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Eldred Classic Cruiser
The workhorse of the Eldred fleet during the war and 
the many years since. 
ELDRED CLASSIC CRUISER TIER 5 (135 Build Points)
DESTROYER
Size Large
Speed  6; Maneuverability average (+0 Piloting, turn 2)
AC 17; TL 18
HP 170; DT —; CT 34
Shields basic 40 (forward 12, port 8, starboard 8, aft 12) 
Attack (Forward) Railgun (8d4)
Attack (Forward) light torpedo launcher (2d8)  
Attack (Port) gyrolaser (1d8)
Attack (Starboard) gyrolaser (1d8)
Attack (Aft) none
Attack (Turret) coilgun (4d4) 
Power Core Arcus Max (200 PCU); Drift Engine Signal Basic;
Systems basic computer, budget mid-range sensors, crew
quarters (good), mk 3 armor, mk 4 defenses; Expansion
Bays medical bay, escape pods, cargo bays (2)
Minimum Crew 6; Maximum Crew 20
Modifiers +0 Piloting; +0 Computers Complement 12
CREW
Captain Bluff +16 (5 ranks), Computers +11 (5 ranks), Diplomacy 
+16 (5 ranks), Engineering +11 (5 ranks), gunnery +11, Piloting 
+11(5 ranks)
Engineer Engineering +11 (5 ranks)
Gunners (5) gunnery +11
Pilot Piloting +16 (5 ranks)
Science Officer Computers +11 (5 ranks)

Light Cruiser – Large Destroyer Computer check DCs
DC 19 – Large Destroyer, Speed 6, Average Maneuverability, Crew 
Twelve.
DC 24 – AC 17, TL 18, 170 Hull Points, 40 Shields, Power Core 200
DC 29 – Forward facing Railgun
                Port and Starboard Gyrolasers
                Turreted Coilgun
                Forward facing Light Torpedo Launcher
DC 34 – Medical Bay, Escape Pods, 2 cargo bays.

Classic Model Cruiser
    Designed by the Admiralty as a lightly armored, well-
armed craft to fight the war against the Slavern, this cruiser 
went on to serve as the standard anti-piracy and patrol 
vessel of the Fleet until the new Eldred Light Cruiser (Tier 5) 
finally entered service. 
    The Admiralty, unswayed by cost concerns during the war, 
fit a compact reactor with enough output to power every-
thing on the vessel without compromising the hull. Unlike 
later cruiser designs, the wartime Marine complement 
wasn’t given separate barracks from the crew. Ample muni-
tions caches around the ship augment the Torpedo launchers 
in the nose.
    Of the hundreds of these ships built during the war, dozens 
have ended up in private hands either as free merchants or 
pirates. 
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Spark Ecology
Sparks are curious lizards that are found all over 

the galaxy, any world that has ruins from the Old 
Empire will also have Sparks. Due to interstellar trade 
and colonization efforts, Sparks have also been found 
on other inhabited worlds as well. Every Spark ever 
examined is genetically identical with variations in 
members of the species due to environmental, not 
inherited factors. It is theorized the scientists of the 
Old Empire tampered with the Sparks genetic code, 
but no one knows for certain.

A Spark has a pale gray underside, with bright 
cobalt blue scales elsewhere on its 3-foot-long body, 
and weighs about 25 pounds. Sparks tend to live in 
groups, as their power grows in when they are in 
close proximity to others of their kind.

Spark colonies are often found near water, but 
other than that, they will flourish in deserts, moun-
tains, forests, cities, swamps, etc. When a colony has 
been established, sparks become territorial. Sparks 
will attack anyone or anything that intrudes on their 
territory.

Sparks teeth never stop growing so they will gnaw 
on hard materials to keep them short and sharp. 
This gnawing is often detrimental to the fences and 
wiring of remote colonies. The Sparks have a very 
powerful bite force for their size, exerting pressure 
equal to animals ten times their size. The spiny tails 
of the Spark are a powerful weapon. When cornered 
the Spark may bite its own tail while curling up into a 
ball, the creature’s overlapping scales protect it while 
electric shocks deter its enemies and summon allies.

Habitat & Society
Sparks live in cracks in rock formations, burrows or 

nests they build themselves from native materials.
Sparks live in colonies with 30-60 members of all 
ages. They nest and spawn in the most protective 
formations they can find, youth will return to the 
same spawning location when they reach adulthod.

Campaign Role
Often found on colony worlds and the ruins of Old 

Empire planets, Sparks are small scavengers that live 
off smaller creatures and trash left behind by others. 
However, the electrical abilities of the Sparks were 
genetically enghineered into them by the Old Em-
pire to slow the spread of robotic invaders from the 
Saggitarius galaxy.

Predation
A solitary Spark is a timid and hesitant creature—

but when several of them band together they are 
formidable opponents capable of killing creatures 
several times their own size.

A Spark relies on its electrical abilities in combat, 
the lizard tends to use its tail or bite only after its 
shock has rendered an opponent unconscious, or 
when the shock seems to have no effect at all. A 
solitary lizard flees once it delivers its shocks, but if 
other Sparks are nearby, they all home in on their 
comrade’s discharges and attempt to administer 
lethal shocks to their foe. 

Sparks will typically scavenge alone, eating insects 
and hunting small prey by themselves. However, if 
either nearby predators or prey are much larger than 
an individual Spark, they will hunt in packs of 3-4 
for mutual protection and better sucess at hunting 
overall. 

Sparks live for up to twenty five standard years, 
breed every two to three years and lay as many as 
a half dozen eggs in a clutch. They do not breed in 
captivity.

Emergent Behaviors
Sparks are territorial, defending their nests and 

hunting grounds. Sparks will sense the electrical 
discharges of another member of their colony in 
distress and move swiftly to protect them. Sparks are 
unusually hostile to robots and drones intruding on 
their territory.

Sometimes bits of old robots or technology are 
found in a Spark warren, the lizards are drawn to 
technology by its energy signature while scaveng-
ing. Once acquired, many odds bits of scrap become 
chew toys and nesting material. 
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Product Identity: The following items are hereby identified as Product Iden-
tity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open 
Content: All trademarks, registered trademarks, proper names (characters, dei-
ties, etc.), dialogue, plots, storylines, locations, characters, artworks, and trade 
dress. (Elements that have previously been designated as Open Game Content 
are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), 
the game mechanics of this Evil Robot Games product are Open Game Content, 
as defined in the Open Game License version 1.0a Section 1(d). No portion of this 
work other than the material designated as Open Game Content may be repro-
duced in any form without written permission.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark own-
ers who have contributed Open Game Content; (b) “Derivative Material” means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other form in which 
an existing work may be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d) “Open Game Content” means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such 
content does not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as Open Game Con-
tent by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, 
logos and identifying marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, language, art-
work, symbols, designs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, perso-
nas, likenesses and special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which specifically ex-
cludes the Open Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or its prod-
ucts or the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, for-
mat, modify, translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under and in 
terms of this License. You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions may be applied to 
any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 

license with the exact terms of this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original 

material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed 
by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE por-
tion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must 
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, in-
dependent Agreement with the owner of each element of that Product Identity. 
You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content 
except as expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indi-
cate which portions of the work that you are distributing are Open Game Con-
tent.

9. Updating the License: Wizards or its designated Agents may publish updat-
ed versions of this License. You may use any authorized version of this License to 
copy, modify and distribute any Open Game Content originally distributed under 
any version of this License.

10. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written per-
mission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content due 
to statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it enforce-
able.

15. COPYRIGHT NOTICE
Open Game License v 1.0. © 2000, Wizards of the Coast, Inc.

Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: Logan Bonner, Jason 
Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Rad-
ney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Al-
exander Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa 
Guillet, Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F. Wesley 
Schneider, Amber E. Scott, and Josh Vogt.
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