat, tactical advantage usually wins the

day, whether in the wisdom of the tough decisions made in

a split second, the strength of arms, or in the technological

advantages you press. The razor brings the bleeding edge of
information and weapons technology—the B.L.A.D.E array—
to shave off every bit of advantage the enemy might have.

B.L.A.D.E ARRAY (EX)

You begin play with a cybernetic implant known as the “Battle
Logistics Assault & Defense Electronics Array” or B.L.A.D.E
array for short. The B.L.A.D.E array is a highly restricted piece
of military cyberware which offers a variety of upgradeable
sensors, as well as enhancing other cybernetic implants in
accelerating communications between equipment, augmen-
tations, and your TAP.

The B.L.A.D.E array is unique among cybernetic
augmentations in that it cannot be unlinked from your

TAP without being physically removed from your body. The
B.L.A.D.E array offers a number of benefits. You may use your
B.L.A.D.E array to select a single target within line of sight as
a move action and designate that target as a tagged target.
Your B.L.A.D.E array tracks the target, digitally highlighting
it in your visual sensors. You gain a circumstance bonus to
EAC and KAC equal to half your level (minimum +1) against
attacks made by your tagged target.

At 3rd level, when you make a single attack as a standard
action against the tagged target, and would miss due to
concealment, your B.L.A.D.E array instantly offers a correction,
and you may spend a Resolve Point to roll the concealment
percentage chance again, keeping the second roll. The target
remains designated as a tagged target as long as you can see
the it. If the target is invisible, has full cover, or full concealment,
or your B.L.A.D.E array otherwise loses track of it, you cannot
benefit from this ability. You may only have one tagged target
at a time, and selecting a new target ends this effect on the
previous target.

Additionally, The B.L.A.D.E array grants you enhanced
reaction time and situational awareness. This takes the form
of a +1 circumstance bonus to initiative per four levels and a
circumstance bonus to Perception checks equal to your level.
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CHROMED OUT (EX) mezrezm

You begin play with an additional 2,000 cryptodollars. These
cryptodollars must be spent on 1st and 2nd level cybernetic
augmentations. Any remaining cryptos after augment
purchases are made are lost.

COMBAT UPGRADE (EX) mzermm

As you gain experience, you can improve your cybernetics
or upgrade your B.L.A.D.E array to suit your particular style
of fighting. Combat upgrades are specialized bits of software
that are written autonomously by the B.L.A.D.E array as it
learns your habits.

Often, you must have a cybernetic augmentation installed
in one of the associated systems to gain the combat upgrade.
You gain your first combat upgrade at 1st level, and you gain
an additional combat upgrade at 5th level and every 4 levels
thereafter. If combat upgrade allows an opponent a saving
throw to resist its effects, the DC is equal to 10+ half your razor
level + your Wisdom modifier. Unless otherwise specified, you
can't select a combat upgrade more than once.

PRECISION STRIKE (EX)

Your B.L.A.D.E array helps you carefully place your attacks,
allowing you to fight smarter, not harder. You gain Deadly
Aim as a bonus feat. You may also choose to use Deadly
Aim as a full action by spending Resolve Point to make it a
precision strike. Precision strikes may be made in melee or at
a range, still take the -2 penalty, deal no damage other than
the bonus damage from Deadly Aim, and allow you to choose
one of a number of additional special effects depending on
where you target the attack. You must specify the appendage
targeted before the attack, and the special effects gained are
listed as follows:
© Arms: Any grasping appendage is considered an arm. If
the creature is hit, they are affected by the disarm combat
maneuver, using your attack roll as if it were the combat
maneuver roll.
© Head: Any sensory cluster is considered the head. If the
creature is hit, they are affected by the dirty trick combat
maneuver, using your attack roll as if it were the combat
maneuver roll.
© Legs: Any appendage used to swim, walk, or climb is con-
sidered a leg. If the creature is hit, they are affected by the
reposition or trip combat maneuvers, using your attack
roll as if it were the combat maneuver roll.
© Torso: The bulk of body mass is considered the torso. If the
creature is hit, they are affected by the bull rush combat
maneuver, using your attack roll as if it were the combat
maneuver roll.
© Wings: Any appendage used to fly is considered a wing.
If the creature is hit, they are affected by the trip combat
maneuver, using your attack roll as if it were the combat
maneuver roll. In normal gravity, the creature must make

a DC 20 acrobatics check or begin falling at a rate of 20ft
per round.

RAZOR’S EDGE (EX)

As you gain experience, you learn abilities which give you
an advantage in combat. Collectively, these are called edges.
You learn your first razor’s edge at 2nd level, and you learn an
additional razor’s edge at 4th level and every 2 levels thereafter.
If a razor’s edge allows an opponent a saving throw to resist
its effects, the DC is equal to 10 + half your razor level + your
wisdom modifier. Unless otherwise specified, you can’t learn
a razor’s edge more than once.

ARMOR TRAINING (EX)

You learn to be more maneuverable while wearing armor.
Whenever you are wearing armor, you reduce the armor check
penalty by 1 (to a minimum of 0) and increase the maximum
Dexterity bonus allowed by your armor by 1. Every four levels
thereafter (7th, 11th, and 15th,) these bonuses increase by +1.

WEAPON SPECIALIZATION (EX) mEzTermm

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

TARGET LOCK (EX)

Your B.L.A.D.E array becomes more effective at maintaining
tagged targets. The target no longer automatically ceases to
be highlighted whenever the you lose sight of the tagged
target. Instead, the effect continues after line of sight is broken
for a number of minutes equal to your wisdom bonus. If in
that time you manage to re-establish line of sight, the target
resumes being tagged as before, unless you have chosen a
new tagged target.

If you attack a tagged target, for that attack you reduce
the armor class bonuses granted to them by their cover by
2 (to a minimum of 0) and the miss chance granted by their
concealment by 10% (to a minimum of 0%). Every four levels
thereafter (8th, 12th, and 16th) these bonuses further reduce
by the same amount.

Finally, you gain the ability to choose and maintain a
second tagged target. Beginning at 8th level when you gain
target lock Il. The maximum number of tagged targets you
may designate and maintain at once increases by one every
four levels thereafter (12th, and 16th). You may designate a
number of tagged targets up to your maximum number of
targets with a single movement action. Additional targets
may be designated as tagged later as a move action so long
as you do not exceed your maximum number of tagged
targets. If you designate an additional tagged target beyond
your maximum, you lose the oldest tagged target.




IMPROVED PRECISION STRIKE (EX)

Your ability to make precision strikes improves, allowing you
to make precision strikes as a standard action rather than a
full round action.

RAZOR STORM (EX)

When you make a full attack, you can make up to three attacks
instead of two attacks. You take a —6 penalty to these attacks
instead of a -4 penalty.

GREATER PRECISION STRIKE (EX) Mz

Your ability to make precision strikes improves further. You
no longer have to forgo dealing normal damage to make a
precision strike.

B.L.A.D.E ARRAY VERSATILITY (EX)

Your familiarity with the workings of your B.L.A.D.E array has
enabled you to reconfigure it on the fly. Once per day, you
can reselect a number of combat upgrades equal to your
Wisdom Modifier.

SUPERIOR PRECISION STRIKE (EX) Mty

Your ability to make single, masterful strikes has reached its
zenith. When making a precision strike and hit, you may spend
2 Resolve Points to cause the strike to become a critical hit.

RAZORS EDGES

You may select any of the following Razors Edges so long
as you meet the razor’s edge’s minimum level requirement.

2nd Level Razor Edges

You must be at least 2nd level to take these Edges.

Close Control

You are skilled at forcefully moving your opponent around.
You gain a +1 bonus on bull rush and reposition combat
maneuver checks. You also gain a +1 bonus to KAC when
attacked with the bull rush and reposition maneuvers. These
bonuses increase by +1 for every five levels after 2nd and
apply to precision strike attacks.

Combat Training (Ex)
You gain a combat feat. You may learn this razor’s edge multiple
times, but no more than once every four levels.

Drive By (Ex)

You reduce the penalty to attacks made while in a vehicle by 2.

Duelist (Ex)

You are especially good at defensive melee combat. Treat all
melee weapons as if they had the block weapon special qual-
ity, and if the weapon already has the block weapon special
quality, the enhancement bonus it grants is increased to +2.

Energetic Synergy (Ex)

When attacking a target with a weapon that deals acid, cold,
electric, fire or sonic damage, you deal an additional point
of damage per die.

Evade (Ex)

You may spend a Resolve Point to take a guarded step as a
reaction when you are missed with an attack.

Expert Advice (Ex)

When you use the aid another action, you may spend a
Resolve Point to grant all allies within 30ft the benefits of the
aid another action with that particular skill.

Extra Chrome (Ex)

Choose one cybernetic augment with an item level equal to
your class level or lower. You gain that augment, and have it
implanted for free.

Favored Terrain (Ex)

Select a terrain type. So long as you have adequate time to
prepare your equipment appropriately, you gain a circumstance
bonus equal to one fourth your level on Perception, Stealth
and Survival checks in that terrain, and ignore difficult terrain
in that environment. Terrain Options are: cold (ice, glaciers,
snow, tundra), desert (sand, scrub land, wastelands), forest
(coniferous and deciduous), jungle, mountain (including hills),
off-world (asteroids, planets, space stations), plains (grasslands,
steppes), swamps (marshes, wetlands), underground (caves,
subterranean facilities), urban (buildings, streets, sewers,
sprawl), water (both above and below the surface).

Focus Fire (Ex)

Whenever you use a weapon with the automatic weapon
special property and make a full attack against a single creature,
you may total your damage from all attacks before applying
damage reduction.

Grenade Rush (Ex)

Whenever you throw a grenade and move in the same turn,
you do not provoke attacks of opportunity by moving through
squares effected by the grenade.

Storm Swap (Ex)

You gain Quick Draw as a bonus feat. Additionally, you may
swap weapons once per round without spending an action
to do so.

Walking Armory (Ex)

You are used to carrying a great deal of equipment. Treat your
Strength modifier as 2 higher for the purpose of determining
encumbrance, and you never have your speed reduced below
30ft due to armor or encumbrance.
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4th Level Razor Edges

You must be at least 4th level to take these Edges.

Careful Strikes (Ex)

You can always choose to deal nonlethal damage with your
melee or ranged weapons, but not weapons with the explode
special weapon quality.

Combat Insight (Ex)

Whenever an ally makes an attack, you can spend a Resolve
Point as a reaction to grant your Wisdom modifier as an
insight bonus on the attack roll. This ability only works if that
ally can see and hear you.

Wounding Strike (Ex)

If your precision strike ability hits and is a critical hit the target
must make a Fortitude Save against a DC equal to 10 + half
your razor level + your wisdom modifier. If the target fails the
save, the effect of the critical hit is similar to the wound critical
hit effect, except it is based on the appendage targeted (listed
below), and the damage is not doubled. The normal effects
of targeting and hitting the appendage still occur.
© Arms: Severed limb, lose a hand, 1d6 bleed damage
© Head: Lost eye or destroyed ear, -2 perception, 1d6 bleed

damage

© Legs: Severed limb, —10ft land speed, 1d6 bleed damage
@ Torso: 1d4 Con damage, 1d6 bleed damage
© Wings: Severed limb, —10ft fly speed, 1d6 bleed damage

Crossfire (Ex)

Whenever you attack with a weapon which has the automatic
weapon special property, you may spend a Resolve Point and
spray your weapon about and create an area that is hazardous
to all within it. You effect the area of a cone with a range to
half the weapon’s range increment. Any creature who ends
their turn within that area before the beginning of your next
turn takes damage equal to your weapon damage. They may
make a Reflex Save against a DC equal to 10 + your Wisdom
modifier + your level to take half damage. This consumes all
remaining ammunition in your weapon.

Fall Back (Ex)

Whenever you use the withdraw action you can choose to
spend a Resolve Point to move one willing ally with you as
you move. If you both successfully move, neither you or the
ally may make attacks in the following round.

Parry (Ex)

Whenever you are wielding a melee weapon and the target of
a melee attack you may try and use your weapon to defend
yourself. As a reaction, make an attack roll. If your attack
exceeds the opponents attack roll, the attack is deflected. If
your weapon has the block weapon special property, you gain
the enhancement bonus from that ability to this attack roll.
You may only parry a single attack per round. You must know
the duelist razor’s edge to learn this razor’s edge.

Strike Equipment (Ex)

You can use your precision strike ability to target something
worn or wielded rather than the creature itself. The attack
takes a —4 penalty rather than the normal -2 and is made
against the creature. If the attack hits, the worn or wielded
object is affected by the disarm or sunder combat maneuver.
Your attack roll is treated as if it were the combat maneuver
roll for purposes of resolving the maneuver. If sunder is chosen,
the attack deals weapon damage normally in addition to the
damage from the Deadly Aim feat.

6th Level Razor Edges

You must be at least 6th level to take these Edges.

Covering Assault (Ex)

You can spend a Resolve Point and use your standard action
to make an attack that has no effect other than to force your
opponent to defend rather than attack. The target must be
a creature you could choose to attack, and the attack roll is
made against an AC 15. If you succeed, you deal no damage,
but all allies gain a +2 circumstance bonus to their AC against
that creature until your next turn.

Deafening Strike (Ex)

When attacking an opponent’s head, your precision strike
ability can forgo the normal effects to instead attempt to
deafen the target. If struck, the target must make a Fortitude
Save against a DC equal to 10 + half your razor level + your
wisdom modifier or be deafened for 1d4 minutes.

Evasion (Ex)

You can avoid attacks with great agility. If you make a suc-
cessful Reflex saving throw against an attack that normally
deals half damage on a successful save, you take no damage.
Evasion can be used only if you are wearing light or no armor.

Harrying Assault (Ex)

You can spend a Resolve Point and use your standard action
to attack that distracts your enemy. The target must be a
creature you could choose to attack, and the attack roll is
made against an AC 15. If you succeed, you deal no damage,
but all allies gain a +2 circumstance bonus to their attacks
against that creature so long as the attack is made before
your next turn.

Hide in Plain Sight (Ex)

You may use Stealth even while being observed.




Improved Energetic Synergy (Ex)

When attacking a target with a weapon that deals acid, cold,
electric, fire or sonic damage, you affect the target with the
critical hit effect on an attack roll of a 19, so long as the attack
still hits. This is not a critical hit and does not deal double
damage. You must know the energetic synergy razor’s edge
to learn this razor’s edge.

Opportunist (Ex)
Whenever you make an attack of opportunity and miss, it
does not count as your attack of opportunity for the round.

Reaper (Ex)

Whenever you make attack only a single enemy this turn,
and that enemy is at below half their Hit Points you deal an
additional point of damage per die so long as it is your first
attack each round. You benefit from this razor’s edge even
when using precision strike.

Riposte (Ex)

Whenever you successfully negate an attack with the parry
razor’s edge, you may make your attack of opportunity against
the creature who attacked you. You must know the parry
razor’s edge to learn this razor’s edge.

Recoil Control (Ex)

Whenever you make a full attack with a firearm, your pen-
alty on all attacks is reduced by 1. This ability cannot reduce
your penalty to attacks below —3. You must have a Strength
modifier of at least 3 to select this gear boost.

8th Level Razor Edges

You must be at least 8th level to take these Edges.

Controlled Auto Fire (Ex)

Whenever you use the automatic weapon special property,
each attack only uses the amount of ammunition or charges
that taking one shot would (rather than two shots worth as
normal for automatic weapon attacks). You must have the
recoil control razor’s edge to learn this razor’s edge.

Defensive Duelist (Ex)

Whenever you fight defensively you may parry an additional
time per round. When you use the total defense action, you
may spend a Resolve Point to be able to parry up to three
times but may not riposte. These effects ignore the normal
limit of a single reaction per round, but only for these effects.

Grenade BOGO (Ex)

You may throw two grenades at once so long as those grenades
are both at least 2 levels lower than your level, and their areas
of effect are adjacent to or overlap one another.

Killzone (Ex)

Whenever you use the crossfire razor’s edge, all creatures cur-
rently within the cone must immediately save or be affected.
They are not affected again in the same round even if they
end their turn within the cone. You must know the crossfire
razor’s edge to learn this ability.

Ricochet (Ex)

Whenever you use a weapon with the automatic weapon spe-
cial property to attack in a cone (including using the crossfire
or killzone edges) you gain a bonus to the attack rolls or save
DC'’s equal to the number of walls within the cone (max +3).

Staggering Strike (Ex)

When striking a torso, your precision strike ability can forgo
the normal effects to instead attempt to stagger the target.
If struck, the target must make a Fortitude Save against a DC
equal to 10 + half your razor level + your wisdom modifier
or be staggered for 1 round.

Strike Cybernetics (Ex)

You can use your precision strike ability to target a cybernetic
augmentation that is installed in one of the target appendages.
If you hit the appendage the creature must make a save against
a DCis equal to 10+ half your razor level + your wisdom
modifier, or that cybernetic augmentation is disabled for 1d4
rounds. This may have effects similar to those listed in the
precision strike ability, if the cybernetic augmentation is a limb.

COMBAT UPGRADES

You may select any of the following combat upgrades so long
as you meet the minimum level requirement, have any prereg-
uisite combat upgrades, and have cybernetic augmentations
installed in the associated system.

Ist Level Combat Upgrades

You must be at least 1st level to take these combat upgrades.

Armor Slot (Ex)
You gain an armor slot in your B.L.A.D.E array that functions as
if it were in an armor being worn. You may select this upgrade
multiple times but no more than once every five levels.

© Associated System: Skin, Spinal Column

Dosing (Ex)

Your B.L.A.D.E array gains a small compartment which can
contain one drug, medicinal or dose of healing nanites which
you can gain the benefits of as a swift action or reaction any
time after the dose is loaded. Refilling the compartment
takes a full round and is usually done outside combat. This
upgrade can be gained multiple times, each time adding
another compartment. You always know which compartment
contains what. If the dose requires a Medicine check to be
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used effectively, the upgrade is considered to have a Medicine
modifier of 10+ your level for the check.
@ Associated System: Heart

Nano Factory (Ex)
Your B.L.A.D.E array gains a small implant which injects nano-
machines into your body. Once per day you recover an amount
of Stamina Points equal to the amount a medic of your level
could restore with healing nanites. If you are an android or
cyborg, you still gain the full benefits of this upgrade.

© Associated System: Heart

Stamina Points. This damage reduction increases to DR 2/ —at
7th level, DR 3/ —at 10th level, and increases by 1 every 3 levels
thereafter. This upgrade requires the nano factory upgrade.
@ Associated System: Brain

Tracker Upgrade (Ex)

Whenever you select a tagged target, their biometrics are
scanned and stored by your B.L.A.D.E array. For the next 24
hours you gain a bonus to Perception and Survival checks
made to track that target equal to your Razor Level.

© Associated System: Brain or Eyes

Nightvision (Ex)

Your B.L.A.D.E array grants you low light vision and dark
vision out to 60ft.

© Associated System: Eyes

4th Level Combat Upgrades

You must be at least 4th level to take these combat upgrades

Ammunition Tracker (Ex)

Your B.L.A.D.E array gains an upgrade which tags analog
weapon ammunition and tracks rounds fired by you. This
allows you to know how much ammunition you have at all
times, if you hit or miss a target, and grants you a +4 circum-
stance bonus to Perception checks to locate a creature you
have hit with an attack.

@ Associated System: Arm

Antitoxin (Ex)

Your B.L.A.D.E array gains a database of common venoms,
poisons and diseases, and uses its nanomachines to identify
and combat any affliction you suffer from. Your B.L. A.D.E array
grants you a bonus on Fortitude Saves against these effects
equal to your wisdom modifier. This upgrade requires the
nano factory upgrade.

@ Associated System: Heart

Sonic Sensory (Ex)
Your B.L.A.D.E array gains a sensor that can detect the slightest
changes in sound. This grants you the blindsense (sound)
ability and allows you to use the Perception skill to pinpoint
the squares occupied by unseen creatures, such as those
behind cover or concealment.

@ Associated System: Ear or Ears

6th Level Combat Upgrades

You must be at least 6th level to take these combat upgrades

Audio Translator (Ex)
Your B.L.A.D.E array grants you the ability to comprehend
(but not speak) a language you hear. Select three languages.
This upgrade automatically translates these languages when
you hear them. You may select this upgrade multiple times,
each time selecting three new languages.

@ Associated System: Ears

Boost Electronic Weapon (Ex)
Your B.L.A.D.E array may connect to a weapon which uses
batteries. If it does, treat that weapon as if it had the boost
weapon special property which increases the weapon’s damage
by one die when activated.

© Associated System: Hands

Force Shield (Ex)

Your B.L.A.D.E array gains an ablative shield of force which can
be activated as a move action once per day. This shield grants
you temporary Stamina Points equal to your level. The shield
uses your biokinetic energy to charge and can be used an addi-
tional time per day by spending a Resolve Point. You may select
this upgrade multiple times, but no more than once per four
levels. Each time you select this combat upgrade you increase
the temporary Hit Points by an amount equal to your level.
© Associated System: Spinal Column

Pain Killer (Ex)

Your B.L.A.D.E array has used its nanomachines to connect
to your nervous system, dulling the pain you experience. You
gain damage reduction 1/-, but only for damage dealt to your

Crisis (Ex)

Your B.L.A.D.E array uses nanomachines to keep you in the fight
even when you should be in shock. When you are brought to
0 Hit Points, you can fight on for 1 more round. Crisis allows
you to act normally until the end of your next turn; if you have
0 Hit Points at that point, you die. If you would lose further
Hit Points before this, you cease to be able to act and begin
dying. This upgrade requires the first aid upgrade.

@ Associated System: Heart

First Aid (Ex)

Your B.L.A.D.E array gains the ability to make Medicine checks
on you. If you are reduced to 0 Hit Points, or take bleed damage,
the B.L.A.D.E array springs into action, spending a standard
action to make a Medicine check to administer first aid with




a Medicine bonus of 20 + your level. This also improves your
medicine modifier for any other combat upgrades which
mention it. This upgrade requires the nano factory upgrade.
@ Associated System: Heart

Target Painter (Ex)

Your B.L.A.D.E array gains the ability to mark a single tagged
target so that your allies can gain some of the tagged target
benefits as well. This allows you to spend a move action to
grant the cover and concealment related bonuses of your
target lock ability to all allies within 30 feet who can see or
hear you. This bonus lasts for a number of rounds equal to
your Wisdom modifier (minimum 1), or until the target is
no longer tagged.

© Associated System: Eyes

Sonic Vision (Ex)

Your B.L.A.D.E array uses subsonic waves to penetrate a single
wall, or barrier that is within 60ft, and transmit data back to
you in the form of a wireframe image as long as the wall you
scan is less than 1ft thick. This allows you to maintain line of
sight for tagged targets, and attempt to attack targets through
the wall, treating full cover as improved cover. This upgrade
requires the sonic sensory upgrade.

@ Associated System: Ears

Status (Ex)
Your B.L.A.D.E array gains the ability to read the biometric
data of tagged targets. Your B.L.A.D.E array feeds you data,
informing you of the current Stamina and Hit Points of any
tagged target.

@ Associated System: Brain

8th Level Combat Upgrades

You must be at least 8th level to take these combat upgrades

Threat Ping (Ex)
Your B.L.A.D.E array constantly pings the immediate area
around you, checking for unidentified biometrics. You can
no longer be flanked, or flat footed.

@ Associated System: Ears or Brain

Thermal Vision (Ex)

Your B.L.A.D.E array enhances your vision to grant you
Blindsight (heat) within a range of 60ft. You're able to dis-
tinguish between races and skins using this ability, as well as
see through barriers less than 3 inches thick. This also counts
as being able to see your target for the purpose of tagging
targets and maintaining tagged targets. This upgrade requires
the nightvision upgrade.

© Associated System: Eyes

STAMINA POINTS: 6 + CON MODIFIER

ROLE

Zeeks are wild cards of any team, their role varying
depending on the type of psychic discipline they
choose. Some zeeks can wreak havoc in combat, while
others can read minds or even see glimpses of the
future. In all cases, it’'s good to have one on your team.

KEY ABILITY SCORES

Your key ability score determines your manifesting
ability, saving throw DC’s of powers manifested, and
your bonus power points. Unlike most classes, a zeek’s
key ability score is determined by their class abilities.
Each psychic discipline uses a different key ability
score. See psychic disciplines for more information

CLASS SKILLS

Bluff (Cha), Culture (Int), Diplomacy (Cha), Disguise
(Cha), Intimidate (Cha), Life Science (Int), Medicine (Int),
Perception (Wis), Profession (Cha, Int, or Wis), Sense
Motive (Wis), Survival (Wis).

Skill Points: 4 + Intelligence modifier.

PROFICIENCIES

light armor, Basic melee weapons, and small arms.
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CHARACTER CREATION

TABLE 2:8: THE ZEEK
BASE FORT REF WILL

CLASS  ATTACK SAVE SAVE SAVE

LEVEL  BONUS BONUS BONUS BONUS  CLASS FEATURES MENTAL BLAST
. 0 40 0 9 Z?:ccigllcinr:servow, discipline power, mental blast, psychic 144
2 + +0 +0 +3 Discipline power 1d4
3 +2 +1 +1 +3 Boost powers, weapon specialization 1d6
4 +3 + +1 +4 Discipline power 2d6
5 +3 +1 +1 +4 Improved power, psychic resolve 2d6
6 +4 +2 +2 +5 Discipline power 3d6
7 +5 +2 +2 +5 Surge power 3d6
8 +6 +2 +2 +6 Improved power 4d6
9 +6 +3 +3 +6 Discipline power 4d6
10 +7 +3 +3 +7 Greater power. improved psychic resolve 5d6
L +8 +3 +3 +7 Improved power 5d6
12 +9 +4 +4 +8 Discipline power 6d6
13 +9 +4 +4 +8 Greater power 6d6
14 +10 +4 +4 +9 Improved power 7d6
15 +1 +5 +5 +9 Discipline power 7d6
16 +12 +5 +5 +10 Greater power 8d6
17 +12 +5 +5 +10 Improved power 8d6
18 +13 +6 +6 +1 Discipline power 9d6
19 +14 +6 +6 +1 Improved power, greater power 9d6

20 +15 +6 +6 +12 Zeek nova 10d6

Trauma (Ex)

Your B.L.A.D.E array gains the ability to treat your deadly
wounds. If you have suffered hit point damage and rest for
long enough to spend a Resolve Point to recover Stamina
Points, the trauma upgrade uses a combination of nanoma-
chines and your own harvested stem cells to help you heal
more quickly, causing you to recover 1 Hit Point per level.
This upgrade requires the first aid upgrade.

@ Associated System: Heart

UltraBoost Upgrade (Ex)

This upgrade improves the boost upgrade, allowing you to
boost an attack twice. This upgrade requires the boost upgrade.
@ Associated System: Arm or Arms

It’s not easy being a zeek. Most people either hate you or are
afraid of you, which means they either want to kill or control
you. Some zeeks try to hide their powers; some try to use
their powers to get ahead in the world. Mostly, zeeks just try

to survive, just like everyone else. Most freelancers can use
a reliable zeek in their group, whether their forte is putting
the guard to sleep, reading a captive’s mind, or knocking the
opposition back ten feet with a thought.

PSYCHIC RESERVOIR (SU)

You have a pool of psychic power you can draw upon to fuel
your mental powers. This psychic reservoir has a maximum
number of psychic points equal to your key ability score
modifier +1 every 3 levels, as determined by their psychic
discipline. You begin each day with your psychic reservoir full
and recover spent psychic points whenever you rest for 8 hours.
The amount of psychic points you have remaining can affect
your ability to continue fighting, defend yourself or travel.
Whenever you have only half your psychic points remaining,
you are affected by the fatigued condition. When your remain-
ing psychic points are below one fourth of your total psychic
points (round down) you effected by the exhausted condition.
These conditions are purely mental depletion, not the actual
conditions, so they ignore immunity, and cannot be removed
by any method other than recovering your psychic points.
Psychic points are used to increase the strength, duration,
or power of your mental powers. You may spend a psychic
point to increase the duration of a power that is about to end.




SKINS, PREAKS AND ZEEKS

Androids, bioroids and cyborgs interact in unique
ways with the psychic powers of zeeks and phreaks
due to the nature of their minds and bodies.

Androids: Due to their artificial minds, androids
cannot become zeeks or phreaks. Androids have a
racial ability called Psychic Resistance which grants
them a +2 save against all psychic effects, even
beneficial ones. Because their bodies are wholly
artificial, they have the constructed racial ability
which grants them a +2 to saves (which stacks with
their +2 against psychic effects) against any psychic
effect which is considered mind affecting, which
is virtually every power of the telepathy discipline.

Bioroids: Due to their artificial minds, bioroids
cannot become zeeks or phreaks. Bioroids have a
racial ability called Psychic Resistance which grants
them a +2 save against all psychic effects, even ben-
eficial ones.

Cyborgs: Cyborgs have artificial bodies, but they
still have organic brains, which is all that is required
to be a zeek or phreak. Because their nervous system
interfaces with cybernetic components, and their minds
have many direct digital connections, they have the
Constructed racial ability which grants them a +2 to
saves against any psychic affect which is considered
mind affecting, which is virtually every power of the
telepathy discipline.

A TR — T

If the power’s duration is tracked in rounds, you may spend
one psychic point to extend the power by another round. If
the power’s duration is tracked in minutes, you may spend
one psychic point to extend the power by another minute. If
the power’s duration is tracked in hours or days, you may not
increase the duration. You may also increase the damage of
a power, spending one psychic point to add one additional
die of damage to the power. Finally, you can increase the save
DC of a power by +2 by spending a psychic point. None of
these abilities may be used more than once on a particular
activation of a power.

Your psychic powers are an extension of your organic brain,
and only function if you have one. If your consciousness
moves into a body without an organic brain, you lose all class
abilities of you class until your consciousness moves into a
body with an organic brain.

MENTAL BLAST (SU)

You can use your thoughts to cause psychic damage to another
creature. Mental blast is a power all zeeks learn, and while the
type of damage, and the specific rules related to the attack are

detailed in each discipline, all mental blasts can be selected
for the Improved power and greater class abilities when those
become available. The mental blast always has a set damage
progression, and its damage is detailed on your class chart.

PSYCHIC DISCIPLINE (SU) e

You harness your powers in new ways as you increase in
experience. You manifest your psychic powers according to
the psychic discipline you chose. Each psychic discipline allows
you to choose from its associated powers as you increase in
level, selecting a new discipline power beginning at 2™ level
and an additional power at every other level afterward. The
powers that may be gained are detailed in the zeek powers
section on page 93.

Each discipline also has a skill related to it. You gain a free rank
each level in that skill, though you still may not exceed max ranks
in that skill. You also gain an insight bonus on that skill equal to
your level as long as you have half your psychic points remaining.

BOOST POWERS (SU)

You gain the ability to spend psychic points to augment your
powers. Whenever you activate a power you know, you may
choose to spend a psychic point to benefit from the power
boost effect of that power as well.

IMPROVED POWER (SU) e

You learn to use a power with less effort. Choose a power
you know. When you spend a Resolve Point to activate that
power, you gain the option to use the power boost effect of
that power without spending a psychic point. You must still
use a psychic point to gain the power surge effect. You choose
an additional power to improve with this ability at 8th, 11th,
14th, 17th and 19th levels.

PSYCHIC RESOLVE (SU)

You gain the ability to retain a portion of your energy when-
ever a creature succeeds at a saving throw against one of
your powers. If a creature succeeds at a save against a power,
as a reaction you may choose to recover the Resolve Point
spent to activate the power. Any psychic points used on the
power are still lost.

GREATER POWER (SU)

You learn to push a power to its absolute limit with less power
spent. You choose a power you selected for the improved
power ability. When you spend a Resolve Point to activate
that power, you also gain the option to use both the power
boost and power surge effects of that power without spending
a psychic point. You choose an additional power to improve
with this ability at 13th, 16th and 19th levels

SURGE POWERS (SU)

You gain the ability to push your powers even further.
Whenever you activate a power with a Resolve Point and
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also activate the power boost effect, you may choose to
spend an additional psychic point to push the power to its
limit and gain the effects of its surge power.

IMPROVED PSYCHIC RESOLVE (SU) By

Your power to manipulate your own energies increases.
When below half your total Resolve Points, you may spend
two psychic points instead of spending a Resolve Point when
activating an improved power ability. Additionally, you may
spend a Resolve Point in place of a psychic point for any
effect. Resolve Points spent in this way cannot be recovered
with Psychic Resolve.

WEAPON SPECIALIZATION

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

ZEEK NOVA (SU)

You have mastered your power. Choose one of the follow-

ing benefits:

© You may spend a Resolve Point to gain two psychic points.
You may do this a number of times per day equal to your
key ability score modifier.

© You may boost the damage of your powers by spending 1
psychic point as you use the power to gain two additional
die of damage. You may spend a number of psychic points
at once in this way equal to your key ability score modifier.

© You may boost the potency of your powers by spending
1 psychic point as you use the power to increase the save
DC by +1. You may spend a number of psychic points at
once in this way equal to your key ability score modifier.

PSYCHIC DISCIPLINES

You may select your powers from your chosen discipline
as you gain levels. The disciplines are presented below, and
their powers are summarized. The full power descriptions
are found on page 93.

CLAIRSENTIENCE

The ability to foresee outcomes, probability and the most
likely future is known as clairsentience. As a clairsentient,
you are able to use your preternatural flashes of intuition to
avoid attacks and see potential threats before they present
themselves. Such intuition is handy in the urban sprawl, where
danger always seems to be just a heartbeat away.

Key Ability Score: Wisdom is the key ability score
of Clairsentience.

Discipline Skill: Perception

Discipline Special: You are rarely caught completely off
guard. You are immune to the flat footed condition, and
enemies never gain flanking bonuses against you.

Discipline Powers
© Awareness: You can see and hear things remotely.

© Discernment: You can sense the best course of action.

© Foresight: You sense attacks and vulnerabilities before
they happen.

© Hyper cognition: You focus and remember things you
never knew.

© ldentify: You can sense the nature of objects.

© Insight: You gain insight into a skill.

© Precognition: You gain limited ability to predict a tar-
get's actions.

© Prescience: You act more quickly when things turn violent.

© Retrocognition: You can delve into the psychic imprint
of an area’s past.

© Temporal Mental Blast: You can disrupt a creature’s sense
of time and damage them.

PSYCHOKINESIS

You can manipulate energy and energetically charge objects
or creatures.

Key Ability Score: Charisma is the key ability score
of Clairsentience.

Discipline Skill: Intimidate

Discipline Special: You have an affinity for a particular
energy type, and you mentally infuse creatures and objects
physical forms with this energy. This usually isn’t a visible or
audible display, making it difficult for others to be certain
that you are responsible in most situations, unless you want
them to know. Unless it is somehow made obvious, it requires
a Perception check equal to the save DC of the power +5 to
realize the source of the psychokinetic power.

You must choose an energy type when you select
Psychokinesis as your discipline (Acid, Cold, Fire, Electricity)
and this energy type cannot be changed. Any mention of
energy damage in this discipline’s powers is energy of this type,
and this is considered your Favored Energy type.

Psychokinetics who choose Acid psychically break down
their targets on the molecular level. Those who choose Cold
mentally slow the vibration of particles in their targets, causing
them to cool and crystallize. Those who choose Fire accelerate
particles in their targets, causing them to heat and combust.
Finally, those that mentally wield electricity cause the atoms
of their targets to violently shed or gain electrons.

Discipline Powers

© Defensive Charge: You defend yourself from unwanted
contact by releasing invisible energy.

© Eroding Energy: Your mental blast deals invisible energy
damage over time.

© Energetic Absorption: You can ignore or even feed off
of energy.

© Energetic Amplification: You amplify and increase energy
damage dealt near you.

© Energetic Dampening: You dampen and reduce damage
of a different energy type.




© Energetic Disarm: You charge weapons with invis-
ible energy, damaging their wielders unless they drop
the weapon.

© Energetic Distraction: You cause small bursts of energy
to distract an enemy.

© Energetic Intimidation: You make a powerful and intim-
idating auditory and visible display of energy.

© Energetic Mental Blast: You release a blast of psychic
invisible energy which damages objects and creatures.

© Energetic Stare: You can gaze at others and hint at
your power.

© Energetic Sunder: You may overcharge an object with
energy, damaging it.

TELEKINESIS

The ability to manipulate, move, or interact with objects and
creatures without contact with thought is known as Telekinesis.

Key Ability Score: Dexterity is the key ability score
of Telekinesis.

Discipline Skill: Sleight of Hand

Discipline Special: The Telekinetic gains the ability to
manipulate two hands worth of objects weighing less than
5lbs, or with a bulk of 1 or less so long as these objects are
within 30ft. This also allows you to push buttons or pull levers,
or otherwise do two hands worth of actions at a range of
up to 30ft.

Discipline Powers

© Telekinetic Barrier: You create an invisible wall of force.

© Telekinetic Deflection: You use invisible force to protect
yourself from an attack.

© Telekinetic Disarm: You use invisible force to snatch
a weapon.

© Telekinetic Flight: You can use invisible force to glide,
levitate or even fly.

© Telekinetic Grapple: You can use invisible force to hold
an enemy.

© Telekinetic Inertia: You coat yourself in force, dampening
attacks against you.

© Telekinetic Lift: You lift another creature just off the
ground and hold them there.

© Telekinetic Mental Blast: You lift and launch detritus and
small objects at a foe, damaging them.

© Telekinetic Push: You release a burst of force that pushes
an enemy away.

© Telekinetic Shunt: You mentally launch a willing creature
across the battlefield.

© Telekinetic Sunder: You use invisible force to crush
an object.

© Telekinetic Trickery: You may use mental force to toy
with your foes.

© Telekinetic Volley: You use mental force to guide
your projectiles.

© Telekinetic Weapon: You mentally wield a weapon without
physically holding it.

© Telekinetic Wrack: You mentally crush the insides of a
target, causing it to have difficulty functioning.

TELEPATHY

The ability to detect, influence and contact the minds of
others is known as Telepathy.

Key Ability Score: Intelligence is the key ability score
of Telepathy.

Discipline Skill: Sense Motive

Discipline Special: You gain the Limited Telepathy ability
if you don'’t already possess it. You can mentally communi-
cate with any creatures within 30ft with whom you share a
language. Conversing telepathically with multiple creatures
simultaneously is as difficult as listening to multiple people
speaking. Additionally, you use your Intelligence in place of
Wisdom on the Sense Motive skill.

Discipline Powers

© Agonizing Feedback: You cause attackers to feel your pain.

© Ambient Aversion: You psychically make it difficult for
others to be around you.

© Domination: You compel a creature to perform a spe-
cific task.

© Erode Sanity: You damage a creature’s ability to resist
your power.

© Hallucination: You cause creatures to hallucinate.

© Horrifying Epiphany: You cause a creature’s fears to spon-
taneously surface.

© Memnomancy: You can manipulate memory.

© Mental Interrogation: You can make lying to you
very difficult.

© Overwhelm: You can barrage a creature with thoughts,
disrupting their focus.

© Polygot: You can communicate with just about anyone,
regardless of language.

© Telepathic Communication: You can quickly mentally
communicate information.

© Telepathic Mental Blast: You unleash a painful mental
scream at a creature.

© Thoughtsense: You can sense the intelligence of creatures,
detecting them by thought alone.
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ARCHETYPES

While many character concepts can be expressed by simply
selecting an appropriate theme, character class, or multi-
classing, some character concepts in Interface Zero are more
specific and require a character trade out some of their class
abilities for the abilities of an archetype. The archetypes
presented in the Starfinder Roleplaying Game Core Rulebook
aren’t appropriate for Interface Zero, but in this section, you
will find several that are.

Interface Zero has several new classes, and these classes may
accept archetypes by following the rules presented below and
losing specific class abilities to gain the class abilities of their
selected archetype. Many of the Interface Zero archetypes
have prerequisites which must be met by the time you gain
the first level which is modified by the archetype to take the
archetype. In most cases, this means you must begin play
planning toward a specific archetype. Most archetypes can
be taken by any class, but two archetypes presented below
specifically modify classes found in the Starfinder Roleplaying
Game Core Rulebook and may not be taken by any other class.

ALTERNATE CLASS FEATURES

Archetypes require you to forgo certain class features to gain
new ones. Presented below are the specific class features lost
by your class at each level to gain an archetype.

ALTERED OR REPLACED CYBERMONK FEATURES

For any level at which an archetype provides an alternate

class feature, a cybermonk who takes the archetype alters or

replaces the listed class features.

© 2nd, 4th, 6th, 12th, and 18th Levels: You don't gain
a cybermonk technique.

© You don'’t gain Improved Evasion.

ALTERED OR REPLACED GEARHEAD FEATURES

For any level at which an archetype provides an alternate

class feature, a gearhead who takes the archetype alters or

replaces the listed class features.

© You don'’t gain quick sapping.

o IEEISEM You don't gain trash treasurer.

© You don'’t gain tech cobbler.

© You don't gain your primary specialization
ability at this level. From now on when you would gain a
new primary specialization ability you can choose to gain
the ability for that level, or the previous ability if you missed
it. Once you gain a specialization ability at the appropriate
level, this option ends.

© You don'’t gain improved evasion.

© You don't gain your Secondary Specialization abil-
ity for this level.

ALTERED OR REPLACED HACKER FEATURES

For any level at which an archetype provides an alternate class

feature, a hacker who takes the archetype alters or replaces

the listed class features.

© 2nd, 4th, 6th, 12th, and 18th Levels: You don't
gain the following:

© 2nd level: Hacker specialization ability

© 4th level: rootkit (+1)

© 6th level +1 AMS

© 12th level: Rootkit (+3)

@ 18th level: Primary specialization ability.

© You don'’t gain +1 AMS.

ALTERED OR REPLACED MEDIC FEATURES

For any level at which an archetype provides an alternate class

feature, a medic who takes the archetype alters or replaces

the listed class features.

© 4th, 9th, and 18th Levels: You don't gain
a medic knack.

© 2nd, 6th and 12th Levels: You don't gain a new

treatment.

ALTERED OR REPLACED RAZOR FEATURES

For any level at which an archetype provides an alternate class

feature, a razor who takes the archetype alters or replaces the

listed class features.

© 2nd, 4th, 6th, 12th, and 18th Levels: You don't
gain a razors edge.

© You don'’t gain a new combat module.

ALTERED OR REPLACED ZEEK FEATURES

For any level at which an archetype provides an alternate class

feature, a zeek who takes the archetype alters or replaces the

listed class features.

© 4th, 9th, and 18th Levels: You don't gain a
discipline power.

© 2nd, 6th and 12th Levels: Your mental blast

damage is delayed by one level.




AGENT

Agents are trained to engage in a variety of espionage opera-
tions. They are used for deep cover operations, counter-insur-
gency campaigns, political extractions, retrieval missions (data,
items, and even people), smuggling, and even assassinations.
Agents are trained in a variety of weapons, including hand-to-
hand combat, and are often experienced in counter-terrorist
tactics, interrogation, and sabotage. They ruthlessly pursue
the objectives set for them, whether they owe their loyal-
ties to a corporation, government, or the highest bidder for
their services.

© Prerequisites: Improved Unarmed Strike, operative's

edge, Trick Attack.

ALTERNATE CLASS FEATURES

The agent gains alternate class features at 2nd, 4th, and 9th level.

Connected (Ex)
As an agent gains experience, his relationship with his spon-
soring organization improves, granting him increased ability
to acquire goods, services and information. Once per day, the
agent may spend a Resolve Point and make a call with a request
for information, goods, or services, and may choose to have
the request rushed by spending an additional Resolve Point.
The agent can direct an NPC in his agency to make any
skill check that could be made to recall or obtain information.
The check has a modifier of the 1 and % the agent’s level. If he
needs the information rushed, the npc takes 10 on the check
and calls back in 1d4 hours with the information obtained.
If the agent needs the information but time isn’t an obstacle,
they take 20 on the check and call him back in 24 hours.

If requesting goods, the agent can put a rush the delivery,
pay full price for an item of his level or lower and have it deliv-
ered to him by drone in 1d4 hours. If he can wait, the agency
finds a better price that is 25% lower and delivers the goods
by drone in 24 hours. If the requested item is ammunition, it
comes in the standard packaged quantity.

gy ) g

NEW OPERATIVE ARCHETYPE:
THE AGENT

The Operative character class has a number of abilities
which clash with the setting of Interface Zero and
should be disallowed as options in this setting. The
following Exploits aren’t present in Interface Zero: alien
archive, holographic clone, cloaking field, glimpse
the truth, holographic distraction, master of disguise,
efficient cloaking field, and the phase shift and escape
exploit of the ghost specialization.

M

If the agent needs something done, he can have an NPC
working for the agency make a Bluff, Diplomacy or Intimidate
check on his behalf to assist him in obtaining a service. The
check has a modifier of the 1 and % the agent’s level. If he
needs the service rushed, they take a 10 on the check and
call back in 1d4 hours with the information needed to obtain
the service. If he needs the service but time isn’t an obstacle,
they take 20 on the check and call him back in 24 hours the
information needed to obtain the service.

The organization or agency can refuse any request. If they
do so it does not count as your request for the day and does
not consume Resolve Points.

Quick Read

An agent knows that first impressions are sometimes the
only chance you get to detect danger and is always observing
changes in her surroundings. The agent may spend a Resolve
Point as a standard action to make either a Perception check on
an area, or a Sense Motive check on an individual. Depending
on his choice he can gain different benefits.

If making a Perception check on an area, the agent rolls
against a DC equal to 20 + the encounter’s CR. If successful,
the agent gains an insight bonus equal to his operative's
edge bonus to all Cover and Flanking bonuses granted in an
area. Additionally, whenever the agent uses the aid another
action to improve an ally’s skill check in this area, he grants
his operative's edge bonus as an additional bonus.

If making a Sense Motive check on an individual, the agent
rolls against a DC equal to 15 + the creature’s CR or level. If
successful, the agent learns the true attitude of the creature
toward him. For the encounter, He gains his operative's edge
bonus on attacks and damage made against that individual
and If the creature is attacked and the agent is adjacent to
the creature, the agent may choose, as a reaction, to grant
his operative's edge bonus to the creature’s EAC and KAC
until his next turn.

Close Quarters Combat

The agent is especially adept in self defense. The agent gains
Improved Combat Maneuver as a bonus feat. Whenever the
agent makes a trick attack and replaces the attack with a
combat maneuver selected with Improved Combat Maneuver,
the agent may use his level as his base attack bonus for the
check. He still deals his trick attack damage as bludgeoning
damage if the trick attack is successful and may choose for
that damage to be nonlethal.

AGENT EXPLOITS

You must be at least 2nd level to choose these exploits.

Black Market Connections (Ex)
An agent with this exploit gains better access to illegal goods
that his organization may not be able to provide. The DC to

S3dAL1L3HOYYV




CHARACTER CREATION

discover a source for any particular item is reduced by 5. If
the character is seeking to sell illegal goods, he can sell them
at 5% above the listed book price.

Classic Misdirection (Ex)

An agent with this ability is not only good at hiding contraband,
but also at providing subtle distractions to those trying to
find it. If the agent is able to interact with anyone searching
for contraband, either in an area, building, vehicle, or on his or
another person, the searcher takes a penalty to their Perception
check equal to half the agent’s class level. This interaction can
be as simple as speaking to the searcher, making noises or
movements to distract them, or other minor actions.

Conceal Contraband (Ex)

The agent learns how to keep any illicit goods and weapons
concealed from those that are looking for them. The agent adds
half his class level (minimum +1) to the DC of any Perception
checks necessary to find any hidden compartments, panels,
or other hidden areas used to smuggle items. If an agent has
no prepared compartments to hide contraband, then he can
attempt to conceal the contraband in an area, building, or
vehicle by making a Stealth check, or on himself or another
person by making a Sleight of Hand check, modified by the
bonus from this ability.

Trade-Craft Guile

The agent is trained in the interpersonal arts. The agent gains
double his operative's edge skill bonus on charisma based
skills instead of the normal bonus.

Trade-Craft Agility

The agent is highly agile and mobile. The agent gains double his
operative's edge skill bonus on dexterity based skills instead
of the normal bonus.

6th Level Agent Exploits

You must be at least 6th level to choose these exploits.

Requisitions (Ex)
The agent is able to requisition equipment from the agency for
whom he operates. Prior to any mission, the agent can spend
a Resolve Point to request to borrow equipment which could
conceivably improve his chances of success. The agent may
requisition an amount of equipment equal in value to the
Wealth Gains Per Encounter (as described in the Starfinder
Core Rulebook) of the expected CR of the mission. The equip-
ment must be of the agent's level or lower. The GM ultimately
determines what will be made available to the agent prior to
the start of the mission. Equipment will not be allowed that
could possibly jeopardize the mission (explosives for a stealthy
infiltration mission, for example.) This equipment must be
returned after the mission is complete, except for single-use
items that are expended.

The agent can request them to rush the delivery, and spend
an additional Resolve Point to have your equipment delivered

to the agent by drone in 1d4 hours. If the agent can wait,
the agency finds a better prices on the equipment and the
agent can calculate the prices as if they were 25% lower, and
the agentr equipment delivered to the agent by drone in 24
hours.If the requested goods are ammunition, they come in
the standard packaged quantity.

This request counts as the agent's daily request for the
connected ability and may not be used if the agent has already
used that ability.

10th Level Agent Exploits

You must be at least 10th level to choose these exploits.

Ever Vigilant (Ex)

You've been on enough solo missions to know that you can't let
your guard down, even while sleeping. You take no penalties
to Perception checks for being asleep, though you still can’t
succeed at purely visual Perception checks while asleep. You
can always act on the surprise round, though if you choose to
do so when you would otherwise be surprised, you use your
initiative result or the initiative result of the first creature that
would have surprised you — 1, whichever is lower.

Drain on Resources (Ex)

You can spend an additional Resolve Point in addition to
the costs of making a request to make a single additional
request per day.

Extraction (Ex)
You can request an extraction or
escape method from.the situation
you are in, provided that you are
near some establishment or safe-
house belonging to the organi-
zation. You can request they
rush the extraction, and spend
an additional Resolve Point to
have your method of escape
to you in 10+1d10 min-
utes. If you can wait, the
agency finds a safer
extraction method, and
exracts you within two hours.
Generally, the agency sends you
a loaned autonomous vehi-
cle, though they may also or
instead send another agent in
extreme situations. This request
counts as your daily request for
the connected ability and may
not be used if you have already
used that ability.

The organization can refuse
the request for an extraction, in
which case this doesn’t count




against your uses per day of the connected ability, or consume
Resolve Points.

Master of Disguise (Ex)

You can take on the appearances of other creatures and even
specific individuals. This functions as the quick disguise exploit,
but the duration increases to 10 minutes per operative level.
Alternately, you can assume the appearance an individual
you have seen before. This lasts for 1 minute per operative
level. If you have heard the individual talk and can speak her
language, you can also modulate your speech to match hers.
This disguise is so convincing that creatures familiar with the
individual must succeed at a Will save before they can attempt
a Perception check to pierce the disguise. You must have the
quick disguise exploit to learn this exploit.

Top Agent (Ex)

You have proven your worth to the organization. Your missions
and requests are prioritized. When rushing a request, you
receive it in 1 hour rather than 1d4 hours. When you aren’t
rushing a request, you receive the request in 1d20 +4 hours.

CYBERBUSHI

With the advent of strength and speed enhancing cybernetics,

the way of the sword has come back in vogue. Cybernetic

Swordsmen like the ninja and samurai of old Japan have made

their way into the streets and alleys, into the battlefields and

borderlands. The new age of the sword is upon us.

© Prerequisites: Advanced Weapon Proficiency, Quick
Draw, Sleight of Hand 1 rank, must be able to accept
Cybernetic Augmentations.

ALTERNATE CLASS FEATURES

The cyberbushi gains alternate class features at 2nd, 4th, 6th,
12th, and 18th level.

Cyberblade Style (Ex)

Your arms have been replaced with cybernetic arms which
enhance your strength and speed when executing a variety
of melee attack motions. When using melee weapons, treat
your strength score as if it was +1 higher per 4 character levels.
Additionally, you may sheath your weapon once per round
as part of an attack action.

Additionally, you may learn the Defensive Duelist, Parry, and
Riposte razor's edge abilities as if they were combat feats with
a base attack bonus prerequisite equal to the earliest level at
which they can be learned.

laijutsu Strike (Ex)

As a full action you may move up to your speed and make a
single melee attack. Just before you attack, if your weapon is
sheathed, you may draw it and make a Sleight of Hand check
with a DC equal to 15 + your target’s CR. If you succeed, your

attack deals an extra point of damage per character level. This
damage is not doubled on a critical hit.

Deflect Projectiles (Ex)

You gain Deflect Projectiles as a bonus feat even if you don’t
meet the prerequisites. Additionally, you may attempt to
deflect the projectile so long as your weapon is an advanced
melee weapon.

Reflect Projectiles (Ex) TR

You gain the Reflect Projectiles feat even if you don’t meet
the prerequisites.

laijutsu Master (Ex)

When making an laijutsu strike you may spend 2 Resolve
Points to instead gain an amount equal to double your level
as bonus damage.

The gungir, named for the spear of Odin that was enchanted
to never miss its mark, are disciples of a close quarters combat
style which blends martial arts with small arms to deadly
effect. Performing feats of acrobatics and stunning gunplay,
the gungir are as much a living myth as anything. Accurate,
evasive and lethal, these martial warriors find themselves in
all walks of life.

© Prerequisites: Small Arms Proficiency, Acrobatics 1 rank,

Engineering 1 rank.

ALTERNATE CLASS FEATURES

The gungir gains alternate features at 2nd, 4th, 6th, 9th, 12th,
and 18th levels

Way of the Gun (Ex)

When making Engineering checks to identify or repair a weapon
of the small arms group, treat the DC as if it were 5 lower. You
treat all small arms as if they had the Quick Reload weapon
special property. When firing a small arms weapon which
has the broken condition, you may spend a Resolve Point to
ignore the —2 penalty to attacks until the end of the encounter.
Finally, you may take the Gun Fu Initiate feat without meeting
the prerequisites.

Uncanny Draw (Ex) ICTISEIN

You gain a +2 Initiative. Furthermore, you gain the Quick Draw
feat. If you have a weapon belonging to the small arms category
unconcealed, and your hands are free and unrestrained, you
may draw it as part of an Initiative check.

Gun Fu Disciple (Ex)

When within 30 ft of the target, you may choose to use a
Resolve Point to fire your small arms weapon without pro-
voking attacks of opportunity for the round. At 10th level,
you no longer provoke attacks of opportunity when making
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attacks with small arms, and may resolve melee attacks of
opportunity as ranged attacks with small arms. You instead
gain the gun fu cybermonk technique.

Deft Dodge (Ex) HETTCE

When targeted by a melee or ranged attack, but before you
know if the attack hit, you may use one Resolve Point as a
reaction to gain your Wisdom bonus as aninsight bonus to EAC
and KAC, and may make a guarded step as part of the reaction.

Gun Fu Mastery (Ex)
When you make a full attack with a weapon or weapons of
the small arms category, reduce the attack penalty by one.
This reduction is applied after all other reductions to attack
penalty from other sources, though it cannot reduce the
penalty to a total better than 2. If you have multiple attacks,
this effects all of them.

Return Fire (Ex)

Whenever you use the deft dodge ability you may make a
special counter attack against the attacker as part of the
reaction so long as the attacker is within 60 ft.

IDOL

Idols are the celebrities of the late 21st century. Many idols are
the end result of well-executed viral campaigns waged by the
entertainment industry. Careful manipulation of the market
and focus group testing allow an individual to be rocketed
into stardom nearly overnight, using the Global DataNet to
achieve maximum exposure. Then corporate vampires play
the market and milk the financial success until you falls and
another star is raised to take their place. In some instances
an idol manages this without industry-backing, often waging
a campaign highlighting their independence from corporate
backing and touting their indie status to boost their street
cred. Musicians, vid stars, reality streamers, artists, and even
charismatic propagandists are all examples of idols.

© Prerequisites: Envoy Class, trained in Profession: Idol

(Cha), Cha 13.

ALTERNATE CLASS FEATURES

The idol gains alternate class features at 2nd, 4th, 9th, and
18th level.

Media Idol HEXTEEE

You use prerecorded audio, a live performance, or some com-
bination of the two to enhance your improvisations, often
broadcasting the performances live online, or recording them
for later editing. No matter the method, you may use your
performance art as part of your tactics.

You may spend a Resolve Point as a move action to
begin performing. Your performance continues as long
as you spend a swift or movement action each round to

maintain the performance. While performing, you may use
the Profession: Idol (Cha) skill in place of any skill used as part
of an Envoy Improvisation.

You begin each day with a number of Celebrity Resolve
Points equal to your Charisma modifier, and these are not
in addition to your total Resolve Points, but are instead a
portion of her total Resolve Points that are tracked Separately.

You may recover a single celebrity resolve point during
an encounter if they roll a 20 on any Profession: Idol check
while performing. You may never have more points desig-
nated as Celebrity Resolve Points than an amount equal to
your Charisma modifier, and if you would recover a Celebrity
Resolve Point whenever you have your maximum number
of Celebrity Resolve Points, no point is recovered. You must
specify you are using Celebrity Resolve Points. If you do not
specify, you use regular Resolve Points.

Rock and Brawl (Ex)

You may choose to incorporate combat into your performance.
As a full action you may maintain your performance, use
an Improvisation, and make a single attack. If you spend a
Celebrity Resolve Point as part the improvisation, you consider
your Base Attack Bonus to be equal to your level for the attack.

Fame (Ex)

You have achieved a level of notoriety that makes you espe-
cially recognizable. Whenever you first interact with an NPC,
the NPC must make a Culture check against a DC equal to 25
minus your Profession: Idol skill modifier. If the NPC makes
the check, they recognize you. Any time you use a Charisma
based skill while interacting with that NPC within the next




24 hours, you gain aninsight bonus to the skill check equal
to half your ranks in Profession: Idol.

Superstar (Ex)

Your name is an ubiquitous part of pop culture. Any NPC
without a reason to be indisposed towards you (such as an
enemy, a rival, or the fan of a rival) is considered to have a
starting attitude of helpful towards you.

NEW IMPROVISATIONS

The idol gains additional envoy improvisations from which
they may select.

Ist Level Improvisations

You must be At least 2nd level to choose these improvisations.

They're With Me (Ex)

You can spend a Resolve Point as a reaction when an ally
makes a Charisma based skill check. The ally may use your
total skill modifier for that skill (or her Charisma modifier if
she does not have ranks in that skill) in place of your own
when calculating the result of the roll.

Red Carpet Treatment (Ex)

You can change the disposition of any NPC that recognizes
you to helpful. This requires one minute of uninterrupted
conversation with the NPC, and you must have at least 1
Celebrity Resolve Point. The NPC'’s disposition will remain
helpful so long as you have at least 1 Celebrity Resolve Point.

4th Level Improvisations

You must be At least 4th level to choose these improvisations.

Hogging the Spotlight (Ex)

So long as you have not yet taken a turn this round, you can
spend a Resolve Point as a reaction to immediately take a
move or standard action before an opponent (or even an
ally) is able to act. Treat this as if you had readied the action.
This uses your turn for the round and moves your place in the
initiative order to just before the target’s initiative.

Star Power (Ex)

You can momentarily buy all the hype and actually be the
legend your PR people say you are. Once per day, as a free
action, you gain a +1 per 4 class levels (maximum +5 at 20th
level) to attacks, damage, saving throws, skill checks, and
ability checks for a number of rounds equal to your class level.

6th Level Improvisations

You must be At least 6th level to choose these improvisations.

Bite the Dust (Ex)
You can recover a Celebrity Resolve Point whenever you score
a critical hit while performing.

Blacklist (Ex)

You can use your influence to disrupt the social activities of a
particular individual or group. You spend a Celebrity Resolve
Point and least 10 minutes contacting allies and affiliates to
spread the word. This imposes a penalty equal to your level
on all Diplomacy checks made by that individual or group
when attempting to gather information or influence NPCs
attitudes in relation to you and your closest allies. As part of
this action, you can also choose a particular location, service,
or shop to deny the individual or group any commerce or
interaction for up to 24 hours.

Media Blitz (Ex)

You can spend a Celebrity Resolve Point to draw a lot of atten-
tion. As a full-round action, you can use your TAP to update
your location on various Global DataNet social media sites,
bringing down a storm of media and fans upon your location.
This functions as the gather crowd Expertise Talent, except that
it only takes 1d4 rounds for the crowd to form. The resulting
crowd provides concealment for you and your companions,
and also soft cover, should you or your opponents continue
any hostilities in the public eye.

8th Level Improvisations

You must be At least 8th level to choose these improvisations.

All My Own Stunts (Ex)

As long as you have at least one Celebrity Resolve Point, you
gain a circumstance bonus equal to your current number
of Celebrity Resolve Points on any Acrobatics, Athletics, or
Piloting skill checks you make (minimum +1) during any
round in which you are maintaining a performance with the
media idol ability. After you have rolled the skill check but
before you know the result, you can immediately spend a
Celebrity Resolve Point to reroll the check, taking the higher
of the two rolls. You can only take a reroll on a skill check in
this fashion once per round.

Break A Leg (Ex)

So long as you have at least one Celebrity Resolve Point, you
gain a circumstance bonus equal to your current number of
Celebrity Resolve Points to any Profession: Idol skill checks she
makes (minimum +1). After you have rolled the skill check
but before you know the result, you can immediately spend
a Celebrity Resolve Point to reroll the check, taking the higher
of the two rolls. You can only take a reroll on a skill check in
this fashion once per round.

Encore (Ex)

You may spend a Celebrity Resolve Point to make an additional
attack as part of a full attack at the same penalty as the other
attacks made in the full attack.

Number One with A Bullet (Ex)
On the first round of an encounter, whenever Initiative is
rolled, you may spend a Celebrity Resolve Point to immediately
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take a turn first, as if you were first in initiative. You still roll
initiative as normal, and return to your initiative position on
the next round.

Media Vendetta (Ex)

You may choose a particular individual and begin openly
flaming/trolling that person on the Global DataNet, turning
her fan base against them. By spending one Celebrity Resolve
Point, you impose a penalty equal to your idol level on any
social skill checks made by that individual while on the Global
DataNet, and a penalty equal to half your idol level on any
social skill checks made in person. Where the targeted indi-
vidual is concerned, the starting attitude of any of your fans is
considered unfriendly. These penalties last 24 hours, and can
be maintained by spending another Celebrity Resolve Point
the following day when your Resolve Points are recovered, and
by spending at least an hour on the Global DataNet keeping
up the feud. At the GM’s discretion, other penalties may apply
to the individual depending on the situation.

Turnit up to 11 (Ex)

You may spend a Celebrity Resolve Point to grant all allies a +4
circumstance bonus to all Acrobatics, Athletics, and Intimidate
checks for as long as you maintain your performance with
the Media Idol ability.

NEW EXPERTISE TALENTS

You gains additional expertise talents from which they
may select.

© Do You Know Who | Am? (Ex; Intimidate)
So long as you have at least one Celebrity Resolve Point in
your pool, you add your total level to her roll when making
an Intimidate check. You can spend a Celebrity Resolve
Point to immediately reroll an Intimidate check. You may
only gain one reroll on any given check in this manner.

© Fascinating Performance (Ex; Profession: Idol)

You can use your performance art to cause one or more
people to become fascinated with you. Each person to be
fascinated must be within 90 ft, able to see and hear you,
and capable of paying attention to you. You must also
be able to see the people affected. The distraction of a
nearby combat or other dangers prevents this ability from
working. For every three levels you have attained beyond
1st, you can target one additional person with this ability.

Each targeted person within range receives a Will save
(DC 10 + 1/2 your level + your Charisma modifier) to
negate the effect. If a person’s saving throw succeeds, you
cannot attempt to fascinate that person again for 24
hours. You may spend a Celebrity Resolve Point to force
a particular target to roll their save twice and take the
worse roll. If its saving throw fails, the person observes
the performance for as long as you continue to maintain
it. While fascinated, a target takes a —4 penalty on all skill

checks made as reactions, such as Perception checks. Any
potential threat to the target allows the target to make a
new saving throw against the effect.

Naturally, others may stop to watch the performance,
possibly a large group depending on the area, but only
the targeted persons are subject to the fascination effect.

At 9th level you have learned how to focus attention on
yourself so thoroughly that even the presence of danger
does not distract your adoring crowd. When using fascinate,
a target making a save to break the effect because of a
potential threat takes a —4 penalty on that save, and even
obvious threats require a save rather than automatically
breaking the effect.

© Gather Crowd (Ex; Profession: Idol)

You are skilled at drawing an audience to your perfor-
mances. If you are in populated area, you can shout, sing,
or otherwise make yourself noticed in order to attract an

audience to your impromptu stage. The size of the crowd

depends on the local population, but typically is a number
of people equal to 1/2 your class level x the result of you'’s

Profession: Idol check. The crowd gathers over the next

1d10 rounds. If you fail to engage the crowd (by performing,
kissing babies, signing autographs, and so on), it disperses

over the next 1d10 rounds.

OVERBORG

As common as cybernetic augmentation has become, most
people still cling to their organic form. They want to feel
like an improved version of themselves, but not lose sight
of their concept of self. There are a few, though, who really
push augmentation to the limit, and take cybernetics past the
point of self improvement into the new territory of a wholly
cybernetic self. These are the overborgs.

Wired to the core, these advanced cyborgs replace
everything that can be cut out and thrive on the bleeding
edge of tech. They push their artificial form to the limit and
beyond, overclocking everything that can be, stripping down
the flash and turning up the function beyond what is normally
considered safe. Without an organic body to worry about, its
easy to feel invulnerable.
© Prerequisites: At least two cybernetic augmentations,

Cyborg race.

ALTERNATE CLASS FEATURES

The whatever gains alternate class features at 2nd, 4th, and
9th level.

Extreme Augmentation (Ex) HEXTERIN

The overborg has replaced almost all of their body with a rare
prosthetic frame to facilitate the installation of cybernetic
augmentations. The overborg’s body is a symbol of an extreme




commitment to augmentation, making cyberware vendors
and surgeons more willing to work with him. Reduce the
cost of any cybernetic augmentation of the overborg’s level
or lower by 50%. Additionally, the overborg gains Toughness
as a bonus feat.

Overclocked Cyberware

The overborg gains the ability to overclock cybernetic
augmentations he has installed. Select one overclocked
cyberware ability to learn at 4th level. If the class which the
overborg archetype is applied to gains the option to select
envoy improvisations, operative exploits, mechanic tricks,
stellar revelations, or bonus Combat Feats, the overborg
may select an overclocked cyberware ability in place of any
of those abilities. The overborg may also select overclocked
cyberware abilities as bonus feats gained as they increase in
level. To select an overclocked cyberware ability the overborg
must meet the prerequisites which usually include having
an augmentation installed in a related system. Overclocking
cyberware is strenuous. The overborg reduces his maximum
Resolve Points by one for every overclocked cyberware ability
he selects. This represents the investment of energy and will
that maintaining and pushing such strain on your nervous
system requires.

Unstoppable

The overborg gains a bonus to his saves equal to +1 per two
overclocked cyberware abilities he possesses. Additionally, If
an effect that grants a save would cause the overborg to be
effected by a negative ‘condition’, the overborg may spend a
Resolve Point to immediately make the save again, and keep
the second roll even if it is worse. If successful, the overborg
doesn’t suffer the condition, but still suffers any other effects
of having failed the save.

OVERCLOCKED CYBERWARE ABILITIES

Overclocked Cyberarm

© Prerequisites: arm or all arms system cybernetic
augmentation.

© Benefits: The overborg gains a +1 to melee attacks if one
cybernetically augmented arm. +2 to two handed melee
attacks if both arms are cybernetically augmented. Once
per encounter, the overborg may roll a melee attack roll
twice and take the better result.

Overclocked Cyberbrain

© Prerequisites: brain system cybernetic augmentation.

© Benefits: The overborg gains +1 to all Intelligence based
skills. Once per day, the overborg may roll an intelligence
based skill check twice and take the better roll.

Overclocked Cyberears
© Prerequisites: ears system cybernetic augmentation.

© Benefits: The overborg gains +1 to Initiative. Once per
day, the overborg may roll an initiative check twice and
take the better roll.

Overclocked Cybereyes

© Prerequisites: eyes system cybernetic augmentation.

© Benefits: The overborg gains +1 to all Wisdom based skills.
Once per day, the overborg may roll a Wisdom based skill
check twice and take the better roll.

Overclocked Cyberfeet

© Prerequisites: foot or all feet’s systems cybernetic
augmentation.

© Benefits: The overborg gains +5 ft of movement speed
per cybernetically augmented foot (max 10 ft). Once per
day, the overborg may take a guarded step as a reaction
to an attack, even if he has already taken a guarded step,
and gains a +5 to EAC and KAC against the attack the
movement was made in reaction to.

Overclocked Cyberhands

© Prerequisites: hand or all hands system cybernetic
augmentation.

© Benefits: The overborg gains a +1 to ranged attacks if one
cybernetically augmented hand. +2 to two handed ranged
attacks if both hands are cybernetically augmented. Once
per encounter, the overborg may roll a ranged attack roll
twice and take the better result.

Overclocked Cyberheart

© Prerequisites: heart system cybernetic augmentation,
level 10.

© Benefits: The overborg gains +1 hit point per 2 levels. Once
per day, the overborg may, as a reaction, spend a Resolve
Point and regain 1 hit point per 2 levels.

Overclocked Cyberlegs

© Prerequisites: leg or all legs systems cybernetic
augmentation.

© Benefits: The overborg gains +1 to all Dexterity based skills.
Once per day, the overborg may roll a Dexterity based skill
check twice and take the better roll.

Overclocked Cyberlungs

© Prerequisites: lungs system cybernetic augmentation,
level 8.

© Benefits: The overborg gains +1 stamina per level. Once
per day, the overborg may, as a reaction, spend a Resolve
Point and regain all stamina.

Overclocked Cyberspine

© Prerequisites: spinal column system cybernetic
augmentation.

© Benefits: The overborg gains +1 to all Strength based skills.
Once per day, the overborg may roll a Strength based skill
check twice and take the better roll.
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Overclocked Cyberskin

© Prerequisites: skin system cybernetic augmentation.

© Benefits: The overborg gains +1 to EAC and KAC. Once
per day, the overborg may force an enemy to roll an attack
twice and take the worse roll.

Overclocked Cyberthroat

© Prerequisites: throat system cybernetic augmentation.

© Benefits: The overborg gains +1 to all Charisma based skills.
Once per day, the overborg may roll a Charisma based skill
check twice and take the better roll.

While zeeks are the most common psychics around, not all
psychics have their self discipline. Phreaks are significantly
wilder, gaining powers with no uniting theme or reason, and
lacking the control to get the most out of them. Still, without
the constraints of focus, phreaks are free to learn a variety of
tactics and can often use their powers to compliment their
combat abilities.

© Prerequisites: Charisma 14, Not a member of the zeek class.

ALTERNATE CLASS FEATURES

The phreak gains alternate class features at 2nd, 4th, 6th, 12th,
and 18th level.

Psychic Power (Ex)

Phreaks have a pool of psychic power they can draw upon to
fuel their mental powers. This psychic reservoir has a maximum
number of psychic points equal to their Charisma modifier +1
per 4 levels. You begin each day with your psychic reservoir full
and recover spent psychic points whenever you rest for 8 hours.

The amount of psychic points you have remaining can effect
his ability to continue fighting, defending himself or traveling
at all. Whenever the phreak has only half their psychic points
remaining, they are effected by the fatigued condition. When
their remaining psychic points are below one fourth of their
total psychic points they are exhausted. These conditions are
mental, not physical, and cannot be removed by any method
other than recovering their psychic points.

Additionally, phreaks like you may learn powers from any
discipline, but you have less control over those powers than
a zeek would. You know two powers. All powers you learn
from this archetype and from feats require your level be equal
to one level higher than the minimum level the zeek could
learn the power at.

All phreaks use Charisma as their primary Ability Score
for all powers they use.

Undisciplined Boost
Phreaks gain the ability to attempt to spend psychic points to
augment their powers. Whenever a phreak activates a power

they know, they may attempt to spend a psychic point to
gain the power boost effect for that power. To do this, they
must roll a d10. So long as their roll on the d10 is higher than
the minimum level required to boost the power, the power
is boosted. If the roll is equal to the minimum level required
to boost the power, the power is boosted and doesn’t cost a
psychic point to do so. If the roll is lower than the minimum
level required to boost the power, the power is not boosted
but the psychic point is not consumed. Additionally, you
learn a new power.

Flood of Power (Ex)

Your ability to channel power improves. You may also choose
one power you know and disable that power for the next 24
hours to recover a single psychic point.

Font of Power (Ex) EITESIN

You recover a single psychic point each time you rest and
spend a Resolve Point to recover Stamina. You may also choose
two powers you know and disable those powers for the next
24 hours to recover a single psychic point. Additionally, you
learn a new power.

Undisciplined Knowledge (Ex)

You learn the undisciplined knowledge power, and gain the
ability to surge your powers. Whenever the phreak activates
a power with a Resolve Point and also activates the power
boost effect, they may choose to spend an additional psychic
point to push the power to its limit.

Undisciplined Knowledge (Su) [level 1+]
The first time you activate this power each day you may choose
another power. You know that power for the next 24 hours,
and this power is considered active.
© Power Boost (Su) [level 3+]: While this power is active,
you may spend an additional psychic point to select a
power and forget the first one. This may only be done
once per encounter.
© Power Surge (Su) [level 16+]: You may spend an additional
psychic point to instead choose a second power and treat
both the first and second powers as known for the day.

EXTRA PSYCHIC POWER

© Prerequisites: Must know two psychic powers.

© Benefit: You gain an additional psychic power. To learn
the power, your character level must be 2 higher than the
minimum level at which a zeek could learn the power.

© Special: Zeeks must learn powers from their chosen disci-
pline while Phreaks can learn powers from any discipline.

PROGRAMMER

While hackers get all the glory, programmers are the people
who do the difficult work of writing the programs that keep




everything working. Programmers are better at crafting and
using programs than most characters, but don'’t usually have
the total devotion to the digital world that a hacker has.
Programming is just a job, or a hobby for most, though its
worth noting that many hackers have a background in pro-
gramming as well.

© Prerequisites: Intelligence 14, trained in Computers.

ALTERNATE CLASS FEATURES

The programmer gains alternate class features at 2nd, 4th, 6th,
12th, and 18th level.

Basic Programming (Ex)

Programmers specialize in creating and using programs. For the
purpose of determining the level of programs you can create,
launch and load, treat your level as if it were 2 levels higher.

You obtain 4 programs.

You can select or reselect which programs are loaded at
any time outside of combat. When entering an encounter, you
are assumed to have your maximum number of programs
loaded and ready to launch. You may only load programs
individually, as a move action. (Programmers who are also
members of the Hacker class instead follow the rules listed
in flash decryption)

Improve Program IEIEE

You may improve a program on the fly. When you launch the
program, you may spend a Resolve Point increasing its item
level to your character level +2. This allows you to bypass the
normal restriction against loading or launching programs with
higher levels than your own.

Additionally, programmers who are not members of the
hacker class gain an additional Active Memory Sector in which
they may use to load and launch programs.

Easy Crack (Ex)

You can decrypt security more quickly and easily than most.
If the target is one or more tiers higher than your TAP, it
requires a full round action to hack the target. If the target
is an equal tier to your TAP, or lower, it requires a standard
action to hack the target.

Additionally, once per encounter, You may close a running
program or lose a loaded program to free up some comput-
ing power. If you do, you gain a circumstance bonus on your
next Computers check equal to the item level of the program
closed or lost.

Finally, you obtain a new program.

Virtual Drive (Ex) HEITSEH

You always manage to have the right program for the job.
Once per day, you may spend a Resolve Point and lose a
loaded program. You then quickly load and launch a different
installed program. You may do this an additional time per day
by spending an additional Resolve Point for each previous
use of the ability in addition to the Resolve Point used to
activate the ability.

Hackers who are also programmers may use this ability
any number of times per day without the Resolve Point
cost increasing.

Programmers who are not members of the hacker class
gain an additional Active Memory Sector in which they may
use to load and launch programs.

Flash Reprogram (Ex)

You can influence programming even when you don’t have
access to a target. Choose a target which is an autonomous
device computer, device, network, or program. As a standard
action, make a Computers check against a DC equal to 15 +
the target’s Item level, or 2x the target’s tier. If you succeed,
the target regards you as friendly, if possible. This means that
any triggered countermeasures deactivate, any action or use
of the item that would harm you or is considered hostile will
fail. This reprogramming lasts for a minute per level. You may
spend two Resolve Points to use this ability as a swift action
or reaction.

Additionally, you obtain a new program.
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FEATS

The following feats are available for your characters to
choose from.

AUGMENTED WARRIOR (COMBAT)

You are skilled at using your cybernetics in combat.

© Prerequisite: Base Attack Bonus +1.

© Benefit: You gain a +1 bonus to melee attacks made using
your cybernetic arms, legs or installed cyberweapon, or
on ranged attacks made with an installed cyberweapon.
If your base attack bonus is at least 3 lower than your
character level, this bonus is instead +2.

© Special: This counts as the Weapon Focus feat for the
purpose of prerequisites.

AUTOFIRE EXPERT (COMBAT)

Your strength grants you greater control over the aim of

autofiring weapons.

© Prerequisites: Str 13, proficient with Small arms
and Longarmes.

© Benefits: When using automatic fire, you may choose one
ally who is in the cone per point of your strength modifier.
The selected allies are not affected by the attack. You may
only benefit from this ability with automatic weapons
which you are proficient.

AUTOFIRE MASTERY (COMBAT)

Your strength reduces the recoil of your autofire.
© Prerequisites: Str 16, Autofire Expert.
© Benefits: When using automatic fire, you may reduce the
penalty to attacks made against targets within the cone by
1. You may only benefit from this ability with automatic
weapons which you are proficient.

BATTLE BUILT (COMBAT, RACIAL)

You and your bits (genetic and mechanical) have been in the
hands of some of the best scientists, around and they have
manipulated your body to be a lean, mean fighting machine.
© Prerequisites: Cyborg or Hybrid, Str 13, Con 13.
© Benefits: Penalties from conditions do not apply to your
attack rolls.

BESTIAL TRAITS (RACIAL)

Not all hybrids have obviously animalistic features, or func-

tional mutations, but you do.

© Prerequisites: Hybrid.

© Benefits: You take a —4 penalty to all Charisma based skill
checks, but may select two of the following bestial traits.

B Animal Nose: You have an obviously inhuman nose. You
may use scent for Perception and gain a +5 to survival
checks made to follow tracks.

B Climbing Limbs: You have deformed feet and hands
meant for climbing. You gain a 30 ft climb speed.

B Flongated Legs: You have long legs meant for sprinting.
You gain +10 ft movement speed.

B Horns: You have Horns. This allows you to choose to
deal 2d4 Piercing damage if you selected Headbutt as
your natural weapon.

B Large Ears: You have over-sized ears. This grants you
+4 to sound based Perception checks.

B Prehensile Tail: You have a tail that allows you to have
an additional hand worth of equipment.

B Rending Razors: You have razor sharp talons or claws.
This allows you to deal 2d4 Slashing damage if you chose
claws as their natural weapons.

B Thick Hide: You have more hair than usual, scales, or
thick coarse skin. This grants you DR 1/- that stacks
with other sources of damage reduction.

BLOOD-THIRSTY FERAL (RACIAL)

When protesters talk about hybrids going feral and how

humanity shouldn'’t play with genes, you're their poster child.

You are not just part animal, but part predator, and are more

beast than human.

© Prerequisites: Hybrid, Feral Throwback.

© Benefit: You can use Intimidate as a full-round action to
demoralize all opponents within 30 ft who can see and
hear you.

BOOST TAP SIGNAL

Using this enhancement boosts your signal range.
© Prerequisites: Must have a TAP.
© Benefit: Your TAP now has an additional 60 ft range.

BULLET PROVOCATEUR (COMBAT)

You are capable of pulling the trigger faster than most while
retaining your accuracy.
© Prerequisites: Small Arms Proficiency, Dex 13.
© Benefit: The first shot you fire from a small arms weapon
each round deals an additional point of damage per die

BURST FIRE EXPERT (COMBAT)

Your control over automatic weapons has improved, even
when not using full autofire.
© Prerequisites: Autofire Expert, Dex 13.
© Benefit: When making a full attack with a weapon which
is capable of automatic fire, you may fire in short con-
trolled bursts. Reduce the penalty to attacks made as part
of your full attack with this weapon by 1. You may only
benefit from this ability with automatic weapons which
you are proficient.




BURST FIRE MASTERY (COMBAT)

Your bursts are deadlier than most.
© Prerequisites: Autofire Mastery, Dex 16.
© Benefit: When making a attacking with a weapon which
is capable of automatic fire, you may fire in short and pre-
cise bursts. Your attacks made with an automatic weapon
which is not firing automatically deal an additional point
of damage per die.

CALLED SHOT (COMBAT)

You can target specific parts of a target to gain added effect.
© Prerequisite: Int 13.
© Benefit: You may make a single attack as a full action at
a —4 penalty, targeting a specific part of the target rather
than the target itself. This attack deals no damage and is
considered a combat maneuver which provokes an attack
of opportunity.
B Arms: Any grasping appendage is considered an arm.
If the creature is hit, they are affected by the disarm
combat maneuver, using your attack result as if it were
the combat maneuver roll.

B Head: Any sensory cluster is considered the head. If
the creature is hit, they are affected by the dirty trick
combat maneuver, using your attack result as if it were
the combat maneuver roll.

B Legs: Any appendage used to swim, walk, or climb is
considered a leg. If the creature is hit, they are affected
by the reposition or trip combat maneuver, using your
attack result as if it were the combat maneuver roll.

® Torso: The bulk of body mass is considered the torso.
If the creature is hit, they are affected by the bull rush
combat maneuver, using your attack result as if it were
the combat maneuver roll.

B Wings: Any appendage used to fly is considered a wing.
If the creature is hit, they are affected by the trip combat
maneuver, using your attack result as if it were the
combat maneuver roll. In normal gravity, the creature
must make a DC 20 acrobatics check or begin falling
at a rate of 20 ft per round.

© Special: Members of the Razor class who take this feat do
not gain the listed benefits. Instead, if they hit their target
with a precision strike, the attack result is treated as +2
higher for the combat maneuver.

CALLED SHOT, GREATER (COMBAT)

You are especially adept at precision targeting.

© Prerequisite: Improved Called Shot, Int 16, level 10.

© Benefit: You may make a called shot as a standard action,
and the penalty for called shots decreases to -2.

© Special: Members of the Razor class who take this feat do
not gain the listed benefits. Instead, you gain the ability
to spend 2 Resolve Points to roll the attack roll twice and
take the better roll.

CALLED SHOT, IMPROVED (COMBAT)

You are especially adept at precision targeting.

© Prerequisite: Called Shot, Int 14, level 6.

© Benefit: You no longer provoke attacks of opportunity
for attempting a called shot in melee. Additionally, the
penalty decreases to —3.

© Special: Members of the razor class who take this feat do
not gain the listed benefits. Instead, if they hit their target
with a precision strike, the attack result is treated as an
additional +2 higher for the combat maneuver.

CITY SPRINTER

You are skilled at moving quickly through forbidding parts
of cities.
© Prerequisite: Street Smarts.
© Benefit: You do not treat crowds as difficult terrain. You
also gain an additional +2 bonus on Acrobatics checks
to move along rooftops and on slippery sections of city
streets and sewers.
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CHROMED

You gain cybernetic augmentations.
© Prerequisites: Must not have the Chromed class feature,
have a friendly contact with a chromer.
© Benefits: You gain two cybernetic augmentations which
are at least two item levels lower than your character level.
These augmentations are free.

CRAFT CYBERTECH

You can design, create, and repair cybernetic augmentations.
© Prerequisite: 5th level, Medicine 5 ranks, Engineering
5 ranks.
© Benefit: You can create, modify, and repair cybernetic
augmentations using the Engineering skill, following the
normal rules for crafting by item level.

CRIMINAL REPUTATION

Your acts of audacious larceny have endeared you to the
criminal underworld.
© Prerequisites: Diplomacy 5 ranks, Intimidate 5 ranks.
© Benefit: You gain a +2 circumstance bonus on Diplomacy
and Intimidate checks when interacting with criminals,
whether they're individual thieves and cutpurses or criminal
organizations. If you have 10 or more ranks in one of these
skills, the bonus increases to +4 for that skill.

CUTTER

You are proficient at bypassing firewalls.
© Prerequisite: Trained in the Computers skill.
© Benefit: You gain a +2 bonus on Computers checks made
to hack through firewalls.

DEMOLITIONIST

You have been taught, either by the military or on your own,
how to handle explosive materials without needing too many
cybernetic replacements afterwards.
© Prerequisite: Engineering 6 ranks.
© Benefit: You gain a +2 bonus to Engineering checks made
in regard to explosive devices. Additionally, explosives you
create ignore 1 point of hardness per 3 ranks in Engineering.

DOUBLE TAP EXPERT (COMBAT)

You have learned that the surest shot is another shot.
© Prerequisites: Dex 15, level 5.
© Benefit: Once per round, you may spend two Resolve Points
and consume 2 rounds of ammunition with a single attack
to roll the attack roll twice and take the higher result. This
ability may only be used with ranged weapons with which
you are proficient which are small arms and longarms.

DOUBLE TAP MASTERY (COMBAT)

You instinctively ensure that your enemy stays down.
© Prerequisites: Double Tap Expert, Dex 16, level 10.

© Benefit: You may now use the double tap expert feat
and spend only one Resolve Point to do so. Additionally,
whenever you reduce a foe to 0 hp, you may choose to
immediately make another attack against that creature
with a small arm or longarm.

DRIVE-BY (COMBAT)

You're especially adept at firing personal weapons from

a vehicle.

© Prerequisite: Pilot 1 rank, Base Attack Bonus +1.

© Benefit: The penalty you take while using small arms to
fire from a vehicle is reduced by —2

EDUCATED

You spent countless hours gaining a formal education in a

specific field of study. You still retain a lot of that information.

© Prerequisite: Trained in the selected skill, must be taken
at 1st level.

© Benefit: Choose one skill which can be used to recall
knowledge, and you may take 10 on the chosen check
when attempting to recall knowledge, even when distracted
or threatened.

EXTRA CELEBRITY

You have more Influence Points than the average idol.
© Prerequisite: Media Idol ability, 5th level.
© Benefit: You gain two additional Resolve Points which are
designated as celebrity resolve points. You begin each day
with these points.
© Special: You may take this feat in addition to the Extra
Resolve feat. This also counts as that feat for prerequisites.

EXTRA NANITES

You can use your healing nanite injections more often.
© Prerequisite: Healing Nanites class ability.
© Benefit: You gain two more uses of your healing nanites
per day.

EXTRA PSYCHIC POWER

You have unlocked additional powers within your mind.
© Prerequisites: Must know two psychic powers.
© Benefit: You gain an additional psychic power. To learn
the power, your character level must be 2 higher than
the minimum level at which a you could learn the power.
© Special: Zeeks must learn powers from their chosen disci-
pline while phreaks can learn powers from any discipline.

EXPANDED PSYCHIC RESEVOIR

You have unlocked hidden psychic power.
© Prerequisites: Must know four psychic powers.
© Benefit: Your psychic points reservoir increases its capac-
ity by 3.




FERAL THROWBACK (RACIAL)

The animalistic instincts from your genes manifest more
strongly than those of other hybrids.
© Prerequisite: Hybrid.
© Benefit: You gain a +2 insight bonus on all Intimidate
and Perception checks. Additionally, you gain a +2 insight
bonus to Survival when tracking.

FIXER

You are fantastic at making fast friends.
© Prerequisite: Charisma 14, Bluff 3 ranks, Diplomacy 3 ranks.
© Benefit: Choose an NPC whose attitude toward you is
friendly, and an ally. You may act as a go-between for the
ally and the NPC, putting them in touch and allowing
the NPC’s starting attitude to be friendly toward the ally.

GLOBAL DATANET CRAWLER

The Global DataNet is a deep and dangerous place, with hackers,
roaming Als and who knows what else lurking about. Only
the persistent and the patient find the info that they want,
and you have those qualities in spades.
© Prerequisite: Computers 3 ranks, Diplomacy 3 ranks.
© Benefit: Whenever you need to obtain information which
another skill could be used to recall, you may spend 1d10
minutes making a Computers check at a —2 penalty. Treat
the result as if it were the relevant skill check to recall
information about the topic. You may retry this check,
but each subsequent check on the same topic is made at
a cumulative —2.

GUN FU INITIATE (COMBAT)

You have dabbled in the way of the gun and know its most
basic secrets.
© Prerequisites: Acrobatics 1 rank, Small Arms Proficiency,
Wis 13.
© Benefits: You may spend a Resolve Point to enter a height-
ened state of awareness. While in this state, you treat your
level as your base attack bonus when making attacks with
small arms until the end of your turn, or you may instead
choose to gain your Wisdom modifier as an Insight bonus
to armor class.

IMPROVED INTERFERENCE

Your TAP is even harder to crack.
© Prerequisite: Interference.
© Benefits: Your TAP’s Hack DC increases by 2. This stacks
with the bonus from the Interference feat.

INTERFERENCE

Something about your electromagnetic signature makes your
TAP harder to crack.
© Benefits: You gain a +2 bonus to the DC required to hack
your TAP.

J. DOE

In a world where many people try to stick out and be seen

as unique in order to get noticed, it can be just as useful to

look like one of the masses, and you have learned how to use

your plain looks to your benefit.

© Prerequisites: Cha 12 or lower.

© Benefits: You gain a +4 bonus to Stealth and Disguise
checks because of your unremarkable appearance
and manner.

© Special: If your Charisma rises above 12, you lose the
benefits of this feat.

KILL-BOX COMMANDO

You have a nose for ambushes, with a knack for both spotting

them and planning them. Some folks would rightly call you a

steaming, honorless pile of toxic roach feces, but honor does

you no good if you're dead.

© Prerequisites: Perception 3 ranks, Stealth 3 ranks.

© Benefit: You gain a +2 insight bonus on initiative,
Perception, and Stealth. If you have 10 or more ranks
in both Perception and Stealth, this bonus increases to
+4 insight.

LOGICAL THINKING

While purely biological creatures can be swayed by something
so simple as a curvy body features or other things called
“pretty,” you are a being of pure logical thinking, a gift of
your programming.
© Prerequisite: Android, or Bioroid.
© Benefit: Characters making Charisma-based skill checks
against you do not benefit from their Charisma modifiers.

MILITARY TRAINING

You've served in a regimented military unit. Whether that
unit was part of a private corporate force, army, or freelance
mercenary unit, it's hardened your edge, and taught you some
hard lessons about loyalty and teamwork.
© Prerequisite: Proficiency with Longarms, must be taken
at 1st level.
© Benefit: You gain a +1 bonus to all saves made while
within 30 ft of an ally.

OFFENSIVE DRIVER (COMBAT)

Your knack for vehicular combat is a sight to behold.
© Prerequisite: Vehicular Combat.
© Benefit: Treat all ramming damage done by a vehicle you
are driving as if it were two levels higher.

ONE WITH THE STREET

Bum, loafer, street rat, the people of the street are called
many demeaning names from those on top, but if they ever
venture down into the dirtier side of the concrete jungle, you
soon teach them that the rats are kings and queens of that
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world, knowing where to find anything, who to talk to, and

who to avoid.

© Prerequisites: Sprawler, or Stealth 2 ranks, Survival 2 ranks.

© Benefit: You gain a +2 insight bonus on Stealth and Survival
checks when you are in an urban area. The bonus improves
to +4 insight bonus when you have 10 or more ranks in
either Stealth or Survival

OVERCLOCK CYBERWARE

You have modified some of your cyberware to operate in a
highly optimized mode.
© Prerequisites: Extra Resolve, Cyberware in the relevant
slot, Con 16.
© Benefit: Choose a system in which you have a cybernetic
augmentation installed. You gain the overclocked cyberware
ability of the overborg archetype for that slot and reduce
your Resolve Point Pool by one.
© Special: You may select this feat multiple times, each time
choosing a different cybernetic augment.

PHYSICAL MARVEL

You possess inherent physical prowess

© Prerequisites: Simulacra, hybrid, or Acrobatics 2 ranks,
Athletics 2 ranks.

© Benefit: You get a +2 insight bonus on Acrobatics and
Athletics skill checks. If you have 10 or more ranks in one of
these skills, the bonus increases to +4 insight for that skill.

PSI HUNTER

Once content to hunt up any bounty that came your way,

you now specialize in tracking down zeeks.

© Prerequisites: Sense Motive 3 ranks.

© Benefit: You are resistant to psychic effects, even beneficial
ones. You must make a save against all psychic effects at
a +2. Additionally, you can use the sense motive skill to
determine if a target has psychic powers. Make a sense
motive against a DC of 13 plus the target’s CR. If you suc-
ceed, you determine if the target has psychic powers or
not, and if you beat the DC by 5 or more, you know the
name of two of them.

© Special: If you have the psychic resistance racial trait, this
ability stacks with that one.

PSYCHOVISUAL DISPLAY

Your psychic powers have a visual and auditory component
most powers don'’t have.
© Prerequisite: Must be selected at 1st level.
© Benefit: Your powers have a visual component that makes
it easy to know where the effects originate from, and make
them hard to ignore. Select a general theme and look for
the effects of your powers, and all powers adhere to This
theme. For example, you might say all your telekinesis
powers are accomplished by manipulating a billowing cloud
of smoke. This theme is purely visual and auditory and has
no mechanical effects other than those listed in this feat.




You cannot conceal the use of any power. Creatures
who can see and hear you take a -2 to their AC while
they can see and hear you because the visual display is
very distracting. Because they are aware of the nature of
your powers, and the source of the effects, they gain a +2
to saves against your powers.

© Normal: Most powers are very subtle and not easily noticed.

PUSH CYBERWARE

You have learned to get more out of your implants.
© Prerequisites: Wisdom 14, cybernetic implant, level 4.
© Benefit: You may select a cybermonk technique that is a
push technique and learn it with this feat so long as your
level is at least 2 levels higher than the minimum level at
which a cybermonk could learn that ability, and you have
a cybernetic implant in the Associated system. You follow
the same rules for costs and duration that are found in
the cybermonk techniques description of push abilities.
© Special: You may take this feat multiple times, each time
selecting a different push technique.

TRACEUR

Parkour is a useful skill to have in the concrete jungle, be it

to roll, vault or bounce through a building ground or a sea

of people, and you are surely going to get from point A to

point B faster than any other.

© Prerequisite: Dex 13, Athletics 1 rank.

© Benefit: You ignore difficult terrain and obstacles up to
half your height while running or charging. You must
carry a light load and wear light or no armor to benefit
from this feat.

L
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TRACEUR MASTER

Your ability to traverse varied terrain is inhuman.

© Prerequisites: Dex 15, Athletics 3 ranks, Traceur.

© Benefit: You are always treated as having a running start
when making an Athletics check to jump. Additionally,
you can move across vertical surfaces so long as you start
and finish your move on a horizontal surface. You must
carry a light load and wear light or no armor to benefit
from this feat.

TUNNEL RAT

Sometimes in the urban jungle you need to go from point

A to B using unconventional shortcuts and paths such as

ventilation shafts or sewers; a dirty but sneaky road awaits.

© Prerequisites: Dex 13.

© Benefit: You can crawl at half movement speed without
provoking attacks of opportunity.

VEHICULAR COMBAT (COMBAT)

You are skilled at handling vehicles in combat.
© Prerequisite: Skill Focus: Pilot.
© Benefit: Once per round when your vehicle is dealt colli-
sion damage, you may spend a Resolve Point as a reaction
and make a Pilot check. If your Pilot check result is greater
than the opponent’s Pilot check, then the collision damage
from the attack is reduced to half.
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STREET CRED

Freelancers live and breathe by their standing with the people
in the know, with the potential employers and the certain
rivals. Even your enemies think twice if your cred is high
enough. Getting it is hard, keeping it is harder, and the worst
part is, you have to cash it in to get anything out of it. Sure,
everyone can know you're the toughest Razor on the block,
bleeding edge tech and a swagger that lets the lesser people
know to steer clear, but that's not enough. Street cred is credit,
its cryptos in the bank with people who can help you. No one
trusts a person who never cashes that account, especially
when it’s a big one.

TRACKING STREET CRED

Characters in Interface Zero have street cred measured as a pool
of points. They accumulate street cred through their actions,
when they gain a level, and when they achieve success. They
lose street cred when they fail, break promises, and when they
stay out of circulation. Street cred is tracked in two numbers,
the total amount of street cred and street cred spent. These
numbers will be different; characters will gain or lose street
cred, changing the total, during play. They will also spend
street cred. If the total street cred ever falls lower than the
amount spent, the character goes On the Outs (see Losing
Street Cred, below) and suffers penalties. Total street cred is
written to the left of the slash. The number to the right of the
slash is the spent street cred. If the amount spent is equal to
the total street cred, the character cannot spend any more.

GAINING STREET CRED

Every character starts with an amount of street cred equal to
their level + their maximum resolve points. When they gain

TABLE 2:9: GAINING STREET CRED

either their street cred goes up. From there they have to earn
their names the hard way.

Yeah, you could just sit back and hope the natural
accumulation of street cred as you level up keeps you afloat,
but the social account that backs your name won't grow much
or fast. You have to back up those words with some deeds
or people will forget about you. Worse, they'll not take you
seriously. The following table outlines how street cred can
go up, the things you can do to build it, and the ways you
can manage it. Keep in mind that a big part of street cred is
not just the deeds you do, but making sure the right people
know about it.

Beef

Picking a fight is one way to defeat a foe, but starting a long-
term rivalry boosts street cred much more than simply splat-
tering some punk’s brains across the pavement. It is also a lot
safer because a beef is about talk, not action. The target of a
beef needs to have a CR at least equal to the character's level.
Maintaining this beef is a time consuming process and requires
at least eight cumulative hours every month. As long as the
beef is maintained, the character gains street cred equal to
half the target's CR.

Boost the Feed

Social media savvy characters are going to make sure they are
not just out there, but that they are on the right networks,
the right apps, and in the eyes of the right people with the
right message. It takes 8 cumulative hours and a successful
Culture or Computers skill check with a DC equal to 10+ the
character's level to gain 1 street creed this way. Be careful
though, social media is a double edged sword and the wrong
word or image in the wrong place can bring things down, see
Flub in Losing Street Cred on page 82.

STREET CRED GAINED

SOURCE
Beef 1/2 target's CR
Boost the Feed 1

Defeat a Foe
Fashion
Flash and Flair
Hang Around
Manage Social Media
Splash Some Money Around
Successfully Complete a Job

Upgrades

Character's level

Difference character level and foe's CR +1

1 per 1,000 cryptos, max 5,000 cr/ level

Up to half character level

1 per 48 hours/ month

1 per 48 hours/ month

1 per 1,000 cryptos, max 5,000 cryptos/ level

Difference in equipment level




Defeat a Foe

When you bring down an opponent, and they don't have to
be dead just out of the action and at your mercy, your street
cred goes up. However, it has to be a foe that is a challenge,
taking out a bunch of kid gangers doesn’t count for much if
you're the baddest Ronin that's hit the sprawl this week. You
gain the difference between the foe's CR and your level +1
in street cred. If the foe's CR is one or more lower than your
level, you get nothing. Pick on someone your own size. If the
character has a beef with the defeated foe, they gain bonus
street cred equal to half the foes' CR and the beef ends.

Fashion

People react to the hottest trends because, well, they're the
hottest trends. For every 1,000 cryptos you spend on purely
decorative items, right shoes, right shades, right haircut, right
chromed up plating, your street cred increases by 1. However,
there is a limit to how far you can go before people start
seeing you as all shine and no metal. You can only spend
5,000 cryptos on fashion in order to gain street cred. This limit
resets when a character goes up a level as now they have the
skills to back up their look.

Flash and Flair

Getting things done builds cred, but getting things done with

style, that's what really counts. It is up to the GM if a charac-
ter completed a job with flash and flair, and if they did, they

can get a street cred bonus of up to half their character level.

Hang Around

Sometimes you just have to be seen to be known. Hanging
around may not seem like much, but it is critical to landing
the sweet jobs. Of course it has to be at the right place and
the right time, and that varies from sprawl to sprawl. Every
month that a character spends at least 48 cumulative hours
hanging out in hot spots or just in the neighborhood, they
gain 1 street cred.

Manage Social Media

Your face is going to be splashed across everyone's TAP feed
at some point, might as well get out in front of that noise.
Managing your social media takes time and energy, but it is
important to keep the right image out there. Some of this
is simply putting your words, deeds, and images out there.
Some of it is fighting off those trying to take you down a peg
and working to take someone else down while you are at it.
Every month that a character spends at least 48 cumulative
hours managing their social media they gain 1 street cred.

Splash Some Money Around

Spending a lot of money shows how rich and powerful a char-
acter is. This money isn't spent on gear; it is spent on living a
gratuitously consumptive life. Buying rounds of drinks at the
bar or nightclub, making extravagant and pointless purchases
(a gene mod tiger for example), and living the high life. The
downside is this lifestyle has to be kept up, meaning that a

one-time purchase might yield a bit of street cred but living
large for months is where it is at. The character gains 1 street
cred for every 1,000 cryptos spent splashing some money
around. However, splashing around too much money makes
people suspicious and draws the wrong sort of attention, they
type that wants their cut of those cryptodollars. You can only
spend 5,000 cryptos on fashion in order to gain street cred.
This limit resets when a character goes up a level as now they
have the skills to back up their look.

Successfully Complete a Job

Nothing inspires fear and admiration like success. When the
character completes a job or mission, is successful, and gets
paid (and not screwed over by the client) they gain a number
of street cred equal to their character level. It is the GM'’s
prerogative to determine if a job was completed successfully
and was difficult enough to count. No one's cred goes up
doing the easy work.

Upgrades

Nothing inspires the right attitude in onlookers like having
the best tech. Whenever a character replaces a piece of their
equipment, be it armor, weapons, technological items, or
even cyberware, with a piece of higher level, they gain an
amount of street cred equal to the difference between their
old gear and their new.

Example: Razor Tony is looking to boost his street cred. He
is 3rd level and just came off a good job that gave him 4 street
cred. His street cred stands at 25/10, plenty of room to spend
but Razor Tony wants to be a big shot. After getting the payoff
he spends some of it upgrading his assault rifle and hand guns,
for a difference of 3 levels, yielding 3 street cred. Tricked out in
some of the latest tech, he saunters around the neighborhood
being seen and talking to people. This is Hang Around, and
after putting in the requisite 48 hours over the next month he
gains 1 street cred. Not being a computer person he chooses to
also spend 48 hours over the next month managing his social
media, you have to take some pics of that flashy new gun you
know. This yields another 1 street cred, giving him a total at
the end of the month of 30/10, just in time for another job to
come down the wire.

LOSING STREET CRED

Street cred comes and goes, that’s just a truth of life. You
might be the hottest ticket in town this week, but dog meat
the next. Losing street cred is a dangerous thing; it might even
put you back at the bottom of the barrel. Worse, people no
longer fear or respect you. If the loss becomes too big it might
even put you under your spent street cred rating, which can
make life really difficult.

Bad Actors

You can lose street cred by more than just failing to live up to
the hype. People might fear you, but they don't want to help
you and certainly don't want to hire you if you are nothing
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TABLE 2:10: LOSING STREET CRED

SOURCE

STREET CRED LOSS

-Penalty to Charisma-based skill checks equal to 2 x character level

Bad Actors Up to character's level
Defeat CR of foe
Failure to Complete a Job Highest CR encounter on the job
Flub Character's level
Lying Low Character's level/ month
On the outs
Run-Down 1/2 Character's level

but a liability. Sure, you can be the slickest rat in sewer, but if
you screw over your allies, fail to come to your friend's aid, or
just anger the wrong people your street cred will suffer. The
amount is up to the GM, but should be no more than the
character's level. This applies every time they betray a trust.
Every single time.

Defeat

When you go down your street cred takes the ride with you.
Every time your character is knocked unconscious in combat
or starts dying you lose street cred equal to the CR of what-
ever nasty put you on the ground, minimum 1. Yeah it sucks,
but insult tends to pile on with injury. If the person who laid
the character out is someone you have a beef with, the loss
is doubled.

Failure to Complete a Job

If you get hired to do a job and fail to do it, you lose street
cred. The bigger the job you fail, the bigger the loss. You think
that store clerk is going to be scared of a Ronin who can't
even complete a milk run? Think again. When you fail a job
you lose street cred equal to the highest CR in the job, rather
you encounter it or not.

Flub

If a character attempts to boost the signal on their social media
and rolls a 1, they lose street cred equal to the character's level.
The bigger you get the harder you will fall.

Lying Low

You have to be seen to have any cred, but sometimes the heat
is on and you need to hide out for a time. This means cutting
off your social media feed as well whoever is looking for you
can rack you that way. For every month a character spends
lying low they lose an amount of street cred equal to their
character level. Equally, if the character spends the majority of
their time among corporates, high society, or others outside
of the world of hard knocks and streets they lose street cred
just as if they were hiding out.

On the Quts
If your street cred drops below your spent street cred rating,
you are on the outs. All Charisma based skill checks suffer a

penalty equal to 2 x your character level. You simply aren't
welcome in your usual haunts, clients stop calling and won't
return your calls, and your social media footprint is nothing
but how much of a hair bag you are.

Run-down

You can gain street cred for being at the top of style or spend-
ing money to make friends and influence people. Both show
success through ostentatious consumption. You can lose it
by going in the other direction. You might talk the talk, but
if you don’t walk the walk people won't recognize you as
being a person to be respected and feared. Every month a
character needs to spend an amount of cryptodollars equal
to their character level x10. This does not count towards
the Fashion or Splashing Money Around options to acquire
street cred, this is just maintenance, the bare minimum to
not look like you live in the slums and eat out of garbage cans.
It goes up with character level because the more competent
you are the more competent you need to look for people to
believe you. If a character fails to meet this minimum monthly
maintenance they lose an amount of street cred equal to half
their character level.

Example: Tony's last job went upside down and some corp
security nozzle head knocked him out. The security guard was
not just some rent-a-cop, but a highly paid and trained CR 2
goon. This costs Razor Tony 2 street cred, bringing his total to
28/10, plus the job was a bust. Although they never got that
far, there was some gene mod mutant thing in the basement,
a CR 4 monstrosity, which costs another 4 street cred, bringing
Razor Tony down to 24/10.

SPENDING STREET CRED

Just having street cred is not enough, why have it if you aren't
going to use it? Spending it should not be a problem if you can
keep accumulating more but spend too much and things can
go downbhill fast. If a character doesn't spend any street cred
in a month, they lose street cred equal to their character level.
People get tired of waiting for the hammer to come down.
Spending street cred is not rubbing a lantern and getting a
genie to come out. It usually takes time to spend street cred,




TABLE 2:11: STREET CRED BENEFITS AND COSTS

EXPENDITURE COST (IN STREET CRED)
Allies Ally's CR x2
Better Pay 1
Do You Know Who | Am? 1
Favors Varies
Goods 1
Services 1

you have to find the right people and talk to them. Assume
most instances require an hour of legwork for each point
spent. The exception is Do You Know Who | Am, which is
spent as part of an action to make a skill check. A character
can only spend an amount of street cred on one use equal
to their character level.

Allies

Your street cred can sway people to help you out. These allies
are willing to fight alongside you, but they can also serve as
lookouts, runners, or other non-combat roles. Their morale
is not the highest, if things go south expect them to cut and
run, but as long as you look like you are going to come out
on top they stick with you. An ally costs an amount of street
cred equal to their CR x2, minimum 2, and you cannot have
more allies in your service than your Charisma bonus. Allies
remain in your service for one month, but you can spend street
cred equal to their CR to keep them on for another month.

Better Pay

When you take a job you can leverage on your reputation to
get better pay. For every street cred you spend you increase
your pay by 10%.

Do You Know Who | Am?

By far the simplest use of street cred is to rely on your rep-
utation to get things done. For every point of street cred, a
character spends they gain a +1 bonus on a Charisma-based
skill check.

Favors

If you are hot stuff people will want to do things for you, and
all you have to do is ask. These favors can run the gamut from
putting you up for the night to running messages or errands.
No one will take a risk that will likely lead to death for you
but hiding you from the police or bounty hunters for a short
time is certainly possible. The amount of street cred this costs
depends on the size of the favor, and the closer it comes to
risking life and limb the more it will cost you.

Goods

People will just give you things if you are famous, popular, or
scary enough. Sometimes you have to ask, other times they
just do it because they like you, or want you to like them. A

BENEFIT

Gain an ally

+10% pay on job

+1 bonus on Charisma based skill check
Varies

500 cryptos worth of goods

Effective skill +4

character can get free goods, 1 street cred gets them 500
cryptos worth of goods.

Services
Leaning on people or simply asking them to help since you

are such a big deal can get them to use their skills in your aid.

When this expenditure is chosen, the character picks a specific
skill for the service. The person performing the service has
an effective skill bonus of +4 for one street cred, with each
additional street cred spent increasing that bonus by +2.

Example: Tony is going to take a job infiltrating a corps’

R&D lab and stealing some data. While planning the job, he
decides he needs to spend some street cred to bolster his chance
of success. First he leans on a friend who is in the know about
corporate culture, choosing the Services expenditure. This costs 1
street cred for an effective Culture +4, and Tony spends 2 more
street cred to raise this to a +8. The friend comes through and
gives Tony the information he is looking for.

As part of the job the team needs some lookouts. He could
go for some allies, but those are expensive. So instead he spends
some street cred to get the local gangers to do him a solid. This
is a low risk favor, so the GM says it will cost 2 street cred to
get a pair of lookouts during the job. All this costs, and Tony's
street cred goes from 24/10 to 24/15. If this job goes south he
might end up close to being on the outs, never a good thing for
a freelance skull breaker like Tony.
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MEDIC TREATMENTS

Treatments encompass a number of medical procedures
that a medic can perform quickly in emergency situations.
Performing a treatment takes little to no time, as the medic
has prepared patches, hypos, nanites, and other delivery
systems with a variety of medicines, making the medic ready
for nearly any eventuality.

ADMINISTERING TREATMENTS

A medic can administer any treatment she knows, as long as
she has access to her medical tools, has at least one working
hand, and can concentrate. All treatments have a range of
touch and target one individual, unless otherwise noted in a
treatment’s description. Treatments cannot affect targets in
heavy armor unless specified, such as for a nanite cartridge
weapon. A medic can administer a treatment to herself so
long as she meets the other requirements of administering it.

Administering a treatment, including loading it into an
injection, requires considerable concentration and thus lowers
your defenses, which can provoke an attack of opportunity if
you are in an enemy’s threatened space. When you prepare
a treatment, you may spend a Resolve Point to increase its
effectiveness, gaining the potent effects for that treatment.

If you take damage while attempting to administer a treat-
ment, the treatment automatically fails and any Resolve Points
or class abilities used to modify the treatment are lost. However,
you can concentrate in a dangerous or harsh environment, even
if you are taking ongoing damage, such as from bleeding or
being on fire. This is not true if the condition or environment
prevents you from being able to use your tools or at least one
of your hands. For example, you could not concentrate during
extremely violent weather, such as a tornado.

GRAPPLING OR PINNED

You cannot administer treatments while being grappled or
pinned, as you cannot reach your tools or use your hands.

MEDIC LEVEL

A treatment's effectiveness often depends on the medic level
of the administering character. You can administer a treatment
at a lower medic level than your own, but the chosen medic
level must be high enough for you to administer the treatment
in question, and all the treatment’s level-dependent features
must be based on the chosen medic level.

If a class feature or other special ability changes your
effective medic level, that change applies to all effects based
on medic level, such as duration and HP healed.

DESCRIPTIONS

The treatments in this section are presented in the format
described below.
Name: The name by which the treatment is generally known.
Type (Subtype): A type encompasses a collection of treat-
ments that function similarly. Treatments are divided into
the following types.
© Boost: Boosts temporarily improve the performance of
the body or mind. A boost typically adds a bonus to ability
scores, saving throws, or other rolls or checks.
© Transgenic: A transgenic treatment uses temporary gene
maodification to produce changes in the subject. A trans-
genic treatment can also be the injection of transgenic
organisms, usually harmless bacteria modified with human
DNA to produce the necessary chemical compounds for
the treatment.
© Damaging: A damaging treatment uses chemicals or
nanites to interfere with normal physiological function. It
might be a medicine that shuts down organ function or
nanites that puncture arterial walls. These always prompt
a Fortitude save.
© Diagnostic: Diagnostic treatments are not exactly treat-
ments, but scans or tests used to quickly and accurately
determine a subject’s health status. Diagnostic treatments
may be used on targets in heavy armor.
© Healing: Healing treatments remove damage, both to
HP and ability scores, counter toxins and infections, and
restore normal physiological function.
© latrogenic: latrogenic treatments intentionally harm or
have a negative effect on their target. Many medics will
not use iatrogenic treatments at all, and generally, their
use is considered immoral.
© Mind-Affecting: Some iatrogenic treatments involve
hallucinogens and other compounds that confuse or trick
the mind. These mind-affecting treatments always prompt
a Will save. Such treatments can affect cyborgs, since they
still have a biological brain, assuming the medic can get
the treatment past their armor.
© Pain: A pain treatment causes debilitating pain with-
out actually harming the subject. Creatures without a
Constitution score are immune to pain.
Minimum Medic Level: Many treatments have a minimum
medic level required to learn them. A medic cannot learn
a treatment if its minimum medic level is higher than her
medic level. If a medic chooses to use the treatment at a
reduced level, the treatment cannot be used at a level below
its minimum medic level.
Treatment Time: Most treatments require 1 standard action
to administer. A treatment that takes 1 round to administer
requires a full-round action. Its effects begin just before the
beginning of your next turn. This does not affect your next
action, and you may take the next turn as normal. When you
begin to administer a treatment that takes 1 round or longer,
you must concentrate until just before your next turn (at least).




If you lose concentration before you finish administering it,

the treatment does not take effect.

Duration: A treatment's duration describes how long its

effects last.

© Timed Duration: Many treatments last for some number
of rounds, minutes, hours, or other time increment.

© Instantaneous: These treatments take effect immediately,
though their consequences may be long lasting.

© Discharge: The occasional treatment lasts for a set duration
or until triggered or discharged, whichever comes first.

Saving Throw: The saving throw entry in a treatment defines

which type of saving throw the treatment allows and describes

how saving throws against the treatment work.

© Negates: The treatment does not affect a subject that
succeeds on the saving throw.

© Partial: The treatment has a lesser effect on a subject that
succeeds on the saving throw.

© Half: The treatment deals half damage (rounded down)
to a subject that succeeds on the saving throw.

© None: No saving throw is allowed

© Harmless: The treatment is usually beneficial, not harmful,
but a target can attempt a saving throw if desired.

TREATMENT SUMMARY

latrogenic treatments are marked with an *.

[1st-Level Medic Treatments]

Cognitive Amplifiers: Subject gains bonuses to skills based
on Intelligence, Wisdom, or Charisma.
*Destructive Nanites: Subject takes bleed or regular damage
each round.
*Emetics: The subject gains the sickened condition and may
become nauseated.
*Fatiguing Medications: Subject becomes fatigued. If potent,
the subject instead becomes exhausted.

Heal Condition: Removes a negative condition from
the subject.
*Induced Hyperesthesia: Subject is racked with pain and
has trouble acting.

Mental Stimulants: Subject gains +1 per 3 medic levels to
Wisdom or Intelligence.

Minor Treatment: The medic produces various minor effects.
Optometric Enhancements: Subject gains low-light vision
and bonuses to Perception. If potent, the subject can even
see in the dark.

Physical Stimulants: Subject gains +1 per 3 medic levels to
Strength or Constitution.

Plastic Surgery Nanites: Subject disguises themselves better,
as their appearance is reconfigured.

Quickening Stimulants: Subject gains +1 per 3 medic levels
to Dexterity or Charisma.

Sports-Performance Amplifiers: Subject gains bonuses to
skills based on Strength, Constitution, and Dexterity.

[4th-Level Medic Treatments]
Animal Sense Transgenic: Subject gains the scent ability. If
potent, subject also gains blindsense.

*Disruptive Euphorics: Subject is distracted by pleasure and
takes penalties to attack rolls, saving throws, ability checks,
and skill checks.

Field Healing: Subject gains fast healing.

*Hallucinogenic Delirium: Subject becomes confused and
does not act normally.

*Incompetent Soldier Serum: Subject has trouble aiming
and dodging. If potent, subject becomes slow.

*Phobic Amplification: Causes fear in a subject.

*Powerful Somnifacient: Subject goes to sleep. If potent, the
subject won't wake up.

Rejuvenation Techniques: Cures temporary ability score
damage. If potent, cures ability score drain.

Super Serum: Subject’s fighting ability improves. If potent,
the subject receives more actions in a round.

TAP Medical Monitor Interface: Provides the ability to mon-
itor multiple subjects’ health, and if potent, even diagnoses
toxins at distance.

[8th-Level Medic Treatments]

Anti-Toxins: Treats the symptoms of a disease, poison, or
drug. If potent, cures it.

Cellular Thickening: Subject gains temporary HP.
*Destroy Senses: Subject temporarily loses one sense. If potent,
subject loses it permanently.
*Joint-Locking Toxins: Subject becomes paralyzed.

Mettle Amplifiers: Subject gains resistance to some effects
that prompt Will or Fortitude saves.
*Mind-Control Serum: Subject becomes more compliant
to your requests.
*Musculoskeletal Disorder: Subject takes damage to physical
ability scores.

Nano-Prosthetics: Subject regains a lost sense.

Nervous System Overdrive: Subject dodges blasts better,
gaining bonuses to Reflex saves.
*Neurotoxin Infusion: Subject takes damage to mental abil-
ity scores.
*Organ Destruction: Subject suffers negative levels.

[14th-Level Medic Treatments]
Life-Restoration Techniques: Heals ability damage, negative
levels, and potentially brings a dead subject back to life.
*Memory Erasure: Deletes or even modifies the
subject’s memories.
*Myocardial Infarction: Causes subject to have a heart attack,
weakening or even killing them.
Transgenic Hybrid Amplification: Temporarily alters the
subject into a hybrid.
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TREATMENT
DESCRIPTIONS

latrogenic treatments are marked with an *.

IST-LEVEL TREATMENTS

Cognitive Amplifiers

Type: boost (mental)

Duration: 1 minute/level

Minimum Medic Level: Level 1

Saving Throw: Will negates (harmless)

Carrier nanites enter the blood and inject powerful compounds
through the blood-brain barrier. The subject gains a +1 bonus
per 5 medic levels to all skill checks based on Intelligence,
Wisdom, or Charisma. Checks that take longer than the
duration of this treatment do not receive this bonus.
Potent Effect (1 Resolve Point): The subject feels as if time
has slowed, giving them more time to carefully use a skill.
When attempting a skill check based on Intelligence, Wisdom,
or Charisma, the subject may roll twice and take the better
result. They may do this a total number of times during the
duration equal to their wisdom modifier.

Destructive Nanites*

Type: damaging (latrogenic)

Minimum Medic Level: Level 1

Duration: 1 round/level

Saving Throw: Fortitude negates

The nanites attempt to rend open flesh, tearing and slashing
the subject’s skin. The subject takes 1 bleed damage per 3
medic levels.

Potent Effect (1 Resolve Point): The nanites are better
programmed for their task, seeking out arteries and veins.
In addition to the bleed damage, the subject takes 1 slashing/
piercing damage per 3 medic levels on each round.

Emetics”

Type: damaging (latrogenic)

Minimum Medic Level: Level 1

Duration: 1 minute/level

Saving Throw: Fortitude negates

It's helpful to induce coughing or vomiting in some situations,
but combat is not one of them. The subject gains the
sickened condition.

Potent Effect (1 Resolve Point): An extra-large dose of
normally life-saving medications causes rapid vomiting. The
subject gains the nauseated condition.




Fatiguing Medications®

Type: pain (latrogenic)

Minimum Medic Level: Level 1

Duration: instantaneous

Saving Throw: Fortitude negates

Many helpful medications include side effects that make
the patient feel tired. Large doses of these medications can
cripple an opponent in the heat of battle. The subject gains
the fatigued condition.

Potent Effect (1 Resolve Point): A dangerously high
dosage maximizes its effects. The subject instead gains the
exhausted condition.

Heal Condition

Type: healing

Duration: 1 minute/level

Minimum Medic Level: Level 1

Saving Throw: varies with condition (harmless)

Medics carry a variety of stimulants and medicines to cure
the effects of toxins and other ills. You may remove one of
the following conditions from the subject: dazed, dazzled,
exhausted, fascinated, frightened, nauseated, shaken, sickened,
or staggered. If the condition is being caused by something
with a duration longer than that of the treatment, the subject
will regain the condition when the treatment ends.

Potent Effect (1 Resolve Point): Stronger medicines allow
you to treat more dangerous conditions. You may remove
one of the following conditions from the subject: confused,
cowering, fatigued, panicked, paralyzed, or stunned. As above,
if the condition’s cause has a longer duration, the subject
regains the condition when the treatment ends.

Induced Hyperesthesia*

Type: pain (latrogenic)

Minimum Medic Level: Level 1

Duration: varies

Saving Throw: Fortitude partial

Pain wracks the target’s body, making it hard for them to
concentrate on anything. The subject is dazed for 1 round
per 3 medic levels, but the subject can take one move action
at half speed each round, unlike the normal dazed condition.
Potent Effect (1 Resolve Point): Intense pain stops the subject
from even being able to communicate. The subject is dazed for
1 round per medic level and cannot speak or communicate
in any manner other than screams and gibberish.

Mental Stimulants

Type: boost (mental)

Duration: 1 round/level

Minimum Medic Level: Level 1

Saving Throw: Will negates (harmless)

The subject’s mental faculties are boosted, gaining a +1 bonus
to Intelligence or Wisdom per 3 medic levels. This provides the
usual benefits to all derived statistics including skill bonuses,

but mental stimulants do not give the subject more skill ranks
to spend or more uses of class abilities based on Wisdom
or Intelligence.

Potent Effect (1 Resolve Point): The treatment provides the
bonus to both Intelligence and Wisdom.

Minor Treatment
Type: varies
Duration: varies
Minimum Medic Level: Level 1
Saving Throw: Fortitude negates (usually harmless)
As a medic, you can supply a patient with various minor
improvement to health, well-being, and even entertainment.
These treatments have no side effects. Choose one of the
following effects, or create an effect of similar power, with
GM approval. You must choose which treatment you are
preparing when you prepare the treatment.
Potent Effect (1 Resolve Point): You may double either the
duration of the effect or one of its numeric values.
© Addiction Resistance: The subject ignores their addiction
and its penalties for 1 hour.
© Analgesia: The subject does not feel minor aches and
pains—such as from arthritis, a cold, or a hangover—for
1 hour. For the duration, the subject gains a +2 bonus
against pain effects.
© Clarity: The subject gets a +1 bonus to one attack roll,
saving throw, or skill check made within 1 minute. The
subject must choose to use this bonus before making the
roll to which it applies.
© Hallucination: The subject experiences pleasant hallucina-
tions—such as wandering lights, pleasant music, and playful
surreal animals—for 1 hour. The subject can tell these
visions are not real, but they are distracting, so the subject
suffers a —2 penalty to Perception checks for the duration.
© Intoxication: The subject feels comfortably intoxicated for
1 hour, as if they had consumed a few alcoholic beverages.
© Lucid Dream: If the treatment is given within 1 hour of
the subject falling asleep, they have a lucid dream that is
under their control and lasts for an hour.
© Resistance: The subject gains a +1 bonus on saves for
1 minute.
© Sleep: A willing subject enters a pleasant and restful sleep
for 1 hour unless awakened. If the subject would normally
begin sleeping at this time, they continue sleeping normally
once the minor treatment ends.
© Sobriety: The subject becomes completely sober for 1
hour, negating any penalties of being drunk. Any devices
that detect blood-alcohol level still register the subject’s
inebriation. Alcohol in the system still works its way out
normally, and depending on the amount imbibed, the
subject may still be intoxicated (and suffer the normal
penalties) once the minor treatment ends.
© Tenacity: The subject gains 1 temporary HP for 1 minute.
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© Wakefulness: The subject remains awake for 2 hours without
feeling sleepy and without side effects such as jitteriness.
The subject gains a +5 bonus against drugs or other effects
that cause sleep. This minor treatment simply delays the
subject’s need for sleep and does not count as rest or sleep.
It can be used multiple times in succession, but as the
effect wears off, the subject gains the fatigued condition.

Optometric Enhancements

Type: boost (physical)

Minimum Medic Level: Level 1

Duration: 1 minute/level

Saving Throw: Fortitude negates (harmless)

Carefully programmed nanites make their way into the sub-
ject’s retina, where they enhance its rods and cones. The
subject gains low-light vision and a +1 circumstance bonus
to Perception checks per 4 medic levels. If the subject already
has low-light vision, its range doubles.

Potent Effect (1 Resolve Point): The subject instead gains
darkvision, and the circumstance bonus to Perception increases
to +1 per 2 medic levels. If the subject already has darkvision,
its range doubles.

Physical Stimulants

Type: boost (physical)

Minimum Medic Level: Level 1

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

The subject receives stimulants that push the body to new
heights of almost dangerous toughness, granting a +1 bonus
to Strength or Constitution per 3 medic levels. This provides
the usual benefits to all derived statistics, including HP. These
gained Hit Points are not temporary HP; they are lost when
the subject’s Constitution returns to normal.

Potent Effect (1 Resolve Point): The treatment provides the
bonus to both Strength and Constitution.

Plastic Surgery Nanites

Type: boost (transgenic)

Minimum Medic Level: Level 1

Duration: 10 minutes/level

Saving Throw: Fortitude negates (harmless)

Nanites and certain normally dangerous toxins quickly alter
the subject. They gain a +1 circumstance bonus per 2 medic
levels to Disguise checks to change their voice as well as a +1
circumstance bonus per 4 medic levels to Disguise checks to
change their appearance.

Potent Effect (1 Resolve Point): The subject instead gains a
+1 circumstance bonus per medic level to Disguise checks to
change their voice as well as a +1 circumstance bonus per 2
medic levels to Disguise checks to change their appearance.

Quickening Stimulants
Type: boost (mental and physical)

Minimum Medic Level: Level 1

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

The subject thinks and acts with increased speed and grace,
gaining a +1 enhancement bonus to Dexterity or Charisma
per 3 medic levels. This stimulant provides the usual benefits
to all derived statistics including AC, but it does not give the
subject more uses of class abilities that are based on Charisma.
Potent Effect (1 Resolve Point): The subject gains the bonus
to both Dexterity and Charisma.

Sports-Performance Amplifiers

Type: boost (physical)

Minimum Medic Level: Level 1

Duration: 1 minute/level

Saving Throw: Fortitude negates (harmless)

The nanites attach to muscle, ligaments, and various organs,
injecting powerful compounds into the tissue. The subject
gains a +1 bonus per 5 medic levels to any skill checks based
on Strength, Constitution, or Dexterity. Checks that take more
time than the duration of this treatment do not get this bonus.
Potent Effect (1 Resolve Point): Every movement becomes
precise and mastered. When attempting a skill check based
on Strength, Constitution, or Dexterity, the subject may roll
twice and take the better result. They may do this a total
number of times during the duration equal to the medic’s level.

ATH-LEVEL TREATMENTS

Animal Sense Transgenic

Type: boost (transgenic)

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

This treatment temporarily alters the subject’s olfactory senses,
giving them the acute sense of smell of a bloodhound hybrid
in the form of the scent ability. If the subject already has the
scent ability, its range doubles.

Potent Effect (1 Resolve Point): The treatment also modi-
fies the subject’s hearing to be similar to a bat hybrid, giving
them blindsense 15 feet (hearing). If the subject already has
blindsense, its range increases by 10 feet.

Disruptive Euphorics*

Type: mind-affecting (latrogenic)

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Will negates

Potent drugs cause the subject to feel sweeping pleasure so
intense that they find it hard to focus on anything else. The
subject takes a -1 penalty per 4 medic levels to attack rolls,
saving throws, ability checks, and skill checks.




Potent Effect (1 Resolve Point): The pleasurable sensation
is beyond that of anything the subject has felt before. The
penalty increases to —1 per 2 medic levels.

Field Healing

Type: healing

Minimum Medic Level: Level 4

Duration: 1 round/ level

Saving Throw: Fortitude negates (harmless)

These nanites target the subject’s injuries, knitting them back
together. The subject gains fast healing 1 per 4 medic levels.
Hit Points are healed before Stamina Points.

Potent Effect (1 Resolve Point): The fast healing increases
to 1 per 2 medic levels. Additionally, the subject may heal 1
temporary point of ability damage.

Hallucinogenic Delirium®

Type: mind—affecting (latrogenic)

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Will negates

Potent hallucinogens are injected through the blood-brain
barrier by carrier nanites. The subject becomes confused
and may even think allies are enemies or horrifying monsters.
The subject gains the confused condition, but may attempt a
saving throw each round to remove it.

Potent Effect (1 Resolve Point): The subject believes the
hallucination completely, so they become totally involved in it,
or their fight-or-flight reaction kicks in. The subject does not
receive a saving throw each round to remove the condition.
Also, the subject adds the medic’s Wisdom modifier to any
damage they deal and becomes flat-footed.

Incompetent Soldier Serum*

Type: damaging (latrogenic)

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Fortitude negates

The target finds their ability to fight compromised as nanites
attack their balance and hand-eye coordination. The subject
takes a —1 penalty per 4 medic levels to attack rolls and AC.
Potent Effect (1 Resolve Point): The subject also gains the
staggered condition. The subject can take one move or one
standard action, but not both. Their speed is reduced by 5
feet per 4 medic levels.

Phobic Amplification*

Type: mind-affecting (latrogenic)

Minimum Medic Level: Level 4

Duration: varies

Saving Throw: Will partial

Certain hallucinogenic compounds are known to heighten
the amygdala’s fear response. The target gains the frightened

condition for 1 round per medic level. If the target succeeds

on its save, they instead gain the shaken condition for 1 round.

Potent Effect (1 Resolve Point): The fear increases to the
point that the target becomes panicked, and, if cornered, will
cower instead of fighting back. A subject that succeeds on
its save instead gains the frightened condition for 1 round.

Powerful Somnifacient”

Type: mind-affecting (latrogenic)

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Will negates

May cause drowsiness. Do not operate heavy equipment. A

quick injection of modified drugs puts the subject to sleep.

The target gains the asleep condition. If the target takes any
damage, is shaken or moved, or if any loud noises such as
gunshots go off, the target may attempt a new save with a
+5 bonus to awaken.

Potent Effect (1 Resolve Point): The subject remains
asleep for the entire duration, even if injured, moved, or
otherwise disturbed.

Rejuvenation Techniques

Type: healing

Minimum Medic Level: Level 4

Duration: instantaneous

Saving Throw: Fortitude negates (harmless)

You can restore a patient after damage from toxins and other
effects. Heal 1d4 temporary ability damage to one ability
score of the subject.

Potent Effect (1 Resolve Point): Stronger medications increase
the healing. You may either heal 1d4 ability damage to one
ability score, or you may heal 1d4 ability damage per 3 medic
levels to one ability score.

Super Serum

Type: boost

Minimum Medic Level: Level 4

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

Humans have sought ways to chemically improve their soldiers
since man discovered violence. In 2090, it is easy. The subject
gains a +1 bonus to attacks and AC per 4 medic levels.
Potent Effect (1 Resolve Point): The subject’s muscles are

pushed to their limits, letting them move faster than most.

The subject’s speed increases by 5 feet per 4 medic levels;
this applies to any movement type the subject has, such as
swimming or flying.

TAP Medical Monitor Interface
Type: diagnostic

Minimum Medic Level: Level 4
Duration: 10 minutes/level

Saving Throw: Will negates (harmless)
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You inject the subject with nanites that link your Tendril
Access Processor to the subject’s TAP, which allows for
limited monitoring. The subject must have an active TAP to
be monitored. You may use this treatment once and within
1 minute inject a number of subjects equal to your Wisdom
modifier without paying any extra Resolve Points. While
monitoring a subject, you know if they are alive, hurt, badly
hurt, or dying, but receive no more specific information
than that.

Potent Effect (1 Resolve Point): You use a smarter nanite
sensor, letting you learn more about your subjects. You are
made aware if a monitored subject is hacked or affected
by a toxin. You may make a Medicine check against DC 10
+ the toxin’s save DC, or if they have been hacked, make a
Computer check against DC 10 + the program’s save DC, to
diagnose it through the link.

8TH-LEVEL TREATMENTS

Anti-Toxins

Type: healing

Minimum Medic Level: Level 8

Duration: 1 minute/level

Saving Throw: Fortitude negates (usually harmless)

You carry a number of antitoxins that can be quickly
reconfigured by nanites to counter any toxin. The subject
may ignore all negative effects of a poison, disease, addiction,
or toxin for the duration of this treatment. This treatment
does not cure the effect. Only one poison, disease, or toxin
can be ignored per use.

Potent Effect (1 Resolve Point): The treatment cures the
poison, disease, or toxin, if it is curable. This treatment can
also remove all doses of one drug in the subject’s system,
eliminating all its benefits and penalties, but it does not affect
addiction. You may also use this treatment to attack a target
that can spread or inflict a poison or disease; if the subject
fails a Fortitude save, it cannot spread or inflict the poison
or disease for the duration of the treatment.

Cellular Thickening

Type: healing

Minimum Medic Level: Level 8

Duration: 1 minute/level

Saving Throw: Fortitude negates (harmless)

An uncomfortable tightening ripples through the subject's
body as the cellular walls in their body thicken. The subject
gains temporary stamina points equal to your medic level.
Potent Effect (1 Resolve Point): In addition, the subject gains
1d8 temporary stamina points per 4 medic levels.

Destroy Senses”

Type: damaging (latrogenic)
Minimum Medic Level: Level 8
Duration: varies

Saving Throw: Fortitude negates

You send nanites to attack one of your subject’s senses. The
subject gains the dazzled condition, which applies to all
senses and sense-based rolls. This effect lasts for 1 round per
medic level.

Potent Effect (1 Resolve Point): The nanites concentrate on
one sensory organ and destroy it. The subject permanently
loses one sense of your choice. Depending on the destroyed
sense, the subject also gains the blinded, deafened, or simi-
lar condition.

Joint-Locking Toxins*

Type: damaging (latrogenic)

Minimum Medic Level: Level 8

Duration: varies

Saving Throw: Fortitude partial

These nanites carry modified toxins into the target’s joints,
making it difficult for them to move. The subject is paralyzed
for 1 round.

Potent Effect (1 Resolve Point): The nanites carry a larger
payload of toxins. The subject is paralyzed for 1 minute per
medic level. If the subject succeeds on their save, they are
instead paralyzed for 1 round.

Mettle Amplifiers

Type: boost (physical)

Minimum Medic Level: Level 8

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

Through a complex tweaking of nociceptors, adrenaline, and
dopamine, the subject better resists emotional and physical
attacks, gaining a +1 circumstance bonus per 5 medic levels
to Will and Fortitude.

Potent Effect (1 Resolve Point): Not only can the subject
better resist attacks, but also they can sometimes ignore
them entirely. When the subject fails a Will or Fortitude save
against an effect that has a partial effect on a successful save,
they take the partial effect instead of the full effect. If the
subject makes a successful save against an effect that has a
partial effect on success, the subject instead takes no effect.

Mind-Control Serum*

Type: mind-affecting (latrogenic)

Minimum Medic Level: Level 8

Duration: 1 minute/level

Saving Throw: Will negates

While it does not produce actual mind control, this unethical
mixture of medications leaves the target extremely pliant to
suggestion and feeling a general sense of euphoria that causes
them to trust anyone giving them orders. Treat the target’s
attitude toward anyone speaking to them as friendly. However,
the target gains a +5 bonus to their Will saving throw if you
or your allies are threatening or attacking the target.




The treatment does not enable you to control the target.
The target is unlikely to attempt to harm you, but they’re also
unlikely to attack any of their true friends or allies. You can
try to give suggestions to the target, but you must succeed
at an opposed Charisma check to convince the target to do
anything they wouldn’t ordinarily do (retries of this check
are not allowed).

You cannot attempt this check against the same target

multiple times. An affected creature never obeys suicidal or
obviously harmful suggestions. Any act by you or your apparent
allies that threatens the subject breaks the effect. You must
speak the target’s language to communicate your suggestions,
or else you must be good at pantomiming.
Potent Effect (1 Resolve Point): This treatment now func-
tions even when the target feels threatened. They do not gain
a bonus to their saving throw when threatened, and if you or
your allies threaten or attack the subject, the subject instead
becomes confused for the duration of the treatment, as per
the Confusion treatment. Anyone speaking to the subject
may attempt a Charisma check to convince the subject to do
things that they wouldn’t normally due, including dangerous
or even suicidal actions, but the target gains a +5 bonus to
the check to refuse

Musculoskeletal Disorder*

Type: damaging (latrogenic)

Minimum Medic Level: Level 8

Duration: instantaneous

Saving Throw: Fortitude half

Specially designed nanites carry toxins and sharp blades
to the muscles, ligaments, tendons, and even bones in the
subject’s body. When you use this treatment, choose Strength,
Constitution, or Dexterity. The subject takes 1d4 damage per
6 medic levels to the chosen ability score.

Potent Effect (+1 Resolve Point): By sending more nanites,
you can affect more of the patient’s body. Choose one more
ability score to damage from the list above. You may instead
pay 2 additional Resolve Points to damage all three listed
ability scores.

Nano-Prosthetics

Type: healing

Minimum Medic Level: Level 8

Duration: 10 minutes/level

Saving Throw: Fortitude negates (harmless)

This treatment is actually a number of tiny prosthetics that
you can attach to the subject and connect to their nervous
system with nanites. You may temporarily restore one sense
that the subject has lost, or you may temporarily stop one
sense-dependent effect—such as a hypnotic image or a nau-
seating smell—from affecting the chosen sense, allowing the
target to ignore the effect.

Potent Effect (1 Resolve Point): Choose one of the fol-
lowing two effects. The subject’s treated sense heals over 1

hour, permanently restoring it to full function, or the subject
may ignore all sense-dependent effects for the duration of
the treatment

Nervous System Overdrive

Type: boost (mental)

Minimum Medic Level: Level 8

Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

This treatment amplifies the reactivity of the subject’s motor
neurons and their brain's neural pathways, making them able
to react to danger much more quickly. The subject gains a
+1 circumstance bonus per 5 medic levels to Reflex saving
throws and Initiative checks.

Potent Effect (1 Resolve Point): The amplification is so strong
that the subject also gains Improved Evasion.

Neurotoxin Infusion®

Type: damaging (latrogenic)

Minimum Medic Level: Level 8

Duration: instantaneous

Saving Throw: Fortitude half

Specially designed nanites carry neurotoxins and damaging
tools through the blood-brain barrier. The patient’s mental
faculties are quickly diminished. When you use this treatment,
choose Intelligence, Wisdom, or Charisma. The subject takes
1d4 damage per 6 medic levels to the chosen ability score.
Potent Effect (+1 Resolve Point): By sending more nanites,
you can affect more of the subject’s mind. Apply the damage
to Intelligence, Wisdom, and Charisma.

Organ Destruction®

Type: damaging (latrogenic)

Minimum Medic Level: Level 8

Duration: instantaneous

Saving Throw: Fortitude negates

The nanites begin to target and destroy the subject’s organs.
The subject gains 1 temporary negative level.

Potent Effect (+1 Resolve Point): The nanites are grown
with improved tearing tools. The subject gains 1d4 temporary
negative levels per 6 medic levels.

I4TH-LEVEL TREATMENTS

Life-Restoration Techniques

Type: healing

Minimum Medic Level: Level 14

Duration: instantaneous

Saving Throw: Fortitude negates (harmless)

One of the most powerful treatments in a medic’s arsenal,
this treatment allows you to repair incredibly severe bodily
damage in only moments. By spending 2 Resolve Points, you
can remove all temporary negative levels, remove 1 permanent
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negative level, cure all ability damage, or cure all permanent
ability drain to one ability score in the subject.

Potent Effect (+1 Resolve Point): Anyone watching would
think you have cured death, though, of course, you are merely
resuscitating the subject well after anyone would think it
possible; but you don’t have to admit that. You may bring
someone back from the dead, if you use the treatment within
a number of rounds of them dying equal to your medic level.
The subject is revived with 1 Hit Point and 1 Stamina Point.

Memory Erasure*

Type: mind-affecting, damaging (latrogenic)

Minimum Medic Level: Level 14

Duration: instantaneous

Treatment Time: 20 minutes per 2 minutes of
memory modified

Saving Throw: Fortitude negates

Special tools and techniques allow you to hone in on a subject’s
memories and carefully destroy them, leaving no memory
at all. You can destroy 2 minutes of memory per medic level.
Destroyed segments must be in intervals of 2 minutes and
either occur within the same 24 hours of memory or be
related to the same subject. For example, a 20th-level medic
could erase 40 minutes of memories from one day or erase
20 instances of memory, 2 minutes each, in which the subject
heard the medic’s name or saw them. The subject will realize
they have blank spots if they try to recall deleted memories,
but they will not know what information was lost.

Potent Effect (1 Resolve Point): Improved tools and hard-to-
find medications allow you to more carefully affect memory.
You may now alter memory instead of destroying it. You can
hide the memory loss entirely or even replace real memories
with false ones.

Myocardial Infarction®

Type: damaging (latrogenic)

Minimum Medic Level: Level 14

Duration: varies

Saving Throw: Fortitude partial

By spending 2 Resolve Points, you send nanites into the
patient’s heart, causing a heart attack. The subject gains the
stunned condition for 1 round per your level. If the subject
succeeds on their saving throw, they instead gain the staggered
condition for the duration.

Potent Effect (+3 Resolve Point): The subject’s heart stops
entirely. On a failed save, the subject drops to 0 HP and is dying.
If the subject was already dying, they die. On a successful save,
the subject becomes stunned for 1 round and staggered for
an additional number of rounds equal to your medic level.

Transgenic Hybrid Amplification
Type: boost (transgenic)
Minimum Medic Level: Level 14
Duration: 1 round/level

Saving Throw: Fortitude negates (harmless)

The subject is treated with transgenic compounds that not only
temporarily alter DNA to make them a hybrid, but provide
the matter and energy needed for them to quickly develop
the qualities of the new DNA. When you use this treatment,
choose one hybrid subtype. The subject takes -2 to the listed
negative racial stat, which is considered ability damage and
ends at the end of the treatment duration, and gains +2 to
one of the listed positive stats. Additionally, you choose one
additional racial feature of the hybrid subtype for the subject
to gain. If the subject is already a hybrid, these choices stack.
Potent Effect (1 Resolve Point): The subject gains all qualities
of the hybrid subtype. If the subject is already a hybrid, these
choices stack. Additionally, the hybrid’s natural attacks are
increased by one damage die.




ZEEK POWERS

Those who have developed inborn psionic powers (See the
Zeek character class on page 59) are commonly known as zeeks.
Unlike caster classes found in the Starfinder Core Rulebook,
the Zeek must choose a specific discipline. This discipline
represents how her powers manifest. The following Discipline
Powers are explained below.

CLAIRSENTIENCE DISCIPLINE

The ability to foresee outcomes, probability, and the most
likely future is known as Clairsentience. As a clairsentient,
you are hyper-aware of your surroundings; able to reach
out with your mind and gain information about possible
outcomes of decisions, the true nature of things, and even
gain advantages in combat.

Key Ability Score: Wisdom is the key ability score
of Clairsentience.

Discipline Skill: Perception

DISCIPLINE POWERS

The following powers are available to the clairsentient.

awareness (su)  [EEEE

You have an unnatural awareness of your surroundings and

see and hear things others cannot. As a swift action, choose a

square you can see within 30 feet. You may make a Perception

check as if you were standing in that square.

© Power Boost (Su) [level 6 +]: You may spend 1 Psychic
Point to increase the distance to 90 feet, and when attacking,
you can ignore cover bonuses (other than full cover) to
EAC and KAC for one round.

© Power Surge (Su) [level 10+]: You may spend an additional
Psychic Point to instead choose a square you cannot see,
within 30 feet, and make a single perception check as if
you were standing in that square, or the nearest empty
square to that square. This allows you to see or hear on
the other side of doors, walls, or other barriers.

DiSCERNMENT (Su) [

You have the uncanny ability to determine the best probable
option in any given situation. Once per day, you may spend
a Resolve Point and, as a standard action, concentrate on a
course of action you or your allies are considering. You learn
if the immediate consequences of this action are more likely
to be good, bad, both, or neither good or bad. This ability can
only foresee about thirty minutes into the future.

© Power Boost (Su) [level 6+]: You may spend a Psychic

Point to activate this ability a second time in a day.

© Power Surge (Su) [level 7+]: You may spend an additional
Resolve Point to gain a brief flash of sight that shows you a
vision a few seconds long of the most likely outcome. The
content of the vision is up to the GM. This vision grants little
information, but can show you an individual you haven't
met, or reveal a trap, or likely combat. The information is
cryptic but should be helpful once you are in the situation
where it becomes relevant.

FORESIGHT (su) [T

You are able to sense attacks and vulnerable openings just
before they occur. You may spend a Resolve Point as a swift
action to gain an +2 Insight bonus to either your Attacks or
Armor class until your next turn.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to increase the Insight bonus to attacks to +5.
© Power Surge(Su) [level 7+]: You may spend an additional
Psychic Point to roll a single attack twice and take the
better roll, or instead, force your enemy to re roll their
attack and keep the worse roll.

HYPERCOGNITION (Su)
You can enter an altered state of increased focus where you
rapidly discern, recall and organize information. You may
spend a Resolve Point to gain a +2 Insight bonus to all skills
checks which are made to Recall Knowledge and may make
such skill checks untrained. You can even recall information
you would have no way to know. This effect lasts one hour
per Zeek level, or until you take damage.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to increase the Insight bonus to skill checks to +5.
© Power Surge(Su) [level 10+]: You may spend an additional
Psychic Point to recall information as if you had spent a
week successfully using the Gather Information skill daily
about a subject.

IDENTIFY (Su)
You have the ability to sense the nature of objects. You may
spend a Resolve Point to Identify an adjacent or held object
you can see, using Sense Motive as if it were the relevant skill
check to Identify the object's abilities, creator, properties,
or purpose.
© Power Boost (Su) [level 3 +]: If you have already activated
this power, you may spend 1 Psychic Point to roll the check
twice and take the better result.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point and gain information as if you had rolled a
20 rather than rolling twice.

INSIGHT (Su)
You have a sixth sense about things, which gives you an edge
in many situations. When making a skill check with a trained
skill, you may spend a Resolve Point to gain a +3 insight bonus
to the check.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to increase the insight bonus to +5 instead.
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© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point and choose to roll the skill check twice and
take the better result.

PRECOGNITION (Su)
You gain limited ability to see into the probable future, and
react. This ability is fickle, and isn't always at your command.
You may spend a Resolve Point as a move action and target a
creature with a Sense Motive check. The DCis 15 + the target's
CR. If you beat the check, the GM tells you what the creature
is currently planning to do on their next turn. If the creature
is a character controlled by another player, that player tells
you what the character is currently planning to do on their
next turn. ( All effects of this ability are mind-affecting and
any bonuses to saves against those sorts of abilities should
be added to the check DC.)
© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point to target up to 3 creatures at once with this ability.
© Power Surge(Su) [level 10+]: You may spend an addi-
tional Psychic Point once per day to activate the ability
as a swift action.

PRESCIENCE (Su)
You can sense impending violence just before it becomes
apparent to others. You may spend a Resolve Point to gain a
+2 insight bonus to Initiative for the day.
© Power Boost (Su) [level 4+]: You may spend a Psychic
Point to increase the bonus to +4.
© Power Surge (Su) [level 7+]: You may spend an additional
Psychic Point to roll your Initiative twice and take the
better roll once during the day.

RETROCOGNITION (Su)
You can sense things that happened in the past and can focus
on an area or object and learn about its past. You spend a
Resolve Point as a standard action to begin concentrating.
The sensing of these things can only retrace events backwards,
chronologically, over the last 24 hours.
If concentrating on an area, you gain impressions of the
sorts of creatures that have been there, how long they were
there and how long ago, and the sort of notable events that
happened there as well as the emotional nature of those
events. If concentrating on an object, you gain impressions
of the sort of creature or creatures that owned or used the
object, what they used it for, how long they used it for, and
perhaps how they gained or lost the object. Using this ability
takes 5 minutes to begin working.
© Power Boost (Su) [level 6 +]: You may spend a Psychic
Point to increase time which Retrocognition can retrace
time up to the last week. If it is a place or object you were
familiar with, then the ability may reach backward up to
a month. Using this ability in this way takes 5 minutes
per day retraced.

© Power Surge (Su) [level 9 +]: You may spend an additional
Psychic Point to retrace notable events further. You may

retrace time up to the last month, and if you are familiar
with the location, then you may retrace it over the last year.
Using this ability in this way takes 1 minute per day retraced.

TEMPORAL MENTAL BLAST (Su)
Your mental blast is an invisible psychic assault that disrupts
the subject’s perception of time. You force the distorted
perception of time into the mind of a target within 30 feet,
dealing psychic damage. The target makes a will save against
aDCof 10 + 1/2 your Zeek level + your Wisdom Modifier or
takes half damage. If they fail the save, they take full damage.
(All effects of this ability are mind-affecting.)

Power Boost (Su) [level 3 +]: If they fail the save, they take
a -2 penalty to Reflex saves, and until your next turn. If this
ability is used before a combat encounter has begun, the
penalty also applies to Initiative.

Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to make the Reflex penalty last the duration
of the encounter.

PSYCHOKINESIS DISCIPLINE

The ability to manipulate energy, or charge objects and
creatures with energy, is known as Psychokinesis

Key Ability Score: Charisma is the key ability score
of Clairsentience.

Discipline Skill: Intimidate

DISCIPLINE POWERS

The following powers are available to the psychokinetic.

perensive charce su) PR

You can defend yourself by using unwanted physical contact
to vent your pent-up energy. Whenever an adjacent creature
touches you or makes a melee attack against you, you may
choose to charge that enemy with energy. As a reaction, you
activate this power, and that creature must make a Reflex save
or take energy damage equal to half your Mental Blast damage.
© Power Boost (Su) [level 6 +]: You may spend a Psychic
Point to increase this damage to the full damage of your
Mental Blast, and the creature still takes half damage even

if they make the save.
© Power Surge (Su) [level 10+]: You may spend an addi-
tional Psychic Point to deal an additional 2 damage per die.

ERODING ENERGY (Su)
You may cause a creature that has been hit by your Mental
Blast to take damage over time. Whenever you deal damage
to a creature, you may spend a Resolve Point and that creature
must save against the blast again or take half the damage dice
of the blast again at the start of turn. If the creature saves, they
still take one-fourth the damage of the blast (Minimum 1d6).
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to deal an extra 2 damage per die.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to cause the enemy to save against the blast
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TABLE 2:12: KINETIC DAMPENING ENERGY TYPES

FAVORED ENERGY TYPE OPPOSED ENERGY TYPE
ACID ELECTRIC
COLD FIRE
ELECTRIC ACID
FIRE COLD

again following round or take one-fourth the damage of

the blast (Minimum 1d6).

KINETIC ABSORBTION (Su)
You can ignore and even feed off of energy itself. You may
spend a Resolve Point to begin feeding off energy. Whenever
you would be damaged by your favored energy type, you may
ignore an amount of favored energy damage equal to your
Zeek level from a single attack. This effect lasts for 1 minute
per Zeek level.
© Power Boost (Su) [level 3 +]: So long as this ability is
active, whenever you ignore damage, and still take some
energy damage of your favored type, you may choose to
spend a Psychic Point as a reaction. After all damage is dealt
and recorded, you gain an amount of temporary hit points
equal to the amount you ignored. Temporary hit points
are lost first, before damage is ignored, and temporary hit
points from multiple uses of this ability do not stack with
one another or temporary hit points from other sources.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to become Immune to energy damage of
your favored type for as long as your Kinetic Absorption
duration lasts. You may still ignore an amount of damage
equal to your Zeek level and gain that amount as tempo-
rary hit points.

kinemic ampLiFicarion (su)  [EEEEN

You can amplify a type of energy damage that occurs near you.
You may spend a Resolve Point and emit an aura of damage
amplification. Any ally within 30 feet who makes an attack
with a weapon may choose for half that weapon's damage to
be damage of you favored energy type. If the weapon already
deals two types of damage, the ally may choose which type
should be replaced. This effect lasts a number of rounds equal
to your Zeek level.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to add 1 damage per die to all damage of your favored
energy type dealt by weapons within 30 feet of you.
© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to Increase the damage by another 1
damage per die.

KINETIC DAMPENING (Su)

You can manipulate your favored energy and can reduce the
amount of damage an opposed energy type can deal near

them. you may spend a Resolve Point as a standard action

to create an invisible aura that reduces energy damage of a

type opposed to their own type within 30 feet. Reduce the

damage of the opposed energy type by an amount equal to

half your Zeek level. This effect lasts for a number of rounds

equal to your charisma modifier.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to only reduce the damage dealt to allies. Enemies
still take full damage.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to extend the aura to 60feet.

KINETIC DISARM (Su)

You charge an enemy's weapon with psychic energy, making
it difficult for them to use. You can spend a Resolve Point as a
full action and choose a weapon being wielded by an enemy
within 30 feet. This weapon becomes psychically charged with
energy, and is affected over the next 7 rounds, and you may
not activate this ability again until no weapons are affected
by the ability.

B On the first round, the weapon radiates a sensation that
makes the enemy aware something related to the favored
energy is happening to their weapon (such as it becomes
cool to the touch if the favored energy type is cold).

B On the second round, the weapon deals one-fourth the
energy damage of your Kinetic Mental Blast unless they
make a reflex save with a DC equal to your Kinetic Mental
Blast DC. If they make the save, they may choose to drop
the weapon before they take damage.

B On the third round, the weapon deals half the energy
damage of your Kinetic Mental Blast unless they make
a Reflex save to drop the weapon.

B On the fourth round, the weapon deals the full damage
of your Kinetic Mental Blast unless they make a Reflex
save to drop the weapon.

B On the fifth round, the weapon deals half the energy
damage of your kinetic mental blast unless they make
a Reflex save to drop the weapon.

® On the sixth round, the weapon deals one-fourth the
energy damage of your kinetic mental blast unless they
make a Reflex save to drop the weapon.

B On the seventh round the energy has mostly dissipated
but it still feels as if it has a residual charge.

© Power Boost (Su) [level 10 +]: You may spend a Psychic
Point to effect a second enemy within 30 feet with this
ability as part of the same action.

© Power Surge (Su) [level 15 +]: You may spend an addi-
tional Psychic Point to affect a third enemy within 30 feet
with this ability as part of the same action.

KINETIC DISTRACTION (Su)
You can cause a distraction by mentally causing superficial
damage, noises, or by charging small unattended items in
the area. You may spend a Resolve Point to Feint, using your




Intimidate skill in place of the Bluff skill. You can benefit from

the Improved Feint and Greater Feint feats with this ability.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point on a successful Feint to cause the target to be flat-
footed against allies’ attacks as well.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to cause creatures who are made flat-footed
by this ability to also be considered Off-Target for as long
as they are flat-footed.

knemic intimioarion (su) [N

You can use your ability to manipulate energy to frighten
or bully opponents. You may spend a Resolve Point when
making an Intimidate check to inflict minor energy effects on
the target of the check as well as the immediate environment.
This does no damage but makes it clear that you have the
ability to do so. You gain an insight bonus to the Intimidate
check equal to half your Zeek level.
© Power Boost (Su) [level 3 +]: When you make a target
shaken with this ability you may spend a Psychic Point
to immediately make a second Intimidate check to bully
the target without having to spend 1 minute conversing
with the target.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to instead demoralize all targets within 30
feet with a single check. You may not bully as part of the
same action if you choose this option.

KINETIC MENTAL BLAST (Su)

Your mental blast is an invisible charging of matter that dam-
ages objects or creatures by infusing their material state with
energy. You charge the form of a target within 30 feet, dealing
your favored energy type energy damage to that target. The
target makes a Fortitude save against a DC of 10 + 1/2 your
Zeek level + your Charisma modifier or takes half damage. If
they fail the save, they take full damage.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to deal an additional 2 damage per die.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to deal an extra 2d6 damage.

KINETIC STARE (Su)

You have a domineering gaze that gives others an inkling of

your kinetic power with a glance. You may spend a Resolve

Point and make eye contact with a creature as a standard

action. The creature feels a slight sensation that hints at your

powerful energy and takes a -1 penalty to their saves until

your next turn. This penalty becomes -2 at 10th level and -3

at 15th level.

© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point to extend the duration of this effect for a number of
rounds equal to your Charisma modifier. Only one creature
may suffer this penalty at a time.

© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point make your stare a swift action and

may inflict the penalty on a second creature with a second
activation of this ability.

KINETIC SUNDER (Su)
You may overcharge an object with energy to attempt to
damage or destroy it. You may spend a Resolve Point and as
a full-action and target an object within 30 feet with your
Kinetic Mental Blast. The object may make a Fortitude save
for half damage. If the object is attended, its wielder makes
the save instead.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to ignore hardness for this effect.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to cause the object to explode, dealing half
your Kinetic Mental Blast damage to any creature adjacent
to it. They may make a Reflex save against your Mental
Blast for half damage.

TELEKINETIC DISCIPLINE

The ability to manipulate, move, or interact with objects and
creatures by thought alone is known as Telekinesis.

Key Ability Score: Dexterity is the key ability score
of Telekinesis.

Discipline Skill: Sleight of Hand

DISCIPLINE POWERS
TELEKINETIC BARRIER (Su)

You can spend a Resolve Point as a standard action to create a
nearly invisible barrier of force. The barrier stands vertically, as
a wall, and may have its borders be free standing, or connect
to existing structures such as ceilings, floors, walls, or the
ground. The barrier spans up to an area of 50 feet plus 10 feet
per Zeek level. The barrier lasts for 1 round per Zeek level and
is very difficult to damage. It has a hardness equal to twice
your ranks in Sleight of Hand, and 50 Health Points per point
of Dexterity modifier you possess. Gases and other airborne
toxins may still penetrate the barrier without any difficulty.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to create the barrier horizontally. This barrier may be
used as a bridge or floor and can support up to 100 bulk per
Zeek level. If this amount is exceeded, the barrier vanishes.
You may also choose to create the barrier as a hemisphere,
protecting you and creatures inside, or trapping creatures
inside. You may also choose to spend a Psychic Point to
instead increase the duration to 1 minute per Zeek level.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to increase the hardness to double
your ranks in Sleight of Hand or increase the duration to
1 hour per Zeek level.

TELEKINETIC DEFLECTION (Su) [T

As a reaction, you can spend a Resolve Point to attempt
to mentally deflect an incoming attack. When a creature
attempts to attack you, but before the results of the attack
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are known, you increase your EAC and KAC each by 5 until

the beginning of your next turn. If this would prevent that

attack from hitting, the attack is deflected.

© Power Boost (Su) [level 7 +]: You may spend a Psychic
Point to reflect the attack back on the attacker. Compare
their attack roll -4 to their EAC or KAC. If the attack roll
is higher, they are hit with their own attack. If multiple
attacks are deflected while this ability is active, you may
spend an additional Psychic Point per attack for this benefit.

© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to redirect the attack against any
creature within the attacker's range, comparing the attack
roll -4 to that creature's EAC or KAC (whichever the attack
would target) and resolving the attack against that creature
as normal. If multiple attacks are deflected while this ability
is active, you may spend an additional Psychic Point per
attack for this benefit.

TELEKINETIC DISARM (Su) T

You can spend a Resolve Point and spend a full round action
making a special combat maneuver against a target within 30
feet as if you were adjacent. You use your Dexterity modifier
in addition to your Strength modifier for this maneuver, and
if you fail, the target is considered flat-footed until your next
turn. Disarmed weapons may be flung in any direction and
land 10 feet away from their owner, plus 5 feet for every 5
points by which you beat the DC.

© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point to affect a second creature within 30 feet, using the
same combat maneuver and the same combat maneu-
ver roll.

© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to affect a third creature within 30
feet, or alternately, to roll your combat maneuver check
twice and use the better roll.

TELEKINETIC FLIGHT (Su)

You can spend a Resolve Point as a standard action or reaction

to gain the ability to glide downward and forward from a

height, descending at a rate of 5 feet per round, and moving

forward at a rate of 20 feet per round and turning up to 90

degrees as you like. This prevents falling damage. This effect

lasts for 1 minute per Zeek level.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to instead gain the ability to move as normal while
levitating 5 foot off the ground. This allows you to ignore
difficult terrain, and whenever you roll an Acrobatics or
Athletics check, you may also roll a Sleight of Hand check
and take the higher roll. Alternately, you may target another
creature within 30 feet with the effects of the lower level
version of this ability. This effect lasts for 1 minute per
Zeek level.

© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to fly at a speed of 40 feet per round




with perfect maneuverability. This effect lasts for an hour
per Zeek level.

TeLekiNETIC GRAPPLE (Su) TR

You have learned to use telekinesis to hold a target in place.
You can spend a Resolve Point and spend a full-round action
making a special grapple combat maneuver against a target
within 30 feet as if you were adjacent. You use your Dexterity
modifier in addition to your Strength modifier for this maneu-
ver, and if you fail, your target is considered flat-footed until
your next turn. If you succeed, your target is grappled. Unlike
anormal grapple, the target cannot attempt to escape with a
grapple combat maneuver and may only attempt to escape
using the escape task of the Acrobatics skill. You may only
grapple one creature at a time in this way. You may renew this
grapple as you would a normal grapple without spending an
additional Resolve Point. If the target escapes, however, you
must activate this ability again.
© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point to affect a second creature within 30 feet, using the
same combat maneuver, and the same combat maneuver
roll. Both grapples are renewed with a single roll each round.
You may choose to spend an additional Psychic Point any
time you renew a grapple to gain this benefit again.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point when you activate the ability to auto-
matically pin your target(s) anytime you successfully renew
the grapple.

TELEKINETIC INERTIA (Su) [T

You can spend a Resolve Point as a standard action to gain

an invisible aura of inertial dampening. Your body is coated

in force, and you gain temporary hit points equal to your

Zeek level. These hit points last 24 hours, or until depleted.

Multiple uses of this ability do not stack, new temporary hit

points replace old ones.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to instead gain temporary hit points equal to twice
your Zeek level.

© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to gain the ability to expend your
remaining temporary hit points to gain them as bonus
damage on a single attack, made as a full-round action.
You must specify that you are doing this before the attack
is rolled, and if the attack misses, the temporary hit points

are lost.

TELEKINETIC LIFT (Su)
You can spend a Resolve Point as a standard action to target a
creature or object within 30 feet. That creature must make a
fortitude save against a DC equal to 10 + you Dexterity modifier
+ your ranks in Sleight of Hand or be immobilized and lifted
5 feet off the ground. The creature cannot move from their
space but can take other actions as normal. This effect lasts

as long as you spend a standard action to maintain it each

round, and the creature may make a new save each round.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to target a second creature within 30 feet with this
ability. Both creatures must save against the effect, and you
may maintain the effect on both creatures simultaneously.
Alternately, you may spend a Psychic Point each round to
prevent the creature affected by the lower-level version of
this ability from making a new save when you maintain
the ability that round.

© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to target a third creature within 30
feet with this ability. All creatures must save against the
effect, and you may maintain the effect on all creatures
simultaneously. Alternately, you may spend a Psychic
Point each round to prevent the creatures affected by
the lower-level version of this ability from making a new
save that round.

TELEKINETIC MENTAL BLAST (Su)

Your Mental Blast is a burst of telekinetically thrown objects.

You mentally launch small objects at target within 30 feet,

dealing bludgeoning, piercing or slashing damage to that

target. This damage may be lethal or nonlethal. The target

makes a Reflex save against a DC of 10 + your 1/2 Zeek level

+ your Dexterity modifier or takes half damage. If they fail

the save, they take full damage.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to instead deal force damage with your blast, and
if the creature fails their save, they are treated as if they
had been bull rushed, and are pushed 5 feet away from
you per 3 Zeek levels.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to inflict an additional 2d6 force damage.

TELEKINETICPUSH (Su) [

As a full action, you can spend a Resolve Point to make a special
bull rush combat maneuver against a target within 30 feet as
if you were adjacent. You use your Dexterity modifier in addi-
tion to your Strength modifier for this maneuver, and if you
fail, your target is considered flat- footed until your next turn.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to bull rush all creatures within 10 feet instead. If you
select this as an Improved Power, all bull rushed creatures
are knocked prone.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to roll your combat maneuver check twice
and use the better roll.

TELEKINETIC SHUNT (Su) T

As a standard action, you can spend a Resolve Point to men-
tally move another willing creature across the battlefield.
You may use your mind to move an ally to a square within
15 feet which they are willing to move to. This has no effect
on an unwilling target.
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© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to prevent this movement from provoking attacks
of opportunity. Additionally, the distance moved may
now be up to 30 feet.

© Power Surge (Su) [level 10 +]: You may spend an
additional Psychic Point to move three allies at once with
this ability.

TELEKINETIC SUNDER (Su) [T

As a full action, you can spend a Resolve Point to make a
special Sunder combat maneuver against an attended or
unattended object within 30 feet as if you were adjacent.
You use your Dexterity modifier in addition to your Strength
modifier for this maneuver, and if you fail, any creature holding
the object is considered flat-footed until your next turn. On
a successful check, you deal an amount of damage to the
object equal to your Telekinetic Mental Blast damage. If you
successfully destroy the item in this way, you may choose to
cause the item to Implode, crushing it and dealing the half
the damage to anything inside, or explode, scattering its parts
and dealing half the damage to anything adjacent. Creatures
may make a Reflex save against DC of 10 + your ranks Sleight
of Hand + your Dexterity modifier to take no damage from
the destroyed object.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to deal double your Mental Blast damage to the
object on a successful check instead. Additionally, you
may target vehicles with this ability now.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to roll your Combat Maneuver Check
twice and use the better roll.

TELEKINETIC TRICKERY (Su) [

As a full action, you can spend a Resolve Point to make a

special Dirty Trick combat maneuver against a target within

30 feet as if you were adjacent. You use your Dexterity mod-

ifier in addition to your Strength modifier for this maneuver.

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to effect a second creature within 30 feet, using the
same combat maneuver, and the same combat maneu-
ver roll.

© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point effect a third creature within 30 feet,
or alternately, to roll your combat maneuver check twice
and use the better roll.

Tecexineric voLLey su) PR

You can spend a Resolve Point and make a single ranged attack
as a full action to use your mind to guide your projectiles,
gaining a +2 to the attack.
© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point as part of a ranged full attack, gaining a +2 bonus
to those attacks.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point roll the attack twice and take the

higher roll when you make a single ranged attack as a full
action as part of this ability.

TeLekNeTIc WEAPON (Su) R

You can spend a Resolve Point as a swift action to gain the
ability to attack with a weapon you are holding telekinetically.
The weapon must be less than 1 bulk, and it floats within 5
feet of you, and gains 10 feet of reach if it did not already
have reach. You may attack with it as normal, but using your
Dexterity modifier in place of your Strength modifier. The
weapon may be wielded telekinetically for 1 round per Zeek
level. If it is a ranged weapon, you increase its range by 30 feet.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to extend the reach of your telekinetically wielded
weapon to 15 feet until the beginning of your next turn.
If it is a ranged weapon, you increase its range by 60 feet
instead of 30 feet.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point make a single attack with the weapon
as a full action against any target within 30 feet. Ifitisa
ranged weapon, you increase its range by 100 feet instead
of 60 feet or 30 feet.

TeLekNETIC WRACK (Su) T

You can spend a Resolve Point as a standard action to teleki-
netically crush the internal workings of a creature within 30
feet. The creature must make a save against DC of 10 + your
ranks in Sleight of Hand + your Dexterity modifier or be
staggered for 1 round. This ability doesn't affect constructs.
You may maintain this ability as a move action each round,
but the creature makes a new save each round.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point each round you maintain the ability to prevent the
creature effected by the lower level version of this ability
from making a new save that round. Alternately, you may
spend a Psychic Point to cause creatures who fail their save
to take damage equal to half your mental blast damage.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point when you maintain the ability to both
deny the creature a save and deal damage equal to half
your mental blast damage. Additionally, creatures affected
are stunned instead of staggered.

TELEPATHIC DISCIPLINE

The ability to detect, influence, and contact the minds of
others is known as telepathy.

Key Ability Score: Intelligence is the key ability score
of Telepathy.

Discipline Skill: Sense Motive

DISCIPLINE POWERS

The following powers are available for the telepath.




AGONIZING FEEDBACK (Su)
You can spend a Resolve Point as a standard action to estab-
lish a telepathic feedback loop with any attackers. For the
encounter, whenever you are dealt damage the first time by
a creature, that creature must make a Will Save against DC
14 + your ranks in Sense Motive. If they fail, they take half the
damage dealt to you as nonlethal damage as they experience
the pain they caused you, and experience this effect any time
they damage you this encounter. (All effects of this ability are
mind-affecting.)
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point whenever a creature is effected by this ability to force
them to roll their will save twice and take the lower result.
© Power Surge (Su) [level 10 +]: You may spend an
additional Psychic Point whenever a creature fails their
Will save against this ability to cause this effect to trigger
any time they deal damage to any creature.

AMBIENT AVERSION (Su)
You can spend a Resolve Point as a standard action to begin
emitting a mental aura that induces the most uncomfortable
feelings creatures have, causing creatures near you to associate
you with those feelings, making it difficult for creatures to
attempt to be near you. You emit this aura for 1 hour. Intelligent
creatures whose attitudes are Indifferent or worse toward you
who move within your adjacent squares must make a Will
save with a DC of 10 + your ranks in Sense Motive or treat
your adjacent squares as difficult terrain. If creatures make
the save, they are immune to the effect for its duration. (All
effects of this ability are compulsions, and mind-affecting.)
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point when you activate the ability to increase the aura
to a 10-foot radius around you, and increase the DC to
14 + your ranks in Sense Motive.
© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point as a reaction when attacked by a creature
who failed its Will save to make that creature roll its attack
twice and take the worse roll.

DOMINATION (Su)
You can spend a Resolve Point as a standard action to make
mental contact with a creature and force into their mind the
compulsion to perform a certain action. The creature must
make a Will save against a DC equal to 10 + your ranks in
Sense Motive. If they fail the save, they perform the action to
the best of their ability on their next turn. You may choose to
order the creature to perform one of the following actions:
© Approach: The target moves toward you as quickly as pos-
sible, taking no other actions and triggering reactions (such
as attacks of opportunity) for this movement as normal.
© Drop: The target drops whatever it is holding. It can’t pick
up any dropped item until its next turn.
© Fall: The target falls to the ground and remains prone for
1 round. It can otherwise act normally.

© Flee: The target moves away from you as quickly and
directly as possible for 1 round, taking no other actions
and provoking reactions (such as attacks of opportunity)
for this movement as normal.
© Halt: The target is dazed for 1 round.
(All effects of this ability are compulsions, language-dependent,
and mind-affecting.)
© Power Boost (Su) [level 6 +]: You may spend a Psychic
Point to instead force a more complex compulsion. On a
failed save, you may instead influence the actions of the
target creature by suggesting a course of activity (limited
to a sentence or two). The suggestion must be worded in
such a manner as to make the activity sound reasonable.
Asking the creature to do some obviously harmful act
automatically negates the effect. The suggested course of
activity can continue for the entire duration of the ability,
which is 1 hour per Zeek level. If the suggested activity can
be completed in a shorter time, the effect ends when the
target finishes what it was asked to do. You can instead
specify conditions that will trigger a special activity during
the duration. If the condition is not met before the ability's
duration expires, the activity is not performed. A very
reasonable suggestion imparts a penalty (such as —1 or
-2) to the target’s saving throw.
© Power Surge (Su) [level 10 +]: You may spend an addi-
tional Psychic Point to instead attempt to completely
dominate the creature's will. On a failed save, you establish
a telepathic link with the target’s mind and can control its
actions for the next 24 hours. Once control is established,
the range at which it can be exercised is restricted to line
of sight. If you and the target have a common language,
you can generally force the target to perform as you desire,
within the limits of its abilities. If no common language
exists, you can communicate only basic commands, such as
“Come here,” “Go there,” “Fight,” and “Stand still,” including
the commands outlined in the base Domination ability.
Once you have given a dominated creature a command, it
continues to attempt to carry out that command to the
exclusion of all other activities except those necessary for
day-to-day survival (such as sleeping, eating, and so forth).
Changing your orders or giving a dominated creature a new
command is a move action. The target resists this control,
and any target forced to take actions against its nature can
attempt a new saving throw with a +2 bonus. Obviously
self-destructive orders are not carried out.
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You can spend a Resolve Point as a full action to target a
creature that has failed a Will save caused by one of your
Telepathic powers. That creature's future Will saves against
your abilities are made at a -2 penalty. This effect lasts until
they succeed at a Will save against one of your powers, or 24
hours have passed.
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(All effects of this ability are language-dependent, and

mind-affecting.)

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to also make the creature hear and see minor figments
of their own imagination for the duration. The creature
is now also flat-footed and off target for the duration of
the power.

© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to confuse the target with paranoid
suggestions in addition to the other effects listed. They can
no longer discern friend from foe, and can’t consider any
creature their ally, cannot gain flanking bonuses, benefit
from Aid Another, and in battle they attack the nearest
creature. This effect lasts for the duration of the current
encounter, unless the creature fails another Will save
against your powers. If they do, it lasts 24 hours, or until
they make a save against one of your powers.

nawLueivarion su) [N

You can spend a Resolve Point as a standard action to cause
a creature to believe they see and hear a mild vision of your

own design. The creature must make a Will save against a DC
10 + your ranks in Sense Motive or see a vision that is up to 10
foot by 10 foot, and no more than 30 feet away. The vision is
crafted from the creature’s own mind, and may include details
you're not entirely aware of, such as seeing “the creature’s
mother.” A particularly believable, likely, or reasonable vision
may have a higher save (+1 or +2), while an unlikely vision, or
one designed to elicit an emotional response, may have a lower
save (-1 or -2). This vision may include sounds, but no words
or text. It may include movement, so long as the movement
is within the area of effect. The vision lasts for 1 minute, and
the creature may make an additional save against the effect
at +5 if they physically interact with it. This vision in no way
controls the creature’s actions, but it does cause the creature
to become distracted to some degree for at least 1 round. If
other unaffected creatures interact with the target, the target
may gain an additional save against the vision.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to increase the strength and efficacy of the vision.
It may now include temperature changes of +10 or -10




degrees, as well as smells. The area increases to 30 feet by
30 feet, and the vision may include text or communication.
The creature will be able to make another save at a +5
whenever the vision doesn't naturally communicate with
them. You may spend a movement action each round
controlling the vision.

© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to attempt to affect a number of
additional creatures equal to your Intelligence modifier.
All creatures make a save, and all creatures see and hear
the same vision, though the details may be different for
each creature, such as seeing a different family member in
the vision. If creatures make their save, they may interact
with affected creatures to grant them an additional save
against the vision.

HORRIFYING EPIPHANY (Su) [T

You can spend a Resolve Point as a standard action to make
mental contact with another creature and pull their deepest
hidden fears to the surface. The creature must make a Will
save against a DC equal to 10 + your Sense Motive modi-
fier. If the creature fails this save, they are frightened for 1d4
rounds. (All effects of this ability are language-dependent,
and mind-affecting.)
© Power Boost (Su) [level 4 +]: You may spend a Psychic
Point to either increase the DC by 5 or target an additional
creature per 4 Zeek levels with this ability. All target crea-
tures must be within 30 feet.
© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to increase the duration of the ability

to 1d4 minutes.

MNEMNOMANCY (Su)
You can spend a Resolve Point and make a Sense Motive check
as a standard action while touching a willing or unconscious
creature to search their memories. You use Sense Motive
as if it was any skill that the creature is trained in that also
allows you to Recall Knowledge. Your Sense Motive check
is rolled twice, and you keep the better result to determine
what knowledge you found within that creature's memory.
This can also be used to make Wisdom checks as if you were
that creature attempting to recall general information. In this
case, you make an Intelligence check, rolling twice, and using
your result as if it were that result. If you do not share a lan-
guage with the target or anyone seen in the memory you do
not gain the ability to understand languages spoken or seen
in the memory (All effects of this ability are mind-affecting.)
© Power Boost (Su) [level 5 +]: You may spend a Psychic
Point to increase the power of this ability. Instead, of making
a Sense Motive check, you reach deeply in the mind or
a willing or unconscious creature to extract a specific
memory of an event. This ability can target any willing or
unconscious sentient creature with an Intelligence score of
3 or higher (or a modifier of —4 or higher). If the target is
unwilling to share this memory (or if it would be unable to

share the memory, in the case of an unconscious target), it
can attempt a Will saving throw against a DC of 10 + your
ranks in Sense Motive. If the creature is willing, or fails their
save, you instantly receive the memory and may recall it
as if it had just happened to you, though you understand
that it did not. You may also choose to share a vision of
that memory, in real time, with up to 6 allied and willing
creatures within 30 feet. The vision can be no longer than
1 minute; if the extracted memory is longer than this, the
vision simply ends. The vision includes auditory as well as

visual, haptic, olfactory, and other sensory components.

The vision typically plays a memory that takes place in a
single scene, though it can cut to multiple scenes, if they
are related to the memory and its length allows. The vision
plays the memory exactly as the target experienced it and

from the target’s perspective, so it often lacks context.

The target creature must remain quiet and still while the
vision is shared.

© Power Surge (Su) [level 10 +]: You may spend an
additional Psychic Point to dive deeper and gain up to
5 minutes of memory. You may share this memory with
allies as a vision, just as before. You may also target any
creature you can see within 30 feet without making physical
contact and you may even attempt to target an unwilling
conscious creature with any of these effects, though it can
attempt a Will saving throw against a DC of 10 + your
ranks in Sense Motive. Additionally, You may choose reach
into the target’s mind and modify up to 5 minutes of its
memories in one of the following ways:

® Eliminate all memory of an event the target
actually experienced.

m Allow the target to recall with perfect clarity an event
it actually experienced.

B Change the details of an event the target
actually experienced.

® Implant a memory of an event the target
never experienced.

m [f the target is willing, or fails its saving throw, you
proceed by spending as much as 5 minutes (a period
of time equal to the amount of memory you want to
modify) visualizing the memory you wish to modify
in the target. If your concentration is disturbed before
the visualization is complete, or if the target moves
more than 30 feet away from you at any point during
this time, the effect fails. A modified memory does
not necessarily affect the target’s actions, particularly
if it contradicts the creature’s natural inclinations. An
illogically modified memory is usually dismissed as a
bad dream, a hallucination, or another similar excuse.

MENTAL INTERROGATION (Su)

You can spend a Resolve Point when you make a Sense Motive
check to determine if someone is lying. This grants you and all

allies within 30 feet a +5 bonus on their Sense Motive checks.
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© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point as part of activating this ability to roll your Sense
Motive check twice and take the higher roll.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point as part of activating this ability to also begin
emitting a telepathic aura that makes it very difficult to
lie to you. This aura lasts for a number of minutes equal
to your Intelligence modifier, and creatures attempting
to Bluff while communicating with you must make a
Will save against DC 10 + your ranks in Sense Motive or
find themselves unable to force out the lie. If they fail the
check by 5 or more, they accidentally blurt out the truth.
This effect also grants all Sense Motive checks against that
creature a +5 for the duration.

oveRwHELM (Su) [T

You can spend a Resolve Point as a standard action to attempt

to cause a creature to become overwhelmed with thoughts.

So long as a creature is your Zeek level or lower, you may force

them to make a Will save against a DC equal to 10 + your

ranks in Sense Motive or be dazed for one round.

(All effects of this ability are language-dependent, and

mind-affecting.)

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to increase the DC by 4 and duration to 1d4+1 rounds.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to affect all enemies within 30 feet with
this ability.
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You can spend a Resolve Point to understand the language
of a willing creature you can see and hear for 1 minute per
Zeek level. This allows you to communicate with creature
telepathically as if you share a language and affect them
with language-dependent effects. (All effects of this ability
are mind-affecting.)
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to extend the duration to 24 hours, as well as
becoming able to speak the language for the duration.
© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to treat all creatures as if you shared
a language with them for the purpose of affecting them
with abilities, even creatures with no language such as
most animals.

teceparhic communicarion (Su) RN

You can spend a Resolve Point and touch a creature as a

standard action to form a mental link with a creature, and

the two of you may share 10 minutes’ worth of information

or conversation in an instant. This ability may allow you to

make Charisma- and communication-based skill checks

© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to instead make eye contact with a creature within
30 feet to activate the ability.

© Power Surge (Su) [level 7 +]: You may spend an additional
Psychic Point to instead form a telepathic link with up to
6 other willing creatures within 30 feet. This telepathic
link allows you to communicate with these creatures
as if conversing in real time, and all hear one another
telepathically. You may only have one such telepathic link
active at a time, and creating a new one ends the previous
one. This telepathic link lasts for 24 hours.

TELEPATHIC MENTAL BLAST (Su)

Your mental blast is piercing mental scream. You disrupt the
thoughts of a target within 30 feet, dealing nonlethal psychic
damage to that target. The target makes a Will save against a
DC of 10 + 1/2 your Zeek level + your Intelligence modifier or
takes half damage. If they fail the save, they take full damage.
© Power Boost (Su) [level 3 +]: You may spend a Psychic
Point to cause targets that failed their save to be sickened
for a round, as they are overcome with an intense headache.
© Power Surge (Su) [level 7 +]: You may spend an addi-
tional Psychic Point to increase the duration of the sick-
ened condition to a number of rounds equal to your
Intelligence modifier.

THOUGHT SENSE (Su)
You can focus as a standard action and spend a Resolve Point to
detect and locate creatures within 30 feet that have thoughts
as if you had the Blindsense (thoughts) ability. A creature can
attempt keep its mind clear to avoid detection by this ability
by succeeding at a Bluff check with a DC equal to 10 + your
ranks in Sense Motive, but a creature under the influence
of a mind-affecting effect or condition cannot try to avoid
detection. Creatures under the effects of nondetection or
similar effects automatically avoid detection by this ability.
Unless otherwise stated, constructs, mindless creatures, and
creatures with an Intelligence lower than 2 can't be sensed
this way. This ability lasts a number of rounds equal to your
Intelligence modifier.
© Power Boost (Su) [level 7 +]: You may spend a Psychic
Point to Increase the DC by 5, and gain the ability to focus
as a move action on a creature you have located with this
ability and read their surface thoughts. The creature must
make a Will save against a DC equal to 10 + your ranks in
Sense Motive. If they fail, you hear their surface thoughts
as if they were speaking to you telepathically. This ability
lasts a number of rounds equal to your Intelligence modifier.
© Power Surge (Su) [level 10 +]: You may spend an
additional Psychic Point to improve this ability to act as
Blindsight (thoughts). Seeing a creature with this ability
counts as being able to see them for the purposes of
targeting them with powers.







COMPUTERS IN 2090

In 2090, computers and networks are the nervous system
of society, linking people and things together in ways past
generations could only imagine. Some users can link multiple
drones together and create swarms that are an extension of
their mind. Personal weapons can link with the TAP, becoming
an extension of your body. Those who know how can invade
multiple computer systems or hack the world around them
with the right skills and cutting-edge programs.

The following section gives you everything you need to
know if you want to hack in 2090. We introduce new types of
computers, new uses for the Computers skill, discuss linking
multiple devices to your Tendril Access Processor, and show
you how you can use programs to aid you in your assault on
an individual computer, an entire network, or even someone’s
brain via their TAP.

THE INTERNET OF THINGS

In the early part of the century, a new form of technology
emerged which fundamentally changed how people interacted
with the world around them: The Internet of Things (loT).
loT technology embedded tiny computing systems within a
multitude of objects. The result was a breakthrough which
allowed people to connect wirelessly with a host of devices
that—until that point in time—weren’t things one would
normally think of as computers. Thanks to wireless networking
and Near Field Communication (NFC) technology, devices
such as wearable fitness monitors, home appliances, clothing,
vehicles, smart watches and a host of other items became
networked objects, able to transmit data to and from laptops,
desktop computers and smart phones.

A complete paradigm shift, the loT and NFC changed the
way information technology developers looked at computers
and networking. By 2020, there were an estimated 50 billion
objects making use of this technology. Combined with wireless
computer networking, the Tendril Access Processor, Near
Field Communications, and an advanced form of Augmented
Reality known as hyper reality, the Internet of Things forms
the backbone of today’s Global DataNet, essentially turning
the world into one giant Graphic User Interface (GUI) people
can interact with on every conceivable level.

\N 2090

THE EVOLUTION OF HYPER REALITY

What people in 2090 call hyper reality is the ultimate evolution
of a technology once known as Augmented Reality (AR). In
its inception, Augmented Reality sought to overlay physical
objects and environments with computer generated images,
audio and other sensory modifications.

With the right interface, people were able to view digital
information about an item by pointing their device—usually
a smart phone—at the thing. If the item had AR technology
(usually an AR code), the user could view that information
on their device. Global Positioning Systems (GPS) took the
technology further, allowing users to get information about
their surroundings based on the GPS data in their smart
phones, laptops and tablets. AR games like Pokémon Go® and
Zombies, Run!© took the world by storm, turning otherwise
mundane activities and environments into virtual playgrounds.
Augmented Reality had other real-world applications beyond
games, however.

AR worked wonders in classrooms and research labs across
the globe, allowing students, teachers and researchers to
interact with their lessons and projects in ways which brought
the subject matter to life. Medical students, for example, could
look at a photo of a brain through their smart phone and
see a 3D model and turn it, touch parts of it to reveal more
detailed information. Chemistry students could interact with

“augmented” models of the periodic table and see how these
elements changed when merged with other elements. Biology
students could gain a deeper understanding of molecules,
DNA, diseases, etc. by looking at them digitally.

The military applications of this technology were vast.
Soldiers, for example, made use of AR-enabled head-mounted
displays which downloaded blueprints of buildings and other
topographical and battlefield data into the soldiers' field
of vision.

Augmented Reality advanced at a rapid pace as more and
more corporations introduced new smart devices designed
to take advantage of AR. Devices like flex-paper and smart
glasses rolled out at a rapid pace, but in 2024, the emergence of
headframes changed how people viewed and interacted with
the world around them. A wearable headset like the VR goggles
of the previous decade, headframes merged Augmented




Reality with the real world by transposing AR images into
the wearer’s field of vision, allowing them to view the real and
virtual world simultaneously.

Coupled with AR gloves that used Near Field Communication
technology to wirelessly link to the headsets, people could
interact with augmented—or hyper—objects by reaching
out and touching AR representations of anything from an AR
menu to a company logo.

Over the next 20 years, the technology morphed from
wearable devices to experimental Brain Machine Interfaces
(BMIs). The first was STRAP (Surgical Tendril Remote Access
Processor). STRAP was a highly invasive device, consisting of
a crown of implants fitted at specific parts of the head. While
the direction the technology moved in was sound, STRAP was
highly flawed, causing fugue states, nausea, migraine headaches,
and even brain tumors in some test subjects. By the time it was
approved by the FDA, the technology was already outdated.
STRAP was soon replaced by the Tendril Access Processor.

Created by Dr. Kwame Featherstone (the founder of
Featherstone Industries), the Tendril Access Processor
fundamentally changed the way people in 2090 interact with
computers and the world in general. A biochip about the size
of a fingernail and installed at the base of the skull, the TAP
is a wireless computer and a smart phone, allowing people
to communicate and share data with each other. The TAP is
essentially a living machine, constantly creating new neural
pathways—networks—in the brain which it uses (much like
your thyroid gland) to monitor and control any linked devices
such as cybernetics, vehicles, etc.; even your smart devices
and security features in your home can be linked to the TAP.

Roughly 99.3 percent of all people throughout the solar
system have a Tendril Access Processor installed in their brains,
effectively making them mobile WiFi hotspots. Moreover, the
TAP allows people to interact with any hyper object within
their line of sight. The technology that facilitates this is called
Line of Sight Triggers (L.O.S.T.).

LINE OF SIGHT TRIGGERS

L.O.S.T. makes use of the biological element of the TAP to turn
people’s eyes and hands into sensors which translate digital
transmissions from a person, computer, or hyper object into
elements they can see. If a person isn't directly (or indirectly
through peripheral vision) looking at a device, L.O.S.T. doesn’t
activate and ping it, even though a person might know the
device (such as a Hyper Sign they just passed) is still there.
L.O.S.T. allows you to interact with hyper objects, your
Tendril Access Processor’s GUI, and other computerized devices
by hand gestures that correspond to the virtual X-Y axis in
your field of vision. So, if you swipe at your TAP’s GUI to switch
to a different screen or push a hyper button to bring up a
menu, Line of Sight Triggers approximate your hand’s physical
movement and tell your Tendril Access Processor what to do.
This makes interacting with computers, networks and hyper

WHEN IS THE TAP INSTALLED?

While it is possible to install a Tendril Access
Processor in a baby prenatally it’'s not recommended,
as the child will require multiple surgeries to upgrade
her TAP throughout her childhood until the brain has
fully developed. There is some debate on the exact
year this happens; most people say a TAP shouldn’t
be installed until the person is at least 21—in some
countries, like the North American Coalition, this is
a law—but research has shown roughly 78% of all
teenagers get tapped at some point between ages
14 and 17.

m

reality almost instinctive. It's one of the reasons people call
the TAP Interface Zero.

A WIRELESS WORLD

The world is wireless. Advances in WiFi networks and the
Tendril Access Processor, smart dust (nano processors which
are “seeded” into the atmosphere to enhance connectivity
much like cloud seeding helps generate moisture), and the
development of 21g networks ensure that—under normal
situations— there are almost zero dead zones across the sur-
face of the world, and near-constant connectivity for anyone
who has a Tendril Access Processor.

REMOTE COMPUTER OPERATION

In the Starfinder rules, unless you have the remote hack class
ability, you must be physically at the computer to interact
with it. This is not the case in Interface Zero. Because wireless
computing and loT technology thoroughly dominate the
hyper-real landscape, people only need to have a wireless
connection to their device in order to access and operate it.
In Interface Zero, remote hacking is a setting conceit, not a
special class ability.

That said, in situations where your characters are attempt-
ing to hack a computer or device linked to a computer (like
a weapon, or a control switch for a security camera), this is
handled in two ways, depending on how your characters are
attempting the hack. See page 43 for more information about
the specializations availble to the hacker character class.

HACKING 101

While Interface Zero adds special rules for computers, hyper
reality, and brings other elements to the game such as
microprocessors, networks, and expands on the concept of
artificially intelligent machines, the fundamental core of the
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Computers skill use hasn’t changed: Your character makes a
Computers skill roll at an appropriate DC which varies based
on the type of computer system you are hacking, what you
wish to do, and the computer system’s associated tier or item
level, if applicable. It's a pass/fail transaction: You either succeed
on the roll or you don't, though there are degrees of success
and failure that can have an impact on the consequences of
said failures or successes. The following section outlines the
modifications (if any) made to the original rules and introduces
new rules and uses for the Computers skill.

TYPE OF ACCESS

The types of access haven't changed. There are still three basic
access levels; unsecured access, secured access, and root
access. You can only perform certain actions on a computer
system you have hacked based on your level of access. The
descriptions of these are explained below.

UNSECURED ACCESS

Unsecured access means you can interact with the system when
you are aware of it (and within range) without authorization
of any kind. Most systems do not have anything which may
be accessed with unsecured access other than some sort of
user interface to accept authorization credentials. Some public
computer systems may have a larger variety of functions
available to users at the unsecured access level, like hyper
forms, restaurant menus, information kiosks and things of
that nature.

SECURED ACCESS

Having secured access gives you permission to use certain
types of software installed on a computer system. You can
view databases, operate peripheral devices maintained by
a control module, read, copy, and edit files, and generally
operate the computer system as if you were an authorized
user. If you do not have secured access, you must hack the
computer system using the Computers skill.

ROOT ACCESS

Root access to a system is typically only available to the
owner of a system. This works the same as described in the
Starfinder Core Rulebook, except that in Interface Zero, root
access is needed to deploy malware on a computer system
and perform more complex uses of the Computers skill. In
Interface Zero upgrading to root access only imposes a +10
modifier to Computers skill checks.

THE COMPUTERS SKILL

Interface Zero expands on the Computers skill, presenting a
number of new uses for the Computers skill, and modifying
some existing uses.

CRAFT COMPUTER

Just as is described in the Computers Skill in the Starfinder
Core Rulebook, if you have enough ranks in the Computers
skill, you can build computers. You can build any computer
at a tier equal to half your ranks in the Computers skill. In
Interface Zero, most computers are small enough to fit on your
lap, in your hand, or in your desk drawer. Others are extremely
tiny, ranging from microprocessors embedded into gadgets
you play with, the clothes you wear, to digital hyper objects,
nanocomputers built into body armor, cybernetics, vehicles,
weapons, and even your Tendril Access Processor.

Some are so small they can be coded directly into your
DNA in the form of bioware and INFOware. Indeed, in 2090,
an entire DNA-based server farm supporting a multi-national
megacorporation could theoretically be the size of a laptop or
desktop computer. With the exception of archaic computer
systems, all computers are assumed to have either negligible
bulk or light bulk. Tier does not factor into the size of a
computer, and the miniaturization upgrade is not applicable
for most computers in Interface Zero.

CRAFT NETWORK

If you have enough ranks in Computers, you can link computers
and Tendril Access Processors together and form networks.
Networks can be wired (linked together by cables), wireless,
or even virtualized as cloud networks for the purpose of
sharing software with multiple users without having to install
the software on each individual machine or TAP. Networks
are ranked in tiers from 1 through 10, just like computers.

There are a wide variety of networks in Interface Zero. Some—
like Tendril Access Networks (TAPNets)—are designed to link
relatively few users together, while others are large enough to
support hundreds or even thousands of individual comput-
ers. To keep things simple, characters can only create Local
Area Networks and TAPNets. Anything larger would require
vast sums of cryptodollars and resources only available to
national governments and megacorporations. To create a
network, make a Computers DC 13 check modified by the
number of computers in the network. Success indicates you
have built the network. As per crafting rules in the Starfinder
Core Rulebook, the maximum tier of the network you build is
half your character level, with a minimum of 1.

The number of computers (commonly called nodes) you
can link together is equal to the tier of the network you are
attempting to create, plus your Int modifier. Networks can be
fitted with modules, countermeasures and upgrades.

You can install a number of countermeasures, modules
and upgrades on a network equal to half its tier plus your
Int modifier [(tier+Int)/2]. This restriction does not apply
to any modules, countermeasures or upgrades installed on
a given node.




TABLE 3:1: NETWORK PROPERTIES

MAX MODULES

MAX UPGRADES

TIER MAX NODES MAX COUNTERMEASURES
1 1+Int modifier 1+Int modifier
2 2 +Int modifier 1 +Int modifier
3 3 +Int modifier 1+Int modifier
4 4 +Int modifier 2 +Int modifier
5 5 +Int modifier 2 +Int modifier
6 6 +Int modifier 3 +Int modifier
7 7 +Int modifier 3 +Int modifier
8 8 +Int modifier 4 +Int modifier
9 9 +Int modifier 4 +Int modifier
10 10 +Int modifier 5 +Int modifier

1 +Int modifier

1 +Int modifier
1 +Int modifier
2 +Int modifier
2 +Int modifier
3 +Int modifier
3 +Int modifier
4 +Int modifier
4 +Int modifier
5 +Int modifier

1+Int modifier
1+Int modifier
1 +Int modifier
2 +Int modifier
2 +Int modifier
3 +Int modifier
3 +Int modifier
4 +Int modifier
4 +Int modifier
5 +Int modifier

Cost and Resources required to Create Networks: The
type of network you create has an impact on the total cost to
create it. If you are building a network composed of physical
computers, then you must buy or build each computer, paying
the associated costs to do so. If you are creating a Tendril
Access Network, you do not need to pay any associated costs
(the people and their TAPs are the resource).

Time: The time is takes to build a network depends on the
type of network. If you are networking physical computers in
a building, the time is equal to 10 minutes for each computer,
factoring in the time it takes to move throughout the building.
If you are creating a Tendril Access Network, the time is equal
to 1 minute per TAP.

CRAFT PROGRAM

If you have enough ranks in the Computers skill, you can
code programs. You can build any program of a level equal
to or less than your ranks in Computers. Crafting programs
does not require much in the way of resources, though you
must have access to a computer whose tier is equal to half the
program'’s level. What it does take is time and skill. It takes 1
hour per level of the program to craft. For more information
on the types of programs you'll find in Interface Zero and the
associated costs for building them, see page 125.

DECRYPT DATA

You can decrypt encrypted files with the Computers skill. You
make a skill check as if hacking into a computer whose tier
is equal to 1/2 the level of the program or the DC set by the
encrypt data skill use of the Computers skill.

DELETE PROGRAM

As a full action, you may delete any program running on a
system to which you have root access by making a Computers
check at a DC of 13 + (3 x the item level of the program). If
you succeed, you delete the program, though some effects of
the program may remain after it has been removed.

RESTORING A PROGRAM

You can attempt to restore a program that has been deleted
from a computer system you have root access to. Make a
Computers check at a DC 13 + the item level of a program.
It takes 1 round per item level of the program to recover a
deleted program.

DESTROY/REPAIR COMPUTER SYSTEM OR
MODULE

If you have enough ranks in the Computers skill, you can
destroy or repair modules and computer systems that have
been damaged. You can repair any computer system you
have root access to. The time it takes to repair a system or
module is as follows:
© Module: It takes 5 minutes to repair a computer module
per tier of the computer system on which it is installed.
© System: It takes 10 minutes to repair a computer system
for every tier the computer system has.

DESTROYING A COMPUTER SYSTEM OR MODULE

To destroy a computer system or module, however, you
must attack it. In Interface Zero, this is done by launching
malware against the target computer system or module. Most
malware inflict what is known as stability damage. Stability
damage directly affects the computer system’s ability to stay
connected. Some malware can corrupt a system, destroying
its various components beyond repair. For more information,
see programs on page 124.

EDIT MEDIA

You can attempt to edit files on a system you have gained
access to. This includes audio and video files. This skill use
allows you to customize existing files, replace them with
new files, or scrub them from the system. Make a DC 13 (2
x the tier of the system) Computers check. If successful, you
edit the file. This takes 1 round per tier of the system. Failing
the check may trigger a countermeasure, if one is installed
on the system.

LOL ONIMDOVH
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ENCRYPT DATA

You can encrypt data with the Computers skill. Unauthorized
users cannot read encrypted data. Make a Computers check,
the result of this check sets the DC to decrypt the data.

HACK SYSTEM

You can attempt to hack a system to gain secured or root
access. In Interface Zero, hacking is wireless, and you do not
need to be directly adjacent to a computer to interact with
it, so long as you have a Tendril Access Processor, or some
kind of equipment that lets you interface with Hyper Reality.
The remote hack class ability mechanic and operator in the
Starfinder Core Rulebook enjoy is an overall setting conceit
in Interface Zero. You can attempt to affect any computer
system to which you have line of sight, within range of your
TAP. For more information on TAP ranges, see the Tendril
Access Processor on page 123.

It takes a standard action to hack into a system. Class
abilities can adjust this to a move action, or even a swift
action. If you succeed at the check, you gain secured access
to any part of the computer that is not behind a firewall or
doesn’t require root access. To make Computers skill checks
that require you to have root access, you must upgrade your
access level to root. For more information on upgrading your
access, see the upgrade access use of the Computers skill on
page 108.

Accessing parts of a computer or network behind a firewall
requires an additional Computers check for each firewall.
If you fail a Computers check to hack a system, you might
trigger a countermeasure. If you take 20 on a Computers
check to hack a system with countermeasures without first
disabling or destroying them, the countermeasures are
automatically activated.

LAUNCH PROGRAM

Once you have gained the appropriate access level to launch
a program, you must spend a standard action and make

combat situation.
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WHY SO FAST?

We adjust the time it takes to hack a computer system to a single standard action rather than a number of full
actions based on tier of the computer system to keep things on par with the speed at which other characters act in
combat. This is because many of the things a hacker can do are designed to give the hacker class more utility in a

Hackers can affect their opponents by linking and unlinking devices from their Tendril Access Processor, like
weapons, or certain types of cybernetics. They can launch programs that can confuse their opponents, induce lag,
or even fry their brains by generating heat due to processor overclocking. Hackers can also monitor the TAPS of
their team and protect them against all of those things. In a game where much of combat can be over with in a few
rounds, slowing the process of hacking down almost ensures that the hacker class loses its viability.

M

THE HYPER REALITY

I INTERFACE

The most common computers in 2090 do not use
keyboards, mice, etc. The TAP’s hyper reality interface
handles things like typing via voice to text, while nav-
igation uses L.O.S.T. technology to facilitate actions
like scrolling through content, opening new hyper
panels (think web browser windows/tabs, etc.) and
things of that nature. The newest operating system
for the TAP is Hyper Panel 3.7.

M

a Computers check at a DC 13 + (2 times the tier of the
computer system). If successful, the program executes and
begins running on the computer system. If you fail, the program
doesn’t execute. On a failure by 5 or more, the program must
be removed from AMS and reloaded.

LOAD / SWAP PROGRAM

You can load programs or swap programs out of AMS as a
move action. Hacker class abilities can speed this up to swift
actions or even reactions, depending on the situation and
the program being used.

LINK / UNLINK DEVICE

When a device is linked to a computer system (or TAP) the
user of that system can gain a bonus or special ability if the
device confers it. For instance, a cybernetic implant known
as the Integrated Battle Information System (IBIS) grants a
bonus to attack rolls based on its item level. If you unlink
the IBIS, the user loses that bonus until it can be linked again.

You may link or unlink a device to or from a computer
system to which you have access by making a Computers
check (DC 13 plus 1 for each item level of the device) as a
move action. Some devices may be behind a firewall. If this is




TABLE 3:2: PING AREA TIER MODIFIERS

NETWORK TIERS (MAX TIER 10) MAX COUNTERMEASURES

DC Network Tiers (Max tier 10)
13 Your tier or lower

18 Your tier +1 tier higher
23 Your tier +2 tiers higher
28 Your tier +3 tiers higher
3 Your tier +4 tiers higher
38 Your tier +5 tiers higher
43 Your tier +6 tiers higher
48 Your tier +7 tiers higher
53 Your tier +8 tiers higher
58 Your tier +9 tiers higher

the case, you must hack through the firewall before you can
unlink the device. You may not link or unlink a device with a
higher item level than either your Tendril Access Processor’s
item level (determined by multiplying the TAP’s tier by 2)
or the tier or the computer system the device is linked to.

Example 1: DJ_Warpaint has purchased a shiny new hand-
gun and wants to link it to his IBIS so the cybernetic system
can interface the handgun’s data with his TAP. The handgun’s
item level is 4, which increases the Computers check DC by 4
to link the device, for a modified DC of 17. He rolls a 22, easily
linking the device to his IBIS.

Example 2: DJ_Warpaint and his crew are in a firefight
with the South Side Stormtroopers. One of the Stormtroopers
is raining bullets on the team with a light machine gun with
such accuracy that it's obvious the ganger has it linked to his
IBIS. DJ_Warpaint hacks into the ganger’s TAP and spends a
Resolve Point to immediately make a second Computers check
to unlink the IBIS from the ganger’s Tendril Access Processor.
The modified Computers check DC is 16 (the IBIS has an item
level of 3), and DJ_Warpaint rolls a 20, successfully unlinking
the weapon. The next round, the Stormtrooper starts firing
the LMG again, but is less accurate than he was the last round,
because the bonus his IBIS granted is now gone.

MAP NETWORK

If you have successfully hacked a network, you can attempt
to map the network. To map a network, make a Computers
check at a DC of 13 plus 2 for each tier of the network (max
+20). Mapping a network takes a full action and reveals a
number of nodes on a network equal to half your character
level + your Int modifier and Computers skill ranks, and their
physical location to within one 5-foot square. Mapping a
network does not give you access to these individual nodes,
but you can hack each one normally.

MASK SYSTEM/NETWORK

You can make it harder for others to detect your computer
system network or TAP by setting the identifier protocols
to hidden, effectively masking the system or network. To do
so, make a DC 13 Computers check with a modifier equal
to the tier of the system you wish to mask. Success indicates
you have masked the system. Anyone looking to gain access
to your system or network must first ping the area. The DC
to find a masked system/network is equal to your score on
the Computers check.

If you are attempting to mask multiple systems or networks,
add a +1 for every additional system to the DC of the masking
attempt. The masked systems will remain masked until you
log off the Global DataNet or shut down the masked network.
You must have root access to any system/TAP or network
before you can mask it.

PING AREA

While your TAP is constantly auto-pinging everything within
your line of sight (see Line of Sight Triggers for more informa-
tion) to detect any Tendril Access Processors, hyper objects
and standard computers you can interact with, the TAP does
not automatically detect any networks that require access
authorization or are hidden (See Mask System for more
information). To find those types of wireless networks, you
need to ping the area.

As a full action, you can scan an area to find wireless signals
broadcasting from any networks in range of your Tendril
Access Processor. Attempt a DC 13 Computers check. If
successful, and there are available networks in range, you
become aware of every network with a tier equal to or lower
than the tier of your Tendril Access Processor. The results
don't tell you any specifics beyond the tier of the networks,
though you can scan them to find out more information
(see the scan system use of the Computers skill on_page 112.

LOL ONIMDOVH
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You can also detect higher-tiered networks on a scale of
one tier higher than your Tendril Access Processor’s tier for
every 5 points by which you exceed the DC. See Table 3:2:
Ping Area Tier Modifiers for more information.

Example: Neon_Bright wants to hack the network of the
local police station but doesn't have its GISP address, so she can't
remote in from her squat. Neon_Bright opts to go hang out at
the local donut shop down the street from the precinct station
and ping the area, hoping to find the network signal for the
station. She makes a Computers check of 34. Her Tendril Access
Processor is a tier 3 system, and the police station’s network’s
tier is 6, so she needed to roll a 28 or higher. Neon_Bright is able
to detect all networks with a tier of 7 or lower (3 +4=7), easily
finding the GISP data she needs to remotely hack the network.

QUARANTINE PROGRAM

You may choose to quarantine a program that is affecting a
computer system to which you have root access. Quarantining
a program doesn’t remove the program, but temporarily pre-
vents it from continuing to run on the system. Quarantining a
program is a standard action and requires a Computers check
ata DC of 13 + (2 x the item level of the program).

You may only quarantine a program which has an item
level equal to or less than the number of ranks you have in
the Computers skill. The quarantine will last for a number
of rounds equal to half your character level (minimum of 1
round) plus the item level of any programs you use. Once the
quarantine ends, the program resumes acting on the system.
If you attempt to quarantine the same program again, you
must spend a Resolve Point.

Example: Billy_Black_Eyes has been hacked. The hacker
launched a nasty item level 4 blaster worm which is corrupting
his Tendril Access Processor at a rate of 2 stability boxes per
round. At that rate, the worm will knock him offline in about
9 seconds (His TAP has 6 stability boxes). The program has to
be dealt with, and now. He doesn’t have time to delete it, so he
opts to quarantine the program and stop it from doing any
further damage. Billy attempts a DC 21 Computers check. He
succeeds easily, scoring a 32. Billy is an 8th level hacker and
didn’t use a utility program to aid the check, so the program
won't run again for 4 rounds (half Billy’s character level).

ACQUIRING MULTIPLE GISP ADDRESSES AT ONE TIME

—— —=

Acquiring multiple spoofed GISP addresses can be time consuming if you are hacking each one individually, and
that slows down gameplay. To make things faster, Game Masters should consider allowing a single hack on one
computer system, applying a modifier to Computers checks equal to the number of GISP addresses you are trying to
spoof. So, if you are attempting to spoof 5 GISP addresses, all Computers skill checks for a single hack are made at a
-5 penalty to all Computers checks to gain access and root access. Exactly how long this will take is open to GM fiat.

M

SCAN SYSTEM OR NETWORK

You can attempt to analyze a computer system you are aware
of (see ping area) by making a Computers check at a DC
of 13 + (2 x the tier of the system). The process takes a full
action. Success gives you detailed information about the com-
puter system’s security (the DC to hack it and any modules
or countermeasures it contains). This information grants a
one-time +1 circumstance bonus to hack the system and an
additional +1 for every 5 points by which you exceed the DC.
Failure by 5 or more triggers an alarm countermeasure if the
computer system has one. Additionally, you can scan your
system to detect the presence of unauthorized programs.

SPOOF GISP ADDRESS

You can mask your physical location by spoofing the Global
Information Systems Position (GISP) address of another person
or computer, making it more difficult for others to find you. To
spoof a GISP address, you must gain root access to a computer
system. This can be a standard computer, hyper object, or even
another person’s TAP. Use the rules for gaining root access as
normal. Once you have root access, make a Computers check
at a DC of 13 + (2 x the tier of the system). If you succeed, you
have successfully spoofed the GISP address and may use it to
mask your location. Your score on the roll represents the DC
of the opposition’s Computers check to trace your location.

This effect lasts for 24 hours plus a number of hours equal
to your Intelligence modifier. After that time has expired, the
system(s) are considered to have reset. You no longer have the
protection gained from those spoofed GISP addresses, but you
cannot be traced by the person or persons who attempted
to trace your location in the first place.

Multiple Addresses: You can use a number of spoofed
GISP addresses equal to the ranks you have in your Computers
skill, though you must have gained root access and spoofed
each one. Each additional GISP address beyond this incurs a

—1 penalty on your Computers check, but increases the DC to
trace the GISP by 1 more than the result to spoof the first GISP.




TABLE 3:3: COMPUTER SKILL SUMMARY

USE

Craft
Computer

Craft Network
Craft Program

Decrypt Data

Delete
Program

Destroy/
Repair System
or Module

Edit Media
Encrypt Data
Hack System

Launch
Program

Link/Unlink
Device

Load/ Swap
Program

Map Network

Mask System

Ping Area

Quarantine
Program

Scan System
or Network

Spoof GISP

Trace GISP

Upgrade
access

ACCESS LEVEL
N/7A

N/A
N/7A

N/A

Root

Root

Access
N/A
N/A

Varies by program

Access

Varies by program

Access

root
N/A
Root
N/A
Root
Access

Access

ACTION
N/7A

N/7A
N/7A

N/A

Full action

Varies

St