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Introduction
The Starfinder Roleplaying Game presents the 
option for players to boldly ride forth into the 
final frontier, exploring space in a futuristic 
fantasy setting. As much as things are shiny and 
new in the future, though, there are plenty of 
things that long-time Pathfinder Roleplaying Game 
players will find familiar. There are plenty of 
things from Pathfinder that are ready and waiting 
to be ‘rediscovered’ in the future, and long-
time Pathfinder players are eager for some of 
their favorite options to be converted over for 
Starfinder use.

This book, along with three others in the 
series, is devoted to converting the feats of 
Pathfinder Roleplaying Game: Advanced Player’s 
Guide from Pathfinder to Starfinder. While some 
of these feats translate over fairly easily 
and directly, the differences in the systems 
mean that other feats require a bit more 
effort in order for them to work with the new 
system. While there are a few feats that defy 
a straightforward conversion, we have made 
an effort when converting these feats to keep 
them as close as possible to the spirit of the 
original, while at the same time ensuring that 
they also match the spirit and realities of the 
new system.

New Feats
The following feats are presented in 
alphabetical order.

Ace Pilot
You can push vehicles to their limits.
•	 Prerequisites: Piloting 15 ranks, Trick 

Driving.
•	 Benefit: While serving in the pilot role 

during starship combat, or driving a 
vehicle in a vehicle chase, you can take 
an additional action each round that you 
operate the starship or vehicle.

Greater Sunder
Your critical hits destroy your opponents’ 
weapons.
•	 Prerequisites: Improved Sunder, base attack 

bonus +9
• Benefit: The bonus granted by Improved Combat 

Maneuver to your attack rolls made to 
perform a sunder combat maneuver increases 
to +8. Additionally, whenever you score a 
critical hit with a melee attack, you can 
sunder your opponent’s weapon, in addition 
to the normal damage dealt by the attack. 
Apply the damage roll from your critical hit 
to both the target and the target’s weapon.

Improved Sunder
You are an expert at destroying your opponents’ 
items.
•	 Prerequisite: Improved Combat Maneuver 

(sunder).
•	 Benefit: The bonus granted by Improved 

Combat Maneuver to your attack rolls 
made to perform a sunder combat maneuver 
increases to +6. Additionally, whenever 
you successfully destroy an object with a 
sunder combat maneuver, any excess damage is 
applied to the item’s wielder. No damage is 
transferred if you decide to leave the item 
with 1 hit point.

Marshall
Your improvisations are at their best on the 
field of battle.
•	 Prerequisites: Cha 13, envoy improvisation 

class feature.
•	 Benefit: When you use your envoy 

improvisations on a battlefield (any area 
where a combat involving a dozen or more 
combatants is taking place), the range of 
your improvisation is doubled. Additionally, 
you treat your class level as 2 higher for 
the purposes of determining the effects of 
your improvisations while on a battlefield.

Stone Singer
Your connection to dark catacombs empowers your 
spells when you are within them.
•	 Prerequisites: Cha 13, mystic with the 

xenodruid connection.
•	 Benefit: The DC of spells you cast in caves 

and other natural underground areas is 
increased by +1, and you treat such spells 
as though your caster level were 2 higher 
than it actually is. At 11th level, the 
increase to saving throw DC is +2, and the 
increase to caster level is +4. At 17th 
level, the increase to saving throw DC is 
+3, and the increase to caster level is +6. 
These bonuses apply only when you are in a 
natural underground area, and do not stack 
with the Spell Focus feat or similar feats.

Stunning Assault (Combat)
You can deliver powerful blows capable of 
leaving your foes stunned.
•	 Prerequisites: Str 15, Basic Melee Weapon 

Proficiency.
•	 Benefit: You can choose to take a —5 penalty 

on all melee attack rolls in order to stun 
targets you hit with your melee attacks and 
combat maneuvers for 1 round. A successful 
Fortitude save (DC 10 + your base attack 
bonus) negates the effect. You must choose to 
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Sidebar: Renamed Feats
There are a number of feats from Pathfinder 
Roleplaying Game: Advanced Player’s Guide which 
were not suitable for this book, whether because 
they had already been converted to Starfinder 
rules and can be found in the Starfinder 
Roleplaying Game: Core Rulebook, because they 
relied heavily on classes or mechanics that are 
not part of Starfinder, or for other reasons. In 
other cases, the nature of the feat remained 
fairly similar, but the flavor needed to be 
updated to match Starfinder’s setting. Whether 
they were completely scrapped in favor of 
something else, or were simply renamed, the 
following table shows which original Advanced 
Player’s Guide feat inspired each of the 
following feats:

use this feat before making the attack roll, 
and its effects last until your next turn. 
You must be wielding a two-handed weapon to 
make use of this feat.

Swift Aid
You can more quickly aid your allies in combat.
•	 Prerequisites: Int 13, base attack bonus +6.
•	 Benefit: You can perform the covering fire 

and harrying fire actions as a swift action, 
rather than a standard action. If you do, 
the bonus you grant is reduced to +1.

Swift Attunement
In a pinch, you can become attuned more quickly 
to cosmic forces.
•	 Prerequisite: Stellar mode class feature.
•	 Benefit: Once per day, when you change from 

being unattuned to either graviton mode or 
photon mode, you may choose to immediately 
gain 2 attunement points, rather than 
gaining 1.

Taunt
Your stature is small, but your words can have a 
big effect.
•	 Prerequisites: Cha 13, Small size or 

smaller.
•	 Benefit: You can demoralize opponents using 

Bluff rather than Intimidate. This otherwise 
functions identically to using Intimidate 
to demoralize opponents, except that you do 
not suffer any penalty for being smaller than 
your opponent.

Teleport Tactician (Combat)
You are always ready to strike a foe who appears 
or disappears suddenly.
•	 Prerequisite: Dex 13.
•	 Benefit: Whenever a creature enters or leaves 

a square you threaten using a teleportation 
effect, they provoke an attack of opportunity 
from you.

Tenacious Transmutation
Your transmutations are enduring even in the 
face of attempts to remove them.
•	 Prerequisite: Spell Focus.
•	 Benefit: The DC of caster level checks 

to dispel or remove your transmutations 
increases by 2. Even if the spell is 
negated, its effects persist for 1 additional 
round before dissipating.

Touch of Serenity (Combat)
Your touch can calm even the most ferocious 
opponents, if only for a moment.
•	 Prerequisites: Wis 18, Improved Unarmed 

Strike, base attack bonus +8.
•	 Benefit: When you make an unarmed strike, 

you can choose to have it be a touch of 
serenity. You must declare that you are 
doing so before the attack roll is made, and 
if you miss, the attempt is wasted. On a 
successful hit, the attack deals no damage 
and bestows no other effect or condition, 
but the target cannot attack or cast spells 
for 1 round unless it succeeds on a Will 
save (DC 10 + 1/2 your level + your Wisdom 
modifier). You may attempt a touch of 
serenity for free once per day for every 
four levels you have attained. Beyond this 

New Feat Name Original Name
Ace Pilot Mounted Skirmisher

Greater Sunder Sundering Strike
Improved Sunder N/A

Panzer Team Shield Wall
Swift Attunement Summoner's Call
Trick Driving Trick Riding

Table: Renamed Feats
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amount, you must expend 1 Resolve Point each 
time you use this ability. You may not use 
this ability on more than one attack per 
round.

Trick Driving
You are an expert at difficult piloting 
techniques.
•	 Prerequisites: Piloting 9 ranks, Sky Jockey.
•	 Benefit: When determining the DC of stunts 

you make while piloting a starship, if the 
DC would normally be calculated using twice 
your starship’s tier, calculate it using 
your starship’s tier, instead. (For example, 
performing the back off stunt would have a DC 
of 10 + your starship’s tier instead of 10 
+ 2 x your starship’s tier). Additionally, 
when driving a vehicle in a vehicle chase, 
you gain a bonus equal to 1/2 your level 
on Piloting checks made to perform pilot 
actions.

Tripping Strike (Combat)
Your critical hits send foes to the ground.
•	 Prerequisite: Improved Combat Maneuver 

(trip).
•	 Benefit: Whenever you score a critical hit 

with a melee attack, you may immediately 
make a trip combat maneuver against the 
target of that attack as a free action.

Under and Over (Combat)
When you slip from a foe’s grasp, you dart 
beneath him, tangling up his legs and sending 
him to the ground.
•	 Prerequisites: Improved Combat Maneuver 

(grapple) or Improved Combat Maneuver 
(trip), Underfoot, Small size or smaller.

•	 Benefit: If an opponent larger than you 
attempts to grapple you and fails, you may 
make a trip combat maneuver as a reaction 
against that opponent. You gain a +2 bonus 
on this combat maneuver. Additionally, 
whenever you successfully move through an 
opponent’s space with Acrobatics, if that 
creature is at least one size category 
larger than you, and the result of your 
Acrobatics check was at least 5 higher than 
the DC, you can expend 1 Resolve Point in 
order to make a trip combat maneuver against 
that creature as a free action as you pass 
through.

Underfoot (Combat)
Your small size allows you to more easily dodge 
attacks.
•	 Prerequisites: Mobility, Small size or 

smaller.
•	 Benefit: You gain a +4 bonus on Acrobatics 

checks made to move past opponents without 
provoking an attack of opportunity, so long 
as those opponents are at least one size 
category larger than you. In addition, you 
gain a +2 bonus to AC against attacks of 
opportunity that you provoke by leaving a 
threatened square, but only if the attacker 
is at least one size category larger than 
you.

Vermin Heart
You have a special bond with insects, arachnids, 
and other invertebrates.
•	 Benefit: You may target vermin with mind-

affecting effects as though they were not 
mindless. Additionally, the starting 
attitude of vermin towards you is increased 
by one step (hostile becomes unfriendly, 
unfriendly becomes indifferent, and so on).

Well-Prepared
You always come prepared.
•	 Prerequisite: Sleight of Hand 3 ranks.
•	 Benefit: Once per day, when confronted with 

a situation that calls for a particular 
piece of non-magical equipment (including 
technological items, personal items, drugs, 
trade goods, and, at the GM’s discretion, 
other items), you may make a Sleight of Hand 
check with a DC of 10 plus the item’s cost 
in credits. The DC is increased by +5 if 
the item has more than light bulk, and the 
check fails automatically if the item has 
more than 1 bulk. If you succeed, you find 
such an item on your person. For example, 
having a flashlight would require a DC 11 
check, whereas having a fire extinguisher 
would require a DC 25 check. In the case of 
items with an unclear credit value, the GM 
should assign an appropriate DC. You cannot 
produce specific items in this way, such as 
the keycard to a particular door. If you are 
stripped of your equipment or possessions, 
you lose the benefits of this feat until you 
have at least a day to resupply and acquire 
new items. You must pay for these items 
normally.
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Metamagic Feats
Metamagic feats allow spellcasters to modify 
spells they cast, allowing them to alter the 
spell’s range, casting time, effect, or other 
variables in some fashion. Spells modified by 
a metamagic feat use a spell slot higher than 
normal. This does not change the level of the 
spell, so the DC for saving throws against it 
does not go up. Metamagic feats do not affect 
spell-like abilities. A caster chooses whether 
or not to apply a metamagic feat to a spell as 
she casts it, and she can apply only metamagic 
feats that she has learned.

A spellcaster can’t use a metamagic feat to 
alter a spell being cast from a wand, scroll, or 
other device. A spellcaster can apply multiple 
metamagic feats to a single spell. Changes to 
its level are cumulative. You can’t apply the 
same metamagic feat more than once to a single 
spell.

New Metamagic Feats
The following feats are presented in 
alphabetical order.

Bouncing Spell (Metamagic)
When your spell fails to affect its target, it is 
redirected to another victim.
•	 Benefit: Whenever a bouncing spell targeting 

a single creature has no effect on its 
intended target (whether due to spell 
resistance, a successful saving throw, 
immunity, or some other reason), as a swift 
action, you may redirect it to target 
another eligible creature within range. The 
redirected spell behaves in all ways as if 
its new target were the original target for 
the spells. Spells that affect the original 
target in any way (including a lesser effect 
from a successful saving throw) may not be 
redirected in this manner. A bouncing spell 
uses up a slot two levels higher than the 
spell’s actual level.

Dazing Spell (Metamagic)
Creatures harmed by your spell are overcome by 
the experience.
•	 Benefit: You can modify a spell to daze 

a creature damaged by the spell. When a 
creature takes damage from this spell, they 
become dazed for a number of rounds equal 
to the original level of the spell. If the 
spell allows a saving throw, a successful 
save negates the daze effect. If the spell 
does not allow a save, the target can make 
a Will save to negate the daze effect. If 

the spell’s normal effect would also cause 
the creature to become dazed, the duration 
of this metamagic effect is added to the 
duration of the normal daze effect, instead. 
A dazing spell uses up a spell slot two 
levels higher than the spell’s actual level. 
Spells that do not inflict damage do not 
benefit from this feat.

Disruptive Spell (Metamagic)
Your spells create magical dissonance in their 
targets, making it impossible to cast spells for 
a short time.
•	 Benefit: Targets affected by a disruptive 

spell cannot cast spells or use spell-like 
abilities for 1 round. Targets that avoid 
the spell’s effects avoid this feat’s effect 
as well. A disruptive spell uses up a spell 
slot two levels higher than the spell’s 
actual level.

Ectoplasmic Spell (Metamagic)
Your spells are able to affect incorporeal and 
ethereal creatures as though they were solid.
•	 Benefit: An ectoplasmic spell has full effect 

against incorporeal creatures, as well as 
creatures on the Ethereal Plane. You must be 
able to see creatures on the Ethereal Plane 
in order to target them, and they must be in 
the corresponding area on the Ethereal Plane 
in order to be affected by a spell with an 
area on the Material Plane. An ectoplasmic 
spell uses up a spell slot one level higher 
than the spell’s actual level.

Elemental Spell (Metamagic)
You can substitute one element for another.
•	 Benefit: Choose one energy type: acid, cold, 

electricity, or fire. You may replace a 
spell’s normal damage with that energy type, 
or split the spell’s damage, so that half 
is of that energy type and half is of its 
normal type. An elemental spell uses up a 
spell slot one level higher than the spell’s 
actual level.

•	 Special: You can gain this feat multiple 
times. Each time you must choose a different 
energy type. If you have selected this spell 
multiple times, you can choose to divide 
any given spell’s damage evenly between any 
number of energy types you have selected 
with this feat.
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Focused Spell (Metamagic)
You can focus the brunt of a spell with multiple 
targets on a single target of your choice.
•	 Benefit: When casting a spell that targets 

more than one creature, you can choose one 
target or creature within the spell effect. 
That creature’s saving throw DC to resist 
the spell is increased by +2. You must 
choose which target to focus the spell on 
before casting the spell. A focused spell 
uses up a spell slot one level higher than 
the spell’s actual level. Spells that do not 
require a saving throw to resist or lessen 
the spell’s effect do not benefit from this 
feat.

Intensified Spell (Metamagic)
Your damaging spells are far more intense than 
normal.
•	 Benefit: When rolling damage for an 

intensified spell, instead of rolling the 
normal damage dice for the spell, roll dice 
that are two steps larger, as outlined on 
the table below. 
[Table] 
For example, if a spell would normally 
deal 10d6 points of damage, the intensified 
version would deal 10d10 points of damage, 
instead, and if a spell would normally 
deal 8d10 points of damage, the intensified 
version would deal 16d6 points of damage, 
instead. An intensified spell uses up a spell 
slot one level higher than the spell’s 
actual level.

other creatures or objects entering the area 
are subject to its effects. A lingering spell 
with a visual manifestation obscures vision, 
providing concealment (20% miss chance) 
beyond 5 feet, and total concealment (50% 
miss chance) beyond 20 feet. A lingering 
spell uses up a spell slot one level higher 
than the spell’s actual level.

Merciful Spell (Metamagic)
You can nonlethally dispatch foes with your 
spells.
•	 Benefit: You can alter spells that inflict 

damage to inflict nonlethal damage instead. 
Spells that inflict damage of a particular 
type (such as fire) inflict nonlethal damage 
of the same type. A merciful spell does not 
use up a higher-level spell slot than the 
spell’s actual level.

Persistent Spell (Metamagic)
Your spells are harder to resist.
•	 Benefit: Whenever a creature targeted by a 

persistent spell or within its area makes a 
saving throw to resist the spell’s effects, 
that creature must roll twice and take the 
worse result. A persistent spell uses up 
a spell slot two levels higher than the 
spell’s actual level. Spells that do not 
require a saving throw to resist or lessen 
the spell’s effect do not benefit from this 
feat.

Reach Spell (Metamagic)
You can extend the range of your spells to the 
next threshold.
•	 Benefit: You can alter a spell with a range 

of touch, close, or medium to increase its 
range to a higher range category, using the 
following order: touch, close, medium, and 
long. A reach spell uses up a spell slot 
one level higher than the spell’s actual 
level for each increase in range category. 
For example, a spell with a range of touch 
increased to long range uses up a spell slot 
three levels higher. Spells modified by this 
feat that require melee attacks instead 
require ranged attacks (this feat does not 
change whether the attack targets KAC or 
EAC). Spells that do not have a range of 
touch, close, or medium do not benefit from 
this feat.

Original Die Intensified Die
1d2 1d4
1d3 1d6
1d4 1d8
1d6 1d10
1d8 1d12

1d10 2d6
1d12 2d8
1d20 2d12

Table: Intensified Dice

Lingering Spell (Metamagic)
You can cause instantaneous effects to linger, 
harming those foolish enough to wander into 
them.
•	 Benefit: You may cause an instantaneous spell 

that affects an area to persist until the 
beginning of your next turn. Those already 
in the area suffer no additional harm, but 
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Selective Spell (Metamagic)
Your spells are able to discern friend from foe.
•	 Prerequisite: Mysticism 10 ranks.
•	 Benefit: When casting a selective spell 

with an area effect and a duration of 
instantaneous, you can choose a number of 
creatures or objects in the area equal 
to the ability score modifier used to 
determine your bonus spells (Intelligence 
for technomancers, Wisdom for mystics). The 
chosen creatures and objects are excluded 
from the effects of your spell. A selective 
spell uses up a spell slot one level higher 
than the spell’s actual level. Spells that 
do not have an area of effect and a duration 
of instantaneous do not benefit from this 
feat.

Sickening Spell (Metamagic)
Your spells leave your victims sickened.
•	 Benefit: You can modify a spell to sicken 

a creature damaged by the spell. When a 
creature takes damage from this spell, they 
become sickened for a number of rounds equal 
to the original level of the spell. If the 
spell allows a saving throw, a successful 
save negates the sickening effect. If the 
spell does not allow a save, the target 
can make a Fortitude save to negate the 
sickening effect. If the spell’s normal effect 
would also cause the creature to become 
sickened, the duration of this metamagic 
effect is added to the duration of the normal 
sickening effect, instead. A sickening spell 
uses up a spell slot one level higher than 
the spell’s actual level. Spells that do not 
inflict damage do not benefit from this feat.

Thundering Spell (Metamagic)
Your spells come with cacophonous noises that 
deafen your victims.
•	 Benefit: You can modify a spell to deafen 

a creature damaged by the spell. When a 
creature takes damage from this spell, they 
become deafened for a number of rounds equal 
to the original level of the spell. If the 
spell allows a saving throw, a successful 
save negates the deafening effect. If the 
spell does not allow a save, the target 
can make a Fortitude save to negate the 
deafening effect. If the spell’s normal effect 
would also cause the creature to become 
deafened, the duration of this metamagic 
effect is added to the duration of the normal 
deafening effect, instead. A thundering spell 
uses up a spell slot one level higher than 
the spell’s actual level. Spells that do not 
inflict damage do not benefit from this feat.

Teamwork Feats
Teamwork feats grant large bonuses, but they 
only function under specific circumstances. In 
most cases, these feats require an ally who also 
possesses the feat to be positioned carefully on 
the battlefield. Teamwork feats provide no bonus 
if the listed conditions are not met. Note that 
allies who are paralyzed, stunned, unconscious, 
or otherwise unable to act do not count for the 
purposes of these feats.

New Teamwork Feats
The following feats are presented in 
alphabetical order.

Allied Spellcaster (Teamwork)
Your spells are aided by the mystic resonance of 
nearby allies capable of casting spells.
•	 Prerequisites: Caster level 1st.
•	 Benefit: Whenever you are adjacent to an ally 

who also has this feat, you receive a +2 
competence bonus on caster level checks made 
to overcome spell resistance. If your ally 
has the same spell prepared (or knows the 
spell, and has a spell slot available that 
can be used to cast it, if the ally casts 
spells spontaneously), this bonus increases 
to +4, and you treat your caster level as 1 
higher than it actually is for all level-
dependent variables of the spell, such as 
duration, range, and effect.

Coordinated Defense (Combat, Teamwork)
You lean on your allies to avoid being 
outmaneuvered in combat.
•	 Benefit: Whenever you are adjacent to an ally 

who also has this feat, you gain a +2 bonus 
to KAC against combat maneuvers. This bonus 
increases to +4 if the creature attempting 
the maneuver is larger than both you and 
your ally.

Coordinated Maneuvers (Combat, Teamwork)
You work with your allies to set up opponents to 
be outmaneuvered on the battlefield.
•	 Benefit: Whenever you are adjacent to an ally 

who has this feat, you receive a +2 bonus on 
attacks made as part of a combat maneuver. 
This bonus increases to +4 if the target of 
the combat maneuver is larger than both you 
and your ally.

Duck and Cover (Teamwork)
You and your allies work together to avoid 
certain attacks.
•	 Benefit: Whenever you are adjacent to an ally 

who also has this feat, and both of you 
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are required to make a Reflex saving throw 
against a spell or effect, you may take the 
result of your die roll or that of your ally 
(your modifiers still apply to the roll, 
regardless of which result you take). If you 
take your ally’s result, you are knocked 
prone (or staggered on your next turn, if 
you were already prone or cannot be knocked 
prone). In addition, as a swift action, you 
can grant an adjacent ally with this feat a 
+2 bonus to AC until the beginning of your 
next turn. The ally loses this benefit if you 
cease to be adjacent to them for any reason.

Lookout (Combat, Teamwork)
You and your allies work together to alert each 
other of danger.
•	 Benefit: Whenever you are adjacent to an ally 

who also has this feat, you may act in the 
surprise round as long as your ally would 
normally be able to act in the surprise 
round. If you would normally be denied the 
ability to act in the surprise round, your 
initiative is equal to your initiative roll 
or 1 lower than your ally’s initiative roll, 
whichever is lower. If both you and your 
ally would be able to act in the surprise 
round without the aid of this feat, you may 
take both a standard and a move action (or 
a full-round action) during the surprise 
round.

Outflank (Combat, Teamwork)
You work with your allies to press your 
advantage when assaulting a foe from both sides.
•	 Prerequisites: Base attack bonus +4.
•	 Benefit: Whenever you and an ally who also 

has this feat are flanking the same creature, 
your flanking bonus on attack rolls increases 
to +4. In addition, whenever you score a 
critical hit against the flanked creature, it 
provokes an attack of opportunity from your 
ally that also has this feat.

Paired Opportunists (Combat, Teamwork)
You and your allies strike together to exploit 
openings in an enemy’s defenses.
•	 Benefit: Whenever you are adjacent to an ally 

who also has this feat, you receive a +4 
circumstance bonus on attacks of opportunity 
against creatures that you both threaten. 
Enemies that provoke attacks of opportunity 
from your ally also provoke attacks of 
opportunity from you so long as you threaten 
them (even if the situation or an ability 
would normally deny you the attack of 

opportunity). This does not allow you to 
take more than one attack of opportunity 
against a creature for a given action.

Panzer Team (Combat, Teamwork)
You form a unified defense with your heavily-
armored allies.
•	 Prerequisites: Heavy Armor Proficiency, base 

attack bonus +4.
•	 Benefit: Whenever you are wearing heavy armor 

or power armor and are adjacent to an ally 
wearing such armor who also has this feat, 
the KAC bonus from your armor increases, 
depending on the type of armor worn by your 
ally. If your ally is wearing heavy armor, 
your KAC increases by +1. If your ally is 
wearing powered armor, your KAC increases by 
+2.

Precise Strike (Combat, Teamwork)
When you catch a foe between yourself and your 
ally, you show no mercy.
•	 Prerequisites: Dex 13, base attack bonus +1.
•	 Benefit: Whenever you and an ally who also 

has this feat are flanking the same creature, 
you deal an additional 1d6 points of damage 
with each successful melee attack made 
against that creature. 

Shielded Caster (Teamwork)
Your allies can shield you from harm as you cast 
spells.
•	 Benefit: Whenever you are adjacent to an 

ally who also has this feat, if you are 
damaged while casting a spell, your ally may 
choose to suffer the damage in your place, 
preventing you from losing your spell. If 
your ally chooses to do so, she is hit by 
the attack automatically, and suffers damage 
(as well as any other harmful effects of the 
attack) as though she had been the original 
target.

Swap Places (Combat, Teamwork)
You can swap places with your ally, dancing 
gracefully over the battlefield.
•	 Benefit: Whenever you are adjacent to an 

ally who also has this feat, you can move 
into your ally’s square as part of normal 
movement. At the same time, you ally moves 
into your previous space as a reaction. Both 
you and your ally must be willing and able 
to take advantage of this feat. Your ally 
does not provoke an attack of opportunity 
from this movement, but you provoke as 
normal.



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, Faerûn, 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.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.  
 

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.  
 
5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are Your 
original creation and/or You have sufficient rights to grant the rights conveyed by 
this License.  
 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion 
of this License to include the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder’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.
Spacefarer’s Digest 009: Advanced Spacefarer Feats 4. Copyright 2018, 
Necromancers of the Northwest, Inc.; Authors Alex Riggs, Joshua Zaback. 

END OF LICENSE 
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