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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 a variety of specialized
sciences. While science and technology can sometimes
be hard to tell apart, especially in settings like Starfinder,
where the two look and act in very similar fashions, the
advanced, futuristic world of most sci-fi settings is one
where science, knowledge, and learning has flourished.
Even more so than wizards selecting specialty schools,
scientists often come to specialize in a particular field
of study, becoming absolute experts at everything
relating to their field. This intense focus can lead to
both incredibly flavorful characters, and the ability to
hone some highly specialized skills that, to the outside
observer, can seem quite a bit like magic, but in fact
are based on years of intense study and mountains of
background technical knowledge.

Astronavigator

To you, the stars are more than just pretty lights in the
sky. You can call each of them out by name, and picture
in your head how far they are from one another in a
three-dimensional map. Further, you know how to find
convenient shortcuts in space travel, and are well versed
in the dangers found in outer space.

Polymeric Engineer

You have elevated craftsmanship to a science and an art
form. A master of the ubiquitous universal polymer base
that serves as the foundation of nearly all crafting efforts
in the modern world, you are able to coax UPB into
exactly the shape you want, working with greater speed"
and efficiency than other craftsmen.

Theoretical Physicist

The workings of the very universe are your field of study,
and you are an expert at complex theoretical physics. -
Your knowledge of physics allows you to perform some
impressive physical feats, and you can even use your
knowledge to strip away the magic behind certain spells,
simply by explaining away their very existence.

Toxicologist

While others turn their attention outwards to the stars
or the laws of the cosmos, your gaze. moves downwards,
through the ends of the microscope, to diseases and

poisons that can lay low even the proudest and mightiest

of races. You can identify nearly any poison or disease,
are resistant to most of them, and can even craft special
genetically-tailored vaccines or poisons to be particularly
effective for certain creatures.
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While astronomy was once a somewhat obscure scienceithati'seemed to have! little practical application in day-to-
day life, that all changed once space travellbecameipossiblelMostiships these days have someone who is at least

passable with astronomy in order to chart their courses; butitheifact ofithe matter is that there is no substitute for
a true specialist. You know the stars inside and out; andiyoulknow/all the myriad ways that they are interconnected,
allowing you to chart courts that othersawouldnitieyvenidarekt ohd ieamuof:
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Theme Knowledge [1st]

You've spent thousands of hours poring over star charts
and maps of known space, as well as reading up on all
kinds of strange space phenomena. Reduce the DC of
all skill checks made to navigate a starship by 5. Piloting
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 Piloting checks. In addition, you gain an ability
adjustment of +1 Wisdom at character creation.

Shortcut [6th]

You know all the ins and outs of starship travel, including
faster ways of reaching just about any destination,

by veering off the beaten path and venturing through
potentially dangerous territory. But without risk there can
be no reward. When plotting a course for a starship, you
can make a Piloting check to determine if you know a
shortcut to reach that destination. The DC for this check
is equal to the normal DC to navigate to that location +5.
If you succeed, you are able to plot a course that reduces
the necessary travel time by 30%.

However, this course is dangerous, and requires that you
successfully navigate some kind of peril, such as flying
through space pirate territory, dodging asteroids in an
asteroid belt, or weathering a well-known cosmic storm.
Typically, the GM will determine an appropriate hazard
and inform you of what it is, but sometimes, at the GM’s
discretion, you may simply know that “many ships that
have attemptedthe route have never been heard from
again.” If you choose to take the route, you must succeed
on a secondary Piloting check, with a DC equal to twice
the original DC to plot the course. Success indicates

that you navigate the route without being negatively
affected by the hazard. Failure indicates that you have an
encounter with the hazard, which may delay your trip or
have even greater ramifications.

Hazard Expert [12th]

You are an expert on cosmic rays, solar flares, tachyon
fields, and all kinds of strange and unusual space
phenomena that can cause problems for a starship

en route to its destination. As long as you are filling

the captain, pilot, or science officer role on a ship,

that ship’s AC and TL are increased by +2 against any
environmental hazards (but not against attacks made by
enemy starships or creatures), and all officers on board
the ship gain a +2 bonus on all skill checks made to

avoid or minimize the effects of such hazards.

Master Navigator [18th]

You find that it is easiest to center your mind and focus ==
when you are immersed in the stars, buried in charts and
maps that lay out the cosmos before you. Up to twice per
day, you can spend 10 minutes reviewing star charts and
maps in order to recover 1 Resolve Point. This doesn’t
count as resting to regain Stamina Points.
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You are an engineer, a craftsman, and a designerallirollediintolone; and noione can take the raw potential found in
universal polymer base and shape and moldlitiwithitheisamellevel ofidelicacy and skill that you are able to manage.
You understand the temperaments of'the materialifarbettertthanidabblers, and can push it to extremes, allowing
you to craft things well beyond whatyouishould berableitorwithpyourilevellof training, and doing so more quickly and
cheaply.than.others.,

Theme Knowledge [1st] T !
You are skilled at shaping functional items from raw

materials, and can expertly craft things with minimal

research and effort. When determining the number of

ranks required for you to craft an item, treat the item

as though its level were 2 lower than it actually is.

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 Intelligence at character ]
creation. i

i ‘l
Efficient Production [6th] !
As an engineer, you value efficiency, and know just how i !
to streamline the crafting process to cut out unnecessary i §

delay. It takes you 25% less time to.craft items.

Scavenging Eye [12th] Al

Just as-you are an expert at construction, you also know

how so disassemble something in a way that allows

you to better make use of its parts. When scavenging |

. parts from similar items to reduce the cost of crafting i

something, you can get parts worth up to 20% of the = J

scavenged item’s value, rather than 10%. This applies

only to items that are fully functional and undamaged. J: | e i
i

o i
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‘Master Craftsman [18th] , N 'j!f--;
You find a certain clarity while you are crafting, and the j ! |
very act of making something not only allows you to ; ! "
refocus your mind and hone in on what’s truly important, A S ' H
it also fills you with a powerful satisfaction from a job &
well done. Up to twice per day, when you successfully 1
craft an item, you recover 1 Resolve Point. The time = \
required to do so is included in the time spent crafting
* the item (and doesn’t count as resting to regain Stamina
Points).

)



C

university or similar setting, and hold ajdegre

nply be a savant who became attracted toiph

our topic of study may be somewhat,obscure; you
wide array.ofisituations:

Theme Knowledge [1st]

You have amassed a wide variety of knowledge relating
to all kinds of physical sciences. Reduce the DC for all
Physical Science checks made to recall knowledge by
5. Physical Science 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 Physical Science checks.

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

Mind Over Matter [6th]

History has proven time and time again that the clever
application of physics is far more effective at resolving
physical tasks that any amount of brute force. From
leverage to flight vectors to numerous other principles
of physics, you are able to turn theoretical knowledge
into physical results. Once per day, when you make

a Strength, Dexterity, or Constitution ability check, or
a skill check for a skill that uses one of those three
ability scores, you can gain a +2 bonus on the check.
Alternatively, you can spend 1 Resolve Point in order to
gain a bonus equal te your Intelligence bonus, instead.
Either way, you must declare that you are using this
ability before the roll is made.

0 +1Int

—onperhapsieven a doctorate or professorship—or you
and learnediaboutiitiiniyour spare time. Whatever the case,

areinonetheless able to bring it to bear in a surprisingly

Reality Check [12th]

Your incredible knowledge of physics allows you to

point out flaws in magical effects with such pinpoint
accuracy and mathematical certainty that you can
actually interfere with the magic and cause it to fail. You
can use this ability once per day, and must expend 1
Resolve Point in order to do so. This functions identically
to casting the spell dispel magic, except that this is an
extraordinary ability. Your effective caster level for this
effect is equal to your character level.

Master Physicist [18th] :

By immersing yourself in complex physics equations,
and pushing the boundaries of theoretical physics, you
are able to find clarity-and inspiration, granting you

the energy and stamina to continue your adventures.

By spending 2 hours engaging in theoretical physics
research, 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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Toxicologist’

+1"Con

You have studied extensively in the field of'toxicology,makingiyoulan expert in allithings relating to disease
and poison. Not only are you highly familiar withithelwidelcataloguelofidiseases and poisons that can be found

throughout known space

including their'symptomsand how/toitreat them

you are also an expert at crafting and

handling diseases and poisons, as well, and havereven builtiupraniimpressive resistance to a wide variety of them.

\VVhetheryouauserour knowledgetohe||3.04|’toharm, yeu rmaster’.yofaﬁlicti@ms.can'tbeargged Wit
e —

Theme Knowledge [1st]

You are an expert at identifying diseases and poisons.
You can make a Medicine check when observing a
creature afflicted by a disease or poison, or an object
that carries a disease or has been poisoned, in order to
determine the nature of the disease or poison and its
effects. In order to use this ability, you must be aware
that the creature or object you're observing is diseased
or poisoned. The DC of the skill check is equal to the
disease or poison’s saving throw DC. Unless you have
access to a laboratory with a microscope and other
equipment, you suffer a =5 penalty on this check.
Medicine 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 Medicine checks. In addition, you gain
an ability adjustment of +1 to Constitution at character
creation.

Mithridatism [6th]

Your continual exposure to poisons and diseases allows
you to slowly build up a tolerance for them, making you
more resistant to their effects. You gain a +2 bonus

on saving throws made to resist disease and poison.
Additionally, once per day, when you fail a saving throw
to resist a disease or poison’s effects, you can spend

1 Resolve Point in order to immediately reroll. You
must declare that you are using this ability before the
consequences of the failed roll become known, and you
must use the new result, even if it is worse.

Genetic Pathogens [12th]

You are an expert in the field of diseases and poisons, as
well as the vaccines and cures that are used to combat
them. Given a small amount of genetic material from a
particular creature, you can tailor-make a curative to suit
their body’s exact genetic make-up, rendering it more
effective. Whenever you use the Medicine skill to treat a
disease or poison, you grant the target a +6 bonus on its
next saving throw, rather than the usual +4 bonus.

This same knowledge also allows you to enhance
poisons and diseases to make them more effective
against creatures of a particular species. Doing so
requires that you have some genetic material (blood,
hair, scales, etc.) belonging to the type of creature you
wish to tailor the disease or poison to, as well as a dose
of poison or diseased material, and access to a medical
lab. It also requires the expenditure of 100 gp, and 4
hours of work. The resulting disease or poison has its
saving throw DC increased by +2 for creatures of the
species it is tailored to, but reduced by -2 for all other
creatures.

Master of Toxins [18th]

Up to twice per day, when you are subjected to a poison
or disease, you,recover 1 Resolve Point. This applies
whether or not you successfully resist the poison or
disease.
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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 002: Scientific Themes. Copyright 2017, Necromancers of the
Northwest, Inc.; Authors Alex Riggs, Joshua Zaback.

END OF LICENSE
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