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so on; that’s where Stellar Options come in. Stellar Options are not about exposition,
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SoOLDIER A JumMP TROOPER
(SoLbDIER ARCHETYPE)

The following class archetypes and their associated

alternate class features can be taken only by soldiers. A result of experiments to integrate experimental
technological upgrades into soldiers, the jump troopers
are outfitted by mercenary companies in efforts to make
mobile combatants.

ALTERNATE CLASS FEATURES

The jump trooper grants alternate class features at 2nd and
6th levels.

INTEGRATED THRUSTERS (EX) 2ND LEVEL

You gain a free jump jet armor upgrade that is integrated
into your body, and therefore does not take up an armor
upgrade slot. It is experimental and unobtrusive, not taking
up an augmentation system. As you progress in your
experiments, it becomes more powerful. At 8th level, and
again at 16th level, the fly speed your jump jets provide
increases by 10 feet.

WEAPONIZED THRUSTERS (Ex) 6TH LEVEL
The jump jets you gained from your integrated

thrusters become versatile weapons in their own
right. Your jump jets also function as a laser pistol with an
item level equal to or less than your class level.

Siece WALKER
(SoLDIER ARCHETYPE)

A mobile artillery platform, heavily armed and armored,
the siege walkers walk into battle with more firepower than
some squads see in a lifetime.

Prerequisites: To take the siege walker archetype you must
have at least 10 Strength and be proficient in heavy armor.

ALTERNATE CLASS FEATURES

The siege walker grants alternate class features at 4th, 6th.
and 12th levels.

Massive FIREPOWER (Ex) 4TH LEVEL

Yourweapons are overwhelmingly powerful. You gain Heavy
Weapon Proficiency as a bonus feat and are automatically
specialized in them. If you are already proficient in heavy
weapons, you instead gain one of the following bonus
combat feats: Deadly Aim, Suppressive Fire, Versatile
Focus, Weapon Focus (Heavy Weapons). Additionally, when
wearing heavy armor, you treat your Strength as 2 higher
for the purposes of heavy weapons.




BuLLETPROOF (EX) 6TH LEVEL

Your armor protects you from the threats you face at range.
While wearing armor, you gain DR/- and resistance to acid,
cold, electricity, fire, and sonic damage, all of which is equal
to half your armor’s item level, and all of which only applies
against ranged attacks.

OVERWHELMING Forck (EX) 12TH LEVEL

You have learned to best harness the force of your attacks
to knock your enemies flat. When you hit an enemy with
a heavy weapon attack, you can spend 1 Resolve Point as
a reaction to attempt a trip combat maneuver against that
target, using your ranged attack bonus plus any modifiers
you gain to trip combat maneuvers.

TiTAN (SOLDIER ARCHETYPE)

A titan is a moving wave of destruction on the battlefield.
Many legacy races have a long tradition of brutal hand-to-
hand fighting that predates the rise of firearms; titans seek
out this ancient training and combine it with gunplay to
become a master of close quarters combat. Unstoppable
juggernauts, titans are often feared for their bloodthirsty
nature and eagerness to leap into combat, but many titans
consider themselves modern (and effective) practitioners
of long-lost martial arts.

Titans are most likely to be soldiers and often have the
blitz fighting style. However, other classes might adopt
the fearsome demeanor and relentless tenacity of a titan.
Solarians and operatives both make menacing titans, and a
charging titan bearing a solar weapon is a terror to behold.

ALTERNATE CLASS FeATURES

A titan grants alternate class features at 2nd, 4th, 6th, and
12th levels.

TrTaN’s GriT (EX)

You maintain an internal reservoir of ferocity and tenacity
to get the job done called Titan Grit. At the start of each
day, you have a number of Titan Grit Points equal to your
Wisdom modifier (minimum 1). Your Titan Grit goes
up or down throughout the day, but usually cannot go
higher than your Wisdom modifier (minimum 1), though
some feats and magic items may affect this maximum.
You can spend either 1 Titan Grit Point or 1 Resolve Point
as a free action when you charge to focus your magical
training into a special havoc charge. You don'’t take the
usual charge penalties when you make a havoc charge,
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you aren’t slowed by difficult terrain, and you add your
character level to the damage of your melee attack made
at the end of a havoc charge.

You recover Titan Grit with the following methods:

Critical Hit with a Firearm or Havoc Charge: Each time
you score a critical hit with a small arm, longarm, or a melee
attack made while performing a havoc charge, you regain 1
Titan Grit Point. Scoring a critical hit against a creature that
isn’t a significant enemy doesn’t restore Titan Grit.

Killing Blow with a Firearm or Havoc Charge: When you
reduce a creature or object to o Hit Points with a small arm,
longarm, or a melee attack made while performing a havoc
charge, you regain 1 Titan Grit Point. If the creature isn’t a
significant enemy, or if the object is unattended or attended
by a non-significant enemy, you don’t regain Titan Grit.

Force SHOTS (Su) 4TH LEVEL

You can imbue your firearms with the same magical
techniques you use to initiate a havoc charge, making
them hit more forcefully and even tear through creatures
resistant to ordinary ammunition. As a move action, you
can spend 1 Titan Grit Point to cause all of your small arm
or longarm attacks to deal force damage instead of their
normal damage type. (The attacks are still made against the
target’s EAC or KAC as normal for the weapon.) This benefit
lasts for 1 round.

Increase your maximum number of Titan Grit Points by 1.

Havoc BARRIER (Su) OTH LEVEL

You use magical incantations to bolster your endurance
as you charge. When you make a havoc charge, you gain
a number of temporary Hit Points equal to half your
character level. These temporary Hit Points are lost at the
beginning of your next turn.

Increase your maximum number of Titan Grit Points by 1.

SHOCKWAVE (Su) 12TH LEVEL

You focus magical energy into your havoc charge. Increase
the damage of your melee attack made at the end of a
havoc charge to twice your character level. In addition,
when you hit an opponent with a melee attack after a havoc
charge, you may spend 1 Titan Grit Point to generate a
shockwave. Creatures within 10 feet of you, including the
opponent you hit, must succeed at a Reflex save (DC = 10
+ half your character level + your Wisdom modifier) or be
knocked prone and take bludgeoning damage equal to
your character level.

Increase your maximum number of Titan Grit Points by 1.
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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 owners
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,
extension, 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 Content
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,
artwork, 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, personas, 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 excludes 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 products or the associated products contributed to the Open Game License
by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, 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.

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

. 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 portion
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 COPYRIGHT
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, independent 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.

Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.
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9. Updating the License: Wizards or its designated Agents may publish
updated 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 permission 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 enforceable.

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