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About Roll For Combat

Roll For Combat (http://www.rollforcombat.com) began as podcast set in Paizo's
Starfinder role-playing universe, but has been slowly expanding into additional
venues since our debut. The Loot Box of Wonder was specially created for the
podcast by Thurston Hillman and you can listen to the /oot box in action by listening
to Episode 23: The Mysteries of Lootboxing (http://lootbox.roliforcombat.com) on the
Roll For Combat podcast (http:/itunes.rollforcombat.com).

If you want to hear the podcast and stay up-to-date with Roll For Combat
announcements, please visit us at http://www.rollforcombat.com. You can also follow
Roll For Combat on Facebook at https://www.facebook.com/RollForCombat/, on
Twitter at handle @RollIForCombat, or join our Discord channel at
http://discord.rollforcombat.com.

Compatibility with the Starfinder Roleplaying Game requires the Starfinder Roleplaying Game
from Paizo Inc. See http://paizo.com/starfinder for more information on the Starfinder
Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not endorse this
product.

Starfinder is a registered trademark of Paizo Inc., and the Starfinder Roleplaying Game and the
Starfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Inc., and are used
under the Starfinder Roleplaying Game Compatibility License. See
http://paizo.com/starfinder/compatibility for more information on the compatibility license.




INTRODUCTION

elcome to the first of many free supplements created by the Roll For
W Combat podcast team. Each of these supplements will be created

specifically to allow you to quickly and easily infuse your games with a bit
of fun, a sense of mystery, and a touch of mayhem!

This first game supplement came about after
Paizo’s Thurston Hillman appeared on our
inaugural episode of the Roll For Combat
podcast. After the show, he and | got talking, and
| was interested in creating some custom content
for the show and the Starfinder community. |
explained to him that my favorite magic item of all
time was the deck of many things for the original
Dungeons & Dragons and how | was disappointed
that Starfinder didn’t have a similar item. | always
enjoyed the epic randomness of that item and the
sense of both dread and curiosity the deck
produced from players.

A few weeks later, Thurston sent me the /oot box
of wonder, and the Starfinder universe would
never be the same again! Obviously taking
inspiration from video game loot boxes, the /oot box of wonder is more on the playful
side than something truly evil and game breaking. Hence this can be easily added to
your campaign as a fun random reward for your players whenever you need to shake
things up a bit.

Created specifically for the Roll For Combat podcast, you can listen to what happens
when the players crack open the several of the /oot boxes on episode 23 of our show
here at http://lootbox.rollforcombat.com/. Don’t worry if you missed some of the prior
episodes, a full recap is given before the episode and you can easily jump into the
show without being lost (plus, you can also listen to any past episodes if you want to
catch up on the action).
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INTRODUCTION (cContd)

Thurston really outdid himself by creating not just
one but two magic items — the lesser loot box of
wonder and the greater loot box of wonder. Both
are appropriate for either low-level or high-level
PCs and have a wide range of effects. Of course,
you can also easily change some of those tables
around and make things a bit more ... interesting
for your players. However we at Roll For Combat
would never condone such actions as that would
only be performed by the evilest of GMs.

If you enjoy this product, please listen to our
podcast, which you can find at
http://rollforcombat.com and join our community
where we play role-playing games on our Discord
channel (http://discord.rollfforcombat.com) and
discuss all things gaming. Be on the lookout for
additional supplements from our team shortly,
enjoy!

Stephen Glicker
Roll For Combat GM and Publisher
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LOOT BOX OF WONDER

achieve space flight found a galaxy filled

with primitive and developing life forms.
In these forgotten times, those few evolved
species busied themselves with various
forms of entertainment, but perhaps none
more than the now dreaded /oot box. The loot
boxes of wonder are techno- magical rare
artifacts. These boxes are leftovers from a
bygone age, thought to be rewards for the
various hobbies and sports of those lost eras.
They appear in the oddest corners of the
universe, from the insides of seemingly
abandoned asteroids, to the depth of jungles
on populated worlds. Some such boxes float
aimlessly in the open void, often appearing
on sensors in the aftermath of a grueling
starship combat — clearly, such

I n ages long ago, the first empires to

appearances the result of some unknown
magic that locks these boxes into their
intended role of “reward.”

LOOT B0X
°F WONDER

A loot box of wonder can take a variety of
forms, though the most common is that of a
floating silver and gold diamond. Greater loot
boxes of wonder appear in the same form,
but are mostly gold with platinum trim edged
with precious gems. As a full action, a
creature can place a hand (or suitable
appendage) on a /oot box of wonder to open
it. Once a box is opened in this manner, roll
on the appropriate table (depending on
whether the loot box is a lesser or greater
version) and immediately apply the result.

Destruction

A lesser loot box of wonder is

destroyed upon use. A greater loot
box of wonder instead teleports

away to a different part of the galaxy
once opened or after a 24-hour
period in the possession of a
creature choosing not to open it.

The only known way to destroy a greater loot
box of wonder is to open the box and acquire
over 4,294,967,295 of the Premium
Currency. This causes the box to spout out
repeated “integer overflow” errors, at which
point the box loses all magical properties and
can be physically destroyed using normal
means.
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GREATER LOOT BOX OF WONDER ]

TEMPORARY BAN. The opener is removed from the space time
continuum for the next 2d12 days. When the opener returns she has no
memory of what transpired while she was away.

UPGRADE. The opener must select her armor or a weapon in her
possession and then roll 1d4. Add the result to the item’s current item
level. Compare the result to the equipment list in the Starfinder Core
Rulebook and find the armor or weapon with an item level closest to
the new value. The selected item transforms into that item. The new
item comes with any armor upgrades or weapon fusions installed on
the replaced item. The new armor maintains all armor upgrades, even
if it wouldn’t normally have the required number of upgrade slots.
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PREMIUM SKIN. From this point on, the opener can always apply the
glamered armor fusion to any armor she wears. The armor always
appears as a set type of armor, determined by the GM when this result
is rolled. Typical skins include: spiked obsidian full plate, a set of
studded leather armor that seeps cold, a flaming set of golemforged
armor, or even a simple white T-shirt.

PREMIUM TIME. For the next year, anytime the opener spends 1 or
more Resolve Points, she can roll a d100 for each Resolve Point spent.
On a result of 91 to 100, the Resolve Point is not spent.

GENETIC SPLICE. The opener immediately gains all the benefits of a
random creature subtype graft (Starfinder Alien Archive page 133.) In
addition, the opener now counts as having that subtype for all abilities
and spells that would affect creatures with that subtype.
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GOLDEN SKIN. The opener’s skin becomes pure gold. The opener
gains a +2 bonus on all Charisma-based skill checks and gains 1
additional Resolve Point.

PAY TO WIN. The opener immediately gains a number of bonus
experience points needed to advance 1 level.
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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, comrection, 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. () "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 supematural 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, foomat, 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
temms 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 temms 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.

The following items are hereby identified as Product Identity and are not Open Content: All trademarks, proper names (characters, cities, etc.), dialogue, plots,
storylines, locations, characters, artwork and trade dress. (Elements that have previously been designated as open game content or are in the public domain are not
included in this deceleration.

Except for matenial designated as Product Identity (see above), the game mechanics of this Rite Publishing game product are Open Game Content. No material
other than the portions designated as Open Game Content may be reproduced in any form without written permission.

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 pemission 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 govemmental regulation then You may not Use any Open Game Material so affected.

13. Termmination: 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. 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 Ameson. Starfinder Roleplaying Game Core Rulebook. © 2017, Paizo
Inc.; Authors: Alexander Augunas, Logan Bonner, Jason Bulmahn, Thurston Hillman, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen
Radney-MacFariand, Amber E. Scott, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, based on material by Jonathan Tweet, Monte Cook, and Skip
Williams.
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