
Melisande Denaris LEVEL: 12
Player: Desiree    Sex: Female    Race: Aasimar (Leafbower elf)  
Alignment: Neutral    Class: Mystic    Theme: Corporate Agent
StarFinder Faction: Acquisitive (Leader = Radaszam “The 
Dealmaker,” N Male Vesk Operative)         
Deity: Eloritu, God of History, Magic, & Secrets
Age: 28     Height: 5’7”     Weight: 112 lbs.
Eyes: Indigo     Hair: Iridescent Black     Skin: Pearlescent Ivory 

Languages: Abyssal, Azlanti (Golarian Atlantis), Castrovelian 
(Lashunta), Celestial, Common, Draconic, Drow, Elven, First 
Speech, Ignan, Infernal, Pahtra, Reptoid, Vesk, Ysoki 
(2 open lang slots as of lvl 10 – what else?)

Hit Points (+6/lvl) Stamina (+6/lvl, +1/lvl tough) Resolve (½ lvl + WIS mod)

76 84 10

ABILITIES modifier = (Ability Score – 10)/2

Ability Score Ability Modifier

STR 7 -2

DEX 13 +1

CON 10 +0

INT 18 +4

WIS* 23 +6

CHA 21 +5

SKILL SKILL
BONUS

ABILITY
MODIFIER

RANKS CLASS
SKILLS

CLASS
BONUS

RACE +
THEME

FEATS +
MISC

Acrobatics +3 DEX +1 2
Athletics -1 STR -2 1
Bluff +20 CHA +5 12 +3
Computers +13 INT +4 9
Culture +21 INT +4 12 +3 +2
Diplomacy +23 CHA +5 12 +3 +2, +1
Disguise +11 CHA +5 3 +3
Engineering +5 INT +4 1
Intimidate +20 CHA +5 12 +3
Life Science +9/+13* INT +4 2 +3 *+4 w/ chip
Medicine +8 INT +4 1 +3
Mysticism +21 WIS +6 12 +3
Perception +27 WIS +6 12 +3 +4 +2
Piloting +2 DEX +1 1
Sense Motive +27 WIS +6 12 +3 +4 +2
Stealth +3 DEX +1 2
Survival +11 WIS +6 2 +3
Profession: Manager +21 WIS +6 12 +3
*Life Science Library Chip - +4 to recall knowledge when used in conjunction w/ Tier 0 or better computer

INITIATIVE +1 = +1 DEX + 0 MISC
FORTITUDE +4 = +4 BASE + 0 CON + 0 MISC
REFLEX +5 = +4 BASE + 1 DEX + 0 MISC
WILL +12 = +8 BASE + 4 WIS + 0 MISC

BAB +9
EAC +23 = +12 ARMOR + 1 DEX + 0 MISC 
KAC +25 = +14 ARMOR + 1 DEX + 0 MISC
KAC+8 +33 = +14 ARMOR + 1 DEX + 8 MISC



DEFENSES
Resistances: Acid 5, Cold 5, Electricity 5
All Saves (Combat Casting): +2 vs readied actions triggered by your spellcasting
Fortitude Save (Toughness): +4 to avoid taking damage from hot or cold environments, withstand 
harmful effects of thick and thin atmospheres, avoid choking when breathing in heavy smoke, or avoid 
fatigue caused by sleep deprivation; also affects CON checks to continue running, to avoid damage 
from a forced march, to hold your breath, and to avoid damage from starvation or thirst.
Fortitude Save (Level 5 Armor [was for D Suit I, does this apply to Carbon Skin, too?]): Immune 
to low-level radiation, +4 circumstance bonus to save vs radiation exposure (but not to cure radiation 
sickness)
All Armor Classes (Combat Casting): +2 vs attacks of opportunity you provoke by casting a spell-
like

CARBON SKIN: WHITE CARBON
EAC: +12  KAC: +14  Max DEX: +5  Armor Check: -1  Speed: -
Upgrades: Aversion Coating & Black Force Field [10 HP, regens 3/turn]

ACTIVATED ABILITIES, AUGMENTATIONS & ADJUSTMENTS
Language Slots
Datajack

WEAPONS  (+level in added damage = 12)
Ereus Teletech Needler Pistol
Ranged 30 ft: +8 or Full: +8 (1d4+5 P; Crit Injection +2) Special: Injection, Analog

Ereus Teletech Semi-Automatic Pistol, Tactical
Ranged 30 ft: +8 or Full: +8 (1d6+5 P; Crit -) Special: Analog

Survival Knife
Melee: +8 or Full: +8 (1d4+3 S; Crit -) Special: Analog

Rime Subduer
Range 60ft: +8 or Full: +2/+2 (1d12+5 Cold Non-Lethal; Crit staggered) DC 15

Venom Spur
Melee: +8 or Full: +8 (1d6+8 P plus Poison; Crit -) Special: -

Carries “glitterbombs” of colored glow-in-the-dark sparkly static-cling powder as an anti-invisibility 
tactic

SPECIAL ABILITIES

RACIAL: AASIMAR – Special Abilities



Darkvision 60ft – A creature with darkvision can see in total darkness within their max range.  
Within this range the creature can see as clearly as a sighted creature could see in an area of bright 
light, though in black and white only.

Celestial Radiance – As a standard action, an Aasimar can shed light, causing light within 10 feet 
of him to increase two steps, up to bright, and light for 10 more feet beyond that to increase one step, 
up to normal. This lasts for 1 minute, but the Aasimar can dismiss it as a swift action. Magical darkness
can decrease the light level in this area only if it’s from an item or creature of a level or CR higher than 
that of the Aasimar. An Aasimar can use this ability once per day, plus a number of times equal to half 
his CR or level. (1 + 6 = 7xs/day @ 12th level)

Celestial Resistance – Aasimar have resistance 5 to acid, cold, and electricity. 

Skilled – Naturally eloquent and perceptive, Aasimar gain a +2 racial bonus to Diplomacy and 
Perception checks. 

CLASS: MYSTIC – Special Abilities

Miscellaneous Ability: You can decipher magical inscriptions that would otherwise be unintelligible 
or, as a full action, identify any spells encoded in a spell gem as a full action. This does not normally 
invoke the magic contained within, although it may do so in the case of a cursed or trapped spell gem. 

Connection: Empath (1st Level)
Connection Powers 
If a connection power allows a saving throw to resist its effects:
DC = 22  = 10 + half your mystic level + your Wisdom modifier. 
If the power requires an enemy to attempt an opposed skill check:
DC = 34  = 10 + 1-1/2 × your mystic level + your Wisdom modifier.

Empathy (Su) - 1st Level
As a full action, you can attempt a Sense Motive check to read the emotions of a particular creature 
(DC = 20 or 10 + its Bluff modifier, whichever is higher). If you succeed, you learn its general 
disposition and attitude toward creatures within 30 feet of it, and you gain a +2 circumstance bonus to 
Bluff, Diplomacy, Intimidate, and Sense Motive checks against that creature for 1 hour. Whether you 
succeed or fail, after opening your mind to read emotions, you take a –2 penalty to saving throws 
against mind-affecting effects for 1 minute.

Greater Mindlink (Su) - 3rd Level
You can use your mindlink ability on the same creature as many times per day as you wish, and the 
communication can be both ways, though the maximum of 10 minutes of communication per round 
still applies.

Emotionsense (Su) - 6th Level
You can detect and locate creatures within 60 feet that have emotions, as if you had blindsense 
(emotion); see page 262. A creature can keep its emotions calm to avoid detection by this ability by 
succeeding at a Bluff check with a DC equal to 10 + your Sense Motive modifier, but a creature under 
the influence of an emotion effect cannot try to avoid detection. Creatures under the effects of 



nondetection or similar effects automatically avoid detection by this ability. Unless otherwise stated, 
constructs and creatures with Intelligence scores of 2 or lower don’t have emotions and can’t be sensed 
this way.

Discern Lies (Sp) - 9th Level
You can use discern lies as a spell-like ability a number of times per day equal to your mystic level, 
each time targeting a single creature. This effect lasts 1 round. Once a creature successfully saves 
against this ability, it becomes immune to further uses of this ability for 24 hours.

Greater Emotionsense (Su) - 12th Level
Your emotionsense is far more discerning, as if you had blindsight (emotion); see page 262.

Retrocognition (Sp) - 15th Level
You can use retrocognition as a spell-like ability at will. When doing so, you take a –2 penalty to 
saving throws against mind-affecting effects for as long as you concentrate on retrocognition and an 
equal amount of time afterward. You can spend 1 Resolve Point to negate this penalty.

Empathic Mastery (Sp) - 18th Level
You can spend 1 Resolve Point to use psychic surgery as a spell-like ability. If you are incapacitated by 
an effect that psychic surgery could remove and have at least 1 Resolve Point remaining, you can spend
1 Resolve Point to use this ability on yourself, even without being able to take any actions.

Connection Spells – 1st Level
Your connection grants you additional spells known, one for each level of mystic spell you can cast, 
starting at 1st level and at any level when you normally gain access to a new spell level. These spells 
can’t be exchanged for different spells at higher levels.

1st Level – Detect Thoughts
2nd Level – Zone of Truth
3rd Level – Clairaudience/Clairvoyance
4th Level – Mind Probe
5th Level – Telepathy
6th Level – True Seeing

Healing Touch (Su) - (1st Level)
Once per day, you can spend 10 minutes to magically heal an ally up to 5 Hit Points per mystic level.

Channel Skill (Su) - (2nd Level)
You draw strange feelings, instincts, knowledge, and urges from your connection, augmenting your 
prowess in certain tasks. Each connection has two skills associated with it. You gain a +1 insight bonus 
to skill checks with your connection’s associated skills. This bonus increases by 1 at 5th level and every
3 levels thereafter. [+1 @ Levels 2, 5, 8, 11, 14, 17, 20]

Associated Skills – Perception and Sense Motive +4 Insight Bonus (@ Lvl 12)

Mindlink (Sp) - (2nd Level)
You can form a mental link with creatures you touch, communicating information rapidly through it. 
You can use mindlink at will as a spell-like ability, though only once per day on any given individual.



Weapon Specialization (Ex) - (3rd Level)
You gain Weapon Specialization as a bonus feat for each weapon type this class grants you proficiency 
with. (basic melee and small arms)

Telepathic Bond (Sp) - (11th Level)
As a standard action, you can form a telepathic link with up to six other willing creatures, allowing you
to communicate telepathically at great distances. This functions as telepathic bond, except the duration 
is permanent. You can have only one telepathic bond active in this way at any given time; creating a 
new telepathic bond immediately ends the previous one.

Transcendence (Sp) - (19th Level)
You are close to becoming one with your connection. You can cast each of your connection spells once 
per day without consuming a spell slot. In addition, you learn how to temporarily transcend your 
physical form. Once per day, you can spend 1 Resolve Point to project your consciousness outside of 
your physical body in the form of an intangible psychic image of yourself. This counts as a 6th-level 
illusion effect and lasts for a number of rounds equal to your mystic level. While your consciousness is 
projected, your physical body is considered blind, deaf, and helpless, but you can return to your body 
as a swift action. You control your psychic image as though it was your own body, and your senses 
perceive only what the image can see and hear. You move with a fly speed of 60 feet and perfect 
maneuverability. You can pass through solid objects as though you were incorporeal, but you can’t go 
farther into a solid object than your space (5 feet for a Medium creature). You can’t directly affect 
physical objects. Your projected consciousness is immune to most attacks or effects, whether or not 
they affect incorporeal creatures, but mind-affecting effects have their full effect on you.

You can cast any mystic spell or spell-like ability with a range of touch or greater from your projected 
consciousness. The spells affect other targets normally. You can’t cast any spells on your projected 
consciousness except for illusion spells. You need not maintain line of effect to your projected 
consciousness, but if you cross into another plane, even momentarily (including via Drift travel), your 
mind immediately returns to your physical body.

Enlightenment (Su) - (20th Level)
You achieve enlightenment, becoming a living incarnation of your connection. You no longer age, nor 
do you die of old age. Once per day as a move action, you can enter a state of total communion with 
your connection that lasts for 1 minute. During this time, you gain a +4 insight bonus to attack rolls, 
saving throws, and skill checks, and you gain 20 temporary Resolve Points that you can use only on 
connection powers. Any unspent temporary Resolve Points disappear at the end of this minute. In 
addition, once per week, you can cast miracle as a spell-like ability.

THEME: CORPORATE AGENT – Special Abilities

Theme Knowledge (1st Level)
You are deeply connected to the world of corporate culture, and know all the movers and shakers. 
When attempting a Profession or Culture check to recall knowledge about corporations and their 
executives, reduce the DC by 5. Diplomacy is a class skill for you, though if it is a class skill from the 
class you take at 1st level, you instead gain a +1 bonus to Diplomacy checks. In addition, you gain an 
ability adjustment of +1 to Charisma at character creation.



Networking (6th Level)
If your corporate database doesn’t have a piece of information you are searching for, you probably 
know someone who does. It takes you only 10 minutes to attempt a Diplomacy check to gather 
information, as long as you have connection to a local infosphere or a quick way to communicate with 
contacts in a settlement that is at least technologically average (see Starfinder Core Rulebook 406). 
Additionally if you have access to a local infosphere, you can take 20 on a skill check to recall 
knowledge in half the normal time (typically 1 minute).

Strong-Arm Tactics (12th Level)
When you throw the name of your company around, you can usually get what you want, though acting 
in such a way never wins you any friends. When you successfully use Intimidate to bully a creature, its 
change in attitude lasts three times as long. At the GM’s discretion, this ability might not work on 
creatures that haven’t heard of your corporation.

Seal the Deal (18th Level)
Nothing is more thrilling to you than engaging in spirited discussion to pursue your employer’s 
interests. It is why you were hired, and it’s why you venture out into the wider cosmos. Up to twice per 
day, after you spend at least 10 minutes bargaining and negotiating (this doesn’t count as resting to 
regain Stamina Points) or using an infosphere to research details relevant to a deal that is significantly 
advantageous to your company, you regain 1 Resolve Point.

FEATS (1 @ 1st Level, 1 at each odd-numbered level = 6 @ 12th level)

Adaptive Casting: Mind Thrust (@3rd lvl), Polar Vortex, Mystic Cure (@3rd lvl) – Select three 
spells from class spell lists you can cast spells from. They must be at least 1 level lower than the 
highest spell level you can cast. Once per day, you can cast one of these spells as a spell-like ability. 
Each time you gain a caster level, you can change which three spells you have selected with this feat.
 
Combat Casting – You gain a +2 bonus to your Armor Class and saving throws against attacks of 
opportunity you provoked by casting a spell and against readied actions triggered by your spellcasting. 

Cosmic Truth – As a standard action, you can spend 1 RP to force one creature within 30 feet of you 
to attempt a Will save (DC = 10 + half your ranks in Bluff + your Wisdom bonus = DC22 @ 12th lvl); if
it fails, it is confused for 1d4 rounds. Once a creature has seen or heard you use this ability, it is 
immune to your further uses of the ability for 24 hours. This is a language-dependent, sense-dependent 
ability.
 
Skill Synergy: Sense Motive, Culture – Choose two skills. These skills become class skills for you. If
one or both were already class skills, you gain a +2 insight bonus to those skill checks instead.
Special: You can take this feat multiple times. Its effects don’t stack. Each time you take it, it applies to 
two different skills.
 
Technomantic Dabbler  Choose two 0-level technomancer spells and one 1st-level technomancer 
spell. You can cast the 0-level spells at will and the 1st-level spell once per day for every 3 character 
levels you have. For these spells, your caster level is equal to your character level and the key ability 
score is Intelligence. If you later gain levels in technomancer, you lose the benefits of this feat and can 
replace it with either Spell Focus or Spell Penetration. 



Toughness For every character level you have (and whenever you gain a new level), you gain 1 
Stamina Point. In addition, you gain a +4 bonus to Constitution checks to continue running, to avoid 
damage from a forced march, to hold your breath, and to avoid damage from starvation or thirst. You 
also gain a +4 bonus to Fortitude saving throws to avoid taking damage from hot or cold environments,
to withstand the harmful effects of thick and thin atmospheres, to avoid choking when breathing in 
heavy smoke, and to avoid fatigue caused by sleep deprivation. 

SPELLS

Cantrips (10 + Spell Level + WIS Mod = 10 + 0 + 6 = DC 16)

Detect Magic (Source: Starfinder Core Rulebook pg. 348) – via Technomantic Dabbler
For Tech Dabbler: Cantrips (10 + Spell Level + INT Mod = 10 + 0 + 4 = DC 14)
School: Divination
Casting Time: 1 standard action
Range: 60 ft.
Area: cone-shaped emanation
Duration: concentration, up to 1 minute/level
Saving Throw: none; Spell Resistance: no
Description: 
You detect all magic spells, effects, items, and objects (including those on or affecting creatures you 
can see), as well as hybrid items, in the area. You can’t detect magical traps in this way, as they are 
created with additional magic that wards them from this common spell. Each round you concentrate on 
the same area, you can determine if one magic source you detect is from a spell, magic item, or other 
effect, and the caster level (or item level) of the effect. You can’t determine if there are magic sources 
in areas you can’t see, or if there was a magic source in an area at one time but that has since expired.

Fatigue (Source: Starfinder Core Rulebook pg. 354)
School: Necromancy
Casting Time: 1 standard action
Range: touch
Targets: one creature
Duration: 1 round/level
Saving Throw: Fortitude negates; Spell Resistance: yes
Description:
You make a melee attack against a single target’s EAC, adding your key ability score modifier to the 
attack roll instead of your Strength modifier if it is higher. The target must succeed at a Fortitude save 
or be fatigued for the spell’s duration. This spell has no effect on a creature that is already fatigued. 
Casting this spell doesn’t provoke attacks of opportunity.

Ghost Sound (Source: Starfinder Core Rulebook pg. 356) – via Technomantic Dabbler
For Tech Dabbler: Cantrips (10 + Spell Level + INT Mod = 10 + 0 + 4 = DC 14)
School: Illusion
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Effect: illusory sounds
Duration: 1 round/level (D)
Saving Throw: Will disbelief; Spell Resistance: no



Description:
You create a volume of sound that rises, falls, recedes, approaches, or remains fixed. You choose what 
type of sound this spell creates when casting it and cannot thereafter change the sound’s basic 
character.

The volume of sound created can produce as much noise as 20 normal humans. Thus, you can create 
shouting, singing, talking, marching, running, or walking sounds, as well as sounds of battle or small 
explosions. You can make noises that sound like machines, the general chatter of distant conversation, 
or the roar of an alien predator, but you can’t make specific sounds such as intelligible speech or the 
exact hum of a particular starship’s engines.

Grave Words (Source: Starfinder Core Rulebook pg. 357)
School: Necromancy (language-dependent)
Casting Time: 1 minute
Range: touch
Targets: one dead creature
Duration: 1 round
Saving Throw: none; Spell Resistance: no
Description:
You can force a touched corpse talk to you, but you can’t ask it specific questions or communicate with
it at all. The corpse utters random sentences for 1 round, with a 10% chance this information is of some
use to you. Useful information might include warnings about dangers in a wrecked starship, the 
password to unlock a computer, or the name of a supernatural creature seeking you or your allies. The 
GM makes the d% roll in secret and decides what information, useful or not, the corpse spews out in its
babbling.

Once a corpse has been subjected to grave words by any caster, any new attempt to cast grave words on
that corpse fails. A corpse must have a mouth or means to speak in order for this spell to function, and 
the spell doesn’t affect a corpse that has been turned into an undead creature.

Psychokinetic Hand (Source: Starfinder Core Rulebook pg. 370)
School: Transmutation
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one unattended object of no more than 10 lbs. or 1 bulk
Duration: concentration
Saving Throw: none; Spell Resistance: no
Description:
You point your finger at the target object, gaining the ability to lift it and move it at will from a 
distance. As a move action, you can propel the object as far as 15 feet in any direction, though the spell 
ends if the distance between you and the object ever exceeds the spell’s range. You can’t perform 
complex operations, such as firing a gun or using a computer, but you can shut a mechanical door or lid
and work simple buttons to open or close automated doors or trigger an alarm.

Stabilize (Source: Starfinder Core Rulebook pg. 378)
School: Conjuration (healing)
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one living creature



Duration: instantaneous
Saving Throw: Will negates (harmless); Spell Resistance: yes (harmless)
Description:
If the target of this spell has 0 Hit Points and is dying, it automatically stabilizes. If the creature later 
takes damage, it is no longer stable.

Telekinetic Projectile (Source: Starfinder Core Rulebook pg. 380)
School: Evocation
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one object and one creature
Duration: instantaneous
Saving Throw: none; Spell Resistance: no
Description:
You fling an unattended object weighing up to 5 pounds (less than 1 bulk) at the target, making a 
ranged attack against its KAC. If you hit, you deal 1d6 bludgeoning damage to both the target and the 
object. The type of object thrown doesn’t change the damage type or any other properties of the attack.

Telepathic Message (Source: Starfinder Core Rulebook pg. 381)
School: Divination (language-dependent, mind-affecting)
Casting Time: 1 standard action
Range: medium (100 ft. + 10 ft./level)
Targets: up to one creature/level
Duration: 10 minutes/level
Saving Throw: none; Spell Resistance: no
Description:
You can send a short telepathic message and hear simple telepathic replies. Any living creature within 
10 feet of you or an intended recipient also receives your telepathic message if it succeeds at a DC 25 
Perception check. You must be able to see or hear each recipient. The creatures that receive the 
message can reply telepathically, but no more than a single message can be sent each round, and each 
message cannot exceed 10 words. A technomancer casting this spell can also use it to send a message to
a computer or a construct with the technological subtype if the receiving target is designed to receive 
messages.

1st Level (10 + Spell Level + WIS Mod = 10 + 1 + 6 = DC 17)

Charm Person (Source Starfinder Core Rulebook pg. 342)
School: Enchantment (charm, mind-affecting)
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one humanoid creature
Duration: 1 hour/level
Saving Throw: Will negates; Spell Resistance: yes
Description:
This charm makes a humanoid creature regard you as its trusted friend and ally (treat the target’s 
attitude as friendly). If the creature is currently being threatened or attacked by you or your allies, 
however, it receives a +5 bonus to its saving throw.



The spell does not enable you to control the charmed creature as if it were an automaton. It is unlikely 
to attempt to harm you, but it is also unlikely to attack any of its true friends or allies. You can try to 
give the target suggestions, but you must succeed at an opposed Charisma check to convince it to do 
anything it wouldn’t ordinarily do. (Retries of this check are not allowed.) An affected creature never 
obeys suicidal or obviously harmful suggestions. Any act by you or your apparent allies that threatens 
the charmed creature breaks the spell. You must speak the creature’s language to communicate your 
suggestions, or else be good at pantomiming.

Comprehend Languages (Source Starfinder Core Rulebook pg. 344) – via Technomantic Dabbler 
(can cast once per day for every 3 levels independent of other spell slots)
For Tech Dabbler: 1st Level (10 + Spell Level + INT Mod = 10 + 1 + 4 = DC 15)
School: Divination
Casting Time: 1 standard action
Range: personal
Duration: 10 minutes/level
Description:
You can understand the spoken or signed words of creatures or read otherwise incomprehensible 
written or tactile messages. The ability to read does not necessarily impart insight into the material, 
merely its literal meaning. The spell enables you to understand or read an unknown language, not speak
or write it. You can’t use this spell to read magic writing or encoded messages (though it does reveal if 
a message is magic or encoded), but you can use it to read raw computer code or foreign programming 
languages, allowing you to understand enough to attempt Computers checks on those materials without
penalties.

Detect Thoughts (Source Starfinder Core Rulebook pg. 349) – via Connection
School: Divination (mind-affecting)
Casting Time: 1 standard action
Range: 60 ft.
Area: cone-shaped emanation
Duration: concentration, up to 1 minute/level
Saving Throw: Will negates, see text; Spell Resistance: no
Description:
You detect the surface thoughts of intelligent creatures around you. The amount of information 
revealed depends on how long you study a particular area or target.

1st Round: You detect the presence or absence of thoughts from conscious creatures that have 
Intelligence scores of at least 1 (or an Intelligence modifier of –5) or higher.
2nd Round: You detect the number of thinking minds and the Intelligence score (or modifier) of each. 
If the highest Intelligence score is 26 (or a modifier of +8) or higher and at least 10 points higher than 
your own Intelligence score (or 5 points higher than your own Intelligence modifier), you are stunned 
for 1 round and the spell ends. This spell doesn’t let you determine the location of the thinking minds if
you can’t see the creatures whose thoughts you are detecting.
3rd Round: You can read the surface thoughts of any mind in the area. A target who succeeds at its Will
save prevents you from reading its thoughts, and you must cast detect thoughts again to have another 
chance. Creatures of animal intelligence (an Intelligence score of 1 or 2 or an Intelligence modifier of –
4 or lower) have simple, instinctual thoughts.
Each round, you can turn to detect thoughts in a new area. The spell can penetrate barriers, but 3 feet of
dirt or wood, 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or any force field blocks it.



Identify (Source Starfinder Core Rulebook pg. 361)
School: Divination
Casting Time: 1 standard action
Range: 5 ft.
Target: one magic or technological object
Duration: 1 round/level (D)
Saving Throw: none; Spell Resistance: no
Description:
This spell allows you to attempt to identify the function of a magic item (with Mysticism) or 
technological device (with Engineering) each round. You gain a +10 insight bonus to skill checks to 
identify the properties and command words or passwords of items targeted when using this spell. This 
spell does not allow you to identify artifacts.

Keen Senses (Source Starfinder Core Rulebook pg. 363)
School: transmutation
Casting Time: 1 standard action
Range: touch
Targets: one creature
Duration: 1 minute/level (D)
Saving Throw: Will negates (harmless); Spell Resistance: yes (harmless)
Description
The target gains a +2 insight bonus to Perception checks and gains low-light vision. Targets that have 
low-light vision double the distance they can see under the effects of this spell.

Life Bubble (Source Starfinder Core Rulebook pg. 363)
School: Abjuration
Casting Time: 1 standard action
Range: medium (100 ft. + 10 ft./level)
Targets: up to one creature/level, no two of which can be more than 30 ft. apart
Duration: 1 day/level
Saving Throw: Will negates (harmless); Spell Resistance: yes (harmless)
Description:
You surround the target creatures with a constant and movable 1-inch shell of tolerable living 
conditions customized for each creature. This shell enables the targets to breathe freely in a variety of 
atmospheric conditions (including in corrosive, thick, thin, and toxic atmospheres), as well as 
underwater or in a vacuum. It also makes the targets immune to harmful gases and vapors, including 
inhaled diseases and poisons as well as spells with a harmful gaseous effect. In addition, the shell 
protects targets (and their equipment) from extreme temperatures (between –50° and 140° F) without 
having to attempt Fortitude saving throws, as well as extreme pressures.
Life bubble doesn’t provide protection from energy damage, negative or positive energy (such as found
on the Negative and Positive Energy Planes), or radiation; it also doesn’t provide the ability to see in 
conditions of poor visibility (such as in smoke or fog) or the ability to move or act normally in 
conditions that impede movement (such as underwater).

Reflecting Armor (Source Starfinder Core Rulebook pg. 372)
School: Abjuration (force)
Casting Time: 1 standard action
Range: personal
Duration: 10 minutes/level or until dismissed (D); see text



Description:
You create a shimmering skin-like coating of mystical force that covers your body, allowing you to 
reflect damage you take back against your attacker. At any time during this spell’s duration, when you 
take damage from an attack made with a weapon by a foe within 100 feet, you can choose to dismiss 
the spell as a reaction. If you do, the armor crackles with energy as it disappears, arcing through the air 
to strike the attacking creature, which takes an amount of damage equal to the damage dealt to you at 
the time this spell was dismissed (maximum 10). This damage also has the force descriptor. The target 
can attempt a Reflex save for half damage.

Share Language (Source Starfinder Core Rulebook pg. 377)
School: Divination
Casting Time: 1 standard action
Range: touch
Targets: one creature
Duration: 24 hours
Saving Throw: Will negates (harmless); Spell Resistance: yes (harmless)
Description:
For 24 hours, the target can read, understand, and communicate to the best of its ability in up to three 
languages that you already know. This doesn’t change the physical nature of the creature (if it lacks a 
means of speech, it still can’t talk) or its attitude toward you. It does, however, allow intelligent 
creatures that normally have no language to understand and (if physically capable) communicate in the 
languages granted by this spell.

2 nd Level (10 + Spell Level + WIS Mod = 10 + 2 + 6 = DC 18)

Hurl Forcedisk (Source Starfinder Core Rulebook pg. 360)
School: Evocation (force)
Casting Time: 1 standard action
Range: medium (100 ft. +10 ft./level)
Targets: up to five creatures; see text
Duration: instantaneous
Saving Throw: none; Spell Resistance: yes
Description:
You create a spinning disk made of pure, shimmering force and hurl it at one opponent within range, 
potentially striking other nearby enemies as the disk ricochets. Choose the initial target, and make a 
ranged attack against its EAC. If the attack hits, the disk deals 3d6 damage. The disk then ricochets to 
hit up to four more creatures of your choice, each no more than 15 feet from the last target. Make a 
ranged attack against each successive target’s EAC in turn; the disk deals 2d6 damage to each 
secondary target struck (this damage is rolled separately for each target). The disk continues to ricochet
in this way until it has attempted to strike five creatures, or until there are no more valid targets, or until
you voluntarily end the spell. A creature can take damage only once from a single casting of this spell.

The forcedisk is subject to spell resistance, so you must attempt a caster level check (1d20 + your 
caster level) against each target with spell resistance before determining whether the target might take 
damage. If you fail this check, the spell ends.

The exact shape of the forcedisk is superficially changeable; as part of casting this spell, a spellcaster 
can decide to make it shaped differently from a traditional disk. For example, using this spell to create a



starknife made of force is popular among Desna’s followers. The spell still deals the amount of damage
described above regardless of the disk’s shape.

Inflict Pain (Source Starfinder Core Rulebook pg. 361)
School: Enchantment (mind-affecting, pain)
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one creature
Duration: 1 round/level
Saving Throw: Will partial, see text; Spell Resistance: yes
Description:
You telepathically rack the target’s mind and body with agonizing pain that imposes a –2 penalty to 
ability checks, attack rolls, and skill checks. A target that succeeds at a Will saving throw reduces the 
duration to 1 round.
 
Reject Augmentation (Source Starfinder Armory pg. 148)
School: Transmutation
Casting Time: 1 standard action
Range: medium
Target: one creature
Duration: 1 round/level (D)
Saving Throw: Fortitude negates; Spell Resistance: yes
Description
You urge the target creature’s natural systems to reassert themselves, causing its body to temporarily 
reject augmentations that have been installed in its systems. For the spell’s duration, the creature is 
sickened and can’t use any augmentations that require an action to activate. Creatures that don’t have 
augmentations are not affected by this spell.

See Invisibility (Source Starfinder Core Rulebook pg. 376)
School: Divination
Casting Time: 1 standard action
Range: personal
Duration: 10 minutes/level (D)
Description:
You can see any invisible or ethereal objects or beings within your range of vision, as if they were 
normally visible. Such creatures are visible to you as translucent shapes, allowing you easily to discern 
the difference between visible and invisible or ethereal creatures.

The spell doesn’t reveal the method used to obtain invisibility, doesn’t reveal illusions or enable you to 
see through opaque objects, and doesn’t reveal creatures that are simply concealed, hiding, or otherwise
hard to see.

Zone of Truth (Source Starfinder Core Rulebook pg. 385) – via Connection
School: Enchantment (compulsion, mind-affecting)
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Area: 20-ft.-radius emanation
Duration: 1 minute/level
Saving Throw: Will negates; Spell Resistance: yes



Description:
Creatures within the emanation area can’t speak any deliberate and intentional lies. Each potentially 
affected creature can attempt a Will saving throw to avoid the effect when the spell is cast or when that 
creature first enters the emanation area. Affected creatures are aware of this enchantment, and they can 
therefore avoid answering questions to which they would normally respond with a lie, or they can be 
evasive as long as they remain within the boundaries of the truth. Creatures who leave the area are free 
to speak as they choose.

3rd Level (10 + Spell Level + WIS Mod = 10 + 3 + 6 = DC 19)

Clairaudience/Clairvoyance (Source Starfinder Core Rulebook pg. 342) – via Connection
School: Divination (scrying)
Casting Time: 10 minutes
Range: long (400 ft. + 40 ft./level)
Effect: magical sensor
Duration: 1 minute/level (D)
Saving Throw: none; Spell Resistance: no
Description:
You create an invisible magical sensor at a specific location that enables you to hear or see (your 
choice) almost as if you were there. You don’t need line of sight or line of effect to create this sensor in 
a specific spot within range, but the locale must be either a place that’s familiar to you or an obvious 
location, such as inside a cave whose entrance you can see.
The sensor doesn’t move, but you can rotate it in all directions to view the area as desired. This spell 
functions only on the plane of existence you are currently occupying.

Divine Aspect (Source Character Operations Manual pg. 135)
School: Enchantment
Casting Time: 1 standard action
Range: personal
Duration: 1 round/level
Description:
You take on a terrifying aura that evokes a specific god, an aspect of divinity, a mystic concept, or 
another mighty force. For the duration, you are immune to fear effects, and you gain frightful presence 
as a supernatural ability with a range of 30 feet and a Will save DC equal to the spell’s DC.

Hologram Memory (Source Starfinder Core Rulebook pg. 359)
School: Divination
Casting Time: 1 full action
Range: touch
Targets: one living or deceased sentient creature; see text
Duration: instantaneous
Saving Throw: Will negates, see text; Spell Resistance: no
Description:
You reach into the target’s mind, extract a specific memory, and project that memory into a small 
hologram that plays in front of you and is visible to all creatures who can see it. The hologram memory
can be no longer than 1 minute; if the extracted memory is longer than this, the hologram simply ends. 
The hologram includes audio as well as visual components, but it does not contain haptic, olfactory, or 
other components. The hologram typically plays a memory that takes place in a single scene, though it 



can cut to multiple scenes, if they are accurate to the memory and its length allows. The hologram plays
the memory exactly as the target experienced it and from the target’s perspective, so it often lacks 
context. The target creature must remain quiet and still while the hologram plays or the spell and 
hologram end.

This spell can target any living, unconscious, or deceased sentient creature with an Intelligence score of
3 or higher (or a modifier of –4 or higher). If the target is deceased, it cannot have been dead for longer 
than 1 week, or this spell fails; once a corpse has been subjected to hologram memory by any caster, 
any subsequent attempts to cast hologram memory on that corpse fail.

If the target is unwilling to share this memory (or if it would be unable to share the memory, in the case
of an unconscious or deceased target), it can attempt a Will saving throw with a +4 bonus to negate this
spell and its effects.

Irradiate (Source Starfinder Core Rulebook pg. 362)
School: Conjuration (creation, disease, poison, radiation)
Casting Time: 1 standard action
Range: medium (100 ft. + 10 ft./level)
Area: 10-ft.-radius spread; see text
Duration: instantaneous
Saving Throw: Fortitude partial, see text; Spell Resistance: no
Description:
This spell floods the area of effect with dangerous radiation. The strength of the radiation you create 
depends on your caster level, as detailed below. The central irradiated area is always a 10-foot-radius 
spread that expands normally per the rules for radiation areas of effect (see page 403). Creatures within 
the area are exposed to the radiation only once; the radiation does not linger in the area. The saving 
throw to resist the radiation effects is set by the spell rather than the standard save DC for radiation.

Caster Level Radiation Level
6th or lower Low
7th–9th Medium
10th–16th High
17th or higher Severe

Polar Vortex (Source Near Space pg. 156)
School: Evocation (cold)
Casting Time: 1 standard action
Range: medium (100 ft. + 10 ft./level)
Area: cylinder (20-ft. radius, 40 ft. high)
Duration: 1 round plus 1 round/level
Saving Throw: Reflex half; Spell Resistance: no
Description:
You generate an arctic storm of harsh winds and battering hail and snow. Creatures that enter or start 
their turn in the area during the first round of the spell take 3d6 cold damage plus 6d6 bludgeoning 
damage and are affected by freezing, hurricane-strength winds. For the duration of the spell, creatures 
flying in the area must succeed at an Acrobatics check to fly in dangerous wind conditions, and terrain 
within the spell’s area is covered with ice and snow, causing it to become difficult terrain.



4th Level (10 + Spell Level + WIS Mod = 10 + 4 + 6= DC 20)

Control Atmosphere (Source Pact Worlds pg. 204)
School: Transmutation
Casting Time: 1 standard action
Range: medium
Area: 30-ft.-radius spread
Duration: 10 minute/level
Saving Throw: Fortitude partial (see text); Spell Resistance: no
Description:
You can alter the atmosphere within the spell’s area to cause it to become more like the atmosphere of 
another planet. You can alter one aspect of the atmosphere—its corrosiveness, density, or toxicity. The 
possible effects of each of these changes are detailed below.

Corrosiveness: You can make the atmosphere corrosive. Each creature and object in the area when you 
cast the spell must succeed at a Fortitude save or take 5d6 acid damage. Creatures and objects that 
remain in the area take 3d6 additional acid damage every 10 minutes (Fortitude half).

Alternatively, you can make a normally corrosive atmosphere noncorrosive. In this case, the 
atmosphere within the spell’s area deals no acid damage for the duration of the spell.

Density: You can make the atmosphere in the area one step thinner (going from severely thick to thick, 
thick to normal, normal to thin, or thin to severely thin) or thicker (going from severely thin to thin, 
thin to normal, normal to thick, or thick to severely thick). The spell cannot make an atmosphere 
thicker than severely thick or thinner than severely thin.

In addition to the normal long-term effects of being in an atmosphere thinner or thicker than a creature 
is acclimated to, each creature in the area of the spell when it is cast must succeed at a Fortitude save or
suffer the immediate effects described below. This is true even for creatures with environmental 
protection from equipment (such as armor), as the air within the armor is affected on a failed saving 
throw. Creatures that do not need to breathe are not affected by changes in atmospheric density.

If the air is thicker than a creature is acclimated to, on a failed saving throw, that creature becomes 
sickened. For every step beyond the first that the air is thicker than the target’s acclimation, it takes a –1
penalty to its save against this effect. If the air is thinner than a creature is acclimated to, on a failed 
saving throw, it is fatigued. For every step beyond the first that the air is thinner than the target’s 
acclimation, it takes a –1 penalty to its saving throw against this effect. The effect ends if the creature 
moves out of the area, and it is not required to attempt a new saving throw upon reentering the area 
(instead it is subject only to the normal dangers of thicker or thinner air).

Toxicity: You can make the atmosphere toxic. Each creature in the area of the spell when it is cast must 
succeed at a Fortitude save or suffer the immediate effects described below. Creatures with 
environmental protection from equipment already active (such as armor) are not exposed to the toxic 
atmosphere. A creature that fails its save contracts bubonic plague (no save) and immediately moves to 
the weakened state. Creatures that enter the area of toxic atmosphere later are exposed to inhaled 
bubonic plague and follow the normal disease rules for contracting the disease and progressing on the 
physical disease track. The disease is nonmagical, and those infected are still infected when the spell’s 
duration ends.



Alternatively, you can make a normally toxic atmosphere nontoxic. In this case, the atmosphere within 
the spell’s area does not expose those who breathe it to any toxic disease for the duration of the spell.

Mind Probe (Source Starfinder Core Rulebook pg. 365) – via Connection
School: Divination (mind-affecting)
Casting Time: 1 minute
Range: close (25 ft. + 5 ft./2 levels)
Targets: one creature
Duration: 1 round/level (D)
Saving Throw: Will negates, see text; Spell Resistance: yes
Description:
You gain access to the target’s memories and knowledge, and you can pry the information you want 
from them involuntarily.

You can attempt to learn the answer to one question of your choice per round; after each question, the 
target can attempt a Will saving throw to end the spell. If it fails, the creature can attempt a Bluff check 
with a DC equal to 11 + your Sense Motive modifier. If it fails its Bluff check, you gain the answer you
desire. If it succeeds at its check, you gain no information. If it succeeds by 5 or more, it answers 
however it chooses and you believe that wrong answer to be the truth. Your questions are purely 
telepathic inquiries, and the answers to those questions are imparted directly into your mind. You and 
the target don’t need to speak the same language, though less intelligent creatures may yield up only 
appropriate sensory images in answer to your questions.

Mind Thrust (Source Starfinder Core Rulebook pg. 365)
School: Divination (mind-affecting)
Casting Time: 1 standard action
Range: close (25 ft. + 5 ft./2 levels)
Targets: one creature
Duration: instantaneous
Saving Throw: Will half; Spell Resistance: yes
Description:
You divine the most vulnerable portion of your opponent’s mind and overload it with a glut of psychic 
information. The target can attempt a Will saving throw to halve the damage dealt by this spell. This 
spell has no effect on creatures without an Intelligence score.

1st: When you cast mind thrust as a 1st-level spell, it deals 2d10 damage to the target.

2nd: When you cast mind thrust as a 2nd-level spell, it deals 4d10 damage to the target.

3rd: When you cast mind thrust as a 3rd-level spell, it deals 7d10 damage to the target. (via Adaptive 
Casting)

4th: When you cast mind thrust as a 4th-level spell, it deals 10d10 damage to the target and the 
target is fatigued for 1 round if it fails its saving throw.

5th: When you cast mind thrust as a 5th-level spell, it deals 15d10 damage to the target. The target is 
exhausted for 1 round if it fails its save and it is fatigued for 1 round if it succeeds at its saving throw.



6th: When you cast mind thrust as a 6th-level spell, it deals 17d10 damage to the target. The target is 
exhausted and stunned for 1 round if it fails its save, and it is fatigued for 1 round if it succeeds at its 
saving throw.

Mystic Cure (Source Starfinder Core Rulebook pg. 367)
School: Conjuration (healing)
Casting Time: 1 standard action
Range: touch
Targets: one living creature
Duration: instantaneous
Saving Throw: Will half (harmless); Spell Resistance: yes (harmless)
Description:
With a touch, you heal and invigorate your target, restoring a number of Hit Points. If the target regains
all of its Hit Points as a result of this healing, you can apply the remaining healing to yourself, as long 
as you are a living creature. On the other hand, if this isn’t enough to restore all the target’s Hit Points, 
you can transfer any number of your own Hit Points to the target, healing the target that amount. You 
can’t transfer more Hit Points than you have or more Hit Points than the target is missing.

Mystic cure restores a number of Hit Points to your target depending on the spell’s level.
1st: 1d8 + your Wisdom modifier
2nd: 3d8 + your Wisdom modifier
3rd: 5d8 + your Wisdom modifier (via Adaptive Casting)
4th: 7d8 + your Wisdom modifier
5th: 9d8 + your Wisdom modifier
6th: 11d8 + your Wisdom modifier

In addition, unlike most healing, when you cast mystic cure as a spell of 4th-level or higher, you have 
two options to enhance its effects. The first option is to restore an extra 5d8 Hit Points with a 4th-level 
mystic cure spell, an extra 7d8 Hit Points with a 5th-level mystic cure spell, or an extra 9d8 Hit Points 
with a 6th-level mystic cure spell. The second option is to bring a target that died within 2 rounds back 
to life. In addition to healing such a creature, the spell returns the target to life, and the target takes a 
temporary negative level for 24 hours. This spell can’t resuscitate creatures slain by death effects, 
creatures turned into undead, or creatures whose bodies were destroyed, significantly mutilated, 
disintegrated, and so on.

Casting this spell doesn’t provoke attacks of opportunity.

Restoration (Source Starfinder Core Rulebook pg. 374)
School: Conjuration (healing)
Casting Time: 3 rounds
Range: touch
Targets: one creature
Duration: instantaneous
Saving Throw: Will negates (harmless); Spell Resistance: yes (harmless)
Description:
Lesser restoration dispels any magical effects reducing one of the target’s ability scores, or it heals 1d4 
temporary ability damage to one of the target’s ability scores. It also eliminates any fatigue suffered by 
the creature or improves an exhausted condition to fatigued, but it doesn’t remove any underlying 
source of fatigue or exhaustion. It also doesn’t heal permanent ability drain. A target that has benefited 



from the removal of fatigue or the reduction of exhaustion from lesser restoration can’t benefit from 
either effect again for 24 hours.

This spell functions as lesser restoration, except it also removes temporary negative levels or 1 
permanent negative level. You must spend 5 Resolve Points when casting this spell to remove a 
permanent negative level. This spell can’t be used to remove more than 1 permanent negative level 
from a target in a 1-week period.

Restoration heals all temporary ability damage, and it restores all points permanently drained from a 
single ability score (your choice if more than one is drained). It also eliminates any fatigue or 
exhaustion suffered by the target, but it doesn’t remove any underlying source of fatigue or exhaustion. 
A target that has benefited from the removal of fatigue or exhaustion from this spell can’t benefit from 
either effect again for 24 hours.

[Auto: via Connection, get Telepathy when can cast 5th level spells, True Seeing when can cast 6th]

GEAR
*Portable Room in an Armband
Battery, super capacity (comm unit, personal) – 80
Battery, Rime Subduer – 20
Bonding Epoxy – 5 uses
Darts, neddler pistol
2 Eox deliquesce (+2 insight to Mysticism and 1 std action to stop bleed effect)
Oxygen candle
Rounds, small arms/tactical semi-auto – 50
Serum of Healing. MK II 3d8
Shadowblend Serum (+2 insight bonus vs concealment in dark, can hide better in dark, +10 min)
Staff of Mystic Healing 1/day (as per Healing Touch)
Venom Spur Poison (1 until regain Stamina Pts, DC 13)
Veracity Serum
Backpack, industrial
2 Cable lines, titanium alloy
Clothing: everyday, formal, professional, and travel
Field Rations, 5
Hygiene Kit
Hyperleaf
Id Moss
R2E 
Starstone Compass
Dreamsnuff, 3 doses
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