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Key Ability sCore: CoNstitutioN
Your Constitution helps you handle the intensive surgeries, 
countless upgrades, and the battle damage you are sure to 
encounter. A tough aug is a living aug and living through hell to 
come out stronger is what an aug is all about.

ClAss sKills
Skill Ranks Per Level: 4 + Intelligence Modifier
• Athletics (Str)
• Disguise (Cha)
• Engineering (Int)
• Intimidate (Cha)
• Medicine (Int)
• Perception (Wis)
• Profession (Cha, Int, or Wis)

profiCieNCies

Armor Proficiency
Light armor and heavy armor

Weapon Proficiency
Basic and advanced melee weapons, 
small arms, longarms, and grenades

Augments, or “augs”, are those who modify their body for the sake of improving 
their capacity for violence. Some do it through extensive cybernetics, others 
though chemical tampering, integrated weapon systems, or permanent magical 

“upgrades”.
Augments want to turn themselves into huge killer kill-bots, humans who 

undergo radical super-soldier transformation programs, emotionless living 
weapons who go as far as replacing most of their body to be more efficient, or 

even chem-guzzling mammoth mutants.

Aug
7 +  CON Stamina     7 HP
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tAble 1-1: the Aug

level bAse 

AttACK 

boNus

fort 

sAve

ref 

sAve

will 

sAve

ClAss feAtures

1st +1 +2 +0 +0 Transformation Type, 
modification

2nd +2 +3 +0 +0 Aug-slot

3rd +3 +3 +1 +1 Integrated armory, weapon 
specialization

4th +4 +4 +1 +1 Aug-slot

5th +5 +4 +1 +1 Modification

6th +6 +5 +2 +2 Aug-slot

7th +7 +5 +2 +2 Integrated armory

8th +8 +6 +2 +2 Aug-slot

9th +9 +6 +3 +3 Modification

10th +10 +7 +3 +3 Aug-slot

11th +11 +7 +3 +3 Integrated armory

12th +12 +8 +4 +4 Aug-slot

13th +13 +8 +4 +4 Modification

14th +14 +9 +4 +4 Aug-slot

15th +15 +9 +5 +5 Integrated armory

16th +16 +10 +5 +5 Aug-slot

17th +17 +10 +5 +5 Modification

18th +18 +11 +6 +6 Aug-slot

19th +19 +11 +6 +6 Integrated armory

20th +20 +12 +6 +6 Aug-Slot, total respec

Sidebar: Futureproofing
This product was written at a time when only the Starfinder Core Rulebook, Starfinder: First Contact, and Alien 
Archives were released. As such, material released after Alien Archives may be incompatible with the Aug or too 
powerful. If you want to take an option (particularly equipment) from a later book, please consult your GM.
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You may possess any number of integrated weapons 
and armor, up to your maximum allowed by this class 
feature, to any given equipment slot but may only 
equip one at a time (example: you may have 2 kinds 
of integrated armor but can only use one at a time). 
You may assign which integrated equipment is active 
(or not active) at any or all locations as a swift action. 
Integrated weapons cannot be disarmed normally, 
although they may be disabled by abilities such as a 
mechanic’s overload class ability.

Integrated analog melee weapons without the reach 
property can be counted as natural weapons if the 
wielder so chooses. Natural weapons gained in this 
fashion do not benefit from racial traits that enhance 
the damage of natural weapons and retain their own 
weapon profiles. Integrated armor loses any armor 
upgrade slots it has but reduces the ACP by 2 and 
raises the max Dex the armor allows by 1.

When determining the bulk of integrated equipment, 
use the highest value in each equipment slot, ignoring 
the lower bulk ones. If a piece of equipment takes up 
more than 1 equipment slot (such as a two-handed 
weapon) determine what the highest value across all 
those locations would be and take the option with 
more bulk (i.e if 2 integrated one-handed pistols 
would have more bulk than 1 integrated two-handed 
rifle, use the value for the 2 pistols).

weApoN speCiAlizAtioN (ex) 

[3rd level]
You gain Weapon Specialization as a bonus feat for 
each weapon type this class grants you proficiency 
with.

totAl respeC (ex)

[20th level]
As a standard action, you may spend 1 Resolve to trade 
one of your existing augments or armor upgrades 
you have slotted into an aug-slot. You may trade the 
augment or armor upgrade for any augment or armor 
upgrade of an equal or lesser item level. This trade last 
for 1 hour.

trANsformAtioN type (ex) 

[1st level]
At 1st level you must decide what kind of 
transformation you want to undergo. Your dedication 
to this sort of modification to yourself will result in 
dramatic changes to your body and change you into 
a living weapon. Your chosen type of transformation 
will define the kind of modifications you receive. This 
gives you a bonus class skill and a number of related 
abilities.

Aug-slot (ex)

[2Nd level]
At 2nd level and every even level thereafter you gain 
1 aug-slot. An aug-slot may be used for an armor 
upgrade (for any sort of armor) or augmentation. 
If used for an armor upgrade it exists regardless 
of whether you are wearing physical armor- it is 
integrated into your body. If using an aug-slot 
for an augmentation, it can co-exist with 1 other 
augmentation that would normally take up that slot 
(so an aug could have aug-slotted dermal plating and 
normally installed skin of the chameleon). You may 
also use an aug slot to install a personal upgrade. 
Anything that provides a stacking bonus (such as 2 
kinds of dermal plating) does not stack.

Aug-slot items must be of an item level equal to your 
aug level or lower. You must purchase the armor 
upgrade or augmentation but it can be bought at half 
price. Aug-slots are hard to spot, you gain a +2 bonus 
on Disguise checks to hide an aug-slotted armor 
upgrade or augmentation.

iNtegrAted Armory (ex) 

[3rd level]
At 3rd level and every 4 levels thereafter an aug can 
select 1 weapon or armor that they own to become 
an integrated part of their body. The process of 
integrating something take 2 hours and access to a 
basic medical facility, though no check is required. 
When you integrate a piece of equipment, select an 
appropriate equipment slot for it.
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Bonus Class Skill:
Acrobatics

Chemical Augmentation (Ex) [1st Level]:
Select one ability score your race gained a +2 bonus 
to (if your race allows you to chose, select the one you 
choose during character creation). You gain a further 
+2 bonus to this ability score and become proficient in 
all sniper and heavy weapons.

Living Weapon (Ex) [5th Level]:
You gain a +2 bonus on all attack rolls made with 
weapons you are proficient in and a +2 bonus to your 
AC. In addition, you become proficient with powered 
armor.

Intuitive Tactician (Ex) [9th Level]:
You can spend 1 point of Resolve to reroll a failed 
attack roll made by you or one of your allies within 30 
feet of you that you can see and hear. You may spend 2 
to cause an enemy who has successfully hit you with 
an attack roll to reroll that attack roll, regardless of 
their location.

Transhuman (Ex) [13th Level]:
You gain a +2 to an ability score of your choosing. In 
addition, integrated power armor does not require a 
charge to function (as it feeds of your biology).

Übermensch (Ex) [17th Level]:
The +2 granted by your Living Weapon class feature to 
your attack rolls and AC improves to a +4 bonus.

trANsformAtioN types
The following types of transformations represent the most common sorts augs undertakes. Each type of 

transformation lists the modifications you receive as you gain levels.

super soldier
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Bonus Class Skill:
Survival

Chem Beast (Ex) [1st Level]:
The strange concoction of chemicals, stims, new 
additions to your endocrine system, hype up your 
body to an almost feral level. You gain a +2 bonus 
on attack rolls made with melee weapons, unarmed 
strikes, and natural attacks. In addition, you gain 
Improved Unarmed Strike as a bonus feat.

Evolved (Ex) [5th Level]:
Your biology warps and distorts until you are hardly 
recognizable as what you started as. For effects 
targeting creatures by type, you count as both your 
base creature type and an aberration (whichever effect 
is worse). You gain immunity to radiation and acid 
resistance equal to 5 + your level. In addition you 
gain blindsense in a manner of your choosing 
(discuss with your GM) 20 feet if you did 
not already have blindsense. If you already 
have blindsense you may instead 
increase it’s range by 10 feet.

Mutant Growth (Ex) [9th Level]:
You grow one size category.

Mutant Strength (Ex) [13th Level]:
You gain a +2 bonus 
on damage rolls made with 
melee weapons, unarmed strikes, natural attacks, or 
any other attack that adds the user’s Strength to the 
damage roll.

Radioactive (Ex) [17th Level]:
You are a walking toxic dump and can vent radiation, 
literally leaking it from your skin. You constantly emit 
an aura of low-level radiation that you can suppress or 
reactivate as a free action. Creatures within 10 feet of 
you must succeed at a Fortitude save or be sickened. 
A sickened creature recovers as soon as it moves out 
of your aura, and a creature that succeeds at its saving 
throw is immune to your radiation for 24 hours. This 
is a poison effect. The radiation lasts for 1 round.

mutANt
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Bonus Class Skill:
Computers

Partial Conversion (Ex) [1st Level]:
For effects targeting creatures by type, you count 
as both your base creature type and a construct 
(whichever effect is worse). They receive a +2 racial 
bonus to saving throws against disease, mind-
affecting effects, poison, and sleep, unless those effects 
specifically target constructs. In addition, you do not 
breathe or suffer the normal environmental effects of 
being in a vacuum. 
If you already have this benefit from your base race 
(such as an android), you instead gain a bonus combat 
feat.

Efficient Integration (Ex) [5th Level]:
You become proficient with heavy weapons and 
sniper weapons. In addition, integrated longarms, 
heavy weapons and sniper weapons can be wielded in 
one hand at no penalty.

Full Conversion (Ex) [9th Level]:
You become a full construct (technological), although 
you retain any base creature subtypes. You become 
immune to diseases, mind-affecting effects, and 
poisons unless those effects specifically target 
constructs. You do not need to sleep, breath, and you 
suffer no ill effects for being in a vacuum. Unlike 
other constructs you retain your Constitution score 
and calculate Hit Points (and Stamina) normally.

Fully Armed (Ex) [13th Level]:
Integrated two-handed weapons can be wielded in 
one hand at no penalty. Additionally, you no longer 
provoke attacks of opportunity when attacking with 
integrated ranged weapons.

Overkill Protocol (Ex) [17th Level]:
You can spend 1 Resolve Point to fully recharge the 
battery of all your integrated weapons.

Killbot
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Key Ability Score:
A spelljacker can treat either Wisdom or Constitution 
as their key ability score.

Bonus Class Skill:
Mysticism

Runic Spell Tattoo (Su) [1st Level]:
When a spelljacker gains an aug slot, they may chose 
to add a spell, permanently, in its place. The level of 
the spell cannot exceed the spell level indicated on 
Table 1-2: The Spelljacker and must have duration 
of at least 1 minute per level. That effect becomes 
permanently active on you and takes the form of an 
extensive and bioluminescent runic tattoo (though 
other superficial, yet visible, representations of 
magical power are acceptable alternatives).

If the spell requires concentration to function, you 
must concentrate to have it function. If dispelled it 
is instead suppressed for a number of hours equal 
to 1/2 the level of caster of the spell. A spelljacker 
still need to pay for the spell to be cast on them, 
though it is automatically made permanent if the 
spelljacker desires it to be so and has an open aug 
slot. A spelljacker may dismiss a spell in an aug slot 
by partaking in a 6 hour ritual of cleansing. Once the 
ritual is complete, the spell’s duration must run out (as 
it is no longer permanent).

In addition, at 1st level the spelljacker gets 1 
additional aug slot that can only be used to house a 
spell.

Spell Eater (Su) [5th Level]:
When you successfully save against a harmful spell 
(GM’s distinction) you instead consume the energy 
that would have harmed you- you can spend 1 resolve 
point to recover the spell’s level in Stamina.

Magic Addict (Sp) [9th Level]:
When an ally uses a beneficial spell on you with a 
duration of 1 minute or longer, you gain the effects of 
haste for 1 round.

Mystic Charge (Sp) [13th Level]:
You can cast one spell you have in an aug slot as if you 
were a mystic of equal level by expending 1 Resolve 
point.

Supernatural Bastion (Su) [17th Level]:
You gain a +4 bonus on saves against all spells.

spelljACKer

Table 1-2: Runic Tattoos

Level Max Spell Level of 
Runic Tattoos

1st-6th 1st

7th-9th 2nd

10th-12th 3rd

13th-15th 4th

16th-20th 5th
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Bonus Class Skill:
Piloting

Integrated Vehicle (Ex) [1st Level]:
You can transform into a vehicle (not a starship) of 
your choosing that you have bought. At 1st level you 
gain one level 1 vehicle to integrate into yourself 
at no cost. The selected vehicle must be within 2 
size categories of you. You can transform into it 
as a standard action. Any integrated equipment, 
augmentations, and aug slots you have becomes 
integrated into the vehicle and may be utilized as 
though they were bound to the steering column. 
Any other equipment does not benefit you while in 
this form. Apply any adjustments to the vehicle’s stat 
block. You retain your hit points and stamina but 
otherwise inherit the abilities and statistics of the 
vehicle. You, in effect, become the AI for the vehicle. 
You can take on passengers, you in effect count as “the 
driver” (additional mechanical bulk and integrated 
equipment taking up the space). Others may ride in 
you but no one but you can control you.
Upon gaining a new level you may select a new 
vehicle you own to integrate into yourself, replacing 
the old one. Integrating a vehicle works like a 
integrating any other piece of equipment. An 
integrated vehicle’s level may never exceed 1/2 your 
level.

Redline (Ex) [5th Level]:
When in vehicle mode, add 10 feet to your base 
land speed (not your full speed). In addition, when 
ramming someone with your vehicle form you add 
an additional +1d6 to the collision damage. Finally, 
you reduce the damage you take when using the ram 
action by your aug level.

Targeting Systems (Ex) [9th Level]:
You take no penalty for attacking with an integrated 
weapon while in vehicle form, even while moving. 
Additionally, when making a race action you may 
make a single attack at any point of your movement.

Second Form (Ex) [13th Level]:
You gain a second integrated vehicle form, though 
only one can be active at a time. When you gain a new 
level, you may change either integrated vehicle form. 
An integrated vehicle’s level may never exceed 1/2 
your level.

Stable Weapons Platform (Ex) [17th Level]:
While firing an integrated unwieldy weapon you can 
stabilize it in such a way that it can be used repeatedly 
(effectively removing the unwieldy quality). In 
addition, integrated blast weapons do not take the 
normal -2 attack roll penalty when used.

Sidebar: But I Want To Be A Spaceship!
For the sake of playing nice with the rules we 
restricted gear heads from taking ship scale vehicles- 
even if that would be appropriate. If you wish to take 
one, discuss it with your GM as it may be appropriate. 
If nothing else it may make your second form class 
feature more relevant to the party.

geAr heAd
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stAr mAriNe
You are a soldier, born and bred, 

and were then subjected to years of 
military tampering to make you the 

best of the best.
Theme: Mercenary
Ability Scores: A space marine values 
Dexterity and Strength over its mental 
ability scores.
Transformation Type: Super Soldier
Aug Slots: Dermal Plating, Speed 
Suspension, Darkvision Capacitors
Integrated Equipment: Powered 
Armor, Long Arms, Melee Weapons
Feats: Deadly Aim, Toughness,
Combat Feats
Skills: Athletics, Acrobatics, Survival, 
Profession (Soldier)

termiNAtioN uNit 0403

Termination Unit 0403, or “Four-
Three” to it’s few friends, is an 

assassination unit designed to seek out 
fantastic new species... and kill them.

Theme: Xenoseeker
Ability Scores: Four-Three prioritizes 
Constitution and Dexterity.
Transformation Type: Killbot
Aug Slots: Cardiac Accelerator, 
Speed Suspension, Datajack, 
Integrated Equipment: Holoskin, 
Sniper Weapons, Longarms (energy 
weapons), Manacles
Feats: Deadly Aim, Improved Critical, 
Opening Volley, Penetrating Attack, 
Slippery Shooter
Skills: Computers, Perception, Life 
Sciences, Intimidate

ruNiC soldier
You move around the battlefield, using 
both magic and integrated weapons to 

overpower your enemies.
Theme: Outlaw
Ability Scores: Wisdom is your most 
important ability score, since it 
empowers your spell abilities, while 
Dexterity improves your AC and your 
attacks bonuses.
Transformation Type: Spelljacker
Aug Slots: Mystic Spells, Jetpack
Integrated Equipment: Small Arms, 
Light Armor
Feats: Deadly Aim, Multi-Weapon 
Fighting, Sky Jockey
Skills: Athletics, Mysticism, 
Perception, Piloting

Altered or replACed Aug ClAss feAtures

builds

For any level at which an archetype provides an alternate class feature, an aug who takes the archetype alters or 
replaces the listed class features.

Multilevel [2nd, 4th, 6th, 12th, and 18th Levels]: You don’t gain aug slots at 2nd, 4th, 6th, 12th, or 18th levels.
9th Level: You don’t gain your 9th level modification from your transformation type.



10

go-forCe
Your love of vehicles and justice has 
culminated in you turning yourself 
into a crime-fighting car-man who 

travels from world to world righting 
wrongs for the common man.

Theme: Ace Pilot
Ability Scores: Dexterity is very 
important for Go-Force as it deals with 
its Piloting and ranged attacks.
Transformation Type: Gear Head
Aug Slots: Jetpack, Speed Suspension
Respiration Compounder
Integrated Equipment: Heavy 
Weapons, Heavy Armor, Holoskin
Feats: Sky Jockey, Deadly Aim, 
Barricade, Jet Dash, Mobility
Skills: Athletics, Piloting, 
Engineering, Disguise

whAt does it meAN to be 

humAN?

In Plutarch’s famous work of Greek literature 
“Theseus” we are told about a man who takes a ship 
on a long voyage and, over time, has all of its parts 
replaced with new ones. The audience is then asked, 
“Is this the same boat that set sail?”. Like Plutarch we 
too must ask that if we replace every cell in our body 
or modify them with synthetic augmentations, are we 
still the same person? Are we even human (or elf, or 
yoski, etc. We will be using “human” for this section)? 
This is a somewhat subjective definition- to be human 
and to be “you” is a definition many people struggle 
with. Some cultures regard augmentation as a sort of 
loss of humanity, a perversion of a divine gift (if they 
believe we are made in the image of or by a deity), or a 
cheating advantage. Other cultures regard those who 
have expanded their abilities to contribute to society 
as brave heroes, as scientific pioneers, or even as being 
“cool”.

The study of human augmentation and where 
humanity ends and something else begins is 
referred to as “transhumanism” or “posthumanism” 
(abbreviated H+). However where “acceptable aid” 
ends and “transhuman augmentation” begins is a 
blurry line. In many ways things like glasses, hearing 
aids, and medical implants are augmentations that 
transform the human body beyond what it was 
designed to do. No one is going to argue that a 
person who uses reading glasses is the next step in 
humanity and no one is going to deny that giving 
yourself a rocket fist isn’t an augmentation that gives 
you capacity beyond what a human normally has, but 
where the hard line is is hard to define. Things like 
cosmetic surgery, medical augmentations that happen 
to expand your capacity as a side effect, and geriatric 
medication that allows people to live for longer all 
fall into grey area that puts us somewhere between 
human and transhuman.

Augmentation, Selfhood, and Culture
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One can even argue that humanity in the 21st century 
is not the same sort of creature that diverged from 
other hominins. We have evolved; developing many 
phenotypes and natural adaptations, augmented 
ourselves (immunizations, tools/clothing, vitamins, 
medical aids, etc), and have been subject to 
environmental changes over time. These three paths 
to transhumanism are not distinct- there is lots of 
crossover between them and they can be broadly 
categorized as “advancements”. Others exists- 
symbiosis and parasitism, cultural or otherwise, helps 
us grow. We have symbiotic relationships with many 
animals and bacteria (dogs, the bacteria that live in 
your guts, etc) and rely on many technological aids 
in much the same way. Things like computers can be 
thought of as “external brains” or augmentations that 
allow us access to more information.

So, what does that mean for an aug in Starfinder? 
Augs often embrace at least one aspect of the 
preceding discussion on augmentation; some are 
transhumanists, others seek to push themselves to 
a point where they have a distinct advantage over 
others, and many (particularly androids) see it as part 
of their natural evolutions (via advancement of one 
form or another). Some cultures may have cultural 
taboos against it and taboos are excellent at exactly 
one thing: encouraging certain elements of the society 
to seek out what is forbidden. There will always be 
those who want to be “organic” or “pure” and consider 
anything that deviates from their narrow spectrum 
of what that constitutes is “abnormal”, a “monster”, or 
even “unholy”.

So where does your aug sit? What do they consider 
their motivation to be? What are their opinions on 
where humanity ends of posthumanity begins? Why 
are they augmenting themselves? What do they hope 
to achieve? Whatever their reasons, we hope you 
consider the gravity of the topics that you are playing 
with and enjoy!

CAt spiNe
Biotech Augmentation
System spinal column
Price 18,435
Level 9
You replace your spine with a more flexible support 
structure. You may move into a space 1/2 your size 
without squeezing, and into a space 1/4 your size by 
squeezing.

detAChAble heAd
Cybernetic Augmentation
System head
Price 81,750
Level 14
Your neck and head become separable. As a swift 
action you may detach your head from your body. It 
floats with an anti-gravity unit and is able to maintain 
its balance in any type of gravity. While detached 
your body takes no action except to defend itself from 
attacks. Your body is considered blind while your 
head is missing. Your head gains a fly speed of 20 feet 
and has an AC equal to your normal AC without your 
armor bonuses. It has Hit Points equal to 1/4 your 
maximum but cannot exceed your current Hit Points. 
Your head is smaller than your body and gains a +3 
bonus to Stealth checks when detached.
As a standard action, you can reattach your head 
to your body or another entity with a suitable port 
(usually another body with a detachable head, but 
a GM may invent other situations). If you attach to 
anything other than your own body, you take a -2 
penalty to all d20 rolls while controlling the foreign 
body. After prolonged use of a new body, this penalty 
is removed. 

New AugmeNtAtioNs
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grAppliNg roCKet fist
Cybernetic Augmentation
System limb (arm and hand)
You replace your lower arm and hand with a 
launching system for a clawed metal fist. Firing your 
fist is a standard action, and it functions as a grappler 
(See Chapter 7 of the Starfinder Core Rulebook) with 
a 60 foot range, except that if you target a creature, 
the rocket fist deals damage based on its model type. 
You cannot attack more than once per turn with a 
given grappling fist, but you may make attacks of 
opportunity provided the grappling fist isn’t grappling 
anything. The grappling fist counts as a basic melee 
weapon for the purpose of proficiency, and can have 
weapon fusions applied to it.

As a standard action, you may pull yourself to a 
grappled target, or you may attempt a special combat 
maneuver to pull the grappled target to you. You can 
release a target grappled by the fist, whether an object 
or a creature, as a move action. If you pull yourself to 
the target, or vice versa, you may release the target as a 
swift action on the same turn.

Sidebar: Advanced Prosthetics
While the game assumes that prosthetic and 
replacement limbs are made of flesh-analogs or 
common metals, there may be instances where you 
want to have limbs made more exotic materials. In 
such instances, the metal limb causes your unarmed 
strikes and appropriate limb-based to be treated as the 
associated material. Treat prosthetics and replacement 
limbs as weapons when determining the cost of 
creating the limb out of a non-standard material (see 
Table 7-12: Special Materials in the Starfinder Core 
Rulebook). Thus, a player could create an adamantine 
alloy prosthetic limb by adding +2,500 credits to the 
overall cost.

loCKpiCK fiNger
Cybernetic Augmentation
System hand
Price 1,300
Level 3
Your fingers can transform into the most useful 
tool for many thieves, the lockpick. You gain a +4 
circumstance bonus to Engineering checks made to 
disable a lock. While in use, you cannot use the hand 
to wield a weapon.

mAgNetiC hANd
Cybernetic Augmentation
System hand
Price 1,500
Level 3
You replace your hand with a magnetic equivalent. 
You are able to attract any unequipped or unfastened 
metal object you have line of sight to with 2 or less 
bulk within 30 ft into your grasp as a swift action, 
within 60 ft as a standard action, and within 120 ft as a 
full round action. You are only able to attract one item 
at a time.

remote limb
Cybernetic Augmentation
System limb (arm and hand or leg and foot)
Price 81,000
Level 14
You have modified one of your limbs to be detachable 
at a joint of your choice (elbow, hip, knee, or 
shoulder). The limb can be removed in the same 
fashion and speed that a weapon may be drawn. You 
can control your limb at a range up to 30 feet away. 
The limb is blind and has an AC of 10. While under 
your control, the limb may move at 30 ft. per round; it 
takes a move action to issue an order to the tiny limb. 
Without control, the limb functions on basic instincts. 
It attacks any creature who enters its square and 
crawls 5 + 1d20 ft. per round (increments of 5 ft).
You can attempt to throw a remote limb at another 
creature. If you successfully makes a ranged attack 
with the limb (which must be thrown), the limb 
attempts to harass the target and entangles the 
creature.

Table 2-1: Grappling Rocket Fist

Model Level Price Damage Special

Flying 
Fist

2 790 2d4 B + P Stun

Jet Fist 8 8,795 2d8 B + P Stun

Rocket 
Punch

14 79,000 3d10 B + P Stun

Meteor 
Punch

18 300,000 5d10 B + P Stun
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The limb has a rudimentary AI installed, and acts 
as if it has a 2 in all mental stats. When detached, it 
shows preference towards you in the way a faithful pet 
might. A remote limb recognizes you by touch. When 
you are adjacent to a creature that has been entangled 
by your remote limb, you can make a touch attack to 
touch your own part and reattach it. This touch attack 
provokes an attack of opportunity, and it deals no 
damage to the enemy.

A detached limb cannot hold any sort of equipment, 
nor does it benefit from any equipment
it has on it, although natural weapons function 
normally. A remote limb can only function away from 
your body for one minute per character level.

sCreAmer Cords
Cybernetic Augmentation
System throat
You replace your vocal cords with a complex bio-
integrated speaker system. As a standard action, you 
can create a 15 foot cone of powerful soundwaves. You 
are not harmed by your own breath weapon. Once 
you’ve used your breath weapon, you can’t use it again 
until you’ve rested for 10 minutes to regain Stamina 
Points, though you can spend 1 Resolve Point at any 
point to recharge it immediately.

A noisemaker model screamer deals 2d6 sonic damage 
and causes deafness for 1 round. A wailer model 
screamer deals 6d6 sonic damage and causes deafness 
for 1d4 +1 rounds. A banshee model screamer deals 
12d6 sonic damage and causes permanent deafness. 
Creatures within the area can make a Fortitude save 
(DC 10 + half your level + your Constitution modifier) 
to half the damage and negate the deafness.

sNAKe toNgue
Biotech Augmentation
System throat
Price 4,500
Level 6
You replace your tongue with a thin serpentine 
one, allowing you to detect the temperature of 
your surroundings by ‘tasting’ the air. You also gain 
blindsense (heat) with a range of 15 feet. You don’t 
gain this benefit if you are breathing a contained air 
supply (such as when wearing armor with a filtered 
rebreather).

tArrAsque stomACh
Biotech Augmentation
System stomach
Price 2,300
Level 4
Your stomach’s lining has been replaced with 
the flesh of a tarrasque. Your body is now able to 
derive nutrients from any substance. You gain a +1 
bonus against becoming sickened or diseased from 
consuming things.

tAur-tAur
Biotech Augmentation
System limb (legs)
Price 9,250
Level 8
You replace much of your lower body with the body 
of a horse or horse equivalent. You gain a +10 ft bonus 
to your land speed and a +4 bonus to KAC against trip 
and bull rush combat maneuvers. You can spend 1 
Resolve point to use double move as a standard action.

Table 2-2: Screamer Cords

Model Level Price

Noisemaker 2 755

Wailer 8 14,125

Banshee 14 81,000
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ChAmeleoN CoAtiNg
Capacity 10 Usage 1
Price 3,000
Level 5
Slots 1
Armor Types Light, heavy
Bulk L
A passive light-refractive coating on your armor allows 
you to better go unnoticed. You gain a +10 bonus to 
Stealth checks, provided you didn’t move last round. 
As a swift action you may spend 1 extra charge to gain 
this bonus even if you moved last turn.

hAlluCiNAtory CirCuit 

(mAgiC)
Capacity 20 Usage 1/round
Price 10,000
Level 9
Slots 1
Armor Types Any
Bulk L
You can activate the hallucinatory circuit as a swift 
action to grant yourself concealment against all foes 
within 30 feet of yourself.

metAmorphiC (hybrid)
Price 20,000
Level 10
Slots 1
Armor Types Heavy, powered
Bulk -
Your armor can take the shape of a common worn or 
carried object held on your person, such as briefcase 
or armband. Transforming the armor is a standard 
action; the wearer may use this transforming standard 
action to simultaneously don the armor. Heavy armor 
metamorphoses into a small object, and powered 
armor metamorphoses into a medium object.

reACtive Armor 
Slots 1
Armor Types Heavy, Powered
Bulk L
Whenever you take damage from an attack that 
targeted your KAC, a specially-prepared piece of 
armor explodes outwards towards whatever struck it 
by mixing chemicals underneath a membrane. Any 
creature within a 10 ft cone centered on your attacker 
must make a Reflex save in order to take half damage 
from the resulting explosion. You are immune to the 
damage from this effect. The damage dealt and Reflex 
save depends on this upgrade’s type as noted below:

vitAl guArd
Slots 1
Armor Types Any
Bulk L
Your armor has specially installed second-chance 
padding and guards, allowing you to hold up against 
deadly blows. Your armor gains fortification, gaining 
percentage chance that a critical hit is treated as 
a normal attack, dealing normal damage and not 
applying any critical effect. You roll your fortification 
percentage chance before the critical hit’s damage is 
rolled.

New Armor upgrAdes

Table 3-1 Reactive Armor

Model Capacity Usage Damage/
DC

Level Price

Mk 1 10 2 2d6 F/ DC 14 4 2,500

Mk 2 10 1 3d6 F/ DC 16 8 8,750

Mk 3 15 1 4d6 F/ DC 18 12 37,825

Mk 4 20 1 6d6 F/ DC 20 16 160,000

Table 3-2: Vital Guard

Model Fortification Level Price

Alpha 25% 7 3,500

Beta 50% 12 7,500

Omega 75% 17 28,000
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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 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 
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.

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

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.

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.
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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. System Reference Document © 2000, Wizards of the 
Coast, Inc.; Authors: Jonathan Tweet, Monte Cook, Skip 
Williams, based on material by E. Gary Gygax and Dave 
Arneson.

• Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: 
Logan Bonner, Jason Bulmahn, Amanda Hamon Kunz, Jason 
Keeley, Robert G. McCreary, Stephen Radney-MacFarland, 
Mark Seifter, Owen K.C. Stephens, and James L. Sutter, 
with Alexander 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.

• Aug © 2017 Little Red Goblin Games LLC; Authors: Scott 
Gladstein & Ian Sisson.

Product Identity
Little Red Goblin Games LLC company names and 
logo; backgrounds as well as all trade dress and 
graphic design elements are all reserved as product 
identity. The illustrations of this book are either 
owned by Little Red Goblin Games LLC or reside in 
the public domain.

Open Content
All content not reserved above as product identity 
(including mechanics and proper names) book are 
Open Game Content as described in Section 1(d) of 
the Pathfinder Compatibility License.
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