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Introduction

It’s no secret that robots are cool, and that players are
going to want their own. Horizontech Catalogue -
Commercial Robots offers a wide selection of drones
designed to be used by players and NPCs as fun
support characters. If you were one of those players
who always bought guard dogs, then this book is
for you. Not only do these drones make for great
companions to the PCs, they can be dangerous
challenges all their own. Below are unique new
drones with complete stat-blocks to enrich any
Starfinder game.

New Robots

The following new robots are presented in order
from lowest CR to highest CR.

Personal Assistant

Far less lifelike than an android, this gleaming
metallic humanoid’s movements are jerky and
uneven.

PERSONAL ASSISTANT-
XP 600

N Medium construct

Init +1; Senses darkvision 60 ft.; Perception +7

DEFENSE HP 20
EAC 13; KAC 14
Fort +1, Ref +1, Will +5

OFFENSE
Speed 30 ft.
Melee slam +4 (1d6+2 B)

STATISTICS

Str +0, Dex +1, Con +0, Int +2, Wis +0, Cha +4
Skills Computers +12, Culture +12, Diplomacy
+12, Engineering +7, Sense Motive +7

Languages Common

Other Abilities modular programming, translation
software

ECOLOGY

Terrain any
Organization solitary
Treasure standard

SPECIAL ABILITIES =

Modular Programming (Ex): A personal assistant
drone has a modular software program that grants
it additional skills. When it’s not in translation
mode, it can configure its systems in order to gain
a +10 bonus to 3 skills of its choice, which it does
not already have ranks in. These bonus skills last
until the personal assistant drone reconfigures its
programming or until it enters translation mode.
Configuring skills in this way takes 1 full minute,
during which the personal assistant drone is shut
down.

CR 2

Translation Software (Ex): A personal assistant
drone comes equipped with advanced software that
allows it to read and write any language. Entering
translation mode cancels any modular programming
the personal assistant drone is currently benefiting
from, as well as requiring a standard action.

Once translation mode is engaged, the personal
assistant drone can instantly read and write any
language it has previously come into contact with.
When encountering a new language, the personal
assistant droid must study it for a full minute before
it is familiar enough with the language to fluently
speak it. It must examine a source of writing for the
language for a full minute in order to read and write
it.

Ecology

Personal assistant drones are humanoid robots
popular with large corporations and diplomats.
Capable and versatile, these drones are often
employed as secretaries, receptionists, and even
as specialists. Though they possess limited combat
abilities, they are often brought along on combat
missions or missions of exploration thanks to their
wide variety of communication and utility skills.
Their ability to translate any language, including
ones that have never been heard before, makes
these drones a common sight in most embassies
and starships.

Like all drones, a personal assistant obeys a specific
set of programming. Unlike other drones, because
personal assistants are extremely versatile and are
often employed in social roles, they tend to have
programmed personalities or loose programming.
Most often, personal assistants are programmed
not to harm their masters and to obey a single
individual (usually the person who purchases or
creates it) without question. A personal assistant
drone can be purchased for 10,000 credits.

Rover Combat Drone

This matte-white robot could vaguely be said to
resemble a dog, although its boxy, geometric
design leaves no question that it is artificial.

ROVER COMBAT-DRONE
XP 800

N Small construct

Init +4; Senses darkvison 60 ft. see invisibility;
Perception +8

DEFENSE

CR 3

HP 40

EAC 14; KAC 16
Fort +5, Ref +5, Will +2

OFFENSE

Speed 30 ft.
Melee bite +11 (1d6+5 P)
Ranged drone rifle +11 (1d6+3 P)
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STATISTICS

Str +2, Dex +4, Con +0, Int +0, Wis +1, Cha +0
Skills Athletics +8, Sense Motive +8, Survival +14
Languages Common

Other Abilities alarm system, vicious bite,
watchdog

ECOLOGY

Terrain any
Organization solitary
Treasure standard

GPECTALABILITIES . - =~ ===~ =~ =~

Alarm System (Ex): A rover combat drone comes
with a sophisticated alarm system, which can be
activated either by toggling the alarm system

as a standard action, or automatically whenever
the rover combat drone enters watchdog mode.
While the alarm is active, the rover gains a +20
bonus on Perception checks; however, it also has
reduced energy capacity, reducing its movement
speed to half. Whenever the rover combat drone
locates a creature or object while the alarm
system is active, the alarm is triggered. This alarm
normally takes the form of a loud siren, which

can be heard at a distance of 100 feet, along with
accompanying lights that are easily visible at the
same distance. Rover combat drones can also be
configured to instead issue a silent remote warning
to an accompanying com device that vibrates and
displays threat information on the screen.

A rover combat drone can be programmed to
respond to detected threats in certain ways, such
as ignoring them, firing upon them, or attempting
to follow the threat but taking no hostile action.
The rover can also be programmed to ignore
certain creatures which trigger its alarm; these
can be broad parameters, such as ignoring all
humans, or can be more specific, such as ignoring
certain individuals. If the rover is to ignore specific
individuals, it must be exposed to those individuals,
or that information must be stored in the rover
during its construction.

Drone Rifle (Ex): A rover combat drone has an
integrated rifle that fires steel projectiles to a range
of 500 feet, with no range increment.

Vicious Bite (Ex): As a full-round action, a rover
combat drone can attempt to bite a target. If it
succeeds, it can then fire its drone rifle at the target
as a free action that does not provoke attacks of
opportunity.

Watchdog (Ex): As a move action, a rover combat
drone can enter watchdog mode. While in watchdog
mode, the rover cannot move, but whenever a
creature first moves within 30 feet of it, the rover
may immediately fire its drone rifle at the target,
with an additional +4 bonus on the attack roll. The
rover may make only one such attack on a given
creature each round.



Ecology

Rover combat drones are the modern replacement
for the classical guard dog. Reliable and determined
security robots, rovers are often constructed simply
to guard a specific structure or person. Rovers often
are seen around banks or corporate offices and
alert other security staff to people who don’t belong
there or who lack a visitor badge. In addition to
providing competent security, the rover combat
drone has strong combat skills and makes an ideal
shock troop.

Like all drones, rovers are slaves to their
programming. Typically, rover combat drones have
very limited personality programming and tend to
resemble the vigilant dogs they were modeled after.
Often these hound-shaped drones are designed to
provide security to a team or organization, and so
are programmed to obey one or more individuals,
and may be programmed to attack other creatures.
Of course, their programming is customizable. A
rover combat drone can be purchased for 1,000
credits.

Raptor Hunter Surveillance Drone

Although at a distance this gunmetal-grey drone
could be mistaken for a real bird of prey, up close
it becomes clear that its wings are mostly just for
show, and it is kept aloft by a trio of rotor blades
mounted on its back.
R.H.S DRONE CR 4
X D(

N Meaium construct

Init +5; Senses darkvison 60 ft., infravision 60 ft.;
Perception +10

DEFENSE
EAC 16; KAC 18
Fort +6, Ref +6, Will +3

OFFENSE
Speed 5 ft., fly 60 ft. (good)
Ranged laser cannon +12 (1d4+4 F)

STATISTICS

Str +0, Dex +5, Con +0, Int +3, Wis +1, Cha +0
Skills Acrobatics +10, Stealth +10, Survival +14
Languages Common

Other Abilities knockout gas, smoke bomb,
surveillance system

ECOLOGY

Terrain any
Organization solitary
Treasure standard

SPECIALABILITIES =~ = = @ @

HP 50

Knockout Gas (Ex): A raptor hunter surveillance
drone comes equipped with a smoke projector,
which can emit a potent knockout gas. As a full
round action, a raptor hunter surveillance drone
can create a 20-foot-radius burst of gas within
60 feet of it. The gas lasts for 1d4 rounds or until
dispersed. Any creature in the area must succeed
on a Fortitude save (DC 13) or fall unconscious
for 1 round. While this ability can be used at will,
a raptor hunter surveillance drone must wait

1d8 rounds between uses, requiring this time to
manufacture additional gas.

Infravision (Ex): A raptor hunter surveillance
drone can see the heat signatures of living
creatures to a distance of 60 feet, even through
conditions that would ordinarily block vision, such
as smoke. This infravision can penetrate solid
barriers to a depth of 1 foot, unless the barrier is
heat shielded or similarly insulated to protect the
area inside from thermal sensors.

Smoke Projector (Ex): A raptor hunter
surveillance drone can emit a billowing cloud of
smoke in a 60-foot cone as a standard action.
The thick black smoke obscures vision beyond 5
feet (see the Starfinder Core Rulebook for more
information about the effects of smoke).

Surveillance System (Ex): A raptor hunter
surveillance drone comes equipped with advanced
equipment for surveillance and monitoring,
including high-speed video cameras capable of
capturing events through the eyes of the drone.
The cameras can be activated as a standard
action and record everything the raptor hunter
surveillance drone sees. Video is clear at a distance
of up to 120 feet, and audio can be reliably picked
up at a distance of less than 100 feet. Typically,
this information is stored within the raptor hunter
surveillance drone’s internal archive and must

be retrieved while in person, but more expensive
models have been known to be able to relay

the information remotely in real time to another
connected device. The second function of their
surveillance system is a marked target program,
which allows the raptor hunter surveillance drone to
easily track, and, if necessary, eliminate a target.
When activated, the operator of the raptor hunter
surveillance drone can select a single creature
within 100 feet of the drone as a marked target.
The raptor hunter surveillance drone gains a +10
bonus on Perception checks and Survival checks
made to track the marked target. Additionally, the
drone gains a +2 bonus to attack and damage
against that creature. A raptor hunter surveillance
drone can only have one marked target at a time.
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Ecology

Raptor hunter surveillance drones, or RHSDs for
short, are bird-like hover drones designed for
long-range reconnaissance, and occasionally for
assassinations. Really just a flying camera system
strapped to a collection of cannons and a smoke
projector, the RHSD is designed to collection
information while remaining hidden, and, if
discovered, to escape before it can be destroyed.
RHSD units were originally designed with a primitive
recording system, but the popularity of these
models resulted in various improvements to their
functionality. Now these drones can be purchased
with specialized linked computer systems in order
to relay information in real time, as it is recorded.
A classic raptor hunter surveillance drone can be
purchased for 3,000 credits, while a more advanced
model, complete with real-time information transfer
capability, can be purchased for 5,000 credits.

Marine Shark Drone

This creature could almost pass for a normal shark,
except for the pair of tank-like treads that extend
from beneath its belly.

MARINE SHARK-DRONE- CR 6

- ,4 0]0
N Large construct

Init +3; Senses darkvison 60 ft.; Perception +13

DEFENSE HP 90
EAC 18; KAC 20
Fort +8, Ref +8, Will +5

OFFENSE
Speed 30 ft., swim 30 ft.
Melee bite +16 (1d8+11 P)

STATISTICS

Str +5, Dex +3, Con +0, Int +1, Wis +0, Cha +0
Skills Athletics +18 Stealth +13, Survival +13
Languages Common

Other Abilities blood scent, land lazer, mega
torpedo

ECOLOGY

Terrain any
Organization solitary
Treasure standard

SPECTALABILITIES." .= ... . = ..

Blood Scent (Ex): A marine shark drone has
the ability to retain and process blood samples. If
provided with a blood sample, the marine shark
drone can always locate the creature whose
blood is in the sample, so long as the creature

is within 60 feet of it, allowing the marine shark
drone to pinpoint such a creature as a free action.
Additionally, the marine shark always collects a
blood sample from living creatures it successfully
bites. In addition to allowing it to instantly locate
such creatures, these samples are stored and
catalogued and may be useful in running DNA tests
or genetic experiments, or even in casting certain
spells which require a creature’s blood.

Land Lazer (Ex): While not in the water, the
marine shark drone can open its upper carriage

in order to reveal its powerful land lazer laser
array, which focuses electrical currents and ionized
particles from the air into a powerful line of
concentrated infrared, ultraviolet, and visible light.
This beam takes the form of a 60-foot line, 10 feet
wide. Each creature within the line is subject to an
energy attack at a +16 bonus, which deals 1d10+6
points of electricity damage on a successful hit. This
ability can be used at will, but may not be used on
consecutive rounds.

Mega Torpedo (Ex): While underwater, the marine
shark can fire a powerful torpedo from its lower
bay. The torpedo has a range of up to 100 feet and
can be detonated at any point along its trajectory.
Upon detonation, the torpedo explodes with
tremendous force, dealing 6d6 points of piercing
damage to all creatures within a 15-foot-radius
burst. A successful Reflex save (DC 14) halves this
damage. The marine shark can use this attack once
every 2d4 rounds.

Ecology

These marine assault drones were constructed to
be skilled at amphibious attacks. Resembling true
marine sharks but equipped with tank treads, these
military spec robots are widely deployed across the
galaxy on worlds with significant amounts of water.
Armed with advanced lasers and torpedoes, these
drones are as effective on the land as they are

in the water, and have weapon systems designed
especially for both environments.

Prized for their adaptability and feared for their
firepower, these drones are often banned from
commercial markets outside of warzones or planets
lacking a lot of oversight. A well-financed and
well-connected buyer could acquire one for 16,000
credits.



Class II Probe

This metal sphere features a single camera lens,
a small speaker, and a pair of tiny metallic claws
capable of simple manipulation.

CLASS II PROBE
XP 4,800
N Meaium construct

Init +6; Senses darkvison 60 ft.; Perception +16

DEFENSE HP 115
EAC 20; KAC 21
Fort +11, Ref +11, Will +7

OFFENSE
Speed 0 ft., fly 100 ft. (perfect)
Melee static discharge +17 (3d4+8 E)

STATISTICS

Str +0, Dex +6, Con +0, Int +4, Wis +0, Cha +2
Skills Acrobatics +16, Computers +21, Engineering
+21, Sense Motive +16, Stealth +21

Languages Common

Other Abilities integrated weapons, machine hack,
remote operation

ECOLOGY

Terrain any
Organization solitary
Treasure standard

SPECIAL ABILITIES =

Integrated Weapons (Ex): In addition to its
static discharge, attack a class II probe drone can
have a single melee and a single ranged weapon
integrated into its body. While the drone cannot use
these weapons on its own, a creature controlling a
class II probe drone through its remote operation
ability can use its integrated weapons to make
attacks.

Machine Hack (Ex): A class II probe is capable
of interfacing with and controlling machines. In
addition to the normal operations that can be
accomplished with the class II probe’s Engineering
and Computer skills, it can attempt to hack into
any machine it touches. The object is entitled to

a saving throw (DC 18) if it is magical or sentient
(such as in the case of a creature of the construct
type). If it fails this save, then the class II probe
gains control of the machine. It can access all the
normal functions of the device; thus, it could cause
a door to open or shut, or fire a turret, or drive a
vehicle, or it can choose to animate the object as
with an animate object spell. In either case, the
effect lasts for 1 minute. In the casesof a creature
such a construct, the effect instead functions like a
dominate monster spell.

Remote Operation (Ex): A class II probe can

be operated remotely in order to make repairs or
facilitate communications across long distances

or in hostile environments. A class II probe has a
built-in interface system which can be accessed by
authorized creatures to take control of the probe
drone. Such a creature has their consciousness
transferred into the probe until they choose to
disengage from the probe. While in control of the
probe, the creature cannot take actions as normal
and its body is considered helpless. Instead, the
controlling creature can use their actions in order to
act as the class II probe, directing its actions. While
being remotely operated, the probe uses its skills or
the controlling creature’s, whichever is higher. While
attacking with its static discharge energy attack,
the probe uses its own attack bonus, but while
making an attack with an integrated weapon, the
controlling creature’s attack bonus is used. While
being remotely operated, the controlling creature
can use the probe’s machine hack ability, and may
cast any spell it could normally cast that does not
require somatic components, as well as activate
any purely mental abilities. The controlling creature
can see and hear from the probe’s location and can
speak through the probe’s speakers, allowing for
communication across great distances. A creature is
helpless while controlling the probe.

Ecology

Class II probes are the latest and greatest in

drone technology; part engineer, part remote
assassin, these drones benefit from some of the
most advanced programming available. Able to be
remotely operated across great distances, these
drones are a favorite not just for those conducting
research, repairs, and assassinations, but also
among those who simply do not want to meet face-
to-face with prospective clients, angry contractors,
or dangerous contacts.

Available in a wide variety of styles, each comes
equipped with an integrated weapon bay to allow
further customization. This tech doesn’t come
cheaply however, and where sale of these high-end
devices isn't restricted, 32,000 credits are needed
to purchase this hardware.
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Permission to copy, modify and distribute the files collectively known as the
System Reference Document (“SRD”) is granted solely through the use of the
Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License Version 1.0a and
you should read and understand the terms of that license before using this
material.

The text of the Open Gaming License itself is not Open Game Content.
Instructions on using the License are provided within the License itself.

The following items are designated Product Identity, as defined in Section 1(e) of
the Open Game License Version 1.0a, and are subject to the conditions set forth
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D,
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a trademark), Forgotten Realms, Faerdn, proper
names (including those used in the names of spells or items), places, Red Wizard
of Thay, the City of Union, Heroic Domains of Ysgard, Ever-Changing Chaos of
Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna,
Nine Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia,
Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the
Beastlands, Olympian Glades of Arborea, Concordant Domain of the Outlands,
Sigil, Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder, gauth,
carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind
flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described in Section 1(d) of
the License.

More information on the Open Game License can be found at www.wizards.com/
d20.

The terms of the Open Gaming License Version 1.0a are as follows:
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.

3.0ffer 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’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.

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.

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 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 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.

Horizontech Catalogue 004: Commercial Robots. Copyright 2018, Necromancers
of the Northwest, Inc.; Authors Alex Riggs, Joshua Zaback.

END OF LICENSE
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