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Starfarer adverSarieS: 
invader War Machine

They came from nowhere, crashing onto the planet 
in great ships that were believed to be meteor 

landings. From these great craters emerged huge 
machines of metal and menace.

Standing on three nimble legs, these war machines 
have dozens of grasping tentacles dangling from 
their central body. Creatures unlucky enough to be 
caught by these tentacles are dragged up to the main 
body and placed in a cages ready to collect prisoners. 
Occasionally, one or more of these prisoners is drawn 
into the central body... never to be seen again.

The tripod war machines are armed with deadly 
lasers and chemical weapons. While the lasers eradicate 
any threats to the war machines, the chemical weapons 
slowly kill the surrounding land and transform it into a 
terrain more suitable for the invaders to inhabit.

But who are the invaders? No one has yet claimed 
to have seen one. Could it be the aboleth? Perhaps the 
enigmatic grays? Or maybe, something more sinister...

Invader War Machine, Scout-Class  
CR 6

XP 2,400
N Huge construct (technological)
Init +3; Senses darkvision 60 ft., low-light vision; 
Perception +13

DEFENSE  HP 90

EAC 18; KAC 20
Fort +6; Ref +6; Will +3
Immunities construct immunities

OFFENSE

Speed 50 ft.
Melee kick +14 (1d8+11B), or

tentacle +14 (1d8+11B plus grab)
Multiattack kick +8 (1d4+11B) and 2 tentacles +8 
(1d4+11B plus grab)
Ranged laser cannon +17 (1d10+6F/critical 1d4 burn)
Space 15 ft.; Reach 15 ft. 
Offensive Abilities consume prisoner, imprison 

STATISTICS

Str +5; Dex +3; Con --; Int +0; Wis +2; Cha +0

Skills Athletics +13, Intimidate +18, Perception +13
Languages Aklo
Other Abilities unliving

ECOLOGY

Environment any land
Organization solitary or patrol (3 war machine scouts)

SPECIAL ABILITIES

Consume Prisoner (Ex and Su) As a standard action, 
an injured war machine can draw one of its prisoners 
secured in its cage into the main body. The war 
machine makes a tentacle attack against a prisoner. If 
it hits the target’s KAC, the grapple is maintained. If it 
hits the target’s KAC + 4, the target is drawn into the 
war machine (no damage is dealt).

Once inside the war machine, necrotech devices 
within the war machine break down the prisoner’s body 
into component parts and use the prisoner’s life energy 
to restore the war machine’s systems. This ability 
functions as the vampiric touch* spell (the prisoner 
counts as being automatically hit each round). The 
prisoner takes 5d6 points of negative energy damage at 
the beginning of each round. The war machine is healed 
for the amount of damage suffered by the prisoner. 

The prisoner can attempt to cut itself free from the 
war machine (EAC 18, KAC 16, 23 HP), though any 
attack that does not deal slashing damage deals only 
half its normal damage.

*Vampiric touch spell available in Starfarer’s Companion.

Imprison (Ex) When a war machine has successfully 
grappled a Medium or smaller target, it will place the 
grappled target into its prisoner cage the following 
round as a swift action. Prisoners within the cage are 
considered to be grappled.

A prisoner can attempt to free itself from the cage. 
The imprisoned creature must succeed at a grapple 
check against the cage (KAC 28) and an Athletics 
check (DC 19) to climb. Each of these actions takes 
a full-round. If both check are successful, the prisoner 
climbs out of the war machine’s cage and can escape, 
ending up in a open adjacent square to the war machine.
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PRISONERS
When the invaders show up, they make sure to 
quickly grab prisoners to keep their war machines 
in proper working order. The prisoners are all CR 1 
Expert NPC bystanders with 17 HP each.

Huge-sized war machines can carry 4 Medium-
sized creatures or 8 Small-sized creatures in their 
cage. At the beginning of the battle, each Huge-sized 
war machine has 1d4-1 prisoners trapped in its cage. 
Gargantuan-sized war machines can carry 8 Medium-
sized or 16 Small-sized creatures in their cage. These 
mar machines start with 1d6+1 prisoners in their cage.

Invader War Machine, Assault-Class  
CR 10

XP 9,600
N Huge construct (technological)
Init +5; Senses darkvision 60 ft., low-light vision; 
Perception +19
Aura frightful presence (30 ft., DC 17)

DEFENSE  HP 165

EAC 23; KAC 25
Fort +11; Ref +11; Will +8
Immunities construct immunities

OFFENSE

Speed 50 ft.
Melee kick +20 (2d10+19B), or

tentacle +20 (2d10+19B plus grab)
Multiattack kick +14 (3d4+19B) and 2 tentacles +14 
(3d4+19B plus grab)
Ranged laser cannon +23 (2d10+10F/critical 1d6 burn)
Space 15 ft.; Reach 15 ft. 
Offensive Abilities consume prisoner (EAC 23, KAC 
21, 41 HP), imprison (KAC 33, Athletics DC 25)

STATISTICS

Str +8; Dex +5; Con --; Int +0; Wis +3; Cha +0
Skills Athletics +19, Intimidate +24, Perception +19
Languages Aklo
Other Abilities unliving

ECOLOGY

Environment any land
Organization solitary or patrol (3 assault war machines)

SPECIAL ABILITIES

Consume Prisoner (Ex and Su) See above.
Imprison (Ex) See above.

Invader War Machine, Destroyer-Class  
CR 14

XP 38,400
N Gargantuan construct (technological)
Init +6; Senses darkvision 60 ft., low-light vision; 
Perception +25
Aura frightful presence (30 ft., DC 20)

DEFENSE  HP 250

EAC 28; KAC 30
Fort +15; Ref +15; Will +11
Immunities construct immunities

OFFENSE

Speed 60 ft.
Melee kick +24 (8d6+22B), or

tentacle +25 (8d6+22B plus grab)
Multiattack kick +19 (4d8+22B) and 2 tentacles +19 
(4d8+22B plus grab)
Ranged laser cannon +24 (3d12+14F/critical 3d4 burn)
Space 20 ft.; Reach 20 ft. 
Offensive Abilities consume prisoner (EAC 28, KAC 
26, 63 HP), imprison (KAC 38, Athletics DC 32), 
toxic cloud, trample (8d6+22B, DC 20)

STATISTICS

Str +8; Dex +6; Con --; Int +0; Wis +4; Cha +0
Skills Athletics +25, Intimidate +30, Perception +25
Languages Aklo
Other Abilities unliving

ECOLOGY

Environment any land
Organization solitary or patrol (3 war machine destroyers)

SPECIAL ABILITIES

Consume Prisoner (Ex and Su) See above.
Imprison (Ex) See above.
Toxic Cloud (Ex) When a destroyer war machine has 
used its consume prisoner ability on a total of 4 CRs 
worth of prisoners, the war machine releases a 20-foot 
radius cloud of toxic chemicals as a reaction. The cloud 
lasts 14 rounds. Living creatures in the cloud must 
make a DC 20 Fortitude save or become nauseated as 
long as they remain in the cloud and for 1d4+1 rounds 
after they leave the cloud. Any creature that succeeds on 
its save but remains in the cloud must continue to save 
each round on the beginning of their turn.
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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.
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