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Introduction

Grenades are an important part of the modern warfare
arsenal, and for many players, feeling like a hardcore
tactical commando requires bringing along some
handheld explosions. The Starfinder Roleplaying Game
Core Rulebook provides a sizable selection of grenades
to choose from, allowing players to select between a
variety of different damage types and even some more
tactically-oriented options, like grenades that entangle
or-blind foes. But there’s always room for more grenades,
and this book not only presents a whole new arsenal of
new grenade types to outfit your heroes with, but also
provides a number of exciting new feats that allow you to
get the most out of your grenades.

The following feats are presented in alphabetical order.

Defensive Blast Shape

You are so skilled at throwing grenades that you can
influence the way they explode, allowing you to avoid
damaging certain spots within the blast radius.
Prerequisites: Grenade Proficiency, base attack bonus
+5.

Benefit: When throwing a grenade, you can choose

one square within the grenade’s blast radius that is
unaffected by the grenade. For every 5 points of base
attack bonus you possess beyond 5, you can choose one
additional square to omit in this way.

Down the Heateh

You feed grenades to your foes.

Prerequisites: Grenade Proficiency.

Benefit: While grappling or being grappled by a creature
of Large or larger size, you can attempt a grapple check
to force a held grenade into the creature’s mouth. If you
succeed, the creature swallows the grenade, causing

it to automatically fail its saving throw to resist the
grenade’s effects, and suffer twice the normal damage
from the grenade. At the GM’s discretion, certain types
of grenades, such as the hologrenade or the stickybomb
grenade, may not have any effect when swallowed in

‘this way, or may have their effects lessened. Any time a

creature attempts to swallow you whole and fails, you
may attempt to use this feat as a reaction to make it
swallow a grenade instead, and gain a +4 bonus on your
combat maneuver check to do so.

Grenade Focus

= When you throw a grenade, it is harder to avoid the

effects of the blast.
Prerequisites: Grenade Proficiency.

Benefit: The DC of grenades that you throw is increased
by 2.

)

Offensive Blast

You are so skilled at throwing grenades that you can

influence the way they explode, allowing you to expand

the blast radius in certain areas.

Prerequisites: Grenade Proficiency, base attack bonus -
+5. :
Benefit: When throwing a grenade, you can choose

one square that is outside the grenade’s blast radius,

but adjacent to it. That square is affected as though

it were inside the grenade’s blast radius. For every 5

points of base attack bonus you possess beyond 5, you

can choose one additional square to.add in this way. All

added squares must be adjacent to the original blast —
radius.

Overload Grenade

You can overload a grenade, causing it to have a

more dramatic blast, but also making it much more
unpredictable.

Prerequisites: Grenade Proficiency.

Benefit: You can overload a grenade when you activate

it, causing it to have a greater effect, but much lower

accuracy. You must declare when the grenade is

activated that you are overloading it. If you do, you suffer

a —20 penalty on your attack roll with that grenade, and

if you miss with the grenade, roll 1d8 instead of 1d4 to

determine how far off the grenade lands from its target. o
The blast radius of the grenade is increased by 1d4 x 5

feet, the DC is increased by +4, and the.damage inflicted

by the grenade is increased by an amount equal to your

level.

Special: You cannot use this feat in conjunction with the -
Defensive Blast Shape feat.

Precise Blast

Grenades you throw have a narrower blast.

Prerequisites: Grenade proficiency. —
Benefit: When you throw a grenade, you can choose to

decrease its blast radius by up to 10 feet. This reduction

must be in 5-foot increments, and cannot reduce the

blast radius to less than 5 feet.

Strategiec Bounce

Even when you miss with a grenade, it has a knack of
getting where you need it.

Prerequisites: Grenade Proficiency.

Benefit: Whenever you miss with a grenade by less than
5, you can roll twice when determining the direction

and distance that the grenade is off target, and choose
which result to use for each. Additionally, the unexpected
movements of the grenade make it harder to avoid it,
and creatures within the grenade’s blast radius that
would not have been within its radius if you had hit your
original target suffer a =2 penalty on their saving throw
to resist its effects. Finally, when making an attack with
a grenade, if the attack is within five range increments,
then before making the roll, you can choose to forfeit the
roll and instead automatically treat the roll as though you
had missed by less than b.
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Take the Blast

You can jump on top of explosives in order to shield
others from their blasts.

Benefit: If a grenade or similar explosive is in your
square or an adjacent square, then, when it explodes,
as a reaction, you can attempt to throw yourself on top
of it to contain the blast. If you do, you automatically fail
your saving throw and suffer the maximum damage and
effects from the grenade, but it affects only you. You
can use this ability only against bursts and blasts with a
specific origin point contained within a single square.

Thrown Accuracy

Youhave great control over where your grenades land.
Prerequisites: Grenade proficiency.

Benefit: You gain a +2 bonus on attack rolls made with
thrown weapons. Additionally, if you miss with a thrown
weapon, you can add or subtract 1 to the results of the
rolls made to determine the direction and distance that it
goes off-target.

Wide Blast

Grenades you throw have a larger blast.
Prerequisites: Grenade proficiency.

Benefit: Grenades you throw have their blast radius
increased by 5 feet.

New Grenades

The following section lists a number of new types

of grenades. Each different style of grenade has a
description outlining its effects in detail. Table 1:
Grenades outlines the exact specifics for each individual
type of grenade. Unlike the grenades found in the
Starfinder Roleplaying Game Core Rulebook, many of
these grenades feature effects that target the body or
mind in ways that are less about avoiding the effect
through quick reflexes, and more about enduring or
resisting it. As a result, each type of grenade lists the
appropriate type of saving throw in parentheses after the
grenade’s name. The relevant saving throw is also listed
in the save column on Table 1: Grenades.

The grenade descriptions are listed in alphabetical order,
while the table is listed in order of item level, from lowest
to highest.

Cyberassault Grenade (Fortitude): These grenades

are designed specifically to combat machines, including
robots, turrets, and computers. Upon impact, they create
an electromagnetic field, which deals a small amount

of electricity damage to creatures and objects in the
area, but also wreaks havoc with delicate electronics.
Each creature with the robot subtype that fails its saving
throw gains the off-target condition until any creature
spends 1 minute recalibrating it, requiring a successful’
Computers check with a DC equal to the grenade’s DC.
Additionally, robots and computers that fail their saving

&
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TABLE 1: GRENADES

GRENADES LEVEL PRICE RANGE CAPACITY BULK SAVE SPECIAL

Cyberassault grenade | 1 75 20 ft. [ Drawn L | Fort Explode (1d4 E, cyberassault, 5 ft.)
Knockout grenade | 1 130 | 20ft. | Drawn L | Fort Explode (1d8 nonlethal, knockout, 15 ft.)
Stench grenade | 1 150 | 20ft. | Drawn L | Fort Explode (stench cloud 1 minute, 20 ft.)

Psy grenade | 2 300 | 20ft. | Drawn L | Will Explode (1d4, confusion 1d4 rounds, 5 ft.)
Hologrenade | 3 450 | 20ft. | Drawn L | Wwill Explode (fascination, 10 ft.)
Cyberassault grenade |l 4 700 | 20ft. | Drawn L | Fort Explode (1d8 E, cyberassault, 5 ft.)
Knockout grenade |l 4 750 | 20ft. | Drawn L | Fort Explode (1d12 nonlethal, knockout, 15 ft.)
Razorwire grenade | 4 800 | 20ft. | Drawn L | Ref Explode (1d6 S, entangled, 10 ft.)

Grav grenade | 5 950 | 20ft. | Drawn L | Fort | Explode (1d8 B, extreme gravity 1d4 rounds, 10 ft.)
Stench grenade Il 5 900 | 20ft. | Drawn L | Fort Explode (stench cloud 1 minute, 20 ft.)
Magekiller grenade | 6 1,250 | 20 ft. | Drawn L | Ref | Explode (1d6 P, arcane inhibition 1d4 rounds, 5 ft.)
Psy grenade Il 6 1,500 | 20 ft. [ Drawn L | Will Explode (1d8, confusion 1d6 rounds, 10 ft.)
Razorwire grenade |l 7 2,200 | 20 ft. | Drawn L | Ref Explode (2d6 S, entangled, 10 ft.)
Exsanguinator | 8 2,900 | 20 ft. | Drawn L | Ref Explode (2d6 P, 1d6 bleed, 15 ft.)
Hologrenade Il 8 2,500 | 20 ft. | Drawn L | will Explode (fascination, 15 ft.)

Stench grenade llI 9 3,500 | 20 ft. | Drawn L | Fort Explode (stench cloud 1 minute, 20 ft.)
Cyberassault grenade Illf 10 | 5,300 | 20ft. | Drawn L | Fort Explode (3d8 E, cyberassault, 10 ft.)

Grav grenade Il 10 | 6,000 | 20 ft. | Drawn L | Fort | Explode (2d8 B, extreme gravity 1d6 rounds, 15 ft.)
Knockout grenade Il 10 5,800 | 20 ft. | Drawn L | Fort Explode (3d12 nonlethal, knockout, 15 ft.)

Psy grenade llI 10- | 5,675 | 20ft. | Drawn L | Will Explode (3d8, confusion 2d4 rounds, 15 ft.)
Magekiller grenade Il 11 7,800 | 20 ft. | Drawn L | Ref | Explode (2d6 P, arcane inhibition 2d4 rounds, 10 ft.)
Zero grenade 11 | 8,500 | 20ft. | Drawn L - Explode (zero gravity 1 minute, 15 ft.)
Exsanguinator I 12 | 12,000 | 20 ft. | Drawn L | Ref Explode (5d6 P, 2d6 bleed, 15 ft.)
Hologrenade llI 13 | 13,000 | 20 ft. | Drawn L | Will Explode (fascination, 20 ft.)

Razorwire grenade |l 13 | 15,000 | 20 ft. | Drawn L | Ref Explode (3d6 S, entangled, 10 ft.)

Stench grenade IV 13 | 14,500 | 20 ft. | Drawn L | Fort Explode (stench cloud 1 minute, 20 ft.)
Cyberassault grenade IV| 14 | 19,500 | 20 ft. | Drawn L | Fort Explode (6d8 E, cyberassault, 10 ft.)
Knockout grenade IV 14 | 20,000 | 20 ft. | Drawn L | Fort Explode (6d12 nonlethal, knockout, 15 ft.)

Psy grenade IV 14 | 21,000 | 20 ft. | Drawn L | will Explode (6d8, confusion 2d4 rounds, 15 ft.)
Grav grenade Il 15 | 32,000 | 20 ft. | Drawn L | Fort | Explode (4d8 B, extreme gravity 2d4 rounds, 15 ft.)
Exsanguinator llI 16 | 52,000 | 20 ft. | Drawn L | Ref Explode (7d6 P, 3d6 bleed, 15 ft.)
Magekiller grenade 16 | 48,000 | 20ft. | Drawn L | Ref | Explode (4d6 P, arcane inhibition 3d4 rounds, 15 ft.)
Stench grenade V 17 | 67,500 | 20 ft. | Drawn L | Fort Explode (stench cloud 1 minute, 20 ft.)
Hologrenade IV 18 | 90,000 | 20 ft. | Drawn L | Wil Explode (fascination, 25 ft.)

Psy grenade V 18 [110,000( 20 ft. | Drawn L | Will Explode (9d8, confusion 2d4 rounds, 15 ft.)
Razorwire grenade IV 19 (130,000 20 ft. | Drawn L | Ref Explode (5d6 S, entangled 2d4 rounds, 10 ft.)
Cyberassault grenade V| 20 |106,000{ 20 ft. | Drawn L | Fort Explode (9d8 E, cyberassault, 15 ft.)

Grav grenade IV 20 (180,000| 20 ft. [ Drawn L | Fort | Explode (6d8 B, extreme gravity 3d4 rounds, 20 ft.)
Knockout grenade V 20 (112,000| 20 ft. | Drawn L | Fort Explode (9d12 nonlethal, knockout, 15 ft.)



throws (assume most computers have a saving throw
modifier of —5) have the DC for all Computers checks
made to hack them reduced by 5 for 1 hour.

Exsanguinator (Reflex): These cruel and barbaric
grenades, outlawed on many worlds, are filled with
jagged, razor-sharp debris that have been coated with
powerful anti-coagulants, causing victims to sustain
sucking wounds that leave them bleeding out on the
battlefield. Creatures in the explosion suffer an amount
of slashing damage, as well as an amount of bleed
damage, which persists until healed. The bleeding
can be healed through the normal methods of healing
bleeding, but the DC of Medicine checks made to stop
the bleeding is equal to the grenade’s normal DC.

Grav Grenade (Fortitude): These grenades generate a
field of intense gravitational force upon impact, crushing
opponents under their own weight. Each creature in the
area of the explosion suffers an amount of nonlethal
bludgeoning damage, and the entire area of effect has its
gravity increased to five times that of standard gravity for
the listed amount of time. If the current gravity is already
five times standard gravity or higher, this has no effect.
Each round, a creature within the area of extreme gravity
suffers the grenade’s listed damage, as the pressure of
gravity weighs down on them.

Hologrenade (Will): Not truly a grenade, these small
metal orbs contain tiny holographic projectors that are
uncovered upon contact, and project bright and shifting
colors in a sort of cloud around it, which fascinate
creatures nearby. Creatures within the area that fail
their saving throw are fascinated for the listed duration.
Creatures that enter the grenade’s area must succeed on
a Will save at the-same DC or become fascinated in the
same way. At the end of the listed duration, the grenade
stops projecting the images, and all fascinated creatures
cease to be fascinated. This is a mind-affecting effect.
Creatures that do not see normally are immune to a
hologrenade’s effects.

Knockout Grenade (Fortitude): These grenades contain
a chemical gas designed to render creatures comatose,
which is released upon impact. Creatures within the
blast suffer a small amount of nonlethal damage.
Additionally, creatures that roll a natural 1 on their saving
throw are rendered unconscious for 1 hour. Creatures
that are rendered unconscious in this way can be
awakened through normal means, but suffer double the
normal penalty on Perception checks as a result of being
unconscious.

Magekiller Grenade (Reflex): These grenades are
packéd with millions of tiny nanites that emit magic-
cancelling frequencies, making it difficult for spellcasters
to cast spells. They explode like frag grenades upon
impact, inflicting a small amount of piercing damage and
releasing a cloud of shimmering nanites in the area of
the explosion. Any creature in the area that fails their
saving throw is coated in the nanites, which move with
the creature even if he exits the area of the explosion.

"y

Any creature that attempts to cast a spell while coated
in nanites or within the blast radius must succeed on a
caster level check (at the grenade’s normal DC) or the
spell fails. Even if the check is successful, the spell is
treated as though its caster level were 4 lower than it
actually is. The nanites are short-lived, and cease to
function after the listed number of rounds.

Psy Grenade (Will): These grenades are packed with
psychic energy, which is released outwards as crackling
purple arcs of energy upon impact. Creatures in the area
suffer a small amount of damage, inflicted by this energy.
Creatures that fail their saving throw are also confused
for the listed amount of time. Both the damage and the
confusion are mind-affecting effects.

Razorwire Grenade (Reflex): Similar in many ways to
the more common stickybomb grenade, these grenades
contain coil upon coil of tightly-wound razor wire,
which has been compressed and vacuum-sealed. They
shatter upon impact, causing the tangles of barbed
wires to explode outward, filling the blast radius and
entangling all those within. Creatures in the area suffer
a small'amount of slashing damage. Additionally, they
are entangled if they fail their saving throw. Entangled
creatures remain entangled until they free themselves
with a successful Acrobatics check to escape (at

the grenade’s normal DC), or spend 1 minute cutting
themselves free with proper tools. Each-failed attempt
to escape entanglement inflicts damage equal to the
grenade’s initial damage. Additionally, the razor wire
remains in place, rendering the blast radius difficult
terrain, and forcing any creature moving through it to
succeed on a Reflex save (at the grenade’s normal

DC) or suffer damage as though struck by the grenade,
and become entangled. A given 5-foot-square of the
razorwire can be cleared in 1d4 minutes with a pair of
cutting tools.

Stench Grenade (Fortitude): Far more advanced than
similar devices used by youths to perform pranks, these
grenades release chemical toxins that are debilitatingly
nauseating to nearly all forms of organic life. Creatures
that fail their saving throw are sickened for as long as
they remain within the cloud, and 1d4 rounds thereafter.
Creatures that fail their saving throw by 5 or more are
instead nauseated for the same duration.

Zero Grenade (No Save): These odd grenades project
a gravity-nullifying field upon impact, creating an area
of zero gravity in the area of explosion that lasts for the
listed duration.
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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 interestin 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.
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