


 

 

ABOUT US 

Cosmic Corgi is a small publishing imprint headed by Alison Cybe, dedicated to producing quality d20 sci-fi 

gaming products compatible with the Starfinder role-playing game and other adaptable sci-fi d20 game lines. 

We are a plucky, small imprint which is why we chose the corgi as the symbol for our imprint. 

 

Writer: Alison Cybe 

Artwork: Hōshasei Kaku, Cosmic Corgi icon by 

Sam Pipes 

 

 

If you would like to support us, please ensure that you are buying legitimate copies of our Cosmic Corgi 

products! If you have not paid for this product but enjoy it, I would really like it if you would consider 

funding development of more Cosmic Corgi products, which you can do by donating to us at 

 www.ko-fi.com/alisoncybe or via my Patreon page at www. patreon.com/cybeswebsite 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Compatibility with the Starfinder Roleplaying Game requires the Starfinder Roleplaying Game from Paizo Inc. See 

http://paizo.com/starfinder for more information on the Starfinder Roleplaying Game. Paizo Inc. does not guarantee 

compatibility, and does not endorse this product. 

 

Starfinder is a registered trademark of Paizo Inc., and the Starfinder Roleplaying Game and the Starfinder Roleplaying Game 

Compatibility Logo are trademarks of Paizo Inc., and are used under the Starfinder Roleplaying Game Compatibility 

License. See http://paizo.com/starfinder/compatibility for more information on the compatibility license. 

 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

 

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 

Williams, based on material by E. Gary Gygax and Dave Arneson. 

 

Starfinder Core Rulebook. © 2017, Paizo Inc.; Authors: Logan Bonner, Jason Bulmahn, Amanda Hamon Kunz, Jason 

Keeley, Robert G. McCreary, Stephen Radney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with 

Alexander Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa Guillet, Thurston Hillman, Erik Mona, 

Mark Moreland, Jessica Price, F. Wesley Schneider, Amber E. Scott, and Josh Vogt. 

 

Starfinder and associated marks and logos are trademarks of Paizo Inc., and are used under license. See paizo.com/starfinder 

for more information on the Starfinder Roleplaying Game. 



 

 

 

Who are the Cybernetic Fae? 

When the fair folk’s homelands fell, 

mortal folk did not even notice. 

Existing as they do within their own 

home realm separate from the rest 

of reality, the fae folk remained 

creatures of stasis. The magic 

which infused their existence 

gradually started to fade, bleeding 

out by the onslaught of 

technology’s progress. 

Before too long, the feudal courts 

that the fae folk held for millennia 

were in uproar. Across the wild 

lands of their home, entire regions 

had vanished – dissolving into 

nothingness. Soon panic gripped 

the fae folk as their brothers and 

sisters perished in the hundreds.  

Desperately, the nobility – for long 

the most powerful and inhuman of 

the fae – sought to find a way to 

conquer this great withering that 

afflicted their home. It was soon 

evident to them that the fae would 

be forced to flee from their 

ancestral home which was 

tumbling apart around them. Yet 

when they attempted to invade the 

mortal realm, they discovered a 

terrifying shock – without their 

magics diminishing, such a flight 

was impossible. The technology of 

the mortal realm was still 

anathema to them. Desperate, the 

nobles turned to their troll artificers 

– the masters of the forges, 

responsible for crafting many 

mystical fae weapons – to find a 

solution. 

 

 

 

 

Soon that solution presented itself,  

but in a way that few of the fae would  

have ever predicted or desired. A  

method, called the Fusion, was agonising 

to the fae, both physically and to their 

souls – but in the end, those that  

survived its fires found that part of their 

spiritual essence had been burned  

away, in return for their continued 

existence.  

 

The few fae who survived, existing  

as cybernetic beings, stumbled into  

the mortal plane. Having lost forever 

their homelands, they are reduced to 

scavengers, salvaging among the 

technology of the mortal races to  

gather the material that their bodies 

required in order to survive.  

 

As it stands, cybernetic fae are  

pirates. Remembering their ancestral 

nature vividly, they re-enact the Wild 

Hunts; pursing mortal prey with 

earnestness; only now they do so  

with swarms of single-piloted attack 

fighters. From within their ships,  

knights – the only remaining members  

of the former nobility – direct their crews 

 to strike back at the mortal folk, who  

they believe abandoned them in their  

hour of most desperate need.  

 
Looted technology is sundered and 
repurposed by the cybernetic trolls,  
who use it to forge new ships and 
augmentations for their bodies, whilst 
satyrs strive to keep watch and  
safeguard their newfound home  
territories from interlopers. Those who 
draw too close to the territories of the 
cybernetic fae find themselves under 
assault by their hordes of ravenous 
felines. Truly the cybernetic fae are a  
force of vengeful anger across the 
cosmos.



 

 

 

All conflict is born out of contradicting 

desires. An animal may attack because it 

wants food or to protect its territory. A 

guard at an industrial warehouse may 

attack a thief because their want – to be 

paid by their employer to protect said 

warehouse, conflicts with the thief’s want 

to break in and steal some precious item. 

Even the baser instincts that eventually 

grow into bigotries and intolerances stem 

from a conflict of wants; often the want to 

protect one’s home and family from a 

perceived, imagined, threat from an 

‘other’.  

In roleplaying games, the objective is to 

overcome your antagonists, and for this 

reason it is important that your enemies 

are made as interesting as possible for 

your players. Antagonists are obstacles for 

your PCs to overcome, but there is often 

very little need for your players to be 

forced into the roles of murdering them.  

In order to allow your players more 

freedom in how they choose to interact 

with the worlds that you create, we give 

each of the antagonists a Want. A typical 

Want might be anything from:  

- prevent ingress into our territory 

- stop the PCs from disseminating 

information 

- gain a sense of justice at a perceived 

wrong 

- to gain food, or some other basic need. 

 

If the PCs can, in some manner, achieve 

giving the antagonist the feeling that their 

Wants have been met, combat can be 

avoided. Encounter can be resolved (often 

times even using skill checks) and 

experience gained. If such Wants can't be 

resolved, combat can occur instead. 

 

 

Not all antagonist's Wants are going to be 

compatible with your PCs – a 

necromancer's Want  to destroy the 

cosmos is probably going to conflict with 

the PCs Want to, well, continue to be alive 

in that same cosmos. Sometimes violence 

will always result – and for dramatic 

reasons, it should. It's important that 

combat plays a part in games, as it 

externalises a lot of the internal struggle 

and drives the action in the game forward. 

Therefore, the GM is the final arbiter of 

when it is appropriate for the players to 

attempt to achieve an enemy’s Want 

conditions to resolve potential situations.  

What truly matters, though, is that the PCs 

have the means to resolve what might be 

better classed as 'unnecessary conflict'. 

Giving your players more options is 

always better than giving them less, and 

this optional rule allows for the potential to 

increase the depth – and excitement – in 

your encounters. Have fun! 

  

OPTIONAL RULE: WANTS 



 

 

CYBERNETIC KNIGHTS 
 

   Born from the ancient nobility of the fae, 

the Cybernetic Knights carry with them 

none of the honour and dignity of their 

ancestors. Instead, they are beings of 

malice and spite. So long ago was their 

exile that many Cybernetic Knights who 

were alive during that era have since 

passed, leaving only their descendants. 

Growing up on tales of the splendours of 

the past, they see their existence in the 

infinite cosmos as a cruel joke – one  

 

 

 

 

 

 

 

 

 

 

 

played on them by the other races of the 

universe.  

   True to their heraldic nature, the 

Cybernetic Knights have set themselves 

as the leaders of the surviving fae. 

Although they are often physically less 

intimidating than their troll kin, their brash 

confidence and sharp, precise applications 

of violence ensure that they are feared 

and respected in equal measure.  

   Much like their ancestral forefathers, 

Cybernetic Knights carry with them the 

capability to channel the powers of the 

equinox. In days gone by, knights of the 

fae would pledge their lives to the seasons 

of summer or winter. Now, out among the 

planets, that power has taken a different 

form, one far more flexible – after all, it’s 

always winter on some planet somewhere, 

after all. Whilst an individual knight may 

prefer one equinox over another and wield 

its power more frequently in battle, all 

Cybernetic Knights can channel both 

winter and summer in equal measure 

should they choose to do so. The more 

heavily a knight relies on one season over 

another, the more that power exudes from 

the knight – one who leans more on 

winter tends to be cold and harsh in 

attitude and favour wearing armour that 

is dark like the winter nights, whilst a 

knight who favours summer may 

have a brash recklessness and 

fiery rage that she carries 

with her as surely as an 

aura of shimmering 

heat.  

    

   Whichever of the two binaries that the 

Cybernetic Knights align themselves with, 

their attitude tends to remain constant – 

that the mortal folk of the universe 

abandoned them to their cruel fate and are 



 

 

deserving of punishment. Often times this 

hatred is born from the pain of rejection 

and the belief that they are, indeed, 

outdated. However the Cybernetic Knights 

remain true to their lineage as captains 

and leaders of their kin, and so it is often 

themselves who act as captains aboard 

cybernetic fae vessels. The few Knights 

who are not captains of their own ships 

tend to inevitably want to be. After all, it is 

their right by lineage, is it not?  

   This makes the life of Cybernetic 

Knights who find themselves in any other 

position rather harsh. Those aboard 

another Knight’s vessel may take roles as 

gunners or technicians, but often end up 

attempting to scheme their way to the top. 

It is not uncommon to find that the knight 

captain of a vessel got his position as the 

result of killing the ship’s former leader. It 

is this brutality that they bring to bear 

against the galaxy  and, eventually, extract 

their revenge.  

CYBERNETIC FAE KNIGHT             CR 6 

XP 1,600 

NE medium fae 

Init +5; Senses low light vision 30ft; 

Perception +9 

DEFENSE   HP 85 

EAC 17; KAC 19 

Fort +4; Ref +8; Will +6 

DR 6/cold iron 

Defensive Abilities swiftwind 

OFFENSIVE     

Speed 35ft. 

Melee faerie blade +10 (2d6+6) 

Spell-Like Abilities (CL 4th) 

1/day – dispel magic 

3/day – magic missile, overheat 

At will – dancing lights, energy ray, ghost 

sounds 

Offensive Abilities faerie blade, pledge of 

the seasons 

STATISTICS     

Str +2; Dex +3; Con +0; Int +2; Wis +0; 

Cha +3 

Skills Acrobatics +11, Bluff +13, 

Diplomacy +11, Mysticism +9, Sleight of 

hand +8 

Feats deadly boast, lunge 

Languages Common, Sylvan 

ECOLOGY     

Environment forests, starships 

Organisation solitary, groups (2-6)  

SPECIAL ABILITIES    

   Swiftwind (Ex) After dealing damage to 

a target with a melee attack, the 

cybernetic fae knight may immediately 

make a 5ft guarded step. This does not 

count as a move action. 

   Pledge of the Seasons (Ex)  At the 

start of combat, before anybody takes an 

action, the cybernetic faerie knight can 

choose to pledge themselves to either 

summer or winter. If summer, they gain +2 

to all attack rolls and radiate an aura of 

heat. If winter, they gain +2 to EAC and  

KAC and radiate an aura of coldness. 

    Faerie Blade (Sp) The fae blade 

weapon is considered to be glamered and 

called. Once per day as a swift action, a 

cybernetic fae knight can imbue their 

faerie blade with energies determined by 

which season the knight is pledged. For 

summer, the blade gains a flaming 

weapon fusion. For winter, the blade gains 

a cold weapon fusion. Only the fae folk are 

able to use their weapon in this manner – 

for anybody else, the blade simply 

functions as an archaic sword.  

 

 

WANTS: Cybernetic Fae Knights 

want to feel that they have 

avenged themselves upon a 

cosmos that has abandoned  

them. If the PCs are able to  

make this antagonist feel that  

their wants have been met by 

providing them what they want, 

award them XP as if they had 

defeated this antagonist in  

combat. 

 



 

 

CYBERNETIC SELKIES 

   Of all of the Cybernetic Fae, none are 

quite as unusual as the selkies. Formerly 

beings of the sea, the selkies were unable 

to find any means to survive in the modern 

world, no matter how many augmentations 

they received. The fluid nature of their 

personalities was simply too much at odds 

with the static nature of technology.  

   That all changed when the final few 

remaining selkies uncovered the online 

infospheres – oceans of data into which 

they were able to submerge themselves. 

Whilst other fae required physical 

augmentations to survive, the selkies 

required a little more in order to integrate 

into their new digital home – the complete 

digitization of their physical form.  

   Some rare Cybernetic Selkies live free 

from the other fae folk. Hopping from data 

strand to data strand, they integrate 

themselves into the infospheres of any 

settlement or space station that they come 

across. Often thought to be little more than 

a virus, their sentience makes them far 

more deadly than any malware. In an 

infected system, Selkies pose a threat to 

anyone who spends too long surfing on 

the information superhighways. 

   Aboard the fae pirate vessels, selkies 

often lie in wait in the ship’s computer 

systems, acting as guardians over the 

data that they keep. Existing now as 

electronic avatars, Cybernetic Selkies are 

a unique threat, and more than one tech-

head has had their brain fried whilst trying 

to jack in to a fae pirate vessel thanks to 

these living defence systems.  

 

 

 

 

CYBERNETIC SELKIE                      CR 3 

XP 800 

CN Medium fae 

Init +4; Senses darkvision 60 ft., low-light 

vision; Perception +7 

DEFENSE       HP 30 

EAC 16; KAC 18 

Fort +2; Ref +4; Will +3 

Defensive Abilities incorporeal 

Weaknesses digital back-door  

OFFENSIVE     

Speed 35ft. 

Melee physical interface +8 (1d8+2)  

Ranged shock +5 (2d4+3) 

Spell-Like Abilities (CL 4th) 

4/day –magic missile 

3/day –electromagnetic spike (as hurl 

forcedisk), discharge 

1/day –digital doorway 

At will –energy ray, disguise self 

STATISTICS     

Str -1; Dex +3; Con 0; Int +1; Wis -1; Cha 

+1 

Skills Sense Motive +10, Stealth +12,  

Languages Common, Sylvan 

ECOLOGY     

Environment any with an infosphere 

Organisation solidary, groups (2-4)  

SPECIAL ABILITIES    

   Digital back-door (Ex) PCs with a 

means to interface with the Cybernetic 

Selkie’s home system, such as with a 

datajack or a mechanic toolkit, can 

attempt a Computers skill check (DC 18) 

as a full action. If successful, the 

Cybernetic Selkie receives 1d10 HP 

damage.  

 

 

 

WANTS: Cybernetic Pixies like to  

keep a trove of unique digital  

data. If the PCs are able to make 

this antagonist feel that their  

wants have been met by providing 

them what they want, award them 

XP as if they had defeated this 

antagonist in combat. 



 

 

CYBERNETIC SATYRS 
 

   Ancient stories tell of the goat-legged 

fawns and their exuberant revelry. Few 

can doubt that there is any truth to that – 

after all, many of the fae-blooded, born of 

the cybernetic fae, are satyrs 

themselves. 

Out of all of 

the 

cybernetic 

fae, the 

satyrs are 

perhaps the 

ones that 

have 

adapted best 

to the modern 

era.    

   Even so, the 

satyrs are without 

a homeland. This 

means that they often 

feel little in the way of 

safety and security in the world 

around them. Whilst some are happy to 

lose themselves in strong ale and even 

stronger parties, the same anxiety 

sometimes give rise to an urge to seek out 

a new home all of their own. For this 

reason, Cybernetic Satyrs comprise a 

large percentage of the population of any 

fae pirate crew.  

   Eager to set themselves apart and 

express their individuality among the fae, 

the satyrs excel at ranged combat. In a 

cosmos that thinks of archery as an 

archaic and outdated sport – after all, what 

use is an arrow when a plasma rifle does 

the job? – the satyrs have imbued what 

little magical energy they have into 

ensuring that their bows can wield a vast 

array of pain to their foes. 

   Cybernetic Satyrs are, out of all of their 

mechanically augmented brethren, the  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

most attune with the forces of the wild. 

Some believe that the little spark of 

nature’s true power is the strongest within 

the satyrs. It is not unknown for explorers 

to stumble across small encampments of 

cybernetic satyrs living alone in desolate 

camps on heavily forested moons or 

planetoids. The affinity that the satyrs 

share with the wilderness is exemplified in 

their unique healing capabilities – one 

which they tend to forgo if they are called 

or cajoled into the pirate life by some 

revenge-driven knight. In general, knights 

view Satyrs as a bothersome group, lax at 



 

 

their work and indolent, more content to sit 

around in woodlands than aid in their 

quest for revenge.  

   Due to their more indulgent nature, the 

Cybernetic Satyrs have more offspring 

across the galaxy than the other 

cybernetic fae, meaning that many of the 

fae-blooded possess satyr ancestry. The 

Satyrs, however, generally make poor 

parents, and typically do not care much for 

their children – although this is a step up 

from the open disdain that the Knights 

hold to theirs.  

CYBERNETIC SATYR                       CR 6 

XP 1,600 

CN medium fae 

Init +4; Senses low light vision 30ft; 

Perception +9 

DEFENSE   HP 75 

EAC 19; KAC 21 

Fort +4; Ref +6; Will +5 

DR 4/cold iron 

Defensive Abilities nature step 

OFFENSIVE     

Speed 30ft. 

Melee kick +10 (1d6+8 critical knockdown) 

 or Head-butt +11 (2d4+6) 

Ranged energy bow +8 (1d6+3; critical 

bleed 1d4) 

Spells Known (CL 5th) 

1st (3/day) – magic missile, supercharge 

weapon 

At will – disguise self, daze (DC 14) 

Offensive Abilities quiver,    bowyer’s 

guile 

STATISTICS     

Str +1; Dex +2; Con +1; Int +3; Wis +0; 

Cha +3 

Skills Acrobatics +8, Bluff +11, Disguise 

+7, Mysticism +7,Sleight of hand +11, 

Stealth +8 

Feats kip up, mobility, nimble moves 

Languages Common, Sylvan 

ECOLOGY     

Environment forests, starships 

Organisation solitary, groups (2-8)  

SPECIAL ABILITIES    

   Nature Step (Su) When in a woodlands 

or forest environment, a cybernetic satyr 

gains fast healing 5. This is active as long 

as the cybernetic satyr’s hooves are in 

contact with soil. 

   Quiver (Sp) As a swift action, a 

cybernetic satyr may change the critical 

effect of the energy bow to any one of the 

following; bleed (1d4), burn (1d4), stagger 

or wound. Only one effect can be active at 

any time.  

  Bowyer’s Guile (Sp) A cybernetic satyr 

may make a full action with its energy 

bow. As long as the effect hits, the current 

critical effect takes place regardless of 

how much damage is done.  

 

 

 

 

WANTS: Cybernetic Satyrs 

strongly remember their lost 

homeland, and want to protect  

any territory that they consider  

to be their new home. If the PCs 

are able to make this antagonist 

feel that their wants have been  

met by providing them what they 

want, award them XP as if they 

had defeated this antagonist in 

combat. 

  



 

 

CYBERNETIC PIXIES 

   Most Cybernetic Fae ships include a 

swarm or two comprising of augmented 

pixies. Tiny winged creatures, they 

possess little in the way of intelligence, 

and most of their sentience is focused on 

amusing themselves. Unfortunately, much 

of their amusements are destructive in 

nature, leading them to pull apart wiring or 

chew on cables. Pixies tend to clash with 

the Trolls aboard fae ships for this reason. 

   Knights tend to show leniency to pixies, 

knowing that they can be employed in 

swarms against their foes. But even then, 

the knight’s patience with them is limited.   

   Cybernetic Pixies don’t tend to dwell far 

from their own groups, and form a 

telepathic bond with one another quickly. 

Constantly seeking amusement and 

stimulation, pixies make a soft chattering 

sound even when communicating 

telepathically; this sound is often 

misconstrued as a form of song due to its 

lyrical nature. 

   On several space stations across the 

cosmos, swarms of Cybernetic Pixies 

have been sighted, resulting in general 

annoyance and irritation from the station’s 

resident pest exterminators.  

 

 

 

 

 

 

 

 

 

CYBERNETIC PIXIE                       CR 1/2 

XP 200 

CN Tiny fae 

Init +3; Senses low light vision; 

Perception +3 

DEFENSE       HP 8 

EAC 11; KAC 12 

Fort +1; Ref +3; Will +2 

DR 8/cold iron 

Defensive Abilities fluttering blink 

OFFENSIVE     

Speed 25ft. 

Melee scratch +4 (1d4+1 plus battery 

drain)  

Ranged static burst +3 (1d4+2 plus 

battery drain) 

STATISTICS     

Str -1; Dex +3; Con 0; Int +1; Wis -1; Cha 

+1 

Skills Acrobatics +8, Stealth +5,  

Languages Common, Sylvan 

ECOLOGY     

Environment any 

Organisation groups (4-10)  

SPECIAL ABILITIES    

   Fluttering Blink (Sp) When the 

Cybernetic Pixie receives 1HP damage or 

more from any source, it may take a 

Guarded Step as a reaction immediately 

after receiving damage. 

   Battery Drain (Ex) A Cybernetic Pixie 

can, upon dealing damage to a target, 

drain 1d8 charges from any battery that its 

target holds, including batteries currently 

in use.  

 

 

 

WANTS: Cybernetic Pixies  

are mischievous and playful, 

desiring fun and amusement. If  

the PCs are able to make this 

antagonist feel that their wants 

have been met by providing them 

what they want, award them XP  

as if they had defeated this 

antagonist in combat. 

 



 

 

CYBERNETIC TROLLS 
 

   In centuries gone by, the trolls dwelled 

underground, working in mystical mines 

and powering arcane forges with their 

unique skills. Subterranean and 

industrious, the trolls were fae spirits of 

the earth itself, with rock and stone for 

muscle and iron for blood. It is little 

wonder, then, that when the fae lands 

started to dwindle, they were the ones 

who turned pragmatically towards finding 

a solution.  

   Many Cybernetic trolls are extremely 

heavily augmented, moreso than any of 

their fellow fae folk. Much of the work 

that they do to their own bodies is 

experimental, very much an 

extension of their own  

 

 

 

 

 

 

forefather’s work in creating the Fusion 

which allowed the fae to survive in the 

wider cosmos. As soon as their forefathers 

left the fae lands and entered into the 

wider universe, a new infinite potential of 

technology was opened to them – one 

which proved to be a magnificent bounty.  

   Whilst the Knights lead pirate crews 

against mortal folk in the thirst for revenge, 

the trolls that accompany them – often 

working as engineers and mechanics – 

have a far more practical use for doing so. 

Recovering the technology that they find 

from scavenging destroyed spaceships, 

the Cybernetic Trolls are able to continue 

to augment themselves, discovering new 

and innovative ways of upgrading their 

bodies.  

   Cybernetic Trolls are very 

keen to make use of the 

capabilities that this 

new universe of 

technology offers 

them, and can 

often be found 

working away in 

the engineering 

bays or even in 

secluded 

workshops, wielding 

pieces of metal with 

their integrated plasma 

blasters or replacing the hull of 

their home spaceship. Their 

considerable physical 

endurance makes them tireless 

workers, allowing them to whittle 

away the hours working on their 

ship tirelessly, often achieving the 

amount of work that would require a 

small team of humans in a fraction of the 

time.  

   Every Cybernetic Troll maintains their 

own individual workshop. Whether a small 



 

 

bench or a room aboard a ship, it is 

always treated as their private space to 

work. Even the Knights know not to step 

foot in a Troll’s workshop – doing so is 

rarely safe, not simply from the risk of an 

angry Cybernetic Troll, but due to the 

dangers that such experimentation 

provides. It is often only due to their 

increased physical capabilities that 

Cybernetic Trolls are able to handle the 

array of hot metals, searing plasma  and 

experimental technomagic that is often 

found in their workshops.  

   In tales of ancient trolls, much was made 

of their capability to regenerate wounds 

and injuries. It is often thought that 

Cybernetic Trolls do not possess such 

regenerative properties, but this is not the 

case. In truth, much of this ancestral 

capability is still active, though it often 

works to combat the damage to the troll’s 

body from their excessive augmentations. 

The upshot of this is that Cybernetic Trolls 

can replace missing body parts with 

relative ease – building new limbs, or 

adapting to parts from synthetic or robotic 

creatures slain in battle.  

CYBERNETIC TROLL                       CR 6 

XP 1,600 

CN large fae 

Init +3; Senses low light vision 30ft; 

Perception +7 

DEFENSE   HP 90 

EAC 19; KAC 23 

Fort +4; Ref +4; Will +4 

DR 8/cold iron 

Defensive Abilities oak-hide 

OFFENSIVE     

Speed 30ft. 

Melee fae hammer +14 (1d6+10; critical 

knockdown)  

Ranged integrated plasma blaster +12 

(2d8+3; critical wound) 

Spell-Like Abilities (CL 4th) 

3/day –supercharge weapon, overheat 

At will – energy ray, hold portal  

Offensive Abilities oathbearer, 

weaponflesh 

STATISTICS     

Str +3; Dex +0; Con +4; Int +1; Wis +1; 

Cha +2 

Skills Athletics +11, Engineering +8, 

Intimidate +13, Piloting +14, Survival +11 

Feats cleave, step-up 

Languages Common, Sylvan 

ECOLOGY     

Environment forests, starships 

Organisation solitary, groups (2-3)  

SPECIAL ABILITIES    

   Oathbearer (Ex) At the start of combat, 

a cybernetic troll selects a single target 

and swears an oath. That target is then 

under that cybernetic troll’s oath. That 

cybernetic troll then gains a +4 bonus to 

attack rolls against that target. 

   Oak-hide (Sp) Once per day as a move 

action, a cybernetic troll can turn their 

body into a harder state. This causes the 

cybernetic troll to immediately restore up 

to 40 Hit Points up to their maximum, 

however all attack rolls made by the troll 

are reduced by -2 for the rest of the day. 

   Weaponflesh (Ex) Cybernetic trolls 

integrate their weapons into their body. 

They may never be forced to drop their fae 

hammer unless they wish to put it down. 

Their integrated plasma blaster is fused 

with the palm of their dominant hand and 

can never be removed. . 

    

 

 

WANTS: Cybernetic Trolls desire 

technology, using it to rebuild their  

own bodies and forge new 

upgraded forms for their allies. If 

the PCs are able to make this 

antagonist feel that their wants 

have been met by providing them 

what they want, award them XP as 

if they had defeated this antagonist 

in combat. 

  



 

 

STARSHIPS 

 

 

   Cybernetic Fae are known to engage 

in Wild Hunts – pursuits of prey across 

space. The Hunts are a recreation of 

ancient blood sports, however the Fae 

have been forced to adapt their tactics  

to accommodate for the changing  

times. Gone are the horses that they  

rode upon and the slavering dogs  

which would chase down their prey – 

instead, the fae deploy two types of 

vessels that serve their purposes just  

as effectively. 

 

 

 

WILD HUNTER                       TIER 6 

Large destroyer 

Speed 4; Manoeuvrability average (turn 

2); Drift 1 

AC 11; TL 9 

HP 170; DT n/a; CT 34 

Shields Light 80 (forward 20, port 20, 

starboard 20, aft 20) 

Attack (Forward) positron gun (6d6), 

positron gun (6d6) 

Attack (Turret) light phasing beam (3d6) 

Power Core Scavenged Maximum (200 

PCU); Drift Engine Signal Basic; 

Systems budget short-range sensors, 

crew quarters (common), mk 2 armor, 

basic computer (tier 3); Expansion Bays 

brig 

Modifiers +2 Piloting; Compliment 8 

 

CREW 

Captain Bluff +15 (4 ranks) 

Engineer Engineering +9 (6 ranks) 

Gunner (3) gunnery +14 (8 ranks) 

Pilot Computers +12 (7 ranks) 

 

   The Wild Hunter is the larger of the two 

starships that the Cybernetic Fae deploy. 

Although they are lightly shielded, they 

possess a strongly armored hull.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

HERNE’S FANG                       TIER 2 

Tiny fighter 

Speed 14; Manoeuvrability good (turn 1); 

Drift 1 

AC 17; TL 12 

HP 35; DT n/a; CT 7 

Shields Medium 90 (forward 23, port 22, 

starboard 23, aft 23) 

Attack (Forward) linked scavenged 

missile launchers (8d8) 

Attack (Aft) light phasing beam (3d6) 

Power Core Scavenged Pulse (120 PCU); 

Drift Engine Signal Basic; Systems 

budget medium-range sensors, mk 5 

armor, mk 1 defences, basic computer 

(tier 1) 

Modifiers -2 Piloting; Compliment 3 

 

CREW 

Gunner (2) gunnery +11 (6 ranks) 

Pilot Computers +9 (4 ranks) 

 

   Henre’s Fangs are fierce attack fighters. 

Often deployed in large numbers to 

defend a single Wild Hunter, they are 

known to harry their targets with powerful 

weapons, all the while defending their Wild 

Hunter base.  

  



 

 

FAE-BLOODED 

 

   No species that enters the wider cosmos 

remains isolated. Even the Cybernetic 

Fae, as keen as their knights are for 

revenge against the mortal inhabitants of 

the universe, have born mortal offspring. 

Not quite true fae and a step away from 

mortals, the descendants of the 

Cybernetic Fae are called the Fae-

Blooded by both mortal and fae alike.  

   The Cybernetic Fae generally regard the 

Fae-Blooded as a bitter reminder of their 

own inability to fully integrate into the 

wider cosmos, and they are typically 

rejected to live out their lives among 

mortals. Fae-Blooded grow up knowing 

that at least one of their parents consider 

them to be ‘half-breeds’, and this rejection 

tends to colour how they approach life. For 

the most part, the Fae-Blooded don’t care. 

The hatred and viciousness of their 

parents are their problems, not that of the 

current generation. As far as the Fae-

Blooded are concerned, the taboos of the 

old are not their concern.  

   The Fae-Blooded carry with them the 

same lingering curse of their parents, in 

that they are unable to survive without 

technological bonding. This often leads to 

the first few months and years of their 

lives to be particularly harsh as they are 

forced to endure medical procedures and 

the additional burden of having to learn 

how to adapt to their augmentations. 

However this may not be all that lingers in 

the Fae-Blooded, as some scholars 

believe that an inkling of the old magic still 

lingers somewhere deep within them – 

and with it, perhaps, a means for the fae 

to one day return home.  

 

 

 

 

 

 

  

 

RACIAL TRAITS 

Ability Adjustments: +2 Dex, -2 Con, 

+2 Int 

Hit Points: 4 

Size and Type: Fae-Blooded are 

Medium humanoids with the fae subtype. 

Low-Light Vision: Fae-Blooded have 

low-light vision. 

Oathbearer: Once per day, at the start 

of combat, before any actions, Fae-

Blooded can mark one enemy with an 

oath of destruction, granting the Fae-

Blooded a +2 bonus to all attack rolls 

against that enemy. 

New Flesh: Abandoning the old ways 

and embracing technomagic has allowed 

the Fae-Blooded to forsake ancient 

weaknesses, granting them DR/3 to 

damage from weapons which have the 

archaic keyword.  

First Language: Fae-Blooded are able 

to speak and understand the spoken 

language of any intelligent creature. 

Bonded: Fae-Blooded are bonded to 

their technological components and 

cannot exist without them. Any effect 

that would cause damage to a creature 

of the constructed type will also cause 

damage to the Fae-Blooded.  
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