
d4
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CHARACTER SHEET
 ABILITY MODS

ABILITY SCORES

STR

STRENGTH
DEX

DEXTERITY
CON

CONSTITUTION

INT

INTELLIGENCE

WIS

WISDOM
CHA

CHARISMARACIAL TRAITS (pages 20–23)

SKILLS (pages 46–51)

SKILL
TOTAL ABILITY MOD CLASS

LEVEL
MISC

ATHLETICS
STR +

+
+

CULTURE
INT +

+
+

INTERACTION
CHA +

+
+

MEDICINE
INT +

+
+

MYSTICISM
WIS +

+
+

PERCEPTION
WIS +

+
+

SCIENCE
INT +

+
+

STEALTH
DEX +

+
+

SURVIVAL
WIS +

+
+

TECHNOLOGY
INT +

+
+

Theme Knowledge

CLASS FEATURES (pages 26–45)

FEATS (pages 52–55)

CHARACTER INFORMATION

NAME

PRONOUNS

RACE

THEME

CLASS

LEVEL

ALIGNMENT

CURRENT XP

NEXT LEVEL

DEFENSE

ATTACKS (pages 78–79)
MELEE ATTACK

TOTAL

STR + CLASS

RANGED ATTACK
TOTAL

DEX + CLASS

WEAPON
WEAPON FUSIONTOTAL 

ATTACK DAMAGE*
RANGE SPECIAL PROPERTY

CRITICAL HIT EFFECT
WEAPON

WEAPON FUSIONTOTAL 
ATTACK DAMAGE*

RANGE SPECIAL PROPERTY
CRITICAL HIT EFFECT

GRENADE (page 64)TOTAL
 ATTACK DAMAGE

RANGE SPECIAL EFFECT REFLEX SAVE DC

VS
AC 10

INITIATIVE
SPEED

TOTAL

FEET

WEAPON PROFICIENCIES (page 57)
¨ Basic Melee

¨ Small Arms ¨ Grenades

¨ Advanced Melee ¨ Longarms
(–4 to attack if not proficient)

* Add your STR to melee weapon damage.

EQUIPMENT AND SPELLS

ARE ON THE REVERSE

MISC

HIT POINTS
RESOLVE POINTS

TOTAL
CURRENT

TOTAL

CURRENT

SAVING THROWS TOTAL ABILITY
MOD CLASS

MISC

FORTITUDE SAVE
CON +

+

REFLEX SAVE
DEX +

+

WILL SAVE
WIS +

+

E

A

B

C

D

G

F

H

I

J K

ARMOR CLASS (AC) TOTAL

10 + DEX + ARMOR

+ MISC

ARMOR

ARMOR PROFICIENCIES¨Light   ¨Heavy

ARMOR UPGRADES

 + 
DEX

5 FEET
10 FEET 30 FEET

30 FEET

MEASURING DISTANCEMany things during combat require measuring distance, including movement and determining the range of weapons and spells. These distances are generally given in feet. To determine distance on a combat map, count each square as 5  feet. Every second diagonal (the second, fourth, sixth, and so on) counts as 5 extra feet (1 extra square). 
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HEROES’ HANDBOOK

COMBAT REFERENCE GUIDE

ABILITY CHECK
d20 + ability modifier

INITIATIVE CHECK
d20 + total initiative bonus (DEX + misc.)

MELEE ATTACK ROLLd20 + total melee attack bonus (STR + class attack bonus)MELEE DAMAGE
Melee weapon damage + STR

RANGED ATTACK ROLLd20 + total ranged attack bonus (DEX + class attack bonus)RANGED DAMAGE
Ranged weapon damage

For both melee and ranged attacks, a natural 20 (the d20 
comes up 20) always hits—this is a critical hit! A natural 1 (the d20 
comes up 1) always misses. A hit always deals at least 1 damage, 
even if penalties would reduce the damage to less than 1. For 
more information on attacks, see pages 78–79.

SAVING THROW
d20 + total saving throw bonus (ability modifier + class bonus + misc.)For all saving throws, a natural 20 (the d20 comes up 20) 

always succeeds, and a natural 1 (the d20 comes up 1) always 
fails. For more information on saving throws, see page 85.

SKILL CHECK
d20 + total skill bonus (ability modifier + class or trained skill bonus + misc.)For more information on skill checks, see page 46.

ACTIONS
Attack Actions

Melee Attack (page 78)Ranged Attack (page 79)Hinder Foe (page 79)Support Fire (page 79)Use an Item (page 81)Use a Skill (page 81)Use a Special Ability (page 81)Cast a Spell (page 82)Extra Move (page 82)Defend (page 82)

1. Choose an attack action: Melee Attack, Ranged Attack, 
Hinder Foe, or Support Fire.2. Choose a target (page 80).3. Roll a d20 and add the appropriate bonus.• If your total is equal to or greater than your target’s 
Armor Class (page 78), you hit!• If the number showing on your die is 20, you score 

a critical hit (page 78)!4. If you hit, roll your attack’s damage (page 78), apply 
special effects, or do both, depending on the attack.
• If you score a critical hit with an attack that deals 

damage, roll your damage twice. Your weapon 
might also have a critical hit effect (page 57).

STEPS OF AN ATTACK

COMMON ROLLS
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CHOOSE THE MECHANIC 

IF YOU’D LIKE TO…BUILD AND MODIFY MACHINERY
HAVE THE RIGHT TOOL FOR ANY JOB

HAVE A CYBERNETIC 

PROCESSOR IMPLANTED 

IN YOUR BRAIN
HIDE OBJECTS IN YOUR CHEEK POUCHES

MECHANIC

ABOUT QUIG

Quig taught himself the basics of engineering while growing up in a poor scavenger 

family. One day he witnessed a bounty hunter capturing her quarry, and he realized 

that this was what he wanted to do for the rest of his life. That afternoon, Quig 

gathered up all of his belongings, said farewell to his family, and set off into the wider 

world as an apprentice bounty hunter. When his mentor retired, Quig was ready to 

operate on his own and make a name for himself across the Pact Worlds.

Quig is personable and outgoing, and his constant traveling for work has left him 

with friends and contacts across the Pact Worlds. He prides himself on being a good 

judge of character, and while he’s savvy enough to withhold actual trust until it’s been 

earned, he’s not above throwing himself into a fight on behalf of a near-stranger if he’s 

got a good feeling about them. 

CHOOSE THE TECHNOMANCER  

IF YOU’D LIKE TO…BLEND MAGIC AND TECHNOLOGY

TECHNOMANCER

ABOUT RAIA

Raia was the child of diplomats who taught her the value of all sentient life. The 

young lashunta was obsessed with studying alien life-forms and dreamed of 

someday traveling among the stars and meeting new species. She chose to develop 

as an intellectual damaya lashunta and excelled in her studies at university. After 

graduating, Raia realized that her passion for studying alien life-forms was actually 

a calling, and she could exchange her skills for work on ships heading out to 

undiscovered regions of the galaxy.

Raia seeks out new technology and alternative magical techniques from the aliens 

she encounters, trading her own knowledge in exchange. She doesn’t hold to any 

unrealistic expectation of noninterference in alien cultures, but believes strongly in 

doing the right thing and always striving for honor, compassion, and justice.

WIELD MAGIC TO BLAST YOUR 

ENEMIES

USE TECHNOLOGY TO POWER YOUR 

MAGIC

READ MINDS AND COMMUNICATE 

TELEPATHICALLY

CHOOSE THE MYSTIC  

IF YOU’D LIKE TO…
HEAL AND HELP YOUR FRIENDSSLING PSYCHIC BOLTS AND 

TELEKINETIC PROJECTILES
USE AND DETECT MAGIC

COMMUNICATE TELEPATHICALLY

MYSTIC

ABOUT KESKODAI

Keskodai was the child of a priest, and he grew up steeped in the values of friendship 

and diplomacy, feeling a deep connection to the divine. When a plague called the Gray 

Shakes struck his hometown, Keskodai saw priests of Pharasma, goddess of death, 

offering healing and comfort to the afflicted, and he left home to study in a temple 

and become a priest of Pharasma himself.

Keskodai is a team player, always ready to throw in to help others, and a social 

butterfly who loves meeting new people. Like many shirrens, he thrills at choice and 

decision-making. While quite capable in combat, he prefers to act as a healer and 

medic. Keskodai believes that death is not an ending, but a doorway: an entry into 

a new existence and way of being. He greets this transition with joyful reverence, 

which is not always comforting to his patients.

CHOOSE THE ENVOY IF 

YOU’D LIKE TO…
BE A CHARISMATIC PEOPLE PERSON

MAKE FRIENDS AND INTIMIDATE FOES
INSPIRE YOUR ALLIES

UNDERMINE YOUR ENEMIES

ENVOY

ABOUT NAVASI
Navasi was raised to inherit her affluent family’s business and join the ranks of 

society’s most prominent socialites, but she wanted neither—only freedom. On the 

eve of her eighteenth birthday, Navasi slipped out of her family’s manor and stowed 

away on a ship to become a space pirate who lived by her own rules. But the reality 

of life in a pirate enclave hit Navasi like a meteorite, and when the pirates decided to 

target a medical ship carrying much-needed supplies, it was the last straw. Taking on 

a new identity, she fled the pirates and started a new life for herself.

Navasi believes in freedom for all, and she takes pride in her ability to take care of 

herself and her crew. As a scoundrel, fast-talker, and brilliant negotiator, Navasi is 

happiest when the chips are down and lives hang in the balance, as that’s when you 

truly know who your friends are.

CHOOSE THE OPERATIVE 
IF YOU’D LIKE TO…

USE A STEALTHY APPROACH

TRICK YOUR FOES TO DEAL MORE DAMAGE

EXCEL AT A VARIETY OF SKILLS

BE BOTH A PERSON AND A MACHINE

Iseph awoke in an abandoned storage facility with no memory of who they were or who 

they had been. Confused and disoriented, with only some basic downloaded knowledge 

of the world they’d just been born into, Iseph fled the place of their “birth.” They became 

a pilot, learning to fly rock-hopper shuttles and mining tugs, but Iseph was disturbed by 

the prejudice and jealousy androids still encountered from some humans, and so they 

trained as a black ops expert to fight those who would harm androids.

Iseph is something of a loner, but they desperately crave companionship and are 

fiercely loyal to those few who prove themselves trustworthy. As a result of their 

personal experience as a biomechanical android in a largely biological society, Iseph 

questions or rejects many aspects of mainstream culture and enjoys exploring the 

countercultures to be found on different worlds.

OPERATIVE

ABOUT ISEPH

CHOOSE THE SOLDIER  IF YOU’D LIKE TO…

SOLDIER
ABOUT OBOZAYA

Obozaya was born to a family of low-level military bureaucrats. Distinguishing herself 
with her determination and ferocity on the sports field and in the dueling ring, Obozaya 
quickly established herself as a top-notch military cadet. She took to military life like 
a swamp lion to water, but she neglected politics and was discharged from the vesk 
military, becoming a freelance mercenary instead.Obozaya seeks glory and recognition. As she’s fond of saying, battle is too important 
to leave to amateurs, and she believes that the best way to win a fight is to move fast 
and hit hard. Brilliant on the battlefield, Obozaya has little patience for intellectual 
pursuits not directly related to her vocation. She believes that honor demands honesty, 
and while she’s not against lying by omission, she would rather die than break her 
word or renege on a contract.

BE THE STRONGEST AND THE TOUGHEST

USE THE BIGGEST WEAPONS

WEAR THE BEST ARMOR

EXCEL IN MELEE AND RANGED COMBAT

5 FEET
10 FEET 30 FEET

30 FEET

MEASURING DISTANCEMany things during combat require measuring distance, including movement and determining the range of weapons and spells. These distances are generally given in feet. To determine distance on a combat map, count each square as 5  feet. Every second diagonal (the second, fourth, sixth, and so on) counts as 5 extra feet (1 extra square). 
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COMBAT REFERENCE GUIDE

ABILITY CHECK
d20 + ability modifier

INITIATIVE CHECK
d20 + total initiative bonus (DEX + misc.)

MELEE ATTACK ROLLd20 + total melee attack bonus (STR + class attack bonus)MELEE DAMAGE
Melee weapon damage + STR

RANGED ATTACK ROLLd20 + total ranged attack bonus (DEX + class attack bonus)RANGED DAMAGE
Ranged weapon damage

For both melee and ranged attacks, a natural 20 (the d20 
comes up 20) always hits—this is a critical hit! A natural 1 (the d20 
comes up 1) always misses. A hit always deals at least 1 damage, 
even if penalties would reduce the damage to less than 1. For 
more information on attacks, see pages 78–79.

SAVING THROW
d20 + total saving throw bonus (ability modifier + class bonus + misc.)For all saving throws, a natural 20 (the d20 comes up 20) 

always succeeds, and a natural 1 (the d20 comes up 1) always 
fails. For more information on saving throws, see page 85.

SKILL CHECK
d20 + total skill bonus (ability modifier + class or trained skill bonus + misc.)For more information on skill checks, see page 46.

ACTIONS
Attack Actions

Melee Attack (page 78)Ranged Attack (page 79)Hinder Foe (page 79)Support Fire (page 79)Use an Item (page 81)Use a Skill (page 81)Use a Special Ability (page 81)Cast a Spell (page 82)Extra Move (page 82)Defend (page 82)

1. Choose an attack action: Melee Attack, Ranged Attack, 
Hinder Foe, or Support Fire.2. Choose a target (page 80).3. Roll a d20 and add the appropriate bonus.• If your total is equal to or greater than your target’s 
Armor Class (page 78), you hit!• If the number showing on your die is 20, you score 

a critical hit (page 78)!4. If you hit, roll your attack’s damage (page 78), apply 
special effects, or do both, depending on the attack.
• If you score a critical hit with an attack that deals 

damage, roll your damage twice. Your weapon 
might also have a critical hit effect (page 57).

STEPS OF AN ATTACK

COMMON ROLLS
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5 FEET
10 FEET

30 FEET

30 FEET

MEASURING DISTANCEMany things during combat require 

measuring distance, including movement 

and determining the range of weapons 

and spells. These distances are generally 

given in feet. To determine distance on 

a combat map, count each square  as 

5  feet. Every second diagonal (the 

second, fourth, sixth, and so on) counts 

as 5 extra feet (1 extra square). 
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COMBAT REFERENCE GUIDE

ABILITY CHECKd20 + ability modifier

INITIATIVE CHECKd20 + total initiative bonus (DEX + misc.)
MELEE ATTACK ROLLd20 + total melee attack bonus (STR + class attack bonus)

MELEE DAMAGEMelee weapon damage + STR

RANGED ATTACK ROLLd20 + total ranged attack bonus (DEX + class attack bonus)
RANGED DAMAGERanged weapon damage

For both melee and ranged attacks, a natural 20 (the d20 comes 

up 20) always hits—this is a critical hit! A natural 1 (the d20 comes 

up 1) always misses. A hit always deals at least 1 damage, even 

if penalties would reduce the damage to less than 1. For more 

information on attacks, see pages 78–79 of the Heroes’ Handbook.
SAVING THROWd20 + total saving throw bonus (ability modifier + class bonus + misc.)

For all saving throws, a natural 20 (the d20 comes up 20) 

always succeeds, and a natural 1 (the d20 comes up 1) always 

fails. For more information on saving throws, see page 85 of the 

Heroes’ Handbook.

SKILL CHECKd20 + total skill bonus (ability modifier + class or trained skill bonus + misc.)

For more on skill checks, see page 46 of the Heroes’ Handbook.

ACTIONS
Attack ActionsMelee Attack (Heroes’ Handbook 78)

Ranged Attack (Heroes’ Handbook 79)
Hinder Foe (Heroes’ Handbook 79)
Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)
Use a Skill (Heroes’ Handbook 81)
Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)
Extra Move (Heroes’ Handbook 82)
Defend (Heroes’ Handbook 82)

1. Everyone rolls initiative (d20 + total initiative bonus). 

Write down the initiative result of each PC and group 

of creatures, in order from highest result to lowest.

2. Take turns in initiative order. On its turn, a character 

or creature takes exactly one action, and it can move 

before or after it takes that action. 
3. Start a new round. Everyone takes another turn, using 

the same order established in step 1. Repeat steps 2 

and 3 until one side is defeated or runs away.

(For more information on combat, go to page 76 of the 

Heroes’ Handbook.)

COMBAT ROUND SEQUENCE

COMMON ROLLS
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BEVOR DU WEITERMACHST, LIES DIESE SEITE, DIE DIR BEI DEINEN ERSTEN 
SCHRITTEN MIT DER STARFINDER-EINSTEIGERBOX HELFEN WIRD.

WAS IST STARFINDER?
Starfinder ist ein kooperatives Erzählrollenspiel (auch Rollenspiel oder RSP genannt) voller Science-Fantasy-Abenteuer! Die Starfinder-Einsteigerbox ist deine Einführung 

in das Starfinder-Rollenspiel und bietet alles, was du und deine Freunde brauchen, um aufregende Science-Fantasy-Geschichten zu erleben!

HAST DU EINE GRUPPE VON FREUNDEN, MIT DENEN DU SPIELST, ODER SPIELST DU ALLEIN?

WENN DU ALLEINE SPIELST
Starfinder ist als Gruppenspiel gedacht, aber du kannst 
ein Abenteuer trotzdem alleine erleben! Nimm dir das 

Heldenhandbuch und schlage S. 2 auf, um das Solo-Abenteuer 
„Schurken im Stachel“ zu spielen und die Grundlagen des Spiels 

zu erlernen.

WENN DU EINE GRUPPE HAST
Jede Gruppe benötigt einen Spielleiter.

Wählt einen Spieler als Spielleiter aus. Die anderen Spieler spielen futuristische Science-Fantasy-Helden.

WENN DU EIN HELD SEIN UND SOFORT LOSLEGEN WILLST:
Nimm dir einen der vorgefertigten Charakterbögen. Du 
kannst eine charismatische Gesandte sein, ein technisch 
versierter Mechaniker, ein kluger Aspirant, ein verstohlener 
Agent, eine mächtige Soldatin oder eine kluge Technomagie-
rin! Wenn du dich für einen Charakter entschieden hast, nimm 
dir auch den Aufsteller, der zu diesem Charakter gehört.

ENN DU EIN HELD SEIN, ABER DEINEN EIGENEN 
CHARAKTER ERSTELLEN WILLST:
Nimm dir das Heldenhandbuch und ein leeres Blatt Papier. 
Auf S. {13} des Heldenhandbuchs findest du Informationen 
zur Erstellung deines eigenen Helden! Wenn du fertig bist, 
wähle einen Aufsteller, der deinen Charakter darstellen soll.

WENN DU DER SPIELLEITER SEIN WILLST:
Nimm dir das Spielleiterhandbuch. Der Spielleiter (oder SL) erfährt 
alle Geheimnisse und spielt alle Monster im Spiel. Schlage S. 2 im 
Spielleiterhandbuch auf, um dich über das erste Abenteuer der 
Helden, „Stahlklaues Versteck“, zu informieren.



5 FEET
10 FEET

30 FEET

30 FEET

MEASURING DISTANCE

Many things during combat require 

measuring distance, including movement 

and determining the range of weapons 

and spells. These distances are generally 

given in feet. To determine distance 

on a combat map, count each square 

as 5  feet. Every second diagonal (the 

second, fourth, sixth, and so on) counts as 

5 extra feet (1 extra square). 

S
T
A
R
F
IN

D
E
R
 B

E
G

IN
N

E
R
 B

O
X
: H

E
R
O

E
S
’ H

A
N

D
B
O

O
K

HEROES’ HANDBOOK

COMBAT REFERENCE GUIDE

ABILITY CHECK

d20 + ability modifier

INITIATIVE CHECK

d20 + total initiative bonus (DEX + misc.)

MELEE ATTACK ROLL

d20 + total melee attack bonus (STR + class attack bonus)

MELEE DAMAGE

Melee weapon damage + STR

RANGED ATTACK ROLL

d20 + total ranged attack bonus (DEX + class attack bonus)

RANGED DAMAGE

Ranged weapon damage

For both melee and ranged attacks, a natural 20 (the d20 

comes up 20) always hits—this is a critical hit! A natural 1 (the d20 

comes up 1) always misses. A hit always deals at least 1 damage, 

even if penalties would reduce the damage to less than 1. For 

more information on attacks, see pages 78–79.

SAVING THROW

d20 + total saving throw bonus (ability modifier + class bonus + misc.)

For all saving throws, a natural 20 (the d20 comes up 20) 

always succeeds, and a natural 1 (the d20 comes up 1) always 

fails. For more information on saving throws, see page 85.

SKILL CHECK

d20 + total skill bonus (ability modifier + class or trained skill bonus + misc.)

For more information on skill checks, see page 46.

ACTIONS

Attack Actions

Melee Attack (page 78)

Ranged Attack (page 79)

Hinder Foe (page 79)

Support Fire (page 79)

Use an Item (page 81)

Use a Skill (page 81)

Use a Special Ability (page 81)

Cast a Spell (page 82)

Extra Move (page 82)

Defend (page 82)

1. Choose an attack action: Melee Attack, Ranged Attack, 

Hinder Foe, or Support Fire.

2. Choose a target (page 80).

3. Roll a d20 and add the appropriate bonus.

• If your total is equal to or greater than your target’s 

Armor Class (page 78), you hit!

• If the number showing on your die is 20, you score 

a critical hit (page 78)!

4. If you hit, roll your attack’s damage (page 78), apply 

special effects, or do both, depending on the attack.

• If you score a critical hit with an attack that deals 

damage, roll your damage twice. Your weapon 

might also have a critical hit effect (page 57).

STEPS OF AN ATTACK

COMMON ROLLS
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5 FEET
10 FEET

30 FEET

30 FEET

MEASURING DISTANCE

Many things during combat require 

measuring distance, including movement 

and determining the range of weapons 

and spells. These distances are generally 

given in feet. To determine distance on 

a combat map, count each square  as 

5  feet. Every second diagonal (the 

second, fourth, sixth, and so on) counts 

as 5 extra feet (1 extra square). 
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ABILITY CHECK

d20 + ability modifier

INITIATIVE CHECK

d20 + total initiative bonus (DEX + misc.)

MELEE ATTACK ROLL

d20 + total melee attack bonus (STR + class attack bonus)

MELEE DAMAGE

Melee weapon damage + STR

RANGED ATTACK ROLL

d20 + total ranged attack bonus (DEX + class attack bonus)

RANGED DAMAGE

Ranged weapon damage

For both melee and ranged attacks, a natural 20 (the d20 comes 

up 20) always hits—this is a critical hit! A natural 1 (the d20 comes 

up 1) always misses. A hit always deals at least 1 damage, even 

if penalties would reduce the damage to less than 1. For more 

information on attacks, see pages 78–79 of the Heroes’ Handbook.

SAVING THROW

d20 + total saving throw bonus (ability modifier + class bonus + misc.)

For all saving throws, a natural 20 (the d20 comes up 20) 

always succeeds, and a natural 1 (the d20 comes up 1) always 

fails. For more information on saving throws, see page 85 of the 

Heroes’ Handbook.

SKILL CHECK

d20 + total skill bonus (ability modifier + class or trained skill bonus + misc.)

For more on skill checks, see page 46 of the Heroes’ Handbook.

ACTIONS

Attack Actions

Melee Attack (Heroes’ Handbook 78)

Ranged Attack (Heroes’ Handbook 79)

Hinder Foe (Heroes’ Handbook 79)

Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)

Use a Skill (Heroes’ Handbook 81)

Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)

Extra Move (Heroes’ Handbook 82)

Defend (Heroes’ Handbook 82)

1. Everyone rolls initiative (d20 + total initiative bonus). 

Write down the initiative result of each PC and group 

of creatures, in order from highest result to lowest.

2. Take turns in initiative order. On its turn, a character 

or creature takes exactly one action, and it can move 

before or after it takes that action. 

3. Start a new round. Everyone takes another turn, using 

the same order established in step 1. Repeat steps 2 

and 3 until one side is defeated or runs away.

(For more information on combat, go to page 76 of the 

Heroes’ Handbook.)

COMBAT ROUND SEQUENCE

COMMON ROLLS
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Each turn, you take exactly one action, and you can move 

before or after you take that action.

MOVE (optional; Heroes’ Handbook 77)

TAKE AN ACTION (mandatory; Heroes’ Handbook 78)

Attack Actions

 Melee Attack (Heroes’ Handbook 78)

 Ranged Attack (Heroes’ Handbook 79)

 Hinder Foe (Heroes’ Handbook 79)

 Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)

Use a Skill (Heroes’ Handbook 81)

Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)

Extra Move (Heroes’ Handbook 82)

Defend (Heroes’ Handbook 82)

RESTING
With 10 uninterrupted minutes 

of rest, you can spend 1 Resolve 

Point to regain Hit Points 

equal to half your total Hit 

Points (rounded down; Heroes’ 

Handbook 84).

With a full night’s rest (8 hours 

of sleep or more), you regain Hit 

Points equal to half your total 

Hit Points (rounded down), all 

of your Resolve Points (Heroes’ 

Handbook 84), and all of your 

daily-use abilities and spell slots 

(Heroes’ Handbook 72).

BASIC ROLL: 
D20 + MODIFIERS

WHAT CAN I DO ON MY TURN?

Star�nder Beginner Box

PlayerAids.indd   1

10/17/18   6:16 PM

Each turn, you take exactly one action, and you can move 

before or after you take that action.

MOVE (optional; Heroes’ Handbook 77)

TAKE AN ACTION (mandatory; Heroes’ Handbook 78)

Attack Actions

 Melee Attack (Heroes’ Handbook 78)

 Ranged Attack (Heroes’ Handbook 79)

 Hinder Foe (Heroes’ Handbook 79)

 Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)

Use a Skill (Heroes’ Handbook 81)

Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)

Extra Move (Heroes’ Handbook 82)

Defend (Heroes’ Handbook 82)

RESTING
With 10 uninterrupted minutes 

of rest, you can spend 1 Resolve 

Point to regain Hit Points 

equal to half your total Hit 

Points (rounded down; Heroes’ 

Handbook 84).

With a full night’s rest (8 hours 

of sleep or more), you regain Hit 

Points equal to half your total 

Hit Points (rounded down), all 

of your Resolve Points (Heroes’ 

Handbook 84), and all of your 

daily-use abilities and spell slots 

(Heroes’ Handbook 72).
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CHARACTER SHEET

 ABILITY 

MODS

ABILITY 

SCORES

STR
STRENGTH

DEX
DEXTERITY

CON
CONSTITUTION

INT
INTELLIGENCE

WIS
WISDOM

CHA
CHARISMA

RACIAL TRAITS (pages 20–23)

SKILLS (pages 46–51)

SKILL TOTAL
ABILITY 

MOD
CLASS LEVEL MISC

ATHLETICS STR + + +

CULTURE
INT + + +

INTERACTION CHA + + +

MEDICINE
INT + + +

MYSTICISM WIS + + +

PERCEPTION WIS + + +

SCIENCE
INT + + +

STEALTH
DEX + + +

SURVIVAL WIS + + +

TECHNOLOGY INT + + +

Theme Knowledge

CLASS FEATURES (pages 26–45)

FEATS (pages 52–55)

CHARACTER INFORMATION

NAME

PRONOUNS

RACE
THEME

CLASS
LEVEL

ALIGNMENT

CURRENT XP
NEXT LEVEL

DEFENSE

ATTACKS (pages 78–79)

MELEE ATTACK
TOTAL STR +

CLASS

RANGED ATTACK
TOTAL DEX +

CLASS

WEAPON

WEAPON FUSION

TOTAL 

ATTACK
DAMAGE*

RANGE
SPECIAL 

PROPERTY
CRITICAL HIT 

EFFECT

WEAPON

WEAPON FUSION

TOTAL 

ATTACK
DAMAGE*

RANGE
SPECIAL 

PROPERTY
CRITICAL HIT 

EFFECT

GRENADE (page 64)

TOTAL
 ATTACK

DAMAGE
RANGE

SPECIAL 

EFFECT

REFLEX 

SAVE DC

VS
AC 10

INITIATIVE
SPEED

TOTAL

FEET

WEAPON PROFICIENCIES (page 57)

¨ Basic Melee ¨ Small Arms ¨ Grenades

¨ Advanced Melee ¨ Longarms (–4 to attack if not proficient)

* Add your STR to melee weapon damage.

EQUIPMENT AND SPELLS

ARE ON THE REVERSE

MISC

HIT POINTS RESOLVE POINTS

TOTAL
CURRENT

TOTAL
CURRENT

SAVING THROWS TOTAL
ABILITY

MOD
CLASS MISC

FORTITUDE SAVE
CON + +

REFLEX SAVE
DEX + +

WILL SAVE
WIS + +

E

A

B

C

D

G

F

H

I

J K

ARMOR CLASS (AC)
TOTAL

10 + DEX +
ARMOR

+
MISC

ARMOR

ARMOR PROFICIENCIES

¨Light   ¨Heavy

ARMOR UPGRADES

 + DEX
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CHOOSE THE ENVOY IF 
YOU’D LIKE TO…

BE A CHARISMATIC PEOPLE PERSON

MAKE FRIENDS AND INTIMIDATE FOES

INSPIRE YOUR ALLIES

UNDERMINE YOUR ENEMIES

ENVOY

ABOUT NAVASINavasi was raised to inherit her affluent family’s business and join the ranks of 

society’s most prominent socialites, but she wanted neither—only freedom. On the 

eve of her eighteenth birthday, Navasi slipped out of her family’s manor and stowed 

away on a ship to become a space pirate who lived by her own rules. But the reality 

of life in a pirate enclave hit Navasi like a meteorite, and when the pirates decided to 

target a medical ship carrying much-needed supplies, it was the last straw. Taking on 

a new identity, she fled the pirates and started a new life for herself.

Navasi believes in freedom for all, and she takes pride in her ability to take care of 

herself and her crew. As a scoundrel, fast-talker, and brilliant negotiator, Navasi is 

happiest when the chips are down and lives hang in the balance, as that’s when you 

truly know who your friends are.

CHOOSE THE OPERATIVE 

IF YOU’D LIKE TO…

USE A STEALTHY APPROACH

TRICK YOUR FOES TO DEAL 

MORE DAMAGE

EXCEL AT A VARIETY OF SKILLS

BE BOTH A PERSON AND A MACHINE

Iseph awoke in an abandoned storage facility with no memory of who they were or who 

they had been. Confused and disoriented, with only some basic downloaded knowledge 

of the world they’d just been born into, Iseph fled the place of their “birth.” They became 

a pilot, learning to fly rock-hopper shuttles and mining tugs, but Iseph was disturbed by 

the prejudice and jealousy androids still encountered from some humans, and so they 

trained as a black ops expert to fight those who would harm androids.

Iseph is something of a loner, but they desperately crave companionship and are 

fiercely loyal to those few who prove themselves trustworthy. As a result of their 

personal experience as a biomechanical android in a largely biological society, Iseph 

questions or rejects many aspects of mainstream culture and enjoys exploring the 

countercultures to be found on different worlds.

OPERATIVE
ABOUT ISEPH

CHOOSE THE SOLDIER  

IF YOU’D LIKE TO…

SOLDIER

ABOUT OBOZAYA

Obozaya was born to a family of low-level military bureaucrats. Distinguishing herself 

with her determination and ferocity on the sports field and in the dueling ring, Obozaya 

quickly established herself as a top-notch military cadet. She took to military life like 

a swamp lion to water, but she neglected politics and was discharged from the vesk 

military, becoming a freelance mercenary instead.

Obozaya seeks glory and recognition. As she’s fond of saying, battle is too important 

to leave to amateurs, and she believes that the best way to win a fight is to move fast 

and hit hard. Brilliant on the battlefield, Obozaya has little patience for intellectual 

pursuits not directly related to her vocation. She believes that honor demands honesty, 

and while she’s not against lying by omission, she would rather die than break her 

word or renege on a contract.

BE THE STRONGEST AND THE TOUGHEST

USE THE BIGGEST WEAPONS

WEAR THE BEST ARMOR

EXCEL IN MELEE AND RANGED COMBAT

Heldenhandbuch

Spielleiterhandbuch

6 vorgefertigte 
Charakterbögen Doppelseitige Flip-Mat

7 Spielwürfel 
(W4, W6, W8, 
zwei verschiedene W10, W12, W20)

24 Plastikbasen 
(darunter 3 große)

87 Charakter- und 
Kreaturenaufsteller

6 Blanko-Charakterbögen

CHOOSE THE MECHANIC 
IF YOU’D LIKE TO…

BUILD AND MODIFY MACHINERY

HAVE THE RIGHT TOOL FOR ANY JOB
HAVE A CYBERNETIC PROCESSOR IMPLANTED 

IN YOUR BRAIN

HIDE OBJECTS IN YOUR CHEEK POUCHES

MECHANIC

ABOUT QUIGQuig taught himself the basics of engineering while growing up in a poor scavenger 

family. One day he witnessed a bounty hunter capturing her quarry, and he realized 

that this was what he wanted to do for the rest of his life. That afternoon, Quig 

gathered up all of his belongings, said farewell to his family, and set off into the wider 

world as an apprentice bounty hunter. When his mentor retired, Quig was ready to 

operate on his own and make a name for himself across the Pact Worlds.

Quig is personable and outgoing, and his constant traveling for work has left him 

with friends and contacts across the Pact Worlds. He prides himself on being a good 

judge of character, and while he’s savvy enough to withhold actual trust until it’s been 

earned, he’s not above throwing himself into a fight on behalf of a near-stranger if he’s 

got a good feeling about them. 

CHOOSE THE TECHNOMANCER  

IF YOU’D LIKE TO…

BLEND MAGIC AND TECHNOLOGY

TECHNOMANCER
ABOUT RAIA

Raia was the child of diplomats who taught her the value of all sentient life. The 

young lashunta was obsessed with studying alien life-forms and dreamed of 

someday traveling among the stars and meeting new species. She chose to develop 

as an intellectual damaya lashunta and excelled in her studies at university. After 

graduating, Raia realized that her passion for studying alien life-forms was actually 

a calling, and she could exchange her skills for work on ships heading out to 

undiscovered regions of the galaxy.

Raia seeks out new technology and alternative magical techniques from the aliens 

she encounters, trading her own knowledge in exchange. She doesn’t hold to any 

unrealistic expectation of noninterference in alien cultures, but believes strongly in 

doing the right thing and always striving for honor, compassion, and justice.

WIELD MAGIC TO BLAST YOUR 

ENEMIES

USE TECHNOLOGY TO POWER YOUR 

MAGIC

READ MINDS AND COMMUNICATE 

TELEPATHICALLY

CHOOSE THE MYSTIC  

IF YOU’D LIKE TO…

HEAL AND HELP YOUR FRIENDS

SLING PSYCHIC BOLTS AND 

TELEKINETIC PROJECTILES

USE AND DETECT MAGIC

COMMUNICATE TELEPATHICALLY

MYSTIC

ABOUT KESKODAI

Keskodai was the child of a priest, and he grew up steeped in the values of friendship 

and diplomacy, feeling a deep connection to the divine. When a plague called the Gray 

Shakes struck his hometown, Keskodai saw priests of Pharasma, goddess of death, 

offering healing and comfort to the afflicted, and he left home to study in a temple 

and become a priest of Pharasma himself.

Keskodai is a team player, always ready to throw in to help others, and a social 

butterfly who loves meeting new people. Like many shirrens, he thrills at choice and 

decision-making. While quite capable in combat, he prefers to act as a healer and 

medic. Keskodai believes that death is not an ending, but a doorway: an entry into 

a new existence and way of being. He greets this transition with joyful reverence, 

which is not always comforting to his patients.

6 Spielerhilfenkarten

Each turn, you take exactly one action, and you can move 

before or after you take that action.

MOVE (optional; Heroes’ Handbook 77)

TAKE AN ACTION (mandatory; Heroes’ Handbook 78)

Attack Actions

 Melee Attack (Heroes’ Handbook 78)

 Ranged Attack (Heroes’ Handbook 79)

 Hinder Foe (Heroes’ Handbook 79)

 Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)

Use a Skill (Heroes’ Handbook 81)

Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)

Extra Move (Heroes’ Handbook 82)

Defend (Heroes’ Handbook 82)

RESTING
With 10 uninterrupted minutes 

of rest, you can spend 1 Resolve 

Point to regain Hit Points 

equal to half your total Hit 

Points (rounded down; Heroes’ 

Handbook 84).

With a full night’s rest (8 hours 

of sleep or more), you regain Hit 

Points equal to half your total 

Hit Points (rounded down), all 

of your Resolve Points (Heroes’ 

Handbook 84), and all of your 

daily-use abilities and spell slots 

(Heroes’ Handbook 72).
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MOVE (optional; Heroes’ Handbook 77)

TAKE AN ACTION (mandatory; Heroes’ Handbook 78)

Attack Actions

 Melee Attack (Heroes’ Handbook 78)

 Ranged Attack (Heroes’ Handbook 79)

 Hinder Foe (Heroes’ Handbook 79)

 Support Fire (Heroes’ Handbook 79)

Use an Item (Heroes’ Handbook 81)

Use a Skill (Heroes’ Handbook 81)

Use a Special Ability (Heroes’ Handbook 81)

Cast a Spell (Heroes’ Handbook 82)

Extra Move (Heroes’ Handbook 82)

Defend (Heroes’ Handbook 82)

RESTING
With 10 uninterrupted minutes 

of rest, you can spend 1 Resolve 

Point to regain Hit Points 

equal to half your total Hit 

Points (rounded down; Heroes’ 

Handbook 84).

With a full night’s rest (8 hours 

of sleep or more), you regain Hit 

Points equal to half your total 

Hit Points (rounded down), all 

of your Resolve Points (Heroes’ 

Handbook 84), and all of your 

daily-use abilities and spell slots 

(Heroes’ Handbook 72).
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KASATHA
© 2019 PAIZO INC.

OBSERVER ROBOT
© 2019 PAIZO INC.

SECURITY GUARD
© 2019 PAIZO INC.

SPACE GOBLIN 

HONCHOHEAD
© 2019 PAIZO INC.

SPACE PIRATE
© 2019 PAIZO INC.

KHEFAK
© 2019 PAIZO INC.

PERATHI
© 2019 PAIZO INC.

SECURITY GUARD
© 2019 PAIZO INC.

SPACE GOBLIN 

ZAPERATOR
© 2019 PAIZO INC.

SWARM CORROVOX
© 2019 PAIZO INC.

MARAQUOI
© 2019 PAIZO INC.

RYPHORIAN
© 2019 PAIZO INC.

SHARPWING
© 2019 PAIZO INC.

SPACE GOBLIN 

ZAPERATOR
© 2019 PAIZO INC.

KHEFAK
© 2019 PAIZO INC.

OROCORAN
© 2019 PAIZO INC.

SECURITY GUARD
© 2019 PAIZO INC.

SPACE GOBLIN 

ZAPERATOR
© 2019 PAIZO INC.

SPACE PIRATE
© 2019 PAIZO INC.

LIVING HOLOGRAM
© 2019 PAIZO INC.

RUTHIG
© 2019 PAIZO INC.

SECURITY ROBOT
© 2019 PAIZO INC.

SPACE GOBLIN 

ZAPERATOR
© 2019 PAIZO INC.

VERTHANI
© 2019 PAIZO INC.

MI-GO
© 2019 PAIZO INC.

SARCESIAN
© 2019 PAIZO INC.

SKITTERMANDER
© 2019 PAIZO INC.

SPACE PIRATE
© 2019 PAIZO INC.
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AEON GUARD
© 2019 PAIZO INC.

BARATHU
© 2019 PAIZO INC.

DROW
© 2019 PAIZO INC.

EVIL OPERATIVE
© 2019 PAIZO INC.

GANG TOUGH
© 2019 PAIZO INC.

AKATA
© 2019 PAIZO INC.

CONTEMPLATIVE
© 2019 PAIZO INC.

ELECTROVORE
© 2019 PAIZO INC.

EVIL TECHNOMANCER
© 2019 PAIZO INC.

GRAY
© 2019 PAIZO INC.

ASSEMBLY OOZE
© 2019 PAIZO INC.

CYBERNETIC ZOMBIE
© 2019 PAIZO INC.

EVIL MECHANIC
© 2019 PAIZO INC.

GANG TOUGH
© 2019 PAIZO INC.

AEON GUARD
© 2019 PAIZO INC.

BONE TROOPER
© 2019 PAIZO INC.

ELECTROVORE
© 2019 PAIZO INC.

EVIL SOLDIER
© 2019 PAIZO INC.

GARAGGAKAL
© 2019 PAIZO INC.

ANACITE
© 2019 PAIZO INC.

CYBERNETIC ZOMBIE
© 2019 PAIZO INC.

EVIL ENVOY
© 2019 PAIZO INC.

FORMIAN
© 2019 PAIZO INC.

HESPER
© 2019 PAIZO INC.

ASTEROID LOUSE
© 2019 PAIZO INC.

DRAGONKIN
© 2019 PAIZO INC.

EVIL MYSTIC
© 2019 PAIZO INC.

GANG TOUGH
© 2019 PAIZO INC.
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ISEPH—ANDROID 

OPERATIVE
© 2019 PAIZO INC.

ANDROID
© 2019 PAIZO INC.

HUMAN
© 2019 PAIZO INC.

SHIRREN
© 2019 PAIZO INC.

VESK
© 2019 PAIZO INC.

NAVASI—HUMAN ENVOY
© 2019 PAIZO INC.

ANDROID
© 2019 PAIZO INC.

LASHUNTA
© 2019 PAIZO INC.

SHIRREN
© 2019 PAIZO INC.

YSOKI
© 2019 PAIZO INC.

QUIG—YSOKI MECHANIC
© 2019 PAIZO INC.

ANDROID
© 2019 PAIZO INC.

LASHUNTA
© 2019 PAIZO INC.

VESK
© 2019 PAIZO INC.

KESKODAI—SHIRREN 

MYSTIC
© 2019 PAIZO INC.

ANDROID
© 2019 PAIZO INC.

HUMAN
© 2019 PAIZO INC.

SHIRREN
© 2019 PAIZO INC.

YSOKI
© 2019 PAIZO INC.

OBOZAYA—VESK SOLDIER
© 2019 PAIZO INC.

ANDROID
© 2019 PAIZO INC.

LASHUNTA
© 2019 PAIZO INC.

SHIRREN
© 2019 PAIZO INC.

YSOKI
© 2019 PAIZO INC.

RAIA—LASHUNTA 

TECHNOMANCER
© 2019 PAIZO INC.

HUMAN
© 2019 PAIZO INC.

SHIRREN
© 2019 PAIZO INC.

VESK
© 2019 PAIZO INC.
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