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THE Rock STAR CHARACTER CLASS

ROCK STAR

There are countless musicians across the
universe, but only a handful of Rock Stars.
Rock Stars transcend the mere composition _

and performcmce of music. They live, breathe,
and die for rock. With voices capable of almost
impossible feats ranging from enthralling
the masses to sho’r’rering actual s’ree|, the
Rock Star needs no other weapon; should
they raise their axe all will hear its cry.

Rock Stars actually quite enjoy the life of a wandering galactic adventurer
and often consider it similar to being “on tour.” Traveling from planet to
planet, theirlegend grows one individual at a time. Due to their flamboyant
nature, Rock Stars are often reckless in battle, throwing themselves
with wild abandon at what most would consider an impossible threat.
Their combination of near suicidal fearlessness and inspiring performcmce
gives them a unique role as a source of both frustration and hope for their
allies. The Rock Star has one vision and to those who are willing to rock out
with Jrhem, he salutes them.

LEVEL XP HD BHB ST
1 0 1 +0 14
2 2,500 2 +0 13
3 5,000 3 +] 12
4 10,000 3+ +] 1
5 20,000 4 +2 10
6 40,000 5 +3 9
7 80,000 6 +3 8
8 160,000 6+1 +4 7
9 320,000 7 +5 6
10 640,000 8 +5 5

TABLE 1: Rock Star Advancement
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ROCGK STAR GLASS FEATURES
WEAPON/ARMOR RESTRICTIONS: Rock Stars tend to favor style over

substance and while they're certainly able to defend themselves in battle
they do not have extensive weapons training. They can wield clubs, daggers,
firearms, laser pistols, mono-daggers, mono-swords, staffs, Star Swords, and
swords. They can wear Ligh’r Armor, but do not use shields.

ROCK OUT: For a number of rounds equal to his Level the Rock Star can
Rock Out. He simply begins performing on a musical instrument or singing
to do so. While Rocking Out he can activate any one of the Fo||owing effects
which benefit any allies who can hear the Rock Star’s performance:

& Grant a +2 bonus to all To-Hit and Damage rolls made by all allies.
Grant a +2 bonus to all Saving Throws made by allies.

Heal all allies one Hit Point per level of the Rock Star.

# B B

|mmeo|io’re|y grant all neorby allies a new saving throw if ’rhey are
under the influence of a mind-affecting Meditation or Gift.

Eox

|mmeo|io’re|y force a sing|e odversory to flee combat in fear if ’rhey
fail a Saving Throw.

& Cause a number of individuals to stand in awe of your sheer
rock n" roll majesty. This is the equivalent of activating the Stupor
Meditation, except the targets stand in rapt awe of the Rock Star
for as long as he remains playing, though they are entitled to a
Saving Throw to resist these effects when this obi|i‘ry is ini‘rio”y oﬁemp’red.

These effects remain active for as long as the Rock Star is Rocking Out.
While Rocking Out he can switch between effects as desired, although each
effect change must last for at least one (1) round.

EXAMPLE: o Rock Star who is Rocking Out could grant his allies +2
to all To-Hit and Damage rolls to allies on round 1 and then continue
Rocking Out on round 2, chongmg the effect to grant his allies +2 to
all Saving Throws instead (and so on).

While Rocking Out the Rock Star can either move or attack, but cannot do
both. However, while Rocking Out the Rock Star can wield their musical
instrument (typically a guitar) as a deadly weapon, inflicting 1d6+4 points of
Damage. Their instrument will not break when used as a melee weapon while

Rocking Out.

o
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SAVING THROW: Rock Stars receive a +2 bonus to all

Saving Throws to resist sonic damage and poisons.

XP BONUS FOR CHARISMA: Rock Stars with a Charisma of 13 or 14

receive a 5% Experience Bonus, and those with 15 or higher get 10%.

FAMOUS (4th): Beginning at 4th Level the Rock Star has become a
well-known figure in the galaxy. He is easily recognized by most species in the
universe for his musical performances and flamboyance. This can help him
find allies in the fans and groupies who have come to love his music, but it
also makes it difficult for him to remain hidden or out of the public eye.

BELIEVE YOUR OWN LEGEND (7th): The restriction on moving and

offocking is now removed for the Rock Star.

ROCK GOD (10th): When a Rock Star reaches 10th level his fame is so
great that his adoring fans become worshippers. Shrines and statues are
erected to him across the galaxy, and he may even grant small miracles with
the stroke of a guitar string. Three times (3) daily the Rock Star can spend
one (1) round singing at a target, and may select one of the individual effects
from his Rock Out ability to grant to the target. This effect does not activate
immedio‘re|y, with the target deciding when to activate it, most often in a
time of need. To activate, the target must burst into song, The target will
burst into song for an instant to activate the effect, which is released on the
next round. A character may only be “blessed” in this manner by the Rock
Star once daily, and have on effect stored at a time. The effect will dissipate
in a week if not used.
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SYMPHONY SPACE YACHT

ARMOR CLASS

HIT POINTS 50
SHIELD STRENGTH O
MOVEMENT 9
TARGETING +0
ATTACK None

MODIFICATIONS Enhanced Accommodations, Faster-Than-Light Drive,

Performance Cargo Bay

Designed  specifically for traveling performers and musicians, the
Symphony Space Yacht is both infergalactic tour bus and traveling
bandstand. It has p|ush accommodations for half a dozen performers
and crew, omp|e storage, and a cargo boy that can transform into a
state-of-the-art  stage with holographic  displays and  ear-bursting
acoustics. These assets make the Symphony Space Yacht the most sought after
(and expensive) choice of transportation for musicians traveling the galaxy,
taking their music to far-flung worlds. Some models of this starship even
feature robots who keep equipment tuned and in performonce-reody
condition. Many rock stars reprogram or rep|oce these robots with p|eosure
models that serve alcohol or other libations, however these updofes often
lead to flaws in a robot’s central programing matrix, making them surly or
cantankerous.

Symphony Space Yachts are not designed for speed, exp|oroﬁon or combat.
They are slow, lightly armored, and require regular maintenance.

COsST MINIMUM
(in credits) CREW

Symphony Space Yacht 25,000 4
TABLE 2: Purchasing A Symphony Space Yacht

STARSHIP




STARSHIP MODIFICATIONS

ENHANCED ACCOMMODATIONS: This modification turns normal
barracks into high quality rooms akin to a high-class hotel. Plush hover-matress
beds, zero-gravity jacuzzi and full virtual reality entertainment systems are
often features included with this modification. Base Cost: 5 credits.

PERFORMANCE CARGO BAY: Large cargo bays can be built with
acoustic enhancer and equipped with hydraulics, holographic displays, and
other performonce ’rechno|ogy that allows them to serve as Fu||—ﬂedgeo|
concert halls, stages, and performance venues. Unfortunately, this consumes
at least 75% of a sforship's cargo hold and cannot be installed on a sforship
smaller than a Medium Transport. Base Cost: 3 credits.

EQUIPMENT

CYBERNETIC STRINGS: This special modification can be added to an

existing Cybernetic Hand. To activate, the wearer moves their fingers as they

would when playing a normal stringed instrument, and small sensors in the
hand detect the movements, transmitting the sounds to a speaker in the
back of the hand. Often Cybernetic Strings are programmed to play several
different instruments, inc|uo|ing electric guitars, acoustic guitars, bass guitar,
cello, violin, and even pianos. This feature can be combined with a Cyberne‘ric
Vocal Modulator to achieve ex’rrcnordinory sound volume.

CYBERNETIC VOCAL MODULATOR: The vocal modulator amplifies a
character’s voice up to 10x its normal volume. It is also used to ou‘romo‘rico”y
fune a singing voice so that the vocals never go out of pi’rch. Advanced vocal
modulators which mimic another individual voice or sounds are sometimes
made available to mi|i’rory personne|, but the costs of such modifications and
ﬁnding a cyberne’ric surgeon able to perform the procedure are ’rypico”y cost
prohibi’rive.
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DESIGNATION OF OPEN GAME CONTENT
All other content not designated Product Identity
is open content.

OPEN GAME LICENSE Version 1.0a

The following fext 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,
modiﬁcaﬂon, correction, addi?ion, extension, upgrode, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute" means to reproduce,
hcense, rent, |ease, se||, brocxdccst pub\idy d\'sp|0y, transmit or otherwise
distribute; (d)'Open Game Content" means the game mechanic and
includes the mefhods, 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
'mc\uding trade dress; arfifacfs; creatures characfers; stories, sfory|ines,
p|ofs, thematic e\emenfs, dia|ogue, incidenfs, \onguage, qrfwork symbo|s,
designs, depicfions, hkenesses, formafs, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names
and descripfions of chdrdders, speHs, enchanfmenfs, personahﬂes, teams,
personas, likenesses and specia\ olbi|iﬂes; p|oces, |occﬁions, 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 nofice indicating that the Open Game Contfent may only be
Used under and in ferms 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,
modh‘ying or disfribufing, and You must add the title, the copyrighf
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. |dentification: 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.

1. 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 fo 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 fo make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000-2003, Wizards of the
Cooast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John
D. Rateliff, Thomas Reid, James Wyatt, based on original material by E.
Gary Gygax and Dave Arneson.

Swords & Wizardry Core Rules, Copyright 2008, Matthew J. Finch
Swords & Wizardry WhiteBox Rules by Marv Breig, copyright 2008-
2011 Matthew J. Finch.

White Star: White Box Science Fiction Roleplaying, Copyright 2015
Barrel Rider Games; Author James M. Spahn.

Rock Star Character Class, Copyright 2016 Barrel Rider Games; Author
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