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It takes little to no effort to make the simplest of changes  area, you can have a cool, useful spell like arctic blast.

to the simplest of spells — having arcing surge do cold Each of these variations should be treated as its own
damage, for example, is so simply a GM doesn’t need abook  spell (with the possible exception of the alternate bestow
to suggest it. But with just one more level of tweak, such as  curse options), and any information that isn’t listed as
tying it to a weapon that does cold damage and changingthe ~ changes is the same as the spell it is based on.
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0-LEVEL

Deafen
Inelegance, lesser

1¥'-LEVEL
Burrow

Surf

Synaptic Pulse, lesser
Supercharge Magic
Tremor

2"’-LEVEL

Burrow

B Inelegance

Surf
Weak Point

[lECHNUMANGER

0-LEVEL
Channel Surf
Dazzle
Scrambler, lesser

1-LEVEL

Command Code
Disruptor
Sentry Junkbot
Summon Vehicle
Trust Wyrm

2™-LEVEL
Anchor

Command Construct
Scrambler

Summon Vehicle
System Report

3*-LEVEL

Bestow Curse
Burrow
Disjunct
Familiar Spirit
Paranoia

Ride Along
Scent

Surf

4™-LEVEL

Burrow

Scent, greater
ScryLink

Wall of Avoidance

3*-LEVEL
Arctic Blast
Assess

Corrode
Feedback

Glitch

Hail of Bullets
Speak with Junk
Summon Vehicle

4™-LEVEL
Assembly Line
Cam Hack
Computer Bond
Feebleframe
Summon Vehicle

5""-LEVEL
Burrow
Disjunct, greater
Surf

Waves of Illness

6™-LEVEL

Burrow

Accretion Disk

Artificer

Commune with Technology
Surf

Sooth

Wall of Denial

War Zone

Wrackblade

5™-LEVEL

Command Code, greater
Commune with Technology
Glitch, greater

Medical Junkbot

Summon Vehicle

6™-LEVEL
Q-Ship
Summon Vehicle
True Scanning




55 in Spei

LHESLHIFPIILND

1. Accretion Disk (Mystic 6): As cosmic eddy, but deals
damage to creature every round they are in the area, it
moves up to 30 feet/round as you direct, and creatures
must succeed at a Fort save to leave it 9and are pulled
along with it if they fail this save when it moves).

2. Anchor (Technomancer 2): As hold monster, but
targets are simply unable to intentionally leave their
space and do not receive an additional save each round.

3. Arctic Blast (Technomancer 3): As arcing surge, but
you must have a weapon that does cold damage (which is
not consumed) to cast it, and it does 11d6 cold damage in
a 30-foot-cone starting at you.

4. Artificer (Mystic 6): As creation, but you can create a
single magic item with an item level no greater than 1/3
your caster level. If you create a new magic item while a
previous one exists, the older items dissipates.

5. Assembly Line (Technomancer 4): As animate
dead, but transmutation and you turn random junk
into constructs of the technological subtype which you
control instead of undead.

6. Assess (Technomancer 3): As arcane sight, but instead of
magic items and magic abilities, you can detect technological
items and extraordinary abilities (and the minimum level
at which the ability can be gained), and can determine the
properties of tech with an Engineering check.

7. Bestow Curse (Mystic 3): These are all alternate curses
that might be learned in place of one of the normal
bestow curse options (or as a whole new spell, bestow
other curse).

When the victim is adjacent to the area of a
damaging spell or effect, the area expands to
include the victim.

The victim can’t heal naturally, and magical healing
heals the victim by only half the usual amount
(minimum 1 point). Fast healing and regeneration
are likewise halved.

Whenever the victim takes damage, he is staggered
for 1 round.

The victim is plagued by cacophonous sounds and
strobing lights that only she can hear and see. She is
distracted (+5 to Perception DCs), cannot take 10
on skill checks, and must succeed at a caster level
check (DC 10 + triple spell level) to successfully
cast spells.

Anytime the victim picks up or retrieves an object
(including drawing a weapon or ammunition),
there is a 50% chance that he immediately drops it.

variarion

8. Burrow (Mystic 1-6) As flight, but the 1st level spell
allows you to breath underground, and the rest grant
burrow speeds rather than fly speeds.

9. Cam Hack (Technomancer 4): As clairaudience/
clairvoyance, except range is unlimited, and the effect
is a magical sensor created adjacent to any computer
terminal you can access, either directly or through a
comm link or info sphere.

10. Channel Surf (Technomancer 0); As grave words,
but you target a technologic device which then utters
random sentences as defined in the spell.

11. Command Code (Technomancer 1): As command,
but is conjuration and not language-dependent or mind-
affecting, and target is 1 construct with the technological
subtype or computer-controlled device, and Fort (object)
negates. You magically install a line of code into a system to
make it do one thing for 1 round, as defined in command.

12. Command Code, Greater (Technomancer 5): As
command code (above), but target is 1 construct with
the technological subtype or computer-controlled device
per level, and duration is 1 round/level, and targets are
allowed a Fort save to negate the effect each round.

13. Command Construct (Technomancer 2); As command
undead but is transmutation, Fort negates, suggestions take
an opposed Int check, and targets one construct.

14. Commune With Technology (Mystic 6,
Technomancer 5): As commune with nature, but it only
functions in places commune with nature does not, and
it reveals any creatures that are considered “residents” of
the area, rather than only those that are “native”

15. Computer Bond (Technomancer 4): As telepathic
bond, but target is 1 computer you have access to per 3
levels. You can operate bonded computers and computer-
controlled devices as if you were at their controls.

16. Corrode (Technomancer 3): As explosive blast, but
you use an expended piece of acid dart ammunition,
range is 180 feet, area is a 10-ft.-radius-burst, and it does
acid damage.

17. Dazzle (Technomancer 0): As slow, but evocation
and creatures are dazzled (with no change to movement
rate) rather than staggered.

18. Deafen (Mystic 0): As slow, but evocation and
creatures are deafened (with no change to movement
rate) rather than staggered.

19. Disjunct (Mystic 3): As discharge, but it applies to
charges from (or suppressing the power of) magic items.

20. Disjunct, Greater (Mystic 5): As discharge, greater,
but it applies to charges from (or suppressing the power
of) magic items.




21. Disruptor (Technomancer 1): As darkvision, but
target gains the power that all its attacks can do acid
damage, and if they do they gain corrode (3d6) as an
additional critical hit effect, and anything they kill or
destroy is disintegrated (as disintegrate).

22. Familiar Spirit (Mystic 3): This functions as wisp
ally, except it also functions as unseen servant, and the
wisp ally can cast token spell at will. The duration is 10
minutes/level.

23. Feebleframe (Technomancer 4) As feeblemind, but it
is transmutation, targets a construct or suit of powered
armor, allows a Reflex save, and reduced Strength and
Constitution to 1 for a duration of 1 minute/level.

24. Feedback (Technomancer 3): As explosive blast, but
you must have some technological device with a speaker
(which is not consumed) to cast it, it is centered on you,
you are immune to the damage, and it does sonic damage.

25. Glitch (Technomancer 3) As dispel magic, but affect
technological items, and targeted version can only affect
technological items (rather than effects).

26. Glitch, Greater (Technomancer 5) As dispel magic,
greater, but affect technological items, and targeted
version can only affect technological items (rather
than effects).

27. Hail of Bullets (Technomancer 3): As arcing surge,
but you must have a projectile weapon (which is not
consumed) to cast it, and it does 9d6 piercing damage in
a 60-foot-cone starting at you.

28. Inelegance (Mystic 2): As confusion, but targets are
flat-footed rather than confused.

29. Inelegance, Lesser (Mystic 0): As confusion, lesser,
but the target is flat-footed rather than confused.

30. Medical Junkbot (Technomancer 5) As battle
junkbot, except the summoned junkbot has no attack
bonus or weapons. It has a Medicine bonus equal to 5
+ 1.5x your caster level, has an advanced medkit, has
the surgeon envoy expertise talent, and can use the treat
deadly wounds task of Medicine as a full action.

31. Paranoia (Mystic 3): As charm monster, but
rather than be charmed the creature cannot treat
any creature as an ally, cannot gain or grant morale
bonuses, cannot decline taking any attack of
opportunity that becomes available (though it is still
limited to 1 reaction per round), and cannot flank or
assist in other’s flanking.

32. Q-Ship (Technomancer 6): As veil, except duration
is 24 hours and it affects one starship touched, so it looks
like any other starship.
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33. Ride Along (Mystic 3): As arcane eye, but the sensor
must be placed on a willing ally, and it automatically
stays and moves with them.

34. Scent (Mystic 3): As darkvision, but target gains
blindsense (scent), 60 feet.

35. Scent, Greater (Mystic 4): As darkvision, but target
gains blindsight (scent), 60 feet.

36. Scrambler (Technomancer 2): As confusion, but
targets are off-target rather than confused.

37. Scrambler, Lesser (Technomancer 0): As confusion,
lesser, but the target is off-target rather than confused.

38. ScryLink (Mystic 4): As clairaudience/clairvoyance,
except range is unlimited, and the effect is a magical
sensor created adjacent to any one creature with which
you have a mindlink.

39. Sentry Junkbot (Technomancer 1): As battle junkbot,
except duration 10 minutes/level, and the summoned
junkbot has no attack bonus or weapons. Its only function |
is to move around and be attacked, so you know someone
has attacked it (though you may also be able to use it to
set off traps, or to hide behind to gain cover, and so on).

40. Sooth (Mystic 6): As soothing protocol, but mind-
affecting, and target is one living creature.

41. Speak With Junk (Technomancer 3): As speak with
dead, but targets is one broken data-storage device,
computer, or system. The junk is limited to answering
questions with the data it had when it was functioning.

42. Synaptic Pulse, Lesser (Mystic 1): As synaptic pulse,
but range is 60 feet and target is one creature.

43. Summon Vehicle (Technomancer 1-6): As summon
creature 1-6 (Starfinder Alien Archive), but rather than §
select creatures you can summon, you select vehicles
you can summon of an item level equal to the CR of a
creature you could have picked, and the duration is 10
minutes/level (or 1 hour/level if you summon a lower-
level vehicle than the highest-level vehicle you could
have summoned).

44. Supercharge Magic (Mystic 1): As supercharge
weapon, but targets one spellcaster, and damage boost
applies to the next damaging spell they cast.

45. Surf (Mystic 1-6) As flight, but the Ist level spell
causes you to move up through liquids to bob at the
surface, and the rest grant swim speeds rather than
fly speeds.

46. System Report (Technomancer 2): As status but
targets are one object touched/3 levels.
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47. Tremor (Mystic 1): As grease, but failure results in
being off-target, or the item taking a -2 penalty to all
associated skill checks and attack rolls and damage.

48. True Scanning (Technomancer 6): As true seeing, but
it applies to anything you perceive through a computer
screen, camera, or sensor, causing the image to be
displayed as things are rather than as they appear, and
casting it is taxing and costs 1 Resolve Point.

49. Trust Wyrm (Technomancer 1) Yousummonastring
of computer code into the system of a computerized
creature. As charm person, but is conjuration, not
charm or mind-affecting, and it specifically targets
constructs with the technological subtype that are
not mindless (and creatures with the constructed
trait), and suggestions take opposed Intelligence
checks. Alternatively this spell can give you access to
a computer or mindless technological construct as if
you had a keyboard or had successfully hacked to gain
access, though you still must make Computers checks
to bypass security or give commands.

50. Wall of Avoidance (Mystic 4): As wall of fire, but the
wall does no damage and is invisible. Foes must make a
successful Will save each time they wish to pass through
the wall.

variarons

51. Wall of Denial (Mystic 6): As wall of fire, but the
wall does no damage and is invisible. Foes must make a
successful Will save each time they wish to pass through
the wall, observe anything beyond the wall directly, or
create any attack, or effect that they reasonable believe
will cross the barrier of the wall.

52. War Zone (Mystic 6) As enshrining refuge, but the
prohibited actions are acting as an ally, healing, granting
bonuses, aiding another, covering fire, harrying fire, and
making Diplomacy checks.

53. Waves of Illness (Mystic 5): As waves of fatigue, but
duration is 1 minute/level and targets are sickened rather
than fatigued.

54. Weak Point (Mystic 2): As entropic grasp, but target
is one creature touched per level, and such creatures only
suffer the reduction to EAC and KAC.

55. Wrackblade (Mystic 6): As inflict pain, but target
gains the ability to have its first melee attack every
round impose the inflict pain spell on its target with a
successful hit, in addition to any other damage or effects
of the weapon. When the spell ends, any inflict pain spells
imposed by it end.

)




‘5 771/?)-71/?5/?? CooEx:
' TECHN@MANCY
MANUAL .



https://www.drivethrurpg.com

i’" @IO ,,,.,[mm.

= o Ay . AN \ 4 -“
™ |
‘ ..o,.!l
PN . g
iiEe .. -l
S e
4 G, ) =

by Scott Gladstein

é

CEI‘MF'ATIBL.’E |



https://www.drivethrurpg.com
https://www.drivethrurpg.com?term=101+ranged+weapons

99 WMINDr SPEil Variarions

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

System Reference Document © 2000, Wizards of the Coast,
Inc.; Authors: Jonathan Tweet, Monte Cook, Skip Williams,
based on material by E. Gary Gygax and Dave Arneson.

d20 System Reference Document Copyright 2000-2005,
Wizards of the Coast, Inc.; authors Jonathan Tweet, Monte
Cook, Skip Williams, Rich Baker, Andy Collins, David
Noonan, Rich Redman, and Bruce R. Cordell, based on
original 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, E. Wesley Schneider,
Amber E. Scott, and Josh Vogt.

Starfinder Armory © 2018, Paizo Inc.; Authors: Alexander
Augunas, Kate Baker, John Compton, Eleanor Ferron,
Thurston Hillman, Mikko Kallio, Lyz Liddell, Ron Lundeen,
Matt Morris, David N. Ross, and Russ Taylor.

Starfinder Alien Archive © 2017, Paizo Inc.; Authors: John
Compton, Adam Daigle, Crystal Frasier, Amanda Hamon
Kunz, Jason Keeley, Jon Keith, Steve Kenson, Isabelle Lee,
Lyz Liddell, Robert G. McCreary, Mark Moreland, Joe Pasini,
F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter,
and Josh Vogt.

The Archives of Nethys. Copyright 2010, Blake Davis.
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