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Introduction

A character theme represents a focus for your character,
which may be a result of your background, upbringing,
training, or mystic destiny. In the Starfinder Roleplaying
Game, you select a character theme at 1st level, gaining
special benefits that reflect major aspects of that theme
at 1st, 6th, 12th, and 18th levels.

The themes presented in the Starfinder Roleplaying
Game Core Rulebook do an admirable job of catering to
a wide variety of different character concepts, but many
of them are quite broad, and there are a few popular sci-
fi character tropes that don't quite seem to fit with any
of them. This book, and others in the series, present four
new character themes, all of which are tied to a central,
flavorful concept.

For this book, we explore digital themes, those

that relate to the world of computers, data, and
information technology. Ready access to information

and communication at near-instant speed over vast
distances is one of the defining features that sets the
modern world (as well as speculative worlds of the
future) apart from historical and fantasy settings. Even in
high-magic settings, it’s rare for common folk to be.able
to so freely communicate and to access the incredible
amount of raw information that anyone with a computer
and basic internet access can achieve even today. And in
a world (or worlds) as advanced as Starfinder, surely the
digital world is even more important than it is today.

Blogger

Using the internet to amplify your voice, you shine

a spotlight on things that people deserve to know, - *
combating misinformation from mega-corporations and
corrupt planetary governments to bring the truth to your
growing fanbase.

Hacker

You've never met a password you couldn’t crack, or a
network you couldn’t get into. While those around you _
may be satisfied to simply use computers to check their
mail and look at videos online, you can code faster than
most people can talk, and no one’s data is outside your
reach.

Transhumanist

Technology offers a way for you to transcend your
biological limits, upgrading failing body parts with
cybernetic replacements. While you may settle for
piecemeal upgrades for now, your long-term goal is to
upload your mind into a computer or robot, and thereby
achieve immortality.

VR Junkie

You’'ve never been satisfied with so-called reality, and
prefer to spend your time in digital fantasy worlds, or at
least, you did before you started adventuring. They may
have scoffed at your hobbies before, but all that time in
a holographic virtual reality has given you skills you can
use to excel in the real world.
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You are a self-published or freelance jounnalist, Uncoverningistoriesiand sharing them with the world through the
miracle of the internet. You may focus on a generalitopicioralparnticularagenda, such as writing specifically about

environmental issues, championing the plight ofia particulargroup; orsimply focusing on news relating to a particular
hobby or field of interest. Whatever you write about;you areldrivenitorknow more and uncover the truth, and this

need is what propels you towards adventure:

Theme Knowledge [1st]

You have a knack for getting to the truth, and can spot
a good story from a mile away, in addition to having a
way with words and a knack for storytelling. €hoose a
specific topic of inquiry appropriate for a journalistic
article. Reduce the DC of Diplomacy and Sense Motive
checks made in relation to that topic by 5. If you are not
aware that the check relates to the topic, this bonus
does not apply. Once you uncover the truth about the
story and spend at least 1 hour writing and publishing
the story, you may choose a new topic of inquiry in a
process that takes 1 minute. You can instead abandon
your story for a new one without completing it, but if
you do so, you take a —2 penalty on all skill checks for

1 week. Diplomacy is a class skill for you, though if

it is a class skill from the class you take at 1st level,
you instead gain a +1 bonus to Diplomacy checks. In
addition, you gain an ability adjustment of +1 Charisma
at character creation.

Contacts [6th]

You establish a network of contacts—journalistic
sources, fellow bloggers, avid readers with similar
interests, and so on—from all across known space,

who you can lean on in order to gain information. This
allows you to gather information discreetly and with
minimal effort, although it is neither quick nor precise. As
long as you have access to a means of communication
capable of reaching your contacts (such as an internet
connection that you can use to send and receive emails,
visit-forums, etc.), you can use Diplomacy to gather
information from your distant contacts. Doing so requires
less actual time invested on your part (1d4 x 10 minutes,
rather than 1d4 hours), but it takes longer for results to
get back to you (1d4 days)..Additionally, the DC of all
Diplomacy checks made to gather information in this
way is increased by +5, and the GM may determine

that some information, especially about inherently local
tapics, may not be known to distant contacts.

Rally Followers [12th]

Although you may not possess fame or celebrity in

the traditional sense, your words have power, and can
influence your readers. By deliberately writing scathing
attack pieces against a particular corporation, individual,”
or similar entity, you can drive your.readers to take mild
action against them, such as boycotting their goods and
services, contacting them to voice their displeasure, and
generally harming their public image. The exact effect
that this has on the entity in question is determined

by the GM, and may range from a minor nuisance to a
major crisis (the impact is more closely related to the
relative size and power of the entity itself in relation to
you than the specifics of what or how you write: it is
easy for you to drive a family business to bankruptcy,

but nearly impossible for you to cripple an.interplanetary
megacorporation). Regardless of any impact that actually
rallying your followers may have, by threatening to do so,
you gain a +5 bonus on Intimidate checks made to bully
creatures concerned with their public image (or that of
their company, organization, etc.).

Journalistic Thrill [18th]

Your implacable pursuit of the truth invigorates you

and renews your spirits. Once per day while in pursuit
of your story, you can review current information about
the topic of inquiry for 10 minutes to regain 1 Resolve
Point; this'doesn’t count as resting to regain Stamina
Points. Additionally, once per day when you successfully
complete a story, you may regain 1 Resolve Point.
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You have always been one to look beyond a.computer programisishiny/graphics interface and wonder how it
manages to do what it does. Just as others might pulllapantiaivehiclelorra toolland put it back together again to learn
how it works, you spend your free time disassemblingiandireassembling'scripts, experimenting with codes, and
generally mastering the art of digital'manipulation: Armediwithithisiknowledge, you can do things with a keyboard

that others.can,onlyadreamyof:
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Theme Knowledge [1st]

You are fixated on all things computer-related, and
always take care to stay up to date with the latest
developments in hardware and software. Reduce the DC
of Computers and Engineering checks made to identify
computer technology or recall information relating to
computers by 5. Computers is a class skill for you,
though if it is a class skill from the class you take at 1st
level, you instead gain a +1 bonus to Computers checks.
In‘addition, you gain an ability adjustment of +1 to
Intelligence at character creation.

Script Kid [6th]

You are intimately familiar with a wide variety of hacking
methods, as well as the various countermeasures

used to combat them. Once per day, you can reroll a
Computers check made to hack a computer. You must
decide to use this ability after rolling but before learning
the result of the initial roll. You must take the second
result, even if it is worse. Additionally, you only need

to beat a computer’s normal DC by 15 or more when
attempting to hack it in order to gain root access, rather
than having to beat it by 20 or more.

L eave No Trace [12th]

You are particularly good at covering your tracks

while hacking into a computer system, making it very™
difficult for the system’s countermeasures to even
detect your presence. You only trigger a computer’s
countermeasures when you fail a Computers check to
hack the computer by 5 or more.

Elite Hacker [18th]

The cat-and-mouse game of infiltrating a difficult
computer system, bypassing its defenses, and taking
control gives you a heady thrill that you just can’t

get anywhere else. Up to twice per day, after you
successfully hack a computer whose tier is at least 1/3
your level, you regain 1 Resolve Point. You only gain
Resolve Points in this way for computers that you have
not successfully hacked before.

O
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You are a staunch believer in transhumanism; theimovementitortransformithe human condition through the use of
various technological advancements that allow/creatunesitolovercome the limitations of their species, up to and
including death. Despite its name, the term extendsibeyond himans to creatures of'all races, and ultimately comes
down to a desire to transcend the limitations ofioneisiracer Asia result, you have a keen interest in technologies that

can modify or improve upon.whatyouawe elbo inawith:
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Theme Knowledge [1st]

You are obsessed with transhumanism, and anything
that can allow you to exceed the limitations of your
birth and species. As a result, you are well-versed in
all manner of augmentations and similar technologies.
Reduce the DC of all skill checks to recall information
about technologies that augment or replace the anatomy
of intelligent species, or which otherwise relate to
transhumanist philosophies or famous transhumanists,
by 5. Engineering is a class skill for you, though if it

is a class skill from the class you take at 1st level,

you instead gain a +1 bonus to Engineering checks.

In addition, you gain an ability adjustment of +1 to
Constitution at character creation.

Mnemonic Flexibility [6th]

Like many transhumanists, you view your own mind and
consciousness as something that can be separated from
your physical body, and you are easily able to envision
your own memories and experiences as nothing more
than data, and your brain as merely a highly advanced
computer. This way of thinking makes it much easier

for you to benefit from the effects of a mnemonic editor.
When you use a mnemonic editor, you can change the
decisions made at any two previous character levels, not
just the most recent ones. Additionally, you can benefit
from each model of mnemonic editor up to twice, rather
than just once. Finally, whenever you are operating a
computer via telepathy, a datajack augmentation, or any
other means that allows direct interface between your
mind and the computer, without need for separate input
devices, you gain a +2 bonus on all Computers checks
made to operate that computer.

Superhuman [12th]

Because you strive to use technology to advance yourself
beyond your biological limitations, you gain even greater
benefits from cybernetic augmentations than others do.
Once per day per cybernetic augmentation you possess
(to a maximum of 5 times per day), before you roll a

skill check, you can gain a +1 bonus to that skill for that
check.

Deus Ex Machina [18th]

By augmenting yourself, you are able to become more
than what you were born as, and this quest for self-
improvement drives you and gives you the strength

to carry on even in the face of extreme adversity.

By spending 10 minutes tuning and-calibrating your
cybernetic augmentations and succeeding on a DC 30
Engineering check, you recover 1 Resolve Point (this
does not count as resting to regain Stamina Points). If
you have 1-3 cybernetic augmentations, you can do this
once per day. If you have 4-6 cybernetic augmentations,
you can do this twice per day. If you have 7 or more
cybernetic augmentations, you can do this three times
per day. You cannot use this ability at all unless you have
at least 1 cybernetic augmentation.
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Theme Knowledge [1st]

Your time living out fantastic adventures in virtual reality
has given you an eclectic collection of skills and talents.
Choose three skills. Once per day per chosen skill, when
you make a skill check using the chosen skill, you can
grant yourself a +2 bonus to that skill for that check. You
must declare that you are using this ability before the roll
is made. In addition, you gain an ability adJustment of +1
to Wisdom at character creation.

lllusion Connoisseur [6th]

You willingly subject yourself to false realities on a
regular basis, and so have developed a finely honed
sense of what is real and what isn’t. You gain a +2
bonus on saving throws made to disbelieve illusions.
Additionally, once per day, when you make a saving
throw to disbelieve an illusion, you may spend 1 Resolve
Point to roll twice and take the better result. You must
declare that you are using this ability before making the
roll.

Mental Retreat [12th]

In times of great stress, you can retreat into'your own

-~ mind in order to protect yourself, effectively living out a

VR fantasy entirely in your head. As a full-round action,
when you are confused, frightened, panicked, or shaken
or affected by a charm or compulsion effect, you can ™
spend 1 Resolve Point in order to close your eyes and
mentally retreat to a fantasy world. This leaves you
blind and completely unaware of your surroundings, but
causes you to be unaffected by the condition or effect
you are suffering from-until the beginning of your next
turn. At the beginning of your next turn, you may make a
new saving throw to end the condition or effect you were
suffering from, at the-same DC (if there was no initial
saving throw allowed to resist the effect, then no new
saving throw is allowed, either). You can use this ability
once per day.

Virtual Mastery [18th]

By immersing yourself in a virtual fantasy world, you are
able to draw strength from your simulated experiences,
granting you the energy and stamina to continue in the
real world. By spending 2 hours engaging in recreational
activities using virtual reality, you can recover 1 Resolve
Point (this does not count as resting to regain Stamina
Points). You can use this ability up to twice per day.
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Permission to cc:\py, 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 Centent; (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: Ifany 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.

Spacefarer’s Digest 001: Digital Themes. Copyright 2017, Necromancers of the
Northwest, Inc.; Authors Alex Riggs, Joshua Zaback.

END OF LICENSE
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